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SAVAGE FEATURES

INTRODUCTION

Welcome to The Last Round, the latest in
Legion Publishing’s Savage Features series:
a collection of one-shot action stories based
around a classic cinema theme. Each of our
Savage Features presentations is an adven-
ture for Great White Games’ Origins Award
winning Savage Worlds roleplaying game.

The Last Round is a thriller set in East
Africa in 1915 against a backdrop of the
First World War. This ebook contains every-
thing you need to play including maps,
creature stats, and—the stars of the show—
the heroes themselves. All you need is some
dice, cards, and players and you’re ready to
go. The Last Round puts the players in
charge of some troops, so you may want to
use figures to play out the combats that
take place during the soldiers’ mission into
the heart of darkness.

BACKGROUND

When one thinks of the First World War,
the image that comes to mind is that of the
horrific conditions in the trenches of
Western Europe. But the involvement of the
great imperial powers meant the war spread
to their colonies, and the conflict was
played out on battlefields around the globe.

One of these little-publicized campaigns
of World War I was fought in East Africa,
largely by colonial troops of Britain,
Belgium, and Portugal against the brilliant-
ly led German forces of Paul von Lettow
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Vorbeck. These men recorded epics of
endurance while enduring a disease-ridden
wilderness and surviving horrors too ghast-
ly to mention. This is one of their tales, left
untold until now.

PoOrRTUGAL'S COLONY

Portugal’s history of involvement in East
Africa dates far back to the 15th Century
and like that of many Imperial powers it is
a story steeped in violence and blood.

After the fall of the indigenous Gaza
Empire—caused by the deportation of the
emperor by Portugal at the end of the 19th
Century—Portugal finally has military and
political control of all Portuguese East
Africa. For the first time all kingdoms and
territories of what we now call Mozambique
are under the same rule. Chartered trading
companies manage half of Portuguese East
Africa. The companies own all rights to
agriculture and mining in their area, and
collect taxes from the local population,
many who of are forced to work on the ter-
ritory’s plantations. However, living condi-
tions in the colony for the majority of peo-
ple are so bad that many Africans choose to
flee across the borders to the neighbouring
British colonies. There is also an active
independence movement, which resists the
colonial power with violent protest.

This adventure takes place in Portuguese
East Africa in August 1915. The heroes are
of members of a Mozambique Company
police unit: paramilitary troops of one of
the Chartered Companies administering
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the territory. Alerted by natives to the pos-
sibility of a German incursion into its
northern territory from nearby German
East Africa, the Portuguese colonial govern-
ment orders the heroes and the troops they
command on patrol to investigate. Such an
expedition requires several days journey
across hostile terrain in extremely difficult
conditions and appropriate preparation is
vital. Before the patrol sets out, the payers
must decide what they require for the mis-
sion and what they instruct their troops to
take~Once the. patrol is*ready. to-go #lie
adventure begins!

GM’s OVERVIEW

The Germans have indeed crossed the
border into Portuguese territory, but they
have been caught up in a struggle far older
and even darker than the Great War. Malign
forces are at work in the East African interi-
or and unknowingly, the heroes are about to
lead their troops into the middle of an age-
old battle between good and evil. The
foothills of the mountainous border territory
are home to a figure of local legend. The
tribesmen of the region call him Inkawaya,
and view him as the guardian of nature; the
civilized folk regard him as a myth—nothing
more than a fairy story to frighten small chil-
dren.

INKAWAYA AND THE MEBETE STONE

The locals speak of a wild man, a force of
nature who talks with the animals, has the
power to control them, and is invisible.
They call him Inkawaya and they fear and
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respect him in equal measure. They believe
he protects the forests and the animals
from evil and guards the region, preventing
it from coming to harm.

Needless to say, such superstitions are
not entertained in polite Portuguese society.
Though there are weird things in the
African countryside, and any soldiers who
have been in-country for any length of time
can recount strange goings on, they do not
usually report them to their superiors. That
sort of thing can damage a promising
career!

What the colonial powers do not know, or
will not accept, is that Inkawaya is real. He
was abandoned as a child (some whisper
that he was originally of western European
descent, maybe even an aristocrat) and lives
wild in the forested mountain foothills,
brought up and protected by the beasts of
the wild, over which he now has mastery. In
his charge is the sacred Mebete stone—the
heart of the forest—and the protection and
preservation of his natural home is his sole
concern

The Mebete stone is a statue of a black
rhinoceros carved by an unknown hand in
the distant past from a mysterious sub-
stance. The locals revere it and entrusted
its safekeeping to Inkawaya. The strange
idol is in fact sculpted from part of a mete-
orite and possesses weird properties, emit-
ting an invisible field—undetectable to
human beings, but perceptible to all animal
life. It has a strange pacifying effect on the
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creatures within its area of effect and
Inkawaya, being closely linked with the
creatures that nurtured him, is also espe-
cially attuned to the statue. It grants him
the ability to speak with the animals, mak-
ing him Lord of the Beasts. Until recently,
ghier sheart ofwthetforest  was Ssafe Iyl
Inkawaya’s possession and there was peace
in paradise.

THE WHITE WITCH

However all this changed when a student
of magic arrived in the region; a Portuguese
woman took up a position in an abandoned
mission hospital in the interior, determined
to learn of the African dark arts. Outwardly,
Dr. Aranha Cabral appears to be a living
saint, using her own family funds to reopen
the mission hospital and bring medicine and
religion to the wild areas of the world.
Secretly, she is a servant of evil, dedicated to
the pursuit of the dark arts and a powerful
necromancer.

Her blasphemous studies revealed the
importance of the Mebete statue and the
wicked witch-doctor stole the idol. Using its
arcane energies to bolster her magic, she
now has some control over the beasts and
the power to enslave the dead. If she is able
to complete her researches into the stone’s
properties, the potential extent of her pow-
ers is unbridled.

INTO THE HEART OF DARKNESS

The heroes must lead the soldiers under
their command on patrol through the East
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African countryside. The senior officer
determines the route the patrol takes,
while the rest lead units of the patrol and
follow their commander’s orders (more or
less!). During the early part of the mis-
sion, the patrol encounters numerous

wild animals, all of which are unusually
aggressive. At this stage, the patrol has
plenty of ammunition and should feel rel-
atively secure. The heroes (mostly colo-
nial Portuguese) should start feeling like
big game hunters out on a safari. As GM,
you should encourage this sense of ease;
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the early part of the adventure is intended
to drain the patrol of ammunition and to
malkesthe heroes..feel secntE.. However
their troops notice the animals’ strange
behaviour and do not share their officers’
optimism. The heroes of course should
not be impressed with the “local mumbo-
Mmbo”.-They age; *aftey all,Portiicucse
and they know better!

As the patrol reaches the foothills of the
mountains, they encounter Inkawaya. He is
searching for the Mebete idol and, like the
animals, the malign influence it exerts in
Dr Cabral’s hands affects Inkawaya’s tem-
per. Seeing the presence of the colonial
troops as an invasion of his homeland, he
starts to pick off the soldiers one by one as
they move through the scrub toward his for-
est home. Paranoid and frightened, the
patrol soon happens upon a woman desper-
ately fleeing from a pack of bloodthirsty
apes. Unbeknownst to the players, this is
the enemy they seek, as the woman—
Etelka Gottheim—was the observer for a
German army reconnaissance aircraft
searching for a missing German patrol. She
is well aware that she is alone behind
enemy lines and is accordingly nervous and
secretive. The players may well begin to
suspect her of some mysterious foul play
but, apart from being their enemy, she is
innocent in this affair.

In course of their adventures, they find
a fierce, supposedly cannibalistic tribe,
who shed further suspicion on the
woman in their care. They also speak
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with other friendlier tribes who can fill
them in on some of the strangeness of the
recent weeks. In the course of these meet-
ings, the team learns that the once-aban-
doned mission has been re-opened and
contains a fully equipped hospital.
Eventually, the group happens upon the
grisly remains of the missing German
patrol, but a giant carrion crow—one of
the beasts responsible for the slaughter—
attacks the soldiers (who by now should
be low on provisions and ammo) and, in
their weakened state, the mission should
seem like a sensible place to hole up and
recover.

Reaching the mission, the survivors find
Dr. Arenha Cabral, a Portuguese physician
who has, it seems, made it her life’s work to
help the poor and sick. Of course, she is the
witch-mistress of the predatory birds and
actually feeds upon her patients! Resting at
the hospital, the party finds that it has
marched into the heart of the trouble and is
forced to spend a fitful night fighting off
zombies with its dwindling supplies of
ammo. What’s more, with the coming of
dawn, the soldiers are besieged by a flock of
carrion Crows.

If they can survive the many rampaging
wild animals of the early part of the adven-
ture and the supernatural horror of the sec-
ond, the heroes can return the Mebete idol
to Inkawaya and restore harmony to the
forest before returning to their base. What
they choose to report of their expedition
upon their return is up to them!
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RUNNING THE GAME

Although the Portuguese did not enter
the Great War immediately, they prudently
began a military build-up in 1914. The
Chartered Companies that administered
much of the colony had some armed police
to enforce their rule and secure their trading
interests.

In early 1915 these police began to be
formed into infantry companies; the
Mozambique Company raised four such
units. Each company consists of 250
askaris (native troops), with European
captains, junior officers, and NCOs.
The company has been split into pla-
toons to patrol the territory. The play-
erst CaclhmiReRthc.role of alPortuguese
soldier of the Mozambique Company
leading section of askari soldiers (pre-
generated characters are included S@u
page 36). This patrol is one of several
operating in the region, searching the
border area for signs of a rumoured
German incursion.

Each hero leads a unit of 10 askaris on
the patrol under the command of their
Portuguese Captain, Caetano Spinosa. The
heroes are responsible for these extras
throughout the patrol and, before starting
the mission, each player must equip their
troops and prepare a troop card (see page
35) for the section under their command. In
addition to tracking their unit casualties,
players must keep track of three Troop
Levels which govern it’s readiness to fight
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and march. These ratings are for Ammo,
Provisions, and Fatigue.

The players should monitor the welfare
of their troops and relay the facts to the
commanding officer. It is that player’s job
to determine the route, set the pace, and
establish any standing orders for the dispo-
sition and conduct of the troops. Only by
providing their commanding officer with
the relevant facts can the players help make
the patrol a success.

AMMO

The troops ammo rating can be High,
Medium, Low, or Out. Each player choos-
es the starting rate for their ammo (though
the troops cannot be sent out on patrol
Out of ammo!). During a firefight, when-
ever the soldiers’ Shooting die result is a 1
(regardless of the result on the wild die
used in the group roll), reduce the pla-
toon’s ammo rating by one step (from
High to Medium, for example). If the
Shooting dice come up double ones, the
ammo rating is reduced by two steps! If
the soldiers are ever out of ammo, they can
only use melee weapons in combat, so
players should be concerned as their sol-
diers’ ammo rating drops. A hero shares
the same ammo state as the troops under
his command, but the hero’s dice rolls do
not affect the unit’s ammo rating.

The commanding officer (only) can call a
half-day’s halt to give time to redistribute
ammo. Any player may give one step of
ammo to another unit.
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PROVISIONS

The platoon’s Provisions rating covers
the rations and water carried by the sol-
diers. Each player should keep track of the
number of days’ Provisions their section is
carrying, marking off the number at the end
of each day. If a section ever runs out of
Provisions, the troops must make Survival
rolls every day to live off the land or starve
(see page 18). The heroes also share their
soldiers’ Provisions levels, though they use
the standard Savage Worlds Hunger rules
should the provisions run out. Again, as
with ammo, a half-day halt can be called to
allow units to redistribute Provisions.

FATIGUE

The troops under each player’s command
have a Fatigue track like the heroes them-
selves. The troops’ Fatigue has exactly the
same effect on all trait tests as usual and, on
this long and arduous expedition, the officers
must be careful not to work their soldiers too
hard. Covering too much ground in a day—
and numerous other difficulties—can cause
the troops to become fatigued. The platoon
can cover 20 miles each day without dis-
comfort. Traveling faster than this forces
each player to make a Vigor check (-1 for
each 10 miles over the basic distance cov-
ered) once for their character and once for
the troops under their command (this would
be a group roll). Failure indicates that the
hero or unit has gained a Fatigue level for
completing the march. If any troops are inca-
pacitated through Fatigue, they cannot
march any further and must rest. The
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Fatigue track is reset by one step for each full
day’s rest. Heroes have their own Fatigue
tracks as usual.

SKILL & PLANNING

The patrol needs a route to follow that
will cover the border area and find the
rumoured incursion. Give the commanding
officer the Players’ Map on page 9 and let
the players choose the path, marking the
map for each day’s travel. Though all the
players should be able to give their opinions
the commanding officer has the final say on
the direction and order of march. Use this
plan to decide what happens each day and
how far the patrol travels until the players
decide to deviate from it or the command-
ing officer gives new orders.

Pack Up YOUR TROUBLES...

The soldiers have to carry all the gear
their officers feel is important. The com-
bined weight of the kit affects the troops’
ability to keep up the pace of a long march.
Remember to use the encumbrance rules
from the Savage Worlds rulebook. The list
below sets out the weight of the items sol-
diers can carry. The players should list the
gear their troops have, and must strike a
balance between being well-equipped and
over-burdened. If the players ask for lots of
additional gear, let them have it (within rea-
son). Make up the weights of unusual
items, erring on the heavy side if you are
unsure (it is 1915 after all!). The more the
soldiers carry, the harder the patrol will be
for the soldiers.
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Gear Weight (Ibs)
Each day’s Provisons
Low Ammo

Medium Ammo
High Ammo
Machete

Rifle 10
Spears
Entrenching tool
Bedroll*

Medical packs**

W o &N W A
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(*Without a bedroll, the troops must rest
two days to recover one Fatigue level)

(** All Healing rolls made without
Medical packs are made at -2)

ON THE MARCH

PLAYER’'S MAP

This map of the region covered by the
patrol uses some of Legion Publishing’s
Active Ebooks™ features. Click on the but-
ton below to switch between the map the
players use and your GM’s map. Be sure to
print out a copy of the right map for the
players to use, the GM’s map shows the
location of a few hidden surprises!

GETTING LosT

Much of -the  scenery:. theSsheroes
encounter looks very much the same.
Whole days may pass without sight of any-
thing but grass and scrub. Have the com-
manding officer make a Smarts check
every half day. If he opted to come on
patrol without a compass, apply a -2 mod-
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ifier to these checks. Any failure indicates
that the patrol has strayed off-course. Vary
the route of the march slightly for the next
half-day’s travel. Describe the surround-
ings using the information on the map,
e.g. “You see wooded hills rising in the dis-
tance, a few days’ march away. Some ten
miles to the west the grass turns to scrub
and beyond that the thatched roofs or a
village can be seen.” This forces the heroes
to huddle round the map and argue over
their position—just the sort of thing to
make the askaris nervous!

As the patrol starts to encounter unex-
pected variations in terrain—scrub where
they expect grassland or swamp where forest
should be—allow all players a Smarts check
to realize they leader’s mistake. Finding their
way back on course could take up valuable
time (and waste precious provisions).

THE TERRAIN

As the patrol crosses the various terrain
on its route, the soldiers encounter a range
of animals and events, some mundane,
some bizarre. For each terrain type the
group crosses in a day, roll on the appropri-
ate table below. The players’ map does not
always show the accurate terrain for a par-
ticular area. Mark their actual course on the
GM'’s map to see what terrain they really
cross. When what the team experiences dif-
fers from what is marked on their map, it
may cause them to question their position,
their equipment, and even their leader! All
this makes for great opportunities for role-

playing.
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Players Map
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SCRUB
Much of the Portuguese East African low-
lands is savannah: scrub terrain with occa-
sional stands of trees and dense under-
growth. There are no modifies attached to
crossing this terrain.

Scrub Table

Roll (dé6) Event

1 Animal Bones

2 Vultures

B Antelope

4 Dead Villager

5 Swarm of Bees

6 Dust Storm
(GRASSLANDS

More fertile areas of the plains are cov-
ered with tall thick grass. The grasslands
provide no modifiers to soldiers covering
the terrain.

Grassland Table

Roll (d6) Event

1 Lions

2 Animal Bones

3 Black Rhino

4 Vultures

5 Baboons

6 Hyenas
SWAMP

Moving through swampy terrains is difficult
and all Vigor checks in the marsh are made at
-1. in addition, any heroes or troops rolling
double ones contract Malaria. Survival checks
to find food in the swamp are made at —1.
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Swamp Table

Roll (d6) Event

1} Crocodile

2 Mosquitoes

3 Quicksand

4 Hippo

5 Dead Villager

6 Crocodile
RIVER

At some point, the patrol will have to
cross the river. At this time of year it should
be at its lowest ebb but, for some reason,
the river is still high and fast-flowing.

Any attempts to cross it require Agility
checks at -2. if a unit fails the roll, one
soldier is swept away or drowns. If the
hero fails he begins to drown until saving
himself or being rescued. All Vigor checks
forfatisee™ate modified by -2 for the
crossing. Survival checks to search for
provisions are made at +2.

River Table

Roll (d6) Event

1 Crocodile

) Vultures

) Hippo

4 Crocodile

5 Animal Bones

6 Crocodile
FOREST

In the foothills of the mountains the
landscape becomes more densely wooded.
Hardwoods ane predominant with acacias
and varieties of teak. The humidity soars in
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the forests and all Vigor checks are made at
-1. all survival checks are made at +1.

Forest Table

Roll (d6) Event

1 Downpour

2 Dead Villager

3 Quicksand

4 Ants

) Mosquitoes

6 Mandrills
EVE NSRS

Listed below are descriptions for the
entries on the terrain tables. Feel free to add
to these or pick another if you think it adds
drama to the game. Keep the heroes on
their toes and whittle down the number of
troops under their command. Each time
they encounter one of the set scenes below,
they should have fewer troops to face the
challenge until they reach the mission,
when they should have only a handful of
extras left to help them.

ANIMAL BONES

The patrol comes across the carcass of a
large animal, picked clean. Any hero mak-
ing a successful Knowledge (bushcraft)
check notices that the bones have not been
here long. It is strange that they should be
so clean in so short a space of time. The
askaris get nervous around the bones and
each hero must make a Guts check for the
troops under his command (use the hero’s
Charisma as a modifier) or one of the
natives deserts after night fall (mark the
deserter off as a casualty).

11
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VULTURES
High overhead, 1d4 vultures begin to cir-
cle. This is nothing too out of the ordinary,
except that the huge birds are unnaturally
aggressive and swoop down on any section
of less then five men.

Attributes: Agility d8, Smarts d4(A),
Spirit d8, Strength d6, Vigor d6
Skills: Fighting d6, Guts d10, Notice d12
Pace: 4; Parry: 5; Toughness: 5
Special Abilities

I» Claws/Beak: Str +2

I»  Flight: Vultures have a flying Pace of 10

I®  Swoop: a vulture can drop on its prey
from a height for an additional +2
damage. Its Parry is reduced -2 until
its next action. (Ordinarily this does
not usually matter as its prey is usual-
ly in a bad way by the time the vul-
tures come!)

DEAD VILLAGER

The patrol discovers the bloated corpse of
a human from one of the nearby villages.
The body has not been long killed—it is
possible the predator is nearby. Knowledge
(bushcraft) checks identify the killer
(choose an animal from these tables). A
Common Knowledge roll reveals that it is
unusual for humans to be preyed on. Most
animals avoid man when possible. If the
heroes give the unfortunate victim a decent
burial, they are better treated in the next
village they enter.

ANTELOPE

A small herd of the fleet-footed creatures
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stops and stares a small distance away. The Special Abilities
herd stands its ground as the heroes I» Fleet-footed: The antelope roll d12
approach instead of scattering and, if the when running, but on the roll of a 12,
heroes should attempt to bag a trophy for they tire and must rely on their regu-
the wall, the antelope turn and charge the lar Pace (which is still pretty fast)
patrol! This unusual behavior unnerves the I» Gore: Provided the antelope charges at
askari troops so much that there is a chance least 6” in a straight line before attack-
of desertion (see Animal Bones, above). ing, it uses its small horns quite effec-
tively, adding an additional +4 to its

Attributes: Agility d12, Smarts d4(A), damage total.

Spirit d4, Strength d4, Vigor d6

Skills: Fighting d6, Guts d4, Notice d8 SWARM OF BEES

Pace: 12; Parry: 5; Toughness: 5 These bees are swarming, but despite

12
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that are unusually fearless and aggressive.
Treat the bees as a Swarm covering a medi-
um Burst template with the ability to split.

Attributes: Agility d10, Smarts d4(A),
Spirit d12, Strength d8, Vigor d10
Skills: Notice d6
Pace: 10; Parry: 4; Toughness: 7
Special Abilities

I» Sting: The swarm inflicts hundreds of
tiny bites, causing 2d4 damage.

I Swarm: The angry swarm is hard to
swat so it gains +2 Parry.

Dust STORM
As the wind races across the plain, it car-
ries fine sand with it, whipping it up into a
sudden dust storm. No further movement
is possible for this day, but no Fatigue is
recovered for the time wasted.

LIONS
A pride of 2d4 lions starts to stalk the
patrol as it rests. Have the heroes and their
soldiers make opposed Notice rolls against
the lions’ Stealth. Only treat the patrol as
active if the commanding officer gave orders
to post a watch.

The lions are mean but clever and they
are patient. They also work together to try
and split the patrol up, circling their prey
and hiding in the tall grass. Occasionally,
one or two allow themselves to be seen on
one flank in an attempt to drive the patrol
toward the rest of the waiting pride on the
other. A successful Knowledge (bushcraft)
check at -2 alerts the hero to the lion’s ploy.
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If the pride is attacked, they charge the
patrol, mauling and dragging off any they
can. If half the lions die, the rest fall back
but stalk the patrol, looking for any chance
to kill a straggler, until the soldiers move on
to a different terrain type. A second Lions
result represents a different pride.

Attributes: Agility d8, Smarts d6(A),
Spirit d10, Strength d12, Vigor d8
Skills: Fighting d8, Guts d10, Notice d8
Pace: 8; Parry: 6; Toughness: 8
Special Abilities

I» Bite or Claw: Str +2.

I» Improved Frenzy: Lions may make
two Fighting attacks each action at no
penalty.

I» Pounce: Lions can leap 1d6” to gain a
+4 to attack and damage. The lion’s
Parry is reduced by -2 until its next
action, however.

I» Size +2: Male lions can weigh over
500 pounds.

BLACK RHINO

One of the least common creatures in the
world, the black rhino is also one of the
most dangerous the heroes can encounter.
This powerful creature is already mean-
tempered and violent—the theft of the
Mebete stone has sent it into a murderous
rage. As soon as it sees the patrol, it starts
to walk toward the soldiers. From around
400 yards, it breaks into a run. A Smarts
roll indicates that it is coming straight for
the patrol and that the creature’s horn is
easily capable of impaling a man. Even if a
soldier escapes being skewered, a swipe
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from the rhino’s swinging head would cause
severe injury and being trampled by the
rampaging beast means almost certain
death. What’s more, there is no way the
patrol can outrun it on foot and its heavy hide
makes it hard to stop, so fighting the creature
could cost the patrol some casualties.

Attributes: Agility d6, Smarts d4 (A),
Spirit d8, Strength d12+4, Vigor d10
Skills: Fighting d8, Guts d10, Notice
dé

Pace: 8; Parry: 6; Toughness: 11
Special Abilities

I Armor +2: The rhino’s thick hide
counts as armor for the beast.

I Gore: Provided the rhino charges at
least 6” in a straight line before attack-
ing, it uses its horn to impale its vic-
tim, adding an additional +4 to its
damage total.

I» Size +4: The black rhino is relatively
large and very solidly built.

I» Large: Attackers add +2 to any attack
rolls to hit the rhino.

HYENAS

Emboldened by the Mebete stone’s
malign influence, these usually-cowardly
scavengers have turned cunning pack
hunters. A Notice check (-2) spots a single
Hyena around dusk. In the middle of the
night, the pack (2d6 animals) attacks.
Allow the patrol an opposed Notice check
against the Hyena’s Stealth only if the
commanding officer ordered a watch.
Otherwise, the patrol is caught completely
unawares. After the attack, a Knowledge

14
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(bushcraft) check indicates that this is
unusual behavior for hyenas (in case the
players hadn’t already figured it out).

Attributes: Agility d8, Smarts d6(A),
Spirit d6, Strength d6, Vigor d6
Skills: Fighting d6, Guts d6, Notice d10
Pace: 8; Parry: 5; Toughness: 4
Special Abilities

I» Bite: Str +1

> Fleet Footed: Hyenas roll a d10 when
running

I Size -1: Hyenas are relatively small
creatures

CROCODILE

The crocodiles normally rest through the
winter as the temperatures drop, and few
are seen around the river. However, the
newly awakened evil from the Mebete stone
has left an unholy vigor in the ancient pred-
ators. The riverside has many more crocs
than normal for this time of year, and they
are far more active. They drift as close as
possible (using opposed Stealth rolls) before
launching themselves with a powerful flick
of their mighty tails for the grab. If success-
ful, the crocodile drags its prey underwater
and holds it there until it drowns.

Attributes: Agility d4, Smarts d4(A),
Spirit d6, Strength d10, Vigor d10
Skills: Fighting d8, Guts d6, Notice
dé6, Stealth d10, Swim d8
Pace: 3; Parry: 6; Toughness: 9
Special Abilities

I Armor +2: Crocodiles have thick
scaly hides
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I» Aquatic: Pace 5

> Bite: Str +2

I» Rollover: If a crocodile hits with a
raise, it causes an additional 2d4 dam-
age. The victim also starts to drown if
they are underwater.

SWARM OF MOSQUITOES
In the humidity, the buzzing of insects is a
constant irritation, and the heroes quickly
become used to the frequent bites and are for-
ever slapping at pesky mosquitoes. This is
something different however, an angry swarm
that moves and attacks with a purpose.

Attributes: Agility d10, Smarts d4(A),
Spirit d12, Strength d8, Vigor d10
Skills: Notice d6
Pace: 10; Parry: 4; Toughness: 7
Special Abilities

I» Infection: Any individual Shaken or
wounded by the mosquitoes must
make a Vigor check (-2) or contract
malaria (see below). Any extras
wounded by the swarm survive the
encounter, but automatically contract
malaria—the patrol must figure out
what to do with them.

I» Sting: The swarm inflicts hundreds of
tiny bites, causing 2d4 damage.

I» Swarm: The buzzing mass of mosqui-
toes is hard to swat so it gains +2 Parry.

Malaria (-2): Any soldiers contracting
malaria must make a Vigor check (-2) every
four hours or gain a Fatigue level. The sick
can be treated at a fully equipped hospital
with a successful Healing roll and plenty of
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rest, recovering one Fatigue level for each
week of rest.

QUICKSAND

Have each player make one Agility roll (-2)
for their hero and one for the soldiers under
his command (a group roll). Any failures
indicate that the hero or one of his soldiers is
sucked into a patch of quicksand. Any extras
dragged into quicksand are lost, despite the
best efforts of any would-be rescuers—mark
them down as casualties. Heroes must drag
themselves out, or be rescued by their com-
rades (either event requiring a raise on a
Strength roll). Failure indicates the stuck
hero gains a Fatigue level and is sucked deep-
er (Fatigue modifiers from the quicksand
apply to all rolls to rescue the hero, whoever
is making the rolls). Any hero Incapacitated
by quicksand disappears completely beneath
the surface and drowns!

HiprO

Hippos are mean and unpleasant crea-
tures at the best of times. The power of the
Mebete stone has them deranged and even
more dangerous than usual. In the water,
they attack with their powerful jaws and
long tusks — easily able to kill a man with a
single bite. Get between a hippo and the
water, and a man on dry land is no safer
than if he was facing a charging rhino. They
are surprisingly fast and very heavy—being
trampled by a hippo is no picnic!

Attributes: Agility d4, Smarts d4(A),
Spirit d10, Strength d10, Vigor d8
Skills: Fighting d6, Guts d8, Notice
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d4, Swim d8
Pace: 8; Parry: 5; Toughness: 9
Special Abilities

I Armor +1: The hippo has a thick
tough hide.

> Bite: Str+2

I Hardy: The hippo is big and strong
and does not suffer a wound from
being Shaken twice

I Large: Attackers add +2 to their rolls
to hit a hippo

I Size +4: Hippos are big, tough, and
hard to kill!

DowN POUR
The dark clouds gather overhead and a
sudden violent thunderstorm breaks.
Lightning splits the humid air and heavy
thick drops of clean rainfall through the
canopy, intensifying until the heroes can
hardly see their hands in front of their faces.

If the commanding officer insists on
moving on through the rain, he automati-
cally loses his way in the forest. Move the
patrol’s actual position at least 5 miles from
where the players think they are.

MANDRILLS
Enraged by foul magic, these apes are far
more aggressive than is typical. They fight
in packs of 1d6 and attack by pummeling
with their fists and using their powerful
jaws to shred flesh.

Attributes: Agility d10; Smarts d8 (A),
Spirit d6, Strength d8, Vigor d8.
Skills: Climbing d8, Fighting d6, Guts
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d8 s Mhieimidation’ #d8, ~INatice - d6,
Stealth dé6
Pace: 5; Parry: 5; Toughness: 5
Special Abilities

> Bite: Str+1

I» Improved Frenzy: Savage mandrills
may make two Fighting attacks each
action at no penalty.

[ Size —1: Mandrills are slightly smaller
than humans, standing 4-5’ tall.

ANTS

A thick column of ants, over a foot
across, advances through the forest, obscur-
ing the floor. A Notice roll detects the
insects and, once they have been spotted,
the heroes realize the column has changed
direction and is headed right at them. The
Mebete stone even affects the insect mind!

There are hundreds of thousands of ants
in the column and it would be madness to
attempt to fight them but, if the players
insist, treat the column as 10 small swarms
of ants. Have a couple of the askari die hor-
ribly as the ants swarm over them, biting
every inch of their bodies—the heroes
should decide that discretion is the better
part of valor. Luckily, the column moves
fairly slowly so the patrol can evade the ants
by making a hasty retreat.

Attributes: Agility d10, Smarts d4(A),
Spirit d12, Strength d8, Vigor d10
Skills: Notice d6
Pace: 4; Parry: 4; Toughness: 5
Special Abilities

I Bite: The swarm inflicts hundreds of
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tiny bites, causing 2d4 damage.

I Swarm: The black mass of ants is
overwhelming in numbers so it gains
+2 Parry.

BABOON
These animals are larger and more
powerful than normal baboons, and far
more aggressive. They’re ravenous meat
eaters and attack in large packs of 2d10
animals.

Attributes: Agility d8, Smarts d6 (A),
Spirit d6, Strength d6, Vigor d6
Skills: Climbing d6, Fighting d6, Guts
d6, Notice d8
Pace: 6; Parry: 5; Toughness: 4
Special Abilities

I» Bite/Claw: Str+2.

I Size -1: Baboons are smaller than
humans

THE VILLAGES

The soldiers may visit several villages
on their route, each of which holds infor-
mation useful to their mission. The
buildings in these villages are all similar:
wooden huts roofed with long reeds. Most
are circular structures with steeply
pitched cone-shaped roofs extending
almost to the floor. Extraordinary features
about each village are presented below,
along with a list of pertinent clues and
snippets of information the heroes can
learn as they undertake their mission.
Feel free to add additional information (or
misinformation) to the list of rumors and
clues provided below.
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MBUWE

This village is relatively friendly toward
the colonial occupation and has been visit-
ed many times by the Portuguese troops of
tihe" Jarca-siplicEmliabitanisespelik some
Portuguese as well as Bantu and Swahili,
and a simple Persuasion roll can glean the
following pieces of information for each
success and raise.

I» The river is very high for winter, the
lands around are usually much drier at
this time of year.

I» Two warriors from the village have
been very badly wounded. Treating the
wounded allows the heroes to recover
one day’s Provisions.

I There are far more crocodiles than
usual for this time of year. They usu-
ally are inactive for several months in
winter, but this winter they are very
active.

I There has been no sign of foreign
troops here. Even the Portuguese have
not visited for several months.

INESSANARRA

Nestling in a forest clearing in the
foothills, this village is more remote and
has had less exposure to the colonial pow-
ers. Consequently, only Bantu is spoken
here and any hostility is greeted in kind.
There is less to be learned here, also, and a
raise is required on any Persuasion rolls in
order to reveal any of the following infor-
mation. Other methods could also be tried
here, including Intimidation and violence,
but a display of kindness is sufficient to
allow the patrol to rest in the village and to
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encourage the villagers to share their food
(recovering one day’s Provisions).
I The animals of the forest have been
acting strangely of late
I» The old Christian mission has been
re-opened and there is a Christian
hospital working there again.
I» There have been no white soldiers in
the forest around this village.
I» Inkawaya has been heard calling out
in rage at night.

TEMBAYA
This forgotten village is not marked on
the players’ map and is home to a tribe
ratcieeeen by white men: They are
rumoured to be cannibals (see Scene Four
on page 22).

DusuTto

High up in the forested foothills is the
village of Dusuto. Few whites come this far
into the forest so this is a very isolated vil-
lage. Strangely though, the villagers greet
the heroes in Portuguese instead of their
native Bantu. They know only a few words
but are cautiously friendly. They also offer
food to the patrol, but are reluctant to have
the soldiers within the borders of the vil-
lage. If pressed about their Portuguese, the
villagers explain they have learned a few
words from the woman at the hospital.
Otherwise, successful Persuasion attempts

learn the following information.
I Creatures of the forest have attacked
tribesmen recently and many have died.
I The dead do not rest in peace as the
jungle and many graves have been
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found open and empty. The villagers
feel this is due to the strange behaviour
of the animals.

I» The elders say it is the spirit of the
Mebete and that Inkawaya is displeased.

UNGEWETO

This mountain village is the highest bor-
der village in the heroes’ area of operations.
The villages here are a sullen and suspicious
people and speak Bantu, along with some
other strange dialects unfamiliar to all but
those from the highlands. They are highly
superstitious, and refuse to help the soldiers
with food or shelter. The heroes require a
raise on any attempt to get information out
of the Ungeweto villagers, and each raise
picks up one of the following facts.

I» They saw the Germans move through
their forest in the past few days, moving
east toward the river.

I The animals in this part of the forest
have become savage and vicious.

I» The Heart of the Forest—the Mebete
stone—has been stolen by a white
witch and Inkawaya has gone to war
with white devils to right the wrongs
done against the people of the forest.

SURVIVAL IN THE
WILDS

The soldiers have their provisions, but life
in the field is tough. The officers may not
have accurately assessed the length of the
patrol, or they may have opted to travel fast
and light. Whatever the reason, there is a
possibility that the troops could run out of
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food before the operation is complete. If this
happens, they are going to have to fend for
themselves in the African countryside. There
is plenty to eat out here, but some effort may
be required to gather it. Most of the charac-
ters have the Survival skill, and so can
attempt to forage enough food to stay alive.
The soldiers, too, can try to feed themselves.

Each terrain type has a survival modifier,
which is added to or subtracted from Survival
rolls made to avoid using provisions.

Terrain Modifier
Swamp -1
Forest Sl
Plains/Grassland +0

River +2

Failing this roll indicates that the men
have not found sufficient food to eat. That
player loses one soldier to desertion or star-
vation each time a roll is missed!

In addition to finding food, avoiding dan-
ger is a high priority. Characters knowl-
edgeable about life in the African wilderness
can stay out of trouble more easily than
those familiar with the region’s dangers.
The skill Knowledge (bushcraft) allows
heroes to identify edible creatures and
plants, spot dangerous or venomous crea-
tures, and know local bush lore and history
— which tribes are which, what local rival-
ries may exist and why, the Inkawaya myth
and so on. The native troops and villagers
do not have this skill. For them, such things
are handled using Common Knowledge.

19

THE LAST ROUND

PROLOGUE:
THE LAST STOP

The group starts the adventure as they
disembark from a train in the interior of
north-western Portuguese East Africa. The
position of the train’s drop-off point marked
on the map; the patrol is about to begin.

It’s a hot August morning in 1915. The
Great War has been raging in Europe
for a year now, but so far the winds
haven’t fanned the flames of conflict
towards Portuguese East Africa. Your
tenure in the newly raised
Mozambique Company infantry has
thus far been uneventful, but the threat
posed by German troops in their colony
to the north remains very real. That’s
how you came to be out here in the
“bush”, watching the train—your only
real link with civilization—pull away
into the distance. If the Germans have
indeed infiltrated your territory, as
reports have indicated may be the case,
it might well mean war has finally
come to your little corner of Africa.
Shouldering your rifle, you determine
to make the first skirmish in the war a
victory of Portugal.

Now is a good time for the players to
introduce themselves. Reward players with
a Benny for particularly good roleplaying,
they’ll need them in time! Once they’ve
done this, continue to read aloud:

The terrain before you is light
wooded bush interspersed occa-
sionally by impassable thickets.
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Soon, you know, this will gave way
to dry scrubland where water is
rare and life fragile. There is a
track of sorts leading in the direc-
tion of the German’s reported line
of march, but it promises hard
walking, and perhaps at times dan-
gerous footing. Slowly, as if unwill-
ing to leave behind the connection
with civilization, your unit moves
into formation and begins to file
away from the railway tracks.

At this point, the ranking officer should lay
down any specific instructions for the march;
does he call for noise and light discipline (no
smoking, no talking), order scouts out ahead
or flankers to the sides, or perhaps directives
regarding rules of engagement. These will
remain in effect unless the commanding offi-
cer issues new orders or a player specifically
says he wilfully disregards them.

SCENE ONE:
INTO THE WILDERNESS

In the first part of the scenario, the patrol
moves closer to the border area. Each day is
spent marching steadily.

The scale on the players’” map show’s
how far the platoon can comfortably march
in a day. If the commanding officer chooses
to move faster, Vigor rolls are required as
described under Fatigue on page 7.

Following the route chosen before the
start of the patrol, each day the unit
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encounters one event for each terrain type it
crosses. If the platoon has been spread or
split by the commanding officer, it is possi-
ble that some parts of the platoon
encounter terrain not encountered by other
elements of the unit.

Apart from these encounters, the early
days have little impact on the course of the
adventure. The events should be used to
deplete the soldiers’ equipment and num-
bers. These first brushes should alert the
players to the fact that there are a lot of hos-
tile animals on their route. If they lose a few
soldiers and get a bit banged up or fatigued,
they should be a little more cautious as the
adventure continues. Things are about to
get nastier.

SCENE TwO:
THE WILD MAN

From the point the patrol passes into the
foothills (shown as the first contour line on
the map), the soldiers have entered into the
realm of Inkawaya.

Slightly unhinged by the affects of the
Mebete idol in the hands of Dr Cabral,
Inkawaya views the patrol as an invading
force. The wild man stalks the patrol, pick-
ing off stray soldiers whenever possible.

INKAWAYA

% Legendary Lord of the Jungle

Attributes: Agility d10, Smarts d6,
Spirit d10, Strength d8, Vigor d8

Skills: Fighting d10, Guts d8,
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Intimidation d6, Notice d6, Shooting
d4, Stealth d10, Survival d4, Tracking d6
Pace: 6; Parry: 7; Toughness: 8§;
Charisma: 0

Hindrances: Outsider, Quirk (wears
only a loincloth), Vow (protect the forest)
Edges: Beast Bond, Brawny, Combat
Reflexes, Hard to Kill, Level Headed,
Improved Level Headed, Nerves of
Steel, Tough as Nails

Gear: Knife (Str +1), skimpy loincloth

Treat the soldiers or the patrol as active
in attempts to detect the assailants Stealth
rolls. If Inkawaya’s Stealth roll is higher
than the troops’ notice rolls, the unit he is
stalking loses a soldier. Inkawaya then van-
ishes into the undergrowth. If the heroes
and their soldiers go looking for their com-
rade or their nemesis, they find only the
body of the soldier, horribly murdered.

If the soldiers or heroes are successful in
the opposed roll, they see only the moving
undergrowth, a hint of figure, a fleeting
shadow, or a rustle in the trees.

If they are able to beat Inkawaya’s score
with a raise, they spot the wild man him-
self. Opening fire on Inkawaya means he
stalks the patrol for the rest of the adven-
ture, picking off troops all the way:.

If the soldiers capture him, he explains
the situation with the Mebete idol and asks
to be released. If the heroes let him go for
free, he shadows the patrol but does not
continue his attacks.
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SCENE THREE:
(GORILLAS IN OUR
MIDST.

After several days’ travel, the somewhat
depleted patrol arrives at the point marked
X on the map.

Cutting through the bush, a desperate
maiden, flecing from a pack of bloodthirsty
primates, falls into their arms. Before the
group can react, the pursuers are upon them.

A woman races towards you and
collapses into your arms, her
clothes shredded and stained. You
have no idea where she came from,
but your first glance tells you she’s
beautiful, and the second tells you
Shersahamt-—+ ‘Save me,” she' gasps
with a heavy European accent.
‘They pursue me like demons from
another world. They would destroy
me!’ Before you can question her
further, the terrors from which she
ran present themselves: a band of
savage mandrills, lips pulled back
in murderous snarls, leap from the
trees. Spotting their prey, they
shriek in triumph and surge to the
attack.

There are three mandrills per character in
the group, but savage as they are, they still
retreat in the face of an insurmountable
enemy (see the Mandrill stats on page 16).
Once more than half the apes are killed or
otherwise incapacitated, the others flee for
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the safety of the trees or the long grass. This
should be a relatively easy fight, though the
GM is encourage to play-up the mindless
fury of the mandrills.

The woman, Etelka Gottheim, is a gifted
young German spy who was spotting for a
pilot on a mission to search for the lost
patrol. Having seen what they thought to be
the patrol, the pilot set down at a makeshift
runway, but they were attacked almost
immediately by wild animals and separated.
She has no idea what has become of the
pilot, or what direction she fled in before
escaping her attackers. She wandered, lost,
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for a while before again being set-upon—
this time by the savage mandrills.

She is wary of revealing the truth behind
how she came to be in her predicament.
After all, the incursion of a German patrol
and airplane into Portuguese territory is all-
but an act of war and as a spy, is fearful of
what may happen to her is her secret is dis-
covered. She instead concocts reasonable
tales until such time as she trusts the char-
acters or feels revealing the truth is impera-
tive to her survival. As a trained spy, she is
easily capable of hiding her German accent
and gives an assumed name to conceal her
Germanic heritage. If you want to give the
heroes a little clue, you could have her pro-
nunciation of certain words change subtly
as the adventure continues!

SCENE FOUR: WHO’S
COMING FOR DINNER?

What's left of the patrol proceeds steadily
and the heroes have the opportunity to ask
their new companion some questions. As
the patrol approaches the vicinity of
Tembaya, have the scouting section make
Notice rolls (—-2). If successful, the scouts
signal for the patrol to stop as there is
something suspicious ahead. If the scouts
fail, or the commanding officer chose to
move without scouts, the patrol is
ambushed. Skip the next section and move
on to Attack! below.

Seemingly from nowhere, a small
army of native tribesmen appear
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from the low scrub. How they
avoided detection is staggering.
The askaris with you murmur
about witchcraft.

A Knowledge (bushcraft] roll calls to
mind the rumors around the officers’ mess
of cannibal tribes in the bush and the still
air seems almost unaturally quiet.

This is in fact European prejudice: the
natives are no more interested in eating
humans than the heroes (although the sol-
diers could be pretty hungry by now!). They
are still very dangerous, of course, and
when provoked are ferocious fighters. The
situation is very tense and a battle could
easily erupt at any time. Have each player
make a Spirit check for each unit under his
control. Failure indicates a soldier in that
unit cocks his rifle, raises it to his cheek, or
some other prelude to attack. The hero in
charge must issue an order to prevent the
hostile action from escalating.

The tribesmen edge closer to the patrol,
surrounding the heroes’ command entirely.
The native warriors hold their spears at the
ready and watch the encircled soldiers care-
fully for any sign of a sudden move. Their
leader, a pot-bellied older man with wild
swept-back hair, slightly silvered at the tem-
ples, and a self-confident swagger to his
gait, strides forward and shouts something
in his native tongue.

Characters making a Smarts check (-4)
can identify the language as Makhuwa, but
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they are unable to speak the strange lan-
guage. Any Bantu speaker can make a
Smarts check (-4) to understand the chief.
Failing that-one of the askari soldiers can
communicate with the chief and relay the
warrior’s demands.

The chief wants the white witch
who travels with us. He says she
has stolen the hearts of his men
and his warriors must have their
revenge. He says that she must be
returned to his village and pun-
ished for her magic.

ATTACK

If the heroes are careless the tribe attacks
from the undergrowth. A volley of spears
rains down on the troops as the ambush is
sprung. The tribe is relatively primitive, but
completely fearless. After their spear attack,
half the tribe charges while the others con-
tinue to throw spears. Once they have
thrown five spears, the remaining tribesman
break contact and flee into the forest. If they
are pursued, they set another ambush and
launch another attack. If the soldiers hand
over the woman, she is taken back to the vil-
lage and (unless the players intervene) burnt
at the stake in front of the villagers.

Despite the fearsome appearance and fright-
ening reputation, the tribesman are open to
negotiation. Successful interaction with the
chief can glean the following information.

I» They have witnessed several dead war-
riors rising from their graves and have
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noted the bizarre behaviour of the for-
est creatures.

I They know some magic is at work and
that the white witch is responsible.

I» Few white people venture into this
part of the country and fewer are still
women. Naturally, they have Miss
Gottheim mistaken for Dr Cabral, but
will take some convincing.

If the soldiers mention the Mebete stone,
the tribesmen are impressed with their
knowledge of local affairs (unless they are
disparaging about the sacred artefact) if
Inkawaya is mentioned, or if he appears
from the undergrowth (if the patrol befriend
him earlier), the tribesman reluctantly
accept their mistake and let the soldier
leave their village and continue the patrol.

TRIBESMEN
Attributes:
Agility d6, Smarts d6, Spirit d6,
Strength d6, Vigor d6
Skills:
Fighting d6, Guts d4, Notice dé,
Shooting d6, Stealth d8, Tracking d8
Pace: 6; Parry: 5; Toughness: 5
Gear: Spears and bows

SCENE FIVE:
12 O’CLock HigH

Continuing on their way, the group heads
further into the foothills. There they stumble
upon a gruesome sight—half-eaten human
corpses—and soon enough meet one of the
perpetrators behind the scene of carnage.
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The terrain becomes increasingly
dense, the vegetation thick and the cli-
mate humid. The tangled undergrowth
slows your progress as you pick your
way through the Ilush greenery. You
can’t help but notice there is a strange,
foreboding silence broken only the
incessant buzzing of hundreds, perhaps
thousands of flies.

The flies are in fact harmless, but the
characters don’t know that, and, after some
of the earlier encounters, they should be
wary! Any character who reacts with trepi-
dation should make a Guts check; failure
means the character is unnerved and
Shaken. Before long, the focus of the flies’
interest is revealed.

You very nearly tripped over it. The
bloated carcass of a native lying
amidst the undergrowth, its rib
cage splayed open by some raven-
ous beast, eager to get at the organs
beyond. Surveying the scene, you
realize you are amid a field of
slaughter, with over a dozen other
bodies in a similar condition lying
about. Some even dangle lifelessly
from the upper-reaches of trees,
impaled upon the branches.

Have everyone who sees this grisly scene
make a Guts check or be shaken. A close
examination and a successful Notice roll
reveals the bodies to be German askaris
(native troops from German East Africa).
Their prized weapons, modern 7.92 caliber
Mauser Gewehr 98 rifles, remain at their
sides so it should be quite apparent that
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local natives were not responsible for the
deaths. In addition, a Notice roll at -2
reveals that there are no tracks—man or
beast—leaving the scene: all those who
walked onto this field of carnage died here!

As the troops examine the gruesome find,
one of the perpetrators massacre suddenly
returns to the field in search of food. Instead,
it finds fresh morsel...the player characters!

You feel a sudden gust of wind, hear the
sound of beating wings, and notice a
swiftly growing shadow falling over
you. Looking up, you see a dark shape,
a huge black bird, growing bigger and
bigger until it blots out the sun. It emits
an angry “caw” as it dives in to attack.

Characters making Notice rolls are able
to act unimpeded. Those who fail are sur-
prised and perhaps a bit taken aback by the
sudden attack from above and therefore are
not dealt cards in the first round. The party
must make Guts rolls to face the cawing
onslaught of the giant carrion crow.

Characters who use fixed bayonets or
spears to meet the initial diving attack of the
carrion crow receive a +2 bonus to hit and
damage. As soon as the creature is wounded,
it takes flight and attempts to flee.

SCENE 6:
MISSION: IMPOSSIBLE!

As the operation continues, and with
their numbers and supplies dwindling, the
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heroes need respite. As they have continued
about their task, the team has undoubtedly
learned of the re-opening of the mission. Its
position is marked on the map. Eventually
it seems a good place to be. When the party
arrives at the mission hospital, they meet
Dr. Aranha Cabral and stumble upon thee
horrific truth at the center of the plot.

The sun begins to cast long shadows as
it slips lazily behind the tree line.
Through the approaching gloom you
make out a light ahead, a soon enough
the silhouette of a small, low building.
No more than perhaps 60 feet by 20
feet, the building consists of mud brick
walls topped by a roof thatched with
grass, while a single door hanging loose-
Iy from its hinges. A fainted red cross is
appears on the wall. The building
appears to be a battered but functioning
mission hospital.

Ask the party how they intend to proceed.
It might be as straightforward as marching up
and knocking on the door; other players may
want to be a bit more circumspect initially.

Dr. Aranha Cabral, the resident doctor, is
not expecting trouble so she and her
manservant are considered Inactive for
stealth rolls. Some distance from the mis-
sion is a small graveyard, and further off
(requiring a Notice roll at —4 due to the
darkness and distance) is Gottheim’s air-
plane parked along an improvised airstrip.
The aircraft is intact and undamaged, as
Gottheim and her pilot left it. If she is still
with the group, she attempts to conceal all



SAVAGE FEATURES

knowledge of the plane, but as the heroes
inspect it, she retrieves a pistol from within
the cockpit and hides it about her person. A
successful Notice roll (-4) is required to
spot this deception.

As the group moves into the mission
itself and makes its presence known, Dr
Cabral comes to greet them.

You are approached by a woman
wearing a white dress, whisper soft
against the pale beauty of her skin.
She throws a halogen smile your
way and slinks towards you on
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longlEstihidera=less sun-Hellq. I'm
Doctor Arenha Cabral’, she says
pleasantly. Her warmth is off-set by
a fierce-looking devil who hovers
e QTR heriainets1lersnapiv e erie
bush—a lean, bearded man who it
appears, could™="fights; With
unmatched fury. ‘Please excuse
M’lagga. He is very protective of
me and doesn’t like strangers. But
please, rest yourselves. You look
weary.’

Dr. Cabral offers to tend to wounded
characters and plays the role of kindly doc-
tor to the hilt. Meanwhile, M’lagga snarls
and grimaces, clearly unhappy with the
party’s presence. Having welcomed the
patrol to the mission compound, Cabral
offers the soldiers shelter in the outbuild-
ings. She invites the heroes to dine with her
in her quarters and tells them they are free
to go anywhere but the surgery—her sick
patients must not be disturbed.

Cabral only reveals her true nature if it is
imperative to do so, at which point she and
M’lagga attack the group with the aim of
ensuing her secret never leaves the mission.
Otherwise, she keeps to herself, but she has
no intention of halting her studies while the
patrol rests at the mission—indeed the
presence of the wounded extras gives her
ample subjects for her experiments. If the
heroes wait at the mission for any time at
all, their wounded soldiers start to die
instead of recovering. Even those with the
most superficial wounds succumb to their
injuries in the surgery. Any hero making a
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Healing roll or a Smarts check (-4), know
that, in this day and age, some of their men
should have been saved.

THE SURGERY

In all probability, being told they can’t go
here will pique the heroes curiosity. The
unexplained deaths of their men may also
drive them to investigate the place of “heal-
ing”. Any of their surviving troops are laid-
up in beds in a small ward—all suffering
badly from their wounds and showing no
signs of recovery. Delerium has seized them
all and, if the heroes make a Smarts check,
they would guess the men look worse than
when they arrived.

A small operating theatre leads off from
the ward. Lying on the operating table here is
a German officer, unconscious and obvious-
ly severely injured. Bandages cover his face
as far down as the nose, and blood from deep
back wounds soil the white sheets.
Characters thoroughly inspecting the patient
and making a Healing roll discover that pre-
cious little is actually being done to help
him. In fact, his eyes have been surgically
removed despite no sign of nearby trauma
that would have necessitated such extreme
measures (they were, in fact, tasty treats for
Cabral). Astute characters (or those making
a Smarts roll at —2) may remember that no
one walked away from the ambush; how
then did the officer get here?

Should the heroes be discovered here by
Dr. Cabral, she can barely contain her fury.
She orders them to leave the surgery at once
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and invents several reasons why the
patients under her care are apparently sick-
ening. She continually reprimands them for
ignoring her instructions, warning that
introducing even more germs into an
already unclean surgery threatens the lives
of their soldiers. If asked about the German
officer, she insists he stumbled into the
mission only days ago, his eyes badly dam-
aged, and she was forced to operate to save
his life. Cabral isn’t going to admit her car-
rion crow allies brought him to her, but
players may grow suspicious of the good
doctor.

THE CEMETERY

Some very old graves from the mission’s
previous incarnation lie beyond 10 fresh
graves, most containing dead natives from
nearby villages.

Cabral opposes anyone who attempts to
disturb the graves in the cemetery calling
M‘Lagga to intervene if necessary. Any
unearthed body from the fresh graves—
including Gottheim’s unfortunate pilot—
reveals similar wounds tot eh body in the
surgery: all have their eyes and internal
organs removed.

SCENE 7: NIGHT OF
THE LIVING DEAD

As night begins to fall, the smells of a
freshly cooked meal begin to drift across the
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compound and the heroes gather at Cabral’s
quarters. Gottheim (if she is still with the
group) has borrowed one of Cabral’s elegant
gowns and, having bathed and fixed her hair,
looks as radiant as the doctor herself. With
such beautiful (though dangerous) company,

the heroes should be on their best behav-
iour—they are officers and gentlemen after
all. Over dinner, Cabral enquires politely
about the patrol and what they have encoun-
tered. She, too, comments that she has
noticed the enraged animals though there
have been no attacks here. She is very inter-
ested in any news of Inkawaya’s search for
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the Mebete idol, which is kept hidden in her
sleeping quarters. If any mention is made of
the airplane, Cabral insists she knows noth-
ing of it as she has barely left the mission in
three months. She knows of the airstrip of
course, that is how she brought supplies in
when setting up the mission.

When polite conversation is done and the
delicious meal finished (or if any hero makes
a direct accusation of any sort), Cabral begs
her guests’ forgiveness, but asks that they
leave so she may be allowed to rest.

“I'm afraid I am ill-used to compa-
ny and I have been working so
hard, you must forgive me but it is
time for me to sleep. If you would
do me the honor of dining with me
again tomorrow, we can continue
our discussion of all these matters,
I am keen to share with you my
plans for the mission. But, if you’ll
excuse me, for tonight, I'm dead on
my feet. Good night to you all.”
The doctor retires into the adjoin-
ing room with a graceful bow of her
head and the door locks. M’lagga
enters, scowling at you as he col-
lects the remaining glasses. With a
grunt, he shoos you toward the
front door.

Cabral in fact has no intention of retiring
and even less of explaining herself to the
heroes. In fact, if her plan goes well, she has
no intention of them seeing another dawn!
She begins an incantation as soon as the
team leaves her quarters raising her undead
minions from their graves. If the zombies
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fail, she calls for her flock of carrion crows,
which arrives at first light to finish the sur-
VIVOTS.

M’lagga sits cross-legged outside her door
preventing any access to his mistress and
protecting her with is life if necessary.
Cabral herself remains in her room, staying
well out of the way of any stray bullets or
rampaging zombies. She continues her
researches into the Mebete idol throughout
the night, working magic and struggling to
make the zombies do her bidding.

Have everyone explain what they’re
doing for the evening and make note of any
specific defensive measures being
employed. This will be vital to how the
ensuing battle plays out. Cautious players
who post sentries and lock and barricade
the door to the outbuildings, for example,
fare far better than those who simply turn
in after dinner.

In the middle of the night, the heroes
awake to the screams of their men as zom-
bies dispatch the last of the extras. There are
a total of twelve askari zombies raised from
the graveyard by Dr Cabral. They are armed
with any rifles the heroes left behind, though
are just as happy to employ bayonets, impro-
vised weapons, and their bare hands. The
fight ends when all of the zombies are defeat-
ed. In the heat of the combat, have each hero
make a Notice roll (-2) to spot a strange glow
emanating through the shutters of Cabral’s
quarters (this is the strange arcane glow
caused by the Mebete idol). If anyone tries to
interrupt the witch, they must first get
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through M’Lagga. If she is attacked, Cabral
calls all the zombies to her before fighting
with her assailant.

SCENE 8: DAWN OF
THE CARRION CROW

Following the fight with the zombies, and
possibly dealing with M’lagga and Cabral,
the heroes should try to get some
sleep...but not for long! Whether the team
stopped the doctor or not, she has already
summoned the last of her minions and, at
first light, they answer her call.

You are aroused by a great din out-
side; a maddening chorus of crow-
ing and cawing. You peer outside.
The sun has hardly risen and
already it’s oppressively hot. Little
drops of moisture form under your
arms and trickle down under your
shirts, whether it’s from the grow-
ing heat or the ominous sight that
greets you, who can say! A murder
of huge crows, a dozen or more like
that which attacked you in the
clearing recently, circles lazily in
the sky above. You can almost feel
their hungry black eyes gazing
down upon you.

The characters can attempt to wait-out
the crows, but supplies—particularly of
water—should be running low. Those in
need of water can sprint to the well nearly
60 yards away to refill canteens. In addi-
tion, you can encourage action by having
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the crows attack the mission itself (remem-
ber, the roof is woven grass over a wooden
framework) or by suggesting the flock grows
with each passing hour.

The airplane parked nearby may help the
survivors escape. Although it is only
intended for a crew of two, inventive play-
ers may come up with a way to use it.

TAUBE
Developed in 1910, this reconnaissance
and observation airplane served in great
numbers until 1916. Some found their way
to German overseas colonies. Most were
unarmed, though some were hastily modi-
fied with a turret machine gun.

Acc/Top Speed: 5/60; Climb: 5;
Toughness: 6 (1); Crew: 2;
Cost: Military only
Weapons: 1 .303 MG (150 rounds) (range
24/48/96; Damage 2d8+1; ROF 3; AP2)

If Cabral is still alive, she can command
the carrion crows to leave, though she only
does so under duress or if given reason to—
such as a promise of release or amnesty. No
rolls can be made to achieve this. The play-
ers must roleplay a convincing negotiation
with Cabral or fight it out with the giant
CTOWS.

Finally, if the heroes have seized the
Mebete idol from Cabral and subdued her,
the spells over the animals are broken and a
character holding the idol can make a Sprit
check (-2) to command all beasts. The car-
rion crows are supernatural so still serve
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@Eabral Bhiieeare ¥eaniuseds-1f~a, jtharacter
makes a successful attempt to control them
in this way, giving the heroes a chance to
attack or make a break for water and so on.
A raise on such an attempt means the hero
has gained control over the flock and can
command them to disperse. To do this, the
player must “caw” as loudly as possible—
the birds disperse immediately!

AFTERMATH

When the birds have been driven off, the
heroes must decide what to do next to wrap
things up. The Mebete stone should be
returned to Inkawaya to restore equilibrium
ORISR0 Gy Cabral - could NBE® killed
released, or arrested and brought in. Players
seeking some kind of justice could hand her
over to the villagers of Tembaya, who exact
their fiery revenge!

The heroes can travel back to civilization
by the most direct route. If the Mebete stat-
ue has been returned; the journey is
uneventful as a sense of peace settles over
the East African wilderness. The
Portuguese can return home safe in the
knowledge that they have made new friends
on the borders. Friends that may help them
in the forthcoming struggle, of which The
Last Round was only the opening salvo.

CABRAL'S MINIONS

CARRION CROW
Carrion Crows inhabit the bush in the
interior of Africa. They are similar to stan-
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dard crows at a distance, save for their
immense size (many boast wingspans in
excess of 20’). Closer up, however, one sees
some other subtle but menacing differ-
ences. The eyes of these fell beasts glow yel-
low with infernal hunger, and their feet end
in raptor like talons. Carrion crows feast
exclusively on human remains, and have
been known to descend upon hapless vil-
lages in great flocks when prey is scarce.

Attributes: Agility d12, Smarts d6 (A),
Spirit d10, Strength d12, Vigor d8
Skills: Fighting d8, Guts d8,
Intimidation d10, Notice d12
Pace: 8; Parry: 6; Toughness: 12
Special Abilities

I» Claws/Bite: Str +2

I» Crow’s Caw: Humans killed by a
Carrion Crow who hear the creature’s
cries within a week of their death are
said to return as zombies or skeletons
(depending upon their state of decay)

I» Flight: The crows have a flying Pace of
24”, with an acceleration of 6”

> Infection: Carrion Crows bear the dis-
ease trypanosomiasis, or sleeping dis-
case. Whenever a character is Shaken
or wounded by its bite, the victim must
make a Vigor roll at 2. Failure results
in the victim gaining a Fatigue level.
Anyone Incapacitated by the slips into
a coma and dies in 1d4 days. Recovery
requires a Healing roll (-2) and two
days’ rest for each Fatigue level.

I Large: Attackers get +2 to hit these
giant crows

I» Size +4: Carrion Crows measure 20’
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in wingspan

Ominous Presence: Carrion Crows
are frightful to behold and are associ-
ated with death by the local tribes.
Characters must make a Guts check
when they first spot the bird (local
tribesmen suffer -2 to this roll due to
their superstitions)

ASKARI ZOMBIES

Mindless automatons created by the caw
of the carrion crows and determined to feed
on human flesh.

Attributes: Agility d6, Smarts d4,
Spirit d4, Strength d6, Vigor d6
Skills: Fighting d6, Intimidation dé6,
Notice d4, Shooting d6

Pace: 4; Parry: 5; Toughness: 7
Special Abilities

Claws: Str

Fearless: Zombies are immune to Fear
and Intimidation.

Undead: +2 Toughness, +2 to recov-
er from being Shaken, piercing
weapons do half damage, called shots
do no extra damage.

Weakness (Head): Shots to a zombie’s
head are +2 damage, and piercing
attacks do normal damage.

M’LAGGA
Attributes: Agility d6, Smarts d6,
Spirit d6, Strength d8, Vigor d8
Skills: Fighting d8, Intimidation d8,
Notice d4, Stealth d6
Pace: 5; Parry: 5; Toughness: 5;
Charisma: -2.
Edges: Combat Reflexes
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Hindrances: Mean
Gear: Knife (Str+1), Spear (Str+2).

DR. ARENHA CABRAL
uman physician and secret warlock

Attributes: Agility d10, Smarts d12,
Spirit d10, Strength d6, Vigor d8
Skills: Fighting d8, Guts d8, Healing
d10, Notice d10, Riding d8,
Spellcasting d10, Stealth dé6.
Pace: 6; Parry: 6; Toughness: 6;
Charismas 52
Hindrances: Bloodthirsty, Vengeful
Edges: Arcane Background, Attractive,
Beast Bond (crows only)
Power Points: 15
Special Abilities
Crow Form: When Incapacitated her
body transforms into a flock of crows
that seek to fly to safety. Treat as a
swarm with the ability to split. Note
also that these crows are considered at
full-health despite Cabral’s condition.
In this way, Cabral always attempts to
escape and fight another day.

Spells
Forest Creepers (Entangle)
Trapping: Spreading the hands in a
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Trapping: Loud cawing over fresh
human entrails

Description: When cast in an area
where carrion crows are present, a
success summons a flock of carrion
crow. The crows are not directly under
her control, but know Cabral for a kin-
dred crow spirit and do not hurt her if
there is other prey in the area. Seeing
as the crows only fly by day, the flock
does not arrive until daybreak regard-
less of when they were summoned.

Zombie

Trappings: The doctor stands rigid,
her hair swirling in an unnatural
wind. Her pale skin darkens until it is
completely black as her eyes and
mouth glow bright white. The light
shoots off in the direction of the near-
est supply of bodies.

Description: This ability is independ-
ent of the zombies raised by the call of
the carrion crows, so Cabral can call
additional servants from the graveyard
if the battle seems to be going against
her.

MEBETE STONE

“rippling” motion

Description: The vines and creepers
of the jungle come to life and obey
Cabral’s commands

The heavy carved idol of the black rhino
is made from a strange substance and
grants the owner the following powers.

I» Otherworldy Energy
All spells cast by the owner are
reduced in cost to 1 power point. This
immense power is what has caused

Summon Carrion Crow
Power Points: 5

Range: Smarts x 1 mile
Duration: Special
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Cabral’s researches and powers to
advance so rapidly. The result is that
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she is a fearsome opponent when in
possession of the stone.

I» Mebete Influence (Beast Friend)

Trapping: “speaking” to the animals
in their own “language”
Description: Caused by the power of
the Mebete idol, anyone in possession
of the strange stone can converse with
the animals of the forest, grunting like
a highland gorilla or bellowing like a
hippo, causing the creature to obey
their will, albeit in a limited way.
They can also understand the basic
emotions of the creature.

CAST

@ CAPTAIN CAETANO SPINOSA
Z¥X¥" Rank: Novice

Attributes: Agility d8, Smarts d6,
Spirit d6, Strength d6, Vigor d6
Skills: Fighting d4, Guts d4,
Intimidation d6, Knowledge (Military
History) d4, Notice d6, Shooting d8,
Stealth d6, Survival d4

Pace: 6; Parry: 4; Toughness: 5;
Charisma: 0

Hindrances: Doubting Thomas,

Quirk (elitist), Overconfidant
Edges: Command, Quick Draw

Description: Born into privilege, Spinosa
has lived an easy life and continues to enjoy
rapid advancement through the ranks,
clearly groomed for better things. He
requested a field position to ensure a medal
or two before the war gets going. By the
time the bloodshed starts, he plans to be far

33

THE LAST ROUND

from the front line and overseeing opera-
tions. He is no coward, he just knows his
limitations and is well aware that he does
not connect well with the common soldiery.
Perhaps played by Cary Grant, Spinosa is
educated and elitist. He expects to be
obeyed and doesn’t easily accept advice. He
likes to do things his own way (but will
quickly pass good ideas off as his own when
possible).

LIEUTENANT
DORIANO D1 SANTOS
*  Rank: Novice
Attributes: Agility d6, Smarts d8,
Spirit d4, Strength d6, Vigor d6
Skills: Climbing d4, Fighting d6, Guts
d4, Intimidation d6, Knowledge (Military
History) d6, Knowledge (Bantu) d4,
Knowledge (Swahili) d4, Notice d6,
Shooting d8, Streetwise d4, Taunt d6
Pace: 6; Parry: 5; Toughness: 5;
Charisma: 0
Hindrances:
Vengeful
Edges: Quick, Strong Willed

Curious, Stubborn,

Description: Bright and capable, Di
Santos has a tendency to think too much.
He has an mean streak too, and carries a
grudge when annoyed. He feels that he
should have been given the command. An
operation this size does not require a cap-
tain, much less one with little time in the
field. The prospect of a forthcoming war
has brought all the “armchair generals”
into the field—a fact Doriano resents.
Perhaps played by a young Anthony
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Quinn, Doriano is an uncompromising
young man looking for an opportunity to

show his leader up!

@ AMERICO VIEIRA

¥4 Rank: Seasoned
Attributes: Agility d6, Smarts d4,
Spirit d4, Strength d8, Vigor d8
Skills: Fighting d10, Guts d4,
Investigation d4, Knowledge
(bushcraft) d4, Notice d4, Riding d4,
Shooting d8, Stealth d6, Survival d4,
Tracking d4
Pace: 6; Parry: 5; Toughness: 6;
Charisma: 0
Hindrances: Bad Luck, Loyal, Quirk
(carries “lucky” gold coin)

Edges: Berserk, Frenzy, Inspire,
Nerves of Steel, Improved Nerves of
Steel

Description: A tough “man’s man”,
Americo is an experienced fighter and pop-
ular with his men. He is highly supersti-
tious and many of his superiors feel he has
gone native, a fact which has damaged his
chance of promotion. Perhaps played by
Kirk Douglas, Vieira is barrel-chested and
fearless. He always seems to be where the
trouble is—a fact that has him convinced
he is cursed—but his ferocious fighting usu-
ally gets him through.

@ INACIO NUNES PROENSA

Z%{™ Rank: Seasoned

Attributes: Agility d6, Smarts d8,
Spirit d6, Strength d6, Vigor d6
Skills: Fighting d6, Guts dé,
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Knowledge (Bantu) d4, Knowledge
(bushcraft) d4, Notice d6, Shooting d8,
Stealth d4, Survival d6, Tracking d6
Pace: 6; Parry: 5; Toughness: 5;
Charisma: -2

Hindrances: Clueless, Loyal, Ugly
Edges: Command, Hold the Line!,
BEE Headed, Improved{ Level
Headed, Luck

Description: Many would say he was a
born leader and, certainly, Inicio’s men
seem prepared to follow him into any situ-
ation. Unlike most Portuguese, he has
some respect for the native soldiers under
his command—an attitude viewed with
suspicion by his superiors. Inicio’s disre-
gard for these opinions has prevented him
from being promoted more than once, but
he doesn’t seem to crave advancement. The
wicked scar running down his face was
caused by a resistance bomb planted in he
officer’s mess, an attack from which Inicio
was the only survivor. Perhaps played by
Humphrey Bogart, Inécio is a serious-mind-
ed soldier who cares little for how uncom-
fortable he makes others.

ROQUE RODRIGUES LOPES

@iﬁ Rank: Novice
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Attributes: Agility d10, Smarts d8,
Spirit d4, Strength d4, Vigor d6
Skills: Fighting d6, Guts d4,
Knowledge (bushcraft) d6, Notice d6,
Shooting d10, Stealth d8, Tracking d4
Pace: 6; Parry: 5; Toughness: 4;
Charisma: -2

Hindrances: Mean, Small, Vow (high-
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ly religious)
Edges: Command, Level Headed

Description: Roque is quiet and confident,
rarely speaking if he doesn’t have to. He is an
incomparable shot and a competent soldier.
The internal politics of the unit and the petty
rivalries of its leaders are of little interest to
him. He wears a cross and believes that he
does God’s work in preserving Portugal’s colo-
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the askaris under his command and can be
strict and even cruel. He demanded they con-
verted to Christianity when he took com-
mand and enforces strict religious obedience
among his troops. Perhaps played by a young
Clint Eastwood (though much shorter!)
Roque views most of the native population as
heathen savages, but warms to those who
have embraced Portuguese authority or who

nial aspirations. He expects obedience from are good Catholics.

ALLY SHEET

Leader:

Casualties:

Attributes: Agility d6, Smarts d6, Spirit d6, Strength d6, Vigor d6
Skills: Fighting d6, Guts d4, Notice d6, Shooting d6, Stealth d8, '&{{h}dng ds8
Pace: 6; Parry: 5; Toughness: 5 b
Gear:
Weight load:
(Encumbrance penalty)

Ammo

(OHout Orow (OMedium  ()High
Provisions
Days:

Fatigue

(L))
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NOTES:

Description: A tough "man’s man', Americo is an expe-
rienced fighter and popular with his men. He is highly
superstitious and many of his superiors feel he has
Lone native, a fact which has damaged his chance of
Ppromotion. Perfiaps played by Kirk Douglas, Vieira is
barrel-chested and fearless. He always seems to be
where the trouble is-a fact that has him convinced he
is cursed-but his ferocious fighting usually gets him
through.
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NOTES:

Description: Many would say he was a bor leader and, cer-
tainly, Indcio s men seem prepared to follow him into any sit-
uation. Unlike most Portuguese, he has some respect for the
native soldiers under his command-an attitude viewed with
suspicion by his superiors. Indcio’s disregard for these opin-
lons has prevented him from being promoted more than once,
but he doesn't seem to crave advancement. The wicked scar
running down his face was caused by a resistance bomb
Pplanted in he officer’s mess, an attack from which Indcio was
the only survivor. Perhaps played by Humphrey Bogart, Indcio
Is a serfous-minded soldier who cares little for how uncom-
fortable he makes others.
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NOTES:
Description: Roque is quiet and confident, rarely speaking if
he doesn't have to. He is an incomparable shot and a com-
petent soldier. The internal politics of the unit and the petty
rivalries of its leaders are of little interest to him. He wears a
cross and believes that he does God's work in preserving

“Portugal’s colonial aspirations. He expects obedience from
“the askaris under his command and can be strict and even
*cruel. He demanded they converted to Christianity when he”
* took command and enforces strict religious obedlience among
~his troops. Perhaps played by a young Clint Eastwood

(though much shorter!) Roque views most of the native pop-
ulation as heathen savages, but warms to those who have

.embraced Portuguese authority or who are good Catholics.
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A patrol in the harsh African interior.

A grueling search for a new
enemy from a conflict half a

world away.

At stake: your life and
the lives of the men
under your command;

Portuguese ambitions as
a colonial power; and

the power to command the
very forces of nature.

There is something wrong
out there. The animals
are acting strangely,

the natives are re

and a legendary
is rumored to be
large in the foregﬁa At
this time, the heroes are
ordered to lead a small

region, 1n wha
the first action of the
Great War here in the
Dark Continent!

The Last Round takes your players into the heart of darkness, whether they
make it out the other side is up to them! Leading a dwindling patrol of
native soldiers across the rugged terrain of Portuguese East Africa, the
heroes must face disease, exhaustion, hunger and thirst, and desertion. And
things don’t get any better after breakfast!

A titanic struggle between good and evil.

The only way to make it home is to fight to The Last Round!

$7.99 USD

* Price available from
www.legiondownloads.com
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