REGULAR THINGS: Every time a casket is opened roll 1d6, on a 1 something inside the casket wants to hurt the group, on a 2-3 the casket is empty and has been looted, on a 4-5 the casket has a corpse inside that may or may not have a beneficial item, on a 6 a beneficial item has been stowed inside.

HOOK: A sandstorm with an added bandit attack on top - seldom does Lady Luck turn her back this quickly on the few residents of Hilltop, the small town up top a Hill, yet, here we are.
You are the only survivors, with only the water you have in your canteens and barely any food left to keep you going.
You need to find the next town over, Undertakers’ Bloom, in the west, but only one Guide can help you through the evershifting Casket Land’s features: A bandaged Madman called Loam, who seems to have wandered these lands ever since any of you were children.
Find Loam, reach Undertakers’ Bloom, survive.

1st Location: Loam’s temple, the stacked caskets creating a crooked and instable looking structure in the middle of the desert, which Loam has been tirelessly working on expanding upwards, making it one of the few recognizable arguably human creations out here in the dustbowl, filled with black dirt, animal bones, and sticks he collected.
· They need to climb their way up the temple to reach the top on which Loam currently sits and observes
· Loam will be reluctant at first to help, writing down that your settlement refused to acknowledge his warnings for the longest time, though he can be bribed, bargained or reasoned with
MONSTERS: On the way, there a Rattlesnake and a Horned Lizard will fight, yet if provoked (hunted as food for example) they will fight back

2nd Location: The Great Frontier: The dustbowl is surrounded by sandy walls with nothing but a couple of natural holes inside which house the bandit troupe “Grifter’s Dice”, the same which took your entire settlement of Hilltop and flattened it even more than the cyclone could have
· They will ambush everyone, preferably binding the weakest looking one and giving you a choice: Either you’ll give all your earthly possessions to them, or he’ll kill the person caught.
· In case of a fight, a Terrible Thing will happen to the person caught along with being shot at
· In case they give everything including the water they are free to pass
· Killing the Bandits, conning them, or otherwise giving them a better deal than the one they have will give a Revolver with additional 3 Bullets, and an unlabeled Liquor (Hair of Dog), TNT
After the frontier, they’ll have to jump a pretty large chasm or find some other way to get through it.
MONSTERS: A Dust Devil they have to avoid or disperse if they get caught in it, 5 Bandits making up the members of Grifter’s Dice, beyond the Frontier, there is a False Well, which may or may not spell doom for one or more players depending on their actions

3rd Location: A lonely broken down church, filled with bleached skeletons and partial corpses of people having fought for little reason, perhaps paranoia. A man in tramp’s clothes has been crucified (upside-down cross) on the front tower of the church, inside Ignam and her Coyotes are situated there. They aren’t immediately aggressive, though if the people are pressing for resources she will make sure the coyotes make short work of them. 
The last survivor, a chipper musician with a missing leg sitting on the gallows, playing his guitar while the sun shines down on him warns them to turn back and run where they came from, ‘cause as far as he knows there ain’t nothing but trouble on the way! (He’s a ghost, once they talk to him he’ll disappear though may be beckoned back)
MONSTERS: 3 coyotes will roam this part of the land, led by a Madwoman of Fire called Ignam, 1 human with a shovel and 1 Gila roaming the outskirts, tricking humans that they’re someone who needs help

4th Location: Cave system that is the fastest route through the mountain, has about 3 different ways to go, and one Bloodsucker nest, another room with TNT and the exit hidden behind a stone plate
MONSTERS: 3 Harpies hanging out on a tree outside of the cave System, Bloodsuckers, humanoid looking vampires who give the Exanguinated condition on the reach, 3 harm sting attack, as well as being able to camouflage and hypnotize. Weakness is a blood bubble on their throat when they feed, 12 vitality
