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1 gA * You throw the gun down with a 
snarl, a human snarl, and watch as 

ltzpaplotl deals the Jade Jaguar a blow that sends it 
reeling. High on the pyramid Juan Hernandez undergoes 
a strange transformation into a male verson of ltzpaplotl, 
from skull head and wings to taloned hands and feet. 
Recognizing you as the greatest threat to his mission, he 
launches himself at you. 

In this form his CON is 12, his Strength is 18, and he 
gets 6 combat adds. His taloned hands and feet are worth 
4 dice in combat and his Speed, because he is flying, is 
effectively 18, though he does not know any martial arts. 

"If you kill him you shatter her power forever," the Jade 
Jaguar calls to you weakly. Fight. If you kill him go to 

198 ltzpaplotl, the obsidian knife butterfly 
is one of the most feared demons in all of 

Aztec legendry; welcomes your personal sacrifice. Her 
tongue licks out in a fatal kiss, and your skull will join 
those she keeps to decorate her ceremonial loincloth. 
For you this adventure is done. 

1 9 C You round a corner in the trail and see 
Juan Hernandez up to his waist in 

quicksand. "Help me!" he pleads. He's slowly being 
sucked down to his death. If you stand by and watch him 
die, go to If you help him out of the quicksand, he 
will surrender and you can go to 
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25 1&_ Espionage!™ conversions~ "W by George MacDonald "W 
Using an Espionage! character in "The Adventure of 

the Jade Jaguar" is slightly more work than using a MSPE 
character. Any time you come to a numbered paragraph 
with an "*" next to the number, use the special 
conversions on this page to calculate success or failure. 

Unless otherwise specified, any time a character or 
creature is mentioned in Jade Jaguar assume all eight 
primary Characteristics are 10, and that its figured 
Characteristics are equal to their basic values. The 
characters will have Familiarity with their weapons, but 
no levels. They will have a CV of 3. 

Whenever a Saving Roll is called for, Espionage! 
characters should make a Characteristic Roll. Unless 
otherwise specified, IQ Saving Rolls become INT Rolls; 
Speed Saving Rolls become DEX Rolls; and Luck Saving 
Rolls become DEX Rolls. Second-level Saving Rolls are 
equal to Characteristic Rolls at -2. 

Stealth will be complementary to the Characteristic 
Roll whenever Ambush is a modifier to the Saving Roll. 
Survival Skill is complementary to the Characteristic Roll 
whenever Environmental Skill is a modifier. 

In terms of time scale, 1 MSPE round is equal to 1 
Espionage! Turn which is equal to 12 seconds. 

Espionage! characters are more rugged, and less likely 
to die than MSPE characters. When a MSPE character 

18: Hernandez is normal, the Razor does 1d3 Killing damage. 
10: Anaconda is STR 20 when holding, DEX 15, CV 5, and 
does 1d6 Killing with its bite. 
2J: You may also go to 15J if you have any extra inches of 
running. 
2L: Acrobatics is complementary. If you blow it, you get 
attacked with OCV 8 autofire, 1d6+1 Killing damage. 
3A: Use a Perception Roll instead of an IQ Saving Roll. 
30: Anaconda is STR 20 when holding, DEX 15, CV 5, and 
does 1 d6 Kill ing with its bite. 
30: Use a Perception Roll. 
3J: Arrow attack consists of 3 attacks, OCV 4, 2d6 Killing. 
3K: If your character has any Luck and rolls any sixes, go 
to 10C. 
SA: Use a Stealth Roll. If you blow it, the guard fires his 
UZI Burst fire, Range 6". 
60: Arrow attack consists of 3 attacks, OCV 4, 2d6 Killing. 
7A: Take 10d6 Normal Attack from explosion. 
70: Enemy has PD 5 and has Boxing (3d6 with Martial Punch). 
7E: You are DCV 0 and the arrow attack consists of 3 
attacks, OCV 4, 2d6 Killing. 
70: Use a Perception Roll. 
7H: Use a Perception Roll. 
7K: Hernandez is now DEX 8, CV 3, STR 18, and has an 
infinite Stun. If he grabs you and then makes a STR Roll vs. 
your STR, he gets past. 
9A: Use a Perception Roll. 
90: All are INT 8. If they blow their INT Rolls, they'll 
move but be DCV 0 because you have the drop on them. 
Range is 16". 
90: You are considered dodging, and they are firing 
single shot. You will be out the w indow and on to 
Paragraph 3H on your second move. 
9H: You can suddenly do 1d6 Killing with your bare hand 
(paw?), +1 for every 5 STR you have over 10. Hernandez 
is DEX 14, CV 5, and does 1d6+1 with his claws. 

would die by blowing a Saving Roll, an Espionage! 
character might survive a blown Characteristic Roll. The 
modifications to the paragraphs listed below will 
sometimes list an attack where the paragraph says to kill 
the character. Apply the attack against the character 
normally and check the results below. 

If the character isn't knocked out by the attack, go on 
to the next listed paragraph as if the character had made 
his Characteristic Check. Keep track of how much 
damage he has taken. If there is no other paragraph 
listed, the character will drag himself out of the jungle, 
defeated. He'll get 1 Experience Point. 

If the character survives the attack but is knocked out, he 
will awaken in a government hospital with a Red Cross 
nurse sponging his forehead. He'll have been defeated, his 
friends are dead, and the country will be in revolution. He'll 
get 1 Experience Point and a gri lling from his superior. 

If the character wins the adventure, he'll get 1 
Experience Point for every 200 a.p.'s a MSPE character 
would get. He'll also get 1 Brownie Point for every $5,000 
he would get if he were independent. CIA agents are not 
allowed to keep the money. 

The following are special conversions and rolls 
necessary for different paragraphs. They are listed by the 
number of the paragraph they are connected with. 

1 OE: You may Brace and Set for the shot. The Range is 
20", his DCV is 0, you are -2 OCV due to the darkness. 
1 OF: Both Guards are PD 5 and have Boxing (3d6 with 
Martial Punch). 
100: Use a Perception Roll. 
1 OH: If your character has any Luck and rolls any sixes, 
go to 13B. 
120: Sleight of Hand is a complementary skil l. 
12H: Hernandez has a normal dagger. 
1 SC: You get first shot at range 16". They will go for Yi 
concealment after your shots. They have Colt Python 
.357 Magnum Pistols. 
1 SE: Hernandez makes an INT Roll vs. your INT Roll. 
1 SH: If you stun the guard, you can take his UZI. 
16A: Use a Stealth Roll. 
17E: You execute a flying tackle; he is DCV 0 because of 
surprise. 
188: Both targets are DCV 0. You are -1 (- 3 on Burst or 
Autofire) OCV for Range. If you use Burst or Autofire, you 
must make an Attack Roll against both targets. 
18K: You are DCV 0 and gunfire consists of 3 attacks, 
OCV 4, 2d6- 1 Killing. 
19A: Hernandez is DEX 14, CV 5, and does 1d6+1 with 
his claws. 
20C: Take Yid6 Killing shrapnel from explosion. The 
butterfly lady is at Range 5", DCV 0. If you do 20 Body or 
more, go to 18J; if you do 19 or less, go to 2J. 
21C: If you roll 10 or higher on a Presence Attack, they will 
surrender. Remember surprise modifiers to Presence Attack. 
22A: He is DCV 0, and you w ill have 1 Turn before the 
guards burst in. 
22E: Use a Perception Roll. 
24C: If you have Transport Skill Helicopter, you may 
make a Combat Vehicle Operation Roll at -2 to control 
the helicopter. 



Mercenaries, Spies & Private Eyes™ 
Character Record Sheet (non-folding versionJ 

Title: ______ Age: ______ Sex: ______ Race: ______ Nationality: ____ _ 

Employment: ------- Psychic Skill: ------- Skill Points Unused: -------

ST: ____ IQ: ____ LK: ____ CON: _ _ __ DEX: ____ CHR: ____ SP: ___ _ 

HtoH Adds:-------- Missile Weapon Adds:-------- Level:--------

$ on Person: ------- $ Saved: ------- Wages or Dividends: -------

Physical Description and Background: __________________________ _ 

Languages (* native tongue)=------------------------------

Skills (Skill name/Level/Adventure Points): 

SWIMMING 1 

DRIVING 1 

COOKING 1 

Education: -------------------------------------

Weapons: _ _ _ ___ _ ___ _ _________________________ _ 

Armor: _____________________________________ _ 

Provisions (continue on back): _ ____________________________ _ 

Copyright© 1983 Flying Buffalo Inc. Permission is granted to photocopy for personal use only. 



Other solos for dT&T
Deluxe Goblin Lake...............................36pgs...........$8.95
Deluxe Agent of Death ..........................64pgs.........$11.95
Deluxe Adventurers Compendium.......88pgs.........$14.95
Deluxe Naked Doom......................... ....36pgs...........$8.95
Deluxe Arena of Khazan.................. ....56pgs.........$12.95

And more solos for Classic T&T
(Note: these are also playable with dT&T)

Sea of Mystery.........................................32pgs...........$8.95
Gamesmen of Kasar................................40pgs...........$8.95
Sea of Mystery.........................................32pgs...........$8.95
When the Cat’s Away..............................56pgs...........$8.95

Tunnels & Trolls RPG!



Many of our books are also available at www.DrivethruRPG.com

T&T Adventures Japan includes
Solo, GM Adventures & Mini-Rules

A collection of Solo Adventures, 
Game Master Scenarios and 

FRPG Manga all translated into 
English, with the original Japa-

nese illustrations and maps, from 
the pages of T&T Magazine 

in Japan! PLUS Ken St Andre 
has developed a mini-version 
of the rules especially for this 
book, These T&T mini-rules 

will allow first time players to be 
able to roll up and start play-

ing in just minutes. The perfect 
book for new RPG players and a 
must-have for fans of all things 
Japanese or any T&T player!

GM Adventures for dT&T
Complete Dungeon of the Bear........... 48pgs.........$8.95
Uncle Ugly’s Underground ................. 20pgs.........$6.95
Vaults of K’Horror .............................. 88pgs.......$17.95

Are you up to the challenge of 
robbing vampires in their own lairs? 

Vaults of K’Horror is a full-size 
88 page Gamemaster adventure 
complete with maps, characters, 

and background material, all statted 
for Deluxe Tunnels & Trolls. This 

book also includes the 13 page T&T 
Mini-Rules which allows you to run 
this adventure. Plus a bonus 17 page 
solitaire adventure in K’Horror by 

T&T creator Ken St Andre.
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MERCENARIES, 
SPIES & PRIVATE 
EYES: Designed by Michael 
Stackpole, this is contemporary 
role playing at its best. The name 
says it all: the adventurers are 
flinty mercenaries, suave spies, 
gumshoe detectives, and more. 
The system is easy to handle and 
complete, with nearly 100 skills 
for character development, an 
extensive weapons list, and a de­
tailed section about how to run 
mystery and crime scenarios. 
Softcover MSPE Rules ... $20.00 
Hardcover MSPE Rules .. $55.00 

The Adventure of the 
JADE JAGUAR: Solitaire 
adventure for MSPE. The revolu­
tionaries stalk you through the 
steamy jungle, but you slip past. 
Then, suddenly you 're facing a 
jaguar - so huge it would dwarf a 
Bengal tiger! And if that's not 
bad enough, it's a brilliant shade 
of green! Includes conversions to 
allow it to be played with ESPIO­
NAGE! (HeroGames).$8.95 prod 
#3101 

STORMHAVEN: Game-
master materials for contempo­
rary role playing game adven­
tures set on Savage Island in Lake 
Champlain. Stormhaven contains 
two booklets: one describing the 
buildings, people, procedures and 
adventures, the other of maps and 
floor plans. Statistics to allow use 
in both MSPE and Espionage! 
campaigns are included plus 23 
Cardboard Heroes 101 created for 
this package. This adventure won 
the 1984 HG Wells Award for 
Best Role Playing Adventure. 
$9.95. prod# 3301 

RAID ON RAJALLAPOR: 
GM adventure for 4-6 players. 
The job seemed easy enough: raid 
a heavily guarded estate in north­
western India and steal av aluable 
statue. Youremployerseemscon­
fident of your success, perhaps 
too confident! $4.95 prod# 703 

°Cardboard Heroes is a trademark of Steve Jackson Games 

MUGSHOTS 1: The 
Case of the Pacific Clipper 
is the first in a series of con­
temporary role-playing sup­
plements for use with MSPE. 
Each book will detail char­
acters, places and situations 
that you can use as a soli­
taire or a gamemaster ad­
venture. Due to its unique 
design, the gamemaster can 
playthesolitaireadventure, 
and then usingthernapsand 
GM information in the back 
section of the book, run a 
similar GM adventure. 
Written by Dave Arneson, 
co-designer of Dungeons 
& Dragons. 80 Pages. 
Price: $15.95 Product #3303 

MUGSHOTS 2: Taking Care 
of Business This book gives 
you maps and details of 36 
contemorary locations in an 
Amrecian city. Also includes 
a solo adventure using the 
locations and characters from 
the maps. 70+ pages $10.00 

What Else does Flying 
Buffalo produce? 
Mercenaries, Spies & Private ,Eyes is but one of our many 
popular lines. We also produce the world's first role-playing 
game you can play solitare - Tunnels & Trolls. T &T has over 
20 solo adventures available and several gamemaster adven­
tures also. You can buy the boxed set, or just the rulebook. 
Flying Buffalo also produces the Catalyst line of books for all 
role-playing systems. This line includes all the Traps books (7) 
the Citybooks (7), the Lejentia Campaign Books and many 
others. We also produce the death/door/treasure/corridor/ 
traps/weather and other dice, which are very popular with 
retailers and customers. And we produce the classic beer and 
pretzels game, Nuclear War. This is the game everyone plays 
at conventions. We even have a sequel game, Nuclear Esca­
lation which is just as popular. All of these products are 
available for order from your distributor, along with many 
others that there isn't the room to mention here. 
If you can'tgetany of these products at your local game or comic 
shop, you can order directly from Flying Buffalo, P.O. Box 
8467, Scottsdale, AZ 85252. (include $5 for postage & hand.) 

See more at www.flyingbuffalo.com 
or visit drivethrurpg.com 



HOW TO ORDER 
Don’t forget to add $5 shipping on all orders to the USA. For all orders outside the USa: $11 for 

Canada, $19 for Europe, and $27 for Japan or Australia. Your order will be sent airmail 
Send check or money order to: Flying Buffalo Inc., PO Box 8467, Scottsdale AZ 85252 or visit 

www.flyingbuffalo.com/mercen.htm

GM Screen  $10

Jade Jaguar Solo  $9

Stormhaven 
GM Adv.  $9

MSPE 
Hardcover $55
Softcover $20

Mugshots 1 $15
Mugshots 2 $10

MSPE 
Poster $8

Many of our books are also available at www.DrivethruRPG.com



BEA 
TB 

JA) 


