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I. INTRODUCTION

Night 1s falling on the Mexican
jungle. The birds hush: the cries of
the monkeys still. Deep in a tangle of
vines and branches. something begins
to stir. begins to walk the jungle.
where it rules the living and the dead.

It moves unseen. as silently as
death. Italwayswatches—the paths of
the jungles. the villages in the dark
clearings.

Itis always hungry—with a hunger
too violent, too unspeakable to remain
satisfied.

And it is always waiting. Behind
the dense growth of the rain forest.
On the banks of the darkest streams
and rivers. And always in the Village
of Twilight.

Welcome to “Village of Twilight.” the
first territyving CHILL™ adventure
scenario. If vou wish to play in this
scenario. read no further: if you plan
to be the CHILL Master and guide
your players into horror, you may
continue. If you dare.

USING THIS SCENARIO

This introduction provides you with
all the background you need to pre-
pare forthe adventure and assure that
the players will have a frightfully
good time:

1. The Story. Thissection givesyou a
brief outline of the adventure plot. so
that you'll be able to run the scenario
with skill and confidence.

Skills. This section lists those
character skills that will be most use-
ful in the scenario. and introduces
any new skills. You will learn what
information players can uncover by
using their characters’ research skills.

3. Dreams. This section gives an
account of dreams that come to a
character who uses the Clairvoyant/
Prescient Dream discipline of the
Art. Do not give the information in
these dreams to anyone who does not
use this discipline.

4. Supporting Cast. This section lists
and describes the animals, NPCs,
and creatures the characters may
meet in the adventure. It also gives
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you adv1ce on how to role-play NPCs
and intelligent creatures.

5. Running “Village of Twilight”
This section gives you advice on how
to make the adventure even more fun
and frightening for your players.

6. Beginning the Adventure. This sec-
tion tells you how to prepare your
players for the adventure as play
begins.

1. THE PLOT

In 1959.a S.A.V.E. expedition headed
by Dr. Jose Sotero Guevara discov-
ered a “tribe” of werejaguars in the
jungles surrounding Chilpancingo.
Mexico. Of the initial party of seven.
Guevara alone returned to tell of the
discovery. He now teaches Anthro-
pology at the University of Mexico in
Mexico City, a tired man who has
aged impossibly over the last few
years.

S.A.V.E. followed up the Guevara
expedition with a second venture in
1962. The second expedition found
nothing: the mysterious tribe had
vanished. leaving very little behind
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them. Local Indians were not sure
where the tribe had gone. butbelieved
them to be relocated somewhere in
the jungles of southeast Mexico. near
the site of what was ancient Olmec
Indian territory.

The werejaguars, however., will not
be the main enemy of the characters
who undertake this adventure. Behind
these creatures—indeed. controlling
them—is the hideous Lord of
Twilight.

The Lord of Twilight is an onaqui,
a creature who has lived for thou-
sands of years in the general area of
southern Mexico. During this time
the onaqui has drawn large bands of
other creatures to its support—the
werejaguars are but a few of its
followers.

The Lord of Twilight fives in a
ruined city on an island formed by a
fork in the Rio Chalco river. deep
within the rain torests ot southeast
Mexico. The S.AV.E. envoys will
eventually discover that it is up to
them to find and. if possible. destroy
the monstrous creature.

This mission will take the party to
the states of Veracruz and Tabasco in
southeast Mexico. There. at the
jungle’s edge, they must abandon
their vehicles and go on foot into the
rain forest.

Within the jungle live two tribes of
Indians: the Omechel and the
Macatec. The tribes are at war with
each other. and both have been vic-
tims of werejaguar attacks. The party
will travel through an Omecheland a
Macatec village. gradually acquiring
clues that will lead them into the
heart of the jungle—to the Village of
Twilight where the onaqui dwells,

2. SKILLS

The following skills will be especially
useful to the characters in “Village of
Twilight™

All combat skills
Anthropologv/Archaeology
History
Language.
Language.
Language,
Language.

Contemporary (Chol)
Contemporary (Nahuatl)
Contemporary (Spanish)
Ancient



Legend/Lore
Medicine
Outdoor Survival
Tracking

New Skill

Machete: Base (STR + AGL)+ 2. Gen-
eral or specific checks. All armed com-
bat results apply normally when a
character uses a machete as a melee
weapon.

However. the machete has another
use: to help clear a footpath through
rough terrain. The character should
make a general check once per day.
Failure means that the character
must continue to travel as through
rough terrain (quadrupling normal
travel time: see p. 29, Campaign Book).
Success means the character may
travel as through heavy terrain (tripling
normal travel time: see p. 29,
Campaign Book).

Using the machete does not speed
up travel in any terrain more passable
than rough terrain. Nor can a machete
clear the way for wheeled vehicles.

Research Skill Information

Since the characters will travel into
an unexplored. unknown area. they
will have no immediate knowledge of
their surroundings. In the briefing at
the University of Mexico, Dr. Gue-
vara will offer the characters free
access to the library, where they can
uncover a few pieces of helpful infor-
mation by using certain research
skills. The following keys present
each helpful research skill. and the
information that can be uncovered
by using it.

Anthropology/Archaeology

L = Limited success. The character
using the skill discovers that the
people in the rain forest have ties
to far older Indian civilizations.
Several forms of the Mayan language
(for example, Nahuatl and Chol) are
spoken in this area.

M = Moderate success. The char-
acter using the skill discovers the
information in the “L” result above,
and also learns that some of the
Mayan dialects are not easily under-

stood by those who speak other forms
of the language.

H = High success. The character
using the skill discovers the infor-
mation in the "L" and “M" results.
plus the fact that although many of
the Indians in the area speak Mayan
dialects, their people were never really
a part of the Mayan empire.

C = Complete success. The character
using the skill discovers the infor-
mation in the three results above.
plus one important sidelight of the
Indian cultures in the area: the Indians
use jade weapons, but only for reli-
gious or ceremonial purposes. In
combat they use obsidian weapons.

Geography

L = Limited success. The character
using the skill discovers that the area
the party plans to explore is covered
with some of the thickest and most
dangerous tropical forestin the entire
Western Hemisphere.

M = Moderate success. The char-
acter using the skill discovers the
information contained in the "L”
result and the following: the jungle
area does contain some small moun-
tains and foothills.

H = High success. The character
using the skill discovers the infor-
mation contained in the L™ and "M"
results, and also that the unexplored
Rio Chalco river flows through the
Jjungle.

C = Complete success. The character
using the skill discovers the infor-
mation contained in the other three
results, plus the fact that the rain
forestis known forits large number of
deadly poisonous snakes.

History

L = Limited success. The character
using the skill discovers that the
adventure arca was the birthplace of
the Olmec civilization—the first great
Indian culture. The Olmecs vanished
mysteriously centuries ago.

M = Moderate success. The character
using the skill discovers the infor-
mation contained in “L.” and also
some interesting later history: the Mayan
empire bordered this jungle, and the
Mayans, too, vanished mysteriously.

H = High success. The character
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using this skill discovers the infor-
mation contained in the "L" and “M"
results, and learns that the Spanish
and Mexican governments have his-
torically left this place alone.

C = Complete success. The char-
acter using this skill discovers the
information contained in the three
results above, and also learns of the
fate of Father Esteban. the author of
the old document Guevara sent the
party: it seems that Father Esteban
returned to Spain. where he died in a
madhouse in 1552, claiming that a

bat-winged jaguar pursued him
constantly.
3. DREAMS

Playercharacters who have the Clair-
voyant/Prescient Dream discipline
of the Art may try to use it during the
adventure. For each successful use of
the discipline. you should read one
dream to the character. Read Dream
#1 only if the discipline is used
successfully before the party reaches
the Macatec village. Begin with Dream
#2 if the party has passed through the
Macatec village and met the ghoul
high priest, but has not yet explored
the temple atop the pyramid in the
Village of Twilight. Otherwise. read
Dream #3.

Dream # 1

You stand in twilight outside a small
hut. The place is still. almost silent;
the noises of the jungle have myster-
iously faded and died. until the only
sound you hearis the dull beating of a
distant heart.

Two green eyes flame within the
darkness of the hut's doorway. They
give off a cold, unearthly light. Sud-
denly. the beating of the heart ceases:
in complete silence, the eyes flare a
bright and piercing red.

Dream#2

Your ankles sink into the warm,
soggy ground. The whine of
mosquitoes fills yourearsasyou try to
see something. anything. through a
thick and merciless fog.

Suddenly the fog parts: the steps of
a pyramid lie in front of you. A large
temple building sits atop the ancient
structure. It seems to beckon you.



Dream #3

The dagger fits comfortably in your
hand: its blade is terribly sharp, and
something tells you that you were
born to hold it.

You slash with the weapon lightly,
easily though the air. and a surge of
power, almost like an electrical cur-
rent, COUrses up your arm.

4. THE SUPPORTING CAST
Animals

Fer-de-lance

STR 2(30) PCN 4 (60)
DEX NA STA 2(30)
AGL 4(60) EWS NA
WPR 1 (15) FEAR 4

PER NA ATT  1/45%*

*bite injects Strength 9 poison

Movement: L 90° A NA W NA

IPs: 50

The fer-de-lance is an extremely deadly
tropical snake. [tis6-7 feetlong, red to
reddish brown, and striped with darker
bands.

The snake can be seen on occasion
in the daytime, but prefers to roam
and hunt at night. It attacks with no
warning, and is absolutely unafraid
of man.

Alligator

STR 5(75) PCN 345
DEX NA STA 5(75)
AGL 4 (60) EWS NA
WPR 2 (30) FEAR 4

PER NA ATT  1/68%
Movement: L 600 A NA W 90

IPs: 50

The alligator is a large. powerful rep-
tile that makes its home in rivers and
swamps. It can grow to a length of
almost 20 feet. and is valued for its
leathery skin.

As a rule. the alligator is not a
maneater, although there are quite a
few documented cases of alligator

attacks. When the beast attacks, it is
deadly: it is very agile in the water.
and its strong jaws can easily crush
an unlucky victim.

NPCs

Domingo Cruz, Guide

STR 32 PER 56

DEX 50 PCN o4

AGL 54 STA 60
WPR 30

Skills Rank %

Cont. Language, English Teacher 77*
Cont. Language, NahuatTeacher 77
Cont. Language, MayanTeacher 77

Cruz is a very bright and knowledg-
able guide for the player characters
through the rain forest in southern
Mexico. As is obvious from his skills.
Domingois fluentin quite a few lang-
uages, and will be necessary on many
occasions when the party needs a
translator. He also carries a machete.
which he can use as a weapon in
unskilled melee.

Of course, Cruz is far from perfect:
he tends to be forgetful and a little
disorganized, and he is not a brave
man at all. Stll, he is an excellent
choice for a guide on short notice.
and though he has a tendency to run
away from a fight, he is very trust-
worthy in any other situation.

Whether Cruz has English skill
depends on the circumstances: if no
member of the party speaks Spanish.
he has the skill; if one or more mem-
bers of the party speak Spanish, Cruz
does not speak English.

Chumo, Macatec Messenger

STR 55 PER 56

DEX 50 PCN o4

AGL 50 STA 48
WPR 57

Skills Rank %
Shortbow Master 105
Machete Teacher 83

Student 76

Chumo is a young Macatec Indian
who may help guide the characters on
the last leg of their journey to the
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Cont. Lang--Spanish

Village of Twilight. He is the only
member of his village who speaks
Spanish, and since Cruz does not know
Chol, the language of the Macatec
villagers, Chumo will be very helpful.

Chumoisaloyal and very thought-
ful young man. A few years ago. he
spent some time in Mexico City. so he
knows a bit about the world outside
the jungle. He sees the strengths and
weaknesses of both cultures in which
he haslived. and he is searching for a
way of life that will include the best of
both cultures.

Chumo carries a machete, a bow.
and a quiver containing 14 obsidian-
pointed arrows. If called upon to pro-
tect his people or companions, heisa
brave and clever fighter.

Creatures

Werejaguar

STR  4(60) PCN 6 (90)
DEX NA STA  4(60)
AGL 7(105) EWS NA
WPR 3 (45) FEAR 7
PER NA ATT  3/83%

Movement: L 225 A NA W 60

Disciplines: NA
Manipulation: NA

IPs: 700

The werejaguar is yellowish-tan.
with jet black spots all over its body.
Its facial and body features are cat-
like. yet it frequently walks on its hind
legs like a human. All in all. it is a
blend of a human and a great cat.

The werejaguar is similar to the
werewolf only in its strange blend of
human and animal characteristics.
The werejaguar is really not a shape-
changing creature, but a bizarre form
of animated dead.

Some of the ancient Indian cul-
tures in Mexico practiced a form of
human sacrifice in which the hearts
were taken from the sacrificial vic-
tims: the hearts were then offered to
the deity for whom the ceremony was
performed. The bodies were discarded.

That is where the onaqui stepped



in: this evil creature took the bodies.
animated them. and transformed them
into werejaguars. The process by
which the werejaguars “came to life”
is mysterious, butis different from the
Evil Way discipline Animate Dead:
Unlike the animated dead or the zom-
bie. the werejaguar has a very high
Perception score.

The werejaguar is a deadly fighter,
able to claw with each forepaw and
bite in a single round. All of these
attacks are treated as armed attacks.

The werejaguar suffers Stamina
loss when struck in combat. but does
not suffer wound damage from nor-
mal weapons. Unlike the werewolf,
the werejaguar regenerates Stamina
at a normal rate. Obsidian weapons,
however. inflict normal wounds. and
a called shot to the chest of the jaguar
while using an obsidian weapon Kkills
the creature instantly.

When a werejaguar is destroyed, it
changesinto a human corpse. the heart
of which has been torn from the chest.
Then the corpse transforms into a
skeleton before dissolving into the
air.

Onaqui

STR 6(90) PCN 6(90)
DEX NA STA  7(105)
AGL 6(9) EWS 100
WPR 95 ATT  5/90%
PER NA FEAR 8

Movement: L 225 A 1000 W 60

Disciplines: Create Werejaguar
(unique), Haywire, Invisibility, Swarm.
Total Illusion, Wave of Fog.

Manipulation: NA
IPs: 1140

The onaqui is a large and highly
powerful creature. It stands over 8 feet
tall, has the torso of a man, the limbs
of a jaguar. and the face and wings of
alarge bat. It moves in complete silence.
except for the low drumming sound
of its heartbeat.

This creature has dwelt in the jungles
of southern Mexico for centuries; the
Indians, understandably frightened
by its hideous appearance and great
power, either fled from the area in
which it was seen, or tried to appease
it through human sacrifices. These

sacrifices involved offerings of human
hearts. For the onaqui must have
human hearts in order to survive. In
fact. if the onaqui goes for a week
withoutacquiring a human heart, itis
forced back into the Unknown for
1d10 years.

In later times. when the sacrifices
became less and less common, the
onaquiwas forced to rely on the were-
jaguars. its strangely transformed
minions, to bring it the hearts that it
needed. On rare occasions, it hunted
its prey itself.

When the onaqui’s horrible needs
have been freshly satisfied, it is sur-
prisingly a less dangerous creature:
its heartbeat is loud and booming, so
itsenemies can hearitcomingand try
to avoid it. As the creature’s need
grows, the heartbeat fades to a soft
murmur: then its approach cannotbe
detected. and it is doubly dangerous.

The onaqui may very well have
appeared in the Known World at
many times and in many places;
however. this expedition has the chance
to make the first documented sight-
ing of the creature. Such a sighting
may be at a terrific cost.

The onaqui can make 5 melee
attacks in a round: it does so by rais-
ing all four limbs into the air and
balancing itself by flapping its enor-
mous batlike wings. From this pos-
ition. the onaqui may bite once and
attack once with each paw during a
round. As if this were not dangerous
enough. the creature is also able to
use Evil Way disciplines to confuse or
frighten its opponents.

Jade weapons cause ordinary wound
damage to the onaqui. The creature
can be killed by a called shot wound
in the chest with a jade weapon.
Normal (or obsidian) weapons cause
stamina loss. but not wounds. When
the creature is destroyed., it turns into
a hideous gray mist, then vanishes.

5. RUNNING THE ADVENTURE

Now that you're armed with all the
information in the CM section. you'll
need to keep a few things in mind that
will make this adventure even more
fun for your players. Being a good
CM is not only knowing the story,



characters and creatures that make
up an adventure: it's also knowing
whatto do with all this information—
how to make the adventure come to
life for the players. how to keep them
interested, and how to frighten them
as they play.

Firstofall. it's good to be prepared.
The material provided in the intro-
duction is just an outline: to get a
pood idea of the richness of the adven-
ture to the Village of Twilight. it would
be best to read through the entire
adventure before vou sit down with
vour plavers to play the scenario.
That wayv, vou'll be able to create
suspense and chilling suggestions at
the right moment. making sure that
when the characters encounter the
nasty creatures they're bound to meet.
the encounter will be even more {right-
ening to the plavers.

Suspense is one of the mostimport-
ant factors in a CHILL™ game. so be

sure not to give away the mystery of

the scenario to your players! Let them

discover on their own that neither of

the Indian tribes in the jungle will
plan to harm them unless their char-
acters harm the Indians first. that the
Jaguar zombies the characters encoun-
ter before they reach the Macatec vill-
age are not werejaguars, and that the
werejaguars  themselves  are con-
trolled by an even more powerful
creature. To make sure that you don’t
give too much away. always keep in
mind that the hoxed text is to be read
1o the plavers: the rest of the text is for
vour eves only. although the playvers
may gather some of the information
contained there by doing the right
things and asking the right questions,
Yourpartofthe text will tell you when
the plavers have carned some of this
unboxed information.

Asvou progress through the adven-
ture. cach encounter is designed to
help vou guide your plavers quickly
and smoothly. Many of these encoun-
ters provide background information
right at the start: this is to give you a
general idea of what could or should
happen. although vour players defin-
itely do not have to stick to the “game
plan” in the text: when they make an
unusual choice of action, you'll have
enough background information to

be able to use your experience and
imagination in deciding what would
probably happen. given the circum-
stances and the characters” actions.

Be sure vou keep track of all hostile
animals and creatures the characters
drive off or destroy. You'll want to
award [Pstothe characters when they
complete the scenario. and keeping
track of the enemies is important o
figure out how many IPs the party
deserves.

Most importantly. it’s up to you as
CM to be afine actor. You play all the
“supporting cast”: the NPCs. the crea-
tures. even the animals the characters
might meet. That is why the intro-
duction provides you with a capsule
description of all the beings the char-
acters encounter in the adventure: it's
up to vou to take it from there. For
example. the chief villain in the scen-
ario. the Lord of Twilight. should be
played with great intelligence and
cunning. while the snakes and alli-

gators have the simple reactions of

animals. The werejaguars are crafty.
but keep in mind that they are con-
trolled by the Lord of Twilight and as
a result have no regard for their own
safety.

The NPCs in the scenario can be
fun if vou use your imagination and
acting ability to create a believable
personality from the guidelines you've
been given. For example. don't be
afraid to be humorous when you play
Domingo Cruz: frightening storics
are even more frightening when there’s
a break in the tension once in a while.
and humor often provides that break.

Finally. remember the first rule in
Part VII of the CHILL Campaign
Book: the CM’s real job is to make
sure all of the players have FUN.
Whether or not the characters suc-
ceed in their adventure. if you and
the players have a good time. nobody
loses.

6. BEGINNING THE
ADVENTURE

First of all. ask your players whether
they want to use the player characters
provided in the adventure scenario or
their own characters. Remove the
pages of plaver character cards in the
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center of this booklet. and allow cach
plaver to choose which (if any) char-
acter he or she wants to play.

If vour plavers want to play one of
their own characters. you might want
to read them the list of skills that will
be useful in the scenario, so if they
want to spend any IPs they have
remaining from previous adventures
on a skill. theyvll know which ones
will be parucutarly helptul.

When the plavers have chosen
their characters, you are ready to
begin the adventure. Start with the
following brieting. Notice that the
passage  that  follows 1s boxed:
remember. that means vou read it to
the plavers.

You have been called together at
the SAV.E headquarters nearest
vour community. where you receive
a packet of information in a large
manila envelope.

Inside the envelope are several
documents: a brief note from a
Doctor Jose S. Guevara at the
University of Mexico. part of a
report filed with SANVE. Central
Archives concerning Guevara's
expedition to southern Mexico in
1959, and copy of what appears to
be a rather old journal entry or
letter.

In addition to these maternals.
vou find a plane ticket for cach of
vou on a direct tlight to Mexico
City.

Now cut out the last page of this
seenario and hand it to the players.
After they have read it(and discussed
i1 they wish)., begin A Trip to
Tabasco™ on the next page.



II. A TRIP TO TABASCO

After arriving in Mexico City, the
characters are called upon to attend a
briefing in the office of Dr. Jose S.
Guevara on the University of Mexico
campus,

The characters are ushered into the
office by a Spanish speaking secre-
tary, who asks them to please be
seated.

beinvaluable both to meandto the
people of Mexico.

Would that I could join you on
this important mission! But since
those horrifying days in Chilpan-
cingo, my health has failed rap-
idly. My heart would never survive
another trip into those forbidden
jungles.”

The most striking feature of this
room is the large library of books
on the shelves of the west wall.
Titles in Spanish, English. French.
and some other languages reveal
the professor’s wide knowlege of
Mexican Anthropology.

A few Indian artifacts from past
civilizations are scattered through
the rows of books and on the desk
in front of you.

Four opened volumes on the desk
deal with the Olmec Indians, one
book is a travel guide to Southastern
Mexico. and on the cover of one book
is a drawing of a stick figure holding
an arc over his head.

On the eastern wall, by a door,
hang a number of photographs
depicting various ruins in the
Mexican countryside.

Suddenly the door opens and in
walks a neatly dressed man. He is
short and slightly overweight. He
extends a hand to all of you and
greets everyone softly.

“Buenos dias. Please be seated.
My name is Jose Guevara.”

Guevara motions for the charaters to
be seated. He will continue. in a very
business-like manner:

“Thank you for arriving so quickly.
I presume you have read the
account [ filed with SAV.E. Cen-
tral Archives in 1959? We seek your
aid because it seems as though the
nightmare is not over: I have heard
rumors that something similar is
going on in the Mexican states of
Tabasco and Veracruz to the south-
east. I don’t wish to speculate, but
the proof of such beings tied to the
ancient historical findings would

The report Guevara mailed to the
characters relates all that he knows of
the werejaguars and his own exper-
ience. He will explain to the char-
acters that S.A.V.E. will provide them
with the standard equipment for the
expedition, including a short-wave
two-way radio (and an operator/con-
tact in Mexico City). the standard
equipment pack, tents, a supply of
snakebite anti-venom, and two jeeps
to transport the characters and their
equipment to Tabasco. The radio
weighs over 80 pounds, and whoever
carries itwill have to setit down when
doing things that require a great deal
of Agility (such as melee combat).
S.A.V.E.is glad to supply any weapon
in which a character has a skill. A
translator-guide named Domingo
Cruz will be expecting the characters
at the Hotel Las Brisas in Veracruz.
Cruz speaks Spanish, Nahuatl. and
six Maya dialects. Cruz is the best
that could be found under the circum-
stances: according to Guevara. find-
ing a translator that speaks so many
Indian dialects. and then expecting
English on top of the native Spanish
would be asking too much. (Remem-
ber, however, to give Cruz the optional
English skill if no player character
speaks Spanish!) Cruz is not a mem-
ber of S.A.V.E. but has been told to
wear an indalo pin on his straw hat.

The party is to leave the Hotel
Maria del Carmen at 7:00 the next
morning on the drive to Veracruz.
They are to spend the night in
Veracruz and meet Cruz in the Hotel
Las Brisas parking lot.

THE NEXT MORNING

The Mexico City sky seems gray
and polluted, making forecasts of
the day’s weather almost imposs-
ible. After eating a hearty breakfast
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in the hotel restaurant, you make
your way to the underground park-
ing garage of the hotel to find your
jeeps.

You fight the heavy traffic of Mex-
ico City and head east toward the
twin volcanos near the city of
Puebla.

Leaving the huge capital city
behind. the jeeps begin to climb
mountain ridges. The sun begins
to show itself and the day turns
warm and pleasant.

The party travels toward Puebla,
where the road begins to descend into
warmer. more tropical areas. After an
casy drive the characters reach the
major portcity of Veracruz. The party
will have to stop 1d10 times to ask
directions to the Hotel Las Brisas.
There is a seven percent chance that
any Mexican stopped and asked will
speak English. Otherwise all direc-
tions must be asked for and given in
Spanish.

No matter how many times the
characters stop for directions. the last
stop takes place two blocks from the
hotel. The person stopped to give the
party directions is Domingo Cruz.

Cruz readily recognizes the party
butdecides to have alittle fun. He has
pinned his indalo to the underside of
his hat brim, away from the view of
the characters. He says he will gladly
lead the characters to the Hotel in
exchange for five dollars. American.
If and when the characters agree that
this man should lead them to the
hotel. Cruz climbs on the jeep and
asks for the money up front. Cruz is
willing to haggle or negotiate some
settlement to his advantage.

After arrangements are made. Dom-
ingo leads the characters to their
intended destination. When the jeep
pulls into the parking lot. Cruz asks,
“"Maybe I can keep an eye on your
vehicles?”

Whatever the party decides. Dom-
ingo now laughs and introduces him-
self. "As was agreed. we meet in the
parking lot.” he states. Domingo will
also volunteer all of the money back
for his “service.”

Cruz explains to the party that the
restof the trip consists of a short drive



southward down a coastal highway. a
short jaunt on back roads. and then
leaving the vehicles atChomil a small

town in the state of Tabasco. Most ot

the area is dense rain forest. Few
people live in the remote countryside:
virtually all of the people are Indian.,
few of whom speak Spanish. 1t 1s a
forgotten land that gave birth to the
Olmeces—the tribe that spawned the
later and better known Mayvas to the
south. and the Toltees and Aztees to
the north and west. But when the
Aztees. Toltees. and Mavas tlour-
ished. this arca of Mexico was left
alone. The Mavas did move toward
this arca. but they suddenly lett their
citics and religious centers for no
known reason. Today there is still no
clue as to why the Mava fled to the
jungle. Others simply avoided this
arca altogether. The Aztecs. Toltees.
the Spaniards, and even the modern
Mexican Government have never
seen a reason to disturb the quiet
Indian villages hidden in this lush
rain forest,

As for the rumors of werejaguars
and the like. Cruz believes only that
the Indians have very old and absurd
superstiions.

Otherwise, he looks forward to the
trip. as the tropical forest is isolated
from civilization and ditterent from
anvplace else 1in Mexico.

LEAVING THE KNOWN
WORLD BEHIND

Oncofthe firstthings vou notice as
vou look around the streets of
Veracruz is that the people dress
noticeably ditferent from those in
Mexico City: the men wear white
“pajama stvle” tops and pants.
straw hats and sandals. brightly
colored kerchiets. The women wear
light blouses and long white skirts:
some wrap multicolored “rebozos”
or shawls around their heads or
over their shoulder to carry voung
habies on their backs while thev
walk.

Less and less of the people vou
meet speak Spunish—more and
more speak Nahuatl, or strange
Indian languages you have never
heard betore. As vou leave the city

in your jeeps. vou find yourself
travelling into a country within a
country. a world removed trom the
“modern” world vou know.

The party drives on highway until
around noon, when they arrive at the
town of La Chalita. Here they will
turn southwest on rough dirt roads.

After three bumpy hours on the
back roads. the characters arrive at
the small town of Chomil.

The town is dirt poor. The only
nondwelling is the cantina. There is
no motel. restaraunt. telephone. tele-
vision. radio, clectricity. or running
water.

Cruz hops out of the jeep and begins
1o speak to a local in Nahuatl. Any-
one in the party who speaks Nahuatl
will know that Domingo is negotiat-
ing to have the jeeps kept while the
characters go into the surrounding

jungle on foot.

The only person in this town who
speaks Spanishisthe bartenderin the
one and only cantina. The rest of the
townspeople speak a form of Nahuatl
and a few Spamish words. Am
attempted communication in Span-
ish with the locals requires a moditier
of -50 1o the specitic skill check tor
Contemporary Language. Spanish.

Despite the language problems. the
villagers are very friendlyv. almost
naive and childlike. They will invite
the party into the cantina for a not so
very cold drink or two.

This is the last night the characters
can spend with a road back to civ-
ilization. Theyv mav spend the night
as they please: resting in camp tor
tomorrow’s journcey. soctalizing 1in
the cantina, orexploring the arca and
talking to the citizens of this outpost
town.(Villagers have no information.
and react as standard NPCs)

During the night any character
who is on watch (or awake for any

other reason) will hear the sounds of

the jungle. The noises will always
sound threatening. but the party will
never bein danger. Roll tdi0once tor
midnight and once again for about
300 am. The resulting noises are
listed below:

1= No noise.

2= No noisc.

3= No noisc.
4= A monkey
sereams,
5= A deep grunting noise. like
thut of a large boar. nses from the
dark just bevond the edge of the camp-
fire hght
6= A parrot squawks loudly and
the flutter of racing wings shoots over
the campsite
7= The vines and bushes rustle
loudlv. as though something awk-
ward is staggering through them.
8= An object. such as a coconut.
tree limb, or a vine. falls bouncing
sereral times against other lmbs and
vines betore it hits the ground with a
thud.
9= A largce. catlike creature snarls
loudlv. somewhere close to where the
party 1s sleeping.
10—~ A Targe catlike creature snarls
as it attacks something deeper in the
jungle. The entire jungle seems 1o
awaken uas parrots and monkeys
scream. birds {ill the air and the
branches, and leaves rustle everywhere.

chatters  and

No matter how tarand long the char-
acters look to 1ind the origin of these
noises. they don't find the animals,
This table can and should be used
more often than twice a mght if vou
feel that the atmosphere created s
searing vour plavers. Roll on this
tuble eveny night that the characters
spend in the jungle trom this point
forward in the adventure.

EXPLORATION BEGINS

The characters are awakened at sun-
rise and given a breaktastot " menudo.”
a4 mexican tripe soup loaded with hot
spices. After they finish. or turn it
down. the march begins.

Domingo Cruyz cxplains to the
party that he expects @ journey off
about three davs on toot depending
on the density of the rain forest and
the weather. betore they can contact
any of the nomadic Indians that
might lead them to their goal

After the party has been walking
tor a while. read the following

passige:

After yvou have been in the rain
forest for a whie. the sights become



more and more the same. The
vines and undergrowth tangle the
forest floor in all directions. The
noises are the same: the same
squawks. the same chattering, the
same silences. The trees overhead
are so thick that it is hard to know
whether the day is bright and
sunny. or overcast and gray.
From time to time, birds such as
bright green conures or spec-
tacular quetzals flash through the
low branches. Above the dodging
birds, monkeys screech and quar-
rel atyou as you trudge through the
forest. But you spend a lot of time
standing. waiting for someone to
clear the way in front of you.

Let the characters decide what time
they wish to camp for the night
Remind them that it gets dark sooner
in the rain forest because of the thick
wilderness.

Between natural clearings and
using their machetes. the party will be
able to find a place to camp when
they decide to call it a day. Pitching
tents and mosquito netting is a simple
task after the day's trek through the
jungle.

A RUDE AWAKENING

Let the characters sleep normally as
they did in the village and roll twice
for nightime noises. But this time.
before the characters wake up in the
morning. choose one player char-
acter randomly. and read the follow-
ing to him or her in private:

You awake and feel a weight on
your chest that in your waking
confusion does notseem as though
it should be there.

As you start to look down to sec
what is in your sleeping bag with
you. you feel the thing jerk. as if
snapping to attention.

In the bottom line of your vision
you see something against the
glow of the campfire. It looks as
though a hand or limb is raised
inside your sleeping bag. absol-
utely still. After a few seconds. you
feel it slowly settle, as though

someone were coiling a rope on

yourchest. You are afraid to speak.
Slowly, dryly, something flutters
on your chest.

What do you do?

The weight on the character’s chest is
a Fer-de-Lance, a highly poisonous
pit viper found in this region.

Fer-de-lance

STR 2(30) PCN 4 (60)
DEX NA STA 2 (30)
AGL 4(60) EWS NA
WPR 1 (13) FEAR 4

PER NA ATT  1/45%*

*bite injects Strength 9 poison
Movement: L 90° A NA W NA’

1Ps: 50

As s the case for all snakes. this cold-
blooded creature needs to find
warmth to maintain its own body
temperature. A human body in the
night is the perfect place to coil up
and keep warm.

If the character attempts to move.
yell. speak. or make any motion. the
snake makes one automatic bite. If
the character tries to scramble out of
the sleeping bag, he or she can do so
in one round, but a fer-de-lance.
which can bite twice in a single round.
would strike the character twice auto-
matically before he or she escapes.

The best action for the character to
take is no action at all: he or she should
wait for the others to wake up and
help. If the character does stay still in
the sleeping bag. read the following.
again in private. to him or her:

Aslong as you remain motionless.
the snake does too. It is dark. and
you have no idea what time it is.
You might have to stay still for six
hours without falling asleep or
moving a muscle. Perhaps even
your heartbeat would be enough
sound, enough movement. to send
the snake into a vicious attack.
The snake may be facing your
legs; it may be facing your throat.
Darkness lies all around you. Only
a few feet away, you hear your
companions snoring peacefully.
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The sun rises in an hour, and the
other characters awaken. When they
getup they will see that one of them is
clearly awake. but not moving. If the
character beneath the coiled snake
says anything or calls out, he or she
will be bitten.

Players who state that their char-
acters are looking for something
wrong, and then make a successful
general Perception check. will notice
the slight hump above the character’s
chest in the sleeping bag. There is no
possible way to determine what is in
the sleeping bag on the character’s
chest except by a lucky guess.

If the character's companions
attempt to uncover or remove the
snake. the fer-de-lance will attack one
of them instead of the character on
whom it rests.

If nothing is done. the snake will
eventually leave at about 9:00 a.m..
when the sunlight becomes more
attractive than the warm dark recesses
of a sleeping bag.

I KNOW A PLACE...

After the ordeal with the snake. the
party is free to continue. Domingo
states that today is the last day to be
spent in familiar territory. He knows
a place where the group can stay
tonight if they make reasonable time.
He calls the place Cueva de Dom-
ingo. or simply Domingo’s Cave. Of
course. he is quick to point out the
fact that he named the cave after
himself. Cruz laughs as he admits the
find doesn’t rank with Columbus
discovering America, or Balboa dis-
covering the Pacific Ocean. He is
content. however. to have left his name
in history. even if the history is his
own. He spent many a night there in
the past and is excited at the thought
of returning after several years.

“The last time [ was there. I left two
litres of "vino." By now it should be
very. very good!” Domingo exclaims
from time to time.

The day's travel seems the same as
the day before. It almost seems as
though the party is going in circles.
Read the following:



By 5:00 p.m. you climb up the side
of a jungle-covered gorge. After
hacking a few times with his mach-
ete. Domingo asks vou to back-
track and try again. He scems
confused.

Again, you plunge into the vine-
infested gorge. Domingo ahecad of
vou. Again he halts. turns. and
asks vou to backtrack.

The third time. in the midst of
branches and undergrowth. the
guide shouts with joy.

Before you is an oval opening
into the mountainside. The entrance
1s short but very wide. bordered on
all sides by ferns. vines. and fallen
tree trunks.

Inside you find that the cave is
cool and damp. Domingo startsup
a fire. which illuminates the walls.
An inscription on one wall reads
in Spanish: "Mr. Domingo Cruz.
July 20. 1960. Private property. no
trespassing.” Cruz shrugs and says.
“Of course. I would not know if
anvone was in my cave while I was
away.”

With a smile. he goes to the side
of the cave and moves some rocks
to uncover tour bottles of wine. As
he promised. the wine is here and
still very good.

The party is free to do as they please
for the rest of the evening. At about
midnight a great tflapping awakens
the characters. The noise seems o
emanate from the back of the
unexplored cave.

In 1d10 rounds the room where the
characters are located fills with 30
swirling bats. It the characters stay
low, the bats probably will not attack
(05% chance per character, per
round).

Characters who try to stand up
increase their chances of being
attacked (20% chance per standing
character. per round). Only one bat
per round may bump into and attack
a character.

The bats are Central American
Vampire Bats. somewhat common in
this area.

Bat

STR [ (1% PCN 1(15)
DEX NA STA 1 (15)
AGL 3(45) EWS NA
WPR 1 (15) FEAR 4

PER NA ATT  1/30%*
*see text below

Movement: L 5 A 1000 W NA

The bats” intentions are not to attack
the party. but rather to go out and
attack animals in the arca. These
creatures swirl about like this eveny
night before feeding and will become
confused by a character suddenly
standing in their midst.

The bite of these bats causes at
most a light wound. but the animals
can suck blood. as the characters
discover if they are bitten. After a
successful attack by one of these bats,

roll a general Agility check to see if

the animal can drink the blood of the
character.

After it makes a successful Agility
check. the bat must cling to the
defender for 1 minute (12 rounds) to
drain one STA point of blood: if the
bat is struck during this time. there is
no additional STA loss from the blood
drain. As explained in the Horrors

from the Unknown booklet, there 1s a

chance of a character’s contracting a
disease from a bat bite. If this hap-
pens. check PART 1V of the Adven-
tures into the Unknown Campaign

Booklet to determine the results of

disease.
The bats continue to swirl around

the room in a clockwise motion for

2d10 rounds. until they leave through
the cave opening. The creatures will
return. one at a time, at about 5:00 a.m.
They will not attack the party mem-
bers upon returning. The last strag-
gler will return just before sunrise.

A POOR MAN’S BURIAL

Domingo apologizes for the troubles

of the night before and tries to make

amends by cooking breakfast.
Hoping that he is back in the good
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graces of the company, Cruz reminds
evervone that within an hour orso of
travel. they will be in territory known
only to the local Indians.

The morning passes much the same
as the other days have: no clues.
information, or anything else that
caused SAV.E. 10 send the char-
acters here. About mid-afternoon in
the game dav. read the following
passage:

As vou hack your way through the
thick tropical forest. Domingo.
whois in tront of the party. lets out
a shrick and jumps back trembling

Asvouwork vourwayvforwardto
see what the disturbance 1s about.
youreyes focus on a moldy tattered
shirt. torn in several spots. Then
vou realize thatthe thinginside the
shirt is a badly decomposed human
corpse. The straw hat is knocked
back as though it hangs trom the
back of the dead man’s head. The
skull. whitening beneath the scraps
of rotten tlesh. maintains a mock-
ing grin.

Anyone who tries to scarch the dead
man for clues as towho he wasor how
he met his end succeeds only in
scattering away various bugs and
other carrion eaters that thrive in the

Jungle.

There is no way to tell how long this
man has been dead or exactly what
killed him. The body secems intact.
and even to a character with medical
skills. there are no signs of wounds or
broken bones.

This is simply a poor Indian who
became ill and died in the jungle.
There is no identification on the body.
and only a silver ring crudely shaped
into what appears to be the form of a
bat.

Cruz has yet to regain his wits and
begins to cry. repeating in Spanish
that he doesn’'t want to die like that.
A drink and a change of scenery will
cause the man to regain  his
composure.

The party may continue on their jour-
ney: they have no problem finding a
place to camp tonight.



A WORRIED PEOPLE

The next day brings another almost
full day of travel. Near the end of the
game day. read the following:

Late in the afternoon the thick.
humid smell of the jungle is cut by
the odor of burning wood. A cloud
of smoke floats in the air ahead.
Domingo motions for you to be
still. and everyone listens intently.

Off in the distance the laughter
of small children rises, along with
the occasional yap of a dog. From
a slightly different direction, but
still ahead. the sound of a sledge-
hammer rings.

The party is close to the unmapped
village of Chocoloco, a settlement of
Nahuatl-speaking Indians. Not a soul
in the village can speak Spanish.
which meansthatall communication
must be made through a translator.
Domingo is totally fluent in the lang-
uage and his translations are fully
accurate,

The Indians of Chocoloco are dir-
ectly descended from the Olmecs.
They have wandered through the rain
forest for centuries trying to avoid
“civilization.” In the process. these
Omechel Indians. as they call them-
selves, stumbled onto an ancient
enemy,

Various members of the Omechel
have been attacked and carried off by
the Macatec. a Chol-speaking clan to
the south. The Omechels and Mac-
atec have been at odds for long cen-
turies. and now a group of Macatec
has settled near the outskirts of
Omechel territory. The Macatec pres-
ence is the only probable explanation
for the missing members of the
Omechel clan.

From the time that the Macatec
were spotted to the south, the Ome-
chel have been on guard. While they
are not hostile to strangers. they are
extremely reserved and are not about
to show any signs of friendship.

The party cannot avoid the Ome-
chel village. unless they turn around.
go back to Chomil, and give up the
mission. Whether they move toward
Chocoloco or try to sneak around the
town. read the following:

Player Characters
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As you hack through the under-
growth with your machetes, the
sounds get closer.

Suddenly. eight Indians drop
down from the trees above. Their
machetes are drawn.

One of the Indians shouts at you
in a harsh language, and Cruz tells
you to stop. Domingo begins a con-
versation in a language that sounds
much like that spoken back in
Chomil. Afterwards, Cruz tells you
to throw down your weapons.
follow the Indians, and don’t make
any trouble.

The Indians intend to keep the party
under some sort of “house arrest™
they have never seen outsiders. and
dont know whether to trust these
strange people.

Each Indian is a standard NPC—
all ability scores are 50; each has
Teacher rank Machete skill (80 skill
score).

The Omechels are prepared to fight
to the death against any attack, for
they are protecting their wives and
children. If the party causes any com-
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motion, reinforcements of 20 more
men will come from the village in
1d10 rounds. Gunfire will cause the
Indians to retreat into the jungle. and
characters who fire at the Indians will
find the village abandoned if they
enter it.

Those who decide to go along with
the Indians’ wishes will be moved
some 50 feet to the right onto a well-
used path. then led directly into the
village. Their weapons and radio will
be taken. Read the following passage
if the characters choose to follow the
Indians.

As they pick up your weapons and
radio. the Indians do not speak.
and actually look quite nervous.
Then one of the men leads the
party and one man walks behind
each of you.

Close by you hear a yell; the
leader of the Indians whistles a
bird call back. The exchange of
noises creates a ruckus in what
obviously must be a village in front
of you.

Soon the trees spead into an
opening that contains 14 circular
stucco huts, each with a thatched
roof. A number of small open fires
burn in the center area of the
village.

Asyou enter the village. a group
of men, women and children gath-
er around. staring, laughing. and
pointing.

All Omechel men are normal NPCs
with Basic Ability scores of 50 and
Teacher rank Machete skill (80 skill
score). There are 28 men in the vil-
lage. Boys have Basic Ability scores
of 40 and Student rank Machete skill
(55 skill scores). There are 12 boys in
the village. The 32 women have scores
similar to the men but do not fight
with machetes. Instead they fight with
clubs as in unskilled melee combat.

The party is led to the northern-
most hut, from which a man emerges.
Heis notdressed any differently from
the other villagers. but he mutters
some commands and asks a question
of the Indian wholed the party to this
village. The party’'s weapons and
radio are taken to the hut marked on



the village map.

The old man. one of the village
elders. immediately recognizes Cruz
as the translator and asks some
questions. Cruz will in turn ask the
questions of the player characters
and repeat their answers to the village
elder. The questions are:

1. Where do vou come from?
2. What do vou want here?
3. Do you speak Chol?

If the party tells the truth. their ans-
wer to the first question is impossible
for the Indian to understand. He and
all of the others look at the party as
though they are quite puzzled and
disturbed by any cxplanation that
resembles the truth.

In regard to the second question.
the Indians appear very intent if the
party talks about werejaguars. If the
party says thev are searching for the
werejaguars. the clder will want to
know why or to what ¢nds. It the
intent is only to obtain information.
the Indians look very disturbed. On
the other hand. it the intent is to
destroy the creatures, the Omechel
nod approvingly.

11 nobody speaks Chol. the captors
again nod approvingly.

If any character in the party speaks
Chol. the Indians show outrage and
approach the Chol speaker in a hos-
tile tashion. Cruz does not speak Chol.

The Chol speaker, if there is any. is
separated from the rest of the party.
ticd up. and thrown into a nearby hut.
11 the character is not released by the
party within 24 hours. he orsheis tied
10 a tree close to the village and feft to
starve, be caten by bugs. or both.

The characters are watched all of

the time. evervwhere they go. They
are not allowed to leave the village
unless accompanied by a native.
They cannot enter any of the build-
ings. The characters are free to cat
their own food and speak with cach
other. Anv who trv to escape through
the jungle will be caught: if the party
tries to escape back to Chomil. they
must abandon their mission. In fact.
the only hope for escape is to follow
the trail south: if the party can avoid
the Indians until after the rainstorm.

they are safe. As mentioned before,
gunfire causes the Indians to retreat
and hide in the jungle.

After 72 hours have passed. the
village elder calls the characters to a
council of elders. Again. the char-
acters are asked the same questions
as before. If the answers are the same.
the head of the council allows each
member of the party to ask questions
(through Cruz) about werejaguars.

Unfortunately for the party, the
information that the Indians have is
not very accurate. The information

provided below is an account of

everything these Indians know (or
think thev know) that may be of use to
the party. The Indians answer ques-
tions based only on this information.
Ifthe answer to a character’s question
is not contained in the text below. the
council answers only.”l don’t know.”

The Omechel’s Account

Itwas in the beginning of time, before
the corn of the north, or the many
colored birds to the south. that the
great ones came together and created
man.

In order for man to live. he needed
a balance to keep the universe from
tipping and spilling all it contains.
The earth is balanced by the stars: for
the sun there is the moon. for light
there is darkness. Everything has a
purpose and an opposite.

When the great ones created man.
they nceded 1o find a balance. They
thought long on the problem. and the
universe began to tip. The stars
started to move in the sky. the waters
began to rise from the rivers. the earth
began to rumble and shake.

The great ones had to make up
their minds quickly. for the universe
was about to spillits contents. But the
great ones could not decide whether
to make another man-creature of a
strange language. or a giant evil cat.
They argued and fought until the
universe was about to tip over when
they realized thata compromise must
take place in order to save their cre-
ations.

The compromise was a great evil

creature to balance the goodness of

the Omechel. The creature would
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appear as the Omechel by day. and
the great ocelot! by night.

As the Omechel is intelligent. the
ocelotl is not. The evil creatures seck
to destroy the Omechel. not realizing
that the universe tips every time the
creature kills one of ours. Sometimes
the rain pours, sometimes the carth
moves. sometimes the sun loses its
light. But the universe goes out of
balance until a great one restores it to
its proper order.

The Omechel must always beware.
for the ocelotl strikes at any moment,
Again. in our time. the ocelotl lurks
among us. We know that the crea-
tures prowl nearby. They have taken
11 of our own in the last 30 days. We
fear for the balance of the universe.

They camp in a small village 5 days
to the south of here. We keep guards
posted so that they will not take us by
surprise. If vou wish to travel south
and destroy these creatures. perhaps
vou can keep the universe from tip-
ping over. Machetes are strong. but
the shiny carth is stronger.

You from the strange far places
should stay and study these things.

Surely when you return to wherever
you came from, you will be looked up
as great wisemen.

A character who has Legend/Lore
skill may learn the following from
this account

L = The Omechel have indeed
SCCN Werejaguars.

M = Information in the "L7 result.
and the following: the 11 Omechel
who are missing were indeed taken by
WCTC]dguars.

H = Information in the "L" and
“M™ results. plus the fact that the
werejaguars do live to the south.

C = Information in all three
results. plus the tact that the “shiny
carth™ supposedly  deadly 1o the
creatures is obsidian,

SPOTS BEFORE YOUR EYES

After the session with the council. the
characters are free toleave the village.
The Omechel show the party a path
leading south to the territory of the
Macatec. The characters” weapons



are returned in good condition.
When the party decides to move on
southward. they pick up a trail lead-
ingoutof'the village. The result is that
travel moves along at ormal walking
rate. no longer subject to the delays
caused by hacking through the under-
brush with machetes and walking in
single file. Characters may move com-
fortably along the path two abreast:
the width of the path also allows them
room for any necessary combat.

After you have been out of the
village for three hours, you hear a
distant rumble of thunder begin. A
storm is headed your way. The air
feels heavy and the once noisy rain
forest is now silent.

Domingo mutters to himself
and then says that despite the
oncoming storm. the party should
press on. “You remember how the
Omechel mistrusted us? I'm not
sure | want to be around for them
to blame this one on us. Just keep
on moving!”

Suddenly the rain rushes toward
you like a moving waterfall. The
entire party is soaked in the chilly
downpour.

Domingo yells back to you.
“Come on. let's keep moving!”

The storm continues for about two
hours. after which the air feels clean
and fresh. The sun breaks through
and the clouds disappear.

The path is wet and slippery. but it
has been used enough so that it is not
muddy. If any characters step off to
the side of the path. they will quickly
sink past their knees in mud and
weeds.

The players can decide when they
want the characters to set up camp.
Roll for nighttime jungle noises at
least four times through this night.

The next morning the characters
may start as before. The morning
looks promising and the air is clear
from the previous day’s rain storm.

After the party has travelled for
about an hour. read the following:

Itis about midmorning. You walk
along the path. which appears to
be less and less worn as you travel

southward.

Suddenly, about 15 yards into
the jungle undergrowth on the
right, you see a patch of yellow and
black dart among the green leaves.

Then the leaves part. Five human
forms. clad in loosely fitting jaguar
skins, stagger from the bushes and
walk slowly toward you. their

hands extended outward.

These creatures are animated dead
zombies dressed in jaguar skins. not
the werejaguars the characters are look-
ing for. If the characters believe that
the animated dead zombies are were-
jaguars, do not tell them otherwise!

Zombies (5)

STR 5(79) PCN 1(1%
DEX 2 (30) STA 5(75
AGL 2(30) EWS NA
WPR NA FEAR 5

PER NA ATT  1/53%
Movement: L 45 A NA W |0

IPS: 500 each

As the zombies approach the char-
acters, read the following:

The creatures stumble toward you.
roaring in a dry. breathless rasp.
Their hands or claws grope
through the air. as if something
terrible is just beyond their reach.
Occasionally, one clawed arm
reaches back to one side. then
swipes wildly as if it were trying to
rake the thick jungle air.
Theblurred eyes of the creatures
look beyond you. staring into the

dark heart of the jungle.

If the players indicate that they
believe the creatures are zombies.
they make fear checks against a
zombie's fear column. If they do not
recognize that the creatures are zom-
bies. they check on column 7 as
though the creatures were werejaguars.
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Characters who fail their fear check
flee back up the path. Domingo Cruz
automatically fails his fear check and
takes off running down the path.
screaming in Spanish until he regains
his wits in the next round.

Meanwhile. the jaguar zombies
attack. using the jaguar claws affixed
to the ends of their hands. The zom-
bies fight as in armed melee.

The jaguar zombies continue to
fight until they kill or chase away the
party. or are themselves destroyed.

These undead creatures are being
controlled by a “high priest” who is
nearby but hidden from sight. There
is no chance to spot the “priest”
because he is in fact the ghoul des-
cribed in encounter area 4 of the
Macatec Village map. If the party
memberwhoiscarryingthe radio sets
it down to join the combat. the ghoul
will immediately destroy the ma-
chine by using the Lightning Call dis-
cipline to burn its tubes and wiring
beyond repair. After 3 minutes of
Animation of the Dead. he will Teleport
back to his dwelling. A character who
successfully senses Unknown. then
makes a general Perception check.
sees a flash of red eyes before the
ghoul Teleports.

Even though Cruz will be able to
joinintothe battle after one round. he
stands back and watches from a safe
distance. Should the characters per-
ish in this encounter. Cruz will escape
back to civilization and warn SAV.E.
about the vicious werejaguars that
“he fended off at the sad loss of all his
comrades.”

If the party destroys the jaguar zom-
bies. and later confronts Cruz for his
lack of bravery. he says his actions
were a “strategic move™: “If the were-
Jjaguars had captured you. you would
have needed somebody who knows
how to get out of here to go for help
and to warn Dr. Guevara.”

The jaguar zombies themselves lie
still and rotting in the jungle. They
carry nothing valuable or helpful to
the party. The creatures are simply
Indian corpses that somehow moved
to attack.



ITII. INTO THE LAND OF THE MACATEC-

Background

The next morning. the party comes to
the edge of the Macatec territory. The
Macatee  Indians are the “Chol

Speakers™ that the Omechel spoke of

in the last Indian village. But these
Indians are not ncarly the evil crea-
tures that the Omechel made them
out to be. In fact. they are far more
outgoing and friendly to the party
than the Omechel.

Domingo Cruz does not speak
Chol. Therefore he cannot under-
stand any of the conversations of the
Macatee and. of course. cannot con-
verse with any of them. Probably. no
plaver character will understand the
language. ecither.

Only one Indian in the village,
“Chumo.” can speak even a Iittle

Spanish. He 1s the only means of

translation for the party. and his trans-
lations  are not alwayvs accurate.
Because of the Macatece custom that
all business with outsiders takes place
through the consent of the village
elders. Chumo will not immediately
volunteer to step forward and trans-
late for the party.

The party’s communication prob-
lems are even worse than they realize.
If their radio was not destroyed in the
struggle with the zombies. they will
discover that the tropical downpour
did the job anyway: the radio 1s water-
logged and rotted past use. On the
first occasion when they try to use the
radio after they enter the Macatec
village. let them try. buttell them that
the machine is completely dead. Tt s
past repair. even tor a character highly
skilled in Mechanics.

The village 1s made up of the same
stucco, thatched roof dwellings that
the characters have seen before.

Macatec dress is basically the same
as that of other Indians in the area.
but without hats or sandals. Weap-
onry consists of machetes, bows, dag-
gers, clubs. and slings.

The biggest difference between
these Indians and all of the others
that the characters might have met is
that the Macatec have learned the an
of shrinking severed human heads.

This ritual is done only to known
enemies (such as the Omechels to the

The history of these hideous priests
has led to an unfortunate situation: a
ghoul has been able to establish
itself as the “high priest” of the Mac-
Indians. When the creature
appeared 1n the village. his physical
appearance led the innocent Indians
to believe thatitwas once of the priests
spoken of in their history. Now he
y remains nearby, senving the Lord of
Twilight and keeping alive the war
between the Omechel and the Mac-
atee,

The ghoul dwells in a temple built
atop a small pyramid ruin close to the
Macatee village. From this place he
voes about his treacheny. unnoticed
by the villagers. The ghoul kills: cap-
tures. and cats human victims, then
takes whatever remains are lett to the
border between the Omechel and the
Macatee. Sincee the body parts appear
from the south on the border. the
Omechel assume that the Macatee
are responsible for the deaths of their
relatives (the shrunken heads taken
by the Muacatece do little to change the
minds of the Omechel').

atee

north). Otherwise the Macatece are
extremely friendly. trusting. and help-
ful to strangers.

These Indians are at war with the
Omechel: thev have killed many a
wandering Indian from the north and
put his head on display. The Mac-
atecs have losta large number ot their
people to the Omechel. and to the real
werejaguars. The Macatecs are not
sure why the Omechel have attacked
them. butitis clear thatif they do not
defend themselves. the Omechel will
slaughter them. Nor do the Macatecs
know where the werejaguars come
tfrom. They believe the creatures
dwell somewhere in the southern
sacred lands. but they are not sure.

Another twist to the strange life in
the village 1s the high priest of the
Macatecs. It was the custom of the old
Indian pnests to mutilate their own
bodies. These men were totally repul-
sive by western standards: ears. eves.
noses. limbs, and skin were burned.
stretched. pounded. and scarred.
Hair was never washed. except with
blood. which was left to cake and mat
in uncombed tangles.
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On the other hand. the Macatees
believe that the body parts are some
hideous sign placed at the border by
the Omechel to keep out trespassers.

Mecanwhile, the wercjaguars are
free to roam the rain forest. claiming
victims while cach side blames the
other for the deaths.

Because the ghoul 1s considered a
“holy man.” he cannot be visited.
except by invitation. Every day at
sunup a villager goes out to the tem-
ple to deliver candles. The same vil-
lager returns around noon with any
messages or proclamations by the
“high priest.” The villagers will only
refer to their “high priest” when the
messenger returns or goes out to the
temple. The Indians speak of him only
as “high priest” because they have no
idea that the ghoul is not human.

Allow the characters to do their
own detective work. Give them only
the clues provided in this adventure
scenario and let them draw theirown
conclusions. whether theyvare rightor
wrong.

Remember that the Macatec Indians
want to be helpful and friendly to the
characters. Their problem is they



BASIC ABILITIES BASIC ABILITIES
Strength 56 Perception 62 Strength 50 Perception 68
Dexterity 54 Willpower 52 Dexterity 48 Willpower 52
Agility 56 Luck 50 Agility 56 Luck 50
Personality S0 Stamina 54 Personality 54 Stamina 60
Unskilled Sense Unskilled Sense
Melee 56 Unknown 12 Melee 53 Unknown 13
SKILLS SKILLS
Name Rank  Score Name Rank  Score
Anthropology/ Medicine Master 111
Archaeology Master 112 Dagger/Knife Teacher 68
Art Criticism Teacher 87 Legend/Lore Student 75
Martial Arts Teacher 85
Legend/Lore Student 72 DISCIPLINES

Name Base Chance

Restore Stamina 59

Jacques LeChance Dr. Pandit Ry =

BASIC ABILITIES BASIC ABILITIES
Strength 52 Perception 60 Strength 48 Perception 62
Dexterity 60 Willpower 54 Dexterity 58 Willpower 54
Agility 48 Luck 50 Agility 50 Luck 60
Personality 56 Stamina 52 Personality 56 Stamina 58
Unskilled Sense Unskilled Sense
Melee 50 Unknown 12 Melee 49 Unknown 12
SKILLS SKILLS
Name Rank  Score Name Rank  Score
Thrown Weapon: Photography Master 115
Dagger/Knife Master 115 Geography Teacher 88
Mechanics Teacher 90 Rifle/Shotgun Teacher 88
Machete Student 65

DISCIPLINES
DISCIPLINES Name Base Chance
Name Base Chance

Restore Willpower 55
Sense Emotions 58

Linda Cloud — | RUth McTavish S




soyn

SIIOC] UISUOISIAN Y1 JO AIDA0DSIP [RIUIPIIIL 1Y BUIMO[[O) T A'V'S

UMM IORIUOD UL DWRD JSI DUS DINNRM[IA UT 12dunouur oipul
2 S SYIOM PUR "TT IR SUDI| SUJISRIPROIQ 101 PIAIdIAL BpUI]

JOMOIY) dJ1UY B SE AJIge

10UE 1oy pase(dsip 1o 12y jo ued S[[d(Q UISUOISIA UL 12UTRLIUD

UPR SR pINIom JUS SUIIY AJY U] CA[IWE] XNOI§ 0FBQauUipy v ul

UDIP[IYD SULU JO ISR AY) UISUOISIAN [RIIUDD UL U10G SEM PO ) BPUl’|

umolg EYNs| () [eonu)
yoelq ey () () AABIH
811 M ) ) wnipoaw
«9.§ IH ) ) 1431
9T a3y ) () yojelos
Vivd TVNOSJd4dd SANNOM

uedLIdWY :AN[RUONIEN

pIeAy JNINSUT W] UBIpRUR ) B 10 pajeuiwou

SPAM YIOM JUDDDI 1SOW I SI0JDAIIP Wil Mmou Swistwold jsow

S PHOM Y] JO DUO PAUIPISUOD MOU S1 Y “WI.] Ui sulsofew a1y
ANSIdATUN 21} PIPUIE PUE "EPRUR D) "OJUOWIO | Ul LI0g Sem yiny

“I2)SUOJAL SSAN D0 2yl 10) 4dIeds

[nissanonsun ut uruefog O |PrYdLA JoyIne parued wodde pue "Aoaud

TTAY'S B Sea CUSIAR DA SnAuY C1oyiejpueld 1o ‘uonrziueiio

“TAVSYIOL SN A[IWR)_SeY YSIAR DA Yany Jey) Les 1ydiw au()

uadin 1S34Y () [eonu)
pad HeH () () AaeoH
901 IM () ) wnipa
WE.§ JH ) ) s
T 198y () () [o1eldg
V1ivd TVNOSYdd SANNOM

ueipeue)) AlI[BUONEN

pno[D epur]

ayu uodvaoy YStAB O yIny

"IAV'S JO uonuane oyl 01 wiy Jysnolq 1eyl uLwsIe)

[RINSAW B PAIDAOOUN Y "RLIAF| Y Ul FIP Ju2dal & uQ) 'uolssajold Aq
ISIF0[0ARYDIR UL S19 Inq "Bununy dwes J1q $1 Aqqoy $ 20ury o]

‘sued ut s101d|nos pue Sistue AUBW Yiim

12B1U0D SUTRIUIRI [[1IS PUR "AUUOYIOS Y] 1k AF0[020Yd1y paIpnis

OH AI01SIY Ul JsdIaiut A[1ea siy payteds jey) prapayied jeaid oy

JOMOPRYS 94} UL 20UV "SIy ) Ul ulog stam d2dueyHa] sanboer

anig sakg ) [ed11
umolg aIeH () () AABSH
SLY M () ) wnipajy
WILS 9H () ) 3
43 :a3y () () yojeaog
VLVd TVNOSddd SANNOM

youal :LlijeuoneN

"TAV'S Ylim 1orjuod ojul wiy 1ydnoiq isanb

SIY L "BSBYSY Y dY] "31NIBAID URIpPU| pa[qe) aY) Jo] A[[nJssadonsun
PaY21L3S SRY 34 "UOHRINPD DIJNUIIDS ulapouwl s Aey adsa(g

sis1{e1dads 1vay duistword 1sow s plaom Ayl Jo auo se papaedal

MOU S1 Y "AlISIOAIU[) PIOJURIS WOIJ 321F2P [RIIPAW STY PAAIIIAL

pue “AIsiaalufy dgpuquie)) je 232[]00 papuape sjooyds aeaud

YSHLIG Ul PAIpNIs 9 "BIPU] "SEIPRJA] Ul UI0Y sem vy lipued I

umorg Ve | () reonu))
yoeld H1RH c)y ) AaeaH
091 IM () ) wnipay
«OLS OH )y ) sy
143 293y () ) yoerdg
vivd TVNOSddd SANNOM

uelpuj :Al1[eUOHIEN

ddouryHd] sonboer

Aey npued 1q




—_— 10A0¢ eowed

+6 Jayoea] JI2A[0AY
78 Iayoea], uonedsoauy
8 1yded] Aydeidoue)
/Aydei3oan

L8 Jyoea] qn[>
OIS qUDY AUDN
STIINS

01 umoudquy /¢ PN
IsUIg PafIsun)

49 BUIWIBIS 96  All[RUOSIdd
0S JonT ps Amsy

0s Jemodiim $9  AuLIxeQ
¥s uwondedidd (9 yrduang

———7JJIWRY BUOwWerYy

6S uo1d310dd Jo araydg
UDY) ISDY DN
SANITHIOSIA

6L Jayoea], A_YoBN
6  1oyded] ystdug
611 J31SBIN 2107 /puasdo]
24005 YUY UDN
STIIAS

€l umouqu) 64 PP
asuag pPalsun

S BUIWIRIS 9G¢  A)jeuosidod
0s S B4 Anidy

09 modinm TS Auaxa(]
g9 uondasidd 9% yi1Suang

SHLLI'TIAV DISVd

SHILI'TIFV DISsvd SAILITIFV DISvd
= =JoUuIn], UOSIdJJof | = =

L uspnlg Sunjoea],

L juspn)§ JudIduY ‘ofenlue 9 Juapm§ A10)STH

201  19yoey], 101814 6L 1yoea ], ysiuedg

201  Jayoea] ajyiuy/1983eq 01 121SBIA ysijduyg

:uodeapy umoay g, 1488 131SEN Juipsoam

200G NUDY AUDN OIS NUby AUDN

STIAS STIDIS

0l umouxun) zg¢ PPN 0T umouyqufy 6§ PPN

asuag palitysun asuag P3[ITsu()

9s euUpwelS (9 b:mcoﬁmn_ 09 eurwe)S gy b__mmwrmm

09 LU GRS Anndy 95 oy 09 sy

09 modimm 7z Auaxadg 0s pauodinp 0s Auaxadg

+S  uondodrad ¢ y18uang 7§ uondoorag gg 13udng

SALLI'TIAV DISvd




Jefferson Turner Weapons: pistol. knife

Hank Katayama

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 31
Light () () Ht: 6’1"
Medium () () Wit: 180
Heavy () () Hair: Brown
Critical ( ) Eyes: Brown

Jetferson Turner was born in Oldham County. Kentucky. the heir
to several large thoroughbred horse farms. He studied Latin and
Greek at Vanderbilt University. but left college after two vears to
play professional baseball.

Turner pitched forthe St. Louis Cardinals only two seasons. then
retired to live on his family wealth and pursue his interests as a

world traveler and adventurer. He documented the presence of

several ghosts in the ancient ruins of Pompeii. and was contacted
by S.AV.E. for his work.

Nationality: Japanese American

WOUNDS PERSONAL DATA
Scratch () () Age: 26
Light () () Ht: 56
Medium () () Wt: 136
Heavy () () Hair: Black
Critical () Eyes: Brown

Hank Katayama was born in Osaka. Japan. He came to the United
States as a teenager. and lived in Los Angeles. where he began to
learn both English and Spanish.

Hank’s main form of expression at this time was wrestling: in
high school he was the California State Champion. 136 pound
Division. By his senioryear. he was fluent in English. and accepted
awrestling scholarship to Iowa State. Atthe University he received
a degree in Comparative Literature, specializing in Latin American
poctry.

Pamela Boyer Weapon: revolver

Ramona Ramirez Weapon: machete

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 26
Light () () Ht: 55
Medium () () Wt: 120
Heavy () () Hair: Blonde
Critical () Eyes: Blue

Pamela Boyer was born in Paramus, New Jersey. She graduated
from the New Jersey State Police Academy. and quickly became a
highly promising detective in the Homicide Division of the Newark
Police Department. Licutenant Boyer conducted a brilliant investigation
of a series of murders in northern New Jersey. but could not turn
over her information to the proper authorities. because the killer
was a creature from the Unknown who had been dead for over a
century!

The results of this investigation brought Boyer in contact with
SAAV.E.

Nationality: American

WOUNDS PERSONAL DATA
Scratch () () Age: 42
Light ( ) () Ht: 510”
Medium ) () Wt: 140
Heavy () () Hair: Black
Critical () Eyes: Brown

Ramona Ramirez was born in Ponce. Puerto Rico. and now lives
on her large farm just outisde the town.

Ramona was cducated at the University of Miami. and still has
strong ties to the school. serving as a University Consultant in
Carribean Culture. When not at home or atthe university, sheisin
touch with her long-time friends and associations in Puerto Rico.
Hait. and the Cuban community in South Florida.




don’t know everything that is going
on under their noses. and they pro-
bably cannot communicate verbally
with the party.

STRANGE EVENTS

The ghoul high priest has been
following events closely since the
party left the Omechel village
(remember: the creature was behind
the zombie attack!). When the party
crosses into Macatec territory. the
ghoul uses some of its Evil Way dis-
ciplines to create fear and havoc
among the characters. The first dis-
cipline use takes place soon after the
party crosses into Macatec territory.

As the characters travel toward the
village. read the following:

art, so that it is difficult to know
exactly what the figures represent
OT mean.

As you gaze at the carving, you
notice thatatone pointto the leftof
the village scene, a dropletof blood
has formed.

Suddenly. the blood spurts forth
and spills down the stone to form
the letter "Y.” Now the blood spills
from all overthe carving and spells
out “You are dead” in English.

The path that you have been
following narrows until you must
walk in single file. The path has
been used. although not heavily.

Up ahead. great rays of tropical
sun shine through the heavy
branches.

As you approach the light. it
becomes apparent that some form
of clearing lies ahead. Soon. the
trees part. allowing the direct sun-
light to shower you in tropical
warmth.

Facing vou in the middle of the
large clearingis a 25 foot tall stone.
Carvings decorate the side of the
stone that faces vou. The ground
around the carving is bare, and
very well trodden. Southward, dir-
ectly behind the large stone. is a
wooden frame—some sort of a gate-
way to the continuing trail south.

Except for the message. there is
nothing unusual to be seen or heard
around the area.

The ghoul has sent the party a
message by use of the Evil Way dis-
cipline Write in the hopes of scaring
the characters away.

Even those characters skilled in
Anthropology/Archaeology or Anci-
ent Languages cannot decipher any
real information from this carving
except that its symbols and numbers
are definitely not Nahuatl. The carv-
ing seems more Mayan than any-
thingelse. buteven Cruzis not able to
identify or make sense of it. Let the
players make what they want of the
information.

If the characters decide to continue
southward. read the following:

Read the following to those players
whose characters want to study the
stone carving and try to decipher its
contents:

Close inspection shows a village
layout of some sort. Twelve heads
lie strewn about the huts. A series
of Mayan style numbers go up
eithersideofthe carving. Atthe top
of the carving. as if fluttering over-
head. is a giant bat-like creature.
The figures are portrayed in the

As you walk away from the stone
carving. you approach the frame
gateway to the continuing trail
southward. The frame is made of
two straight tree trunks supporting
a third.

Dangling from the crossbeam
on the gateway are five small
objects. From a short distance the
objects appear as small coconuts
dangling from hairlike shrouds.
As you walk up to the hanging
objects, you see that a swarm of
flies crawls across the surface of
each of them. The flies take wing.
startled by your approach.

Now you can see the hanging
objects: each has a very small nose
and a hollow mouth frozen in a
permanent “O” shape. There are
no eyeballs where the eye sockets
are located.

typical abstract fashion of Indian

The things dangling from the gate-
way are shrunken Omechel heads.
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The heads and the stone carvings are
the Macatecs” warning to the Ome-
chel Indians of what will occurifthey
trespass into Macatec territory.

Characters who continue along the
trail find thatitis now wide enough to
move three abreast. Any character
who has Tracking skill and makes
any successful check recognizes that
the path 1s used frequently and has
been travelled within the last hour.
The character cannot determine the
number or type of man. animal. or
creature that used the path.

MORE STRANGE EVENTS

At various points during the day’s
travel. the ghoul uses more Evil Way
disciplines to try to scare away the
characters. When vou as the CM feel
that your players would most enjoy
and be frightened by one of the tol-
lowing events. read one of the des-
criptions below to them. Make surc
thatyou use all of the passages before
the party reaches the Macatec village.

Quiet

As you walk along the wide path
Domingo turns his head back
toward the rest of the party. opens
his mouth to say something. then
stops with a look of shock on his
face. Again. slowly. he tries 10
mutter something butnonoise can
be heard.

A look of terror comes over
Domingo: he grabs at his throat as
though he were trying to pull some
sound out of his mouth.

The entire jungle lics in silence.
You cannot hear vour own foot-
steps or the sound of a machete
striking a tree trunk.

Itisasthough allofyou havelost
your hearing.

The ghoul keeps this discipline use
going for two minutes: during this
time the characters cannot hear any-
thing. including the sound of their
own heartbeats. Do not allow the
players to communicate with cach
other unless they use sign language.
The only talking that should take
place should be between you and the
players. Continue describing the jun-
gle as follows:



Suddenly. a large parrot takes off
from a nearby branch. passes over
your heads. and flies off. but you
don’t hear so much as a flutter.

Off to the right. the underbrush
parts. A deer bursts from the
bushes. bounds toward you, and
then, as though surprised to sec
you. scampers down the path in
front of 'vou and back into the
underbrush.

When the deer hits the first
bush. the whole jungle bursts into
noise. After the time of perfect sil-
ence. the noises are  almost
deafening.

When the discipline use ends. the
characters can talk treely.

Blur Vision

The scenery around the trail looks
hazy in the bright sunlight. For a
brief moment. the forest seems to
spin, but the feeling soon passes.

Suddenly, strange things begin
to happen. The leaves and foliage
seem o go out of focus fora second
or two. then begin to melt. The tall
tree trunks begin to buckle and
bend.

It becomes very difficult to move.
The whole world blurs. The ground
rises and swallows your ankles.
Every step vou take seems to cause
vour feet to sink deeper. as though
vou are in quicksand.

The only thing that will soften the
cffect of this discipline is using Raise

Perception (see Blur Vision. page 7 of

the CHILL™ Horrors
Unknown booklet).
Otherwise. have the players roll a
general Agility check with a -25 mod-
ifier. Characters who fail the check
fall into the "melting ground.” Keep
rolling unul every character falls
down. After the last character has
fallen. the discipline ceases, and
everylhing returns to the way it was
betore the discipline went into effect.

from  the

Limbs in the Jungle Trees

Very shortly after the encounters with
the familiar Evil Way disciplines. the

characters encounter a pile of human

limbs and heads left in a fearsome

display by the ghoul high priest.
What is about to happen to the

characters will be a first for SAV.E.

envoys. No member of S.AAV.E. has

ever witnessed the Evil Way dis-

cipline Deadly Remains.

Deadly Remains

Type: DIS Column: |

Cost: 1 wpr/min Range: Sight

EWS: 85 Area: Body parts

The user of this discipline may ani-
mate up to ten body parts.

The discipline works much in the
same way as Animate Dead. The body
parts move in whatever manner suits
them best. An arm would move in
snake fashion. as would a leg. But a
head would shift side to side, rocking
slowly in a specific direction.

The limbs may carry on unarmed
combat. A hand can grab. gouge, or
even punch. A footcan kick ortrip. A
head can bite or butt.

Some body parts can participate in
armed combat. A hand can wield a
weapon (the major problem is hitting

the target any higherthan the knees if

an arm attacks from the ground).
Missile weapons cannot be used by
the body parts in this discipline.

The limbs take Stamina loss and
wounds just as a normal animal, and
regenerate Stamina as normal.

In order for the discipline use to
succeed, each body part must come
from a difterent corpse.

After you are familiar with the dis-
cipline, read the following descrip-
tion to the players:

Up ahead. on the right side of the
path. something glitters briefly. A
closer look reveals that the sun has
reflected off a bright machete blade
that lies on the ground.

A closer look at the machete
shows that a hand is clasped onto
the hilt of the weapon, and a mot-
ionless arm leads back into a large
clump of yellow-green ferns.

Characters who move closer to
inspect the machete are in for a sur-
prise: wait until they get up close to
the blade, then read the following:
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Before you can react, the arm
tenses before your eyes, and swings
the blade toward the closest
character.

Atthe same time, the ferns around
the path rustle and part. Grasping
human hands, legs. and even a
head grope their way toward you.

The party is being attacked by five
anmimated arms. four animated feet.
and a human head. all brought here
by the ghoul to greet strangers.
Deadly Remains

STR 230 PCN NA
DEX 2(30)* STA 10

AGL 1(1%5 EWS NA
WPR NA FEAR 3

PER NA ATT  1/18%
Movement: L |55 A NA W 5

Manipulation: Hands only. Hands
arc the only remains that have DEX
scores (see stats above®*).

IPs: 0

Only one arm carriecs a machete. All
the legs kick. and the arms try to grab
characters and pull them to the
ground. where the characters can be
kicked, strangled. and bitten by the
other antmated parts.

Characters should roll immediate
fear and surprise checks. The limbs
move far too slowly to keep pace with
running characters. who will soon
outdistance the animations and
avoid the danger.

This brings us to the subject of
Domingo Cruz: again, Cruz auto-
matically fails his fear check and
races forward. screaming, "Me per-
siguen!  Me  persiguen!’("They're
after me. they're after me!™) He must
cither be overtaken and tackled by
another party member. or the party
will find him a half hour down the
path. trembling in a clump of bushes.

Again, the ghoul is watching from
his place of hiding. Should a char-
acter Sense Unknown. then make a
successful general Perception check
to discover the location of the ghoul.
that charater will sce a brief flash of
glowing red eyes before the ghoul Tele-
ports back to his dwelling.



STRANGE FRIENDS

The party should camp one more
time before they reach the Macatec
village. Roll for nighttime noises six
times during the night.

The ghoul returns to his temple in
order to regroup, and to restore the
Willpower he spent in the use of the
Evil Way disciplines.

The next morning starts normally.
At about midmorning read the
following:

It is about 11:00 a.m. and you can
detect the faint odor of smoke in
the air.

The players may remember their
characters’ experience approaching
the Omechel village. Give your play-
ers time to decide what actions they
wish their characters to take, then
continue reading:

Off in the distance you can hear
the sounds of children playing.

Again, give the characters the chance
to take some sort of action. then con-
tinue reading:

Ahead of you. smoke rises into the
sky. The trees seem to be cleared
away and you can barely make out
partsof what appeartobethatched
roofs.

A number of things are now hap-
pening at once. Read through the
following text so that you are aware of
everything that affects play.

Firstofall. the characters are being
watched from behind by a group of 10
Macatec Indians. If any player states
that his or her character is looking
back or keeping a rear guard. the
player should roll a general Per-
ception check. If the rollis successful.
the character notices the Indians
watching the party.

Read the following in private to the
player or players whose character
noticed the Indians:

About 150 feet behind you are
about 10 Indians. They are stand-
ing still and watching you intently.

They can plainly see thatyou have
spotted them, but they make no
attempt to hide. Instead, they point
at you and appear to be chuckling
with each other.

These are Macatec Indians; they
have the same basic statistics as the
Omechel Indians the party encoun-
tered earlier—50 for all Basic Abil-
ities, Teacher rank Machete skill (80
skill score). These Indians are village
guards. interested only in keeping an
eye on the party to make certain that
no harm will come to their people. If
the character who has spotted the vil-
lage guards points them out to his
party. the Indians raise their mach-
etes. make eating motions to the char-
acters, and then point to the village.

Characters who accept the invit-
ation to eat will be led into the village
by the guards.

Meanwhile. a messenger from the
high priest’s temple has just arrived
in the village. causing a drum to start
beating. The drum is designed to be
heard throughout the Macatec terri-
tory so that all of the villagers will
know when a message has arrived
from the high priest. Read the fol-
lowing to the players:

In the village you can hear some
people yelling. The vyells are fol-
lowed by a great deal of com-
motion and noise. A large drum
begins to rumble—a noise so loud.
it seems as though it could be
heard back in Veracruz.

The characters may likely get the
wrong impression as to what the
drum. noise, and excitement are all
about: don't say or do anything 10
change their minds. The message from
the high priestis simply that he wants
to be left alone while he performs a
“skin ritual.”

Regardless of whether the party
sights the village guards. the mes-
senger arrives in the village. and the
drumming and noise begin. The Ind-
ians keeping a watchful eye on the
party can be spotted before or after
the drumming begins. depending on
what the characters do.

If the party decides to attack the
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village rather than enter it peacefully,
the 10 guards watching the characters
call a warning to the villagers and
then attack the characters from
behind. As was the case with the
Omechel. the Macatec will fightto the
death. but will scatter into the jungle
if a character fires a weapon. Gunfire
will also cause the villagers to
abandon their village until the char-
acters leave the area.

All Macatec men (except Chumo:
see below) are normal NPCs with
Basic Ability scores of 50 and Tea-
cher rank Machete skill (80 skill
scores). There are 30 men in the vil-
lage. Boys have Basic Ability scores
of 40 and Student rank Machete skill
(55 skill scores). There are 10 boys in
thevillage. The 34 women have scores
similar to the men but do not fight
with machetes. Instead they fight
with clubs as in unskilled melee
combat.

Again. as with the Omechel Ind-
ians. all of these people are prepared
to fight to the death in defense of their
homes and families. The only dif-
ference between these Indians and
the Omechel is that any surviving
Macatecs will shrink the heads of the
dead player characters and hang the
heads on display.

The characters do not have to fight:
they can walk into the village
unharmed and unopposed. The vil-
lage guards follow behind and let the
characters walk unguarded.

If the characters enter into the vil-
lage peacefully. read the following to
the players:

The drumming stops as the rain
forest opens into a large clearing.
Spread about the opening are
groups of small stucco huts.
arranged in no particular order.
Each hut has a thatched roof sim-
ilar to those back in the Omechel
village.

All about you. women and child-
ren smile and point. The men of
the village hang back. calmly mind-
ing their own business.

A group of four young women
come forward and guide you to

one of the burning fires. where



some sort ol meat is roasting on a
spit. Smiling, the women offer you
food.

On the south edge of the village.
some sort of meeting or speech is
taking place around a large drum.
Exceept for an occasional glance
buck to vou. the people do not
seem concerned by your prescence.

The meat which s oftered 1s roast
wuana. It s quite tasty. and only
Domingo knows what the “dish™ is.
He knows better than to volunteer the
name until atter the meal is over.
“Anvway.” he reasons. "my compan-
tons wouldn't believe me”

Remember that the Macateces are
venuinely friendly. unless the char-
acters choose to actin a hostile man-
ner. The otterings ot food are sincere
and they wish to treat thetr guests as
kindlv as is possible,

The Indians are not surprised to
see people different trom themselves.
for the high priest’s messenger travelled
once 1o the outside world. and has
told them of his adventures.

The messenger from the high
priest’s temple 1s Chumo. the only
Macatec villager who speaks any
Spanish. He has the responsibility to
relay all messages and orders back
and forth between the high priests
temple and the village for next three
days.

Chumo, Macatec Messenger

STR 35 PER 36
DEX 30 PCN o4
AGL 30 STA R
WPR 57

Skills Rank %
Shorthow Master 105
Machete Teacher 83

Cont. Lang--Spanish  Student 76

Chumo left the village and found his
way to the outside world when he was
15 years old. He wentto Veracruz and
later to Mexico City in search of work
as a laborer. [tis during this time that
Chumo picked up his Spanish skill.

But the difference in cultures was
too great for the young man. With a
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little: money lett. he made his way
back to his village.

After returning. he told the village
people what he had scen of the world
bevond the Macatee borders. He
spoke some of the strange words that
he lTearned and told them about tall
buildings. cars, airplanes. and other
wonders.

Strangely. Chumo mistrusts the
high priest and his motives. But
Chumo is bound to his heritage and
does not openly challenge the will of
his clders.

Now Chumo finds himself looking
over at the strangers. while at the
saume time he recounts the words of
the high priest to his people.

“Perhaps itis ime for me to search
my inner self. and tind some an-
swers,” Chumo thinks. He has many
questions that are not clearly an-
swered by the people of his village.

The Macatecs extend all possible
courtesies during the characters’ stay.
A hut (#1 on the Macatee Village
Map) will be cleared out for the party
to use. Meals are available as long as



the characters remember to show up
when asked. The villagers will even
offer the characters obsidian weapons.

The party is free to come and go as
they choose. All of the huts in the
village are common dwellings of the
Macatecs. except for #2 on the map.
If the characters enter this hut, read
the following to them:

Through the doorway of this hut.
you see dancing shadows and smail
flickering flames that sway to an
unheard music in the air.

The air itself is filled with a ripe
odorthatstealsyour breath, cramps
your stomach. and even blurs your
vision.

As you walk through the door-
way, you see that the entire hut is
filled with small candles set on
leaning, slanted shelves.

Above you, hanging in bunches
from the ceiling, are almost 40
shrunken human heads.

Chumo staysin the general vicinity of
the party whenever he is in the village
and not running messages between
the high priest's temple and the
Macatec settlement. Soon after the
characters are settled in the Macatec
village. read the following:

You notice that the same Indian, a
young man perhaps in his early
twenties, seems to be watching you
every time you turn around. He
follows you around the camp and
always seems to be working near
you.

Chumoiscurious about the party, but
he refuses to break the tribal custom
that all communication with out-
siders take place only by permission
of the elders. He moves away from
any character who tries to contact
him. even running into the jungle if
necessary.

If the party stays longer than 24
hours in the village, Chumo seeks
permission from the village elders to
speak directly to the characters. The
elders grant permission: they would
be interested in talking to the char-
acters, too.

Chumo struggles with his Spanish.

As you play the role of Chumo, try to
reflect the struggle with your own
speech. For example, Chumo intro-
duces himself to the party by saying
in Spanish, “Good morning. Me
Chumo. Macatec. You are who?”

Chumo will not speak disrespect-
fully of anyone or anything concern-
ing his people. This includes the high
priestin the temple about three hours
out of the village. Chumo does not
volunteer any information about the
high priest unless one of the player
characters asks him why he runs in
and out of town. orwhat the messages
are that he delivers during the day.

If the party is clever enough to fig-
ure out that a high priest dwells in a
nearby temple, and they wish to
speak with him. Chumo consults
with the ghoul and then unknowingly
leads the party to the temple through
a series of ambushes.

Chumo knows and will explain that
the werejaguars exist: the creatures
are fearsome and have killed many
villagers. Between the werejaguars
and the Olmechel Indians to the
north. life is difficult for his people.

AN INVITATION

On the very next day. the high priest
extends an invitation to the char
acters to come and discuss the were-
jaguars that interest them so. The
message claims that the high priest
can “show you what you seek.”

When the party is ready to go to the
Temple, Chumo comes forward to
guide the characters and translate for
the party and the high priest.

Whether or not the party and
Chumo have met to this point
Chumo now speaks with the mem-
bers of the SAV.E. expedition. He
tells them how he came to speak
Spanish, and when alone with them.
expresses some of the doubts that he
has about his culture as well as the
culture of the outside world.

After the party has travelled for an
hour or so, they reach area 3 on the
map. Now read the following:

similarin appearancetothe jaguar
things you met earlier on this
expedition!

These creatures are yellowish-
tan. with spots that appear almost
jet black all over their bodies. Their
facial and body features are cat-
like. yet their stance seems human.
They wear torn and dirty pants
that have frayed at the ends.

These are the real things! They have
been waiting in ambush for the party.
Crouched in the cool branches of the
trees, one of the werejaguars began to
doze: it was taken by surprise when
the characters approached. and slipped
from one branch to another. The
creature has recovered. and both are
now ready for combat.

Werejaguars

STR 4 (60) PCN 6(90)
DEX NA STA 4(60)
AGL 7(105) EWS NA
WPR 3 (45) FEAR 7

PER NA ATT  3/83%
Movement: 225 A NA W 60

Disciplines: NA
Manipulation: NA

IPs: 700

The player characters must roll fear
checks. but surprise is no longer
possible since the creatures gave away
the ambush by making the noise. You
roll fear checks for Chumo and Cruz,
if they are along.

After you have obtained all of the
necessary results, read the folowing:

The creatures jump down from
their perch and land gracefully on
their back two feet. One of them
snarls angrily.

These creatures move much
more quickly than the last ones
you encountered.

Directly above you some branches
shake and tear. Tensed and set to
pounce upon you are two creatures
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Roll for initiative and begin the com-
bat. If Chumo passes his fear check,
he will fight bravely, immediately



drawing his bow and using the
obsidian-tipped arrows.

The werjaguars are minions of the
Lord of Twilight: they fight to the
death because they are directed to do
so. They pursue any fleeing char-
acters until they kill all the party or
are themselves destroyed.

The body of a destroyed werejaguar
changes before the characters’ eyes
into a human corpse; its chest is rip-
ped open and its heart is missing. A
second change then takes place: the
human corpse turns into a skeleton,
collapses into a mound of dust, and
disappears.

THE TEMPLE OF THE
HIGH PRIEST

If the party defeats the werejaguars,
and is still able to continue traveling,
the remainder of the trip to the high
priest's temple (area 4 on the map)
should take them about an hour and
a half. There are no further traps or
obstacles set to slow down the char-
acters. The ghoul expected the
ambush to work.

If Chumo is with the party. read the
following to the players:

Afteryou have been walking along
for about an hour. Chumo turns
and speaks.

“We get close now to Temple of
high priest. Maybe we go a half
hour more and get there.”

He continues slowly. "When we
are close. I tell you. We must be
careful to not oftend him the high
priest. He is very very strong man.”

Chumo knows more about the high
priest. which he will offer to any
characters who ask. If players ask
anything about the high priest not
contained in the following material.
Chumo will simply answer "I don't
know™:

Chumo’s Information

The high priestis very powerful. He is
one of the old style priests who lives in
the village history.

Many years ago the Macatecs

were members of the Mayan nation.
They lived in great cities that rose
higher than the jungle trees, with
stairways that led to the heavens
themselves. The Macatec people
thirsted for truth; science and art were
their great tools.

Then came the deities from the
North. They brought human priests
with them, who scared the people by
their very appearance, but the deities
themselves were even more horrible
tothe sight. They descended upon the
temples, thirsting for the truth, and
telling our people that the truth is
always held in the heart. The priests
demanded sacrifices of the hearts of
our people. They told us that the sac-
rificed victims would live forever in
the protection of twilight. Many of
our people fled the cities in fear of the
new beliefs. Others stayed behind
until every last one gave himself in
sacrifice. The cities of the ancient
people are now buried and hidden
throughout Mexico.

This is the story as the elders of the
village have told me. I do not know if
itis true or not. I have been unsure of
our ways since | have returned from
Veracruz. But the high priest is here.
and he is exactly as the histories say.

The high priest is exactly as the
elders describe such a person. but he
does not ask for our people in
sacrifice.

A character who uses Legend/Lore
skill may discover the following from
Chumo’s account:

L = This is the actual account of
why the ancient Indian civilizations
vanished!

M = The information in the “L"
result, plus the fact that Chumo
speaks of the Aztec-like priests, who
smeared blood and dirt on their
bodies and offered human sacrifices.

H = Theinformation in the “L." and
“M™ results. plus the fact that the sac-
rifices involved removal of the heart.

C = The information from the pre-
vious three results, plus the fact that
the “deities” Chumo speaks of were
actually creatures from the Unknown—
and were not the werejaguars!
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The High Priest

Whether or not the characters ask
questions. after a few minutes of game
time elapse, read the following:

Chumo looks ahead at the trail
and suddenly says. "We have
arrived. Wait for me here.”

He sprints out of sight without
waiting for a response from you.

The ghoul high priest is shocked by
the arrival of the party: he expected
them to fall victim to the ambush of
werejaguars.

The ghoul orders Chumo to return
to the waiting characters with an invit-
ation to meet at the temple. Chumo is
to wait away from the temple.

When Chumo returns to the party.
read the following:

After a half hour has passed.
Chumo sprints back through a
stand of trees. He catches his
breath. then says. "The high priest
will see you. He has told me to take
you to the foot of the temple and to
wait for you back in the jungle.”
“Follow me.”

A 10 minute walk brings the party to the
temple clearing. Read the following:

The trees stop short of a small ra-
vine. At the bottom of the ravine is
what looks like a mound of mossy
earth. But a cornerofterrace struc-
tured pyramid juts through one
side of the mound. giving away the
structure’s hiding place.

The mound itself is only 30 feet
high. and a set of ancient stone
steps leads to the top where a small
temple sits.

The temple has a very squared
appearance. Two stone pillars
guard a dark. wide opening in the
temple side.

After the party makes its way down
the hillside and up the pyramid, they
can enter through the pitch black
entrance way.

Read the following:

Inside the temple, the air teels hot
and dry from the many burning
candles that cover the walls. The
room itself measures about 25 feet



by 25 feet. The ceiling is 15 feet
above the floor.

A figure crouches on the other
side of the temple room. His face is
pale and his nose and lips are
badly scarred. One eye appears to
be missing from its socket, but itis
hard to tell since the shadows cast
by the candlelight dance on his
face. His hair is uncombed and
caked with some type of dirt or
mud.

The scarred mouth of the
crouched figure opens, and it speaks
in English. "Hello. Welcome to the
outpost of the Village of Twilight.
It is my duty to bring you into
twilight.”

Because of the long presence of the
Evil Way in this temple. all of the
characters receive a 20% bonus to
their base chance to Sense Unknown
in this room.

The ghoul is desperate. He did not
expect the characters to survive. and
does not know what to do. He knows
that the Lord of Twilight will destroy

him forfailing to protect the source of

victims.

If the characters act firstand attack
they automatically gain the first initi-
ative. If the party does not yet attack,
read the following:

Suddenly the priest’s eyes glow
green for a split second. Then the
eyes burn red and he screams in a
hoarse voice. “You are going with

me into Twilight!”

Ghoul (The “High Priest*)

STR  5(75) PCN  4(60)
DEX 5(79) STA  4(60)
AGL 5(75) EWS 105
WPR 2 (30) FEAR 6
PER 1(15)  ATT 3/75%

Movement: L 2257 A NA W NA
Disciplines: Animate Dead, Blur Vis-
ion, Deadly Remains, Lightning Call
Quiet, Teleporr.

IPs: 735

When the ghoul is destroyed. his
body shrinks and evaporates in a
stinking mist.

Inside the temple are a number of
old Indian artifacts (mostly small
statues of jaguars). a map, and a
journal in Spanish.

The map shows a trail continuing
south from the Macatec village. past
the temple where the party is stand-
ing. and into another village further
south.

The journal was apparently written
by an adventurer in the late 19th
Century. According to the journal,
the southernmost village is called the
Village of Twilight, and the writer
apparently was searching for some-
thing called an “onaqui.” The adven-
turer felt as though this thing was the
key to the “cathumans,” and was
going on to investigate. There is no
way of telling from the journal
whether he lived to see the Village of
Twilight

A character using Graphology skill
(see p. 24, Campaign Book) can dis-
cover that the journal is a genuine
19th century document. written by a
30-year-old man who. though usually
quite brave, was under great stress at
the time of the writing.
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The final entry in the journal
reads as follows. Read it to any
players whose characters have Spanish
skill:

I never thought to have come this
far: the perils of the natural life in
the jungle have been one thing, but
far more dangerous. far more tir-
ing have been the perils of unnat-
ural life. the deadly. lifeless things
that keep approaching. with no
regard for thir own safety.

Once the daylight seemed to
stop them: at least when the faint
rays of sun scattered through the
jungle leaves, I did not see them
around. But now... now as I come
closer and closer to the unhallowed
place in which the onaqui waits.
the cathumans have redoubled
their fierce and animal courage.

I must continue. even into this
great heartof evil.  hope that some-
day this journal may be found. But
I cannot imagine the future: [ am
too tired to think of anything but
the Village.
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IV. THE VILLAGE OF TWILIGHT

Afterthe encounteratthe Temple, the
party is likely to continue to the
Village of Twilight. All encounters
described in this section appear on
the Map of the Village of Twilight.
Based on the time that the party
would have left the Macatec Village,
the travel time to the high priest’s
temple. the encounter with the ghoul.
and the travel time to the lost Village
of Twilight, the characters should
arrive at the city just before dusk.
If Chumo is present when the ghoul
is destroyed. he realizes the evil
nature of the “high priest” and vol-
unteers his services as a guide., or
simply another armed character to
help the party. He carries a machete,
and a bow with 14 obsidian arrows.
Chumo will explain that the area
near the Rio Chalco. or Chalco river,
had long been forbidden area for the
Macatecs for supposedly religious
reasons. Now that he is aware how the
ghoul has deceived his people, Chumo
feels the need to go and investigate
the area. Ifthe werejaguars dwell near
the Rio Chalco. Chumo is more than
willing to go there and risk his own
life to protect the Macatec villagers.
The characters travel through the
rain forest and arrive close to the
north bank of the Rio Chalco. Read
the following:

Ahead of you the trees seem to stop
altogether. As you approach, the
trees give way to very large ferns
and cattails.

Mosquitos seem to find every
exposed piece of skin on you. They
fly around your ears so that you
can never (uite see them. but
always hear their high pitched
whines.

The ground underneath your
feet begins to ooze slightly. Still
ahead of you is a large cloud of
mistor fog that seems to muffle the
sounds of the jungle. except for the
occasional mosquito by your ear.

Above the mist. perhaps some
100 yards or more in front of you,
more jungle trees appear like a
hedge growing out of the cloud.
Towering over the distant trees is
the upper half of a pyramid: a
small thatched hut sits at its top.

The entire area has grown com-
pletely quiet. Even your own foot-
steps seem somehow muffled.

Now the party has reached encounter
area | on the Village of Twilight map.
They cannot see directly across the
river because a constant fog hovers
over the water to help conceal the
Lord of Twilight.

On the other side of the river is the
Village of Twilight.

From this point forward, the play-
ers have a number of ways to explore
the village. The choices always
belong to the players. Be sure to read
through the rest of the adventure sce-
nario so thatyou are not caught unpre-
pared for any choices the players
might make. Being prepared is espe-
cially important, because the char-
acters can choose where they wish to
investigate first, and may not proceed
in the order the encounters are pre-
sented in the text. When the char-
acters approach a numbered encounter
area, simply go to that number in the
following text, and proceed accord-
ing to the directions found there.

The encounters are designed so
that the characters can go through the
village in just about any manner and
still obtain desired results. But it is
absolutely essential that you be pre-
pared for what happens to the char-
acters depending upon what they
decide to do.

1. THE NORTH BANK

When the characters reach area #1
on the map. read the following:

The ground now turns to a slimy
yellowish mud, then ends at the
bank of a river. Off to the south.
you hear the distant roar of a
waterfall.

Because of the height of the fog
and the angle of yourview, you can
no longer see the towering pyr-
amid across the river from you.

A loud splash sounds from your
right. Over in the direction from
where the sound came from, what
appeared to be two logs lying on
the beach suddenly drag them-

selves quickly into the river. Then
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upstream. several more of the
beasts slide into the water.
Chumo warns you. “The rivers
all through this forest are filled
with alligators.”™ Suddenly, he
points to four dugout canoes that
lie on the river bank. Each canoe

will seat two people.

The ghoul had used these canoes when.
with the help of the werejaguars. he
had ferried victims for the Lord of
Twilight across the Rio Chalco. A were-
jaguar sat in each canoe. making the
victim himself do the rowing.

Any characters who have had Pre-
scient Dream #2 may recall the sight
of the pyramid. a thatched hut at the
top. rising above the fog and trees.

2. EL RIO CHALCO

The Lord of Twilight takes a hideous
pleasure in distorting the way things
appear. so that characters think some
course of action is necessary when
they would be far safer to take no
action at all. Such is the case in this
encounter.

The dugout canoes Chumo has
shown the characters are the safest
way to cross the alligator-infested
water. However, each canoe is trig-
gered to set off the Evil Way dis-
cipline Swarm (See description on
page 16 of Horrors from the Unknown)
if and when the characters climb
aboard.

When the characters board the
canoes. read the following:

The canoes slip silently into the
water and glide easily through the
thick fog.

You can only see some five feet
into the cloud; Chumo warns you
to go slowly in case a sudden

change of direction is required.

At this time the discipline begins.
Randomly select one character in each
canoe. Tell these characters that they
notice a spider crawling along the
canoe. Afterone round. take the same
characters into a separate room or
private place where the other players
won't hear you. and read the
following:



You notice several more large
black spiders scrambling up from
the side of the canoe and running
around the bow.

The bodies of the spiders are
about an inch long.

Let the players return to the place
where the other players are waiting
and allow them the chance to decide
a course of action. if they choose.

When they have decided a course
of action. go to the next round. Each
character who decides at any time to
escape the spiders by jumping into
the water will be forced to deal with
the alligators in the river. Each swim-
ming character will be attacked by
one alligator before he or she crosses
the river.

Alligator

STR 5(75 PCN 3 (45)
DEX NA STA 5(7%)
AGL 4(60) EWS NA
WPR 230 FEAR 4

PER NA ATT  1/68%
Movement: L 600 A NA W 90

IPs: 50

Read the following to those players
whose characters choose to remain
on board:

By now you realize that the entire
front end of the canoe is crawling
with these black spiders. They ac-
tually seem to be coming out of the
water, crawling up the side of the
vessel, and collecting into a giant
mass in the front of the canoe. By
now there are hundreds of these
things crawling over each other.

Again. let the characters choose a
course of action. The spiders are harm-
less but look big and scary. Once the
characters have decided what they
want to accomplish. go to the next
round and read the following:

Without warning. and as if on
some command from inside the

ball of spiders. the creatures break
and approach you.

They run up your arms and
trunk and scurry across your face.
They are all over you. It makes no
difference how many you swat and
kill, more of them run over you.

After one round of crawling over the
characters. those spiders that have
not been killed crawl and leap back
into the water. Any character who
stands up in the boatin an attempt to
shake the spiders off must make an
Agility check with a -40 modifier. or
fall into the water. Within 1d10 min-
utes, the boats are empty of spiders.

The river takes 8 minutes to cross it

the characters are cautious. 6 minutes
if they row at top speed.

In the final round before the canoe
hitsthe otherside of the river. read the
following to the players:

The background noise of a water-
fall seems louder. But there are no
animal noisces.

Again. you catch sight ot the tall
pyramid towering darkiy over all
of the rain torest.

A wide. well-used trail beckons
you forward.

The party has reached the island
where the Village of Twilight 1s lo-
cated. Any characterwho uses Track-
ing skill notices that the beach and
trail are covered with jaguar tracks:
these particular jaguars. however.
seem to walk on only two fect.

3. THE TRAIL

The trail on which the characters
walk is a path used by the werejaguars
that live on this island. It leads di-
rectly to the front of the tall pyvramid
in the Village of Twilight

The party should choose to take the
path. becausc the dense foliage and
tropical growth off the path are just
100 thick to allow passage. Those
characters who decide not to use the
path have a 70% chance per minute of
attracting 2 werejaguars with  the
noise they make trying to hack through
the jungle. If the characters choose to
take the path. read the following:

The trail allows for four people to
walk abreast without any dif-
ficulty. The tracks that covered the
beach arc even more dense here.

Occasionally you hear some-
thing rustle off to your left. but by
the time vou turn to sce what
caused the noise. itisetthergonceor
too well hidden to spot.

Off to the side of the path on
your right are two green daggers.
slightly damaged at the hilt

These are jade daggers. The party

may pick them up. if they choose.
After the party has travelled for sev-

cral more rounds. read the following:

Suddenly the foglifts. The far bank
is directly in front of you. The
canoe slides onto the shore. run-
ning aground on the beach. Trop-
ical rain forest rises around you.
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The trail leads into a clearing
Directly in front of you stands the
pyramid that vou saw from across
the river. A long row of steep steps
leads to the stucco hut at the top.



A temple-like structure faces the
pyramid, and four small tiered
structures sit between the two tem-
ples. two on each side.

This appears to be an ancient
Mayan ruin. One would expect
that such a city would be long
abandoned. Butfires have recently
burned near the small tiered pyr-
amids, and tracks of the were-
jaguars are everywhere.

4. THE SACRIFICIAL
PYRAMID

Background

The characters have already seen the
pyramid from a distance. It would
most likely be the place to explore
first, especially if any party member
had a Prescient Dream about this
place.

The dream was trying to lead the
character(s) concerned to the single
best clue how to kill the Lord of Twi-
light. Inside the stucco hut atop the
pyramid are two conflicting messages.

The first message is a mural that
faces the characters on the far inside
wall of the stucco hut. The old paint-
ing depicts some ancient. perhaps
Mayan, warrior threatening a gigan-
tic creature. In the warrior's handis a
green weapon. The weapon is act-
ually a jade dagger. Jade is the only
thing that can kill the Lord of
Twilight. He must be stabbed in the
chest by a sharp jade object. The only
cluetothe nature of the weaponin the
warrior's hand is the color green. Do
not give any other clues to the players
when they arrive inside the temple: let
them figure out the message of the
painting themselves.

The other clue in the temple 1s a
false clue. On a stone slab in the
middle of the temple rests a beautiful
macahuitl(mah-kah-WEE-tul), a form
of Mexican Indian sword. Ithasa hand
grip hilt and a broad paddle-like flat
blade of wood. In the edges of the
wood are set small, razor-sharp pieces
of black obsidian. The weapon is an
extremely powerful hacking tool. There
are carvings on the wooden blade of
jaguar faces. werejaguars, and bats.
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The weapon rests on a woven cot-
ton shroud. Two jade daggers point
toward the Macahuitl.

The Macahuitl is useless against
the Lord of Twilight. although its
obsidian edges will hack right through
werejaguar flesh. But the manner in
which the artifact is displayed might
lead to the belief that it is a more
powerful weapon than it really is.
There is nothing else unusual about
this weapon.

The Encounter
Read the following to players whose

characters choose to explore the pyr-
amid temple:

You climb unsteadily: the steps are
only about six inches wide and
fashioned from uneven rock. Your
feet don't quite fit on a step and
sometimes the ruts cause your foot
to twist uncomfortably.

About halfway up the pyramid.
another jade dagger lies on a step.

From the top. you can see that
thecityislocated on asmallisland.




A waterfall cascades at the south-
ern tip of the island. A dense cloud
of fog hovers over the water.
Beyond the fog, the jungle spreads.
unbroken in every direction.

When the first character enters the
temple, 1-5(1d10+ 2. round up) were-
jaguars come out of the jungle and
wait at the foot of the steps. They will
wait until all of the characters have
entered the temple, or if a few stay
outside. they approach as the party
beginsits descent. Read the following
to the players when the characters are
inside the temple, and the were-
jaguars wait for them down below:

Inside the stucco hut the single
room is essentially bare. However,
in the center of the room is a six
foot wide stone slab.

A beautiful, freshly woven cot-
ton shroud is draped over the slab.
Two jade daggers point to the
center of the shroud. where a mag-
nificent macahuitl sword rests. Its
obsidian blades are razor sharp.
the weapon is finely balanced. and
the wooden hilt is carved in a
mannerthatwould rival craftsmen
anywhere in the world

Allow the characters a few moments
to decide what they want to do with
the weapon. or what powers it might
possess. Then continue reading:

On the far wall from the entrance
is a mural painting like those com-
monly found in ancient Mayan
ruins. It looks exactly like this:

Show the players whose characters
are in the temple the artwork on the
back outside cover of this adventure
scenario. Let them look at it for as
long as they like. Once the character
leaves. donotshow the painting to the
player unless his character returns
first to the temple.

5. THE WEREJAGUARS
When the characters decide to leave

the temple and continue exploring
the village. the werejaguars are wait-

ing for them at the foot of the pyramid
steps. This encountertakes place only
after the characters enter the hut atop
the pyramid. Read the following to
the players and fill in the appropriate
number of werejaguars in the paren-
theses from your die roll (1d10-+2).

As you go back outside to make
your way down the steps, you see
below you (fill in the number)
werejaguars in a semicircle at the
bottom of the steps.

They snarl angrily as you come
into view and begin to make their
way up the steps toward you.

If the party descends to meet the
creatures, the werejaguars go back
down to the ground and wait for the
characters.

If the party stays up on the pyr-
amid, the werejaguars will make their
way up the side of the pyramid and
attack.

Werejaguars (1-5)

STR 4(60) PCN  6(90)
DEX NA STA  4(60)
AGL 7(1055 EWS NA
WPR 3(45)  FEAR 7

PER NA ATT  3/83%

Movement: L 225 A NA W 60

Disciplines: NA
Manipulation: NA
IPs: 700 each

All of the werejaguars fight to the
death: they are minions of the Lord of
Twilight and are protecting their own
home.

The bodies of destroyed werejag-
uars change as did those on the trail
to the temple of the High Priest. There
is never any evidence left that a crea-
ture from the Unknown exists when it
dies.

If the characters choose to explore
the grounds for a little while before
going on to the other temple, they will
find camptfires that are burning out.
and broken pottery in places.

Any character who has Archae-
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ology/Anthropology skill quickly
realizes that the party stands on a
gold mine of both knowledge and
wealth. Excavating the place would
unearth countless ancient treasures.
But all that can be readily seen on the
surface are pottery shards. chipped
obsidian. and occasional broken jade
knife blades.

6. THE TEMPLE OF THE LORD
OF TWILIGHT

On the opposite side from the tall
pyramid is an old temple where the
Lord of Twilight awaits the characters.

The creature is invisible and waits
inside the temple to one side. When
the party enters the temple. they hear
only the creature’s beating heart. but
itechoes throughout the temple cham-
ber. As the party moves inside the
chamber. the Lord of Twilight moves
behind them. blocking the only exit
while maintaining his invisibility. He
will then use his Evil Way discipline
Total Hlusion to cast an illusion of
himself directly in front of the party.
Fearand surprise checks are required
atthat point. Those who turn and run
stumble directly into the real Lord of
Twilight standing in the doorway
behind them! He appears in front of
the characters as they race directly
toward the entranceway. Again, fear
and surprise checks must be rolled
for the characters who are trying to
escape. The Lord of Twilight then
attempts to destroy the party.

As the characters approach the
temple. read the following:

This temple structure has four col-
umns that stand guard over a dark
entrance. Above the entranceway
1s another opening.

There is something very inviting
about this particular building, and
vet very threatening at the same
time. The structure somehow seems
more still and silent than the rest of
the buildings. An eerie chill seems
to rise from within the temple.

Characterswhodecide toclimb to the
top opening and enter through there
find that the opening serves as some
sort of a window. They are forced to



jump down to the same spot they
would have entered upon had they
entered through the front.

Once the characters are inside.
read the following:

The air inside is warm. damp. and
foul. as if the interior of the temple
is covered with decay. The room 1s
pitch black. requiring some form
of artificial light.

Allow the characters the chance to

use torches. flashlights, or other light

sources. The temple is really an under-

ground chamber that measures some

200 feet by 200 feet. The entrance is in

the center of the west wall.
Continue reading:

Light sources show thatthe temple
has an underground room that
extends beyond your light. The
interior is empty except for scat-
tered bones. There are no paint-
ings. carvings, or anything else
that would normally be found in
such a place.

Slowly you become aware of a
sound, a continuous. low pound-
ing. like a great heartbeat. The
noise echoes all over the room and
seems to have no particular origin.

to safety. the creature appears
directly in front of you and blocks
your exit.

By now. the Lord of Twilight has
blocked the doorway and begins to
use his Evil Way discipline. Toral
Illusion. Read the following:

Suddenly. in a flash, a large crea-
ture appears some 30 feet before
you. Flapping its large bat wings to
hold itself upright. it towers above
you to a height of 8§ feet. Its batlike
face stares angrily at you, as its jag-
uar paws swipe the air. The trunk of
the creature appears to be human.

Now make all fear and surprise
checks. Anyone who moves within 15
feetof the illusion makes itdisappear.
As the nextround begins, read the fol-
lowing to those who turn to flee:

As you race toward the only exit,
you see the light of twilight from
the outside. As you approach the
portal and are about to slip through

The real Lord of Twilight is standing
in the only exit from the temple. The
fleeing characters must roll fear and
surprise checks again, checking in
the same coluumn, because this is
actually the first time they have seen
the creature.

The illusion at the other end of the
temple ceases immediately when the
Lord of Twilight appears by the exit
Players whose characters passed
their first fear and surprise checks
must still check again when the Lord
of Twilight appears by the exit.

Combat begins at the doorway to
the temple.

Lord of Twilight (Onaqui)

STR  6(90) PCN  6(90)
DEX NA STA  7(105)
AGL 6(90) EWS 100
WPR 95 ATT  5/90%
PER NA FEAR 8§

Movement: L 225 A 1000 W 60

Disciplines: Create Werejaguar
(unique), Haywire, Invisibility, Swarm.
Total Hllusion, Wave of Fog.

Manipulation: NA
IPs: 1140

The Lord of Twilight suffers Stamina
loss from both armed and unarmed
melee. He suffers wounds only from
jade weapons. The Lord of Twilight is
killed instantly if stabbed in the chest
by a jade weapon.

If the Lord of Twilight is killed. the
creature’s body will change slowly
into a foul-smelling cloud thatrises to
the sky and fades. No sign of the
creature remains.

If the creature senses a great loss of
Stamina, without the use of jade by
party members, the Lord of Twilight
flies away and restores itself. then
returns in search of the party. As long
as the creature is alive, it will pursue
and attempt to destroy any surviving
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characters before they get out of the
jungle and inform S.A.V.E.

If the creature defeats the party. but
some characters manage to escape.
the Lord of Twilight pursues the sur-
vivors wherever they go. seeking an-
other chance to kill them.

The moment that the Lord of
Twilight is killed, all werejaguars are
banished to the Unknown. There are
11 werejaguars in all, bur the party
receives IPs only for those they faced
directly and destroyed.

THE FRUITS OF SUCCESS

If the party destroys the Lord of
Twilight. they may return by the same
path that brought them to the crea-
ture’s village.

If word is passed on to anybody
outside the tropical forest about the
lost Village of Twilight, the story will
spread quickly through the entire
Mexican archaeological and anthro-
pological communities. and the Mex-
ican government claims the property
as a historical preserve. Any artifacts
found in the city are not allowed out
of Mexico.

Any survivors of the ordeal who try
to tell or explain what occured on the
expedition to anyone except Guevara
or another S A V.E. member will be
branded a lunatic. The same holds
true if the Lord of Twilight is pro-
posed as the reason the Mayas sud-
denly deserted their great cities and
centers. The characters will be scoffed
at and ridiculed.

The characters have no real
evidence to explain anything un-
usual that went on in the rain forest
during the expedition.

Dr. Guevara will be most inter-
ested in reports, however. and will
believe the character's accounts.
Guevara will be pleased with the
characters’ efforts and thank them for
solving the mystery. even though
nobody except S A.V.E. envoys will
ever know.

Finally. the characters are awarded
the proper number of IPs for any
hostile animals and creatures they
may have destroyed or driven away in
the adventure.



Fellow Envoys:

As you can see, this report was filed with SAV.E. some
time ago. A follow-up expedition was organized immed-
iately. But the “tribe” was gone

For a while these concerns were set aside, as other more
pressing duties involved the organization. However. | now
understand through sources that these creatures have
been sighted again in the States of Tabasco and Veracruz. I
don’t wish to speculate. but the proof of such beings tied to
the ancient historical findings would be invaluable to both
me and the people of Mexico. not to mention the obvious
importance to our own organization.

In light of this. I ask for your services. Within this

envelope you will find my report. a copy of a letter written
in 1548 from one Father Esteban, a Jesuit missionary, to
King Carlos I of Spain. and a plane ticket foreach of you to
Mexico City, where you will meet with me for further
briefing before you begin your expedition.

Yours,
Professor Jose S. Guevara
Department of Anthropology
University of Mexico

Submitted to S.A.V.E. Central Archives: Oct. 14, 1959

In the early spring of 1959. 1 led a group of four highly
gifted members of S.A.V.E. into the surrounding forests of
Chilpancingo, a town located between Mexico City and
Acapulco. We intended to investigate rumors of a group of
creatures portrayed in only the oldest of Indian legends.
These things were part man and part jaguar; supposedly,
they camped together almost as a band of gypsies in the
forest. Local Indians called them “ocelotl,” the Nahuatl
word for “jaguar.”

Ourfirsthard evidence that the Unknown was indeed at
work in Chilpancingo was that Pablo and Cipriano. rest
their souls. kept telling me how strongly they could feel the
Evil Way around us. Both men were blessed with that
ability. After interviewing over a hundred local Indians,
we went out in search of the jaguar-men. Three nights into
our journey. while we were camped in the jungle. we were
ambushed in our sleep. I could not see what it was that
attacked me, for the jungle blocked out the light of the
moon and the stars.

We were herded togetherin the dark. Iwas surprised that
our attackers needed no torch or lantern to see us. They
were as quiet as cats. and for good reason, I found out with
the morninglight. These creatures were cats, or atleast part
cat. Though they appeared almost totally jaguar, there was
something human in the creatures—something, strangely
enough, too terrifying to be animal.

The creatures communicated through snarls and growls,
but seemed to be able to understand what the members of
my expedition were saying.

I immediately remembered the ancient Olmec Indian
depictions of "werejaguars.” At first as a professor, I was

amazed and pleased with my discovery. But my dear friends
Pablo and Cipriano warned me that they had never felt
such a strong presence of the Evil Way as was emanated by
these creatures,

Later that morning, the creatures approached and took
us into a thatched roof hut with a stone slab in the middle.
Some of them snarled while others crouched around us.
Our wait within the hut seemed like hours. although I
cannot be sure how long itlasted. Then there was growling
and commotion outside. Before [ could even shout, Roberto
was thrown on his back, held by his arms and legs, as a
hideously dressed priest. human but strangely inhuman.
stepped into the hut, slashed open Roberto’s chest with a
jade knife. and pulled out his still beating heart. Roberto
screamed and passed out. The jaguar-men swayed. as
though hypnotized. in the dimness of the hut. Within
seconds my companion bled to death. The others followed:
it was my turn next. But the hideous ceremony stopped.
The creatures looked up to the ceiling as if in search of
something. Then, without warning, they scattered. allowing
me to escape.

I remember as I was running wildly through the forest
thatIcould hearthe sound of my heart beating so loud that
itwas almost deafening. Thatis the last] remember, untill
awoke in the University Hospital here in Mexico City.

Certainly the events of the last several months burden
my thoughts and concerns. It is. however. my firm belief
that the presence of these creatures is another serious
invasion of our world by the forces of the Unknown, and as
such, is worthy the attention of the Organization.

Sincerely,
ot B Busvara

Jose S. Guevara



To His Most Regal Majesty, the Emperor Don Carlos, our Most Magnificent King:

May this most celebrated and promising time of year, as
once again the Spring renews our hopes in this life and in
the Life to Come. return great happiness and wealth to
Your Gracious Majesty. by Divine Right ruler of Castile,
Aragon. Navarre. Valencia, and of our new-found and
prosperous New Spain.

Good fortune to you upon this. the first day of April in the
Year of Our Lord fifteen hundred and forty eight. the
fourteenth year of the just and kindly rule of His Holiness.
Paul T11.

Seven months ago. Your Majesty. inspired as | was by the
hope that my humble services might bring the peoples of
this new and unsettled country from the Darkness of Super-
stition and Disbelief into the sweet and assuring Light of
the Faith. it was my privilege to travel with Captain Gabriel
Rivera to Chilpancingo. at the very Borders of those tands
Your Majesty rules with infinite Justice and Mercy.

During our travels south toward Chilpancingo. we heard
many tales of those people who dwell in the area—those
they call Maya. and the forefathers of those Maya. the
ancient and now-vanished Olmec peoples. It was not until
we had moved further south. to the edge of a vast and
terrible rain forest, that we heard of others, mentioned only
in whispers by the Maya as Those Who Came Before.

As we arrived at each village or small temple outpost. it
became more and more clear that the Indians had been
forewarned of our coming. The dwellings were abandoned.
the buildings and temples stripped of their gold and ornament
in each settlement—all except for a small shrine in each
village, all the same in appearance, all strangely untouched.

Asto the outlandish and cruel nature of these shrines, 1
tremble to offend Your Majesty’'s Decency and Faith: it
might interest you to know that they were nothing like
those to the North in the country of the Aztec, nor like
those of the neighboring Mayan. Indeed. each shrine contained
a dark and bloody altar, which would seem to be made of
black glass, were it not for the fact that the glass would not
crack or break easily beneath our righteous weapons. Carved
on the side of the altar were strange images of the jaguar—
the huge cat of this region not unlike the lion or leopard in
Africa. Yetthese cruel beasts walked upright as men in the
altar carvings, and they raised their claws to the sky as
though they plotted to rip the clouds from the heavens. The
rest of the shrine was carven in harsh images of long.
tangling vines and of batwings. but these seemed only
decorations to bring further to life the likenesses of these
horrific creatures.

I need not reassure Your Majesty that we were quick to
destroy these horrid monuments, though indeed we marvelled
at why the villagers had left them unharmed. That is, we
wondered until we pressed further into the rain forest. still
intent on extending the Rule and Majesty of Your Highness.
and the Spiritual Wisdom of His Holiness Paul I11.

As we pressed further into the unknown territory, we
were met by a band of the jungle Indians, who now greeted
us as they had fled oursightin the villages on the borders of
the rain forest. Now eagerness had overtaken their fears,
for they had heard (perhaps in the same manner they
learned of our approach) of our destruction of these vile
altars.

Where before these people refused to cast aside their
Superstitious ways. at times even fighting against us when
we destroyed their temples and places of worship. they
now offered aid. One of them. an older man and probably
a village elder, said that destroying the small jaguar shrines
was “a great blessing to his people. to rid the world of the
Unnamed One.” When we asked the nature of this strange
being that the Indian peoples so seemed to fear. the old
man would say no more.

So it came to pass that we joined hands with the native
peoples, or rather they joined hands with us: a large. terrible
temple deep in the rain forest was overtaken and cleansed.
and I set about to bring the Indians to the true Faith the
very night following.

In the company of Captain Rivera and five guards, I
approached the village near the temple: I remember puzzling
at the strange. uncarthly silence. We found the site aban-
doned—the empty huts the only trace that people had once
dwelt there.

Upon return to our own camp. we found the same fate
had befallen Captain Rivera’'s company. In fright we fled
the jungle. losing all of the guards to animals, dangers, and
a strange ambush by men dressed as jaguars. Captain
Rivera himself died only this morning. a week after our
return from the great darkness. of some strange and wasting
disease.

There are more things—darker things—I cannotentrust
to a letter. Things for Your Majesty’s ear only. [ depart for
the homeland within the month. Upon arrival, I most
humbly request an Audience in Your Noble Presence.

Yr. Most Humble Servant,

Padre Esteban Lopez de Ojeda S.J.+
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Lurking deep within the rain forests of Yucatan, death
awaits its next victim. It swallowed the great civili-
zations of southern Mexico centuries ago, and now it
rears its decaying head once again. The ocelotl have
returned. The Indians say the evil cat-things roam the
jungle even now -- the jungle that looms before you,

An unnatural stiliness hangs in the air as you stand at
the edge of this tangled green world. The jungle
beckons, challenging your courage, mocking your
doubts. and somewhere, hidden among the twisted
trees and hanging vines, the ocelotl are waiting,
prowling the outskirts of the Village of Twilight.

"Village of Twilight” is an adventure for use with the
CHILL™ game system. Inside you'll find the character
cards, maps, background information, and hours of
thrilling role-playing fun. Be sure to look for other fine
preducts from Pacesetter, Lid.
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