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e-mail any questions to: customerservice@panikproductions.com

This document contains content 
designed for for multiple sets of game 
rules, each on their own layer. You can 
show or hide each layer by clicking on 
the eye icon next to each layer in the 
layers palette.

In the event that your pdf reader 
application doesn’t support pdf 1.5 
features, the Mission_Mercy_tablet_
eds.zip file contains a separate file for 
each system.

The included map files also have layers 
with additional information which you 
can turn on or off before printing. For 
example: Map_Tiling_Jungle_Road.
pdf  has a layer with a linear grid, a 
layer of alternating shaded squares, 
and a layer with treetops. You can 
print all or none of these along with the 
terrain layer. 
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Map_Abatimiento.pdf

Map_Army_Camp.pdf

Map_Bandit_Camp.pdf

Map_Tiling_Jungle_Road.pdf

Map_Tiling_Paved_Road.pdf

Mission_character_pawns.pdf

Mission_character_standups_
polysystem.pdf

Mission_character_standups_SW.pdf

Mission_Mercy_SW.pdf

Mission_Mercy_tablet_eds.zip

Mission_Mercy_polysystem.pdf

Mission_Mercy_SW.pdf

MM_Just_Stats_polysystem.pdf

MM_Just_Stats_SW.pdf

MM_VTT_Files.zip

savage worlds edition

This game references the Savage Worlds game system, available from Pinnacle Entertainment Group 
at www.peginc.com. Savage Worlds and all associated logos and trademarks are copyrights of 
Pinnacle Entertainment Group. Used with permission. Pinnacle makes no representation or warranty as 
to the quality, viability, or suitability for purpose of this product.
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Mission: MercY

Player characters will need characters with a mixture of social skills, medical knowledge, 
and combat ability. Most encounters have been designed so that players can talk or fight 
their way through them. If you’re starting a new campaign or your players haven’t yet 
created characters you can use those from Appendix 5: Playtest Characters.

suMMArY
An especially deadly strain of Dengue fever (called “Blood Fever” by locals) has struck 
the tiny mountain town of Abatimiento in Colombia. The player characters are tasked with 
delivering and distributing an experimental vaccine and other medicines to the village. 
They’ll have to battle their way through rebel guerillas, bandits, and corrupt military forces, 
all of whom want the medicines for their own purposes. 

the Adventure
The adventure is broken down into three 
main chapters, each of which has a series 
of optional encounters. You can present 
some, all, or none of the encounters, 
depending on your group’s preferences 
(although if you consistently opt for “none” 
the game tends to end pretty quickly).

Chapter 1 covers traveling from Cúcuta 
to Abatimiento and introduces the army 
and a group of bandits led by the mutant 
Stefania as antagonists (see Appendix 2: 
Complications for details).

Chapter 2 describes the bandit’s and 
army’s local base of operations in the event 
that either successfully stole the vaccine 
in Chapter 1 and the players need to steal 
it back.

Chapter 3 covers arriving in town, key Abatimiento personalities, and suggests a few 
encounters that happen while distributing the vaccine.

Chapter 4 is more of a guide for resolving the adventure than encounters to be played out. 
It suggests some possible consequences if the players fail in their mission and gives some 
ideas for expanding this adventure into a larger campaign.

The Cast of Characters section follows Chapter 4. It has game statistics and descriptions of 
all the significant non-player characters you’ll encounter as well as archetypical stat blocks 
for “extras” who might not have a speaking role in the story.

savage worlds edition

Mission: Mercy is a role-playing adventure designed for 4-6 player 
characters of Seasoned rank. A larger party of Novice characters 
should also be able to complete the adventure as long as they have 
an advance or two. To run the game you will only need the Savage 
Worlds Deluxe Edition core rulebook.

https://www.peginc.com/product-category/savage-worlds/
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Additionally, Appendix 1 describes the symptoms and progression of Blood Fever. Since the player characters will 
be inoculated against the disease, this is intended primarily for background and descriptive purposes.

Appendix 2 contains general information about Colombia and the potential dangers therein. This information is 
included both for background context and as optional complications to include with planned encounters. If, for 
instance, the player characters flee the Roadblock encounter in Chapter 1 you can delay them with a mudslide or 
trap. If they pursue bandits into the jungle, they might run into snakes, predators, or even monsters.

Appendix 3 reprints information about Tetrakheires mutants, originally printed in paNik productions’ Mutant Manual 
book. http://drivethrurpg.com/browse/pub/4513/paNik-productions

Appendix 4 contains a mini-game that simulates distribution of the vaccine for groups who prefer to quickly resolve 
the logistical challenges of vaccinating an entire town in an abstract manner.

tiMeKeePinG
Since unrefrigerated vaccine expires after 12 days the characters are operating on a deadline. Every action they 
take not related to fulfilling that mission, every digression, and every side quest ultimately increases their chances 
of failing to complete the mission. Accordingly, it’s important to keep track of how much time elapses within the 
game. See “Time” in Appendix 2: Complications for more details.

There’s no need to record what every player character does every second of every hour, but it’s a good idea to use 
the provided timeline handout to track how many blocks of time the characters have used up and how many they 
have left until the medicine goes bad.

introducinG the PlAYers
The player characters should all be affiliated with a relief organization such as the Red Cross, World Health 
Organization, or the United Nations. Alternately, they might be part of a military or mercenary group contracted 
by one of the above groups to provide security for one of their medical teams. Player characters might also be 
associated with (or employed by) the research corporation that developed the vaccine to deliver and report on 
its efficacy.

Abatimiento’s remote location, chaotic mountain crosswinds, and lack of suitable places to land prevent delivering 
the supplies by helicopter or airplane. The area is known to be crawling with bandits and guerillas who will fire 
upon any aircraft they see, so no local pilot is willing to risk their life or plane.  Additionally nobody in the village 
has formal medical training and the vaccine requires multiple administrations over time to be effective, removing 
a parachute airdrop from the list of options. Instead the player characters and meds will be flown into the Camilo 
Daza International Airport in Cúcuta where they will drive the rest of the way via truck.

There’s no need to play out the introduction and/or mission briefing unless your group prefers a lot of roleplaying. 
We recommend explaining the purpose of the mission to the players, giving them a chance to requisition or order 
any special equipment, and starting play with everybody already on the road to Abatimiento.

savage worlds edition
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equiPMent
In addition to any personal equipment the player characters might own, they’ll each be 
issued the following:

Backpack 
First Aid Kit 
Flashlight, Halogen 
Knife, Survival. Handle contains 20’ fishing line, compass 
Machete 
MRE (Meals Ready-to-Eat), Military (x5) 
Poncho, Waterproof 
Radio Transceiver, Handheld, 2 mile range 
Rope, 100’  (550 Parachute Cord) 
Water Purification Tablets (x5, each treats 1 gallon) 
Water, 2 gallons

Additionally, as a group they’ll receive:

Pickup Trucks (x2, +1 truck per 3 player characters over 4) 
Tarp, 10’ x 10’ (x2 per truck) 
Chests of Dry Ice (to store the vaccine; lasts for 24 hours) 
Gasoline Tanks, External, 10 gallon (x2 per truck) 
CB Radios (x1 per truck)

Characters will not be provided weapons but will be advised to bring any they own 
with them.

If absolutely none of the player characters have any medical skills, it’s advisable to send 
along 2-3 of the medics from Appendix: 5 Playtest Characters as non-player characters. 

chArActer KnowledGe
AbAtiMiento

Let the players make skill rolls to determine how much their characters know about 
Abatimiento and the surrounding region. 

Abatimiento is a tiny town in rural Colombia and is 
the site of a recent outbreak of some kind of virulent 
hemorrhagic fever similar to Ebola.

Bandits surround the region around Abatimiento, 
although since the outbreak, they’ve been staying out of 
town for fear of catching the disease.

 
 
Additionally, you have heard rumors that the bandits are 
actually giant ape-like mutants.

The mayor of Abatimiento is Mateo Rodriguez, but 
he is currently stricken with blood fever. His daughter 
Vanessa is attempting to fill in. It was she who originally 
submitted the aid request which brought blood fever to 
the government’s attention.

Militant Game Groups

If you’re integrating this 
adventure into a pre-existing 
campaign, it’s likely that 
the player characters make 
better action heroes than 
they do medical personnel. 
While there’s something to be 
said for encouraging players 
to stretch a little, some folks 
just don’t enjoy the type of 
logistics–based challenges 
present in this adventure.

If that sounds like your group, 
assign them an extra truck or 
two full of medical personnel 
and change the focus of the 
adventure toward protecting 
these characters from 
various threats. Leave the 
logistics problems to the non-
player characters.

For even more violence, 
set the adventure in 2016 
or earlier when FARC 
(Colombian rebel guerillas) 
was actively engaged in 
armed aggression against 
the military. Not only does 
this introduce a third group 
seeking to capture the 
vaccine but there’s always 
the chance that player 
characters will be caught 
in the crossfire between 
two groups.

savage worlds edition

Knowledge (Area Knowledge) 
or Common Knowledge for 
natives

Knowledge (Area Knowledge) 
or Common Knowledge for 
natives

Knowledge (Area Knowledge) 
or Common Knowledge for 
natives + raise

You know the regional geography well enough to get a +1 
bonus on rolls to navigate to Abatimiento.

Knowledge (Area Knowledge) or 
Common Knowledge for natives 
+ raise

Player characters can also find out the above by making Streetwise rolls with an extra +1 
penalty to ask around.
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MilitArY
Let the players make skill rolls to determine how much their characters know about the 
military presence near Abatimiento 

 

The Colombian army has been engaged in 
armed conflict with los Fuerzas Armadas 
Revolucionarias de Colombia (a.k.a FARC) for 
decades. Depending on who you ask FARC are 
freedom-fighting guerillas, a legitimate army engaged 
in civil war, or violent terrorists.

Although the government finalized peace talks with 
FARC, who began disarmament in February of 2017 
many within the military are concerned over the 
possibility of radical splinter cells remaining active. 

The military has supply depots scattered throughout 
the region. These bases range from semi-permanent 
to completely mobile due to the possibility of 
FARC attack. Most are in the process of being 
decommissioned.

General Julián Rios is in command of troops 
stationed in the region. An ambitious leader, Rios 
has a reputation for having absolute faith in his own 
judgement and has shown contempt for politicians in 
the past.

Many within the Colombian government consider Rios 
to be borderline insubordinate and his continued rank 
and position are uncertain.

 

chAPter 1: JourneY
The journey from Cúcuta to Abatimiento is a crucial part of the adventure. It should 
introduce the players to their two primary antagonists, bandits and the army. Although the 
two locations are only 300 km (186 miles) apart, no direct road connects them. They’ll have 
to travel 400-450 km (250-280 miles) of twisty, often unpaved, roads. The drive should take 
about 9 hours total (allowing for stops and starts), assuming an average speed of 55 kph 
(35 mph) and barring any misfortune.

Naturally, it’s possible to drive faster than this, but this increases the chance of mishap 
along the way.

encounters
Instead of mapping out a linear plot that bounces the characters from point A to point 
B to C to D, et cetera, we’re giving you some sample obstacles to throw at your players 
during their journey to Abatimiento. Feel free to use some or all of them in any order, as 
appropriate to your preferred style of play. 

You can also substitute or include some of the scenarios from Appendix 2: Complications 
to make things more interesting for your player characters.

savage worlds edition

Automatically known by 
natives or Knowledge (Area 
Knowledge) +2 for foreigners

Knowledge (Area Knowledge) 
or Common Knowledge for 
natives

Knowledge (Area Knowledge) 
-2 or Common Knowledge -2 
for natives

Player characters can also find out the above by making Investigate rolls with an extra +1 
penalty to research Colombia.Sa
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boobY trAP
Stefania’s bandits are not above booby-trapping the road to make it easier to ambush 
travelers. On a dirt road, their preferred technique is to dig a small trench in the road, line 
the bottom of the trench with spikes, concealing everything beneath a length of cloth and 
loose dirt. When a vehicle’s front wheels fall into the trench, spikes flatten the tires and 
prevent the vehicle from going any further. Especially fast moving vehicles may have 
enough momentum to keep moving but all that does ensures is that spikes also flatten the 
rear tires.

Once a vehicle is immobilized, Stefania and the bandits emerge from hiding and rob the 
passengers blind. Usually travelers are too intimidated by Stefania’s appearance to put 
up much resistance and they’re usually turned loose to retreat on foot. That said, Stefania 
brutally slaughters anyone who puts up a fight and they kidnap anyone who seems like 
they might be wealthy enough to ransom. 

Give the players  a chance to spot the trap  before they drive over it. It’s easily avoided by 
swerving to one side. Since Stefania doesn’t expect much opposition the attack will consist 
of merely her (or Hugo Jiménez) and four bandits as backup.

Read to the players if they fall for the trap: 

It’s a pleasant drive through the country. Colombia is turning out to have a lot more 

pleasant a climate than you could have anticipa… WHAM! Suddenly the lead truck 

lurches violently to a halt, the rear tires lifting briefly off the ground only to slam 

roughly back down to the ground.

As if on cue, pairs of men rush out from the trees on both sides of the road 

brandishing assault rifles and shouting loudly in Spanish. Normally that’s the sort 

of thing that holds one’s attention but you can’t help but stare at the giant following 

the team on the left. Towering at least two feet over the men, she wields a pistol in 

one hand, a second pistol in another, and a rifle in the other two… Yes, she has four 

arms. And tusks jutting up from her lower jaw. She stops just short of leaving the 

shade provided by the trees.

“Hands on your head or I shoot!” Oh yeah, them.

Should the lead truck become stuck, the easiest way out is for everyone to pile into the 
second vehicle and speed around the obstacle. This has the unfortunate side effect of 
leaving the bandits with a substantial portion of the expedition’s supplies, so most players 
in this situation are likely to fight. 

GettinG lost
Despite relatively well-tended roads,  
accurate road maps, and global  
positioning systems, the player 
characters might still become lost on 
their way to Abatimiento. Whichever 
character drives the first vehicle should 
check at least twice to make sure 
they’re on the right route   (but no more 
than four time to keep navigation from 
becoming tedious).

savage worlds edition

A Notice -2 roll will 
detect the trap.

A Knowledge 
(Geography) +2, 
Knowledge (Area 
Knowledge) +1, or 
Common Knowledge 
(for Colombian 
characters) roll will 
keep the characters 
from getting lost so 
there’s little risk unless 
players have to make 
untrained skill rolls. 
With a failure, they 
wind up taking a 1d4+1 
hour detour; while a 
critical failure adds 3d4 
hours to the trip.
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