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Background
Scavenger Run is an adventure for low- to mid-level characters or higher. It can

be played as a one-shot adventure or used as part of an ongoing campaign. PCs
will have to rely on their wits as well as combat and should be prepared to
improvise weaponry and armor.

Food is getting scarce, medical supplies are needed, and the surrounding areas
are not entirely safe. Undead and mutants are spreading and beginning to hunt
far and wide. Although they were primarily encountered only at night, sightings
during daylight hours are becoming unsettlingly more common. When not fight-
ing each other, they are hunting the living, seeking blood and fresh meat with no
mercy shown to any unfortunate enough to encounter them.

The community has exhausted the supply line provided by nearby estates and
stores, now they have to face the prospect of looking farther afield. There is a city
15 miles away, but raiding it should only be a last resort as no one knows what
dread horrors await them there.

With rising dread, they sent out a scavenging team, hoping to find new homes
that hadn’t been picked clean. After two hours of anticipation, a glimmer of hope
came in over the radio. The scavenging team’s leader reported the discovery of a
shopping mall. It was a little off the beaten track and hidden from view by thick
undergrowth and trees. Although it looked as if somebody had already been
there, surely it couldn’t have been entirely emptied.

They passed on the coordinates and told the community leader they would be
back in approximately two hours, as it had taken around two hours to find the
place.

That was six hours ago.
The radio has gone silent. Concern is growing and it will be dark soon. There’s

enough time left to go out and locate the mall, get whatever supplies can be
retrieved, and, more importantly, find the missing scavenging team and bring
them back.

There’s one other thing; one of the scavengers is the community leader’s rather
headstrong, but very pretty, daughter. He’d go himself, but he is somewhat
advanced in years and walks with the aid of a stick.

GM’s Information
The original salvage team is in dire straits indeed. They discovered the place

had been partially looted, but was still well-stocked enough to provide them with
what they wanted. Common sense prevailed and they proceeded with caution,
and expecting zombies (Zs) to be present inside the mall. Indeed they were right
to be cautious, but they should have thought about the noise of battle attracting
packs of hunting mutants passing by.
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While engaged in battle with Zs, they found themselves under attack from
behind by mutants. Their leader, Peter Morris, tried to radio back to the commu-
nity for help when it struck him that backup would be at least 2 hours away. He
instead prepared to warn the community to stay away and wait until daybreak.
At least then there was a chance the mutants could wander off again once the
fight was over. To his horror, he discovered his radio had broken in the fight and
the only other radio in the team had no battery power remaining; the girl who
carried the radio had forgotten to check the battery levels before they left.

The scavenging squad was fractured during the course of battle. Morris has no
idea if any of his fellow scavengers are alive or not. He is holed up in a makeshift
panic room, his leg bound in a homemade splint fashioned out of salvaged mate-
rials. (His leg is not broken, it’s merely a bad sprain of his knee, but he doesn’t
know that.)

Despite asking his companion to stay and commanding his team to stay in
pairs, Morris’s companion ran off to see who was screaming for help. He hasn’t
seen anyone since. Morris doesn’t want to risk attracting any passing Z’s, so he
stays quiet, but surely it’s only a matter of time before one of them gets curious
and comes looking for fresh meat.

Of the 8-man team Morris was part of, three have turned into zombies, two
were consumed by mutants, and the other two are hiding and at their wits end.

THE VIRUSES
Characters bit by a zombie risk turning into a zombie. Any PC bit, clawed, or

mauled by a mutant will not change as they will be ripped apart so badly there’s
nothing left to resurrect.

Humans bit by mutants do not turn into zombies even if bit by a zombie after a
mutant attack. Something in the mutant virus provides immunity to the Z-Virus;
this immunity is absorbed into the victim’s bloodstream. A person bit by a mutant
is not automatically doomed to become one either. Some scientifically-minded
folk theorize only certain people can become mutants; it is part of their DNA and
was lying dormant until the apocalypse changed things. Maybe they are right;
maybe not.

Additionally, the Z-Virus has jumped species. Certain members of the canine
family can and have been infected, such as dogs, wolves, and foxes. So far, felines
seem immune to the virus. The virus has affected avians too, but primarily those
that feed on carrion such as crows, ravens, and turkey vultures.

The mutant or M-Virus has not jumped to animal species yet. Normal animals
that have escaped zoos are dangerous, but the Player Characters should not run
into any escaped lions or anything else. They have more than enough to keep
them occupied.Sam
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