NIGHT OF THE UNDEAD
by Ben Head
/RFDWLRQ The Old World

%DWWOH/HYHO 1-2

2EMHFWLYH5RRP Dread King’s Throne Room

7KH :DUULRUV KDYH EHHQ VXPPRQHG WR WKH FRXUW RI 0DULHQEXUJ D SURPLQHQW FLW\ RQ WKH RXWVNLUWV RI WKH (PSLUH $IWHU WKHLU
MRXUQH\WKHIDWLJXHGDGYHQWXUHVZHUHKRSLQJIRUDZDUPUHFHSWLRQEXWZKDWJUHHWVWKHPLVHPSW\VWUHHWVDQGIULJKWHQHGSHRSOH
VODPPLQJWKHLUVKXWWHUVFORVHGDVWKH:DUULRUVZDONWKURXJKWKHWRZQ,WLVGXVNDQGHYHQLQWKHGLPOLJKWWKH:DUULRUVFDQPDNH
RXWD IDLQWKLQWRIVFDUOHWFRORXULQJWKHZDWHUUXQQLQJEHWZHHQWKHFREEOHVWRQHVXQGHUWKHLUIHHW

6RRQWKHJUHDWKDOOLVUHDFKHGDQGDVROHPQORRNLQJJHQWOHPDQREYLRXVO\WKHKHDGRIWKHJXDUGJUHHWVWKH:DUULRUV³0\QDPH
LV*RULRQDQG,¶PJODG\RX¶UHKHUH´KHEHJLQVLQDYRLFHIDLOLQJWRFRQFHDOWKHJUDYHQHVVRIWKHVLWXDWLRQ7KH:DUULRUVVRRQILQG
RXWIURP*RULRQWKDW0DULHQEXUJLVUHSHDWHGO\EHLQJDVVDLOHGE\XQGHDGDQGRWKHUVXFKEHDVWV3HRSOHDUHWRRDIUDLGWROHDYH
WKHLUKRPHVIURPIHDURIIDFLQJGHDWKLWVHOI$QGWKLVYHU\QLJKWWKH\KDYHEHHQDVNHGWRULGWKLVGHDWKIURPWKHWRZQ*RULRQWHOOV
WKHPWKDWLWRULJLQDWHGIURPWKHJUDYH\DUGMXVWRQWKHHGJHRIWRZQ+LVJXDUGIRXJKWWKHPIRUPDQ\ZHHNVEXWHYHQWXDOO\IOHGLQ
IHDURIWKDWZKLFKFRXOGQRWEHVWRSSHG³:HZLOOWUDYHOWKHUHQRZ´KHVD\V³DQGPD\6LJPDUEHZLWKXV´
5HDFKLQJ WKH IHQFH RI WKH JUDYH\DUG WKH :DUULRU FDQ DOUHDG\ VHH WKH IDPLOLDU VKDSHV RI VKDPEOLQJ XQGHDG PLOOLQJ DURXQG WKH
JUDYHPRDQLQJXQQHUYLQJO\

(QWHULQJWKH*UDYH\DUG

Use the Great Hall to represent the graveyard. Where there are pillars, take these to be tombstones. Place the Warriors at one end
of the graveyard, as they would normally start a dungeon. Also add Gorion who will fight as any other Warrior. Now roll 1D3 for
each Warrior and Gorion, and add them together. This is the amount of Zombies staggering around the graveyard. Place them
randomly. Once they are places play the Graveyard as a normal room with monsters.
Gorion must be treated as if he is another Warrior taking his fair share of Gold. However, he is not eligible for treasure because he
curses it as being from the hands of the evil dead. A player can control Gorion, moving him after all the other players have had
their turns.
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*RULRQ

Armed with Sword.

Once the undead have been dispatched, the Warriors make their way to the mausoleum in the center of the graveyard. Entering
cautiously, they find a stairway to a lower level.
Play a Dungeon as normal except when an event reveals Monsters, in which case roll 1D6. On a 1-3 the Monsters are 1D6+2
Zombies. On a 4-6 roll for Monsters as normal.

2EMHFWLYH5RRP

Once the Warriors have reached the Objective Room place a Necromancer at the rear of the room. This is an acolyte in training
and does not know the full range of Necromantic spells. Instead he can only cast Raise Zombies or Raise Skeletons each turn from
the surrounding corpses in the Mausoleum. Any Skeletons raised will *XDUG him. His Gold value is 600. Also in the Objective
room is 1D6+6 Zombies and 1D6 Skeletons.

&RPSOHWLQJWKH2EMHFWLYH5RRP

Once the Necromancer and his creations have been vanquished it is discovered that there is a small chamber in the rear of the
room. Inside are books and scroll and a make shift living area. After some searching it is clear that the Necromancer was an outcast
of the Wizards Guild in Marienburg. He wished to seek vengeance on the town and all who lived there by dabbling in the black
arts and coaxing other monsters into the bowels of the Mausoleum. If Gorion is still with you he escorts you back and rewards the
Warriors with 300 Gold each.

