
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. 

Before running this adventure, please make 
sure you reread the rules on Poisons & Drugs 
(HEX Rulebook; Page 136-137) and Psychic 
Abilities (SotSW; Page 44-45) as these special 
rules are used herein. 

Plot Synopsis 
A group of explorers sets out to a remote 

mountaintop deep in the Andes, somewhere in 
eastern Peru.  There, driven by their own 
motivations (see Story Backgrounds below) they 
encounter a German science outpost, a lost 
scientist and hordes of crazed monsters all 
amongst the ruins of an ancient Inca city.  What 

are the Germans up to and can the result of 
their horrible experimentations be stopped 
before mankind is made to suffer? 

Story Backgrounds 
The Game Master is free to come up with 

any reason he can find that works well within 
his existing game for which the Player 
Characters might travel to the Inca ruins.  Here 
are a few suggestions for possible backgrounds. 

Accidental Tourist:  The party arrives at the 
ruins through sheer luck (or poor luck) or 
accident, such as through an airplane crash, 
balloon, zeppelin, etc.  Perhaps they become 
stranded just below the summit and notice signs 
of recent passage through the jungle, leading 
them to the Ancient Caves. 

Strike Team:  The party is a “strike team” 
assembled by a world government to 
investigate German activities in the Andes and 
stop whatever “mad-scientist” project they are 
working on. 

Research:  The Party is part of a research 
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expedition, following the Field Notes left by a 
(recently) missing fellow scientist, Carl Turner.  
His notes arrived at one of the party members 
home (an old friend?) about a month after his 
office was ransacked and he disappeared.  The 
notes include the location of a “lost” Inca city, 
Apachita.  Ooooh the thrill of being the first 
man to set foot in this dead city in hundreds of 
years! 

Journey Through The Amazon 
Whatever the driving force is behind the 

party’s trip up the Amazon River, it is none the 
less long and perilous, taking several weeks.  
Finally they arrive at an unnamed village in the 
jungle by late afternoon.  They are greeted at 
dock by a Catholic Missionary, Father Sebastio 
Delgado. 

Father Delgado is a robust, loud man with 
greying hair and thick hands.  Powerful in voice 
and action, he always has a laugh on his lips.  
He has been with the natives for all too long 
now (even he cannot remember how long, but it 
has been decades) and he’s very willing to act as 
go-between, helping the party trade for 
whatever supplies they need.  Only the most 
basic supplies can be traded here (not likely to 
find a camera or typewriter, and certainly no 
guns or ammunition), and the costs for all but 
rations is DOUBLE.  The only transportation 
that can be purchased are Llama’s, which cost 
$50.00 each.   

Father Delgado and the natives can provide 
no information about the mountain the party 
seeks.  If pressed, one village elder warns of the 
dangers of walking among the “gods of the water 
rock,” and that the mountain has been asleep for 
many generations. 

Delgado also says that no one has traveled to 
the mountain in untold years.  As he says this, 
he is interrupted by a local hunter who claims 
to have seen several boats heading farther up 
into the river about a year ago.  He followed as 
long as he dare, not wishing to walk in the 

shadow of the mountain.  He 

got only a brief look at the crews, all white men 
in dark clothing, some had a white symbol on 
their sleeves.  He then draws a Nazi Swastika in 
the dirt.  If asked, he thinks there were four 
boats, but is uncertain as he was following the 
last one. 

Anyone making a (Tough 3) Diplomacy or 
Streetwise skill check, perhaps while using a 
couple of chocolate bars to persuade the kids 
(using them would grant a +1 bonus) will find a 
couple of children who claim to have seen the 
clouds float toward the mountain.  The kids 
cannot tell what size the clouds were, but will 
draw a cigar shape in the ground if prodded. 

After purchasing supplies, Father Delgado 
will offer the floor if his mission as a dry place Page 2 

Native Guide 
Ally 1 
 
Archetype:  Native                                  Motivation:  Duty 
Style:  2                                                   Health:  4 
 
PRIMARY ATTRIBUTES 
Body:  2                                                  Charisma:  2 
Dexterity:  3                                            Intelligence:  2 
Strength:  2                                              Willpower:  2 
 
SECONDARY ATTRIBUTES 
Size:  0                                                    Initiative:  5 
Move:  5                                                  Defense:  5 
Perception:  4                                          Stun:  2 
 
SKILLS                  BASE     LEVELS  RATING    AVERAGE 
Archery                       3                3                6                  (3) 
—Blowgun 2              0                0                8                  (4) 
Brawl                           3                3               6                   (3) 
Melee                          2                2                4                  (2) 
—Spears                      0                0                5                  (3+) 
Stealth                         3                1               4                   (2) 
Survival                       2                4               6                   (3) 
—Hunting                   0                0                7                  (3+) 
 
TALENTS 
Agile (+1 Dexterity Rating/Maximum Rating) 
 
RESOURCES 
None 
 
FLAWS 
Primitive ( –2 on all Technology related skills) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Blowgun                         0L*       0                8L               (4+L) 
Dagger                            1L         0                5L               (2+L) 
Punch                             0N         0               6N               (3N) 
Spear                              3L         0                8L               (4L) 
 
*Blowgun Darts are poisoned, Poison Arrow Frog Poison (Toxin 4; 

Damage 4L). 



to bed down for the night.  “Get a fresh start in the 
morning,” he will say.  Nothing ominous will 
happen if they accept his offer, he’s just being 
kind, but please do not hesitate to play the 
situation up.  Get the characters to question his 
motives or actions.  Why is he so willing to offer 
his building to sleep in?  Does he seem eager to 
get them out of the village and on their way in 
the morning?  Why was he surprised by the 
hunters story of boats traveling upriver? 

Into The Jungle 
When the party is ready to depart, one of the 

natives will give them directions on how to 
reach the shadow of the mountain safely (a week 
long journey).  If asked, someone will agree to 
guide them to the mountain, but only for $50.00.  
An (Average 2) Diplomacy or Con skill result 
will reduce that to $40 and a (Tough 3) skill 
result will take it to $20, which is the lowest the 
guide will go.  If the party asks the hunter who 
saw the boats to guide them, he will agree, but 
for $50 and he will not reduce his price. 

The guide will take the party along a game 
trail that runs through the jungle and to the 
foothills of the mountains.  If asked, he will lead 
them along the river trails, but the trip is slower 
(taking another 2 days to reach the foothills).  If 
Llamas were purchased for pack work, then 
travel is still slow, but not as fatiguing. 

On the fourth day from the village, the party 
is stalked by a Jaguar.  It has been sitting deep in 
the jungle, moving between the trees, watching 
and waiting for it’s opportunity.  It is not 
interested in any of the player characters, but 
rather is interested in the Llama pack animals.   

Any character who is being actively alert 
may roll a (Tough 3) Perception check to notice 
the cat sulking about 50 feet from the party.  Any 
attack on the cat (charging it, gunshots, etc) will 
drive it away, but it will return in the middle of 
the night and attack, trying to kill and take a 
Llama  (Health 6; Defense 6; Stun 3; Move 8).  It 
will direct it’s initial attack on a llama, but will 
attack any creature that approaches it.  If a llama 

is dropped (reaching 0 Health), the cat grabs it 
and runs off into the jungle, trying to hide up in 
a tree. 

The fight and gunfire will drive off all other 
wildlife in the area, but will also catch the 
attention of the guards at the Boat dock.  If the 
party did not go along the river trails, then they 
will not encounter the Boat Dock; skip to the 
Ancient Caves Section. 

Ambush At The Boat Dock 
During the afternoon of the fifth day of 

following the river trails, the guide finds the 
remains of a man.  They are scattered about the 
underbrush and look as though they have been 
there for quite some time.  According to the 
guide, the man is the victim of 
a Jaguar attack, likely from Page 3 

Jaguar  (Large Spotted Jungle Cat) 
 
Archetype:  Animal                 Motivation:  Survival 
Style:  0                                                   Health:  6 
 
PRIMARY ATTRIBUTES 
Body:  3                                                  Charisma:  0 
Dexterity:  6                                            Intelligence:  0 
Strength:  3                                              Willpower:  3 
 
SECONDARY ATTRIBUTES 
Size:  0                                                    Initiative:  6 
Move:  9 (18)*                                        Defense:  9 
Perception:  5                                          Stun:  3 
 
SKILLS                  BASE     LEVELS  RATING    AVERAGE 
Athletics                     3                5               10                  (5) 
-Climb                        0                0               9                    (5+) 
Brawl                          3                3               6                    (3) 
Stealth                        6                1               7                    (3+) 
Survival                      0                4               6                    (3) 
 
TALENTS 
Alertness 1 (+2 Perception Rating) 
Skill Aptitude (+2 Athletics Rating) 
 
RESOURCES 
None 
 
FLAWS 
Bestial (character cannot communicate or use tools) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Bite                              2L            0              8L                (4L) 
Claw                            0L            0              6L                (3L) 
 
*Creatures with four or more legs double their Move Rating when 

running. 



several weeks ago.  A brief search (Hard 4 
Investigation) will allow the characters to find a 
few bits of clothing and the remains of a pistol 
belt.  One piece of clothing shows him to be an 
SS soldier of unknown rank, while the belt has 
rusted rifle ammunition in it (14 rounds of 
7.92mm Mauser) and a dented half-full canteen. 

This should put the characters on guard and, 
if they note that they are “keeping a watchful 
eye” or the like, will spot one of the boat stacks 
when they get closer. 

An hour after moving past the body, one of 
the characters will notice the smoke stack of a 
60-foot steamer by the shore ahead.  The boat is 
one of two docked in a small lagoon along the 
river.  A short deck runs out to each boat, with a 
half dozen crates still sitting around.   

On shore by the boats can be seen three tents, 
and one log building.  Vegetation and materials 
in the area give the indication that the camp has 
been here for many months (perhaps even a 
year).  The tents are set up straight along the 

shoreline, while the building 
is behind them, forming a 

rough “L” shape. 

There are no signs of anyone around the area. 
The Germans who stand guard here have been 
alerted to the party by the fight with the Jaguar 
and are waiting in ambush.   

A Perception (Average 2) success will allow 
a character to notice that the campfire area in the 
center of the camp looks as though it was hastily 
extinguished (water still around the campfire 
rocks and an empty bucket sitting nearby).  The 
area is strangely quiet. 

A successful Perception (Tough 3) roll will 
allow a character to notice two men with rifles 
hiding in the woods behind a tent near the 

German Soldiers & Officer 
Ally 1 
 
Archetype:  Soldier                                 Motivation:  Duty 
Style:  2                                                   Health:  4 (6)* 
 
PRIMARY ATTRIBUTES 
Body:  2  (3)*                                         Charisma:  2 
Dexterity:  2                                            Intelligence:  2 
Strength:  2                                              Willpower:  2 (3)* 
 
SECONDARY ATTRIBUTES 
Size:  0                                                    Initiative:  4 
Move:  4                                                  Defense:  4 (5)* 
Perception:  4                                          Stun:  2 (3)* 
 
SKILLS                  BASE     LEVELS  RATING    AVERAGE 
Athletics                      2                2                4                  (2) 
Brawl                           2                2                4                  (2) 
Firearms                      2                2                4                  (2) 
—Pistols (officer only)                                   5                  (2+) 
Intimidation                2                2                4                  (2) 
Melee                          2                2                4                  (2) 
 
TALENTS 
Rapid Shot (Officer Only-reduced penalty for multiple shots to –2) 
 
RESOURCES 
None 
 
FLAWS 
Intolerant (+1 Style Point whenever he convinces someone else to 
hate what he does) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Luger P08 Pistol            3L          0                8L               (4L) 
                (Officer Only) 
Mauser 98k Rifle           3L          0                7L               (3+L) 
Dagger                            1L          0                5L               (2+L) 
Punch                             0N          0                4N               (2N) 
 
*Attributes in (#)s are for Officers. 
 
The Mauser Rifle can be found in Secrets of the Surface World, or 
you may substitute the Springfield 1903 rifle from the Core Book. 
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shoreline.  Anyone who rolls a successful 
Perception (Hard 4) will notice a total of four 
people, the two by the shore, one with a rifle 
hiding behind a fallen tree and a fourth hiding 
behind the wood building, he appears to be 
armed with a pistol.   

These people are a German Officer and three 
soldiers.  If they are not spotted, they will fire on 
the party when they get in the open area of the 
camp.  If they are spotted, they will attack as 
soon as they realize it.  During the firefight, 
someone may wish to shoot a German through 
the tent.  This is possible, but provides a Major 
Cover (+4) bonus to the Germans Defense. 

The Germans still have 20 extra rounds for 
their weapons, and the camp is equipped with 
enough gear for seven people to rest (tents, 
rations, water, personal hygiene supplies, etc).  
The log building is where the officer sleeps and 
contains a desk with a shortwave radio and a cot 
(under which can be found an MP38 SMG with 5 
magazines).  Both boats are operational and have 
over a half tank of fuel each.  The crates on the 
dock contain ration packs, 20 petrol cans, 
miscellaneous camping materials and personal 
hygiene supplies. 

Wolkenkampfer 
The path from the German camp toward the 

mountain is easy to find and navigate.  By the 
evening of the third day of walking, the jungle 
opens into sparse foothills at the base of a great 
mountain, the peak sheered off by some ancient 
eruption. 

Here, the guide points to a shadowy spot 
about half way up the mountain and says “there 
is house of water rock gods.  I go no closer into 
shadow of mountain.”  He then waves and returns 
to the jungle and back toward his village.  The 
“house” looks to be about another day of travel 
along the mountain, but the path from the 
German camp seems to travel roughly toward it. 

If the party camps at the jungles edge here, 
have their night watch characters roll an 
occasional Perception (Tough 3) check.  If 
successful, they notice a pair of “eyes” watching 
them from the trees.  This is another Jaguar, but 
it is not brave enough to attack this many people 
and waits in ambush to see if somebody 
wanders away from the camp.  If so, it will stalk 
and attack them when they are alone.  It will not 
follow the party into the foothills. 

The next days trek up the mountain is tiring, 
loose rocks and sparse vegetation make hiking 
difficult.  Characters should make an (Average 
2) Dexterity Balance check or take 1N damage 
from slipping/falling, otherwise there are no 
dangers to the walk.  The “house” is reachable 
by the late afternoon.   

Hidden among the jagged rocks and 
shadows of the mountain side is the “house” the 
guide pointed to (the German trail leads the 
party directly to it).  It is an old cave or magma 
vent, with ancient Inca writing surrounding the 
opening.  Much of the writing is lost to 
rockslides and erosion, but a few symbols are 
still legible.  Any character with Linguistics/
Translation may attempt a (Very Hard 5) skill 
check on these symbols.  If the party is a 
Research Team, then the old Field Notes will 
provide a +2 bonus to the translation.  The two 
words that can be read are “lizard-emperor” and 
“sacrifice.” 

While the Inca symbols are being translated, 
another character (at random) notices a group of 
vultures circling near the side of the mountain.  
Whatever is below them is just beyond the sight 
of the party, and will require a bit of a hike. 

Should the party go and Page 5 



investigate, it will take them an hour before they 
can see beyond the ridge.  There, below them in 
a rough riverbed, rests the remains of a large 
airship, a zeppelin, with German swastika 
visible on the wrecked tailfins.  The words “LZ-
136 Wolkenkampfer” (Cloud Warrior) can be 
read along the crushed superstructure.  There 
are no signs of life, but vultures can be seen 
picking at bodies scattered amongst the wreck. 

Searching the wreckage will produce no real 
clues as to what happen, although a successful 
(Average 2) Pilot/Aircraft or Balloons skill will 
lead to the conclusion that the zeppelin “nosed” 
into the ground at high speeds (a character with 
Pilot/Ships can reach this same conclusion with 
a Hard 4 success).   

The bodies of almost 40 German Air Crew 
can be found scattered among the wreckage, 
along with that of six Flight Officers.  They are 
too badly torn apart and picked over by 
scavengers to determine the cause of death, but 
it appears they died at least a week ago.  Anyone 
looking over the remains will find a gold pocket 
watch with the initials “C.A.T.” on the back.  An 
inside inscription reads “Fifty Years Of 
Dedication.” 

Anyone who speaks German or has the 
Linguistics skill can determine that the gas bags 
on this craft contained helium instead of 
hydrogen and that the craft was designed for 
heavy cargo work and not passenger service, 
having very few staterooms.  A (Tough 3) 
Investigation/Search result will reveal a large 
quantity of spent cartridges (both 9mm and 
7.92mm), and evidence that some of the gas bags 
may have been ruptured by gunfire and 
grenades.  Two working rifles (Mauser 98k) and 
50 rounds of ammunition can be scavenged, 
along with one grenade (Stielhandgranate 24—
SotSW pg 111) and three Torches (flashlights).   

Buried under most of the wreckage (and 
requiring some time and effort to reach) is the 
cargo compartment, which contains several 
smashed shipping crates.  Most of the crates 

contain stone artifacts with 
Inca markings, but one (found 

with a (Tough 3) Investigation/Search success) 
has a half dozen bowling ball sized rocks, round 
with marbled stone pattern on them and no 
noticeable markings.  The shipping crate was 
marked “zerbrechlich” (fragile). 

Note:  Dr Turner’s watch is found in the 
Zeppelin wreckage.  The writing in this module 
assumes he was killed in the crash, but you are 
free to do bring him back (missing?) at another 
point.  A manhunt in another adventure 
perhaps? 

Ancient Caves 
By the time the characters return to the cave, 

the sun is already setting over the mountain.  
There are plenty of defendable locations on the 
mountainside to make camp, or they may head 
into the cave.  If they make camp outside, the 
night passes quietly, with no sign of creatures 
beyond the predators over at the 
Wolkenkampfer.   

If they go into the cave, they will need light, 
but notice that the “cave” has been carved with 
steps.  It is apparent that these were NOT carved 
by the Germans, but have been here for 
centuries.  The general direction of the stairs is 
up into the mountain.  Characters will also 
notice that electric lights have been hung from 
the ceiling, about every 50 feet or so.  They 
would provide dim light, if they were working. 

Whenever the characters begin their 
expedition into the cave, they will find the 
footing solid, but slightly wet (but no chance of 
slipping unless it makes for a good plot 
element).  The walk up the stairs is long and 
takes several hours.  Side passages without steps 
or lights cut off here and their, creating a maze 
of tunnels. 

After almost five hours of climbing the party 
arrives at a Steel Door.  The door is windowless, 
looks as though it has been here for months and 
is locked from the other side (Tough 3 Larceny/
Lockpicking to open).  Beyond the door is a 
large chamber,  almost 100 feet across, with a 25 
foot ceiling.  Filled with natural hot springs and Page 6 



bubbling mud pools, stalactites and stalagmites 
drip water into the chamber and large quartz 
formations seem to reflect an eerie light into the 
area from somewhere higher up in the 
mountain.  The area is criss-crossed by stone 
paths to an exit on the far side and a rust colored 
alter in the middle of the room, it’s surface 
stained by blood from ages past. 

Anyone who examines the alter will find 
“fresh” blood, perhaps only a week or two old, 
dried on it.  It’s path running down into a pool 
of boiling mud. 

NOTE:  If any character has the Flaw of 
Paranoia, Danger Magnet or Unlucky, then have 
this next encounter effect them, otherwise use 
any character you choose. 

While the (chosen) character is walking along 
the stone paths, have them roll a (Hard 4) 
Dexterity Balance check.  If they are 
unsuccessful, tell them they have fallen into a 
boiling mud pool (taking 2N damage).  It is easy 
enough for any character to help them out of the 
mud, no rolls required.  After they are out, or if 
they did not fall into the mud, inform them that 
it felt like something grabbed their ankle and 
pulled them into the mud.  If a character with 
the Medicine skill examines their ankle, she will 
find light burns consistent with the boiling mud 
around the ankle, but nothing else unusual.  
Must be his imagination. 

In reality, an Emperor Lizard is resting in the 
pool and tried to pull the character in and drown 
him, unsuccessfully.  If the party attacks or 
searches the pool, they will find it uninteresting 
as the Lizard has moved to another pool through 
(underground) tunnels, but play up the 
Paranoia/Fear element on the character (this 
should be good for style points). 

The German Lab 
NOTE:  unless the Generator Shack has been 

found and started, this area is unlit.  Flashlights 
or Torches will be needed. 

The exit beyond the chamber leads to a 
tunnel that contains an almost vertical shaft, 

running some 300 feet up.  The shaft is filled by a 
metal circular staircase that runs its entire 
length.  At the 75 and 250 foot marks a small 
platform has been constructed, both to anchor 
the staircase to the walls and to “jog” the stairs 
over so they can follow the center of the tunnel.  
A three-foot cube “dumbwaiter” runs the entire 
length of the stairway.  The platforms are 
featureless except, on the 75 foot one, can be 
found a Mauser 98k Rifle, with full magazine, 
laying on the deck, as if dropped suddenly. 

At the top of the stairs, an open steel door 
leads into a large square room surrounded by 
offices and labs (five rooms  total, two offices 
and three labs).  All the walls have giant 
windows, almost floor to ceiling, allowing for 
easy view in all directions.  A single door enters 
each room, and there appears to be no other 
exits except back into this central square room.  
Directly across from the stairway door is an 
open double door, which seems to lead into a 
great hallway.   

All the rooms appear to be 

Dr. Jackson Dwaine 
Ally 1 
 
Archetype:  Scientist                              Motivation:  Escape 
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 
Firearms                      2                2                4                  (2) 
Melee                          2                2                4                  (2) 
Science-Biology         3                1                4                  (2) 
 
TALENTS 
None 
 
RESOURCES 
None 
 
FLAWS 
Terrified (all skills suffer a –2 due to fear) 
 
WEAPONS            RATING   SIZE    ATTACK   AVERAGE 
Luger P08 Pistol            3L          0                7L               (3+L) 
Club (pipe/branch)         2N         0                6N               (3N) 
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in a state of disarray, with papers and 
equipment smashed and scattered about.  
Searching the rooms will reveal medical based 
scientific equipment, status reports (indicating 
progress, but no “breakthroughs” as of yet) all 
dated two weeks earlier and personnel records 
(143 total personnel, mostly soldiers but a dozen 
scientists-all headed by a Col. Friedrich von 
Haeften). 

A successful Investigate/Search (Tough 3) 
will reveal a door in the largest office, concealed 
behind a fallen bookshelf.  The door appears to 
be a lock or vault door.  A (Hard 4) Larceny/
Safecracking skill check is required to open it.  
Inside the characters find stacks of notebooks, 
rare medical supplies and three bowling ball 
sized rocks, round with marbled stone pattern 
on them an no noticeable markings (exactly like 
the ones on board the Wolkenkampfer if they 
were found). 

One of the labs is completely burned out, 
destroyed by an internal fire.  The walls and 
windows seem to have been reinforced during 
construction, and to the casual observer it 
appears as though the fire might have been 
intentional.  The door is open, apparently 
opened after the fire was extinguished. 

One of the office doors is locked (from the 
inside), with most of the furniture and materials 
relatively intact.  If anyone attempts to open the 
door (or pick the lock), a wide eyed scientist, still 
dressed in a white lab jacket smeared with 
blood, pops up from behind a 
desk and opens fire with a 
Luger P08.   The man is 
terrified, not in his right mind 
and is not shooting at anybody 
specific.  Due to this, his 
Firearms attack is only a 3 
(Average of 1+), but his 
gunshots do show that the 
glass is almost 2-inches thick, 
the bullets barely passing 
through it and creating a 

m a s s i v e 
“spider web” 

pattern.  He will continue to fire the pistol until 
it is empty, then will continue to “click” it at 
anybody who approaches.  The whole time 
shouting “Go Away” and “You’ll Never Take Me” 
and the like.  Failing at shooting anyone, if the 
door is opened, he will try and flee out the 
double doors to the surface.  If captured, he will 
simply ramble about “the mud gods,” “we’re all 
doomed,” “get out of my head,” “those eyes,” “kill me 
please,” “God forgive us,” and “we didn’t know.”   

If the characters somehow manage to get Dr. 
Dwaine to speak, he will dramatically grip the 
collar of one PC and say “they get into your brain. 
we didn’t know they could get into your brain!  They 
make you say and do terrible things, terrible things!  
They’ll rule us all, you’ll see!  Rule the World they 
will!”  then he will go back to rambling 
incoherently. 

Captured or killed, he is able to be identified 
by a badge she wears that says; 

Dr. Dwaine, Jackson E. 
Zoologist 
English.  095-547-11 
A file can easily be found with the ID 

Number of 095-547-11 for Dr Dwaine, a 
Zoologist from Cardiff, Wales, who apparently 
joined the project six months earlier after being 
“persuaded” that it would be in the best 
interests for the health of his family if he 
cooperated.   

He can be calmed down, into more of a 
shocked/stunned state by a successful (Tough 3) 

Medicine, Con/Seduce or 
Diplomacy/Persuasion skill 
check.  In this state, he will 
simply follow the party, 
zombie like, following any 
(reasonable) order given to 
him. 

Any character who makes a 
s u c c e s s f u l  ( T o u g h  3 ) 
Perception will notice two 
things in the Main Room.  First, 
the floor in one spot has been 
loosened by somebody with a 
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bayonet, although they didn’t finish opening it 
up.  If the party finishes opening the hole, they 
will find a large explosive charge (almost 100 
pounds of plastic) hidden under the facilities 
floor.  The wiring is broken and it looks as 
though someone was trying to repair it.  If the 
party follows the wiring out, they will find it 
leads to the Generator Building outside. 

The other thing they notice is a large lizard, 
like a Gecko, with bands of black, yellow, green 
and blue, hanging from the ceiling by the double 
doors.  The Gecko is large, about the size of a 
normal man from head to tail.  It’s eyes are 
featureless and black and it’s thick tongue seems 
to keep licking at it’s eyes and head.  The 
creature makes quick eye contact with a 
character and then races out of sight down the 
hallway and into the surface jungle. 

Beyond the double doors is a hallway that 
extends 50-feet to a pair of double doors.  The 
doors are open, with one appearing to have been 
damaged by some type of explosive. 

The Dormant Surface 
The tunnel come out onto the mile wide 

crater of a long dormant volcano, lush jungle 
and a small lake occupy most of it.  A large Step 
Pyramid can be seen hidden in the jungle, with 
the path to it’s steps cleared wide enough for a 
truck to get through.  A large flat area is also 
visible, like an aircraft runway or auto parking 
track.  A Fokker F.VII aircraft sits at one end of 
the parking track.  Dotting the surface of the 
volcano valley, a half dozen or so massive 
natural crystal formations (quartz) can be seen. 

As the party exits the lab tunnel, they are 
fired upon by six German soldiers hiding behind 
nearby rocks, ruins and trees.  An (Average 2) 
Perception check will reveal that the soldiers 
have one of these large Gecko’s (called Emperor 
Lizards) on it’s back, the creatures front foot 
pads pushed against the soldiers ears. 

For the combat, use the statistics of the 
soldiers.  If the party chooses to attack the 
Emperor Lizards, then it falls under a “Called 

Shot” (Core Book, Pg 119).  If, somehow, an 
Emperor Lizard is separated from a soldier, it 
will try and grapple another creature and take 
control of it (Emperor Lizard Mind Control 
Talent-SotSW Page 45).  If a soldier is separated 
from an Emperor Lizard somehow (by the 
creatures death, grappling, etc) then the soldier 
falls to the ground, unconscious.  He will wake 
up again six or seven hours later with no 
knowledge of what has transpired.  If a player 
character is somehow Mind Controlled by a 
Lizard and then freed, he will awake almost 
immediately. 

Dr. Dwaine will cower and hide behind 
rubble during the fight.  If one of the Lizards 
attempts to Mind Control a party member, he 
will grab a pipe or tree branch 
and club the monster to death Page 9 

Emperor Lizard (Gecko) 
Ally 1 
 
Archetype:  Animal                                 Motivation:  Survival 
Style:  0                                                   Health:  5 
 
PRIMARY ATTRIBUTES 
Body:  2                                                  Charisma:  0 
Dexterity:  4                                            Intelligence:  1 
Strength:  2                                              Willpower:  3 
 
SECONDARY ATTRIBUTES 
Size:  0                                                    Initiative:  5 
Move:  6  (12)*                                       Defense:  6 
Perception:  6                                          Stun:  2 
 
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) 
Psychic Ability; Telepathy (ability to read minds and project 
                thoughts) 
Mind Control (ability to control another through telepathy). 
 
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. 



(perhaps beating it repeatedly, even after it’s 
unconscious).  If one of the characters is not 
attacked, then he will start to fight  

Afterward, he’ll look down at the lizard and 
say “horrible beast, you’ll not ruin anyone's mind 
again!” At this point, he is more coherent, and 
can talk freely.  He is still frightened, but can 
explain that he’s a scientist who was kidnapped 
from his home overnight six-months ago and 
forced to work on this project.  The project, 
called “Thunder Schlange” (Thunder Snake), 
was an attempt by the Germans to “breed” a 
long dormant species of giant lizard for use in 
warfare.  Several subjects were hatched, and 
others shipped back to Germany for study.  By 
the time the scientists realized that the Emperor 
Lizards were intelligent and had telepathic 
abilities, it was too late.   That was several days 
ago that they “broke free.”  Dr. Dwaine will 
suddenly interrupt his details with a 
exclimation, “The Sinchi!  The Chief!  We 
hatched a Sinchi!  Have you seen one that looks 
special?  Different from teh others?  We’ve got to 
find it!  That’s the dangerous one.” 

From this point on, Dr. Dwaine will work 
with the party.  He doesn’t know anything about 
the fate of Dr. Turner beyond the fact that he 
was being used to identify and catalogue 
artifacts on the Zeppelin during it’s trips.  If 
given a gun, he will use it on the Emperor 
Lizards as he should. 

To the right of the lab entrance is a tin shack, 
surrounded by barbed wire fence.  Lots of power 
cords run to this building.  Inside can be found 
two large generators and several cans of fuel.  
Power cords run to the landing strip, the lab 
(and tunnels below it) and to the Step Pyramid.  
The generators can easily be started up again, 
providing power to the entire complex.   

A successful (Tough 3)  Investigate/Search 
will reveal that one of the fuel cans has a false 
top.  Inside a group of 14 different thin wire sets 
(like the wires running from the plastic 
explosives in the lab floor) run to a central 

mechanical timer switch.  To 
timer switch is set for 30 

Minutes.  Following the wires out will reveal 
that each goes to a separate 100 pound charge of 
plastic explosives scattered about the valley.  
Two wires go into the Pyramid. 

Temple Of The Emperor Lizard 
NOTE:  unless the Generator Shack has been 

found and started, some of this area is unlit.  
Flashlights or Torches may be needed. 

This large Pyramid rises some 100 feet into 
the sky, with overgrowth covering much of it.  
The stairs leading down into it are about three-
quarters up the front.  The passage is narrow, 
perhaps 3 foot by 5 foot, and steep, running at a 
55-degree angle.  It goes down in a straight line 
some 100 or so feet, into the ground below the 
temple.  There, it opens into a massive chamber, 
dimly lit by reflected light through massive 
pieces of quarts from the surface. 

A large underground lake can be seen, with a 
gold throne sitting center of a small island, 
attached to the near shore by a simple step stone 
bridge.  On the throne, a man sits.  He is dressed 
as an SS Colonel, with a brightly colored cape 
made of bird feathers draped over his shoulders 
and a massive gold crown on his head.  An 
Emperor Lizard can be seen poking out from 
behind him (apparently controlling him much as 
the soldiers above were controlled).  Any 
character looking carefully will notice that this 
Emperor Lizard looks slightly different, having a 
low ridge running down his brightly colored 
back and four small “whiskers” drooping from 
the corners of his mouth.  This is the Sinchi, the 
Chief Lizard.    Dozens of lizards can be seen 
basking about the chamber. 

As the party looks upon the scene, the 
Colonel speaks “Come, slaves, and show respect to 
your worlds true masters.” Page 10 
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If the party attempts to converse with the 
“Colonel,” they will quickly learn that it is the 
Emperor Lizard doing the “talking.”  It will pose 
questions about the world outside, changes that 
have occurred over the last few hundred years 
and talk about how he will bring peace to the 
mammal world.  It seems to direct it’s random 
questions to each party member, as if looking for 
something.  A successful (Tough 3) Intelligence 
check will help the character realize that the 
Lizard is trying to figure out who is the smartest 
of the Player Characters.  While it is doing this, 
three Lizards attempt to sneak up on the party 
from the ceiling, (Tough 3) Perception roll to 
notice them.   

If the party engages the Lizards in combat, 
four (4) will immediately brawl attack.  Two 
rounds after the battle begins (or 20 Phases if 
using the Continuous Combat Rules), another 
Lizard joins the fight (bringing the total up to 5).  
Three rounds later (or on Phase 50 of 
Continuous Combat), a final three enter combat 
(bringing the total to 8).  Additionally, the 
“Colonel” Lizard also attacks at this time, using 
the Colonel’s Luger pistol. 

Any character looking for the explosives in 
the chamber needs to make a (Hard 4) 
Perception check.  Success means they see both 
charges, and that the wires are intact on ONE 
Only, the other wire is broken about 60 feet from 
the tunnel along the wall (along dry ground, not 
over water). 

If the party does a “Fighting Retreat” up the 
passage will be at a disadvantage as they 
characters can only move one at a time up the 
passage while the Lizards can move four (4), one 
on each floor, walls and ceiling, at a time, at a 
speed of 12. 

Explosives used in this passage have a 
chance of causing a partial cave in (the creatures 
are small and agile, only a full cave in will stop 
them).  Once on the surface, the party will be 
attacked by yet another two Lizards (who are 
waiting to jump on and Mind Control the first 

two characters who exit the 
ziggurat-now our Grand Total 

is at 10 Lizards and the Colonel Lizard). 

Escaping From The Mountain 
Battling their way to the surface, the party 

can make out dozens more lizards hiding in the 
shadows, waiting for the chance to strike. 

If the party throws the switch on the 
explosives timer, it will go off at the set time (30 
minutes preset, but that doesn’t mean a 
character cannot reset the time if they wish). 

The characters can attempt to escape from the 
mountain by means of the Ancient Caves below 
the Labs, they can try and climb up and over the 
edge of the dormant volcano, they can attempt 
to fly the German Airplane out or they can 
attempt something original (such as making 
hang-gliders out of the wreckage of the 
Wolkenkampfer).  However they leave, when the 
timer goes off it will start a chain reaction that 
will destroy the mountain.  The charges are 
strong enough to force the mountain into 
eruption that will consume the Valley of the 
Emperor Lizards!  From a (hopefully) safe 
distance the party can see the fire and lava 
explode and rain down from the mountain.  The 
German Lab, and the creatures therein, 
destroyed. 

Continuing The Adventure 
If the explosive charge was set, then the only 

continuance of this adventure is the hunt for 
whoever started the research project on the 
mountain in the first place.  All of the creatures, 
including the eggs found in the Wolkenkampfer 
wreck, will be consumed by the volcano.   

If the charges were not set, then escape from 
the mountain is just a temporary thing as the 
Emperor Lizards will eventually descend from 
their mountain and take over the surrounding 
villages, sneaking in and mind controlling all 
who stand in their way!  Who will stop them 
then?  Or will the Earth be doomed to slavery at 
the hands of the ancient Emperors? 
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