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Introduction

Foreword
There are masses and masses of role-playing books.  
Simply tons of them and, with the latest d20 boom, the 
sheer volume of volumes has become ridiculous.  There 
are books about places, about people, about things 
about technology.  If you want to play a giant purple 
flying squid called Harold there is probably a specialised 
player’s handbook out there written just for you.  If you 
go a bit further and delve into the murky world of PDF 
publishing you’ll find even more books on even more 
obscure subjects as well as ‘reprints’ of old material dat-
ing back to the Stone Age of role-playing where we only 
had the ‘d1’ and Live-Action consisted of endless games 
of ‘rock’.  Yet, amazingly, in this plethora of material 
you won’t actually find a great deal on the Games Mas-
ter’s role, on how to craft these wonderful adventures 
that everyone is supposed to participate in.

Oh, sure there are Games Master’s guides and manuals 
but most of them are just short little ideas, more detail 
on things like creatures, special powers or traps that the 
Games Master needs to know about and the player’s 
shouldn’t see.  There isn’t a great deal of what I’d con-
sider practical ideas or aids in writing or running games 
and even less in the way, usually, of inspirations.

To me the most useful parts of any book are the, some-
times one-line, adventure ideas or hooks.  These can 
spark the imagination and provide you with enough 
for a game, sometimes even a whole campaign.  These 
sparks are often more useful than pages and pages of 
text describing the habits, religion and leading figures of 
well-described fantasy lands and they’re a lot more use-
ful to me than your standard adventure modules.

This book is an expansion on that idea.  Not a single 
book filled up with detailed endless dungeon passages 
and traps and not a railroading module that doesn’t ac-
count for player creativity and stubbornness.  Not just 
one line adventure ideas either but 100 separate, devel-
oped adventure ideas along with a few hints on how to 
get some inspiration of your own.

I hope it proves useful to you!

Postmortem Studios
Postmortem Studios is the name of a small role-playing 
game studio belonging to James ‘Grim’ Desborough.  
The business has two sides.  On the one side is a small, 
non-profit venture producing semi-professional fan-
based material & on the other side more professional 
material produced by Grim himself.

Postmortem Studios was fully established in January 
2004 for both freelancing for other companies and 
for the production of professional works both in PDF, 
which we support as a concept, & in print.

A Word about Piracy
Hello there.  Odds are, unfortunately, that the majority 
of people reading this will have downloaded this file as a 
PDF file through P2P networks or from a website with-
out paying for it.  Here is how it breaks down.  For the 
last couple of years I have been fruitlessly searching for 
full time employment with the skills I have been trained 
in.  This year I have finally given up, scraped together a 
little cash and am now seeking to turn the thing I love, 
writing, into a full time career.  This is not an easy thing 
to do and PDF publishing does not make a great deal 
of money at the best of times.  On this product I can 
expect to make, at the most, about $800 USD over the 
year.  After the exchange rate to British pounds that 
does not leave much.

Odds are you do not really give that much of a crap but 
it is not like I am actually charging that much for what 
I do is it?  Do me a favour, help me eat and produce 
more work.  I am trying to support and expose other 
artists, writers and people of talent as well as myself and 
that takes money.  If you are not going to give me any 
cash by buying this book please support my other work 
by going to www.postmort.demon.co.uk and donating 
at least a single dollar to Postmortem Studios to help 
keep us running.

Thank you.
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100 Horror Adventure Seeds
Creating 100 Horror Adventure Seeds has, perhaps, 
been the most difficult 100 Seeds book to produce so 
far.  Horror is a much more restricted genre that Sci-
Fi or Fantasy.  While Sci-Fi and Fantasy can include 
horror elements in them it is much more difficult to 
include those elements in horror without, stylistically, 
becoming entirely one of the other genres.

Because of this a lot of horror adventures end up be-
coming like Buffy the Vampire Slayer’s ‘Monster of the 
week’ where you just have to hope the monster is dif-
ferent or interesting enough to hold people’s attention.  
Because of this difficulty the adventure seeds contained 
in this book are not so wide ranging or as inspirational 
as the seeds in the other books, for which I apologise.

Horror has also been mined out a great deal, there are 
fewer and fewer new ideas and the field of horror re-
treads old ground with slightly new twists over and over 
again.  It is no wonder that successful horror franchises 
like Freddy Krueger or Jason are trotted out again and 
again and again.  Even the pulp horror of HP Lovecraft 
or the fleshy horrors of Clive Barker become rote after a 
while.

Much like the horror writers and film makers I found 
I was repeating myself in these seeds but with slightly 
different riffs on the material each time.  There’s only 
so many ways you can present ‘chased by cannibalistic 
hillbillies’ but I hope I have managed to create a wide 
enough range and some new ideas along the way as 
well.

Anyway, I hope you enjoy the book and that it sparks 
your imagination at least a little.  With the release of 
the new World of Darkness by White Wolf there may 
well be a resurgence of interest in the horror genre, es-
pecially with their new emphasis on the mortal, normal 
world.

Happy gaming, scare the bejeezus out of those players!
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Creating Adventures

The Usefulness of Modules
A traditional adventure module consists of the follow-
ing…

1. A brief overview of the adventure including, if you’re 
lucky, a way to get the characters involved and/or inter-
ested in it.
2. The role-play hook and scene that draws the adven-
ture to the character’s attention, possibly some details 
on the town or village where they hear about this as 
well.
3. Some details on how to get to the site of the adven-
ture.
4. Endless pages of maps, numbered rooms, traps and 
monster descriptions.
5. Some non-player-character statistics.
6. Maybe some sample characters.

A slightly more advanced module might have the fol-
lowing…

1. A brief overview of the adventure.
2. The social situation and circumstances at the start of 
the adventure between various NPC power groups.
3. Events as they proceed, effectively railroading the 
players into their involvement.
4. Several interlinked scenes, locations and trails of 
clues that lead the players between one event, group or 
location and another piecing together what happens.
5. A massive conclusion of some sort.
6. Some non-player-character statistics.

The traditional module might appeal to those of us who 
are still playing dungeon bashes with miniatures and 
are looking for nothing more in depth than that and 
the more advanced modules are typical for more social 
games like Vampire or the later Cyberpunk materials 
but they suffer from the fact that they often don’t suit 
the groups of player-characters that get formed to play 
and that it becomes a game of being swept up in events 
rather than making them.

Ultimately, traditional modules are most useful for 
when you first start out running a game.  They show 
you what the writers were intending, show their 

world in operation and provide some useful pre-gener-
ated non-player-characters that you can use in your 
own adventures.  Otherwise they suffer from the same 
problems that continue to separate computer role-play-
ing games from tabletop role-playing games, linear story 
without much in the way of capacity to accommodate 
unexpected actions.

Those Damn Players
Games Master’s who set up their own games in a similar 
way to bought modules will soon find themselves in 
trouble.  Even the most finely crafted and beautifully 
written adventures fail to fully take into account the 
full scope and range of the damage that players can do 
to derail the plot, obsess over unimportant details or 
find a new and unexpected way to solve the goals of the 
adventure within the first five minutes.

While I certainly wouldn’t deny that an amount of 
scripting and preparation is very useful scripting out 
a whole adventure step by step is blatantly asking for 
trouble.  No plan survives contact with the enemy 
and no game idea survives contact with the players.  A 
much better plan is to have a rough outline of what you 
want to happen, the details you actually need (treasure, 
statistics, basic thumbnail plans if any dungeons, mazes 
or sites are involved) and then to improvise once play 
starts.

An improvisational Games Master doesn’t have a com-
pletely set plan and so is free to alter details, adapt to 
the player’s actions and even to completely change the 
goals of the adventure all on the sly.  This is something 
like building a playing field that can be used for various 
different sports rather than just, say, football.  You give 
yourself a little more scope.

Finding Inspiration
Something an author is almost always asked, whether a 
game designer or a novelist is…

‘Where do you get your ideas?’

This is likely to produce a strangled groan of annoyance 
from the author in question who will then give some 
trite answer or mumble incomprehensibly for half an 
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hour about nothing consequential.

Some of us can come up with a basic adventure idea 
within about thirty seconds to a minute, especially 
when the games are inherently mission based such as a 
military or police based campaign.  Other people need 
a bit of help.

Nobody gets ideas the same way, what one person finds 
inspiring another might find draining or irritating.  
Here are a few ideas you might find helpful to bring 
about a touch of inspiration for your own adventures.
 
• Compact Discs:  The title of an album or the name of 
a song might inspire you to come up with an adventure.  
Read the lyrics in the sleeve notes for more possibilities 
and listen to the song and album while you’re writing 
up the notes.  This works best with music that is lyric 
heavy and concerns itself with subjects other than teen 
romance but inspiration can come from the strangest 
places.

• Novels:  There’s no shame in plagiarising for your 
games provided that you change things enough that 
your players who have read the books don’t recognise it 
and solve everything right away.

• TV:  Various TV shows can give inspiration for plots 
though you should change things around a little so that 
players who watch the show don’t recognise it too easily.  
You could also try mixing and matching elements from 
different shows and episodes to muddy things up a little 
more.

• Keep a Notebook:  You never know when inspiration 
will strike.  You could be on the loo, you could wake 
up after a dream or you could be riding the bus.  When 
you get an idea make a note and develop it later.

• Your Players:  Each player has things they like to play 
best, different styles, different things that they enjoy.  
Really useful players will also have written character 
backgrounds and will have goals for their characters 
that you can mine for an adventure with a pre-existing 
motivation for them to get involved.

• Pictures:  Just looking at a fantasy picture, a photo, a 
cityscape, these things can give you plenty of ideas.

• Take Some Time Out:  Go for a walk, have a bath, 
relax, think and something may well come to you.

• Embrace the Cheese:  Not every adventure has to 
be an inspired epic, sometimes everyone just likes to 
charge into a tunnel and kill things, rescue the princess 
or slay the dragon.  If you’re out of ideas go for some-
thing simple and then embellish it as you go along.

• The Games Master’s Secret Weapon:  Don’t write an 
adventure at all.  Just set the player’s up in a town or 
city and let them pootle around for the whole session 
doing whatever they want.  Something might come up 
while you’re improvising.
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The Adventures
The following pages contain one-hundred adventure 
seed ideas for you to use in your Sci Fi based games.  
Each adventure consists of the basic idea, three twists 
and an epilogue which, in effect, means you’re actually 
getting closer to 900 different combinations and pos-
sible adventures!

Feel free to add your own embellishments or to com-
bine or string together the adventures in any way you 
please and, if you have particular success with any of 
them we’d love to hear about it.

Format
Each adventure presented in this book is roughly a page 
long and follows a standard format which is presented 
below.  Every adventure is numbered for easy reference 
if you think you will need to refer back to the seed 
information.

Adventure Number
Each adventure is numbered, in order, so that you only 
have to remember the number in order to look it up 
quite easily.

Adventure Title
Each adventure also has a, sometimes cheesy, title which 
gives some clue as to the nature of the adventure and its 
content.

Description
A few paragraphs describe the adventure and the gen-
eral background and idea behind it.  This description 
gives the basic idea for the plot arc, the set-up and the 
payoff.

Twists
Each adventure has three twists that can be dropped 
into the basic idea to add levels of complexity, intrigue 
or difficulty for the players.  Twists can completely 
change the nature of the adventure.

Epilogue
If the session goes well or has left you with loose ends 
and ideas you may want to run a sequel to it.  The epi-
logue provides one possible sequel to the events of the 
adventure though, depending on the twists you have 
incorporated, it may not be able to be run precisely as it 
has been laid out.

Idea Boxes
Grey boxes like this contain any 
supplementary ideas, notes or hints 
regarding the adventure presented.
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Adventure 1

Rise of the Zombies

Description
Over night the dead begin to rise from the grave, 
digging their way free, escaping the morgues, rising 
from where they fall like a tidal wave of undead flesh, 
coming forth and seeking to overwhelm the living.  The 
rotting corpses of friends, relatives and familiar faces are 
suddenly everywhere, banging on windows, smashing 
against doors, seeking entry to anywhere the living are 
hiding with only murder in mind.

Survivors are holed up in defensible buildings, 
secure houses, isolated farms, secure shops and malls, 
churches, underground stations and tall buildings with 
narrow stairwells.  The sheer weight of the living dead 
numbers and the lack of food and water slowly turn the 
world into a living hell for those who live.

Is there a solution to the plague of undead killers?  Is 
anywhere truly safe and for how long?  Is the whole 
world overrun or just this town?  Where can you go to 
escape death?  Is there a point in living any longer?  Can 
civilisation be rekindled and is it worth bringing back?

Hey, they’ve got to rot away sometime… haven’t they?

Twist
The zombies are being raised by an insane necromancer 
who has somehow opened a gate to hell.  Insane 
damned souls are coming through the howling abyss 
and possessing the bodies of the dead, seeking to kill 
the living in order to replace their countless number 
in hell, the greater to prolong their second chance at 
existence – however foul.  If such a thing can be halted 
the necromancer and the soul-gate are the key.

Twist
The military seizes power in order to deal effectively 
with the threat to the country, or the world.  Civilian 
institutions are torn down and troops and reserves are 
on the streets everywhere wiping out the living dead

in an organised fashion.  Are the troops any better than 
the zombies though?  Can they resist the temptation to 
loot, to rape to kill?  Can they give up the power given 
to them by the situation and might they prolong the 
crisis in order to keep that control?

Twist
One of the players is immune to the zombie plague 
and can be bitten with impunity without being turned 
into one of the lurching undead.  If they can be gotten 
to civilisation, to a medical facility, to scientists, then 
perhaps a vaccine might be engineered to protect troops 
and regular people.  Without the infection risk the 
undead plague might be a lot easier to eradicate.

Epilogue
Even with the plague stopped or safety found how do 
you rebuild civilisation?  There is no power and even 
without zombies the survivors are scattered, starving 
and driven to ever more desperate acts.  With no 
central control former military units ravage the land 
taking what they want or need from the weak around 
them.  What, really, is the difference between a ravening 
zombie and a starving person driven to cannibalism and 
madness?

Idea
People expect certain things from 
zombies.  Generally the classic Romero 
idea is the thing people have in their 
heads and they often want to recreate 
scenes from the films they love.  Using 
this desire and putting a new spin on 
it can create a very fun and engaging 
game with elements of surprise and 
fulfilled expectation.


