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This adventure is designed
for 4-6 characters of 1st-4th level. If the adventure is
being played entirely by 1st level characters, then
experience should be handed out after each encounter so that
characters can advance, as they will almost certainly need to be of
higher level for some of the encounters. Characters do not need any
special abilities or items to undertake this adventure.

 


Civilization Memorial Hospital once
had a different name, but after the war, the locals of the small
town renamed the hospital in bitter memory of what the world had
once been…civilized, and the name has stuck. It’s possible that
some of the locals might tell the characters what the real name of
the hospital is, but does it even matter anymore?

The hospital is divided into three
wings. The north wing was recently taken over by actual medical
personnel who are trying to turn it back into a legitimate
hospital. They will welcome the characters if they need medical
attention, or if they are offering to help the medical teams, but
they will not tolerate anyone trying to interfere with their
efforts to bring back civilization, and since this is a
post-apocalyptic world, all of the medical personnel will be
armed.

The east wing is currently inhabited
by a group of bandits. They and the medical teams of the north wing
have come to an uneasy truce. The medical people treat the bandits’
wounds, and the bandits offer them some level of protection.
Attempts to infiltrate the east wing will definitely meet with
resistance.

The west wing has been blocked off
from the rest of the hospital, as it is currently home to numerous
undead. Attempts to get into the west wing will meet with
resistance from both the medical personnel and the bandits, but if
the characters make it clear that they intend to eliminate the
undead threat, then they are less likely to have the others
interfere with them, although they still might because neither
group will believe that the characters can eliminate the
undead.

 


As the characters approach the
hospital, they will see that all of the windows of the west wing
have been heavily boarded up from the outside. There is also
barbwire over the windows. The east wing has numerous broken
windows, but many of the windows have been replaced, and all of the
windows on the ground floor whether they have windows or not will
be covered in barbwire. The north wing will not be visible, but
should the party circle the building, they will see that most of
the windows in the north wing have been replaced and are intact,
and like the east wing, all of the windows on the ground floor are
covered in barbwire.

There was once a sign on the front of
the hospital, but some of it has been torn down. It now just reads
“Memorial Hospital.” Before the war, the sign was illuminated at
night, but now it’s not. If the characters approach by day, they
will be able to enter the hospital, provided they don’t look
suspicious. Circling the building or delaying their entry will look
suspicious. Approaching at night will definitely be seen as
suspicious.

If the characters approach at night,
or act suspiciously, a rifleman on the roof will start to take
shots at them.

Rifleman: Level 2

Armed with a rifle AB: +7 (+3 Agil, +4
skill bonus)

DB: +17 (+3 Agil, +4 level, +10
cover)

Health: 16

 


GROUND FLOOR

1: The double sliding glass doors that
are the entrance to the hospital still work…kind of. There’s a 50%
chance that the doors will open as they should. If they don’t, then
the characters must force the doors open. If this happens, then one
of the guards from both areas 3 and 4 will enter their respective
wings of the hospital to announce the visitors to the members of
their group. They will return two minutes after the characters
enter.

Any combat that involves gunfire in
areas 1, 2, 3, or 4 will alert the entire hospital to the presence
of the characters, and they will find everyone prepared to meet
them in combat if necessary.

The foyer had once held a fountain on
the west wall, but it’s now broken down and doesn’t work. A remnant
of the welcome desk still sits ten feet away from the east wall,
but much of it has been destroyed. Most everything else in the
foyer has been torn up to be stacked against the door at area 2 to
keep the undead from leaving their wing of the hospital.

 


2: There is a door here, but large
amounts of debris have been stacked in front of it. This includes
rocks, hospital beds, trashcans, and whatever else could be found.
The debris can be moved, but if the characters start to do this,
the guards from both areas 3 and 4 will come to investigate.
Depending on how the party acts, the guards may allow them to
remove the debris so that they can go in and deal with the undead.
If they do allow this to happen, they will inform the characters
that they will pile the debris up behind them, because they know
the characters are going to die, and they don’t want the undead to
escape.

If the characters are going to try to
talk their way into the undead area, they will need to make a
negotiation skill check against a CS of 14. Successfully convincing
the guards to allow them to take care of the undead should earn
each character 10 experience points.

Removal of the debris will take an
hour. This will also alert the undead on the other side of the
door…

 


3: Two guards in what look like worn
and tattered uniforms guard the door to the north wing. They will
be extremely cautious, but not necessarily hostile, unless the
characters have attacked the guards at area 4. If this is the case,
the guards will immediately draw their guns as the characters
approach.

Should combat take place, the guards’
stats are as follows:

Level 1 armed with pistols.

AB: +3 (+1 Agil, +2 skill
bonus)

DB: +3 (+1 Agil, +2 level)

Also armed with knives

AB: +4 (+3 Str, +1 skill
bonus)

+3 damage due to strength

Health: 9

Outside of their weapons, and any
unspent ammo, the guards do not have anything else that the
characters might want.

 


If combat does occur, there’s a 75%
chance that the guards at area 4 will open fire on the characters.
Even if they don’t open fire, they will be much more hostile to the
characters if they are approached.

 


4: Two bandit guards in regular
clothing guard this door. They will draw weapons when the
characters approach, especially if the characters have engaged in
combat with the guards at area 3.

Should combat take place, the guards’
stats are as follows:

Level 1 armed with pistols.

AB: +4 (+1 Agil, +3 skill
bonus)

DB: +3 (+1 Agil, +2 level)

Also armed with knives

AB: +5 (+3 Str, +2 skill
bonus)

+3 damage due to strength

Health: 10

Outside of their weapons, and any
unspent ammo, the guards do not have anything else that the
characters might want.

 


If combat does occur, there’s a 30%
chance that the guards at area 3 will open fire on the characters.
Even if they don’t open fire, they will be much more hostile to the
characters if they are approached.

 


THE NORTH WING

This wing of the hospital is actually
still a hospital. Although guards patrol the wing, the doctor,
nurses, and CNAs will not be found in specific places, unless armed
combat has occurred in the foyer, in which case the guards will be
at area 10, and the medical staff will be in area 5. All of them
will be ready for combat. If combat is heard in the east or west
wings, the staff will be on alert, but not necessarily ready for a
fight.

Each of the rooms on this wing has a
door that opens to the hall, but none of the rooms have doors that
open to each other, so the only way to access any room is from the
hall. General descriptions of what the room was before the war are
provided, but game masters can feel free to populate the rooms with
whatever patients they want, and provided that there hasn’t been
any gunfire in the foyer, the medical staff can be found wherever
the game master wants to put them.

 


Should combat occur, the stats for the
various people are as follows:

Three Guards: Level 1 armed with a
pistol and knife

Pistol AB: +3 (+1 Agil, +2 skill
bonus)

Knife AB: +4 (+3 Str, +1 skill bonus)
+3 damage due to strength

DB: +3 (+1 Agil, +2 level)

Health: 9

 


One Doctor: Level 1 armed with a
pistol and knife

Pistol AB: +3 (+2 Agil, +2 skill
bonus)

Kinfe AB: None unless thrown than +1
due to agility

DB: +3 (+1 Agil, +2 level)

Health: 8

 


Four Nurses: Level 1 armed with a
pistol and knife

Pistol AB: +1 (+1 skill
bonus)

Knife AB: none

DB: +2 (+2 level)

Health: 7

 


Two CNAs: Level 1 armed with a pistol
and knife

Pistol AB: +1 (+1 skill
bonus)

Knife AB: none

DB: +2 (+2 level)

Health: 7

 


If the characters are seeking medical
attention, the staff has the following Knowledge (Medicine) skill
points:

Doctor: 11

Nurses: 8

CNAs: 5

 


5: This is the nurse’s station. This
is the only room in this wing that does not have an actual door. If
there has been gunfire in the foyer, all of the medical staff will
be found in this room ready for combat. All of them will be using
objects for cover, which will give them an additional +6 bonus to
their defense bonus. If no combat has occurred, then there will
almost certainly be one or more of the staff in this room at any
one time. This room does have a working laptop in it. There is also
a locked medicine locker that contains various drugs. Other than
this, there is nothing of value in the room.

 


6-8: These are regular patient rooms.
Game Masters should feel free to populate the rooms as they want.
Each room will be filled with what one might expect in a hospital.
There will be a bed and at least one chair. Medical monitors will
also be in each room, but there is only a 50% chance that these
items will still be working. The hospital wing uses a generator, so
any equipment that is still functional will be running at the time
the characters enter the room. Of course each room also has a
bathroom.

 


9: This is the on-call room for this
floor. This room contains two beds, but these are not hospital
beds. They’re more like comfortable cots. There is also a desk, and
some of the medical staff’s personal items might also be found
here, but there is nothing of value for the characters.

 


10: This area is where the elevator
and stairwell are. The elevator no longer works, but the stairs can
take the characters to the second floor or to the basement. If
gunfire has occurred, all three guards will be found in this area,
ready for combat. If there has been no gunfire, then one guard will
always be here, guarding the door and the stairwell.

 


11-14: These are ordinary patient’s
rooms, and the game master should feel free to populate them
however they feel. Like rooms 6-8, each room will be filled with
what one might expect in a hospital. There will be a bed and at
least one chair. Medical monitors will also be in each room, but
there is only a 50% chance that these items will still be working.
The hospital wing uses a generator, so any equipment that is still
functional will be running at the time the characters enter the
room. Of course each room also has a bathroom.

 


15: This was a suite before the war.
It now contains two hospital beds because there’s no longer a need
for suites, as nobody is rich anymore. Just like the other rooms,
there’s a chance for working hospital equipment in this room as
well.

 


THE EAST WING

This wing of the hospital is currently
being run by a group of bandits. The characters might be entering
this wing in an effort to join the bandits, or they might be trying
to take out the bandits. No matter what their reasoning for being
here, they should expect heavy skepticism unless they can prove
themselves. If there has been gunfire in the foyer, then everyone
in this wing will be ready for combat, and the characters will have
no chance of surprising anyone.

Even if there hasn’t been gunfire,
every bandit will question them and if they don’t get a good answer
quickly, there will be combat, and once gunfire is heard, everyone
in the east wing will go on alert, and again it will be impossible
to surprise anyone.

All of the rooms in this wing have
doors that only open to the hall. None of the rooms have doors that
connect them with any of the other rooms. The bandits do not
currently have a generator, so if the characters are in this wing
at night, the bandits will be using lanterns to light their
rooms.

 


16: Before the war, this was the
nurse’s station. Now two guards are stationed here at all times.
Like the north wing, this is the only room that does not have an
actual door. If there has been gunfire, these bandits will be
behind cover and will receive an additional +6 defense
bonus.

Bandits: Level 1 armed with pistols
and a knife

Pistol AB: +5 (+2 Agil, +3 skill
bonus)

Knife AB: +5 (+3 Str, +2 skill bonus)
+3 damage due to strength

DB: +3 (+1 Agil, +2 level)

Health: 10

Other than their ammo, one bandit is
carrying a compass.

The room itself has basically been
gutted other than the large desk where the medical staff would have
sat before the war.

 


17: This room is currently empty.
There is a bathroom attached to this room, but it’s also
empty.

 


18: If there hasn’t been any gunfire,
then two bandits are
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