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An introductory adventure for Tropicana, for 3-6 Novice Heroes or a Startup Agency. Hails of 
bullets, chases, fights, deadly mysteries, windows smashing and shards of glass everywhere; 
find out the secrets of that damn corpse everybody wants to get their hands on! 

Introduction
On the sunny road that goes along the 
beautiful beach of Bahia del Sol, the heroes 
find themselves in the middle of a shooting, 
a hail of lead pouring onto an old Kombi 
cabover panel van. And from there, things 
only get worse!

Game Master Background
Said Hosseini, “The Beast”, the big Azeri 
mafia godfather, has lost track of his most 
trusted man, almost a brother: Mirkamil 
Cossu. Actually, “Mirkamil” is really called 
Jean, and he is also a trusted henchman of 
the European gangster Gaspard Charaude, 
“El Brujo”. In addition, Jean Cossu has 
been betraying both his employers for 
years, pocketing their money and selling 
their secrets to other bands; he is also an 
undercover police officer and an informant 
for the Tercio, and for years has been having 
affairs with Hosseini’s wife and daughter, 
Sevda and Sirin. Recently, this scoundrel has 
converted the results of all these scams into a 
number of huge emeralds, also cheating the 
Mama Negra gem traffickers who sold him 
the stones. Then he swallowed the emeralds 
and took a drug created by a Calibanera so he 
could pretend to be dead, ready to disappear 
once and for all away from San José, thanks 
to the ingenious Sirin Hosseini.

But he hasn’t gone far. The band of the Brujo 
have discovered the theft and tracked him 
down. When the game starts, the police and 
gangsters have just reached his panel van 
and a terrible gunfight begins.

Hired or Compromised?
The party can get involved in this gigantic 
manhunt in various ways.

If the heroes are part of an Agency, Said 
Hosseini himself might hire them to search 

for Cossu, paying double the going rate 
for this kind of job, and providing some 
information on the case:

++ “Mirkamil” is a good French-Azeri guy, 
his most trusted lieutenant; 

++ Recently he was investigating within 
their own organization, looking for a 
traitor who sold their secrets to the 
band of the Brujo (actually the same 
Cossu); 

++ Hosseini cannot use his henchmen 
in the manhunt, because one of them 
might be the traitor, nor, of course, 
could he ask the police.

The investigations, whatever they are, soon 
lead the heroes to Bahia del Sol, where Cossu 
was recently spotted in his Kombi, a van with 
palms and waves painted on the sides, and a 
large surfboard case fixed on the roof.

If the heroes are adventurers and rascals 
not involved in an Agency, or even simple 
characters who just happened to be there, let 
them be sitting at the tables of a bar, when 
Scene 1 begins.

Scene 1 - Sunshine, with a 
Hail of Bullets 
While the heroes are hanging around in 
Bahia del Sol, looking for Cossu’s van, or are 
simply at their bar tables, a dozen Guardia 
Civil officers are carefully surrounding a 
Kombi (the one belonging to Cossu, if they 
are actively checking for it).

A second later, a couple of black vans arrive 
from the opposite direction and open fire on 
the Guardia Civil. The heroes find themselves 
in the middle of a shootout between public 
agents and the gang of the Brujo.

The situation: Even though the characters 
are not the targets, they still risk getting 
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