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Adventure: 

Operation Sinterklaas 
                                                                                                     -Written by Andrew McColl 
 
 
Plot Synopsis 
  The players learn that the nefarious Thule 
Society have put in motion a plot to travel to the 
North Pole and abduct Santa Claus. The players 
must give chase to make sure that Christmas 
remains safe for another year. 
 
  This adventure is designed as a one shot 
mission using pre-generated characters found in 
the HEX books, though your players can make 
their own characters if they prefer. Not all of 
those characters would be appropriate for this 
adventure, but there are more than enough. This 
adventure can handle up to eight characters, for 
reasons that will become clear later in the 
adventure. 
 
  You could also use this adventure as the 
starting point of an ongoing campaign or as a 
transitional adventure in an existing campaign 
taking your characters inside the Hollow Earth 
for the first time. At the end of the adventure, 
you will be given the option of having your 
players returned safely to the surface or leaving 
them inside the Earth to explore its mysteries 
further. 
 
GM Note: You may be wondering how a story 
featuring Santa Claus, his magical sleigh and 
flying reindeer fit into the world of Hollow 
Earth. The truth is, they don’t, at least not in the 
traditional sense. Certain aspects of the 
traditional version of Santa have been adjusted 
to fit into the setting better. Should any of your 
players complain about these changes, just 
remind them that Earth is hollow and they’re on 
a mission to rescue Santa and save Christmas. 
Failing that, give them some more eggnog. 
 
  You will require a copy of Hollow Earth 
Expedition to be able to use this adventure. While 
some elements have been taken from Secrets of 
the Surface World, all the information you require 
has been included where appropriate. 

The Strange Transmission 
October 7th, 1936 
  The players are called to the offices of the U.S. 
Army’s Intelligence Division. They have been 
chosen because either they have worked for the 
Division in the past, or their particular talents 
are deemed most appropriate for the mission. 
 
  Once they have all arrived, they are shown into 
a small conference room where they are met by 
a dour looking man who introduces himself as 
Major Thompson. He has called the players 
together to ask their assistance about a matter of 
upmost importance. 
 
He explains that the Intelligence Division had 
recently intercepted a transmission from a group 
within the German Nazi party. It stated that 
they had discovered information pertaining to 
ancient powerful technology. They are not sure 
what purpose the Nazis have in mind for the 
technology, but it cannot be good. 
 
  The transmission was sparse on details other 
than that the information was pointing towards 
to the North Pole. A Nazi airship has been 
dispatched and is expected to reach the pole in a 
few days. The most curious part of the 
transmission was the name that was used for the 
mission: Operation Sinterklaas. Characters 
fluent in German (technically it’s a Dutch word, 
but close enough) will recognize the second word 
as being a translation of Santa Claus. 
 
  Major Thompson asks the players to disregard 
the curious title; it is obviously some Nazi trick 
to throw people off. The U.S. Army are taking 
this matter very seriously, and he asks them to 
travel after this Nazi airship, see exactly what 
this ancient technology is and, if possible, stop it 
from falling into enemy hands. 
 
  Following the briefing, the players are allowed 
to gather any belongings that might want to take 
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for the mission. Once ready, they are driven to a 
local military airfield where a military Ford 
Trimotor waits on the tarmac. It has been 
modified with machine-gun turrets on either 
side of the fuselage, and snow skis are in the 
process of being attached. 
 
  The characters are informed that they should 
be able to catch up with the airship within a day 
or two. It will then be up to them to assess the 
situation and proceed as they see fit. Major 
Thompson explains that cold weather gear is 
waiting for them on the plane and there should 
be ample ammunition for any weapons they 
have on them. 
 

To the Pole 
  The flight to the North Pole takes a little more 
than two days, with a number of quick stops 
along the way to take on fuel and further 
supplies. As the plane travels further north, the 
characters start to feel the biting chill more and 
more. Fortunately, the supplied cold weather 
gear helps offsetting the biting chill. 
 
  The third day dawns and there is still no sign 
of the Nazi airship. The pilot is starting to 
become anxious and tells the characters that, if 
they do not see anything soon they will be 
forced to turn around. Better that than end up 
stranded on the ice. A short while later, the 
plane hits a patch of unexpected turbulence and 
the instruments start giving unusual readings. 
One moment the altimeter is showing a flying 
height of 1000 feet, the next they are below 
ground level. 
 
  As this all happens, the sky begins to darken as 
if the plane had flown into a bank of thick cloud 
– yet no cloud can be seen through the 
windows. The pilot tries to radio for assistance, 
but gets nothing but static. Whatever they are 
experiencing, they are going to be doing so 
alone. 
 
  Just as it seems the aircraft is about to be torn 
apart by the rough conditions the darkness 
subsides and the turbulence eases. Things return 
mostly to normal, the only difference being that 
where there was once a barren icy plain beneath 
them, there is now a series of low mountains, 

whose snow-capped peaks are a little too close 
for comfort. The pilot takes emergency evasive 
measures and no damage is done. 
 

Death From Above 
  At this point, the players need to make a 
Perception roll with a difficulty rating of 2. Any 
characters that succeed will spot a large eagle 
flying above and slightly behind the aircraft. It 
will soon become relevant that the creature is 
much larger than first thought. The aircraft has 
inadvertently attracted the attentions of a 
colossal Roc (see pg. 223, Hollow Earth 
Expedition) intent on defending its territory from 
this new intruder. 
 
  The pilot starts taking evasive maneuvers and 
calls for the players to “man the battle stations!” 
Two of the players will be able to man the 
machinegun turrets on the sides of the aircraft, 
while braver souls may wish to open the side 
door and open fire from there. The Roc will 
attack every third turn with its claws as it soars 
past. If the characters manage to deal 8 points of 
damage to the Roc it will immediately break off 
the attack and return to its nest. Alternatively, if 
the plane takes 8 points of damage from the Roc 
it will be forced to the ground. 
 
Military Ford Trimotor 
Size Def Spd Hnd Strc 

4 4 100 0 12 
Armament: 2x Browning M2 .50 Machineguns 
 

Rough Landing 
  If the aircraft takes sufficient damage during 
the combat the pilot attempts to land the aircraft 
in a nearby clearing. To the relief of everyone on 
board, the Roc leaves the area soon after. If the 
aircraft manages to make it through the combat 
relatively unscathed, the pilot decides to it 
would be safer to land the plane than risk 
another assault. 
 
  Whatever the outcome of the combat, the 
players find themselves in a small clearing. 
Other than the fact that they were recently flying 
over arctic waste and they have just been 
attacked by a mythical creature, the scene is 
rather unremarkable. If the players wish to 
search the area, ask them to make a Survival roll 
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(Diff: 3). Any player succeeding will notice that 
the clearing had recently been passed through 
by a group of humans. The tracks lead to a small 
path leading away from the clearing. 
 
  The pilot informs the players that it will take 
some time for him to affect repairs, allowing 
them some free time to investigate the tracks. 
They can easily follow the path through the 
forest and it leads them to a small rise that looks 
over the next valley. Nestled in a valley is what 
looks like a small log cabin. Any player who 
makes a Perception roll with a difficulty of 3 will 
also be able to see that the area around the cabin 
looks like it has been the site of a recent conflict. 
 
  As the players advance down the path towards 
the cabin, a squad of Nazi soldiers walks out of 
the front door. They do not appear to be 
expecting trouble, so are not on their guard and 
do not spot the players immediately. There are 
enough trees between the players and the Nazis 
that they can take cover if they wish to make a 
stealthy approach. Use the stats on page 201 of 
Hollow Earth Expedition for the soldiers. Feel free 
to include as many soldiers as you think your 
players can handle. The fight should not be too 
challenging, and reward the players for simply 
not charging in. 
 
  Once the Nazis have been defeated, the players 
can get a better look of the area around the 
cabin, as well as the inside of the cabin itself. A 
quick search of the area reveals that if there was 
anyone living here, they are now gone. The 
inside of the cabin has been ransacked and there 
are signs of a scuffle outside. If any of the 
soldiers were taken alive, some pointed 
questioning will get them to reveal that the rest 
of their detachment has already left with the old 
man and his flying machine. They had been left 
behind to guard the cabin and would be picked 
up later. 
 

The Reindeer 
  As soon as the players have finished searching 
the area and questioning any prisoners, they 
hear an indignant snorting from the tree line. 
Looking around, they see that eight large deer 
have emerged into the clearing. Canny players 
may realize that these are Santa’s reindeer. The 

players may make an Animal Handling roll 
(Diff: 3) to attempt to pacify the animals. Any 
player who also uses any of their names 
(Dasher, Dancer, Prancer, Vixen, Comet, Cupid, 
Donner, and Blitzen) gains an additional two 
successes. The reindeer have stats identical to 
those of the Irish Elk (see pg. 227, Hollow Earth 
Expedition) with a flight speed of twice their 
Move rating. 
 
“What about Rudolph?” 
  Time for a quick history lesson: Rudolph was 
added to the sleigh team some time after Santa 
became a cultural icon, in 1939 to be precise. He 
was created by Robert L. May for department 
store chain Montgomery Ward as part of a 
Christmas promotion. Seeing as the events of 
this adventure take place three years prior to his 
creation, Rudolph has been left out of the 
adventure. 
 
  Soon after the reindeer have been pacified, they 
each start gesturing to their backs with their 
antlered heads. They want the players to get on 
their backs for some reason. They even lower 
their hindquarters to make it easier for the 
players to jump on. The players may be hesitant 
to do so at first, but remind them it has only 
been a short time since they left the pilot with 
the plane, so they can afford to explore a little 
more. 
 
  With all the players mounted safely, the 
reindeer start trotting towards the far edge of 
the clearing. As they approach the tree line they 
begin to pick up speed and, just when it looks 
like they are about to run into the tree, kick off 
with their front legs and start climbing into the 
air. These really are Santa’s flying reindeer. The 
flight is surprisingly smooth, and the players do 
not feel any ill effects despite the altitude and 
the cold air obviously rushing past them. 
 
  The reindeer turn towards the location of the 
downed aircraft, quickly form into the familiar 
sleigh formation, and soar through the sky. This 
time there are no Rocs to bother the players and 
they can get a much better view of the 
surrounding terrain. The cabin and clearing are 
nestled within a range of low hills that rise to 
snow-capped peaks in the middle distance. 
Behind them, the hills give way to forested 
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lowlands and eventually an ocean. Strangely 
enough, the horizon at the edge of their vision 
does not seem to fall away as it would normally. 
It is almost as if the ground is sloping upwards 
instead. You are free to add your own terrain 
features as you see fit – especially if the players 
will be staying in the Hollow Earth at the end of 
this adventure. 
 
  The reindeer fly low enough over the downed 
aircraft that the players can see the pilot staring 
in amazement as he watches his charges soar 
past on the backs of flying deer. They carry on 
past the clearing and back towards where the 
players first emerged into this weird verdant 
world. Ask the players to make a Perception roll 
(Diff: 3), any player who succeeds will spot a 
large metallic looking flying object in the 
distance. It appears the reindeer are taking the 
players to the Nazi airship. 
 

Rescuing Santa 
  The closer the players get the more detail they 
are able to make out on the airship. The large 
main body supports both a large compartment 
on the lower side of the aircraft as well as a 
smaller one on the top. The reindeer begin 
heading towards the upper compartment, 
approaching from directly behind the airship to 
retain the element of surprise as long as 
possible. 
 
  Instead of landing on the top of the airship, the 
reindeer instead start to circle the upper 
compartment. It does not take long for the 
players to realize why. The Nazi’s have set up 
two anti-aircraft guns (use the stats for the 
Browning M2 .50), each manned by two soldiers, 
at the front and rear of the compartment – 
perhaps to fend off the Roc the players 
encountered earlier. The maneuvering of the 
reindeer allows the players to get the drop on 
the Nazis. Only the players and reindeer may 
act in the first round of combat and start 100ft 
away from the Nazi guns. 
 
  Once the players and reindeer have disabled 
the guns, they are able to enter the upper 
compartment through a doorway at its rear. 
Inside they find two more Nazi soldiers 
standing guard over a bearded man who is 

securely tied to a chair. The soldiers heard the 
commotion outside the room, but decided to 
stand firm and keep watching their prisoner. 
Now the players have bought the fight to them. 
This time, however, the Nazis get the drop on 
the players, though in their haste open fire as 
soon as the first player walks through the 
doorway. They reindeer will not be able to help 
the players this time, as they are too big to fit 
through the doorway. 
 
Santa Claus 
Archetype: Hermit 
Style: 4 

Motivation: Duty 
Health: 9 

Primary Attributes 
Body: 4 Charisma: 5 
Dexterity: 3 Intelligence: 4 
Strength: 3 Willpower: 5 
Secondary Attributes 
Size: 0 Initiative: 7 
Move: 6 Defense: 9 
Perception: 9 Stun: 4 
Skills Base Levels Rating (Average) 
History 4 2 6 (3) 
Animal 
Handling 

5 5 10 (5) 

Diplomacy 5 2 7 (3+) 
Persuasion   8 (4) 
Empathy 4 6 10 (5) 
Larceny 3 5 8 (4) 
Stealth 3 4 7 (3+) 
Survival 4 5 9 (4+) 
Navigation   10 (5) 
Talents 
Atlantean Blood III (+2 to all rolls) 
Combat Skill: Stealth 
Focused Defense 
Resources 
None 
Flaw 
None (Other than a weakness for milk and cookies) 
Weapons Rating Size Attack (Average) 
None     
 
  With the last two remaining Nazis dealt with, 
the players are finally able to rescue the man. He 
thanks them warmly and profusely and explains 
that there is no time to explain what is going on 
just yet. After checking that the reindeer are 
okay, he explains that the Nazis have also stolen 
his sleigh, which they are examining in the 
lower compartment. He warns the players that 
the soldiers’ leader has taken a personal interest 
in the device and watches over it personally. 
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  There is an enclosed ladder running between 
the two compartments, which the players can 
use to descend to the lower section. Once there 
they find themselves in a corridor with doors at 
either end. Santa explains that the forward door 
leads to the airship’s bridge, while the aft door 
leads to the hanger where his sleigh is being 
kept. Before the players choose which door to go 
into first, Santa insists they try and take the 
Nazis alive, if only to be able to get information 
out of them later. 
 
  If the players choose to head to the bridge first 
they find it manned by two Nazi pilots (use the 
stats for soldiers) armed with pistols and 
daggers. Provided the players quickly deal with 
the pilots and manage to take charge of the 
controls, the people in the aft room will have no 
idea that anything is amiss. 
 
  When the players choose to enter the aft room, 
they will go unnoticed at first – the Nazis 
commander is far too occupied with examining 
the sleigh. Once all of the players have entered 
the room Santa calls out to the Nazi asking for 
his peaceful surrender. Startled by the 
interruption, the commander instead calls 
loudly for reinforcements. Four Nazi soldiers 
run into the room from a side door and level 
their guns at the players. The leader insists the 
players will not come between him and his prize 
and the soldiers begin to advance. 
 
 
Hauptmann Lehrer 
Archetype: Scientist 
Style: 4 

Motivation: Power 
Health: 6 

Primary Attributes 
Body: 3 Charisma: 3 
Dexterity: 4 Intelligence: 5 
Strength: 3 Willpower: 3 
Secondary Attributes 
Size: 0 Initiative: 7 
Move: 7 Defense: 8 
Perception: 7 Stun: 3 
Skills Base Levels Rating (Average) 
Brawl 3 3 6 (3) 
Mechanics 5 5 10 (5) 
Electronics 5 3 8 (4) 
Firearms 4 4 8 (4) 
Linguistics 5 2 7 (3+) 
Melee 3 3 6 (3) 
Engineering 5 5 10 (5) 

Talents 
Calculated Defense 
Total Recall 
Weird Science 
Resources 
Rank 1 (Thule Society) 
Flaw 
Callous 
Weapons Rating Size Attack (Average) 
Dagger 1 L 0 7 L (3+) L 
Luger P09 2 L 0 10 L (5) L 
Punch 0 N 0 6 N (3) N 
 
  Lehrer focuses on making sure the players do 
not get too close to the sleigh during the combat, 
while Santa attempts to stay out of as much 
trouble as possible. If things look like they are 
going badly for the players, you could have the 
reindeer, which have been waiting patiently 
outside the airship all this time, burst in through 
the hangar’s door and flank the Nazis. 
 
  Once the players have captured Lehrer, and 
given the proper persuasion, he will reveal the 
details of the Nazi plan. They had received 
intelligence that Santa Claus was not only real, 
but also lived in a hidden cave located at the 
North Pole and possessed ancient technology far 
more advanced than anything known today. 
The Thule Society – the group within the Nazi 
Party – had ordered Lehrer to take an airship to 
the pole and retrieve this technology. They had 
not expected to discover the ‘world within the 
world’ that they ended up in, but had still 
managed to carry out the mission. That was, 
until the players turned up. 
 
  If the players try to question Santa, he suggests 
they fly the airship back to his cabin. When they 
get there, he will answer their questions as best 
he can. 
 

Santa Revealed 
  The return flight to Santa’s cabin is uneventful, 
and the players can take the time to examine his 
sleigh further. On first inspection, it appears to 
be a normal wooden sleigh, used in the colder 
parts of the world. On much closer inspection 
(and a Mechanics roll with a difficulty of 3) it 
will become apparent that this is merely a 
façade. The sleigh actually has a number of 
advanced technological devices built in to it, but 
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it is impossible to tell what they are without 
specialized equipment. 
 
  The airship easily lands near Santa’s cabin and 
all aboard disembark. Any surviving Nazi 
prisoners have their hands and legs bound and 
are closely watched over by the reindeer. Santa 
leads the players into his cabin and offers to tell 
them his story while they help him tidy up. 
 
  As they clean, Santa tells them that he is a 
member of a clandestine organization, dedicated 
to protecting knowledge of this land – which he 
calls the Hollow Earth, final resting place of the 
ancient Atlantean people – from the public. 
Apparently, the group has been active 
throughout all of history, guiding our 
development subtly from the shadows. 
 
  One of the areas the group concerns themselves 
with is ancient technology found ‘inside’. They 
sleigh is one such piece of technology, or at least 
parts of it were. Originally, the advanced parts 
of the sleigh came from a similar device, one 
whose function is now lost to the mists of time. 
The catch with most of this technology is that 
only certain people are able to use it. Certain 
families were touched by the Atlanteans and 
gifted a small measure of their power. His was 
one of those families, and the Atlantean power 
runs particularly strong in his veins. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

  It was because of this power that he was 
chosen to take on the mantle of becoming Santa 
Claus. The power has gifted him an extra-
ordinarily long life, all the better for portraying 
the ancient mythical figure. His organization has 
been responsible for Santa for centuries now, 
and being selected for the position is seen as a 
great honor – even if it means having to leave 
your family and friends behind forever. 
 

Where to from here? 
  What the players do now is entirely up to 
them. They could return to the surface in the 
repaired aircraft, or newly captured airship, or 
choose to stay and explore this new Hollow 
Earth. The Nazi captives could be sent back in 
the plane leaving them the airship to explore in 
– that is until the fuel runs out. 
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