They Fight Crime

Episode 3 – The Bones of Muyacca Chucca

In which our heroes plunge into the heart of darkness, as they travel up the Amazon river in search of a lost team of anthropologists.

Act 1

The adventurers receive a telegram, sent by Dr Price from Rio de Janeiro, asking for their assistance, and proposing a meeting in Belem, Brazil. It also directs them to a Berkely Times article reporting an anthropological expedition into the Amazon Basin in search of the lost city of Muyacca Chucca (City of the Muyacca). It names the leader of the expedition, Professor Walter Price. Contacting the university reveals that the expedition lost contact over two weeks ago. They can also add the names of the other expedition members: archaeologist and the Professor’s assistant, Dr Stanley Carter; linguist Dr Aston Warby; Mexican archaeological surveyor, Dr Angel-Luis Montoya; experienced explorer, Edward Laurie; and the Professor’s niece and secretary, Miss Sophie Reed.

Dr Price meets the adventurers in Belem. She is Dr Karen Price, the Professor’s daughter, and is engaged to Dr Carter. With Dr Price is Dr Karl Robards, a geologist representing the expedition’s backers, who obviously has quite a thing for Dr Price. Dr Price wants the adventurers to track down her father, her cousin, her fiancé and their companions. She can not offer to pay, although Dr Robards can.

Asking around in Belem, the adventurers are attacked by a band of conspicuously well-trained natives. They wield short staves with great skill, but do not seem intent on killing. If they win out, they will warn the adventurers to stay away from Muyacca Chucca if they value their lives. If the adventurers win and show mercy, then the leader gives the same warning, but in a spirit of greater respect. He will also tell them that they are not the first to ask after the missing expedition; other Americans were also here. If they kill the attackers out of hand, the leader will curse them with his dying breath.

They can learn that the expedition left Belem with a local guide – an old man – about three weeks ago, after doing a lot of research in the library in Belem. This was pretty much the last they heard of him. About a week ago – a week after the expedition lost contact – a second group of Americans came, asking questions about the expedition. They hired a team of native trackers, and followed the expedition up the river. They seemed well armed.

The adventurers find a guide in Belem, and set off up river. They can select their own guide, or Dr Robards will find one for them. If Robards finds the guide, he will be thin and weasely, but speak good English. Robards will stay in Belem, as will the injured Dr Price. Dr Price would go if she could, and is angry at her injury.

After a couple of days on the river, the adventurers come to an abandoned village at dusk. When they stop – or as they pass – they are attacked by a horde of angry natives.

Act 2

The natives will quickly be seen to be ill-equipped and poorly organised. They are easy to best, and can easily be dealt with without killing.

Unless they are all killed, the villagers are shocked and alarmed to find they have attacked friends of White Hair (the Professor) and the Red Giant (Laurie). These two veteran explorers are their friends, and stopped some weeks back to consult with the village oracle; a young girl with visionary powers, named Tatuie. A week later, however, more white men came, led by ‘a man with a serpent’s eyes’. Tatuie foresaw a coming evil, warning of those eyes, and of a black cross, which these men wore on their sleeves, and so the villagers told them nothing. Angry, the men attacked the village, burning and killing, and carrying off the oracle in their boat. The villagers will also warn that the oracle foresaw much death in the expedition’s future.

Continuing on, the adventurers see more burned and abandoned settlements by the waterside. A few of these have a handful of survivors who can tell similar stories of attack by white mercenaries.

Further along the river the adventurers come to an old mission. Like the settlements, the mission has been attacked, and the occupants – a group of medical workers from the newly-founded Red Cross – have no supplies, and no remaining boats, the ones they had having been taken by the mercenaries, whom they can confirm were American. They can also tell the adventurers that there were maybe twenty mercenaries and a band of around ten trackers with them, and that they had guns and grenades. There was a native girl, who did not seem to be with them willingly, but made no attempt to escape. They stole most of the medical supplies, as well as the food and water. They killed most of the native workers, shot a doctor who tried to stop them, and assaulted two of the nurses and one of the doctors. OK; this is going it some, but heck, they’re pulp villains.
In addition, one of the doctors overheard Cross talking to Baker about some kind of super-weapon they expect to find at Muyacca Chucca. The mercenaries then herded everyone into a supply cabin and set fire to it. They only survived because a group of the workers had been sent out to a nearby village, and came back just after the mercenaries left.

Some time later, the adventurers see a crude cross planted in the riverbank, where the crude grave of Aston Warby has been dug, marked by a St Christopher pendant he always wore for luck.

As they examine the grave, the adventurers are shot at from the trees with poisoned arrows. The guide will warn of this poison, screaming that the Tree Frog Tribe is trying to kill them, and that they are doomed. 
Act 3

The adventurers escape the deadly ambush. They must protect themselves and flee to the boat, as they can not see their attackers to fight, but it is some thirty yards to the boat. If they hired their guide, he will want to take a boat and return home now. He will urge the adventurers to accompany him, but will refuse to go any further. If the guide was hired by Robards, he will keep going, but be increasingly jumpy and whiny.

Near dusk, a few days later, they see a campfire, and boats tied up on the banks. Approaching, they find a group of American mercenaries. They have Laurie and Tatuie bound captive. If Robards’s guide is still here, he will try to alert the mercenaries to the adventurers’ presence, but they should get a chance to stop him.

The adventurers should try to free Laurie and Tatuie without alerting the mercenaries. Laurie – who is badly hurt – will tell them that the expedition found the city, but were captured by the supposedly-dead occupants. After some tenseness, they were made welcome, but then the ruler of the city accused them of stealing a holy artefact, and they were taken prisoner. Laurie escaped and tried to find help, but was taken by the mercenaries not long after leaving the city. He will want to lead them back to the city at once.

If the mercenaries do not tumble them before, they will note that Laurie is gone when they change watch. They will at once pursue. If the adventurers give themselves away, they will have to act fast to save Laurie – and also Tatuie, although the threat to her is less immediate – before they are executed. There are a great many mercenaries, plus their trackers, and they will begin to bear down on the adventurers.

In the middle of this fight, the mercs will begin to scream, as a pack of Rapa lap around the humans from the rear, and attack everyone.

Act 4

The adventurers must fight clear of the Rapa, while protecting Tatuie and the injured Laurie. Once free, Laurie leads them to a door in the cliffs, which the Rapa will not approach. If they lose Laurie before this happens, things could be a lot less fun, but there’s always dramatic editing.

The door hides a passage, which leads to the clifftop. If she is with them, Tatuie warns the adventurers against going up, but Laurie will not go back without his friends. Besides, the only other way out is past the Rapa. Tatuie will not go, and – despite his protests – Laurie is simply not in a fit state to do so, so they agree to wait at the bottom.

At the top of the stairs, the adventurers encounter some of the native guardians – perhaps even the same ones – that they met in Belem. If they spared them, and promise only to retrieve their comrades, these men will let them pass with words of guidance, which will allow them to bypass some of the city’s guardians and rescue the prisoners from the dungeons. They will however warn that they will be relentlessly pursued if the sacred treasure is not returned to the temple.

If they do not get guidance, the adventurers will have to fight their way past the guardians, and bypass a number of exciting traps to enter the city. If they make a noise doing so, they will then have to fight their way through the city to the main square, where most of the people are. Here they will need to rescue Price, Carter, Montoya and Miss Reed from their individual execution pyres, while fighting off the guards. This will also give them no head start when fleeing the city.

There is no gold in the city worth speaking of, and those seeking it should be punished. The natives wear lapis lazuli or similar jewellery, which is beautifully made, and could be worth something. On the way out, the adventurers may see Montoya grabbing a pack from behind a bush. This pack contains the stolen artefact, a crystal skull which holds the key to limitless Telluric energy reserves. If it is returned, the pursuit will halt, but Montoya will not give it up without a fight, and is prepared to use Sophie Reed as a hostage.

If they do not return the skull, then as they approach the exit passage, there is a rumbling all around them. If they did not fight their way in, the guardian leader will warn them that the people of the city are sealing the entrances with tonnes of stone. He will implore them to return the artefact if they have it, but will wish them well if they tell him they do not.

The adventurers have to rush the exhausted expedition through the passage before it collapses. Montoya will go through as soon as he can, not waiting for anyone.

Outside, a fresh group of mercenaries, led by Robards, have joined the surviving captain and one other, and have Karen, Laurie and Tatuie hostage. The treacherous guide is by this time eaten, and the native trackers have fled. The captain demands the treasure, but the real leader of the group – Dr Robards – knows that the skull is the true prize. Montoya will present the skull if he has it, but if the adventurers made him return it, Robards will demand that the mercenaries kill everyone.

If the skull is given to Robards, he will raise it over his head and begin to shoot lightning from it. This is a powerful attack, but fairly easily evaded. The skull must be knocked from Robards’s hands before he can be harmed. Given the chance, he will babble and rave about his genius, and how Professor Price is a fool, and how Karen Price shouldn’t have spurned him. Unless he is being attacked, he will try to kill Dr Carter first. The other mercenary is Corporal Crawford, whose doubts about his commander can be exploited to provide a diversion.

The adventurers must try to rescue Tatuie, Karen and Laurie, and overcome the mercenaries, before they can return home, a job well done. If it was not well done, and a lot of the anthropologists died, their homecoming is likely to be frosty.

NPCs

Dr Karen Price, Acquirer of Rare Antiquities

Elaine Price died in childbirth, so her daughter Karen was raised by her globe-trotting anthropologist father and his associates. The world was her classroom and her schoolyard, and Karen was a fast learner. She learned to read Babylonic cuneiform at the same time as English, and knew how to drive a car and ride a horse or a motorbike by the time she was twelve. One of her father’s porters taught her Chinese boxing while they travelled up the Yangtze, and his old friend Stephen Laurie taught her to shoot, play poker and fight dirty before the two men had their infamous falling out.

Karen grew up tough, determined and smart. She earned her degree in anthropology from Berkeley assisting her father, then a PhD studying Congolese folklore. Her unorthodox methods – coupled of course with her sex – have meant that she has attracted rather more criticism than funding, but she is relentless in her pursuit of knowledge and recognition. She sleeps rough, travels light, and stretches her meagre grants to the limit. She supplements her income with honorariums from the museums for which she – shall we say – acquires rare antiquities, and with lectures and dinner speaking at women’s groups. 

She is tenacious and persistent, with barely a weak spot in her armour, save only for Dr Stanley Carter. Her affection for her fiancé is boundless, and – aside from her father – Carter is practically the only way to get to her. She is not heartless however, and has proven before that a tug at the heartstrings will work where threats, coercion and bribery might not.

Dr Price is attractive, in a tough, striking fashion, with eternally windswept black hair, and hard, squinting brown eyes in a tanned, weather-beaten face. She is around thirty years old, but constant exposure has given her face a timeless toughness. She is a knowledgeable and competent digger, researcher and explorer, and a decent fighter to boot, although at the time of the Muyacca Chucca expedition, she is hampered by a compound fracture of her right leg, obtained in a two-hundred foot fall down a mountain in the Himalayas, and aggravated by her nine day crawl to the nearest settlement for aid. 

If the adventurers succeed in rescuing the Professor, Dr Carter and Sophie Reed, then she can become a very useful contact in the fields of archaeology, and can supply some especially useful information on the Congo. If the whole thing ends in disaster, then depending on how much they were to blame, they will either never hear from her again, or find large portions of the anthropological community turned against them.
Professor Walter Price, Academic Adventurer

Walter Price was always an adventurer. His parents were wealthy, and took him on many trips abroad, including tours of Egypt and South America. He became an anthropologist with a single goal: to slum around the world looking at old buildings and talking to the natives, and to do it as a career, so his parents couldn’t nag. To his surprise, he was quite good at it, and before he knew what was happening, he had a life’s calling.

Naturally, Dr Price found his wife through his work. Elaine Chamberlain was a brilliant and free-spirited heiress, with whom Walter shared a series of incredible adventures after she ploughed her allowances into funding expeditions into the Congo, the Amazon Basin, and the depths of the Indian rain forests. The two published a series of dazzling articles, made astonishing discoveries, and shared a truly breathtaking personal chemistry. They survived a dozen certain dooms, as friends, as lovers, and as husband and wife, and so Elaine’s death in childbirth was doubly shocking to him.

Walter’s life was darkened by his wife’s death, but he was borne through by two remarkable individuals: his daughter, Karen; and his best friend, Stephen Laurie. Laurie had been a long-time friend and colleague of both Price and his wife, and he shared in Walter’s grief, as well as helping him through it. He was a second father to Karen, and he and Walter were inseparable for almost seventeen years. When Laurie confessed his desire to court and marry Karen however, the friendship ended. Price refused to speak to his old friend again, calling the man’s attraction to his daughter obscene and unnatural. He missed his friend, but was unable to forgive, even refusing to visit the man when he was desperately ill. When Laurie died, six years after their falling out, all Walter could do was regret his harshness.

Walter Price is currently Professor of Anthropology at UC Berkeley. He spends approximately three months of his year working at the University, and the rest on expeditions and digs. He has two assistants: Dr Stanley Carter, who accompanies him on his travels; and Dr Charlie Fairfax, a far less adventurous soul, who takes the Professor’s classes in his absence. Dr Carter’s engagement to Karen Price has his father’s full blessing.

The current expedition is aimed at locating the source of a number of crystal artefacts which he believes to be powerful Telluric resonators, and evidence of a highly-sophisticated, pre-Columbian Amazon civilisation, possessing a grasp of Telluric science surpassing even that of modern researchers such as Dr Primoris.

Professor Price is a tall, lean, energetic man in his early sixties. He has white hair, that grows out of all control, especially in the field, where environmental conditions usually cause it to frizz. His skin is tanned a deep brown, in stark contrast to the hair. His eyes have acquired such a squint from the sun that they disappear under his bushy, white brows. He is a curmudgeonly sort, but very fond of his assistants and his family. As well as Karen, both Sophie Reed and Edward Laurie view him as a father figure. If he and his are rescued, he can provide a valuable academic contact.

Dr Stanley Carter, Adventurous Academic

Stanley Carter is Professor Price’s protégé and friend. He has studied with the man throughout his university career, and considers it his privilege to work with him still. He is one of the only people entrusted with all of the old man’s secrets – the other being Karen – and he sees himself as the keeper of the Professor’s legacy. When Walter Price is gone, it will be up to him and Karen to carry the torch.

Carter is devoted to his work – a passion he learned from his mentor – and also desperately in love with his fiancée, Karen. They met on one of her father’s digs, and found an instant rapport. While they do not work together often, Karen frequently visits dig sites to visit her father and her betrothed. Walter’s approval is of course terribly important to Carter, in this as in all other matters.

Dr Stanley Carter is a small, stocky man, with a chest like a barrel. He is dark-haired with brown eyes, and a weathered tan much like his colleagues. He is a pleasant man, but somewhat vague. He could be a valuable academic contact, and also knows how to get dig permissions in various countries, but will have nothing to do with the adventurers – or anyone else for that matter – if his fiancé or his mentor are killed.

Dr Angel-Luis Montoya, Backstabbing Swine

Angel-Luis Montoya is an archaeologist at the University of Mexico City. He is an experienced explorer and has worked most of the major sites in Central and South America. He is also a brutal mercenary, who would sell his mother for an Aztec ritual tablet, but he has hitherto managed to keep that side of his personality hidden. He has a reputation for toughness which comes from surviving a number of expeditions which killed everyone else involved, but this is slightly dampened by the fact that his colleagues often died because he abandoned them, killed them for treasure, or in one memorable case, ate them.

Montoya is a lean, hungry-looking half-white, half-Hispanic man, with shifty eyes and a violent temper. He is not a great fighter, but is vicious and tenacious, and knows the rainforest well. He will not attack if obviously outnumbered. Assuming he lives and has any reason not to hate the adventurers, he still won’t be much use unless they need someone knifed. He is virtually immune to mind control, but highly-susceptible to money.

Edward Laurie, Intrepid Explorer

Edward Laurie has been an explorer all his life. Five years older than Karen, he lost his mother – a noted biologist – to a tragic field accident when he was two. Like Karen then, he always felt he had two fathers in Walter Price and Stephen Laurie. He began working on his own not long before these two fathers had their great falling out, and he did not see either Walter or Karen Price until his father’s funeral. In the interim, he had been travelling and learning, not as an academic, but simply by taking all the lessons he could from whatever situation he landed in.

After his father’s death, Walter Price was keen to work with Edward again, and he was glad of the opportunity. They have made numerous forays into the Amazon together, and know the territory as well as any white men can do. There is a certain tension in their relationship, stemming from the Professor’s history with Edward’s father, and heightened by Edward’s resulting reticence to admit his attraction to Sophie Reed.

Edward Laurie is a big, handsome, red-haired Scot, with weather-beaten skin and dark eyes. He fluctuates wildly between glowering rage and boisterous good humour, and while his life of adventure has aged him beyond his thirty-five years in appearance, he has the energy and enthusiasm of a man half his age. When encountered by the adventurers, he is beaten and bloodied, and only barely capable of running unaided. He is a stalwart, but at the time this will be of limited importance.

If he survives this experience, he will be a very useful contact, as there is almost no part of the world where he does not have some experience and contacts. His goodwill and assistance will depend however on the safe retrieval of Sophie Reed, and in a lesser part to the survival of Professor and Dr Price. If any of the party are killed as a result of the adventurers’ folly, carelessness or callousness, then he will never wish to speak with them again. He will also blame himself for the loss of any of the expedition.

Miss Sophie Reed, Former Plucky Orphan All Grown Up

Sophie Reed’s missionary parents – Dr Matthew Reed and Mrs Lillian Price-Reed – were murdered by pirates in the South China Seas while the twelve year old Sophie was at boarding school in England. As Professor Price and his daughter were her only living relatives, Sophie was sent to live with him – despite Lillian’s lifelong disapproval of her brother’s godless and dangerous ways – and when she finished school began to accompany him on his travels. She is currently studying for a degree in anthropology, and hopes to one day be like her cousin, Karen, and to adventure with her father’s friend, Edward Laurie, on whom she has a huge crush.

Sophie is a slightly naïve girl, with wide, bright blue eyes that look at the world in a state of perpetual wonder. She is a beautiful blonde, perhaps twenty or twenty-one years old. She does not possess any really useful contacts, except through her uncle, but if she survives, and the adventurers did their level best, then she will be prepared to aid them in future, whoever may have been killed. She will not however wish to speak to them if she believes they failed through incompetence or malice.

Dr Karl Robards, Treacherous Blackguard

Karl Robards was once an idealist. As a chemistry major, he was a proponent of alternative energy sources, and even did some pioneering work in the use of methane and alcohol-based fuels. After he graduated, he completed his PhD in alternative energy, and afterwards was courted by the Kenworth Foundation to further develop his ideas. He soon found that the Foundation was not interested in making a better world, only in controlling this one. The outraged Dr Robards was offered a vast sum of money, a beautiful hose and a secure position to keep his silence and further the Foundation’s goals. He took the cash, and has never looked back.

Karl Robards works for the Foundation – a philanthropic trust used by a conglomerate of extraction and heavy manufacturing moguls as a front for controlling and manipulating scientific progress to their own advantage – in the field of geochemical acquisitions. He tracks down potential sources of power for the Foundation to exploit. It was he who spotted the potential of a small number of Amazonian artefacts described by Professor Price to be Telluric energy resonators, and he who approached the Professor with the offer of funding his expedition. He was immediately smitten with – and outright rejected by – Dr Karen Price, and in his fury decided not to take a softly-softly approach with this new acquisition, but instead to seize a sample and let Price’s team be murdered in the jungle.

Robards plays the part of a philanthropist well. He is an affable-looking man in his late thirties; handsome, blonde-haired and blue-eyed. Barely a sign of his true colours – as a greedy, grasping power-freak – shows through, unless he feels in total control of a situation. He is a stalwart, with a unique knack which allows him to manipulate arcane energy sources such as the crystal skull with no focusing apparatus. In effect, he can use his own body as a focusing device for Telluric force.

Ake, Guardian Leader

Ake is the leader of the Guardians of Muyacca Chucca. His people live at the entrance to the plateau, and also infiltrate the cities to root out those seeking to uncover and exploit the secrets of Muyacca Chucca for their own gain. He has been training for this duty since birth, and performing it since he was nine years old. He is utterly devoted to the protection of the city, but for the most part abhors the use of violence. His preferred tactic is to warn people away, but in the age of inspiration, he has found his warnings serve mainly to encourage explorers.

Ake is a typical Guardian. Like all of his tribe, he is substantially taller and more powerfully built than most South Americans. He is a skilled warrior and strategist, and a stalwart who is hard to kill. He is a tolerant and patient man, but will not forgive deliberate harm to his people.

Tatuie, Native Oracle

Tatuie is an Amazonian girl who has always been ‘gifted’ with visions. She and her tribe have a particular fondness for Professor Price, since the ‘White Hair’ helped to deliver her, ten years ago. Tatuie is quiet and sincere, spending much of her time distracted by images only she can see. When she speaks, it is because one of her visions has some bearing to the person she speaks to, and she pronounces such warnings with a solemn gravity which seems almost eerie from a child’s lips.

Major Douglas Cross, Vicious Sadist

Douglas Cross never exceeded the rank of Lieutenant in the USMC before being dishonourably discharged for conduct unbecoming an officer and striking a superior, but he always felt he should have done. He was a maverick to be sure, but tactically he was a genius and he knew it. He graduated high in his class from West Point, and was highly-skilled in command and actual combat, but he proved to be a brutal tyrant, with no means of controlling his men but fear. He was an unpopular officer, and ultimately this proved his undoing when his NCOs reported him for repeatedly making unsolicited and forceful advances on his troops’ partners. Lieutenant Cross slugged the MP Captain sent to arrest him, and his fate was sealed.

After his discharge, Cross formed his own company – The Black Cross – and set up in business as a mercenary. His soldiers are mostly discharged Marines or wannabes who failed the physical or psychological exams. He drills them hard, but allows them plenty of leeway ‘off duty’, as well as permitting all manner of looting and rape. He no longer operates from a base in the US, as he is a wanted criminal. Instead he is headquartered in Guatemala with his disreputable private army.

‘Major’ Cross and his men have worked for the Kenworth Foundation throughout the third world, usually in urban situations, since they were first recruited by Robards in 1917. The Foundation also uses its resources to keep the Black Cross equipped with the best modern weapons, and Cross himself habitually carries a 9mm Luger at all times. Their mission in Brazil is to track the Price expedition, retrieve Montoya and the necessary sample artefact, and eliminate all witnesses.

Cross is a tall, lean man, with all the warm-hearted charm of a cobra. There is something feral and lupine about his hard-featured face, and something rapacious and peremptory about his manner. He is a Daredevil, which is about the only thing that has kept him alive in a world where he has managed to make so very many enemies.

Aguara, High Priest of Muyacca Chucca

Aguara is the latest in the long line of Muyaccan High Priests, heir to the power of an ancient civilisation. Long years of meditation in the presence of Muyacca Chucca’s sacred crystal artefacts has granted him great power over the minds of men, and an intense affinity with the very earth of the plateau itself. When he bend his mind to it, he can control the living rock of the plateau, and make men do his bidding, yet he has no commensurate sensory ability; he neither reads minds, nor has any ability to know what passes on the Lost Plateau, despite the fact that this is well established as a power of the Priest.

In fact, no High Priest has been omniscient, but all have claimed it. Aguara claims it as well, but the outsiders threaten his power by revealing his deficiency. He has a vested interest in destroying them, but the public disappearance of the crystal skull troubles him, since his inability to locate it clearly displays his limits. He has claimed that the intruders bring foreign magics against Muyacca Chucca, but that he shall vanquish his foes by destroying their emissaries. In the end, calling on the rock to seal the entrances may prove his only escape.

Aguara is tall and handsome, with a powerful, commanding presence. He dresses in the white robes of the High Priest, with a cloak and head-dress made from the hide of a rapa. He is a mesmerist with substantial powers of mind-control.

Minor NPCs

Dr Charlie Fairfax – enquiries to Berkeley will be handled by the timid, yet brilliant, Dr Fairfax. If they go in person, he is a thin, ordinary-looking blonde man, with glasses and a very formal suit. He and Dr Carter are the best of friends, although they could not easily be more different. He is married to a woman named Susan, and has a two-year-old son named Jeremy. In addition to answering questions about the expedition’s purpose, he can show the adventurers a photograph of most of the expedition members – including Professor and Dr Price, Edward Laurie, Sophie Reed and Dr Carter – and give a little background information on the same. He knows very little about Dr Montoya, but does know that he was recommended by the expedition sponsors; the Kenworth Foundation.

Melissa Vasquez – the Belem Museum was founded by Dr Eduardo Vasquez in 1897 with the help of Walter Price. Eduardo was killed in the jungle by poachers five years ago, and is survived by his widow, Constanza, and daughter, Melissa. Constanza does not go out anymore, but Melissa keeps the museum going with a grant from Berkeley. She knows that if Professor Price does not return, the museum will lose its funding, and her father’s legacy will be destroyed. Melissa would love to take a course at University in Rio, but she can not spare the time. She knows that Professor Price found a man who claimed to have found the entrance to the Lost Plateau, and can give them his name.

She is an attractive but overworked young Hispanic woman, who will give all the help she can to the adventurers.

Dr Aston Warby – a linguist specialising in South American tribal dialects, Dr Warby joined the Price expedition in the hope of finding traces of the Muyaccan writing system. He was killed by the Indians of the Tree Frog Tribe when the expedition accidentally stopped in their territory. He is survived by a young wife, Caroline Warby.

The Guardians – the Guardians are a small tribe who guard the lost plateau from outsiders, by warnings and by direct force. They do not hate outsiders, but believe that the secrets of Muyacca Chucca must be kept hidden from the world. They are fierce and well-trained fighters when they are forced to act to protect their charge (a little superior to the standard Aborigine template). They are not under the authority of the high priests of Muyacca Chucca. They are taller and broader than most Amazonians, and many speak good English and Spanish from carrying warnings to those in the cities.

Chief Miguel Santiago – the Chief of Police in Belem, Santiago takes a cut from all the big gangs. He barely treats theft as a crime, instead considering it an occupational hazard of the careless tourist. If a visitor to the city is actually harmed however, he will take it very seriously, rousting out all of his men to round up the usual suspects, and lean on the criminal element until they hand over the culprits. His men are pretty much just Thugs.

The Old Man (Professor Price’s Guide) – the Old Man is an Amazonian tribesman who, as a youth, became lost, and wandered to the base of the lost plateau of Muyacca Chucca. He found the door, but dared not enter. Outcast from his tribe as a suspected lunatic, he went to the city and married a Hispanic woman. He has a sizeable family, and when Laurie located him in Belem, he agreed to take the Price party to the plateau in order to pay for their upkeep. 

His name is Mauana, and his wife is called Carmen. Carmen speaks little English, but with a translator can tell the adventurers that the ‘door in the mountain’ haunted her husband, and that he went with the expedition only because they are starving.

Tamula, The Party’s Guide – a professional guide with high prices, Tamula is willing to go to most places. He is respectable and trustworthy, but will not continue with the adventurers past the ambush.

Makari, Robards’ Guide – Makari is a thin, disreputable-looking man, but his knowledge of the Amazon is unquestionable. He is also a rat-bastard sneak, and will betray the party to Major Cross’s mercenaries if he gets a chance. He may also try to steal the boats at the grave site, abandoning the party to the Tree Frog people, or forcing them to swim in piranha-infested water to reach the boats.

Piranhas – if anyone ends up in the water (when there are not already caimans trying to eat them – they may be attacked by piranhas. Once the fish surround a victim, they suffer one Health Level of bashing damage per turn until they get clear. This damage is bashing to simulate the tiny individual wounds inflicted, but it actually consists of dozens of small bite wounds, and is not reduced by any kind of soak except the Body of Bronze or a similar knack. Once unconscious, survival is almost impossible.

The Angry Native Mob – Tatuie’s people are basically peaceful. They attack armed only with spears, and have no real combat skill. Treat as Aborigines, but mark their unfamiliarity with battle.

The Hungry Caymans – big bastards, and hungry too. About fifteen in total will attack in pairs and threes if ever the game looks like running short. The first group will get pretty close before the adventurers can spot what they are.

The Red Cross Workers – three doctors (plus the one who was killed), four nurses, and about a dozen native assistants.

· Dr Paul Revello – head of the group, an expert on tropical diseases. Dr Revello was out of the mission at the time of the attack, dealing with an epidemic in a nearby village; which is to say a mere ten day walk through the jungle. Dr Revello is a burly, Swiss doctor with a huge, salt-and-pepper beard to match his unruly hair. He is horrified by what has happened, and is in something of a state of denial.

· Dr Louis Colby – an American specialising in water-borne ailments. Louis was shot trying to protect the nurse from the Black Cross, and bled to death when his colleagues were prevented from treating his wound. He was a tall, handsome, dark-haired man in his thirties.

· Dr Susan Pritchard – an English doctor, seeking recognition as a specialist in infection and septicaemia, who joined the Red Cross because few respected hospitals wanted a lady doctor on staff. She is a delicate-looking, twenty-something red-head, but with a core of pure iron. She is the one who has been holding the survivors together since the attack.

· The nurses – Sarah MacReady, a slender, pretty Scot, and Alice Grumman, a dark-haired Swiss girl, were assaulted by the Black Cross and are in a terrible state. Colin White, a brawny American, and Mercedes Lancome, a tough-looking French nurse, were with Dr Revello at the time of the attack.

· The native assistants – eight natives were killed at the old mission, while four returned after with Dr Revello. Their survival skills, coupled with Dr Pritchard’s leadership, have kept the group alive so far.

The Red Cross team are in a bad way, with Sarah MacReady and Alice Grumman almost immobile, suffering from mental trauma and severe burns to their arms and legs. Dr Pritchard also sports a facial bruise and a nasty burn on her right arm, but is dealing with her ordeal better. Dr Revello and the other two nurses have burns to their hands and arms, and are still suffering from shock. Dr Pritchard will do most of the talking, and will not mention that she herself was assaulted.

With the nearest village ten days away, and her colleagues in the state they are in, Dr Pritchard desperately needs a couple of boats to take them down the river to Belem. Following the current, this trip will take less than a week, and not involve the injured members of the party having to either walk or be carried. Giving the Red Cross workers two boats will leave the adventurers short, and they will have to leave some of their own supplies, or more likely give them to the medics as well. Not doing so however will earn them Dr Pritchard’s anger, and be an almost certain death sentence for the Red Cross group.

If the opportunity arises, Dr Pritchard will urge the adventurers to kill all of the mercenaries.
The Tree Frog tribe – shoot about five arrows per turn out of the forest (one die each). Heavy gunfire will make them draw back, and injure or kill a few of them, but they will rally in greater numbers. They will tenaciously defend their territory, and can not be driven off, but will not pursue the adventurers onto the river, and they will retreat in the night to their village.

Sergeant Bob Baker – Major Cross’s number two, a vicious, sadistic former Marine Staff Sergeant. Caught selling Marine weapons and equipment to Cross, he went AWOL just ahead of the MPs, and fled to join Cross in Guatemala. He carries a Colt 1911 and a Thompson.

Corporal Joe Crawford – is Major Cross’s batman, chief cook and bottle-washer. He carried the Major’s .303 rifle, and most of his gear. He himself is armed only with a Colt 1911, and will avoid combat if possible.

The Black Cross Mercenaries – around a dozen assorted toughs and brigands – mostly American, but Cross does not discriminate – in the overall employ of the Kenworth Foundation. They are well-equipped and hardened soldiers, but not at home in the jungle. In addition, although they are well-trained, discipline in the unit is somewhat lax. Major Cross’s orders are expected to be carried out without question, but posts are often left uncovered, and it is not unusual for several of the men to be drunk on duty. Each carries a Colt 1911. Two in three carry Lee-Enfield .303 rifles, the third a Thompson SMG for close-up work, although they are quickly learning that in a jungle, more Thompsons and fewer Lee-Enfields might have been advisable. The unit also have two BAR light machine guns in their baggage.

The Native Trackers – a band of some eight Aborigine extras hired by Major Cross as guides and porters. They will fight the adventurers to earn their pay, but flee wildly when faced with the Rapa. They are armed with spears.

The Rapa – giant jaguars who guard the base of the Lost Plateau of Muyacca Chucca. About a dozen of them are in the attack.

The Muyacca – a sophisticated but somewhat decadent tribe, who dwell under the tyrannical reign of the High Priest. The Muyacca are a tall and well-formed race, having retained sufficient numbers to keep their breeding stock sound (or whatever). Their warriors are well-armed and somewhat skilled, and the High Priest’s mesmeric powers mean that they act well as a group, and are utterly fearless. In addition, they possess a number of exploding crystal arrows.

Scenes

Belem

Belem is a standard, pulp, industrialising third-world city. It is busy and crowded, with an industrial centre processing cash-crops for transport to first-world buyers, surrounded by increasingly poor residential areas, although none so crowded or so poor as modern day South American cities. The wealthy dwell on the outskirts of the jungle, in old plantation houses and similar, but more modern, mansion-type dwellings. Most of them have everything they need shipped in, and do not even shop in the city.

The city has a busy market, mostly selling food and poor-to-middling quality cloth. There are also stalls selling gear for expeditions into the Amazon, and the proprietors all remember Price and Laurie gathering last minute equipment and asking after guides. They know that Laurie was looking for a guide, and can tell the adventurers how to find Mauana’s home if they ask. They will also be helpful in recommending a guide for the adventurers’ expedition. Several will try to pimp their cousins as porters, but most agree that Tamula is the man for the job.

The markets are also home to the city’s thriving crime industry, with panhandlers and pickpockets working the streets, and friendly, local protection agents going stall to stall. There is little violent crime in the markets themselves, but in the surrounding alleyways, a notably wealthy tourist can reasonably expect to be mugged and relieved of his valuables. Few of these muggers will kill however, as this would bring too much heat on themselves.

The residential areas are largely crime free, as few people or homes have anything worth stealing, and people tend to sit in groups on their porches, gossiping and listening to the radio. Belem has a small cinema, showing films at least five years old, and a small museum run by Melissa Vasquez. The museum houses mostly biological specimens of plants and animals, and also native artefacts, including a supposedly Muyaccan arrow with a broken crystal head and a scorched shaft. Melissa can tell the adventurers that the legends ascribe great technological advancement to the Muyacca, and say that their city housed a source of vast power, which allowed them to rule the surrounding peoples without challenge for thousands of years.

The authorities in Belem primarily consist of the overweight, idle Chief of Police, Miguel Santiago, and his brutish assistants. The wealthier element rely on private security, and the services of the local branch of the International Detective Agency, to uphold their rights, and many are not above using the same or similar forces to impinge on the rights of the less fortunate when they become inconvenient.

The Amazon

The Amazon rainforest is a jungle: It is hot, humid, and full of trees and vines. It is however perfectly navigable with only the assistance of a machete and a decent guide. The river itself varies from twenty to five hundred yards across, and is crystal clear. It is inhabited by native savages, caimans, anacondas, tapir and jaguars. There are enough biting insects to be irritating, but they do not carry a risk of infection. Likewise, the enervating heat and humidity does not carry any dice penalty. Visibility is severely restricted, particularly in the driving, torrential rains that come every afternoon, and progress will always be slow, especially if the party lose their guide. 

If things ever look like running short or losing momentum, have a big snake drop out of the trees and try to suffocate someone.

The Abandoned Village

Tatuie’s village once consisted of about a dozen large wooden huts, set around an open space with a fire-pit in the middle of it. The surrounding forest has a number of slash-and-burn fields in varying states of regrowth within it. The huts in the village have been fired, and are in varying states of destruction. Only a few have burned away completely; most retain their wooden skeleton. At the northern end of the village are about thirty fresh grave mounds, some quite small; obviously the graves of children. The damage and the graves look a week old, or slightly less.

This scene is repeated at many of the villages which the mercenaries have attacked, and in a few cases no-one remained to bury the dead, and the bodies lie decomposing still.

The Old Mission

The old mission is a large compound, containing two low stone buildings (a dwelling hall and an old church, now converted as a hospital). Four boats are lined up along the bank, with holes knocked through the bottom. There were originally three more boats, but the mercenaries took those. There are also three supply huts in the compound. One contained food and water, most of which has been taken or spoiled; the second contained medical supplies, which have likewise been taken or destroyed; the third contained tools, and spares for the boats, and has been burned to the ground. There are nine fresh graves, one marked with a makeshift cross and the name of Dr Louis Colby, eight marked with stones and flowers, bearing no names.

The survivors are all in the church-hospital, where Dr Pritchard has been trying to make the dwindling supply of medicines, and the herbal remedies prepared by the native assistants last long enough for her colleagues and herself to recover from their injuries. The burns are of particular concern, because the healing skin could so easily become infected.

The Grave Site

Dr Aston Warby’s grave has been dug in a clearing, on a low rise, overlooking the river. The grave is marked by a crude cross, fashioned from two branches, lashed together with vines, and is clearly visible from a passing boat. A small St Christopher medal has been hung over the headpiece of the cross, and his name has been written in charcoal on a wooden plaque, lashed to the crosspiece. In the fortnight since its planting, the writing has already faded, but the St Christopher has not lost its shine.

To approach the grave, the adventurers will have to leave the boats on a small beach. By doing so, they enter the territory of the Tree Frog tribe, who will take offence. If they think to ask, they can learn from the survivors that they buried Warby during the night, when the Tree Frog people retreated to their village for fear of evil spirits. A heavy bayonet lies in the mud beside the grave, dropped by one of the Black Cross mercenaries when a Tree Frog ambush interrupted their attempt to desecrate the grave. There are also a number of .45 pistol and .303 rifle shell-casings lying about the clearing, where the Black Cross laid down a covering fire as they retreated, and the undergrowth at the edge of the clearing shows signs of damage.

The Mercenary Camp and the Approach to the Cliffs

The Black Cross camp is about three hundred yards from the riverbank, set back in the trees to hide it from view. They have a sentry posted by the river, but he is asleep on duty, and will not see them unless they make a lot of noise, or fail to douse their lights. With care, the adventurers can sneak up on the camp without detection, but if they are careless – or they fail to stop Makari giving away their presence – then the camp will begin to stir. Forewarned, the mercenaries will form an effective perimeter defence, making it difficult to approach the camp. They will lay down cover with the Thompsons, and with the BARs once they have time to prep them, while riflemen fire on anyone who sticks their head up. They also have a number of Mills bombs and rifle grenades which they will use if they take heavy casualties. In addition, if they can not kill the adventurers, Cross will use Laurie and Tatuie as hostages. In this situation, he will kill Laurie as soon as he is convinced that all of the adventurers are in the open, and Sgt Baker will have no qualms about killing Tatuie if the battle turns bad.

If undetected however, the adventurers can make their way to the company’s baggage, and from there sneak out to untie the poorly guarded Laurie and Tatuie. Laurie has been lashed to a stake, driven firmly into the ground, while Tatuie has been leashed to the same post with a manacle around her ankle. The manacle can be shot off, but better ways include some sort of super-science cutter or acid, or a strong character lifting the stake out of the ground (extended Strength roll, difficulty +2, needing 3 successes – over the difficulty – to work the thing free) so that the other end of the chain can be slid off. Cross and Baker have keys to the manacles, but neither is alone. They are both playing poker with Corporal Crawford and two grunts, and any attempt to get to them would require moving across the middle of the camp.

Assuming the adventurers get away, Laurie will have time to recount the expedition’s misadventures and begin leading them towards the cliffs, before the Black Cross notice that the prisoners are gone. Otherwise, he will do his best to lead them as the running battle begins. Just before the alarm goes up from the camp, Tatuie will turn to one of the adventurers and say: “They’re coming.” At some point during the fight, she will tug at their sleeve and warn: “They’re still coming. They’re almost here!” When the first of the mercenaries is killed by a Rapa, and they hear the screams and the roars, she will cry out: “They’re here!”, just as one of the beasts leaps into view.

As the adventurers move away from the camp and towards the cliffs, they come out of the jungle and into a field of long grass, through which the mercenaries will stalk them. This is also where the Rapa will attack. At the opposite side of the field the adventurers will see the cliff rising above them as they emerge from the jungle. The field is some five hundred yards across, but the grass is high enough that they can not simply be shot at from the edge of the trees. It effectively blocks sightlines, reducing effective weapon ranges to 3 yards, tops. Snipers in the trees at the edge of the forest are at +1 difficulty, and must guess who they are shooting at.

The Passageway and the Guardian Village

The Lost Plateau of Muyacca Chucca rises almost a mile above the grasslands and jungle floor surrounding it. The base of the plateau is roughly one hundred miles in diameter, and made up of crags and spurs and deep, vertical clefts in the rock. It was in one of these clefts, on the Eastern face, that Professor Price and his party located a hidden passageway, leading up into the rock. The passage nestles in the cleft, concealed by a stone outcropping. No Rapa will come within fifty feet of it, and dramatic editing to escape the Rapa will probably lead to the discovery of this fact.

The passage winds its way steeply up, and will take almost a day to navigate. Whatever the adventurers feel about leaving Tatuie at the base of the cliff, there is simply no way that Laurie could make the climb again. The passage is approximately eight feet wide and ten feet high, and widens in places into larger chambers with chimney vents, where fires have plainly been made in the past. Some form of lighting is needed, as the passage is almost completely dark.

At the top, the passage opens out onto the Western edge of the Lost Plateau. The climate up here is not unpleasantly temperate, with lush grasslands and great trees. Almost immediately in front of the passage exit is a camp, where four Guardians watch for intruders. Once the adventurers arrive, these will sound the alarm, while menacing the newcomers with bows. The chief, Ake, will arrive soon after. The Guardian village is set a little back from the guard post, and is made up of about a dozen large huts, each home to a family of twenty-to-thirty Guardians. Maybe half of the Guardians are too young or too old to fight.

Past the village, a broad, unpaved road leads across the plains to the Lost City of Muyacca Chucca. There is also another underground passage from the Guardian Chief’s hut into the catacombs of the city, but unless the adventurers know of this, they will have to attempt to cross the plain unobserved by hiding in the grass.

The Lost City of Muyacca Chucca

Mayucca Chucca is built on the Mayucca Lake, a vast body of water to the north of the city. From this lake, a river runs south and empties down a waterfall into a tributary of the Amazon. A second river runs westwards, and supplies the Guardians with water.

The city itself is carved from a one hundred yard tall cliff which sits at the dead centre of the plateau. It has great windows from fifty yards on upwards, with slit-windows lower down, and a pair of immense, wooden doors at the base of the cliff, facing west. On the north side, the cliff rises out of the lake, and a smaller water gate provides entry and egress to the Mayuccan fishermen whose boats can be seen out on the lake. This gate is barred by a heavy portcullis, but the bars are far enough spaced that the adventurers could squeeze through if they took care not to be noticed. The easiest way in is a tunnel which runs from the catacombs to the Guardian village, through which agents of the High Priests travel when they are sent out secretly into the world.

Inside, all of the habitable areas of the city are on the outside, with the higher status citizen occupying the higher levels with their larger windows. The great plaza and the High Temple are located on the summit of the cliffs, and the catacombs are in the lowest levels. The great gates lead to the high stair, which takes you up to the lowest windowed levels. From there you can ascend to the upper levels and the plaza, or descend through the lower levels to the catacombs.

The entire city is a testament to the paranoia of generations of High Priests, and the corridors are filled with traps. The Muyaccans learn as children to avoid the traps in their levels, and on adopting any new position of responsibility, a Muyaccan is first taught the traps in the area he must now serve. Most of these traps consist of swinging blades or dart tubes, and must be regularly reset. This duty falls to certain custodians, and traps not yet reset can supply a good warning of how the monster works. A few use more sophisticated systems to reset themselves, especially the drop-block traps, which can be spotted by the bloodstains on the stone.

The Dungeons of Muyacca Chucca

The dungeons are located in the catacombs, and can be reached fairly efficiently through the Guardians’ tunnels. To rescue the prisoners however, the adventurers will have to go through the guards, who will sound the alarm and cause the tunnel to be sealed by a massive stone block. This block can not be lifted or shattered, and is raised by a mechanism located in the upper reaches of the palace. Fortunately, most of the Muyaccans are gathered in the Plaza, and it is far easier to escape through the main doors than to enter by them. The stairs to the other levels are narrow, allowing only one person at a time to pass, but the high stair can take up to twenty abreast.

It might be an idea to force the adventurers onto the Plaza anyway.

The Central Plaza of Muyacca Chucca

The Plaza is a large, open space in front of the High Temple atop the city. At the far end from the Temple (about seventy-five yards from the base of the steps) is the execution platform, a grilled stand, where the four prisoners will be tied to stakes if the adventurers take too long in dealing with the Guardians. The temple itself is a high ziggurat, with two obelisks flanking an altar at the summit. The altar bears a great bronze sun-symbol, with a mighty crystal at its heart.

At exactly noon, the High Priest Aguara will step forth, carrying a crystal skull, mounted on a long wooden staff. If not prevented, he will hold it up, and a bright light will leap from the sun crystal, to the obelisks, to the skull, and finally across the square to incinerate one of the explorers. If the staff is dropped or damaged during this procedure, the power will run wild, spraying the Plaza, and endangering all the people on it. The High Priest is protected by an amulet, and the people most likely to suffer are those I the crowd nearest to the temple.

Beneath the platform is a waste chute, to allow the ashes from the victims to be sluiced into the lake. A huge, crystal-powered pump sits behind the platform to suggest this escape rote. If the adventurers have the balls, then they can be in the lake, to the shore and away before the majority of the guards can make the long climb down to the high stair and the gates. There is a large rock on the road back, where Dr Montoya will stop to reclaim the skull, hiding it from everyone else if at all possible.

Toys

The Crystal Skull of Muyacca Chucca

The Crystal Skull is one of many Muyaccan relics carved and polished painstakingly from an incredibly hard crystal. It is an almost exact replica of a human skull, but with two horn-sockets in the forehead. The skull is made of a near-transparent crystal, and its surface is perfectly smooth. There appears to be something imbedded in the heart of the skull, that glows faintly.

The Skull is – among other things – a Telluric energy battery of very high potential. It has been charged for millennia by the Telluric currents which swirl around the Muyacca Chucca plateau, and at the time of its removal from the city it contains sufficient Telluric force to destroy most of Manhattan if released all at once. Fortunately, doing so would require breaking the skull, an act which would itself call for a release of considerable Telluric force, as the crystal of the skull has no faultlines.

The energy can be extracted in a more controlled fashion if the Skull is connected to the appropriate apparatus, but Dr Robards’ unique body chemistry allows him to channel the force through himself. Doing so creates an immense high, as well as rendering him almost invulnerable. While he is in possession of the Skull, he has a Soak of 12, but the Skull can be removed from his grip by a sturdy blow (3+ successes on a Might or damage roll). He can also focus blasts of Telluric force towards his foes. He must roll his Firearms to aim the blasts, which have Acc –2 and do 5d10[3]L damage.

Tree Frog Poisoned Arrows

The Tree Frog tribe have long know the power of the poison from the skin of their totem animal. They use it on tiny darts for hunting, and on larger arrows for fighting. They use regular bows, which lack the sheer punch of a longbow, but any injury allows the poison to enter the blood. The effect begins with a localised burning, and if no steps are taken to remove the poison, the victim enters a feverish state within five minutes, and begins to suffer spasmodic paralysis, effectively immobilising them. The victims must make a Resistance roll at +2 difficulty, or die in horrible pain within the hour. Treating these effects requires some rather sophisticated drugs, which elevate the fever, allowing the victim to sweat the poison out. Successful treatment subtracts from the difficulty of the resistance roll.

Muyaccan Crystal Arrows

The arrows made by the Muyaccan people use shards of the crystals that are extracted from the mines beneath their city for arrowheads. The majority of these weapons are simply wickedly sharp (-1 soak from armour), but a few use the same Telluric crystals as the Skull. These work like a kind of Telluric dynamo, gathering energy as they fly, and releasing it on impact. This adds +1 dice of damage to hits from the arrows at half range, or +2 at longer ranges, but also destroys both the crystal and the arrow shaft. Also, these arrows do not gain the armour penetration bonus. In a less charged environment than the plateau, long-ranged hits gain +1 damage, but at shorter ranges the arrow does not gather sufficient energy for a significant discharge.
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