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In a time “before the war”, this 
short adventure was written 
based upon a three panel comic 
strip set in the post-apocalyptic 
setting of The Wasted Hack (that’s 
me) role playing game (rpg). 

This is the first of six planned, 
free adventures designed during 
(and for play) during the 2020 
Coronavirus/ Covid 19 pandemic.

There are a large number of com-
puter based programs that allow 
for GMs and players to get togeth-
er virtually. Perhaps the simplest 
among them being Google Hang-
outs using screen sharing. 

Stay safe, and keep each other 
safe. These are strange and trou-
bling times. A little diversion goes 
a long way right now. While you 
might not be able to find toilet 
paper at your local grocery store 
or big box retailer, there’s a nine-
pack just waiting to be looted in 
Room 5!

“The Black Hack” by David Black, 
was used to make “The Wasted 
Hack” rpg.

Check out The Black Hack here

The “Five Room Dungeon” meth-
od by Johnn Four was used (a bit 
loosely) to create this small “bun-
ker raid” style adventure.

Check out Johnn Four’s excellent
roleplaying tips website here

And if you liked this adventure...

Check out The Wasted Hack here

https://www.drivethrurpg.com/product/178359/The-Black-Hack
https://www.roleplayingtips.com/5-room-dungeons/
https://www.roleplayingtips.com/5-room-dungeons/
https://www.drivethrurpg.com/product/224709/The-Wasted-Hack
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-Excerpt from military 
“personal hygiene” manual.

Nearly every settlement, strong-
hold, and village offers “Luxx” 
accommodations, with superior 
amenities compared to the av-
erage shipping container flop-
house. 

When it comes to “taking care of 
business”, most waste-landers 
just use whatever they have on 
hand, but the wealthy and elite 
who live in Luxx use scrolls. Ves-
tiges of society “before the war”, 
scrolls are expensive and notori-
ously hard to source. 

This is where your characters 
come into play. Recovering scrolls 
from waste-land ruins is danger-
ous work, but it pays well.

Roll 1d6 on the table below to 
randomly generate a hook, or rea-
son, for the characters to venture 
into the Sply (a Sply is a location 
known or rumored to be rich in 
loot or salvage).

1  Sold a map to the 
Sply for 50 Credits.

2
 Overhear Scaven-
gers planning to 
loot the Sply.

3
 Stumble upon the 
ruins on the way 
to another adven-
ture.

4
Stumble upon the 
ruins on the way 
back from another 
adventure.

5
Overhear a rumor 
about a Drood 
guarding a nearby 
Sply.

6
Hired to recover 
Scrolls for Luxx. 
Offering +10 Cred-
its per scroll as an 
incentive.
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The floor of this small (Nearby 
range) fume-filled chamber is 
covered in 1-2 feet of thick green 
sludge made up of gravel, sand, 
and cleaning chemicals, making 
movement difficult.

the Drood in Room 3 has set a trap 
using his “nature magic”.  3-6 
(1d4+2) Goop Golems will rise 
from the sludge to prevent the 
characters from progressing any 
further.  

Hit Dice  2
Hit Points  10

Damage  1d6

1 square  = 5’

A Golem may forgo its action to 
recover 1d4 lost Hit Points by ab-
sorbing sludge from the floor.
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The ceiling of this chamber is 
made of up of car-sized chunks 
of rock, precariously supported 
by large “root columns” jutting 
up from the floor.  The floor itself 
is divided into rough hexagonal 
shapes by root tendrils extending 
from the base of each column.

In the center of each hex, there 
is a symbol crudely scrawled in 
dried muck from the previous 
room.  Stepping on the incorrect 
hex will cause the root column to 
crumble, dropping a portion of 
the ceiling down and dealing 2d6 
damage unless a successful DEX 
test is made. Characters may 
have gear or special abilities that 
allow them to circumvent these 
traps.

A Dismal Failure on this 
test results in a character 
getting trapped beneath 
the rubble.  The character 
will take an additional 
1d4 points of damage each 
Moment until 3 successful STR 
tests by other characters are 
made to free them.

To determine the symbol on each 
Hex, roll 1d4 and consult the table 

below. A roll of 1-2 is a trap sym-
bol, rolls of 3-4 are safe symbols. 

1 Mushroom Cloud
2  Radiation Symbol
3  Three Petal Flower
4 Oak Tree

The oak tree and mushroom 
cloud symbols are nearly identi-
cal, and a WIS check is required 
to tell them apart. The same is 
true for the flower and radiation 
symbols. A failed WIS test means 
the characters simply cannot tell 
which is which.

The hex with “free space” painted 
in it is a trap.
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This room is the entrance to the 
ancient “Janitor’s Supply”, a small 
“before the war” wholesale store. 

Empty bottles of various chem-
icals litter the floor, as their 
contents have been poured out in 
Room 1 to make the sludge. 

A Drood has set up camp here, 
with hopes of destroying the 
scrolls that lie further in the ruin 
in a Drood-ic ritual. He has not 
been able to get past Jan-Tor, the 
robotic guardian, in Room 4. 

The Drood cannot tolerate the 
thought of the scrolls, some of the 
last remnants of vast forests from 
“before the war”, being used to
wipe the bottoms of those living 
in Luxx, and will fight the charac-
ters to the death to prevent it.

If the characters can convince 
him (CHA roll at Disadvantage) 
that they will help destroy the 
scrolls (even if they are lying), 
he will inform them of the ro-
botic menace in the next room, 
and give them a box of magnetic 
ammo (p. 7) to help in the coming 
fight. He is will not aid them in 
the scuffle, as he is terrified of 
Jan-Tor. 

THE DROOD
Hit Dice  3

Hit Points  22
Armor Points 2

Damage  2d4

Special Abilities
“Nature’s Righteous Fury”
The Drood can attack twice 
each Moment.

“Gaia’s Unrelenting Grasp”
Once per combat, the Drood 
can bind a character with roots 
emerging from the floor. STR test 

at Disadvantage to break free.

This ability can be used 
more than once if the GM has 

Luck Points to spend against the 
player characters.



5

Metal racks are free-stand-
ing in the center of the room, 
and lining the walls. Var-
ious cardboard boxes line 
the shelves, although they 
appear to be badly burned. 
A crack in the wall opposite 
the entrance reveals the entrance 
to Room 5. A charred janitor bot 
sits motionless in the room until 
the characters enter. 

Jan-Tor will attempt to clear the 
room of contaminants by burn-
ing the characters alive. If the 
characters flee back into Room 
3, Jan-Tor will not follow. If they 
are able to get to Room 5, Jan-Tor 
cannot fit through the crack to 
follow. 

JAN-TOR
Hit Dice  4

Hit Points  31
Armor Points *6

Damage d10
Jan-tor will roll around knocking 
down shelves, pinning characters 
against walls with the shelves or 
his body, and spouting fire every-
where.  

Special Abilities
“Heavy Metal”
Jan-Tor has double the standard 
amount of Armor Points.

“Spinning Inferno”
Once per combat, Jan-Tor can 
spin around spouting flame at all 
characters in the room. This abil-
ity can be used more than once if 
the GM has Luck Points to spend 
against the player characters.

If defeated, Jan-tor has loot as 
indicated on pp. 7-8. 
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A narrow cave-like cor-
ridor leads to this small 
chamber.  Faint light spills 
through narrow crack (too 
narrow to fit through) 
in the wall opposite the 
entrance. The corpse of a 
scavenger with scorched 
and useless armor can 
be found laying near the 
narrow crack. 

Empty paper tubes tell a story of 
starvation and desperation. He 
apparently choked to death on 
a now-worthless scroll.  In his 
skeletal arms, he clutches an un-
opened pack of scrolls, as detailed 
on p. 7.

The characters may choose to 
break through the crack to exit 
the Sply (especially if Jan-Tor is 
still alive in Room 4). Choosing to 
do this will take an hour, and the 
durability of any weapons or tools 
used to do it will be degraded by 
one die. 

Wrapping up
If the characters help the Drood 
destroy the scrolls in his strange 
ritual, he will be grateful and 
share the location of some 

non-organic loot located in a 
nearby radioactive scrub-forest. 

If they kill the Drood, they might 
expect trouble from a Drood-
ic order located in that same 
scrub-forest.  

If the challenges presented in 
the adventure seem too hard, 
feel free to reduce any stats of 
the foes, or damage from the 
falling traps in Room 2. Or you 
can always bump it all up if your 
characters are higher level. 

You can always throw in an am-
bush or a scroll-killing rain storm 
on the way back to civilization for 
an extra challenge.
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The following items can be found 
in the Sply Ruins, or scavenged 
from defeated enemies. 

The Drood will also have 3d6 cred-
its on his person, and Jan-tor will 
have 4d6 credits jammed in his 
vacuum powered base.

Magnetic Ammo
These rounds grant a (-2) bonus 
to ranged attack rolls and (+2) 
damage against Robots or foes 
wearing (heavy) metal armor.

The box contains 3 Usage Dice 
worth of ammo. Roll 1d6 on the 
table below to determine the type 
of ammunition found:

1  Pistol
2  SMG
3  Shotgun
4  Rifle
5  Assault Rifle
6  Sniper

Robot Armor
This pauldron is supported by 
bulky magnets on the underside. 

Grants 1 AP armor to robots. 
Can be used over metal armor by 
characters, but it will take up two 
inventory slots. 

Lost Scrolls
A nine-pack of rare scrolls 
wrapped in brittle cellophane. 

Each scroll is worth 50 credits, but 
they are very fragile! 
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Jan-tor’s arm
The flame thrower appendage can 
be properly removed with an INT 
test.  It can be used with other 
components to make the sche-
matic weapon detailed below.

This special weapon can be made 
by combining Jan-Tor’s arm with 
a submachine gun (SMG) and a 
fuel tank. 

A smith can construct the weapon 
with all the components for a fee 
of 250 Credits. 

KILL IT WITH...
Damage  2d6 (fire)
Range  Nearby
Ammo Die d6
Durability d8

Special Ability 
“Unredeemed Montag” (UD d4)
Attack 2d4 Hit Dice worth of Close 
foes in a single Moment.

If the Usage Die (UD) is fully de-
graded, the weapon malfunctions 
and must be repaired by a smith. 
Test the durability to see if the 
weapon quality is permanently 
impacted. 
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 CON + 1
 1/2 CON +1
 Any Melee, Primitive Ranged and 

Thrown weapons, Light and Medium Armor.
 1d6 Melee/ 1d4 Ranged

All Drood roll with 
Advantage when testing
WIS to resist “magic” or
 other-worldly effects.

Roll to see if Stats increase,
 roll twice for WIS or DEX.

Roll once to test for new mutation. 
(Roll under Character Level)
 
At Level 5, upgrade Action Dice 
(D6 becomes D8, D4 becomes D6)

On “even” levels, a Drood can choose 
a new Basic or Universal Special. 
On odd levels, a Drood may choose 
a new Advanced Special.
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After taking damage, as a reaction a Drood can develop a random mutation 
that lasts for 10 Minutes.

 
Attacks with primitive or low-tech weapons deal +1 damage.

 

Gain Advantage on a single Defense roll vs a ranged or melee attack.

 

Outside of Combat, a Drood may regain 1d4+Level lost HP by meditation in 
a “nature” setting for 1 Hour (any place outside of settlements).

 

Summon a 1 HD beast (8 HP, 1d4 damage, STR, DEX, CON, WIS Stats 
match character) to do your bidding for 1 hour.

 
Recover +1d4 HP in the midst of  combat.

 
A Drood can understand and speak with any animal or waste-land beast for 
the duration of 1 Minute.

 

The Drood can make an extra Melee attack in the current Moment. 
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Bind 2d4 HD worth of foes with roots for 1d4 Moments. Bound foes can 
take no physical actions.

 

Plant-based growths augment your character. Increase one random Stat by 
+1 permanently.  This Special can only be taken once.

 

The Drood is covered in bark for 1o Armor Points of protection. Once the AP 
are depleted, the effect is broken.

 

Rolls of 1 or 2 now indicate a Great success in Melee attack tests.

 
Take the form of a Scrub Yeti (WLB p.23) for the duration of one 
combat. (+3 AP, +2 STR, +2 melee damage, +1d6 HP)

 

Spend a Luck Point to negate all damage from attacks or from exposure to 
environmental hazards for the duration of one Moment.

 
Choose one Basic special from the Savage, Veteran, or Scavenger 
Classes. Can only be taken once.

 
(Requires “Lesser Beast Companion”) Summoned Lesser Beasts are up-
graded to 3 HD monsters. Relevant stats are +1 greater than character’s
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