
An Atomic Ninja One Shot Adventure By Jerrod ‘Savage Daddy’ Gunning
for use with Savage Worlds

SETTING RULES
Savage Worlds has a reputation for over-the-top action. This 
scenario is grittier than usual. We highly recommend Blood 
& Guts and Critical Failure. 

We have also made changes to a few basic rules. Share 
them with the players beforehand to avoid any unpleasant 
surprises at the table.

Damage works as described in Savage Worlds, with one 
exception: Characters cannot spend Bennies to Soak wounds.

Each failed Fear check results in Shaken, and adds a –1 
penalty (up to a maximum of –4) to all Trait tests for the rest 
of the encounter. Victims roleplay their responses to fear 
instead of rolling on the Fright Table.

Each player (up to 4 maximum) selects one of the 
pregenerated Wild Cards and Extras. If the Wild Card dies, 
their Extra is promoted to Wild Card status and receives three 
bennies. Deceased Wild Cards return as Living Dead under 
the Game Master’s control.

THE STORY SO FAR
The world belongs to the dead. Six months after the 
Outbreak, all that remains is a post-apocalyptic landscape 
of vicious marauders, shambling flesh-eating corpses, and 
rapidly vanishing resources. 

The characters are traveling on foot through the back 
roads of Kansas toward Colorado, where the Federal 
Government is allegedly functioning from the Cheyenne 
Mountain Air Force Station. They’ve been walking all day 
with few stops to rest. Strict rationing of what food and 
water is left takes a toll.

As the sun sets, they spot an abandoned farm…
After each character makes a Vigor roll against both Thirst 

and Hunger, as detailed in Savage Worlds under Hazards, 
allow them to proceed as they wish. Give the players plenty 
of time to plan; but remind them the characters only have 
thrity minutes before it gets dark.

THE FARM
The property hosts ample fields for crops, a three-story 
farmhouse, and barn. A dense forest forms a perimeter. A 
wind turbine looms over an iconic well at the end of a long 
dirt road leading to the porch.  

Four Living Dead aimlessly roam about the farm. 

THE HOUSE
Apart from a thin layer of dust, and absence of any personal 
mementos, the house appears undisturbed. The doors and 
windows lock, but there are no keys to be found. Unless the 

NO MORE ROOM IN HELL HORROR

During a zombie apocalypse, eight survivors take refuge in an abandoned farmhouse.
This homage to George A. Romero’s “Night of the Living Dead” is a gritty adventure for mature players. 

It is designed to kill characters or, at the very least, test the limits of what they’re willing to do to survive.  
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generator is running, there is no electricity. Used candles lie 
about everywhere.

The only food in the house is a mason jar of canned 
peaches. It is enough for one adult to recover a level of 
Fatigue. Sharing has no effect on Hunger.

A workspace in the basement offers various hand tools 
characters may use to bash skulls or barricade the windows. 
The later requires a Repair roll after 1d4 hours. On a Success, 
the characters get a group Notice check to make sure they 
didn’t miss a spot. A Raise bypasses the need to check. If 
failed, the Living Dead find an opening and ambush the 
characters at a dramatically appropriate moment. 

THE BARN
The farmer locked his family of eight inside while he went for 
help. Unfortunately, a heart attack claimed his life moments 
later. A successful Notice roll at –2 reveals his keyring (with 
all keys) in the high grass. 

A thick, padlocked chain holds the doors shut. The 
instant any character comes close, the doors yawn and 
hands scratch at the chain. Characters nearby must make 
a Fear check.

Eight Living Dead shamble aimlessly amid the long rotted 
remains of farm animals. Behind them in the loft is a cache 
of shotguns and hunting rifles. There are also various farming 
implements for use as improvised weapons.   

A rusting flatbed pickup truck with an empty fuel tank 
sits behind the barn next to a generator and a large fuel 
storage tank with a padlocked gas pump.

The padlocks are Toughness 8 if the characters don’t have 
the keys, otherwise they can open them with a successful 
Lockpicking roll lasting 1d4 rounds (half that on a raise– 
minimum one round). 

THE WELL
Buckets hang on wrought iron hand pumps at key locations 
around the farm. An inspection of the well that feeds them 
reveals Living Dead trapped inside. Anyone who drinks 
contaminated water contracts a Short-Term Debilitating 
Disease as described under Hazarrds in Savage Worlds. 

ALL HELL BREAKS LOOSE
Two hours after the characters settle in for the night, a 
beat-up Winnebago barrels up the dirt road and crash into 
theturbine. It collapses, blocking the dirt road. Anyone on 
watch witness the event. Any sleeping characters snap 
awake to the terrible rucks. 

Hundreds of Living Dead pour out of the forest from 
every direction like rats fleeing a sinking ship.

Two men with guns crawl out of the wreck, firing into the 
darkness behind them as they race toward the farm house. If 
the characters locked or barred the doors and windows, the 
men beg and plead for entry. 

Note: If the player characters run the generator or 
barricade the house early in the adventure, the horde arrives 
in an hour–– and the two gunmen never reach the farm.  

Use the Experienced Soldier stats from the Allies section 
of Savage Worlds for the gunmen characters.

WHAT NOW?
The newcomers seem friendly and willing to help in any way 
they can. It’s an act. Given the opportunity, they’ll kill or 
abandon the group without hessitation. 

The pickup is the last, best hope for survival. If the 
characters refueled it they have a way off the farm. If they 
cleared the barn, they have weapons. If they managed to 
do both, they are in the best possible position to survive. If 
this is the case, the gunmen ambush the group and try to 
escape in the pickup!

Getting the rusting, old pickup refuled and started is a 
Dramatic Task featuring Repair at –2 (–1 if they previously 
refuled the vehicle, +2 if they found the famer’s keyring). 
Complications represent a group effort to beat back the 
living dead in order to buy time and results in a level of 
Fatigue for everyone. Characters Incapacitated by Fatigue are 
eaten alive and witnesses must make a Fear (Nausea) check.

Success allows for a single Driving roll –6 to escape. 
Failing the Driving roll, or Dramatic Task, has the same 
outcome–– the Living Dead will devour the characters. 
End the scenario by allowing each player to narrate their 
character’s final moments.

THE LIVING DEAD
The Living Dead in this adventure are the mindless, flesh-
eating shambler found in George A. Romero’s “Night of the 
Living Dead“.

Attributes: Agility d4, Smarts d4 (A), Spirit d4, Strength d6, 
Vigor d6

Skills: None (see Mindless below)
Pace: 4; Parry: –2; Toughness: 7
Special Abilities

• Bite: Str+d6 
• Mindless: Living Dead have no intelligence or sense of 

self-preservation. Parry –2; may only make unskilled 
checks; immune to Fear and Intimidation. 

• Living Corpse: +2 Toughness; +2 to recover from 
Shaken; +2 Notice to sense living prey; does not suffer 
from disease or poison; never Fatigued, and cannot 
become Incapacitated or ‘killed’ except through damage 
caused to their weakness.

• Shambler: Pace 4; cannot run; movement is an action; 
redraws any initiative card above 5. 

• Weakness (Head): The Living Dead can only bewounded 
through damage to the head (from either a Called Shot, 
or an Area Effect attack). A Called Shot sufficent to 
cause one wound to a limb results in dismemberment 
and permanent injury (corpses don’t heal).

NO MORE ROOM IN HELL
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DEMARCUS WATKINS
DeMarcus is a towering mountain of a man with a pronounced limp. Years as a defensive lineman, and his 
beloved Gran, instilled a fierce sense of loyalty in this proud black man.

Attributes: Agility d6, Smarts d4, Spirit d6, Strength d8, Vigor d6
Skills: Fighting d6, Intimidation d8, Notice d6, Throwing d6
Charisma: 0; Pace: 4; Parry: 5; Toughness: 6

Hindrances: 
• Lame: Bad knees. Pace reduced to 4, and a d4 run die.
• Phobia (Minor): Gunshots attract the Living Dead! He suffers –2 to all Trait test when they’re fired. 
• Loyal: There’s no I in Team! DeMarcus would sooner die than let anyone in the group down.

Edges: Brawler (+2 to unarmed attacks), Brawny (+1 Toughness, Load Limit is 8 x d8 pounds).
Gear: Super Bowl Ring, Baseball Bat (Str+1d6), Backpack: 4oz water, can opener, and a pudding cup.

HAILEY DAY
Hailey is a gorgeous, young woman whose coy demeanor belies her truly devious and manipulative nature.  

Attributes: Agility d6, Smarts d6, Spirit d8, Strength d4, Vigor d6
Skills: Climb d6, Notice d6, Persuasion d8, Streetwise d6, Swimming d6
Charisma: +4 ; Pace: 8; Parry: 2; Toughness: 4

Hindrances: 
• Small: Hailey is physically fit and petite ( –1 Toughness).
• Stubborn: Once she’s made up her mind, it’s her way or the highway.
• Quirk (Minor): Always dresses provocatively.

Edges: Attractive (+2 Charisma), Very Attractive (+2 Charisma), Fleet-Footed (Pace 8, d10 run die).
Gear: iPhone, Switchblade (Str+d4; –2 to Notice if hidden), Backpack: 4oz water, hair dryer, makeup kit.

HAROLD ‘HARRY’ JAMES
Harry is an obese, middle-aged garbage collector with no ambitions in life beyond his hobbies, which include 
dumpster diving, fishing, and ham radio. 

Attributes: Agility d4, Smarts d8, Spirit d6, Strength d6, Vigor d6
Skills: Driving d6, Knowledge (Electronics) d6, Knowledge (Mechanics) d6, Notice d8, Repair d6 
Charisma: 0; Pace: 4; Parry: 2; Toughness: 6

Hindrances: 
• Code of Honor: Harry believes people are genuinely good. He always strives to do the right thing.
• Obese: Harry is 100 lbs. overweight. Pace reduced to 4, with a d4 run die.
• Pacifist (Minor): He despises violence, and only fights as a last resort.

Edges: Alertness (+2 Notice rolls), McGyver (Improvise temporary gadgets, no penalty for lack of tools).
Gear: Carpet Knife (Str+d4), Backpack: 4 oz water, Swiss Army Pocket Knife, 5 pudding cups (stolen from group).

PREGENERATED CHARACTERS
Below are pregenerated characters for the No More Room In Hell One Sheet Adventure. 

Cut along the dotted lines and have each player choose one Wild Card and one Extra. They play both. 
But, If the Wild Card dies, the Extra is promoted to Wild Card status and receives three Bennies.
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MASON SHEPARD
This long-haul trucker from Alabama is nobody’s fool. His scowling face, deeply etched by wrinkles, and taciturn 
attitude amplify the “don’t tread on me” attitude that he telegraphs to the world.

Attributes: Agility d8, Smarts d6, Spirit d6, Strength d6, Vigor d6
Skills: Driving d6, Fighting d4, Intimidation d8, Notice d6, Repair d4, Shooting d6
Charisma: –2; Pace: 6; Parry: 4; Toughness: 5

Hindrances: 
• Bad Luck: Mason proudly wears a faded Born to Lose tattoo (One less Benny per session).
• Death Wish: Mason isn’t suicidal, but he’s vowed to go down fighting when the time comes.  
• Mean: He is direct, gruff, surly, and condescending (–2 Charisma).

Edges: Command (allies get +1 to recover from Shaken in 5”), Dead Shot (double ranged damage on a Joker).
Gear: Double Barrel Shotgun (12/24/48, 1-3d6, RoF: 1-2), 3 shells, Backpack: 4oz water, zippo lighter.

 EARL 
Earl is a gregarious WW II veteran, and Walmart Greeter, who loves to tell his stories to anyone who will listen. 

Attributes: Agility d4, Smarts d8, Spirit d6, Strength d4, Vigor d4
Skills: Fighting d6, Knowledge (Battle) d6, Notice d4, Shooting d6, Survival d6, Repair d6   
Charisma: 0; Pace: 4; Parry: 5; Toughness: 4

Hindrances: 
• Elderly: Earl is 92! (Pace –1, –1 to Strength and Vigor die types)
• Hard of Hearing: –2 to Notice sounds.
• One Leg: Earl walks with a cane (Pace –2, d4 running die, –2 to rolls requiring mobility).

Edges: Command (+1 to recover from Shaken within 5”), Tactician (Action Cards on Knowledge Battle roll).  
Gear: Walmart smock, Antique pocket watch, Cane (–1 Parry/Fighting, Str+d4), Pocket knife (Str+d4).  

 GLORIA 
Everything about Gloria, from her round face and short hairstyle to her kind smile, shouts soccer mom. 

Attributes: Agility d6, Smarts d6, Spirit d6, Strength d4, Vigor d6
Skills: Driving d6, Fighting d4, Notice d6, Persuasion d6
Charisma: +2 ; Pace: 6; Parry: 4; Toughness: 5

Hindrances: 
• Big Mouth: She loves gossip and can’t keep a secret. She often blabs at the worst time.
• Yellow: Gloria is extremely squeamish and terrified of being hurt (–2 to Fear checks).

Edges: Charismatic (+2 Charisma)
Gear: Wallet-size family portrait, Backpack: 4oz water, pots and pans (5 lbs.).    
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HORATIO (EXTRA)
Horatio is built like a brick house and covered in scars and prison tattoos, which he wears like a badge of honor.

Attributes: Agility d6, Smarts d6, Spirit d6, Strength d8, Vigor d8
Skills: Fighting d8, Intimidation d6, Notice d6, Shooting d6, Swimming d4
Charisma: –4; Pace: 6; Parry: 6; Toughness: 6 

Hindrances: 
• Mean: Horatio has the personality of a pitbull and doesn’t suffer fools lightly
• Ugly: He is covered in scars (–2 Charisma).

Edges: Brawler (+2 to undarmed damage rolls).
Gear: Tire Iron (–1 Parry/Fighting, Str+d6), Backpack: 4oz water, pack of cigarettes, lighter). 

IRWIN (EXTRA)
The quintessential nerd, Irwin is a spindly teenager with thick glasses and bad acne.
Attributes: Agility d4, Smarts d8, Spirit d6, Strength d6, Vigor d6
Skills: Investigation d6, Knowledge (Computer) d6, Notice d4, Repair d8
Charisma: –2; Pace: 6; Parry: 2; Toughness: 5

Hindrances: 
• Bad Eyes: Irwin suffers a –2 penalty to any sight-based trait without his glasses.
• Ugly: Irwin is extremely awkward with people, and the acne doesn’t help (–2 Charisma).

Edges: Mr. Fix-It (+2 to Repair rolls, halves Repair time with raise).
Gear: Eyeglass repair kit, Compass, Backpack: 4oz water, scavenged PC parts (10 lbs.).    

JIMBO (EXTRA)
This morbidly obese comic book entrepreneur is a mess of a man with the heart and imagination of a child. 
Attributes: Agility d4, Smarts d6, Spirit d6, Strength d6, Vigor d6
Skills: Fighting d4, Investigation d6, Knowledge (Comics) d8, Notice d6
Charisma: 0; Pace: 4; Parry: 4; Toughness: 5

Hindrances: 
• Anemic: Type II Diabetes adds a –2 penalty to all Fatigue checks.
• Obese: Jimbo weighs 375 lbs. Pace reduced to 4, with a d4 run die.

Edges: Alertness (+2 to Notice rolls) 
Gear: Batman T-Shirt, Camo shants, Backpack: 4oz water, Batman keychain flashlight, and Detective Comics #27 
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