
Middle Kingdoms Adventure & Trading Co. Presents



Middle Kingdoms Adventure & Trading Co. Presents

HEART

WRITTEN AND ILLUSTRATED BY

EDITOR

SPECIAL THANKS TO

 © 2016 Middle Kingdoms Adventure & Trading Company

Frank Turfler, Jr.

Tim Snider

Eric Lamoureaux, Victor Diaz, 
Joshua DeSanto, Shane Ward, 
Jason Lutes, and James Spahn

EMMA FISHER’S DIARY WRITTEN BY

Emma Gray



Heart of darkness

INTRODUCTION 

The setting of Heart of Darkness should 
be treated as a character in itself. It 
should be presented as gloomy and 
frightening, desolate, and foreboding, 
which sets the scene for what the players 
should expect. The setting is greatly 
influential in this adventure as it is in 
Gothic Horror; it not only evokes an 
atmosphere of horror and dread, but 
also portrays the deterioration of its 
world. The decaying, ruined scenery 
implies that there was a thriving world 
at one time. For example,  the Mara Irons 
was once a wonder to behold; one of the 
finest spacefaring cruise ships ever built. 
She was something treasured and 
appreciated. Now all that lasts is the 
decaying shell of a once-luxurious and 
elegant spacecraft.

Heart of Darkness is gothic horror. 

Heart of Darkness is a love story. 
The story of Mal Fisher and his beautiful 
bride, Emma. They were newlywed and 
chose the maiden voyage of the Mara 
Irons for their honeymoon, but after 
setting sail, the Mara Irons became the 
victim of an unexpected solar event. 
Blown off course and out of control, the 
luxury cruise ship was thrown into the 

Heart of Darkness is an adventure 
framework. 

This adventure is written different-
ly than most RPG adventures.  The 
traditional map has been replaced 
with locations and connections 
only. Removing the “empty space” 
areas, the countless rooms, and 
places that may contain nothing of 
interest to the players or the story, it 
reduces the amount of paper shuf-

uncharted regions of the Great Barrier 
Asteroid Field where it was tossed about 
and battered. Severely damaged and 
lost, the spacecraft finally came to rest 
in a sea of mangled metal, lost hope, and 
broken dreams—a graveyard of ships. In 
the darkness, something evil wakes. As 
the passengers of the Mara Irons begin 
to regain consciousness, they find 
themselves face to face with hell itself. 
An entity of pure evil is feeding on the 
life force of those still alive. Mal Fisher 
strikes a bargain with the entity and 
enters into indentured servitude, 
exchanging the lives of others for his 
own life and the life of his bride. 



Discoveries: Discoveries are potential-
ly useful or interesting things within 
the Area such as treasure, weapons, 
clues, etc., which may not be readily 
apparent, but may be found by the 
PCs at the GM’s discretion. Discover-
ies are listed in order of most to least 
apparent. This may be particularly 
useful as a fail forward mechanic, i.e., 
a PC may be trying to discover who 
the patient in the sick bay is and why 
she’s there. If the player’s roll is partic-
ularly low, they may only be able to 
tell that she is being held in a state of 
suspended animation and, converse-
ly, a successful high roll might reveal 
more than that. 

GM Inspirations: GM Inspirations are 
suggestions for elements or encoun-
ters that the GM might use in the Area. 
GM Inspirations are listed in order 
from easiest to most difficult. Any Skill 
check resulting in a critical failure can 
trigger some of these GM Inspirations. 
As with everything in this adventure, 
these ideas are open to GM interpreta-
tion.

fling and allows the Game Master to see 
at a glance the information needed for 
each area, encounter, or point.  Instead 
of a keyed map, the adventure is divid-
ed into multiple Areas. These Areas are 
not fully fleshed out with detailed de-
scriptions, instead the contents of each 
Area are suggested by the following:

Connections: Connections are exactly 
that—the connections between areas. 
Connections tell what places may be 
reached from the current area.

Elements: Elements are brief descrip-
tions of environmental aspects of the 
Area that the GM can introduce as 
needed. 
Elements are designed to help the GM 
describe the general surroundings 
and any specific locations within the 
Area, but by no means should the GM 
be limited to those descriptions. The 
GM is encouraged to flesh out the Area 
according to the needs of their partic-
ular adventure and Player Characters. 

Details: Details are specific aspects 
of the Area described more thor-
oughly in order to explain complex 
things like traps, puzzles, unique 
environmental factors, NPCs, etc. 

Introduction
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BACKGROUND

Recently, a derelict ship was sighted 
drifting in uncharted space territory on 
the edge of the civilized universe near 
the Great Barrier Asteroid Field. Based 
on the secret testimony of one of the 
surviving slaves, treasure hunter Mal 
Fisher believes he has found the wreck-
age of the lady of  Esparto. 

Centuries ago, The Lady of Esparto dis-
appeared en route to Europa Prime 
while carrying an immense amount of 
treasure, gems, jewels, jewelry, indigo, 
and arms from the Balerac Empire’s 
ports at Amazona and Amaru in the Ori-
on-Cygnus Spur and the Monocerous 

Ring. The treasure  was so immense that 
it took two months to record and load 
the precious cargo onto the Esparto.

The Esparto was driven by a severe solar 
wind into the Great Barrier Asteroid 
Field. With her hull badly damaged, the 
vessel quickly “sank”, killing every-
one on board except for three sailors 
and two slaves.

After the surviving ships brought 
news of the disaster, authorities dis-
patched ships to salvage the Esparto. 
The Esparto had sunk deep in the as-
teroid field, making it difficult for 



BackgrounD

“divers” to retrieve any of the cargo or 
guns from the ship. A second solar storm 
in that year made attempts at salvage 
even more difficult by scattering the 
wreckage of the ship still further; the
Esparto was never located and so its 
whereabouts fell into legend. 

Mal is looking to hire a salvage crew to 
investigate, but because of the threat of 
government intervention, competitors, 
and pirates, it is important that the en-
tire operation is kept off the books and 
secret.

The Great Barrier Asteroid field is dan-
gerous to maneuver through and littered 
with large and small 
asteroids as well as the debris of space-
craft. 

The Esparto is not where it is supposed 
to be. Although some minor bits of the 
Esparto can be found in the asteroid 
field and there are other minor signs of 

its presence, the actual ship is nowhere 
to be found. Instead, the PCs find a 
very old but intact luxury cruise lin-
er, the Mara Irons. 

An aged and abandoned ship, 
the luxury liner seemingly has 
been adrift for several decades. 
This was a once impressive 
luxury ship with a very wealthy 

AC 12; HP 24; BHB +3; #AT 1; 
Dmg 1-6; Save 9

Str 13, Int 10, Wis 17, Dex 
15, Con 12, Cha 16

Silver Tounge:
by speaking to a single 
target for one (1) round. If 
the target fails a Saving 
Throw they are considered to 
be under the effects of a 
Charm Person Meditation. _

MAL FISHER
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passenger list. The Captain’s log 
gives no details about the ship’s 
disapearance, but as the PCs 
work their way deeper into the 
bowels of the ship, the grue-
some mystery of what hap-
pened to the crew and passen-
gers is eerily revealed.

From the moment the salvage crew 
boards the Mara Irons, strange things 
begin to happen. Faint whispers are 
heard, and people and moving shapes 
are seen but disappear in the blink of an 
eye. The ship has treasure to salvage, but 
as the salvage crew goes deeper into the 
ship, strange and dangerous things begin 
to happen. Doors that were once open 

close and lock, and sometimes they 
disappear entirely as the ship itself tries 
to force the PCs to the Cargo Bay of the 
ship where the Heart of Darkness waits 
to trap them in cryo-chambers so it can 
feed off their life force.  

The treasure hunter, Mal Fisher, who 
hired this salvage crew is indentured to 
the entity possessing the ship and must 
provide living sacrifices to pay for his 
freedom and the freedom of his bride



Places, Plot Points, and NPCs

Mal Fisher - Mal and his love were 
newlyweds on the maiden voyage of 
the Mara Irons when the ship was seized 
by the entity now inhabiting it.  Mal was 
able to strike a deal with the entity, and 
he must provide fresh souls for his 
master to feed on in order to buy his 
own freedom and the freedom of his 
bride. Mal is currently posing as the 
Captain of the light freighter, the Bella 
LeGosi. He claims to know the 
whereabouts of The Lady of Esparto and 
is looking to hire a salvage crew. 
Although he once was a good man, he 
is also a weak-willed man, and his love 
for his own life and that of his bride’s 
exposes his own fear of death and loss. 
He is willing to murder and damn others 
to satisfy his own selfish desires.

Emma Fisher - Preserved in a state of 
suspended animation, Emma Fisher 

has been spared the fate of the rest 
of the passengers of the Mara Irons. 
Originally her life was part of the 
bargain her husband made with the 
Entity, but over time the Entity has 
grown fond of Emma and unlike the 
others that it consumes to sustain 
its insatiable hunger, it prefers to 
keep her alive and unharmed—like 

a favored pet. It is possible that Emma 
may live apart from the Entity, but she is 
virtuous and would feel the guilt of all 
those souls for the rest of her life.

Emma Fisher’s Diary - The diary 
contains, among other things, an 
account of the time leading up to 
disappearance of the Mara Irons and 
holds clues as to what happened on the 
ship before she was placed in hyper-
sleep.

Ghost Twins - Whether these identical 
twins are ghosts, a glitch in the ship’s 
holographic simulation system, or 
something more bizarre, one is helpful 
and always tells the truth while the other 
is evil and always lies. They are dressed 
identically except for the color of a 
ribbon, a scarf, or some small minor item 
of clothing.
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The Law - Salvaging is illegal without 
the proper permits—which the group 
does not have—so there is always the 
danger that the law will show up.

Hostile Competitors, Slavers, and 
Pirates - There is always going to be 
someone else who’s interested in 
the same thing you are, and they’re 
not going to give it up freely.

The Mara Irons - The ship is alive, 
possessed by a powerful entity, The 

Heart of Darkness, who has taken over 
the ship’s A.I. It has the ability to animate 
parts of the ship. The deeper into the 
ship the characters move, the harder it 
becomes to get off of the ship. The entity 
will try to lure the PCs deeper into the 
ship’s bowels and trap the characters. 
The more living creatures that die or are 
captured on the ship, the greater the 
ship’s power becomes and, as such, the 
greater Mal’s strength and power 
becomes.

Things That Go Bump In The Night 
The Mara Irons is host to all manner 
of foul things—from the animated 
dead that act as the long arms of the 
Heart of Darkness, to the deep space 
creatures who now call the drifting 
hulk home. 



Zero Gravity and Life Support

While both the Bella LeGosi and the Mara 
Irons have artificial gravity generators, 
the generators are not always working 
on the Mara Irons, and they do not work 
outside of either ship. 

These are optional rules for use in 
zero-gravity situations. Feel free to 
alter them or use your own. The 
rules are written for the PCs, but 
may be applied to NPCs, monsters, 
and possibly objects such as 
unpowered spacecraft, satellites, 
asteroids, space junk, etc. 

 Optional Rules For Zero Gravity

In most space opera-style games, gravity 
is almost always assumed, but gravity 
may not always be available in deep 
space, or on ships and space stations 
that are damaged or derelict. 
Disorientation and momentum are the 
two main factors that affect PCs in zero 
gravity. Objects will travel farther and 
faster, and the physical effects of zero 
gravity on PCs are disorientation and 
increased strength.  A PC in zero gravity 
receives a -4 penalty to Dexterity and 
gains +4 bonus to Strength. 
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PCs who push off from a stationary 
object such as a wall can travel at 
twice their normal rate of movement. 
This can be combined with an attack 
in an attempt to shield bash an 
opponent for 1d6 points of damage. 
A miss results in 1d6 points of damage 
to the PC, and they must make a 
saving throw or become disoriented. 

When acted upon by another force 
such as an attack, recoil from a 
weapon, from swinging a weapon, 
trying to throw an object, etc., a PC 
must make a saving throw or they 
will begin to spin out of control and 
become disoriented. 

If a PC becomes disoriented, they 
must make a Dexterity check to 
regain control or continue to spin out 
of control until stopped by another 
means or until a successful Dexterity 
check is made. 

If a PC is disoriented for more than 2 
turns, they must make a saving throw 
against nausea. 

Collision with another object while 
out of control and traveling faster 
than normal speed causes 1d6 points 
of damage. 

Life Support Systems
Unless the life support generators on 
the Mara Irons are activated, there is 
not enough breathable atmosphere 
for the PCs, and breathing apparatus 
is required.

A  PC who spins out of control outside 
of a ship who does not have a manned 
maneuvering unit or who is not 
tethered to the ship will become 
disoriented while they continue to 
travel away from the spacecraft at 
their current rate of movement 
unless a successful save is made on 
their next turn. If they fail a second 
saving throw, they will be lost to 
space permanently unless they are 
rescued.

Zero gravity can also affect objects. If an 
object slips out of a PC’s grasp, a Dexterity 
check is required to regain control of the 
object, or the object will float away from 
the PC until it is intercepted or stopped 
by another object. If the object is knocked 
from the PC’s grasp, the object travels 
away from PC at a rate equal to twice the 
Strength of the PC or NPC that knocked 
the object free unless a successful 
Dexterity check is made or it is stopped 
by some other means.



Mal Fisher, the Captain of the light 
freighter Bella LeGosi, claims to know 
the whereabouts of The Lady of Esparto 
and is looking to hire a salvage crew.  
He wants to keep everything off the 

books as he is operating without the 
required paperwork. He has 
chosen not to apply for a salvage 
license for fear that a treasure as 
great as The Lady of Esparto will 
attract too much unwanted 
attention, increasing the likelihood 
of claim jumpers, pirates, and 
crooked authorities looking for an 
easy buck. 

Area 1     

Player Introduction

The Great Barrier Asteroid 
Field and the Mara Irons 

He is offering a substantial amount of 
money and a percentage of the treasure 
for the completion of the job, but 
because he has been double-crossed 
before, the money will be held locally 
at Hemingway Station until they return 
with the treasure of the Esparto intact.
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Connections

A full-day journey from the Seven 
Sisters Beacon, A day-and-a-half 
journey to Hemingway Station, The 
Mara Irons 

Elements
Deep space; cold and silent.

Asteroids large and small are 
constantly moving, grinding against 
each other, slamming into one 
another, rotating, and smashing 
each other into smaller bits.

Light from the distant star is 
routinely blocked by larger 
asteroids, casting everything behind 
it in a shadow and often in complete 
darkness. 

An antique cruise ship, now ravaged 
with time, floating adrift in the 
disarray of the asteroid field.

The deteriorating metal of he Mara 
Irons is full of dents and some holes 
from years of abuse while drifting in 
the Great Barrier Asteroid Field. 

Details

This ship the PCs find is not the Lady 
of Esparto but the Mara Irons. It is 
obvious that this derelict ship, 
although obviously an antique, was 
quite an expensive passenger cruise 
liner in its day. The ship itself could 
be treasure alone, not to mention 
what valuables might still be on 
board. Mal has purposely misled the 
PCs in order to capture them and 
deliver them to the Heart of 
Darkness, which has taken over the 
ship. Mal will refuse under all 
circumstances to board the Mara 
Irons, but secretly once the PCs are 
all on board, he will pilot his ship to 
the docking bay nearest the cargo 
hold where he will secretly join his 
sleeping wife in the sick bay to 
guard her. 

Where Lady of Esparto should be 
written, the name of the ship reads 
Mara Irons.

Any attempt to open the airlock 
door has a 1 on 1d6 chance of 
success, however Pilots succeed 
on a 1-2 on 1d6 and Mechanical 
Robots can automatically open 
the door—of course, the door can 
always be blasted open with 
explosives.



Discoveries

The airlock door hasn't been 
opened in years.

All the hatches of The Mara Irons are 
sealed from the inside.

None of the life pods have been 
jettisoned. 

Energy sensors show signs of life on 
board the Mara Irons. 

GM Inspiration

The shadow of an enormous 
asteroid casts everything in 
complete darkness for 3d6 minutes.

Local authorities approach you, and 
they request to see salvage permits. 
The Law (x6):  AC: 5 [16], 
HD: 1+1, Attacks: Blaster (1d6), 
Saving Throw: 18 or lower, 
Move: 12, HDE/XP: 1/15

1.
2.
3.
4.
5.
6.

When approaching the Mara Irons, 
several spacecraft-sized asteroids 
collide, causing one of them to 
break into many smaller asteroids 
which creates an obstacle course 
between Mal Fisher's freighter, the 
Bella LeGosi, and the Mara Irons. 

Several larger asteroids are on a 
collision course with the PC's ship. 

Pirates attack the PCs.
Pirates (x4): AC: 7 [12], HD: 1, 
Attacks: weapon (1d6), 
Move: 12, HDE/XP: 1/15

1.
2.
3.
4.

Area 1
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Area 2     Navigation Deck

Connections

Elevators to other decks—main 
deck, cabin deck, and separate 
elevator to the Lido Deck. 

Navigation Deck Locations

Wheelhouse, Captain's Quarters, 
Officer’s Quarters

Elements

Pitch black, freezing cold, and silent 
as a tomb.

All power is off.

All systems are offline.

Zero gravity.



Details

A map hangs inside the dark and 
eerily quiet room. The only things 
keeping it from wafting through the 
room are two rusted magnets that 
somehow have managed to stay on 
the wall. Below the map is a table 
full of dusty buttons; the labels have 
rubbed off some of them, making it 
very difficult to decipher which 
buttons did certain actions. Blank 
computer screens cover one of the 
walls, and the only thing lighting the 
small space is one lone light that 
blinks off and on, signaling the loss 
of power. Loose papers and maps 
are floating about the weightless 
room almost as if they had been 
rummaged through already. But no 
one has stepped aboard the Mara 
Irons in years, right?

Discoveries 

The map is a valuable antique from 
the wreckage of the Esparto.

Someone else has been here 
recently.  

All Shuttle Bay data is inaccessible 
as if the Shuttle Bay doesn't exist. 

There is enough power in the 

reserve batteries to power the ship's 
computer for 15 minutes. 

The solar cells can be positioned to 
allow enough power to run the 
ship's systems including life support 
and the artificial gravity. 

GM Inspirations 

All power is instantly lost when the 
ship is in the shadow of an asteroid 
for 3d6 minutes and returns when 
the shadow passes.  During the 
blackouts, lights, life support 
systems, and artificial gravity are 
turned off. 

Too much tampering with the ship's 
computer will fry the main circuits, 
erasing all data and shutting down 
all of the ship's systems. 

An elevator malfunctions and travels 
at high speed; the sudden stop 
causes damage to the elevator 
compartment as well as anyone in 
the compartment who must save or 
take 1d6 damage. 

Area 2
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Area 3     Lido Deck 

Connections

Elevator to navigation deck.

Elements

A great glass observatory covers the 
entire deck.

The entire deck looks as if it has 
been flooded.

Lounge chairs, tables, dead potted 
plants, and other debris lie 
haphazardly about the room. 

Ornate metal columns surround 
what was the pool. 

The only light is what is reflected in 
from the nearby asteroids, space 
debris. and the stars. 
Details

The door leading to the Lido Deck is 
locked and sealed shut; the lock has 
been damaged. When a piece of 
space debris or a small asteroid 
collided with the glass roof, it 
punctured a hole, triggering the 
safety mechanism that sealed off 
the Lido Deck to prevent 
depressurization of the rest of the 
ship. The door will have to be forced 
open or the lock repaired. If opened, 
there won't be any immediate risk 
of depressurization since a skate 
currently covers the hole. 



Clinging to the ceiling and dark 
niches are 7 skates. 
Skate:
Skates are very difficult to see 
against the black vacuum of space; 
their skin is black with iridescent 
spots mimicking stars.  They have a 
poison sting that they use to defend 
themselves when danger comes 
near.  The sting's poison causes 
paralysis for 3d6 turns. A successful 
saving throw avoids all effects from 
the poison.
Skate (x7): HD 1; AC: 7[12]; 
Attacks: 1 sting (1d3 + poison); 
Move (Fly 10); Save 17; HDE/XP: 
1/15; Special: non-lethal poison.

1.
2.
3.
4.
5.
6.
7.

Discoveries

You notice one or more skates are 
attached to the ceiling. 

You notice that one skate attached 
to the ceiling is covering a hole in 
the glass. The skates must have 

used the hole to enter the Lido Deck 
while the artificial atmosphere was 
not working.

GM Inspirations 

All power is instantly lost when the 
ship is in the shadow of an asteroid 
for 3d6 minutes and returns when 
the shadow passes.  During the 
blackouts, lights, life support 
systems, and artificial gravity are 
turned off.  

On a failed roll, one of the Twins 
appears from out of the shadows; 
there is a 50% chance that it is the 
truthful twin or liar twin.

If the room has atmosphere, and the 
skate covering the crack moves 
away from it, a vacuum is created as 
well as a huge expansion of the 
crack. Anyone or anything that is 
not anchored to the deck must save 
or immediately be sucked out to 
space through the gap. 

All of the atmosphere is sucked out 
into the vacuum of space. 

The doors automatically shut and 
seal and lock when the loss of 
atmosphere is sensed.

Area 3
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Connections

The ductwork connects to every part 
of the Mara Irons.

Elements

Constricting

Odd sounds echo from every 
direction

A slow pulsating reverberation like a 
giant heartbeat resonates 
throughout
Details

The ductwork is a maze of passages 
of various sizes often running in 
loops and dead ends for no 
apparent reason. PCs who are not 
actively marking their way risk 
becoming lost. 

Even in space the rats and roaches 
somehow find their way onto ships. 
These vermin however are not your 
typical insect or rodent. Mutated 
from their original form and 
somehow crossing genetically, these 

insectoid rodents have adapted to 
living in zero gravity and the thin 
atmosphere of the Mara Irons. 
Mutant Vermin Swarm: HD: 3; 
AC: 8[11]; Attack: swarm (1d6); 
Move: 6 (Fly 15); Save: 14; HDE/
XP: 3/60; Special: Blood drain 1 
hp/turn when fighting the swarm 
in melee. 

1. 

Area 4     Ductwork



Discoveries

You find a mutant vermin swarm nest 
made of ship components, refuse, and 
a few small valuables they have 
collected from the ship, as well as 
dozens of vermin eggs. 

You hear a man's voice echoing through 
the ducts. It sounds as though he is 
singing softly to someone. 

GM Inspirations 

You feel breathing on your neck.

The temperature immediately drops to 
below freezing.

Children's laughter can be heard echoing 
through the cavernous network of ducts. 

You become constricted and trapped in 
a narrow section of ductwork.

You become lost in the maze of 
ductwork.

The ductwork collapses under your 
weight, you fall—Save or take 1d4 
damage.

You are attacked by a Mutant Vermin 
Swarm.

Area 4



Heart of darkness

Main DeckArea 5     

Main deck locations

Main Lobby and passenger entry, 
Lounge and aquarium 

Connections 

Elevator to other decks—navigation 
deck, cabin deck, and the boat deck.

Freight elevator to cargo hold and 
Shuttle Bay. 

Main lobby and airlock to the 
outside. 

Elements 

Narrow passages cluttered with 
debris and water. 

Exposed electrical wires.

Low light, flickering lights, 
moving shadows.

The aquarium is sealed and filled 
with a viscous, murky, and nearly 
opaque brown-green liquid. 



Details
Inside the aquarium is a shadow 
creature. Shadow creatures are 
made of negative space; they are 
some horrible other thing from the 
gaps between dimensions. They 
become temporarily attached to 
creatures of this world when they 
phase in or out of hyperspace. 
Shadow creatures are dark and 
resemble shadows or sometimes 
smoke. They are immune to sleep 
and charm. They lure their victims 
by psychically projecting objects of 
their desire onto the shadows 
surrounding the creature. Their chill 
touch bites into its opponent with a 
successful hit, and they will attempt 
to envelop their prey in order to 
digest them in the negative space. 

Shadow creatures are almost 
invisible in shadowy places and are 
40% likely to disappear from sight 
after attacking.  In bright light, 
however, their movement rate is 
reduced to 9 and they immediately 
lose 1d6 hit points. The psychic 
scream of a shadow creature causes 
panic in anyone failing a saving 
throw, causing anyone affected to 
drop everything and run for 3d6 
turns.

The shadow creature will attempt to 
lure PCs to the aquarium and then 
attack.

Shadow Creature: HD: 3; AC: 6[13]; 
Attack 1 bite (1d6+1); Move: 18; 
Save: 14; HDE/XP: 5/240; Special: 
psychic scream, concealment in 
shadow.

1.

Area 5
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Discoveries 

Something shiny and valuable is in 
the aquarium—ask, What do you 
think you see? Describe it.

The liquid appears to be moving in 
the aquarium—ask, Why do you 
think that is?

You find a part of Emma Fisher's 
diary.

Unopened bottles of spirits, beer, 
wine and champagne. 

Sealed food containers. 

GM Inspirations

Music from a bygone era begins 
playing through the sound system in 
the lounge, although there is no 
band or instruments, and the ship's 
com system is not operational.

The food and drinks are poisoned; 
ingesting them causes 
hallucinations for 3d6 rounds 
causing the PC to believe that 
anyone in the room is a vile 
distorted creature intent on 
attacking.

The glass of the tank cracks causing 
an explosion of glass and water. 

The shadow creature attacks the 
PCs. 
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Cabin DeckArea 6     

Connections

Dining Room, Galley, Passenger 
Quarters, The Fisher’s Cabin, Sick Bay 
(Area 6), Elevator to the navigation deck 
and the main deck, and the airlock to 
the sick bay. 

Elements

Narrow passages cluttered with 
debris and water

Exposed electrical wires

Poorly lit, flickering lights, moving 
shadows

Crypt-like rooms 

Resembling a mass of wires 
hanging from the ceiling; their 
animate nature only becomes 
apparent when a creature passes 
under them or otherwise 
disturbs them. The Live Wire 
attacks by entangling its foe and 
slowly strangling the life out of it. 



Unless a successful save is made to 
break free of the Live Wire’s 
strangling grasp, the victim will 
suffer 1d3 points of nonlethal 
damage per every round following 
the attack due to constriction. Once 
the victim is incapacitated, the Live 
Wire begins moving the body, 
passing it from wire to wire inside 
the walls of the ship, to the Shuttle 
Bay at a rate of 12' per round.
Live Wire: HD: 2; AC: 6[13]; 
Attack: 4 constriction (1d3); 
Move: 0; Save: 16; HDE/XP: 2/30; 
Special: Constriction

When the Entity took control of the 
Mara Irons, not everyone survived. 
However, their corpses became 
useful tools of the Heart of 
Darkness. Infecting the corpses with 
a bioelectric virus, the Heart of 
Darkness has given the corpses 
undead life and a single impulse: to 
bring all lifeforms to it. When 
disturbed, they will attempt to 
subdue the PCs and drag them 
further into the heart of the ship to 
the Shuttle Bay and the Heart of 
Darkness.
Bioelectric Animated Dead: 
HD: 2; AC: 8[11]; 
Attack: 1 strike (1d6); Move: 6; 
Save: 16; HDE/XP: 2/30; 
Special: Immune to sleep or 
charm, nonlethal attacks

Discoveries

Some valuables such as jewelry and 
small hand weapons can be found, 
but most of the real valuables have 
been relocated to the cargo hold. 

Pages from Emma Fisher’s diary.

GM Inspirations 

Children's laughter can be heard 
echoing through the halls. 

The ship drifts into the shadow of an 
asteroid causing it to lose all power 
for 3d6 minutes.

PCs become lost in the maze of 
crypt-like rooms and hallways as the 
ship rearranges itself to push them 
further into the heart of the ship to 
the Shuttle Bay and the Heart of 
Darkness.

On a failed roll, one of the Twins 
appears from out of the shadows. 
There is a 50% chance that it is the 
truthful twin or liar twin.

You are attacked by a Live Wire. 

You disturb 4-6 Bioelectric Animated 
Dead.

Area 6
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Sick BayArea 7     

Connections

Cabin Deck

Elements

The temperature is cool, and the 
room is quiet, neat, and clean.

Filled with the sound of computer 
fans, monitor alerts, and respirators.

The room has a peace and 
tranquility about it.

Dimly lit by the soft glow of 
machines, monitors, and soft room 
lights.

A woman lies on a hospital bed 
attached to monitors and life 
support machines. 

There is a single chair beside the 
hospital bed.



Details 

This is the sanctuary of Emma 
Fisher, and Mal Fisher will try at all 
costs to prevent anyone from 
entering the Sick Bay—even it 
means revealing his true nature.

The Sick bay is doubly sealed, 
having its own airlock. 

Antigravity and power work even if 
the ship loses power.

If Emma is disconnected from the 
ship, the Heart of Darkness will 
retaliate by immediately shutting 
down all of the ship's systems. 

Discoveries

The woman in the sick bay is being 
held in suspended animation.

The woman is Mal Fisher’s bride, 
Emma Fisher, who has been laying 
in suspended animation for more 
than one hundred years.

Emma can be revived if she is 
detached from the machines.

GM Inspirations 

Too much tampering with the 
systems will fry the main circuits 
and alert the Heart of Darkness that 
will then retaliate by immediately 
shutting down all of the ship's 
systems. 

If detached from the machines, 
Emma begins to age rapidly. 

When Emma is detached from the 
machines, all the ship’s systems 
begin to shut down causing a 
complete loss in all power and 
gravity.

Area 7
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Connections

Freight elevator to Shuttle Bay and 
doors to the Crew cabins. 

Elements

The area smells of rotting meat and 
electrical burning.

Floor to ceiling is packed with cargo 
containers of various sizes.

The temperature in the Cargo Hold 
is freezing.

A slow rhythmic reverberation is 
heard and felt throughout the room.

Glass and metal cryo-chambers 
hang from floor to ceiling.

The only light in the room is the 
eerie glow from within the cryo-
chambers.

Details
Hanging from the ceiling is an 
enormous heart-shaped creature 
that pulses rhythmically, the 
deep sound reverberating 
through everything. At the end of 
each of its long cable-like 
tentacles it holds life support 
cryo-chambers—this is The Heart 
of Darkness.

Cargo Hold and EngineeringArea 8     



The Heart of Darkness: The Heart of 
Darkness is a bioelectric phage-like 
creature 20-40 ft in diameter. It attacks 
by means of its 40-80-ft-long tentacles. 
The Heart of Darkness leaches energy 
from its victims and therefore it needs 
them alive. Unless its defeat is 
imminent, it will only seek to subdue its 
foes and seal them in a cryo-chamber. If 
death is imminent, the Heart of 
Darkness will try to preserve its own life 
first and foremost. It may tear a hole in 
the ship and flee. It does not need 
atmosphere and can hibernate for eons 
in the vacuum of space.

Motive: Survive and reproduce. The 
Heart of Darkness reproduces by 
“infecting” living organic life forms with 
a bioelectric virus. The virus is 
transmitted by contact with a mature 
Heart of Darkness creature. It then 
roots itself to the creature’s heart and 
expands from within, eventually 
consuming the host at full maturity. 

Symptoms of the virus include the 
appearance of electronic-looking 
scales on the skin of the host that 
spreads from the initial infection 
site and may also include erratic 
abnormal behavior as the virus 
begins to take control of the host’s 
mind.

Each tentacle causes 2d6 damage. If 
The Heart of Darkness makes its saving 
throw against any magic/mystic attack, 
it stores the energy in the form of 1 hit 
point per spell level, to a maximum 
equal to the Heart of Darkness' hit dice. 
In addition to tentacle attacks, the 
Heart of Darkness can discharge 1 to 4 
dark energy charges with the following 
effects: 

All spell-casters or mystics within 
50ft suffer intense mental distress 
for 1d3 rounds per charge, making it 
impossible to cast spells during this 
time. 

All creatures within 10 ft of the Heart 
of Darkness suffer -1 to Wisdom per 
charge expended for 1d2 turns. 

Heart of Darkness: HD: 7; AC: 4[15]; 
Attacks: up to 8 tentacles (2d6 + 
paralysis); Move: fly 9; 
Save: 12; HDE/XP: 7/800 
Special Discharge dark energy, 
paralysis.

1.

Area 8
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Mal Fisher has been planning to 
double-cross the Heart of Darkness. He 
has patiently and secretly been placing 
enough explosives in the cargo hold 
and throughout the ship to blow the 
ship up completely. The switch and 
timer are located in the Shuttle Bay 
where the Bella LeGosi is docked. 
Discoveries 

You notice that many of the cargo 
containers are old—some would 
be considered antiques. 

The value of the cargo is 
more than anyone could 
spend in several lifetimes. 

Each cryo-chamber 
contains a heavy glowing 
gaseous material and a faint 
silhouette of a living being.

You find the room is secretly 
lined with explosives and 
most of the cargo is booby-
trapped.

GM Inspirations

The Cargo Hold is sealed behind 
you. 

The ship drifts into the shadow of an 
asteroid causing it to loose all power 
for 3d6 minutes, 

The cargo is not secured well and 
shifts in zero-gravity. 



Shuttle BayArea 9     

Connections
Elevator to the Cargo Hold, Deep 
space and the asteroid field 

Elements
The slow rhythmic sound of a heart 
beating is loud; its low frequencies 
reverberate through your whole 
being.

The Bella LeGosi is docked here. 

The discarded remains of some the 
ship's life pods.

Discoveries.

You find a switch and timer 
connected to explosives in the Cargo 
Hold.

Details

Mal has been preparing to rescue 
his wife and destroy the Heart of 
Darkness by blowing up the Mara 
Irons.  Using the PCs as diversion 
for the Heart of Darkness, Mal will 
try to move his wife onto the Bella 
LeGosi and start the timer for the 
explosives. 

GM Inspirations

The ship drifts into the shadow of an 
asteroid causing it to loose all power 
for 3d6 minutes.

An alarm sounds. 

The timer on the explosives in the 
Cargo Hold counts down. 

Epilogue
If the PCs escape having defeated 
Mal Fisher and/or destroying the 
Mara Irons, when they return to 
Hemingway Station or some other 
port of call, in a crowd somewhere 
they overhear a young woman 
introduce herself to some people, 
Hi, I'm Mara Irons. Where are you 
looking to charter a ship to?
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Apendix A     

Day One

  Well, today was the first day of being Mrs. Emma Fisher. Just 
the thought of my new name made my stomach flutter with 
excitement.  
   Mal had surprised me with a trip aboard the newest luxury 
cruise liner to sail through space-- the Mara Irons. The moment 
we boarded the ship, I knew that Mal must have spent a fortune to 
get us here. We had entered into a sort of grand room where 
chandeliers hung at every opportunity, sending dazzling lights 
dancing throughout the space. Two immaculate marble staircases 
spiraled upward; the cool metal railings were intricately 
designed with flowers that ascended to the other floors on the 
ship. Soft music played around us, filling the room with even 
more of a lavish vibe than there already was. 
   Shortly after all of the passengers had been boarded and 
checked in, we were all swept away from the grand entrance and 
into a smaller room that was filled with seats. It reminded me 
much like a sort of airplane--if airplanes had chandeliers and a 
view of the planets and stars. We were all assigned a seat and 
soon were buckled in as the Mara Irons shifted into hyperspace. 
   It was my first experience being pulled through space at 
ungodly speeds, and nausea soon came over me. I had gripped Mal's 
arm tightly during the short time it took the ship to accelerate, 
and I hadn't even realized it was over until Mal's laughter 
beside me caused me to open my eyes.
   Mal had suggested getting a bite to eat before we found our 
room--just like him to always be thinking about food--but I 
couldn't even think about eating without wanting to throw up. So 
we decided on taking a walk to explore the ship instead.

Emma Fisher's Diary 



   We walked down a large hall--even the halls on this ship were 
extravagant. The plush blue carpeting sucked the heels of my 
shoes into it as we made our way to another large room. In the 
middle of the circular room sat a large aquarium that reached 
from floor to ceiling. The tropical fish swam in circles inside 
the tube-like fishbowl. I had walked over and pressed my hand 
against the cool glass and watched the water in awe. It was 
incredible. 
   Mal had come beside me, watching me instead of the fish. I 
felt a small blush creep into my cheeks. I turned towards him, 
smiling. He brushed a strand of my pale hair away from my face; 
his hand lingered on my cheek. So are you, he told me and then 
pressed a small kiss onto my forehead.
   I turned my reddened face back to the exquisite aquarium. I 
had noticed something lingering on the bottom of the tank, almost 
like a shadow, but nothing was there that would have caused it. I 
studied the dark silhouette for a while before Mal pulled me back 
to reality. He had asked me if I was ready to see more of the 
ship--and I was, but something kept me standing there. 
   There was something strangely eerie about the shadow. I 
couldn't really explain it, I just felt... empty. Like a darkness 
was filling me. But that would be crazy. The only thing was, that 
wasn't the strangest part. As Mal took my hand in his and began 
pulling me away from the aquarium, I couldn't help but glance 
back one last time. It was only then that I realized that all the 
fish were now gone.
   I mean, I suppose they could have just been hiding behind the 
coral. But there had been so many of them when we first walked 
into the room. How had they all disappeared? I must just be sleep 
deprived from planning a wedding and a honeymoon. Or perhaps it 
was the post-wedding jitters getting the best of me. I mean, it 
was my honeymoon. What could go wrong?
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Day Two

   Unfortunately, the space sickness still has its grips in me 
and my nausea spells are just getting worse. Mal suggested that 
we head to the Lido Deck today and relax by the pool since I 
wasn't really feeling up for much else other than lounging 
around. 
   I had dressed accordingly, wearing my most glamorous blue 
swimsuit with a shimmering white cover-up over top. I felt like I 
almost fit in with all the other fancy dressed passengers. 
Almost.
   Mal and I walked to the Lido Deck, my breath catching as we 
entered. What should have been metal walls that protected us from 
the horrors of space were glass. It was as if I had walked out of 
the safety of the ship and straight out into space. The ceiling, 
the walls, it was glass windows. Darkness surrounded us, with the 
occasional glow of a star, and the only thing to light the room 
were the small lights inside and around the pool. The few 
glimpses of stars twinkled against the small ripples of water in 
the swimming pool. 
   We had walked over to a group of lounge chairs that had been 
recently vacated. We settled into the comfy cushions, sinking 
into them. I watched the dark sky above me, wondering in awe at 
the beauty. For just a moment I could have sworn I saw something 
move on the ceiling. But it was probably just the ship passing by 
a meteor field.
   I was still unsettled about seeing that shadow in the fish 
tank yesterday and I couldn't seem to shake the feeling of 
unease. 
   I had closed my eyes for a moment before Mal started talking. 
I wasn't really paying too much attention to what he had been 



saying, instead I watched these two girls play by the pool. They 
were just kids, they couldn't have been older than twelve. They 
looked identical--twins. Both of the girls had long chestnut-
colored hair held back by a ribbon. They both wore the same 
swimsuit, and I would never have been able to tell them apart if 
it weren't for the color of their ribbons. One wore a white 
ribbon, while the other wore red. 
   I don't know why I found them so intriguing. Maybe it was just 
because they were twins. Or maybe it was the way that one of them 
grinned up to their eyes while the other scowled. They looked so 
alike on the outside, but I could tell just from watching them 
that they were completely different.
   The feeling of wanting to vomit brought me back to reality. I 
had quickly excused myself as I went to find the nearest 
bathroom. I found it odd that I was the only one walking down the 
massive hallway. I had wondered where everyone was. It was still 
a few hours away from dinner time which made me curious if there 
was some event that we had missed.  
   The hallway seemed never-ending and I couldn't find a restroom 
anywhere. A dark shadow had filled the corner of my vision. I had 
turned around expecting to find Mal behind me, but no one was 
there. I had continued down the hall some more before accepting 
the fact that there was definitely not a bathroom down this way. 
   I had turned on my heel and almost ran into someone. One of 
the twin girls had been behind me. I quickly apologized to her, 
and she had given me a small smile. She had been by herself, 
which I found strange, but either way I just needed to find a 
toilet. I had decided to just walk all the way back to my room 
and use that bathroom. That way I could freshen up while I was 
there. 
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   The same dark shadow had filled my vision again, only this 
time I just assumed that it was the little girl following behind 
me. She was probably looking for the restroom too. Where was a 
ship employee when you needed one? The dark shadow grew larger 
beside me. I had glanced behind me, waiting to see the little 
girl, but she wasn't there. What was going on with me? It must 
have just been this space sickness getting the best of me. 
   At least, that's what I keep telling myself. 
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Day Three

   There's not too much to write about today. This morning when 
we woke an alarm went off and the captain of the Mara Irons voice 
came in through the speakers in our stateroom. We had been 
shifted out of hyperspace during the night due to a severe solar 
storm and all passengers were to stay inside of their rooms. 
   I felt restless most of the day. I still kept seeing those odd 
shadows here and there, but I kept telling myself it was just the 
lights playing tricks on my eyes. It wasn't until after they had 
brought us dinner that evening that I started hearing my 
heartbeat loudly in my ears. I tried my best to just push it off 
as part of the space sickness that I've been experiencing, but 
soon enough it became unbearable. 
   I cried most of the night, wishing that the noise would go 
away already. I could tell that Mal was at a loss on what to do, 
and I felt terrible that this was how we were spending our 
honeymoon. Finally, Mal insisted on having the nurse that was on 
duty come to the room and see if there was anything they could do 
for me. I tried to protest but the beating in my ears was too 
much to bear, and eventually Mal's persistence won out. 
   The nurse gave me some pain medicine and told me to drink more 
water. She said that it was probably just my body's reaction to 
the ship being thrown out of hyperspace so suddenly. Especially 
since I already didn't seem to be reacting well to being on the 
ship--with the nausea and all.
   After I took the medicine, the beating noise seemed to quiet 
down a bit, allowing me to drift off into sleep.
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Day Six

Something is very wrong.
  The ship has been rattling around in space, meteors have been 
hitting the exterior of the ship, and they've already closed down 
the Lido Deck due to the possibility of a large jagged rock 
breaking through the glass windows. We're slowly losing power and 
the lights keep flickering.
   I'm scared, and I can tell Mal is too, even though I know he's 
trying to put on a brave front. There's a coldness that's washing 
through the ship, and I can tell it's not just from the power 
going out. Something is here. Something bad. I feel like I'm 
stuck in a nightmare and I'm just waiting to wake up.
   Several passengers have been reported missing, while others 
have been injured due to the hits that the ship took. There's 
something that's been creeping down the halls--a shadow... a 
darkness. I almost feel as if I'm the only one that sees it. I 
haven't said anything about it. I don't want anyone to think I'm 
going crazy. Especially not Mal. 
   Mal won't let me leave our room. Not that I want to anyway. 
Every noise I hear sends fear down my spine. Mal leaves the room 
twice a day. Once in the morning and then again in the evening. 
He tells me not to open the door and if for some reason he 
doesn't come back not to go searching for him. Why wouldn't he 
come back? And how do people even go missing on a ship?
   No one knows what's going on or where we are. There has been 
no response from the captain in over 24 hours. Where are we 
going? What happens if the power goes out? Will we make it off 
this ship? Or is this how we die? 
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