
The Eye of the Jaguar
A Savage One-Sheet for GRAmel Games' Tropicana Setting
by Brian Reeves

An introductory adventure for 3 – 6 Novice Heroes or a Startup Agency. The heroes uncover a plot involving 
assassinations, a strange artifact, and a lost jungle temple.

Introduction
The Eye of the Jaguar is a oval-shaped emerald with a cat's eye-shaped flaw in the center. Stolen by conquistadors then lost 
at sea when their cargo vessel, the Concepción, sank in heavy seas, the Eye had been all but forgotten until its location was 
discovered by millionaire treasure hunter, Jake Cooper. His research connected it to a reportedly-haunted temple deep in the
Black Jungle. He needs someone to help him recover the Eye and protect him from rivals, and he will pay handsomely for 
it, to the tune of $50,000 dollars. If the heroes have experience and/or equipment that can help in the recovery, he'll double 
that. However, he doesn't mention the Eye specifically, just the wreck full of valuable treasure. 

Unfortunately for Cooper, his research has been tracked by one of his rivals, Antonio Ribero, a small-time 
nightclub owner and gun runner who fancies himself a treasure hunter. Ribero has hired a mercenary group and an armed 
gang from Barrio Rosado to help him steal the Eye of the Jaguar and the rest of the treasure, and he's willing to stop at 
nothing to see that happen.

Scene 1 – The Ocean Blue
On a lovely day with flat seas, the heroes head out to the wreck site of the Concepción. If the heroes have their own boat, 
they may use that for the recovery; otherwise, Cooper has paid another outfit for a rental boat. He also has scuba suits, 
tanks, fins, and a speargun for every hero. The Concepción lies below them on a coral-lined bottom in warm, turquoise 
water. A great white shark patrols these waters, and attacks as the heroes reach the wreck. Not much remains of the 
Concepción other than an outline, but in gaps between coral heads they can find numerous gold coins. Among the coins is a 
fist-sized emerald with a strange flaw.

No sooner than the heroes have the gem in their hand, they spot an incoming boat and hear gunfire above. Five 
mercenary divers armed with spearguns and knives enter the water. By the time the heroes can contend with them, the crew 
is dead and Cooper has been fatally shot. Delirious, he mutters “the Eye of the Jaguar” and “Can't see without light” and 
then dies. In the cabin they find his nautical maps and a sketch of the large gem they found. On a cork board is a map of the 
interior of San José with a large circle and question mark around the area west of Rio Catacumbas. There are also several 
photos of a museum case containing several objects: a Mayan jaguar statue, a blowgun, a dart pouch made from a dried 
frog, several bone piercings, and an old grainy b&w photo depicting ruins.  

Extra Spice: The thieves nab the gem and try to escape, leading to a boat chase through shoals and reefs!

Scene 2 – The Jaguar's Tracks
To find out more about this mystery, the heroes need to do some legwork. Asking around reveals the statue is currently kept
at El Museo de las Antiguedades Históricas de Boca Grande, a small regional museum located in the narrow streets of the 
old city. Whether the heroes pay the entrance fee to scout it legitimately or try to sneak in, Ribero's thieves are already here 
for the same statue. An alarm sounds upstairs! The heroes find the case empty, the lock broken and a guard unconscious. An
open window in the adjacent storage room leads out onto a fire escape, and from that vantage point the heroes can see four 
masked men running across the rooftops. The chase is on!

The escaping thieves have the goods in a satchel and move with surprising agility. This is a standard 5-round chase 
using Climbing, but the heights make it dangerous. Whenever a “Disaster” result comes up on the Complications column in 
the Chase table, the participant must roll Dexterity at -4 or fall to the street below, suffering 3d6 damage and dropping out 
of the chase. The chase ends at the nightclub owned by Ribero, the Lajuriosa. If the heroes are still in the chase, the thieves 
are joined by five mercenaries who aren't afraid to turn the nightclub into a war zone.

None of the artifacts are of great importance, but the jaguar statue is hollow and can be opened, revealing a second 
and identical “eye” gem. The photo depicts a crumbling temple and in the background is a hook-shaped escarpment known 
in the region as “el Pico del Tucán” (“The Toucan's Beak”). On the back are the words, “Taken in 1912 by unknown 
photographer. Authenticity unverified.” The temple's location can be deduced by the angle of the peak.

Extra Spice: The thieves escape, leaving the heroes to track them down. Fortunately, one left behind incriminating
evidence that points to his identity. Putting together the pieces means heading into the dangerous favela they call home... 

Scene 3 – The Well of the Ancients
The next step is to find the lost temple. Ribero's men are hot on the heroes' tail, approaching in a seaplane, but remain at a 
discreet distance until the heroes have made it into the temple. An airplane is the best bet; if the heroes don't have one of 
their own, they'll need to hire a pilot. Finding the temple is a Skill Test involving: Piloting (reach the right area), Notice 



(locate el Pico del Tucán), Smarts (get oriented to the correct side and distance from the peak), Notice (spot the temple), and
Piloting (touch down safely). Failure at any point in this process causes their plane to be caught in a sudden storm and crash 
violently into the jungle, doing 2d6 damage to all on board. Luckily, they come down just upslope of the temple anyway!

Nearly swallowed by jungle, the temple is accessible by a door at the top of a vine-choked stairway. A maze of 
crumbling corridors leads into the building. There is a trap in one of the rooms, a floor which gives way over a deep pit 
lined with spikes (2d6 falling + 2d6 piercing damage), leaving a 30-foot gap to cross by way of chunks of floor still attached
to the walls. Past this, the temple's secret is revealed: a deep cenoté. At the bottom by a pool is a huge door sculpted like a 
snarling jaguar's face, its eyes empty sockets, mouth wide open. The door only opens once both gems are placed in the 
sockets and light (a torch, or something similar) is placed inside.

The moment the heroes reach this point, Ribero and his men strike. To everyone's horror, the dark guardian of the 
temple awakens, a jaguar spirit placed here to guard the temple's secrets. As soon as it is defeated the temple begins to 
collapse, becoming a pile of rubble within three minutes. If they're lucky, the heroes will be able to snatch some Mayan 
treasures before they have to escape and the place is lost forever.

Extra Spice: The heroes must journey to the temple by going upriver or overland through the dangerous interior, 
dealing with azcali warriors, armed narcotrafficantés, and attacks by Ribero's mercenaries.

Ribero's Mercenaries
Attributes: Agility d6, Smarts d6, Spirit d6, Strength d8, Vigor d8 
Skills: Fighting d8, Intimidation d6, Notice d6, Shooting d8, Stealth d6, Streetwise d6, Swimming d4, Taunt d6 
Charisma: -2; Pace: 6; Parry: 6; Toughness: 6 
Hindrances: Greedy, Mean 
Edges: Level-Headed 
Gear: Uzi submachine gun (range 12/24/48, damage: 2d6, RoF 3, Shots 32, AP 1, Auto), Switchblade (Str+d4) or speargun 
(range 3/6/12, 2d6, Shots 1, AP 2 at Short Range), Grenade (range 5/10/20, 3d6 damage, Med. Burst). 

Ribero's Thieves
Attributes: Agility d8, Smarts d4, Spirit d6, Strength d6, Vigor d8 
Skills: Climbing d6+4, Fighting d6, Intimidation d4, Shooting d6, Stealth d4, Streetwise d4, Swimming d4 
Charisma: -2; Pace: 8; Parry: 5; Toughness: 6 
Hindrances: Greedy, Mean 
Edges: Fleet-Footed, Parkour, Thief
Gear: S&W revolver (range: 12/24/48, damage: 2d6+1, RoF 1, Shots 6, AP 1), Switchblade (Str+d4). 

⚔  Antonio Ribero
Attributes: Agility d6, Smarts d8, Spirit d8, Strength d6, Vigor d6 
Skills: Fighting d6, Intimidation d6, Notice d4, Shooting d6, Stealth d4, Streetwise d10, Swimming d4, Taunt d4 
Charisma: 2; Pace: 6; Parry: 5; Toughness: 5 
Hindrances: Greedy, Overconfident 
Edges: Charismatic, Elan, Command, Level-Headed
Gear: S&W revolver (range: 12/24/48, damage: 2d6+1, RoF 1, Shots 6, AP 1), Switchblade knife (Str+d4).

⚔  Jaguar Spirit
Jaguars are indigenous to Central and South America. This phantasmal jaguar is twice as large as its living counterparts, and
appears as a translucent shadowy form with glowing green eyes.
Attributes: Agility d10, Smarts d6(A), Spirit d8, Strength d10, Vigor d8 
Skills: Climbing d10, Fighting d6, Intimidation d6, Stealth d12, Tracking d6 
Pace: 8; Parry: 5; Toughness: 11 
Special Abilities: 
• Bite or Claws: Str+d8. 
• Improved Frenzy: A Jaguar Spirit may make two attacks each round with no penalty. 
• Low Light Vision: Halve penalties for Dim and Dark lighting conditions. 
• Pounce: Jaguar spirits often pounce on their prey to best bring their mass and teeth to bear. It can leap up to 6” to gain +4 
to its attack and damage. It’s Parry is reduced by –2 until its next action when performing the maneuver however. 
• Size +3: A Jaguar Spirit is much larger than a typical jaguar. 
• Fear –1: Jaguar Spirits exude an aura of terror. Anyone seeing one must make a Spirit roll at –2. 
• Undead: +2 Toughness; +2 to recover from being Shaken; No additional damage from called shots; Immune to disease 
and poison.


