
Waiting Around to Die
A System Neutral Horror One-Shot

Scourge Books





Waiting Around To Die
A System Neutral Horror One-Shot

words and art by Scourge
edited by Sansqueep

Scourge Books 2018. All Rights Reserved
ScourgeBooks.com

For Jesus and Jib





Foreword
This piece was written purely as a “one-shot” set in 1979. Hack it to pieces, 

convert it, and run it however you wish. Have your players roll their characters the 
same way your chosen system dictates, then exchange their weapons out for what is 
provided in the Equipment section. Figure the armor out yourselves. Basic supplies 
are seen as a given, and do not require any major leaps to obtain. However, rare items 
would be next to impossible to find. Use your best judgment, and when in doubt have 
them roll a “die of luck.” 

Why 1979? There is no easy answer to that but, to put it simply, when I think of 
horror as a concept I think of this era. What sticks out to me the most are the events 
that took place in the United States during this time. Fresh off of the Summer of Love, 
America took a sharp turn away from the harmony preached during the ‘60s and 
brought its equal and opposite reaction.

The New York blackout of ‘77. The Three-Mile Island incident. Nixon and the 
Watergate scandal. The assassination attempts on President Ford. The oil crisis in ‘73. 
The Vietnam War didn’t end until ‘75. War was raging all across the world. 

David “Son of Sam” Berkowitz. Ted Bundy. The Zodiac Killer, who is still yet to be 
identified. John Wayne Gayce. Charles Manson and his “Family.” Rev. Jim Jones and 
his infamous Kool-Aid recipe.

Movies began to capture blood and gore in ways never imagined. A masked killer 
revved a chainsaw and chased teenagers across hundreds of drive-in screens. Another 
stalked people with a knife on Halloween. A crew traveling through space met its end 
after an alien burst from one of their chests. An endless horde of zombies crawled 
from the minds of several directors. Heavy metal spread like wildfire, every country 
singer worth their oats was called an outlaw, and disco attempted to destroy the entire 
world. 

I prefer to run games with a solid soundtrack if possible. Do your research and sift 
through the countless albums that made their mark during this decade. A few artists 
I recommend listening to while playing are Townes Van Zandt, Black Sabbath, 
Motörhead, Black Widow, Sir Lord Baltimore, and Dust. Some movies I recommend 
watching before running this scenario include Near Dark, Wes Craven’s Vampires, 
The Texas Chainsaw Massacre, Easy Rider, The Hills Have Eyes, Deliverance, The Devil’s 
Rejects, Duel, and Badlands.



Overview
Years ago Badger, New Mexico was a quiet town where many made an honest 

living separated from the rat race. It is now a place where road-tripping families and 
truck drivers disappear forever. While traveling along forgotten highways in New 
Mexico, the party is low on gas and they have no choice but to fill up in this humble 
town. The horrors don’t take long to reveal themselves from there.

Running this Scenario
To start off, each group should brainstorm the backstory of the party before 

rolling characters. Are they hardened criminals trying to evade the law? Punk kids 
on their first road trip across the country? An unknown country band on tour? Or 
maybe they have been sent to clear out the town by a mysterious group or overlord.

How each group decides to begin should affect their equipment at character 
creation. A group of nuns would hardly have reason to be armed to the teeth. Each 
fighter should be given the option of starting with a firearm and a small blade or club. 
All others should be allowed to take one weapon that the character would conceivably 
be armed with.

It is ultimately up to each group to decide how they want to play. This scenario 
was written with weak to average characters in mind. This doesn’t mean rolls should 
be capped, but it does affect the equipment and mindset they start off with.

A fighter or warrior could be a jock or punk rocker. A thief or rogue could be a 
hitchhiker or con man. Clerics could be any religious figure, and a mage could be 
someone that deals with the occult.

The Setting
Badger is a ghost town waiting to die. Those who populate the town have been 

without work or much money for some time. Most everyone in Badger is a willing 
Thrall to the vampires that rule over them. It is a small empire of dust and blood. 
Those who bring the community resources such as live captives are given a higher 
place in the hierarchy. Those who go against the grain are snuffed out.  Their positions 
in the pack are always changing and not everyone gets along. Many are always trying 
to best their friends and family. Some resent everything going on and simply do what 
they must while they wait for a chance to run away. Others revel in the madness. Fur-
ther details on specific NPCs can be found at the end of this scenario.

The main antagonists are a group of vampires that rolled into town a few years 
back. They took over the town within a week and slaughtered any that defied them. 
Everyone fears their wrath and none dare question their authority. Further details on 
them as individuals can be found at the end of this scenario.



Equipment
Shotguns

Type DMG ROF Recoil Range Ammo
Sawed-Off 2d12* 2 -4 20 ft. 2 or 5

Pump 3d6* 2 -3 40 ft. 5-8
*Damage for shotguns is divided in half when making attacks beyond their Range. 

Attacks made at double their Range have their damage divided by 4.

Semi-Auto Pistols
Type DMG ROF Recoil Range Ammo
.45 2d6 3 -3 50 ft. 12-15

9mm 1d8 4 -2 40 ft. 15-17
.22 1d6 5 -1 60 ft. 18-20

Revolvers
Type DMG ROF Recoil Range Ammo

.44 Mag 2d8 3 -4 100 ft. 6
.38 Snub 1d10 3 -3 40 ft. 6

Rifles
Type DMG ROF Recoil Range Ammo

336 30-30 1d12 2 -3 100 yd. 6
M. 70 .30-06 1d12 1 -4/NA 200 yd. 5

Automatic firearms were intentionally left out due to their rarity.

Rate of Fire: The amount of times a firearm may be shot in a single round. 
Recoil: Every shot after the first adds the Recoil modifier to their Attack Roll. 
              Each additional shot will add the Recoil Modifier again.
Range: Maximum Short Range. All attacks made past this distance suffer a -2 to
              Hit. All attacks made at double this distance suffer a -4 to Hit. 
Ammo: The maximum ammunition a firearm can hold, including a chambered 
               round.





Premature Character Death
As with any scenario, there is no one way to run this. There is a specific end 

goal the adversaries are working towards in the Ritual. However, there is little one 
can do to predict the insanity that each group will end up in. If at any time a player’s 
character is killed and their body is picked up by anyone working with the Clan, they 
will be brought back to life and find themselves tied up with no more than 2 HP in 
the Church Basement. They will either break out or find their place in the Ritual.

On the Road
The party is traveling in a large van or RV down a long stretch of road as they 

realize they are not where they should be. Depending on the group background, they 
could just as easily be riding motorcycles or whatever else. Somewhere along the way 
a wrong turn was made, and they are running short on gas. A sign states that Badger 
is 23 miles down a road that has seen better days. It being their only hope for gas, 
they begin the 23 mile journey. They will arrive in town at d6 hours past noon.

Badger, NM
Badger has a population of 53 scattered across a five mile radius. Potholes litter 

the roads as if flood of cannonballs had been shot from the empty skies. The few 
street lights appear to be busted out. Stop signs have been shot up with shotguns. 
Liquor bottles and beer cans are scattered in the ditches.

The few people walking around will stop to stare at the travelers with hard eyes 
that lean towards scowls. The majority of the citizens milling about during the day 
would be averse to conversation, but will answer a few questions if approached.

Everything has obvious signs of neglect. Paint is peeling from every building. 
Vehicles from the ‘40s and ‘50s are stranded in fields and on dirt roads. Cracks in 
sidewalks are home to dead weeds that have dried in the summer heat.



Badger Saloon
There are a few cars parked 

outside. One has Minnesota plates and 
has a pile of suitcases in the back-seat. 
There is a pay-phone next to the front 
door that is out of order. The door 
is stained slightly darker toward the 
bottom as though something that had 
splashed against it was lazily washed 
clean. “Fooled Around and Fell in Love” 
by Elvin Bishop is blaring from inside. 
Thomas Barnes is slow-dancing with 
the body of a dead woman alone on the 
dance floor. He is obviously drunk and 
armed with a revolver. As soon as he 
notices the party he will drop the body 
to the ground, stare them down, and 
quickly make his way toward the bar.

At the bar, Olivia Mendoza will 
reach for two shotguns. She will toss 
one to Barnes and draw the other. A 
quick exchange of words is not entirely 
out of the question as their main goal is 
to coax the party into the bar.

If the party goes inside they will 
be told to disarm and walk backwards 
to the bar with their hands in the air. 
Two more men and a woman will 
come out of a bathroom stumbling, 
obviously inebriated. Once they notice 
the commotion, they will draw pistols 
on the captive party. Barnes will order 
everyone to get on their knees. Any who 
refuse will be shot in one of their legs. 
Those who comply will be knocked out 
by the butt of his shotgun.

If the party attempts to flee they 
will be chased down by Barnes, Olivia, 
and any witnesses on the street, includ-
ing the Sheriff. 

If the party fights, give them hell. 
Paint the streets with their blood, but at-
tempt to capture anyone close to dying.

If anyone in the party is captured 
they will be beaten unconscious and 
awaken in the basement of the Church.

Church
The parking lot is covered in 

refuse. Stained mattresses, overflow-
ing trash bags, piles of suitcases, and 
empty shell casings are strewn around 
the southern side of the building. The 
sidewalk is stained with a trail of blood 
that follows the path to the bullet-ridden 
front doors. The doors are deadbolted.

The inside of the church smells of 
cigarettes, urine, booze, and mildew. 
Everything is dilapidated beyond belief. 
The gray carpet is filthy and stained 
from years of abuse. The wood trim is 
busted and broken in most places. The 
walls have fist-sized holes at waist level 
that have been used as urinals. The light 
bulbs are either missing or have been 
busted out.

The nave of the church is in sham-
bles. The lectern and pews have been 
tossed and destroyed. Bibles and hym-
nals have been ripped apart and left in 
piles of their own ashes. A large wooden 
statue of Jesus hanging from a cross has 
been shot hundreds of times with a vari-
ety of ammunition. The eyes have been 
carved out, and a knife has been impaled 
into the forehead. Shell casings are scat-
tered on the floor and bullet holes cover 
the walls. 

The pulpit is covered in dried 
blood. Seven short chains and shackles 
have been bolted to the floor in a circle 
around a large sigil that has been rough-
ly carved into the ruined carpet. An 
inverted cross has been hung overhead 
with rusted barbed wire and rope.

Several candles light the room and 



make a path to the west down a short hallway with two doors.
The south door leads to a small preacher’s office. The walls are covered in erotic 

“art” and photographs of explicit sex and torture, some of which have been taken in 
the church and other buildings in town. If the photos are examined closely one will 
notice that some of the people in them are from town. 

On and inside the desk occult books, more photographs, ammunition, knives, 
razor blades, hundreds of dollars, narcotics/paraphernalia, and adult magazines have 
been carelessly tossed into piles.

The door to the north opens to a stairwell that leads to the basement.

Church Basement
The basement smells of death, sweat, and mildew. The white paint on the cinder 

block walls is peeling in large flakes and is stained with blood and grime. The air is 
cool and wet.

A leaking pipe slowly drips water into a small puddle on the concrete floor and 
echoes over the moans and sobs from the prison chambers. 

There is a 50% chance of running into a member of the Clan or their Thralls 
here. If a character wakes up here they will be guarded by one of the Thralls.

The stairs descend into a large room that is mostly empty aside from used needles 
and broken glass pipes, a few recliners, and a busted table with chairs laden with 
broken bottles and garbage. 

A large altar dedicated to a statue of a grim reaper has been set up. Bones from 
humans and animals have been laid out into sigils and signs. A human heart stabbed 
with a knife sits inside of a bowl in front of the reaper. Outlining the altar are 13 
burnt-out candles that have been stuck in empty beer, whiskey, and rum bottles.

 There is a hallway to the east and a large metal door to the west in this main 
room.

The east hallway leads to another room, the prison chambers. Ten 3’x3’ metal cag-
es are set up in two rows of five and house three captives and five dead bodies.  The 
cages are chained and locked with basic padlocks. 

The dead appear to have died of blood loss from gunshot wounds in their abdo-
mens. They have bite wounds around their necks, shoulders, and backs.

The living captives can be anyone of any age or gender. They were traveling 
through town when they were kidnapped, tortured, and fed upon by various mem-
bers of town. They would be describing vampires, but would refrain from saying 
that outright. Their wounds are beginning to become infected and they are malnour-
ished. If they are to be saved they will be a great burden on the heroes.

If too much time is spent in this area at night or if any party member is cap-
tured and attempts to escape, some of the lesser vampires will make a short appear-
ance before starting a ritual orgy with local residents in the nave above. It would not 
be out of character for them to spit mouthfuls of alcohol or urinate on the captives, or 
poke them with sticks.



Farms
To the east and west of Badger 

are several small homesteads. Each farm 
is secluded and cluttered with broken  
down equipment and buildings in dis-
repair. The families are of average size 
and stick to themselves. They are mostly 
aware of the situation in Badger, but 
stay out of what doesn’t concern them.

If they are approached for help it 
is the GM’s choice on how to handle it. 
Depending on how a character ap-
proaches the situation they could have 
a 50% chance of receiving aid or being 
turned in to the Thralls. 

Wilkes’ Place
This general store is an all-in-one 

gas station, grocery store, and hardware 
supply. It is owned and operated by a 
man in his early 40s named Claude 
Wilkes. 

He is 6’3” and overweight. His gut 
hangs from underneath his gray tank-
top which is stained with mustard, 
ketchup, and motor oil. His hat says, 
“My ol’ lady can’t wrestle... but you 
should see her box!” His face is dirty 
and he hasn’t shaved or bathed in a few 
weeks.

As the party enters he will bare-
ly look up from the issue of Satan’s 
Scrapbook in his hands, unless there is 
a female present or they specifically ask 
him a question. 

If there is a female in the party he 
will gladly speak with her unprompted, 
winking and smirking. If the group 
is mature enough to handle it, he will 
be very forward with her and have no 
issues checking her out.

If they ask for gasoline he will tell 
them he is out, but the truck is expected 
within a day. He will suggest they rent a 
room at the motel.

Once a conversation starts up 
Claude will ask them as many personal 
questions as he can get away with. He 
will want to know where they are from, 
where they are heading, if they know 
anyone in the area, if they have had any 
trouble with cops on the trip, and how 
they know each other. He will also tell a 
few crude jokes.

“How do you circumcise a hillbilly?
Kick his sister in the jaw.”
“What’s the difference between my 

dick and your paycheck?
Someone’s always willing to blow 

your paycheck.”
If they are aggressive or test their 

luck Claude will pull a sawed-off shot-
gun from behind the counter and tell 
them to leave.

The front counter is sticky and has a 
few dead flies smashed onto it. There are 
large jars with homemade jerky, pickled 
eggs, and pig’s feet. Behind the counter 
is a humble selection of various tobacco 
products, adult magazines, and cheap 
novelty sex toys.

The store is unorganized and most 
of the shelves are empty. There are some 
tools and hardware, but most of it has 
been picked through. He can order 
anything they need, but it could take a 
week to arrive. Canned goods are mostly 
out of date and covered in dust. The 
candy rack has been picked through. All 
that remain are melted chocolate bars 
and stale gum. The coolers have beer and 
out-of-date soda. There are a few bottles 
of liquor. 

If any alcohol is purchased Claude 
will ask if he can join the “party.” If he is 
turned down he will persist by mention-
ing that he knows a few trailer-park girls 



that like whatever they have purchased. 
Once they are gone Claude will 

phone the Sheriff, letting him know 
what he found out.

Motel Thirteen
The proprietor of the motel is an 

elderly woman named Ethel. Her son 
Robert is in charge of maintenance and 
the kitchen, and helps out at the front 
desk when necessary.  The state of the 
motel is better than most of the build-
ings in Badger.

The parking lot is well kept, with 
little trash or debris. The flower beds 
outlining the main entrance have been 
neglected for some time. Every weed 
and flower has long since died and dried 
up in the heat.

The lobby has been recently painted 
an off-yellow color. The carpet is a well-
worn orange and brown, the windows 
have smudges and handprints, and the 
furniture is old and worn. 

There are six rooms total, which are 
all vacant. Ethel and Robert are by far 
the most polite and kind people the par-
ty will encounter, offering them as many 
rooms as they would like with whatever 
accommodations they have available. 

However, they are in on this ruse 
as much as anyone else, if not more 
so. They will attempt to help the Thralls 
and Clan in any way they can.

The kitchen menu is small. Burgers, 
French fries, fried chicken, and pulled 
pork are available, but everything has 
been freezer burnt and tastes terrible.

An attic spans the entire area above 
the rooms, from which Robert has the 
ability to spy on the inhabitants through 
the false vents installed in the ceiling. 

Post Office
Giving off an air that it is in work-

ing order, the Post Office is one of the 
few things in Badger that still functions 
as it should most of the time. If the par-
ty attempts to seek help within, one of 
the employees will radio Sheriff Franklin 
for help.

School
The School acts as the main home 

of the Vampires. It has several class-
rooms, a large kitchen, a few offices, a 
library, and two janitorial closets. Like 
everything else in Badger, it has been 
wrecked.

The parking lot has several cars with 
out-of-state tags that have been stripped 
down. The playground still sees use from 
the local children, but the inside of the 
building is considered off-limits to any 
that have not been invited or forced in 
by the Clan.

The doors that are not boarded shut 
are kept locked with chains and dead-
bolts. Blood smears cover the floors and 
walls. Every window has been boarded 
up. Most of the classrooms serve as quar-
ters for the members of the Clan, but the 
rest are areas meant for private rituals, 
housing the herd that feeds the Clan, and 
torturing those who have crossed paths 
with them at a bad time.

The likelihood of anyone breaking 
into the school and not getting caught 
is slim. Anyone attempting such a feat 
must undergo a handful of Stealth 
Checks, as many members of the com-
munity keep a watchful eye on the area.



Sheriff’s Dept.
Considerably much cleaner than 

any other area in town, the Sheriff ’s 
Department is exactly what it appears to 
be. Inside is a front desk where Saman-
tha Franklin can be found when she is 
not with the Clan, three jail cells, and 
Sheriff Franklin’s office where a small 
firearm safe can be easily accessed. 

There are several filing cabinets, a 
dispatch station with a CB radio, and a 
handful of wanted posters.

If the party comes here for help 
they will be told to wait for the Sheriff 
if he is elsewhere. Once the Sheriff is 
there, they will be accused of drug use 
and public intoxication. A deputy or 
Samantha will hold them at gunpoint 
while they are searched, cuffed, and 
thrown into jail cells. The Sheriff will 
call for backup over the radio and 
they will attempt to move them to the 
Church or to the Clan directly.

Town Hall
The windows of the building have 

been blacked out with paint. The inside 
has been fashioned into a large ritual 
chamber dedicated to Qayn. Furniture 
has been broken and shoved against the 
walls. In the middle of the room is the 
Sigil of Qayn drawn in human blood 
spanning 10’ in diameter. A heavily 
decayed human head wearing a crown 
of dried poison ivy sits directly in the 
center of the sigil with two sickles on 
its right and left. Several empty bowls 
encircle the skull along with a half-circle 
of candles; 13 black, 3 white, and 7 red.
Just as dusk sets, The Clan will make 
their way here to prepare for the ritual.

Trailer Park
To the south of the main strip is 

a large trailer park called Sunny Way. 
Close to half of the population lives in 
this area. Some of the mobile homes are 
in shambles. Two of them have been 
burnt to the ground, some have plastic 
covering their windows and doors, and 
few appear to be in good condition.

During the day, a group of young 
children are playing hide-and-seek 
throughout the area. A young girl 
appears to be the leader of the group. 
She may approach a few members of 
the party to joyfully tell them of their 
coming demise. 

If the situation allows it, the runt 
of the group may introduce himself and 
have a heart-to-heart with one or two 
members of the party. You may use this 
NPC to break the party out of any trou-
ble they are likely to find themselves in.

Any adults witnessing the children 
speaking with the party will approach 
and intervene in an aggressive way. 
Threats, insults, and a cold demeanor 
more than actual violence, but then 
again...why hold back? 

There is a large meth lab set up in 
one of the trailers with four to five 
armed guards. Anyone getting too close 
to this area will be confronted, followed, 
and/or attacked if they cannot be per-
suaded to leave quickly.

At night, there is a large party held 
in the center of the trailer park, which 
will be led by Seven and Gwyn. Any 
prisoners in the Sheriff ’s Department 
or Church will be brought here for the 
Ritual.





The Ritual
Anyone captured will be brought to the center of the trailer park to be sacri-

ficed to Qayn in a death ritual at midnight. Their limbs will be bound and their heads 
covered until the ritual begins, at which point they will be held at gun point by the 
Thralls and commanded to their knees. The intent of the ritual is to feed the lives of 
innocents to this god of death in the hopes that he will bless the Clan with greater 
power and recognition.

Torches and seven small fires encircle a large bonfire fed by busted pallets and 
lumber. The Thralls, along with the rest of the community, stand between the torches 
and fires filling the gaps in the circle.

The Clan, standing in a loose circle around the large bonfire, pass around and 
drink from a human skull filled with blood from pigs and thieves to begin the first 
rites of the process. During this time, Gwyn makes her way to everyone in the Clan 
and then to each Thrall, carving the sigil of Qayn into their foreheads with her finger-
nails as she loudly calls forth the god of death in Sumerian.

Once this is complete Gwyn and Seven will join hands by the bonfire and prepare 
a bowl of rose incense. As the coals are lit and the incense begins to burn, Seven will 
take the bowl around to each member of the Clan and blow the smoke into their 
faces. Gwyn will take this time to call forth the first sacrifice.

Thomas and Samantha will lead a large boar pig to the inner circle and bow before 
Gwyn with the lead rope offered up to her. Gwyn will call the Clan forward to restrain 
the beast and, once its flailing has been subdued, will plunge a knife into its back as 
Seven reaches down and rips out its throat with his bare hands. The boar will attempt 
to flail, run, and scream, and as it does the Clan will raise it into the air. As it is lifted 
against its will, kicking and erupting with blood, the clan will begin to yell a chant 
in Sumerian as Gwyn gives the signal to chuck the beast into the fire. It will kick and 
gargle blood from its throat wound as it is burned alive for the few moments it has 
left. The smell of its cooking flesh will fill the air for some time.

Gwyn will then command the Thralls to bring forth the innocents as she produc-
es a blade for each of them, laying them out in a circle close to the fire. Each victim 
is brought to their knees once again in front of one of the knives. The Clan and the 
Thralls will hold them down making escape impossible. One by one Gwyn will make 
her way around the circle slitting the throat of each victim and giving the order to 
toss them onto the flames as the Sumerian chants are once again yelled into the night 
sky.

As this last rite is performed the crowd in the outer circle will rush forward and 
bow before the flames along with the Clan and Thralls. Gwyn will take a moment 
before standing and silently commanding everyone with her hands to rise and leave 
the area as the fires are left to burn.



Vampires
Depending on the difficulty of your system and desired difficulty of combat, the 
AC and Hit Dice can vary. See the specifics of your chosen system for guidance.

AC 13 to 17
6 to 13 Hit Dice

Str +4, Dex +4, Int +2, Wis +3, Cha +4

Unarmed
1d12+4

*Each Vampire carries their own firearms and weapons. See individual characters 
for specifics.

Abilities
Heightened Senses

A vampire’s senses are stronger than an average human’s.  Hearing, Sight, Smell, 
Taste, and Touch are doubled in strength and capacity. 

+3 is added to any checks that include these senses.
 

Vampiric Influence
+2 to Charm, Intimidate, or Dominate any character within 10’.

Fear
Each Vampire can attempt to inspire fear in others within 10’, causing a number of 

desired reactions.
Characters must make a Paralyze Saving Throw or become terrified.



Seven
.44 Revolver

2d8 DMG

Calvary Saber
1d8

Seven is the patriarch of the Clan. 
He wears a black leather jacket that is 
covered in bullet holes. He has a white 
tank top underneath that is stained red 
and brown with blood. His blue jeans 
are rolled into cuffs over his cowboy 
boots, exposing silver spurs that clank 
with every step. He appears to be in his 
mid-twenties and is in good shape. His 
hair has been cut relatively short with 
small areas that were obviously missed.

Not much of a leader, Seven took 
this position simply because he is the 
oldest of the Clan. He is reckless and 
cruel, and his words bring this fact to 
light. He has an obsession with sins, 
especially those of the flesh. Seven is 
rarely seen without his Thralls who wait 
on his every maniacal command.

No one knows exactly how old Sev-
en is, but his saber is from the American 
Civil War and has been kept in excellent 
condition.

Gwyn
Sawed-Off Shotgun

2d10 DMG

Dagger
1d6

Gwyn is the matriarch of the Clan, 
dishing out punishment and rewards 
where needed. She is respected by the 
others and feared by their Thralls.

She appears to be in her early 30s. 
Her style is similar to Seven’s. She wears 
a black leather jacket, a white t-shirt,  
and black daisy dukes. Her rattlesnake 
boots are heavily worn and soiled.

Her jet-black hair is pulled tightly 
into a ponytail leaving short bangs that 
stop just before her perfect eyebrows. 
Her red lipstick and blush stands out 
over the rest of her outfit.

Gwyn allows the Clan to do as they 
wish within reason, but she is less in-
terested in chaos and madness than the 
others. She is the forerunner in the Clan’s 
worship of Qayn, and has dedicated her 
life to him.



Molly
.38 Revolver

1d10

Pocket Knife
1d4

A flower child from the 60s, 
Molly was embraced by Seven and 
Gwyn after they abandoned their old 
Clan, around 10 years before these 
events.  She appears to be in her early 
20s. She is wearing a leather bikini top 
with fringe on the bottom and blue 
denim jeans with several holes. Her bare 
feet show a few small tattoos. The most 
noticeable is a snake tattoo that begins 
with the tail on her left foot, curls up 
her leg, around her torso, and ends with 
the head on the front of her neck.

She is relaxed and quiet, but takes 
delight in torture. She finds immense 
pleasure in seducing unsuspecting vic-
tims that end up her Thralls in the best 
of scenarios, and little more than toys to 
play with in the worst.

Dirt
Pump Shotgun

3d6

.45 Pistol
2d6

Sword
1d6

Dirt was a hobo for the majority of 
his life before he was embraced by Seven 
and Gwyn. He was enthralled by them 
for years until he earned their respect. 
He still maintains much of his former 
life, preferring worn-out clothes and 
boots over anything new.

Dirt acts as the main muscle of the 
Clan, often putting himself in harm’s way 
for their sake. A lifelong pariah, Dirt is 
genuine when he states that the clan is 
his family, even though that feeling is not 
always mutual.

He is a dedicated follower of Qayn 
and assists Gwyn with anything she 
needs in her worship. 



Clyde
Rifle

Dagger
1d6

The newest member to be em-
braced by the Clan, Clyde is from New 
York City. He is in his mid-twenties and 
was involved in the punk scene before 
he ran into Molly during an acid trip 
at a party the Clan crashed a few years 
back.

He wears a black denim vest that ex-
poses his bare chest, black denim jeans, 
and steel-toed work boots with chains 
wrapped around them. His hair is 
gelled into 9” spikes which are bleached 
blonde with black roots. His arms are 
covered in unintelligible tattoos and 
scars that testify to a misspent youth.

Clyde’s personality mirrors Seven’s, 
with the both of them spending time 
trying to one-up each other. Whether 
this is wanton violence, destruction, 
or any sort of fucked-up games they 
create with their Thralls and victims, the 
two are uncontrollable when they get 
together.

Thralls
AC 10 to 15

4 to 8 Hit Dice
Str +2, Dex +2, Int +1, Wis +1

Unarmed
1d8+2

*Each Thrall carries their own firearms 
and weapons. See individual characters 

for specifics.

Thomas Barnes
Balisong

1d4

.38 Revolver
1d10

Thomas is the personal Thrall of 
Gwyn and the husband of Teresa. He is 
35 years old, 6’4”, and weighs 275 lbs. 
Well known locally for terrorizing any 
members of the community that don’t 
follow through on the Clan’s orders, 
Thomas comes just shy of first place 
within the hierarchy of the Thralls. If it 
weren’t for his recklessness and lack of 
awareness he would find himself wearing 
a badge. Instead, he is kept busy as an 
enforcer amongst the Thralls and the 
town of Badger.



Claude Wilkes
Bowie Knife

1d6

9mm Pistol
1d8

The resident idiot of Badger, 
Claude makes himself useful by run-
ning the General Store and gaining intel 
on anyone passing through. Those who 
seem like easy targets are then picked 
up by one of the deputies as they are 
leaving town. Claude is the lowest in 
the pecking order, and the other Thralls 
are quick to remind him of this. He is 
a pervert and rarely left alone with any 
captured victims.

Olivia Mendoza
Hatchet

1d6

Sawed-Off
2d10

Personal Thrall to Molly and 
proprietor of the local bar, Olivia stands 
at 5’10”, with short black hair, and heavy 
makeup. During the day she can be 
found running the bar, but late at night 
she finds her place at either the feet or 
in the vicinity of Molly. Olivia is sadistic 
beyond measure and her loyalty to her 
master and the Clan is unshakable. 



Sheriff Franklin
Pump Shotgun

3d6

.45 Pistol
2d6

Baton
1d4

Sheriff Franklin is often found 
inside or around the Sheriff ’s Depart-
ment. He has two deputies that patrol 
the outskirts of town attempting to pick 
out easy targets to sacrifice to the Clan. 
His wife is the personal Thrall of Seven 
and, although he does not seem to be 
bothered by this, it has never set right 
with him. To compensate for this void 
he has found company with a few of the 
local women he and his deputies have 
made into widows. 

Teresa Barnes
.44 Revolver

2d8 DMG

Teresa is the wife of Thomas and 
likewise the personal Thrall of Gwyn. 
She never wanted her life and marriage 
to end up the way it has, but it is beyond 
turning around now. Although she is re-
quired to perform whatever duties Gwyn 
requires of her, she is reluctant and only 
does so out of addiction and the hopes 
that one day she and her husband will 
one day be embraced at which point 
she hopes to escape the confines of this 
arrangement.

Samantha Franklin
Dual .45 Pistols

2d6

Personal Thrall to Seven and the 
bride of Sheriff Franklin, Samantha has 
given up her former life to serve Seven 
and the rest of the Clan. She is around 
25 years old, 5’4” tall, with long, flowing 
blonde hair and hazel eyes. Her husband 
is rarely allowed to spend nights with 
her, as her attention is focused towards 
the needs and wants of her master and 
his Clan. Wherever Seven is, she is not 
usually far behind.



Random Tables

Events
1. Gunshots can be heard in the distance.

2. A car crashes into a building.
3. Brutal fight breaks out between several NPCs.

4. Explosion can be seen/heard from the Trailer Park.
5. An NPC is found hanged.

6. A rabid dog attacks the party.
7. A man is burned alive as he runs towards the party.

8. Several people are heard screaming nearby.
9. Police sirens are heard approaching
10. A dog feasts on a litter of kittens.

11. A group of teenagers are playing with a rattlesnake.
12. A feral woman takes a bite out of a rat and spits it at one of the PCs.

Items
1. Lantern
2. Handcuffs
3. 30 ft. of Rope
4. Tweezers
5. 1d6 Matches
6. Duct Tape
7. 1d4 Shotgun Shells
8. 1d6 Pistol Rounds
9. 1d4 Rifle Rounds
10. 1d12 Cigarettes
11. Crucifix
12. Motorcycle Helmet
13. Crowbar
14. Knife
15. Porno Mag
16. 3 ft. Logging Chain
17. Severed Fingers
18. Bandanna
19. Wire Coat Hanger
20. Lighter

Firearm Critical Hits*
1. Their kneecap is blown off. Standing or 

walking is impossible without aid.
2. Right shoulder is rendered useless.

3. Left shoulder is rendered useless.
4. Gut Shot. Movement is divided by 2.   

Additional 1 HP lost every 5 minutes.
5. Lung is hit. Additional 1d6 DMG.

6. Heart is ruptured. Additional 1d10 DMG.
Character will die in two rounds.

7. Neck is hit. Additional 1d8 DMG.
8. Head shot. Immediate Death.

*Does not apply to vampires.

Rewards
1. Working CB Radio.
2. $200 in loose bills.

3.  2d10 Rounds of Ammunition.
4. .44 Revolver with 1d20 Rounds.
5. Sedan with a Half Tank of Gas.

6.  Offered a chance at becoming a Thrall.




