
Hollow Earth Expeditions 

The Fiendish Plot of Dr Mahrs 

This Unofficial Adventure may be used as a 
one-shot journey into the world of Hollow 
Earth Expeditions and the Ubiquity system or it 
may be used as the leading edge to a campaign 
set therein.   

This adventure is tough, and may require a 
minimum of five (5) players characters to safely 
complete.  Read this carefully to determine the 
strength of your party before beginning. 

Plot Synopsis 
A mad (and not to mentally stable) scientist, 

Dr Rom Mahrs, has discovered a device that 
creates a doorway between the Hollow Earth 
and the Surface World in southern California.  
Using the device, he’s moving creatures to his 
secret lab deep in the Louisiana Bayou region.  
He plans to breed these beasts and punish the 
U.S. Government with them. 

For more information on the creature 
featured in this adventure, the Sea Scorpion, see 
Dr. Turners Field Notes; Day 47; The Sea 
Scorpion. 

Story Background 
Dr Mahrs has always been looked down 

upon by his peers, as something of a “Quack” or 
“Nutcase.”  Still, he was able to get a job with 
the U.S. Army working on ways to defend 
against Mustard Gas attacks, but was fired for 
actions considered “Publicly Immoral.”  He 
swore revenge for this insult. 

Six months ago a colleague discovered an 
artifact which seemed to open a doorway to a 
distant planet or another dimension.  In that 
dimension they found a prehistoric world.  This 
was the perfect place from which to get the tools 
for his revenge.  Unfortunately, his colleague 
and his assistant got too close to a swamp and 
was killed by a Sea Scorpion.  Tragic, but it left 
him as the only one who knows about the 
artifact.  Now he is capturing and shipping 
these predators to his lab in order to start his 
attack on the U.S. Government! 

Teaser-The Truck Wreck 
For whatever reason the game plot decides, 
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the party finds themselves traveling across the 
desert on one of the new highways that cross 
Arizona and New Mexico.  100 miles from 
nowhere they see a 3-ton cargo truck that has 
become overturned.   

The truck is a common Stake Truck, with the 
words “Wayne & Friends Trucking.  
Sacramento, California” on the doors and a 
large metal water container in the cargo area.  
The container is open and the contents have 
leaked out.  There is no sign of a driver. 

Investigation/Search of the truck and the 
area will bring the following results: 

• A result of (Average 2) will reveal the cargo 
manifest for the truck.  A simple piece of 
plain paper marked “SHIP TO:  Dr. Rom 
Mahrs.  14 Carver.  Moreanuville, Louisiana.  
FRAGILE.  RUSH.”  The windshield is also 
broken and there appears to be blood on it.  
An .38 revolver is sitting in the dust near the 
truck, all six rounds spent. 

• A result of (Tough 3) will reveal marks in 
the ground, like a large, long, thin heavy 
object was placed on the ground near the 
truck cab.  Hundreds of shallow marks, like 
stick pokes in the ground, are scattered 
about the area.  A severed 
hand can also be found in the 
cab of the truck. 

After the truck has been 
searched (or if anyone looks in 
the broken water container), the 
creature attacks.  It is an adult Sea 
Scorpion that has been hiding in 
the remains of the tank, trying to 
stay out of the heat.   

Use the Sea Scorpion 
(Juvenile or Injured) for this 
encounter.  Because of it’s 
dehydrated condition, it currently 
only has a HEALTH of 5, and 
both it’s CLAW and BITE attacks 
are suffer a –3 Penalty.  It’s 
DEFENSE remains 8. 

The creature will fight to the 

end, desperate for food. 

Any PC with an understanding of science 
can make a (Tough 3) Science Biology or 
Academics Literature check to identify it as a 
Sea Scorpion, a prehistoric ocean arthropod not 
seen in 400 million years. 

After the fight, the characters can attempt to 
right the truck if they want (this effort will 
require at least 4 characters to complete).  A 
Craft Mechanics (Average 2) roll is needed to 
get the truck working again.  It will make a trip 
to the next city, 100 miles away.   

If the party turns over the truck (and 
possibly beast) to the local sheriff, he will take 
charge of the investigation, take the characters 
statements and then dismiss them.  The 
adventure is over as far as the party is 
concerned. 

1933 Ford Stake Truck, Model BB 

 



California Trucking 

If the party backtracks the truck to 
Sacramento and Wayne & Friends Trucking, 
they will find a locked shop with a sign in the 
window which reads “Be Back In 2 Weeks.”   

The shop can be entered easily enough with 
an (Average 2) Larceny/Lockpicking skill check.  
Inside the characters will find a simple little 
shipping shop (one desk, lots of papers and a 
small wood stove), with an upstairs apartment.  
Searching the papers and desk will reveal a 
reminder note to pick up a water tank on Friday, 
with directions that read “...follow winding road 
to big rock at fork.  Go left one hour.  Mr. 
(crossed out) Dr. Mars.  $100.  $50 front.  To 
Louisiana.”   

Other information in the shop will relate to 
simple shipping orders.  Loads of lumber.  Iron 

stove.  Pallet of bricks, that sort of thing.  A 
successful (Tough 3) Investigation/Search or 
Larceny skill check will reveal a hidden cigar 
box with $43, a deed to a 1933 Ford Truck 
(belonging to Joseph Wayne), an I.O.U. for $25 
from “Bill X” and a Smith & Wesson .38 
Revolver beside it. 

The apartment is unremarkable and 
searching it will reveal only a Double Barrel 12 
gage shotgun under the mattress, along with 10 
shells. 

If, on the other hand, the party follows the 
address on the shipping form from the truck cab, 
they will find themselves on the way to 
Louisiana.   

If the party elects to follow the “...winding 
road...” directions, they will be unsuccessful in 
finding the location where the tank (and 
scorpion) was picked up at.  For additional 
information see the Epilogue—Atlantean Gate 
at the end of this adventure. 

Road to Louisiana 
The trip across the country is uneventful, 

except for the dead scorpion starting to smell (if 
they brought it with them).  It’s a sleepy 
Tuesday afternoon when they arrive in 
Moreanuville. 

The town of Moreanuville is small, only a 
few hundred residents.  One primary street and 
a couple of two story buildings.  Any attempt to 
gather information about Dr. Mahrs is an (Easy 
1) action, everybody knows him.  Things the 
characters can learn are: 

• Dr. Mahrs is a Veterinarian who came from 
the big city (New York).  Some say he left 
because of the snobby rich people, others say 
he came here to get to know “good” folk and 
a few say he’s “touched,” but nice. 

• He purchased an island out in the Cypress 
swamps, out by old man Johnson’s place, 
several miles east of town, about 6-months 
ago.  Rum runners and moon-shiners used to 
own that island, back in Page 3 

Sea Scorpion  (Juvenile or Injured) 
Archetype:  Animal                                   Motivation:  Survival 
Style:  0                                                     Health:  6 
 
PRIMARY ATTRIBUTES 
Body:  3                                                    Charisma:  0 
Dexterity:  3                                              Intelligence:  0 
Strength:  3                                               Willpower:  3 
 
SECONDARY ATTRIBUTES 
Size:  0                                                      Initiative:  3 
Move:  6 (12)*                                          Defense:  6 (8)** 
Perception:  3                                            Stun:  3 
 
SKILLS                 BASE      LEVELS  RATING    AVERAGE 
Brawl                         4                3               7                    (3+) 
Stealth                        3                4               7                    (3+) 
Survival                     0                3               3                    (1+) 
 
TALENTS 
Dual Wield 2 (Reduces Penalty For Using Two Weapons To –2) 
Skill Aptitude (+2 Stealth Rating) 
Tough (+1 Body Rating) 
 
RESOURCES 
None 
 
FLAWS 
Bestial (character cannot communicate or use tools) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Bite                             0L            0              7L                (3+L) 
Claw (2)                      2L            0              9L                (4+L) 
 
*Sea Scorpions can move their normal Move Rate on land, or double 
when swimming. 

**Sea Scorpions have a tough shell that provides a +2 Defense 
Bonus.  Attacks from underneath ignore this bonus. 



the prohibition and then there was a Federal 
garrison during the Spanish thing.  Before 
that it was a Confederate depot, but that’s 
been abandoned for near 70 years now. 

• Each month he drives out to the coast to see 
his mother, who’s sickly ill, for a week or so.  
What a wonderful son he is. 

• Some say he hunts and wrestles alligators 
for fun.  He’s a little guy, but very strong. 

• Each month he gets a shipment in of tropical 
fish from Sacramento.  Some say he’s going 
to build a fish zoo on that island.  Truck’s 
late this month. 

• He’s got four or five helpers he hired when 
he was last out in California, men who know 
about the fish’ies he works with. 

14 Carver is the address for the towns 
sheriff’s office, which also doubles as a post 
office.  Although anyone in town will be happy 
to give directions to Dr. Mahrs dock out in the 
swamp. 

The town sheriff is a big man.  Tall, over 6 
foot easy, and just as big around.  Walks around 
with an old World War Infantry Helmet and a 
Colt Peacemaker.  His attitude is strong, yet 
simple.  To the point in everything he does.   

If asked about Dr. Mahrs, he’ll say “I don’t 
like ‘em.  ‘e’s trouble.  ‘im and ‘is boys is up to 
no goods around t’at swamp ya ask me.  But the 
town’s like ‘im, so I’s leaves ‘im alone long as ‘e 
keeps on the good.”   

After that he’ll warn the party about not 
getting any trouble started in his town and then 
he’ll walk off. 

If the party tries to tell the sheriff that Mahr’s 
is bringing in dangerous creatures, he will 
simply tell them that he’s caused no problems in 
town, and they better not either.  If they show 
him the truck and the dead Sea Scorpion, he will 
whistle in “astonishment” and say “guess I’ll 
‘ave to ‘ave a look about ‘is place” and leave.  A 
successful (Hard 3) Empathy Intuition check 

will tell the characters that the 
Sheriff already knows about 

Dr. Mahrs activities. 

If the party brought the truck with the tank in 
it, people will recognize it (the water tank, not 
the shipping company as he always seems to use 
different companies each time) and ask if they 
are bringing more fish.  Ever helpful, the people 
will direct the party right to Dr. Mahrs dock east 
of town. 

The Island of Dr Mahrs 
The island is surrounded by miles and miles 

of cypress swamp.  The dock area is set in a thick 
stand of trees, with the only construction around 
being an old tin shack that is falling apart.  The 
dock is long and wooden, with heavy supports.  
A simple cargo boat sits tied to it.    

A successful (Tough 3) Perception, Stealth 
Camouflage or Investigation Search check will 
allow a character to notice a large truck 
camouflaged in the trees near the dock.  It is a 
Stake Truck, painted green, with a big white 
“star” on the door and the words “U.S. Army 
Water Department” painted below it.   

A successful (Hard 4) Perception check will 
allow a character to notice a couple of heavy 
cables running through the trees and into the 
water near the dock (Dr. Mahrs power and 
phone lines).   

The characters can either rent a boat from 
someone (an (Average 2) Empathy/Intuition roll 
would tell them that everyone in town will 
know about it inside of 10 minutes), or they can Page 4 

 



use the Doctors boat. 

However the party gets over to the island, 
they will find it (annoyingly) easy.  Characters 
with the Danger Sense Trait may feel uneasy, as 
if “...this is just too easy.” 

The island is oval shaped, about 300 yards 
long and a hundred yards wide.  Weathered 
stone battlements can be seen at either end, with 
a rusted cannon or two sitting guard.  Two 
concrete buildings sit near the center of the 
island, and a well maintained wooden house 
stands near a dock.  Fallen trees, stone blocks 
and old cargo containers are everywhere, 
creating a maze of obstacles.  A simple cargo 
boat, like the one the party found on the other 
dock, is tied up.  The cannon are rusted and 
useless. 

However the characters arrive at the island, 
Dr. Mahrs is expecting them and calmly greets 
them on the dock (or on the edge of the island if 
they come on from a different side).  “Welcome 
Gentlemen” he’ll say in a warm and friendly 
voice, “It’s so nice to have visitors.” 

As he says this, three men step out from 
behind various obstacles, surrounding the party.  
Each one is carrying a Thompson Machinegun 
(“Chicago Typewriter” version).  The sheriff 
then steps out from behind a another obstacle, 
double barrel shotgun in hand. 

“So nice indeed” he says clapping his hands 
together with an evil smile. 

Dr. Mahrs will not banter with the characters 
here, preferring to do it when they are safely 
locked up.  He will only give them one warning 
before ordering his Thugs to open fire. 

If the party elects to drop their weapons, you 
can skip over Welcome Scene A and go right to 
Welcome Scene B.  If the party chooses to fight, 
go to Welcome Scene A. 

If the party surrenders, the Sheriff returns to 
town and his office, content that he will never 
see the “strangers” again. 

Welcome Scene A Page 5 

Dr. Mahrs Thugs 
Follower 1 
 
Archetype:  Criminal                                Motivation:  Power 
Style:  2                                                     Health:  4 
 
PRIMARY ATTRIBUTES 
Body:  2                                                    Charisma:  2 
Dexterity:  2                                              Intelligence:  2 
Strength:  2                                               Willpower:  2 
 
SECONDARY ATTRIBUTES 
Size:  0                                                      Initiative:  4 
Move:  4                                                    Defense:  4 
Perception:  4                                            Stun:  2 
 
SKILLS                 BASE      LEVELS  RATING    AVERAGE 
Athletics                      2                2                4                  (2) 
Brawl                          2                2                4                  (2) 
Drive                           2                2                4                  (2) 
Firearms                      2                2                4                  (2) 
Melee                          2                2                4                  (2) 
 
TALENTS 
Rapid Shot (Officer Only-reduced penalty for multiple shots to –2) 
 
RESOURCES 
None 
 
FLAWS 
Criminal (Believed to have committed a serious crime) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
H&R Hammerless .38   3L          0                7L               (3+L) 
Thompson w/drum        3L          0                7L *            (3+L) 
Bowie Knife                  1L          0                5L               (2+L) 
Punch                             0N          0               4N               (2N) 
 
*Mahrs Thugs will use the Autofire; Burst Fire rules (Core; Pg 118), 
gaining a +1Autofire Bonus to each attack roll (giving them a 
Thompson Attack of 8L) 

 The Island 
Of 

Dr. Mahrs! 



So the party has chosen to fight it out with Dr 
Mahrs and his Thugs?  Ok.  Mahrs Thugs are 
covering the party from Half Cover (+2 Defense 
Modifier), but there are plenty of locations for 
characters to also gain Partial, Half or Major 
Cover if they run in the first round.  As his first 
action, Dr. Mahrs will run for Building A while 
shouting “Waste Them All!” 

The Thugs are loyal to Mahrs and cannot be 
bargained with/bribed.  They will fight strongly 
and smartly, firing at any person they can (thus 
spreading the fire evenly across the entire party).  
If any of them are reduced to one (1) Health, he 
will ditch his Thompson, draw his revolver and 
flee from the battle (and the island and out of the 
adventure).  They may be loyal, but they don’t 
get paid enough to die.   

The Sheriff will fight along with the Thugs, 
but if two of the thugs drop, or he is reduced to 
one (1) Health, he will flee back to town (if 
possible), pack his bags and head to New 
Orleans to start over. 

Should the party loose the firefight, they 
will awake to find themselves in a dry pit from 
Welcome Scene B, with their injuries partially 
cured (every character is restored to at least one-
half (1/2), rounded up, of his original Health).  
Stripped of all weapons and gear. 

If the party wins the fight, then they are free 
to explore the island as they see fit.  Characters 
can roll a (Hard 4) Perception check to 
remember seeing Dr. Mahrs going into Building 
A (his lab). 

Welcome Scene B 
However the party is captured, they next 

find themselves in a massive concrete pit 
occupying most of Building B.  The pit is 20 feet 
wide, and 10 foot deep, with a 4-foot wide, 1-
foot high, gated trench coming in at the 4 foot 
mark.  The trench comes in from the north and 
appears to come from the other building.  A 10-
foot chain link fence surrounds the pit, with 

barbed wire around the top. 

“This is where I like to feed 

my pets, they love alligators,” he smugly taunts 
the characters.  “Now, can you please tell me 
what happened to my latest pet?”  He will listen 
intently to any reasonable details they give him 
and will banter with them about their 
unfortunate situation and will eventually start to 
explain how the U.S. Government humiliated 
him in front of his peers. 

“...all because I wanted to start Human 
testing of my Reverse Mustard Toxin, they 
laughed.  Well, they shall pay for my 
humiliation!  Even now the trucks are on the 
way and soon, so soon, people will suffer, 
thinking the Army’s at fault and I will have my 
revenge.”  (cue 1940’s “B” movie villain evil 
laugh here)  

If prodded about his plan, all he will say is 
that one truck left yesterday morning and the 
other left this morning. Page 6 

The Sheriff 
Follower 2 
 
Archetype:  Soldier                                 Motivation:  Revenge 
Style:  2                                                   Health:  6 
 
PRIMARY ATTRIBUTES 
Body:  3                                                  Charisma:  2 
Dexterity:  3                                            Intelligence:  2 
Strength:  3                                              Willpower:  3 
 
SECONDARY ATTRIBUTES 
Size:  0                                                    Initiative:  5 
Move:  6                                                  Defense:  6 
Perception:  5                                          Stun:  3 
 
SKILLS                  BASE     LEVELS  RATING    AVERAGE 
Brawl                           3                3                6                  (3) 
Bureaucracy                2                2                4                  (2) 
Drive                           3                2                5                  (2+) 
Firearms                      3                3                6                  (3) 
Investigation               2                1                3                  (1+) 
Melee                          3                3                6                  (3) 
Survival                       2                2                4                  (2) 
 
TALENTS 
None 
 
RESOURCES 
Rank 1 (He is the elected sheriff of Moreanuville) 
 
FLAWS 
None 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Colt Peacemaker            3L          0                9L               (4+L) 
Double Shotgun 12g      3L          0                9L               (4+L) 
Knife                              1L          0                7L               (3+L) 
Punch                             0N          0               6N               (3N) 



If asked about where he got the creatures, he 
will reply that “...a recently deceased colleague 
of mine discovered a gateway, a door if you will, 
created by space aliens, that leads onto another 
world!  A perfect world!  It is what Eden must 
have looked like before it was corrupted.  That is 
where I found the tools of my revenge.” 

“...but as for you my friends,” he prods and 
throws a lever near the pit.  Instantly water 
starts running in from several small openings 
and, within moments, the water is waste deep.  
“Here,” he says, throwing 4 objects into the 
water, “you may need these.”  Characters can 
attempt a (Tough 3) Dexterity check to try and 
catch the flying objects. 

As the party looks to the water, a Sea 
Scorpion slides into the tank from down the 
gated trench, which opens just long enough to 
allow the beast to slide into the pool of water.  
“Enjoy your meal my pet,” he says as he turns 
and walks out of the building, headed for his lab 
in Building A. 

Use the Sea Scorpion (Juvenile) statistics for 
this fight.  Party members searching around in 
the water have to roll a (Tough 3) Investigate 
Search.  If successful, they will find 1 of 4 Bowie 
Knives (Dmg: 1L, Str: 1, Spd: A, Wt: 1 lb, Range: 
10 ft.) that Dr. Mahrs threw in the pit. 

If the characters try and climb the fence to get 
away from the beast, they will have to make a 
successful (Tough 3) Athletics/Climbing check 
to get out of the creatures reach (it can reach up 
to the fence by propping itself against the wall). 

If they attempt to climb out the trench that 
the Scorpion came in (which is a (Tough 3) 
Acrobatics/Contortion skill check), they will 
find it leads to a locked cage in Dr. Mahr’s 
Laboratory.  Trapped again, although the beast 
cannot follow them up the passage. 

If the party kills, or escapes, the beast, they 
can easily use the Bowie Knives to pry open the 
fence or gate (Average 2 Feat of Strength to pry 
it open). 

Once free of the pit, the party can search the 
building, but will only find a Fire Axe, a Steel 
Pipe and a Machete for weapons (all of the 
characters captured equipment is stored in 
Building A, the Lab). 

Dr. Mahrs Lab 
The inside of this large, concrete building is 

almost completely open.  Inside are a dozen 
various benches, tables and desks.  Hundreds of 
glass vials, jars and twisting tubes with colorful 
and bubbling liquids in them occupy the work 
area.  Along the south and east walls, seven 
huge steel cages, sitting in recessed pools of 
water, are arranged.  Each cage has a door 
leading into the lab, and one 
leading to the outside of the Page 7 

Dr. Rom Mahrs 
Mentor 3 
 
Archetype:  Scientist                                Motivation:  Revenge 
Style:  3                                                     Health:  7 
 
PRIMARY ATTRIBUTES 
Body:  3                                                    Charisma:  3 
Dexterity:  3                                              Intelligence:  5 
Strength:  3                                               Willpower:  4 
 
SECONDARY ATTRIBUTES 
Size:  0                                                      Initiative:  8 
Move:  6                                                    Defense:  6 
Perception:  9                                            Stun:  3 
 
SKILLS                 BASE      LEVELS  RATING    AVERAGE 
Craft-Medicine           5                3                8                  (4) 
Drive                           3                1                4                  (2) 
Firearms                      3                3                6                  (3) 
Investigation               5                3                8                  (4) 
Linguistics                  5                3                8                  (4) 
Medicine                     5                5               10                 (5) 
-Veterinary 2              0                0               12                 (6) 
Science-Biology         5                5               10                 (5) 
Survival                      5                1                6                  (3) 
 
TALENTS 
Total Recall (Never forgets anything) 
 
RESOURCES 
Wealth 2 (Income and assets, plus money available to invest) 
 
FLAWS 
Condescending (+1 Style Point whenever he proves his superiority) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Colt Peacemaker*          3L          0                9L               (4+L) 
Bowie Knife*                1L          0                5L               (2+L) 
Punch                             0N          0               4N               (2N) 
 
*Dr. Mahrs Colt Peacemaker is Nickel Plated, with Ivory Handgrips.  
The Bowie Knife is Steel, with an Ivory Grips as well. 
*His Peacemaker is loaded with Silver bullets, with 9 additional 
bullets in the holster. 



building.  A partially dissected sea scorpion lies 
on a metal table, surrounded by large glass jars 
filled with organs stored in alcohol.  Huge 
timbers support the tin roof, and two large fans 
on opposing walls create air flow. 

On one wall is a large United States map 
with two pieces of string thumb-tacked in place 
on it and a note at the “top” of the string.  One 
piece runs from Moreanuville, Louisiana to New 
York, New York, while the other runs from 
Moreanuville to Cleveland, Ohio.  The note by 
either city gives an exacting route for travel 
along the U.S. roads and an end destination.  The 
New York destination is Central Park, and the 
Cleveland destination is the Cuyahoga River 
Metropark Reserve (Cleveland Zoo).  The 
timelines on the notes indicate that one truck left 

yesterday and the other truck 
left this morning, with both 

drivers having a “release time” of 12 Noon, 3 
days from now. 

Only two of the cages are currently occupied 
(Adult Sea Scorpions).  Two of the cages have 
the front doors opened and are drained of any 
water, while a third leads into a channel which 
runs out of the building and to the south 
(toward the tank in building B).  The last two 
cages have back doors on them, which are open, 
that lead out of the building to the east, toward 
the swamp. 

In a pile in the corner of the room can be 
found the parties equipment (assuming they 
were captured and put into the pit).  Any search 
will allow the characters to find medical supplies 
equal to a Surgeon’s Kit and two First Aid Kits.  
There is also a hidden locked safe box ((Tough 3) 
Investigate Search to find, (Hard 4) Larceny 
Safecracking to open) under the steel table 
containing $450 in small bills and a box (35) 
of .45 Long silver bullets. 

The chemicals around the tables could be 
used as an Improvised Weapon against the 
Doctor or a Scorpion (there may be acid or 
flammable liquids present).  Due to the small 
quantity, Characters (with the Science/
Chemistry or Demolitions/Improvised/
Incendiary skills) may be able to make, at the 
most, 3 of either (Acid or Molotov Cocktail), but 
each one made would take one full Combat Turn 
and require a (Tough 3) Skill check.  Failure 
indicates the weapon was not made and the 
materials are lost. 

If the party enters after winning the 
firefight with the Thugs: the Dr. Mahrs will 
appear behind one of them (usually a female, 
but whoever has the Danger Magnet Flaw will 
do nicely).  He will threaten to shoot them with 
his pistol unless they drop their weapons and do 
as he says.  If they drop their weapons, he takes 
them to “the Pit.”  If they refuse, he tries to shoot 
one of them (usually the strongest/toughest 
looking guy).  A firefight is sure to begin at this 
point. 

If the party enters after escaping from the Page 8 

Sea Scorpion  (Adult) 
Archetype:  Animal                                   Motivation:  Survival 
Style:  0                                                     Health:  9 
 
PRIMARY ATTRIBUTES 
Body:  4                                                    Charisma:  0 
Dexterity:  4                                              Intelligence:  0 
Strength:  3                                               Willpower:  4 
 
SECONDARY ATTRIBUTES 
Size:  1                                                      Initiative:  4 
Move:  8 (16)*                                          Defense:  7 (9)** 
Perception:  4                                            Stun:  4 
 
SKILLS                 BASE      LEVELS  RATING    AVERAGE 
Brawl                         4                4               8                    (4) 
Stealth                        4                5               10***            (5) 
Survival                     0                4               4                    (2) 
 
TALENTS 
Dual Wield 2 (Reduces Penalty For Using Two Weapons To –2) 
Skill Aptitude (+2 Stealth Rating) 
Tough (+1 Body Rating) 
 
RESOURCES 
None 
 
FLAWS 
Bestial (character cannot communicate or use tools) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Bite                             0L            0              8L                (4L) 
Claw (2)                      2L            0              10L              (5L) 
 
*Sea Scorpions can move their normal Move Rate on land, or double 
when swimming. 

**Sea Scorpions have a tough shell that provides a +2 Defense 
Bonus.  Attacks from underneath ignore this bonus. 

***Larger Sea Scorpions suffer a –1 Size Penalty on Stealth rolls. 



pit with the Scorpion:  Dr. Mahrs immediately 
opens fire on them with his revolver while 
making his way to one of the two occupied 
cages.  He will attempt to open one of the cages, 
freeing the Scorpion inside, and then shut 
himself inside the cage and exit outside through 
the other door.   

Once outside, he will make his way over to 
the dock, take a boat to the shore, and take the 
remaining “Army” Truck and head for Kansas, 
where he can rebuild and start planning his 
revenge once again. 

The Mahrs House 
Dr. Mahr’s house is a simple one-story 

building with one bedroom, a library and a 
kitchen/dining area.  The kitchen and bedroom 
are unremarkable, but the library contains over a 
dozen books on chemistry, history (specifically 
Paleontology), U.S. geography and biology.  
There are also a large number of “The Lone 
Ranger” dime novels laying around.   

Above the fireplace in the library can be 
found a double barrel “Coach” shotgun, with a 
bandoleer of twelve (12) 12-gage shells hanging 
with it. 

A successful (Tough 3) Investigate/Search 
will reveal a book by a large, comfortable 
“reading chair” that contains a loaded .38 
revolver hidden inside it.  The book is entitled 
“The Armament Of Animals” and, should Dr. 
Mahrs be found in his study by the party at 
some point, this is the book he will have open 
and appear to be reading. 

The Two Trucks 
Both trucks are 1933 Stake Trucks, painted 

green, with a big white “star” on the door and 
the words “U.S. Army Water Department” 
painted below it.  The drivers are in Army 
Uniforms, with holstered pistols and a 
Thompson Machinegun beside them. 

Since Dr. Mahrs has meticulously planned 
out the route and instructions for his men, the 

party can easily follow either trucks route to it’s 
destination.  The first truck they go after they 
will catch on the road, half way along it’s route if 
they are successful.  The other truck will already 
be at it’s destination, with the driver waiting for 
the proper time to release the scorpion into the 
water. 

An (Average 2) Drive check will tell the 
party that they can still overtake the Cleveland if 
they hurry, but that the New York truck has too 
much of a head start. 

The party can attempt to use the (new 
fangled) Telephone that Dr. Mahrs has in his 
house, but who they call is up to them.  Local 
Authorities in Cleveland or New York will think 
the caller is (crazy/drunk/prankster), while the 
Military will take the matter seriously, and “...
alert higher authorities on this Mr. Mars matter.”  
However nothing will be done before the 
“release” time. 

The First Truck:  The character driving will 
need to make 3 (Hard 4) Drive checks to 
successfully overtake the truck.  If they fail any 3 
checks, then the truck will beat them to his 
destination in (New York/Cleveland).   

If the party overtakes the truck, it will be late 
at night (more dramatic that way), along a 
twisting, hilly, empty road.  Vehicle combat is 
covered in Secrets of the Surface World, Page 
142.  Use the statistics for a Ford Model BB 
Truck, and whatever vehicle the party is using. 

If the truck crashes, it will overturn and the 
tank will come open, releasing the beast (use the 
Sea Scorpion Injured statistics for this fight).  
Battered and bruised, it is hungry (it hasn’t been 
fed in the 3 days of the drive) and looking for a 
meal.  There is no river nearby for it to flee into, 
but there may be a small pond or two near the 
roadway. 

Should the party fail to catch up to it, the 
truck will arrive at 1:00 in the afternoon the day 
BEFORE the driver is supposed to release the 
beast.   

The Cleveland truck is 
parking next to the Cuyahoga Page 9 



River, right across from the Children’s Zoo 
where Camels, Goats, Sheep and Llama’s 
entertain the local kids.   

The New York truck is parked next to the 
south side lake, near the Carolina Arboretum. 

Have this driver react to the party like the 
Second Truck Driver below. 

The Second Truck:  Going straight from the 
first truck encounter, the party will need to make 
4 (Hard 4) Drive checks to catch it before it 
arrives in (Central Park/Cuyahoga River 
Metroparks).  If they fail any 3 checks, then the 
truck will beat them.  Should they catch the 
truck, handle the combat just as the First Truck 
above (dark, winding road, late at night, etc). 

If the truck beats them to (Central Park/
Cuyahoga River Metropark), then the party will 
arrive at the destination at 11:45 in the morning.  
There, they will see the “Army Truck” parked 
with it’s tailgate to the local water supply (Lake 
for Central Park/Cuyahoga River for Cuyahoga 
River Metropark), with the driver standing near 
the tailgate looking nervously at his watch. 

If the party approaches and tries to be 
diplomatic, he will put one of his hands on the 
tank cage’s release handle, threatening to let it 
out if they get any closer, his other hand still 
holding his Thompson.  The party can get within 
30 feet before he shows signs that he will 
actually open the tank.  From there, he will listen 
to what they have to say.   

If they try and appeal to his “humanity,” he 
will laugh at them (he is a convicted criminal 
after all). 

If they try and convince him not to do it due 
to Dr. Mahrs being dead, he will laugh at them 
and say “all the more, I always finish a job.” 

If they try and bribe him, that he will listen 
to.  Using Diplomacy or Streetwise/Haggling he 
will eventually agree to walk away from the 
truck (and out of the story) for anything from 
$500 and $1,000. 

If they attack him, he will 
throw the release handle, then 

start firing the Thompson as he tries to get into 
the truck in an attempt to drive away.  Two 
rounds after he throws the handle, the Sea 
Scorpion comes out of the tank (use the Sea 
Scorpion Adult statistics for this fight).  Being 
hungry (it hasn’t been fed in the 3 days of the 
drive), it will immediately attack the first 
creature it finds. 

After the encounter, if the creature hasn’t 
been released, it’s a simple matter to kill it with 
gunfire into the closed tank.  The party can also 
“save” it and turn it over to the Authorities.  
How they finally dispose of the creature is up to 
the party members. 

With both trucks taken care of, the fiendish 
plot of Dr. Mahrs to punish the U.S. Government 
for firing him is over (unless Mahrs escaped).  
Good Job Everyone. 

Epilogue-Empty Tanks 
Dr. Mahrs only had five living specimens of 

the Scorpion (2 on trucks, 2 in cages, 1 fought in 
Building B).  The two empty tanks had alligators 
in them, but don’t let the party know this.  If 
they come to the conclusion that one or two of 
the creatures escaped, let them wonder about 
this being a new cliffhanger. 

Epilogue-Atlantean Gate 
Dr. Mahrs has been getting his beasts from a 

large salt lake found within the Hollow Earth 
through the use of lost Atlantean technology, a 
Gate Device that opens a doorway to another 
Gate beside the lake.  He doesn’t know how to 
“work” the device, only how to open the 
connection between the two gates. 

Exact information on the Atlantean Gates is 
left to the discretion of the Game Master.  
Allowing him to work it into his game as he sees 
fit. 
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