
Hollow Earth Expeditions 

The Mystery of Prometheus Island 

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

Plot Synopsis 
A group of explorers head out into the 

Atlantic, on course to a point on a map, directed 
by a cryptic note.  There they discover a derelict 
ship, a mysterious island, the ruins of an ancient 
civilization and beasts found only in the 
writings of Sir Arthur Conan Doyle.  Can they 
make it back home when their ship disappears 
from the middle of a tranquil cove? 

Story Background 
The driving force behind the adventure is a 

woman who was left a set of map coordinates 
off the Florida coast (29.XX N 76.YY W) by a 
dying uncle who most of the family called a 
“loonie.”  Still, to her, the wild stories of 
adventure in exotic locations her uncle told has 

sparked her curiosity as to what may lie hidden 
around the world. 

Now, aboard a small chartered boat, the 
Carolina Dreamer, she speeds toward an 
adventure she’s sure her late Uncle wants he to 
enjoy. 

The Mystery begins 
A day into the voyage the Dreamer 

encounters a violent, but not overbearing, 
thunderstorm.  For hours during the night the 
characters are drenched by clashing waves, 
driving rains and a spectacular lightning show.  
As the sun rises, the storm subsides and a low 
overcast shrouds the area.  Through the mist, 
one of the PC’s spies a shadow, a silhouette, a 
ship? 

The seas now strangely calm, the pilot can 
easily approach the vessel, her stern identifies 
her as the “Natures Brew,” a 60-foot freighter.  
She appears to be in good order, with no sign of 
crew or passengers about.  In her cargo hold, a 
dozen undisturbed crates of machine parts 
destined for Detroit from Cuba sit patiently 
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waiting to be unloaded.  Investigation/Search 
of her will bring a few interesting results: 

• A result of (Average 2) will reveal that she’s 
empty, with one of her two lifeboats 
missing.  She appeared to have a crew of 
three; Captain, Mate and an Engineer.  The 
Captains Journal is sitting calmly on a desk.   

• A result of (Tough 3) will reveal that the 
ships anchor is down, lowered to about 30 
feet. 

• A result of (Hard 4) will reveal that many of 
the crates of machine parts actually conceal 
5-gallon casks of Rum (110 casks total). 

Anyone reading over the Captains Journal 
will find it full of mundane entries, detailing 
shipping between Cuba and various ports 
across the Great Lakes.  The last entry, penned 
several days after leaving Cuba, is dated June 
21st, 1931 and reads: 

0530 Lookin’ about tis mornin’ don’t see no damage 
from the storm.  Cain’t make good time with this fog.  
Hope’ll burn off by noon. 

1:15 Sighted ah small land, not on me charts or 
rutter. No sign a port or town or lights.  Gonna set 
to anchor in on of the coves and have a quick look 
about. Never know what well find washed ashore. 

There are no other entries beyond that. 

A Craft/Mechanics (Average 2) roll will 
reveal that the engines are in good repair, with 
no signs of age or weathering, and plenty of fuel 
to complete a voyage to Detroit, Michigan. 

Whatever the PC’s decide, the Natures Brew 
is a workable ship which, under maritime law, 
is fair salvage for them.  Firing her engines up 
and getting her under steam takes no time at all.  
The PC’s are then free to set course to wherever 

Historic Note-Ships Cargo 
Prohibition (...the legal banning of the sale, 
manufacture and transportation of alcohol for 
consumption...) in the United States lasted from 
January 1920, when the Eighteenth 
Amendment when into effect, until December 
1933, when the Twenty-First Amendment 
repealed the Eighteenth Amendment. 

History of the Island of Prometheus 
As told by Proteus 

 
...and for the titan Prometheus decreed that 
an island shall be raised from the depths of 
the waters, where not such land should be 
found.  This, decreed Prometheus, shall be my 
chariot from which I may show my majesty 
upon all the lands, even the gods themselves 
shall know envy of me.   
 
...So it was, and with the lifting of his 
mighty hand did but he bring this land from 
the oceans depths.  And with another wave of 
his hand did Prometheus cast his chariot, and 
all upon it, to glide into the stars and land 
upon the oceans of the Elysian Fields so that 
all in the beyond below should witness the 
glory of his creation. 
 
...but the arrogance of titans can be the 
downfall of all they hold value, for as 
Prometheus cast his chariot into being, did 
but Zeus declare but when and where 
Prometheus’s Chariot would travel.  You 
may ask your chariot to fly, but it shall be 
my bolts that truly send it on it’s voyage, 
and I shall let the storms push it as I wish. 
 
...then did Prometheus feel the pain of his 
chariot, pushed as the storms decree and not as 
he had planned.  This island, he felt, is lost to 
me as it has become the chariot of Zeus and 
not of me.  And so with, with a heavy heart, 
did Prometheus abandon his Chariot, leaving 
it to the whims of the god of storms. 



they desire.  

The Carolina Dreamer’s pilot will take this 
moment to point out that they are in the general 
area indicated by the coordinates from the note. 

The Uncharted Island 

Within a short time of setting steam from the 
Natures Brew (or with the Brew), the low clouds 
break with the late morning sun and a small 
island becomes visible.  Looking on charts shows 
nothing but open water in this area.   

The island is small, being only a couple miles 
in length.  It is shaped like two “C”s placed back 
to back, the center of the “C” being beautiful 
shallow coves.  It appears lush, with a high 
mountain in the lower center.  White sand 
beaches dot it’s shores and the coves are shallow 
with crystal clear waters.  A (Hard 4) Perception 
check will reveal what appears to be overgrown 
ruins on a small ridge near the mountain. 

The two coves are easily accessible to the 
either boat, with calm anchorage.  Either cove is 
too shallow to motor all the way up to the beach, 
so a rowboat will have to be used. 

Once on the beach, the PC’s will find it like 
any other tropical island, with the usual 
assortment of small island dwelling creatures 
(crabs, schools of fish, small birds, lizards and 
insects).   

However, one beach resident stands out.  A 
colorful bird sits on the edge of the surf line, just 
downwind, watching the PC’s intently.  It’s 
head, bobbing  back and forth, as if smelling the 
wind.  The bird is Vulture 
Sized, with deep blue feathers, 
accented by bright yellow 

Piranha Bird (Archaeopteryx) 
Archetype:  Dinosaur                               Motivation:  Survival 
Style:  0                                                     Health:  3 
 
PRIMARY ATTRIBUTES 
Body:  1                                                    Charisma:  0 
Dexterity:  3                                              Intelligence:  0 
Strength:  1                                               Willpower:  2 
 
SECONDARY ATTRIBUTES 
Size:  -2                                                     Initiative:  5 
Move:  6 (3)*                                            Defense:  6 
Perception:  2                                            Stun:  1 
 
SKILLS                 BASE      LEVELS  RATING    AVERAGE 
Brawl                         1                5               8                    (4) 
Stealth                        3                3               6                    (3) 
Survival                     0                4               4                    (2) 
 
TALENTS 
Keen Sense: Smell (+4 bonus on Smell-based Perception rolls) 
Quick Reflexes 1 (+2 Initiative Rating) 
Swift 1 (+2 Move Rating) 
 
RESOURCES 
None 
 
FLAWS 
Bestial (character cannot communicate or use tools) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Bite                             0L             +2            8L              (4L) 
 
*Piranha Birds use their full Move Rating for flying, and half their 
Move Rating when on the ground. 

The “Loonie” Uncle 

The woman behind the 
adventure may be a Player 
Character who you feed the 
background information to or 
it may be the Non-Player 
C h a r a c t e r ,  E l i z a b e t h 
Cambridge, provided on the 
last page. 

The Uncle is a retired 
veteran of British Service in 
the British Virgin Islands, 
Africa and India.  After his 
service time, he became 
obsessed with traveling to the 

unexplored corners of the 
world.  He never took any one 
beyond local guides, and he 
never took photographs or 
made notes.   

When age forced him to 
“retire” from his life of 
adventure, he spent his time 
regaling family with the 
wonders of the world hidden 
“...just beyond the common 
man’s eyes.”  Most everyone 
regarded him as an eccentric 
old man. 

In fact, while on a sailing 

trip while stationed in the 
Virgin Islands, he happen 
upon an island which seemed 
to disappear randomly, 
reappearing in a fantastic 
world in the middle of the 
earth.   

Although he only visited 
the island once, he searched 
for other ways to reach this 
fantastic “Inner Earth.” 

You are free to create the 
fantastic stories he might 
have told during evening 
smokes. 
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stripes and the face and chest also being yellow.  
It stands on two powerful looking claws and has 
an odd “palm leaf” like feathered tail.  It’s reptile 
like beak appears filled with razor-sharp teeth.  
No matter what the PC’s do, the creature 
launches itself into the air and attacks the 
smallest character after a few moments of 
observation. 

One round after it attacks (or 10 Phases if 
using the Continuous Combat Rules), a second 
bird joins the attack.  If either bird is reduced to 
one (1) Health, it retreats back into the trees. 

Any PC with an understanding of science can 
make a (Tough 3) Science: Biology or 
Academics: Literature to recognize the creature 
as an Archaeopteryx (“Ancient Feather” or 
“Ancient Wing”).  A creature found only in fossil 
records, discovered in the mid 19th century. 

Ancient Ruins 
Among the shrubs on the beaches edge can 

be found a rowboat, hidden under long dead 
palm fronds and tall grasses.  Within it are a few 
basic supplies (2 water canteens, 50-feet rope, 
first aid kit, hand axe and a Springfield ‘03 rifle 
with 25 rounds).  The boat looks as though it has 
been here for several weeks. 

Looking about the beach, the PC’s can easily 
find a small path through the jungle, winding up 
the mountain toward the point where the PC’s 
spotted the ruins.  The path is relatively open, 
with only a few vines blocking occasionally.  
Any character running along the path would 
face danger, but merely walking presents no 
problem.  Any character who investigates the 
path area will discover old stones buried 
beneath the vegetation.  The stones are simple 
cut stone, used to form a five-foot wide path 
(now overgrown to about three-feet). 

Although open, the walk up the path still 
takes several hours, reaching the ridge by mid 
afternoon.  A wall of clouds can be seen slowly 

forming on the horizon and, as 
the party approaches the open 
skies of the ridge, the air 

begins to feel thick, smelling damp of an 
impending storm. 

As the first person approaches the ruins on 
the ridge, a low “gggrrroooooooowwllllll” rumbles 
through the trees.  Those looking around need to 
make a (Hard 4) Perception check.  Any 
successful PC’s will see a large creature walking 
through the trees behind the party.  The creature 
is the size of a pony, with orange and black 
bands.  When the PC’s look toward it, it stops 
moving.  Freezing in it’s tracks.  If they approach 
or make any aggressive actions toward it, it 
attacks. 

If the PC’s fail to see the creature, or ignore it 
after seeing it, it waits until they almost reach 
the ruins, then attacks the last one in the line, 
attempting to drag it’s victim off into the jungle 
before anybody can attack it.   

Drag Attack:  Make a Bite Attack against the 
targets Active Defense.  If the Cat succeeds, it 

Sabre-Toothed Tiger 
Archetype:  Animal                 Motivation:  Survival 
Style:  0                                                   Health:  7 
 
PRIMARY ATTRIBUTES 
Body:  3                                                  Charisma:  0 
Dexterity:  5                                            Intelligence:  0 
Strength:  3                                              Willpower:  4 
 
SECONDARY ATTRIBUTES 
Size:  0                                                    Initiative:  5 
Move:  8 (16)*                                        Defense:  8 
Perception:  6                                          Stun:  3 
 
SKILLS                  BASE     LEVELS  RATING    AVERAGE 
Brawl                          3                5               8                    (4) 
Stealth                        5                1               6**                (3) 
Survival                      0                4               6                    (3) 
 
TALENTS 
Alertness 1 (+2 Perception Rating) 
Skill Aptitude (+2 Survival Rating) 
 
RESOURCES 
None 
 
FLAWS 
Bestial (character cannot communicate or use tools) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Bite                              2L            0              10L              (5L) 
Claw                            0L            0              8L                (4L) 
 
*Creatures with four or more legs double their Move Rating when 
running. 
**Saber-Toothed Tigers suffer a –1 Size Penalty on Stealth rolls. 
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has grabbed it’s “prey” with it’s jaws and runs 
off into the trees.  The “prey” takes no additional 
damage from the Bite Attack, no matter how 
successful it was, however the “prey” does take 
1N damage from being dragged.   

The Cat moves for one full round (or 10 
phases if using the Continuous Combat Rules) 
with it’s catch in it’s mouth before stopping in a 
small clearing by a stream to kill it.  It will take 
an average PC two full combat rounds to reach 
the beast (if asked, figure the cat traveled at a 
Move of 12 at a run, or 120 feet).   

If it fails to grab prey, it will turn and fight, 
grabbing and running off with any prey it 
manages to drop during the fight.  The Cat is 
extremely hungry, being recently stranded on 
the island, and will fight to the end to gain it’s 
food. 

Any PC with an understanding of science can 
make a (Tough 3) Science: Biology or 
Academics: Literature to recognize the creature 
as an Smilodon (Saber-Toothed Tiger).  A 
creature found only in fossil records, discovered 
in the mid 19th century in South America and 
the early 20th century in North America. 

The Ancient Civilization 
The old ruins on the ridge appear similar to 

those found throughout Greece.  With toppled 
columns made of marble laying scattered about 
the area.  The building itself appears to have 
been small, with an open ceiling.  The floor, now 
long covered in vegetation, still bears a roughly 
circular pattern of some raised platform.  
Anyone digging at the ground (and spending a 
day doing so) will reveal a circular raised dais, 
covering half the floor space, with faded 
markings of blue and white inks still partially 
visible upon it.  Along several of the walls, 
strange lettering can vaguely be found, carved 
into the marble. 

Beyond the building can be seen the ruins of 

what must have once been a great village resting 
along the far cove.  Dozens of buildings, crafted 
of white and beige marble, now lay covered in 
natural growth, hidden amongst the islands 
trees with the only signs of life being a small 
herd of wild Alpaca’s or Llama’s grazing 
amongst the buildings. 

While the party looks down upon the ruins, a 
flash of lightning splits the late afternoon sky 
and a thunder clap echoing across the small 
island.  A second, and then a third crack in rapid 
succession.  As the PC’s get on the move (either 
toward the ruins or back to the beach) another 
flash of lightning rips across the sky, striking the 
mountain top high above them.  The hair on 
every ones skin stands on end as an umbrella of 
lightning settles over the island from the 
mountain top.  Then, as fast as it started, it ends.  
The sun, high in the sky, casts no shadow on the 
now missing storm clouds.  All is at peace. 

Any of the PC’s may make an (Average 2) 
Perception check to notice that, although all is 
calm, the cove is now empty.  The Carolina 
Dreamer is missing (along with the Natures 
Brew if it had been taken).  Any PC who rolled 4 
Successes was actually watching the cove 
during the lightning strike and saw the boat(s) 
just disappear/”blink” out of sight. 

Any PC with an understanding of ancient 
literature may make a (Tough 3) Academics: 
Literature check to remember an obscure 
passage from Ancient Greek, a reference of an 
island created by Prometheus that was supposed 
to “move” with thunderstorms (said reference is 
the story found on page 2). 

No Way home 

Returning to the beach, the party will find 
their rowboat, and the rowboat hidden in the 
rough, still sitting calmly, undisturbed.  The 
dead Piranha Birds still sitting where it was left.   

If the party heads off to the village, they will 
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find a scene similar to the ruins on the ridge, 
Greek buildings toppled by age with the same 
strange writing found scattered about.  The only 
structure still standing is a well and fountain, 
now dry, found within the village center.  A 
statue in the fountain center depicts a robed 
woman holding both hands up to the sky, 
cupped as if she were holding something.  Now, 
however, the hands are empty.  Although her 
features are solid enough, she bears no likeness 
to any specific character of Greek legend.  The 
wild Llama, if approached, run a safe distance 
away and then resume grazing. 

Any extensive search of the ruins will reveal 
no artifacts or materials of any kind, everything 
either lost to the sands of time or plundered long 
ago.  Any attempt to clean out the fountain will 
take some time, but will result in it coming back 
to life as a large rock is loosened, accidentally 
capping a natural spring underneath.  The 
waters flowing into the fountain are fresh and 
clear, running from the fountain into a small 
aqueduct that works its way into the cove. 

One PC notices a slight glint of light 
reflecting off an object the mountaintop (pick 
one PC at random).  If she points this out to 
others, they will see it as well. 

If the party heads for the mountain, they will 
eventually find a flight of stairs, made of the 
same grey stone which is buried in the jungle 
below, ascending the side of the mountain.  The 
trek is long taking several hours, but easier then 
if done free climbing.  An observant character 
will notice that the sun has not moved the entire 
time they have been walking up the mountain 
side. 

Three quarters of the way up the mountain, 
the path takes an unexpected turn.  A slide has 
eroded below and a gap, perhaps 20 feet across, 
now blocks travel.   

Attempting to climb across the gap requires a 
(Tough 3) Athletics/Climb skill check.  If a 
character attempts a Run Action (thereby 

doubling her Move Rating), 
they still need to make a 

(Tough 3) Athletics/Jumping to safely land on 
the other side.  There are no holds higher up 
with which to create a rope swing, but a 
character free climbing could climb to the top on 
a successful (Hard 4) Athletics/Climb check, 
avoiding the gap entirely.  Any character who 
falls into the gap will suffer 3N damage from 
sliding down the gap and hitting the foliage and 
rocks some 30 feet below. 

Top of the Adventure 
On the top of the mountain can be found a 

large flat area, about 30-feet across.  In the 
center, a stone dais rests.  In the center of the 
dais, a marble dial with a large octagonal hole in 
the center.  The dial turns easily, changing 
between two different opposing symbols.  The 
octagonal hole is about six inches deep.  There 
appears to be no signs of anything that might fit 
inside the hole. 

Any PC looking over the edge of the 
mountain can easily see any location.  The coves, 
the ruins on the ridge and the statue in the 
fountain are all visible.  An (Average 2) 
Perception check will make the characters 
realize that the dais would not have been visible 
from the Village Fountain. 

Indeed, the source of the light is a one-foot 
tall blue crystal resting on the hillside facing the 
ruined village, about 20-feet down the slope.  
Reaching the crystal requires only some time 
and a bit of climbing.  However, as the character 
reaches it, she spooks a flight of Piranha Birds 
into the air.  Seven birds set to the air and 
immediately start attacking the party (Five birds 
for smaller/weaker parties or ten birds for 
larger/stronger parties). 

However the battle progresses, should 
someone place the crystal in the dais and turn 
the dial, a spark of lightning will jet from the 
dais, blanketing over the island like an umbrella 
in much the same manner that it had before.  If 
Piranha Birds are still attacking, the lightning 
will cause them to flee for several rounds, 
returning when things are calm again. Page 6 



When the lightning settles (and the party’s 
skin stops standing on end), the boat(s) can be 
seen anchored in the cove, right where it/they 
were left.  The sun is now low on the horizon 
and heavy thunderclouds can be seen 
approaching the island.  Anyone can easily tell 
another storm is brewing.  Looking about the 
characters can see that the Crystal is now sitting 
on the ground near the dais and it appears to be 
cracked.  If they attempt to activate the dais 
again, they will find nothing happens.   

Piranha Birds not scared off by injury (being 
reduced to one (1) health) return and attack the 
party now that the “lightning” is calm. 

Time to go. 

If the party makes a hasty retreat to the boat
(s), they will pull anchor just as an arch of 
lightning strikes the mountaintop, causing the 
island to disappear from sight.  Leaving them 
floating in the stormy Atlantic. 

Should they decide to wait around in the 
area, days will pass and supplies will eventually 
start to run low with no sign of the island. 

If the party chooses to wait out the storm on 
the island, lightning will strike the mountain as 
before, returning them to a land of the cloudless 
sky, with the sun high at noon and the boat(s) 
missing once more. 

They are stranded, once again, in the Hollow 
Earth. 

Continuing The Adventure 
Stranded?  What will the characters do?  Are 

they to just disappear as the crew of the Natures 
Brew did?  From the top of the mountain they 
are able to determine that the island is alone in 
the open sea, not part of a chain or archipelago.  
Is another island or continent laying just beyond 
the eye? 

Perhaps the characters spy a large sailing 
ship, adrift just beyond the islands reefs.  
Swimming to it could be quite the adventure as 
dark shadows can be seen occasionally circling 
in the crystal clear waters.  Even if the ship is 
reached, why is it abandoned?  Where is the 
crew of this Sea Ghost? 

Maybe pirates take this moment to come to 
the island.  Being familiar with the islands fickle 
nature, they visit it every now and again to see if 
any treasures have washed upon it’s shores.  
Could passage be bargained with them, or will 
they have to fight to avoid becoming slaves of 
their cruel captain? 

The possibilities are without limit, explore 
the Hollow Earth and marvel 
at it’s wonders... 

Ms. Elizabeth Anna Cambridge 
Ally 2 
 
Daughter of Mr. & Mrs. Robert C. Cambridge of Boston, Mass, 
Elizabeth has made it her goal in life to prove that her uncle was not 
insane.  Starting with the cryptic note he has left her, she intends to 
explore the source of all of his wonderful stories (which she has 
memorized over the years). 
 
Archetype:  Moneyman                            Motivation:  Truth 
Style:  2                                                     Health:  5 
 
PRIMARY ATTRIBUTES 
Body:  2                                                    Charisma:  4 
Dexterity:  2                                              Intelligence:  3 
Strength:  2                                               Willpower:  3 
 
SECONDARY ATTRIBUTES 
Size:  0                                                      Initiative:  5 
Move:  4                                                    Defense:  4 
Perception:  6                                            Stun:  3 
 
SKILLS                 BASE      LEVELS  RATING    AVERAGE 
Athletics                      2                2                4                  (2) 
Bureaucracy                3                3                6                  (3) 
—Business 2                                                   8                  (4) 
—Legal                                                           7                  (3+) 
Firearms                      2                2                4                  (2) 
Gambling                    3                3                6                  (3) 
Ride                            2                2                4                  (2) 
Science-Biology         3                1                4                  (2) 
Streetwise                   4                2                6                  (3) 
—Haggling                                                     7                  (3+) 
 
TALENTS 
None 
 
RESOURCES 
Wealth 2 ($500/month and the ability to invest in another resource) 
 
FLAWS 
Danger Magnet (Attracts trouble through no fault of her own) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
S&W .38 Special           2L          0                6L               (3L) Page 7 


