
 This adventure is designed as a one-shot game 

for Hollow Earth Expedition.  It can also act as a starting 

point for an ongoing campaign.  This adventure is Role-

Playing heavy.  While it does have combat, the players 

perception and investigation skills will be used more.  

Extra style points should be awarded for good role      

playing, and staying in character. 

 
Introduction 
 Players have received an invitation to be a part of 

an expedition to Shangri – La.  They will meet their  

contact (either a PC who is relative of DR. Gearheart, or 

an NPC who is in possession of his journal) in Boston, 

and take a ship to London. 

 

NPC Rundown 
 This section gives a brief description of the    

major NPCs and their motives, along with there actions 

and reactions to the other NPCs in this adventure. 

 

Felicia: She is a supernatural hunter posing as a French 

dignitary.  She has been tracking the movements of a 

powerful and corrupt occultist who calls himself Malak.  

She does not know his latest disguise but has tracked his 

movements to this ship. 

 

Matthew St.Pier aka Malak:  Malak has taken on the 

new disguise of Matthew St. Pier a Catholic Missionary 

traveling back to the Vatican.  He is an occultist        

specializing in the use of necromancy magic.  His goals 

are to locate the Necronomicon believed to be in the 

vaults in the Vatican.  When he finds out he is being 

tracked, and is about to be exposed he seeks alternate 

means to reach his goal.  Turning Felicia over to the 

Feds could be a good way to do this. 

 

Detective Stan Floor:  Stan is a detective for the FBI.  

He is undercover tracking Felicia who is wanted in   

connection with several murders and disappearances.  

He has no idea of her true nature or that Malak is the 

true culprit.  Stan always gets his man and will stop at 

nothing to do so, and will let no one get in his 

way.  

Allan Maxwell:  Allan is an investment banker.  Over 

the past few years he has embezzled hundreds of     

thousands of dollars from his investors.  He has         

everything he could ever want now, a big house, a fancy 

car and a beautiful trophy wife.  Sadly it was all to good 

to be true.  When the Feds started poking around he 

emptied his bank accounts and decided to flee to Europe 

and live out his life on the beaches of southern France.  

Allan is extremely paranoid and sees undercover cops 

wherever he goes.  When he learns that there is truly a 

undercover Fed on board he looks for a way to draw the 

attention away from himself.  Maybe the unusually large 

cargo could and the goons guarding it hold the key. 
 

Dr. Stellhorn:  The good doctor and his goons are     

responsible for the mysterious cargo aboard the ship.  

The cargo is actually three velociraptors that were 

caught in the Amazon Rainforest.  He plans on taking 

them back to London and making his fortune with them.     
 

Departure 
 
 

 

 

 

 

 

 

 

 
 

 

 

 

 Players board the ship.  They have all been     

giving first class cabins.  The first day and night have 

been giving to the players to interact with the NPCs and 

socialize with the other guests. 

 
 

 
 

 

 

 

 

 



 The players have been invited to dine with the 

caption that evening.  Joining them is Felicia, Matthew, 

Allan and his wife, and Dr. Stellhorn .  The usual talk 

about the ship is discussed.  Along with idle chat about 

the reasons each NPC is on the ship.  Remember none of 

the NPCs will give away their true motives for being on 

board the ship.  Each person plays their parts to         

perfection.   

  

Player Observations: 

 (Perception 3) One of the servers is paying extra 

close attention to the conversation and to Felicia. 

(Perception 4) He is also the same man as the porter 

that was boarding the passengers.  

 (Perception 1) Allan is very nervous and stutters 

and twitches a lot.  (Perception 3) He seems to be 

paying extra close attention to the waiter.   

 (Perception 1) Felicia seems to be asking some 

rather odd questions about church laws on magic and 

such. 
 

 Allow the players to interact with all the NPCs at 

the table and ask their own questions.  Do not deny any 

players different role-playing approaches to the NPCs 

when trying to gather information.  If the players wish to 

role play to gather information it is possible that one 

NPC may let something slip.  Make a Perception or  

Investigation vs. Con.  If the PCs role is higher then the 

NPCs then the player has gained a small piece of        

information.   
 

 Half way through dinner Allan excuses himself 

and fakes illness.  He leaves the table with his wife 

heads to his room and then sneaks into the cargo hold 

where he bribes the goons and frees the raptors.  

 

 When dinner is about over a loud scream can be 

heard from the nearby hall.  Upon investigation a lone 

woman is found cowering alone and in shock.  A bloody 

trail can be seen leading down the hall.  The trail ends at 

a bulkhead door where a body is wedged in between the 

door and wall.  The caption orders all passengers to their 

quarters, and the body be taken to the med bay.  
 

 

 

 

 

 

 
 

 

 

Player Observations: 

 Anyone looking can notice (Perception 1) the 3 

large metal crates being loaded onto the ship at the 

last minute just before the ship leaves port. If the 

porters are asked they are unsure about what they are 

they were added to the manifest last minuet.  

 

 Players People watching notice a man who appears 

to be a  priest boarding the ship, and a very attractive 

woman who seems to be speaking in a French      

accent.  Behind them is a very round man with an 

attractive woman in a fake way attached to his arm.  

He is arguing with the porters about his luggage and 

assures them he does not need their assistance with 

it. 

 

Players can explore the ship, but are limited to the guest 

areas and are not permitted into the crew areas. Players 

who decide to explore the crew areas of the ship and are 

caught will see the chief of security and possibly the 

caption of the ship.  They face criminal charges and 

could be confined to quarters until they reach their    

destination where they could turned over to the          

authorities. 
 

Players wishing to interact with the NPCs:  None of the 

NPCs will give away their cover, not even if they think 

the players will help them with their motives.  Felicia is 

a ―very busy‖ person and does not have time for such 

talk; Allan keeps to himself and his quarters.  Matthew 

is quit contempt to play his role as a Catholic Priest.  He 

will talk openly with the PCs, take confession, and per-

form all duties as a priest normally would.  Dr. Stellhorn 

is with his cargo in the cargo hold.  He only leaves it to 

eat and take care of personal matters.  If he is questioned 

about his cargo he seems a little nervous, and will not 

tell the players what exactly the cargo is just that its very 

important. 

Dinner With the caption  

  
 

 

 

 

 

 

 

 
 

 

 

 



 

Player Observations: 

 (Perception/Investigation 3) The body is badly 

clawed and bitten like a wild animal tried to eat it. 

 (Perception/Empathy 2) Dr. Stellhorn is very nerv-

ous.  He turns and heads directly for his quarters and 

does not stop or look back.  

 

 The players can offer to help but are told they are 

not needed at this time, and to please return to their 

quarters. 

 

More questions then answers 
 
 The players may wish to search the ship anyhow.  

This is fine.  The ships crew members will not stop the 

players as long as they are still in the passenger areas.  

Players can attempt to sneak( Stealth 3), con (Con 4) 

and/or bribe their way past guards into the crew and 

cargo areas.  Let the players role play and award        

bonuses or impose penalties to rolls for good or bad role 

playing. 
 

The Passenger Areas: 

 The players 

will have the oppor-

tunity to interact 

with several of the 

NPCs throughout 

the passenger areas.  

If the players are 

specifically looking 

for an NPC jump 

ahead to that part.  

Otherwise random-

ize the order of   

encounters.     

 

 

 

 

 Felicia or Matthew: Players hear hushed voices    

arguing down the hallway.  female voice: I know 

what you’re up to and I won’t let you get away with 

it. Male voice: your to late I already have… The 

players round the corner and see Felicia and        

Matthew arguing.  Matthew clears his throat.  Felicia 

says this is not over yet and rushes down the hall.  If 

asked Matthew says she is simply an atheist who 

does not believe in the power of the Catholic 

Church.  He to excuses himself and leaves towards 

his cabin.  If the players try and stop him he 

asks that the players not bother him, he is 

very tired.  If the players try to follow Felicia 

She is no where to be found, including her cabin.   

 

 Allan Maxwell and Wife:  They are located in their 

cabin.  His wife answers the door stating Allan is not 

well he is seasick, and is not receiving guests at this 

time. 

 Dr. Stellhorn:  He is not in his room.  His current 

location is in the cargo hold (see cargo hold entry) 

 All other passengers do not know what is going 

on...one heard there is a serial killer on board,       

another  heard that the ship hit an iceberg and they 

are going to sink like the Titanic.  Think of other 

crazy rumors they may here along the way.  Here is a 

good place to drop hints to players that may have 

lost their way.  

 

The Crew Areas:  The players will have to sneak, con, 

or bribe their way around through the crew areas. If the 

players are caught they will be returned to their quarters 

and told that the ships crew as the investigation well in 

hand. 
  

Bridge:  No information to be found here.  There is 

where the ships radio and navigation equipment is kept. 

 

Med Bay: (Perception 2)The body that was found    

earlier is not here.  There is also the equivalent  of 10 

first aid kits here. 

 

Crew Quarters:  Nothing but personal items here.  

 

Kitchens:  Food, and stuff to prepare food. 

 

Armory: This is a small armory kept by the bridge.  It is 

locked and guarded.  It contains 6x Colt 1911, 6x 

Springfield M1903, 4x flare guns, rope, flashlights, and 

a first aid kit, and enough ammo to fill twice as many 

guns. 

 

Engine Room:  Here the players will find any        

maintenance equipment they could think of. 

 

The Cargo Hold: 

 

  
 

 
 

 

 

 

 

 

 

 



 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 The next time they encounter zombies, Felicia 

shows up and aids the players.  

 No I am not a French Dignitary, I am a hunter. 

 Yes, those are really zombies 

 (were did they come from?) I believe an evil        

necromancer named Malak raised them, but I have 

never seen so many. 

 (Who is Malak?) You may know him better as     

Father Matthew.  No, he is not a Priest.  I have been 

following his movements for quit some time now. 

 

 As soon as she starts to explain about Malak, 

Stan comes around corner, or through door where ever    

players happen to be.  He has his gun drawn, and badge 

showing.  He tells the group to freeze, and drop any 

weapons they have.  Allow the players to try and role 

play through the situation.  He has not encountered any 

zombies yet and does not even believe such things are 

real.  Again award style points for staying in character 

and good role playing.  Stan does not give up.  He      

always gets his man, or woman in this case.  Just about 

the time the players and/or Stan are starting to loose 

their cool a zombie surprise attacks Stan biting him.  He 

automatically fails his save and will later become a  

zombie and surprise attack the players when they least 

suspect it.  Stan now believes in zombies and agrees 

with Felicia that they should now search for Malak. 

 

The hunt is on 
 The players should now make their way to 

Malak’s, cabin.  The door is locked. Larceny 3 to pick it 

with tools.  Otherwise the door is wood with defense 4 

and 5 health.  Once inside the room (Investigation 4) 

will turn up a book that has been well hidden.  The 

books letters are red Perception 4 to realize the 

letters are written in blood.  Linguistics 5 to  

realize the book is written in ancient Babylon.  

 Here the players will face their first combat.  

When the players enter the cargo hold they here the faint 

sound of gun fire.  The players see Dr. Stellhorn and 3 of 

his goons firing at what looks like 2 large lizards.  One 

of the goons is dead on the ground tore to shreds.  The 

lizards are actually raptors.  Dr. Stellhorn notices the 

players and asks for their help.  The raptors will kill the 

goons first (they tortured them), before they turn on the 

players.  Dr. Stellhorn could live and accompany the 

players during the rest of the adventure.  He is a bit of a 

klutz, and seems to get in the way a lot.  Use the stats for  

the 3 goons (thugs), Dr. Stellhorn, and the velociraptors 

found at the end of the adventure. 

 

 After the combat is over if any of the goons and/

or Dr. Stellhorn survives they say:  

 They have no idea how they got out. 

 Yes, it was a raptor that killed the passenger earlier. 

 They were indeed velociraptors. 

 We found them deep in the Amazon Rainforest. 

 We were taking them back to London to put on dis-

play. 

If one of the goons is alive he seems a little more on 

edge.  If asked he says its nothing, Empathy 3 says he is 

lying.  If he is pressed he admits to taking a bribe from 

Allan Maxwell and freeing the raptors.  If the players try 

and return to confront Allan he and his wife are no 

longer in their rooms.  If they inform the caption or his 

first officer they will start a search for Allan. 

 

What is dead should stay dead 
 Matthew realizing that he is in danger of being 

caught decides to take matters into his own hands.  He 

stole the body and raises it as a zombie with the zombie 

plague rule.  So everyone that the zombie kills turns into 

a zombie.  It should not take long before the players are 

knee deep in zombies considering there are some about 

200 people on board this ship.  He also cuts the power to 

the ship, and lets all life boats down.  It looses all power 

and ability to navigate. 

 

 The players are still exploring the ship sometime 

after the battle with the raptors when they encounter 

their first zombies. More then likely the players have 

never encounter zombies before.  They should not      

realize they are zombies at first.  Perception 4 to realize 

there is something wrong with the ―people‖.  They look 

sick and are walking funny.  The zombies should get a 

surprise action.  In the first combat there is only one 

zombie.  Do not forget the zombie plague rule if the 

players are bitten.  At this time the players can freely 

move throughout the ship as the whole ship is in    

chaos.  



 My true name is Malak. 

 

 Malak: Well this has gone on long enough, and it 

is time for all of you to die.  He starts to chant in some 

strange language.  There is a tingly feeling in the air.  

Malak gets louder and louder, and then he slits Felicia’s 

throat.  Blood Spatters all over as Malak laughs even 

more.  Just then a Raptor leaps through the window shat-

tering it and attacks Malak.  The players are free to act 

now.  Depending of if this is a one shot adventure or a 

starting point of a campaign Malak could live or die.  

The combat goes with Malak easily killing the raptor 

and now the players must defeat Malak.  All of his sor-

cery rolls are at + 12 on his sorcery rolls for sacrificing 

Felicia until end of combat.   

 

Conclusion 
 The players have successfully stopped Malak for 

now.  However, the ship is not moving, there is no 

power, there are still zombies on board, and there are no 

lifeboats.  As soon as Malak is defeated the zombies all 

die.  Fixing the power is not to hard (Craft: Mechanics 

3).  Once the power is on the players can radio for help. 

 

Experience Points -  

 

 Players gain 1 for playing in the game. 

 Players gain 1 for surviving the game. 

 Players gain 1 if they stayed in character and role 

played their characters.  

 Players gain 1 for successfully complete the adven-

ture. 

 The best role player for the session (voted on by 

party) receives 1 xp.  

 

Further Adventures:  If Malak escapes, or even if he 

dies he could pop up later again looking for some more 

powerful artifact, book, or even the Necronomicon 

again.  Also the players still have to reach London and 

prepare for their journey to find Shangri-La. 

 

 

  
 
 

 

 

 

 

 

 

 

 

 

 

That check is just to determine the language the book is 

written in it would take more time then the players have 

to translate the book.  If for some reason the players 

want to try Felicia tells them there is no time.  The   

players are free to keep the book if they choose to.  This 

is a good time for Stan to turn into a zombie and attack 

the players.  Once the combat is over if the players do 

not suggest it Felicia says they should try and locate 

Malak. 

 

 As they make their way through the hallways the 

players encounter Allan Maxwell running for his life.  

He asks the players to save him.  He offers them money, 

and riches if he survives.  Just then the lights flicker and 

an evil laugh can be heard echoing through the halls.  

Echoing Voice:  You are all doomed!  Come to me if you 

dare.  I am awaiting you on the bridge. Just to prove his 

point scraping and moans can be heard behind the    

players, and a horde of zombies comes around the cor-

ner.  If the players stay and fight they are outnumbered 3 

to 1.  The battle should go very poorly for the players 

and they should be forced to run.  They can easily outrun 

the zombies. 

 

I have become death 
 On the way to the bridge the players can easily 

avoid any zombies they see.  If the players wish to heal 

some they can easily make it to the Med Bay.  When 

they are finally ready to confront Malak they can head 

towards the bridge.  If they had not found the armory or 

forgotten about it already they find it now.  When they 

round the last corner to the bridge Felicia spots Malak 

through the open door and yells. You will not escape me 

anymore!  She runs through the door.  Malak does his 

evil laugh and the door slams shut.  No matter what the 

players try they cannot get the door open.  There is  

however a door that leads out onto the deck that’s 

around the bridge that is open.  The players can take that 

door    outside and see through the glass into the bridge.    

Malak is dressed in dark 

black robs.  Felicia is on 

her knees and a sinister 

knife is held to her throat.  

Malak warns the players to 

stay put or he will kill her.  

(Insert evil speech here).  

Include these points. 

 I will soon be in pos-

session of the necronomi-

con. 

 Its located in the Vati-

can. 

     



 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 
 

 

Friends and Foes 

 
 
 

 

 

 

 

 

 

 

 

 

 
 

 

 

Felicia     

Archetype: Supernatural Stalker Motivation: Duty 

Style: 3 Health: 6  

Primary Abilities: 

Body: 3 Charisma: 2  

Dexterity: 3 Intelligence: 2  

Strength: 2 Willpower: 3  

Secondary Abilities   

Size: 0 Initiative: 5  

Move: 5 Defense: 6  

Perception: 5 Stun: 3  

Skills Base Levels Rating (Average) 

Athletics 2 2 4 2 

Brawl 2 1 3 1+ 

Drive 3 2 5 2+ 

Empathy 2 2 4 2 

Firearms 3 3 6 3 

     Pistols   7 3+ 

Con 2 2 4 2 

Larceny 3 1 4 2 

Melee 2 2 4 2 

Stealth 3 2 5 2+ 

Streetwise 2 2 4 2 

Talents 

Danger Sense (retains full defense when surprised) 

Resources 

none 

Flaw 

Obsession(+1 SP whenever obsession leads into more 

trouble or endangers a group shes traveling with) 

Weapons Rating Size Attack Average 

Mauser C96 3L 0 10L 5L 

Bowie Knife 1L 0 5L 2+L 

Stake 1L 0 5L 2+L 

Punch 0N 0 3N 1+N 

Allan Maxwell    

Archetype: Moneyman Motivation: Survival  

Style: 3 Health: 5  

Primary Abilities: 

Body: 2 Charisma: 3  

Dexterity: 2 Intelligence: 3  

Strength: 2 Willpower: 2  

Secondary Abilities   

Size: 0 Initiative: 5  

Move: 4 Defense: 4  

Perception: 6 Stun: 2  

Skills Base Levels Rating (Average) 

Brawl 2 2 4 2 

Bureaucracy 3 4 7 3+ 

     Business   8 4 

Diplomacy 3 2 5 2+ 

     Negotiations   6 3 

Firearms 2 3 5 2+ 

     Pistols   6 3 

Gambling 3 2 5 2+ 

     Poker   6 3 

Talents 

None 

Resources 

Wealth 2 ($500/month and ability to invest in another resource) 

Flaw 

Hunted (+1SP whenever in danger of being caught) 

Weapons Rating Size Attack Average 

.38 Special 2L 0 8L 4L 

Punch 0N o 4N 2N 



 

 

 

 
 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 
 

 

Dr. Stellhorn    

Archetype: Scientist Motivation: Greed  

Style: 3 Health: 5  

Primary Abilities: 

Body: 3 Charisma: 2(3)*  

Dexterity: 2 Intelligence: 3  

Strength: 3 Willpower: 2  

Secondary Abilities   

Size: 0 Initiative: 5  

Move: 5 Defense: 5  

Perception: 5 Stun: 3  

Skills Base Levels Rating (Average) 

Animal Handling 3* 3 6 3 

Athletics 3 3 6 3 

Empathy 3 2 5 2+ 

Body Language  6 3 

Medicine 3 2 5 2+ 

     Veterinary   6 3 

Biology 3 5 8 4 

Survival 3 2 5 2+ 

     Tracking   6 3 

Talents 

* Anamial Affinity 1 (+1 charisma rating when dealing w/animals 

Resources 

none 

Flaw 

none 

Weapons Rating Size Attack Average 

.38 Special 2L 0 2L 1L 

Knife 1L 0 1L 1L 

Punch 0N 0 1N 1N 

Thugs    

Ally 1    

Archetype: Solder Motivation: Duty  

Style: 0 Health: 5  

Primary Abilities: 

Body: 3 Charisma: 2  

Dexterity: 2 Intelligence: 2  

Strength: 2 Willpower: 2  

Secondary Abilities   

Size: 0 Initiative: 4  

Move: 4 Defense: 4  

Perception: 4 Stun: 2  

Skills Base Levels Rating (Average) 

Athletics 2 2 4 2 

Brawl 2 2 4 2 

Firearms 2 2 4 2 

Intimidation 2 2 4 2 

Melee 2 2 4 2 

Talents 

Tough (+1 Body raiting) 

Resources 

none 

Flaw 

none 

Weapons Rating Size Attack Average 

12 Gage SG 3L 0 7L 3+L 

Knife 1L 0 4L 2L 

Punch 0N 0 4N 2N 



  

 
 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 
 

 

Velocraptor    

Follower 2     

Archetype: Dinosaur Motivation: Survival  

Style: 0 Health: 6  

Primary Abilities: 

Body: 3 Charisma: 0  

Dexterity: 5 Intelligence: 1  

Strength: 2 Willpower: 3  

Secondary Abilities   

Size: 0 Initiative: 6  

Move: 8(16)* Defense: 8  

Perception: 6 Stun: 3  

Skills Base Levels Rating (Average) 

Athletics 3 1 4 2 

Brawl 3 5 8 4 

Empathy 1 1 2 1 

Stealth 5 3 8 4 

Survival 1 5 6 3 

Talents 

Alertness 1 ( +2 Perception Rating) 

* Run (Double Momement when running) 

Resources 

none 

Flaw 

Bestial (Character cannot communicate or use tools) 

Weapons Rating Size Attack Average 

Bite 0L 0 8L 4L 

Claw 0L 0 8L 4L 

Zombie     

Archetype: Everyman Motivation: Duty  

Style: 0 Health: 0*  

Primary Abilities: 

Body: 2 Charisma: 0  

Dexterity: 0 Intelligence: 0  

Strength: 2 Willpower: 2  

Secondary Abilities   

Size: 0 Initiative: 0  

Move: 2 Defense: 2  

Perception: 2 Stun: N/A  

Skills Base Levels Rating (Average) 

Athletics 2 2 4 2 

Brawl 2 2 4 2 

Melee 2 2 4 2 

Stealth 0 2 2 1 

Survival 0 2 2 1 

Talents 

zombie plegue (any creature bitten and dies turns into zombie** 

High Pain Tolerance 2 (ignore wound penelties) 

Resources 

none 

Flaw 

Bestial (cannot talk or use tools) 

Weapons Rating Size Attack Average 

Bite 0L 0 4L 2L 

Punch 0N 0 4N 2N 

* Zombies immune to nonlethal damage and stun. 

** See Zombie Plague at end of adventure 



 

 

Malak is in possession of a book that allows him to sum-

mon Plague Zombies and grant him the Zombie Eyes 

ability.  So he will never be surprised by the players.  
 

 

 
 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

Stan Floor    

Archetype: Lawman Motivation: Duty  

Style: 3 Health: 6  

Primary Abilities: 

Body: 3 Charisma: 2  

Dexterity: 2 Intelligence: 3  

Strength: 2 Willpower: 3  

Secondary Abilities   

Size: 0 Initiative: 5  

Move: 4 Defense: 5  

Perception: 8* Stun: 3  

Skills Base Levels Rating (Average) 

Athletics 2 2 4 2 

Brawl 2 2 4 2 

Investigate 3 3 6 3 

Firearms 2 2 4 2 

Stealth 2 2 4 2 

Streetwise 2 4 6 3 

Talents 

*Alertness (+2 Perception rating) 

Resources 

Contacts 1 (Police +2 social bonus) 

Flaw 

none 

Weapons Rating Size Attack Average 

Colt Detective  2L 0 6L 3L 

Punch 0N 0 4N 2N 

Malak    

Mentor 4     

Archetype: Occultist Motivation: Power  

Style: 4 Health: 8  

Primary Abilities: 

Body: 3 Charisma: 5  

Dexterity: 3 Intelligence: 5  

Strength: 3 Willpower: 5  

Secondary Abilities   

Size: 0 Initiative: 8  

Move: 6 Defense: 6  

Perception: 10 Stun: 3  

Skills Base Levels Rating (Average) 

Acad. Occult 5 3 8 4 

Acad. Religion 5 3 8 4 

Acad. History 5 3 8 4 

Con 5 3 8 4 

Focus 5 3 8 4 

Investigation 5 3 8 4 

Sorcery: Necro- 5 7 12 6 

Linguistics 5 3 8 4 

Melee 3 1 4 2 

Talents 

Skill Aptitude: Sorcery,  

Magical Aptitude 

Resources 

Rank 2 (Hermetic Order of the Rose and Cross) 

Flaw 

Overconfident 

Weapons Rating Size Attack Average 

Dagger 1L 0 5L 2+L 



Advanced: You may take this talent three times. At the 

second level, you may speak through the zombie with an 

eerie, otherworldly voice (even if it lacks the physical 

equipment for speech). At the third level, you may use 

the Undead Sight with any zombie, even if you did not 

create it and do not control it, subject only to the Sorcery 

modifiers for range.  

 

These abilities came from Danger Magnet Magazine  

The Halloween Special Edition.  The article Save the 

Zombies by M. Sechin Tower.    
 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 

 

Zombie Plague  
The bite of your zombies spreads a plague which turns 

other living creatures into zombies.  

Benefit: Zombies you create may carry the Undead 

Plague. At creation, you must declare that you are creat-

ing plague zombies and take a -2 modifier to the ritual 

roll. Any creature bitten by such a zombie must make a 

reflexive Body roll at a difficulty of 3 to resist the 

plague. Each day, an infected person may make a reflex-

ive Body roll (or substitute a caregiver’s Medicine roll), 

requiring ten accumulated successes to fully fight off the 

disease. For each day of infection, the victim suffers 1 

lethal wound that cannot be healed until the plague is 

cured.  

If an infected creature dies for any reason while infected, 

roll 3 dice: the creature will rise as a standard zombie 

within number hours equal to the roll results.  

Normal: The dead are rising from the grave to feed 

upon the living—and you’re still wondering about nor-

mal?!?!  

Advanced: This talent may be taken three times. At 

level 2, you may remove the plague from any zombie 

with a single touch, even if you did not create it. At level 

3, you may remove the zombie plague from any living 

creature with a single touch.  

 

Undead Eyes  
You may see through the eyes and hear through the ears 

of a zombie.  

Benefit: By entering a trance (during which you are un-

able to perceive your immediate environment and there-

fore lose your Active Defense), you are able to perceive 

the world through the sense organs of a zombie you cre-

ated. You may make Perception rolls as if you were in 

the zombie’s location and can see, hear, smell, taste, or 

touch anything that you would be able to if you were 

there. You cannot cast spells through the zombie or con-

trol the zombie to do any action of which it would not 

normally be capable of doing.  

Your character may enter and exit this trance on your 

turn as a reflexive action. If your character’s body suf-

fers any injury, the trance is immediately ended. You do 

not feel pain through the zombie’s body, so injury to the 

zombie does not end the trance and your character is in 

no danger even if the zombie is destroyed in some spec-

tacular way, such as by being cut to shreds by the whirl-

ing rotors of a burning helicopter  

Normal: Morbid curiosity is normal, but a ride-along 

inside a zombie’s head is seriously Goth.  

 

 


