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Prologue
'III om.wh~ om Borneo,the Near Now ...

Geoffrey signalled to
the battalion commander
that his regiment was in

position. A single bead ofsweat broke
from his forehead and raced down his
aquiline nose, plunging silently into
the dark. blood-soaked ground below.

The other regimental commanders
signalled their readiness and relayed
themessagetotheiranxiousmen. How
many of the Queen's soldiers would
die tonight? Best not to think about it,
Geoffrey decided.

The battalionrommanderraised his
Colt revolver, its polished barrel glint
ing in the moonlight. Geoffreysaw the
hammer pull back, as if in slow mo
tion, he saw the commander's eyes
squintinanticipation,and finally, with
a devastating crack in the still night

air, the pistol fired. The attack had
begun!

Shellsblessedby thecompanychap
lain flew through the darkness, the
artillery thundered across the field.
Hundreds of First Planting gospog
were falling in droves! Even the terri
fying things known as "the Others"
were beginning to wither beneath the
barrage.

The startled Caretakers were just
beginning toretumfuewhenGeoffrey
heard theshriU whistlewhichsignal1ed
his regiment to charge. He turned to
face his veterans, raised his polished
sabre, and gave the command!

Hundreds of the Queen's finest
surged across the soggy ground.
stomping, hacking, and shooting any
thing not wearing the red finery of the
Victorian army. Geoffrey, as usual,
was fast in the lead. He quickly emp-

tied his pistol intoone of the "Others.'"
and as it feU, realized he had made a
terrible mistake. Directly behind it
were the ominous forms of the Care
takers, their loaded blunderbusses lev
elled at the silver badges which deo;
rated his chest and shone so brightly
in the moonlight ...

When the sun finally rose on the
bloody field, the few survivors of the
"Fightin' 5th" found the blasted body
ofMajorGeoffrey Winthropsprawled
across the mangled forms of twoCaf'e.
takers, surprise and alarm frozen into
their hideous features.

Meanwhile ...
Talamous struggled to put on his

robes. Oh, what had happened now?
He had heard the distant cries of the
Caretakers, but he had been lost in his
latest conquest. The girl had been SO
young, SO ... unspoiled. How strange
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Torg: Wh~n Axiom. Collid~

to find oneof her ilk walking the streets.
He paused for a moment and ad·

mired the.,beautyofherface, unstained
to the necromancer despite the crim
son liquid which still spilled from her
eyes.

Tightening his robe, the creature
known as Talamous Scratch rose and
moved across the basement labora
tory. Deep within his mind he heard
the distant telepathic groaning of the
Caretakers. They had been trying to
warn him ofan attack upon the fields!
Oh, Gods! If the fields weredamaged,
Thratchen would surely rip out his
wrinkled throat!

Scratch collected his favorite re
volver and a worn grimoire before
heading for the stairs. Just before leav
ing his hidden laboratory, he turned
and blew a kiss to the still form of the
girl below.

He looked out his dirty window,
drumming his bony finger upon the
pane.SroresofVictorianbuJfoons, clad
in their bright red uniforms and bran
dishing all manner of weapons, cov
ered the fields entrusted to him by the
Gaunt Man's lieutenant,Thratchen. It
was a total loss.

There was only one option: escape.
But where to? he pondered. Casually
walking toward his antique globe and
givi.ng it a spin, the necromancer
stabbed a scrawny finger at the swirl
ing sphere.
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The Victorian policewere thorough
in their investigation the following day.
They found the hidden wall safe
(empty, of course). They found the
secret passage into the cellar (deserted
save for the body of a young woman).
They even found the 17 and a half
corpses buried underneath its earthen
floor.

The only thing of importance they
missed was a single scratch. A scratch
made as if by a long fingernail on an
antique globe, ending ominously on
the European nation now called
CyberFrance.

Near Langres, France. One Month
Later

Bishop Paulo nervously signalled
the Inquisitors to remain in place while
he advanced to the bonfire. He could
just make out the forms of several
creatures cowering in the shadow of a
ruined wall, seemingly more afraid of
him than he was of their master.

"M-Malraux has ordered you into
ourservice,caretaker." hestammered.

From out of shadows deeper than
those made by ordinary night came a
powerful, red-scaJed hand. Jet-black
nails glimmered in the firelight and
Paulo failed to hide the raw terror in
his expression.

"You ... order me?" the thing
grumbled slowly.

"No. J am h-here on orders of the
Cyberpope."

"And what does he request of me?"
"You will lead the other gospog

into .....
"You dare lump me in with these

shambling creatures!" it bellowed.
Paulo wanted to shrink down in

side himself, but to do so would only
give the demon more power. Hegath
ered his courage.

"Yes. That is what youare,a gospog
of the Fourth Planting, are you not?"'"
he managed.

"So I am, brother," it tested. "So 1
am."

"Then Malraux would have you
perform a service for us."

"And what shall I get in return?'"
"'More corpses for your field."
"You promise me one task for an-

other? This is no bargain!"
Paulo summoned his courage once

again. "No. It is an order ...
Nefastario."

There was an awkward moment of
silence,and then the thing in the shad
ows leaned forward slightly, reveal
ing its reptilian, hate-filled eyes. But
the demon Nefastario only chuckled
when he saw the sweat break like
floodwaters from the bishop's brow.
"My children and 1are yours to com
mand, Bishop. What would you have
us do?"

Paulo sighed with relief. He had
won.

For now.



Introduction

Introduction
1.1 hen Axioms Collide is anadventure for Torg: Role-

playing the Possibility
Wars. You must have the
basic set to play this ad·

venture. The Cyberpapacy and Orrorsh
sourcebooks and The CodNet supple
ment are also required for maximum
enjoyment of this product.

Adventures for Torg take place on
EarthintheNearNow. Earthhasbeen
invaded by several powerful beings
from other realities. The High Lords,
the leaders of the invaders, have the
power to conquer other cosms and
impose their reality upon their vic
tims.

Oneof these beings is Thratchen, the
High Lord regent ofOrrorsh, a realm of
monstrous horror. Of the many weap
ons employed byThratchen to terrorize
his subjects, the gospog are among the
most tenible. Gospog are undead crea
tureswhich rise from speciallyprepared
fields filled with the corpses of those
whohaveopposedtheHighLords. The
weakness of the gospog fields is that
they must be protected by servants
whose powerdoes not approach that of
their master.

This is the story of one such ser
vant ...

Adventure
Background

When an Orrorshan gospog field
was destroyed, the Nightmare as
signed to protect it, an evil sorcerer/
scientist named TalamousScratch, fled
the realm and the vengeful wrath of
Thratchen.

Choosing CyberFrance by pure
chance, Scratch arrived near the town
of New Culmont and resumed his old
habits of debauchery and murder.
Several young women have already
met their deaths at his gnarled hands.
He has madea practice ofchoosing his
victims (with the aid of an ethereal
coachman) from the lower levels of
society. But while crimes against such

people might not attract the attention
of most Victorians, the people of New
Culmont search desperately for the
villain. Eventually, they turn to the
Storm Knights for aid.

Meanwhile,Scratch has delved into
the CodNet and hatched a monstrous
plan: the creation ofa living computer

virus designed to slay thousands of
Net users. Only by braving a horrify
ing section of the Net can the Knights
stop the slaughter.

Unfortunatelyforlheviliagers,New
Culmont is plagued by more than just
the mad Scratch. Cyberpapal gospog
have twice descended upon it to claim
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new corpses for their unholy harvest.
and now threaten to return in force.

Adventure
Synopsis

Whtn Axioms Collide begins when
the Knightsareasked by Le Resistance
to help ambush a MindBody convoy
near Paris. Shortly thereafter, one of
their allies receives a note informing
him that his daughter has been
branded a witch and is about to be
bumed at the stake. Quickly securing
a hover<ar, the heroes race from Paris
to the man's home town of New
Culmont.

A stop at the Last Supper Cafe
brings news of a mass-murderer
known only as the ~ightSlasher," as
well as an example of the power of
Scratch's virus.

The team finally makes it to new
Culmont just as the "witch" under
goesand fails an Ordeal by Fire. As the
Knights move to the rescue, a horde of
gospog falls upon the village.

ActOneendsasaCyberpapalderic
asks the Knights to aid the village
against the threat of the serial killer.

Act Two begins with the Knights
on thetrail ofthemurderer,a treacher·
ous path that leads them to a massive
Cyberpapal gospog field. The village
of New Culmont is full of intrigue,
eyberleggers, and one physician with
more than the ills of the body on his
mind. Drawn to the investigation of a
eyberlegger whoswore hesawa ghost

••
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in the GodNet, the Knights meet with
his band and learn that his body was
dumped inagospogfield.The Knights
must raid the field to retrieve a
MemCh.ipwiththe VX addressoftheir
true foe on it.

In ActThree, the Knights must fight
a tw<>-front war against Scratch, both
in his manor house and his VX con·
struct. The Net contains dues to the
true deaths of the sorcerer's servants,
butdeadlyperilsas well. The manor is
home to a spectral killer, a weretiger,
and a creation more horrific than both.

Failure to stop Scratch will result in
the deaths of thousands - and per.
haps serve as the prelude for an inva·
sion of the Cyberpapaey by the hor·
rors of Orrorsh.

Playing Without a
Decker

Deckers are special characters who
possess the cyberdeck operations skill.
This skill allows the character to ma
nipulate the GodNet, the virtual real
ity created by Jean Malraux's Dark
ness Device.

Having a character with this skill is
extremely important to this adven·
ture. U no Storm Knight possesses the
skill, the Knights can encountersome-
one in the Resistance who will offer to
train one of them. Failing that. the
Knights may have to hirea eyberlegger
in New Culmont to give them some
help (of course, it will probablycostan
arm and a leg ... perhaps Iit~rally).

The Power of Fear
Keep inmind that. although5cr.ltch

and his horrors are operating in the
Cybeq>apacy. they are still connected
to Orrorshan reality. This means they
can make use of the Power of Fear. As
soon as the Knights begin seeing signs
ofScratch'sgrisly work, they will have
to begin making Perseverance checks.

In a way, this will be a benefit. to
them, as it will help them to tell which
atrocities have been perpetrated by
Scra tch and which bysomeother force.

Selective Invisibility

Selective invisibility is a new three
point power available to Orrors~n

horrors. Although the creature usmg
this ability is invisible for all practical
purposes, it can be spotted by those
who know to look for it. A find or
Perception total of 23 will allow a char·
acter to spot the horror.

The truly disturbing aspect of this
ability is that the horror can become
visible to certain persons while re.
maining unseen by allothers. Thecrea·
ture can speak with, attack, or Simply
intimidatea person while she isstand
ing in a crowded room, and no one
else will see a thing. This allows hor
rors to put the power to use as a means
of driving victims insane.

Use of selective invisibility adds +10
to the creature's dodge value.



Act One

Act One

A Friend in Need
The Major Beat

The Storm Knights begin the adven
ture by helping the Resistance ambush
a MindBody (MB) convoy. After the
attack. one of the leaders of the group
receives a disturbing message that his
daugh....hasbeenfoundguiltyolwitch
craft and is about to be executed by the
kxa1 priest.

Asking the party for ass&ance, the
man rushes off to save his daughter,
aniving with the Storm Knights just in
time to see town attacked by Cyber
papal gospog.

SCENE ONE:
A Better Mousetrap

The Situation
Standard. Patrice Cochereau, the de

facto leader of the local branch of the
Resistance, meets the Storm Knights in
a run-down cafe. His message to them
had stated that he had an offer. As he
approaches, he glances about with his
one non-<yber eye to ensure he has not
been followed

Read aloud or paraphrase:

A man who matches the description
of Cochereau approaches your bible
warily. His nod tells you that he has
rerognized you as well

"'1t is good to see you. mon ami," he
says to one of your number. "'1 am
pleased to see you received my mes
..ge.

M. have, as I said, an offer for you: I
have in my power the ability to get
papers printed for yow group. Letters
of transit signed by Cyberpope
Malraux himseU, which will allow you
to pass into many othetwise forbidden
areas of France. In return. • ask your
help in a small ... operation."

If the Knights express any interest in
the offer,Cochereau will lead them out
side and explain the rest. He wishes
them to aid Resistance members in the
hijacking of a MindBody (MB) convoy
carrying <ybe<ware.

If the Knights are not interested at
first,Cochereauwilloffertosweeten the
deal. They can have some of the goods
taken from MB, as well as 8OC() francs.

The Route
Oncethepartyhasdecided to help,

Cochereau will tell them what he
knows. He has a contact among the
MindBody truck drivers who man
aged to get the following note to the
Resistance:

To the free fighters of PMis:
I am a truck driver for MindBody

Technologies. Lasl month we deliv
ered. a truckload of tech to GodWare
Hospitals in Rouen and Amiens. We
were not told ow route beforehand,
bull am sure we traveled for a time on
Ute Boulevard Mortier. Three days af
teryou receive my message,. trust you
may find us Utere again. Our usual
escort consists of an Aaron Hover APe
and two David Mk. lis.

I also know Utat the rear entrance of
our truck is booby-trapped wiUt plas
tic explosive, but I cannol tell you how
to d.isarm. it Best of luck ... and please
... try not to shool the driver.

The Action
The party is given a map of the Bou

levard Mortier and asked to help plan
the ambush. Whatever tactics the party
chooses wiU most likely beaccepted by
Cochereau and his men unless they
involve unnecessary risk to their life
and limb.

Assets available to them are:
Cochereau himself, his lieutenant,

I.
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When Axioms Collide: Map 1

Boulevard Mortier

Descadieu, 18 resistance members, 15
fragmentation grenades, 12 flash gre
nades, one MAS grenade launcher, and
one GWI Devastator with 6 shots re
maining.

Cochereau will allow the party to
distribute these weapons as they see fit.

Frag Grenades (15). damage value 21,
range 1-6/15/40

Rash Grenades (2), damage value 20,
rnnge 1-6/15/40

MASGrenadeLauncher,damagevalue
21,ammo 6 with4extras, range3-25/
150/600

GWI Devastator, damage 35, ammo 6,
range 3-200/500/1k

Patrice Cochereau
DEXTERITY 11
Dodge 12, energy weapons 12 (15),
fire combat 15 (8), maneuver 14,
melee weapons 12, missile weapons
12, running 12, stealth 17, unarmed
combat 12
STRENGTH 10
TOUGHNESS 10
PERCEPTION 12
Evidenceanalysis14,find 14,firstaid
13, land vehicles 13, language (En·
glish) 14, scholar (small-squad tac-

tics) 16, trick 13
MlND11
Survival 13, test 15, willpower 15
CHARISMA 11
Charm 12, persuasion 15, taunt 14
SPIRIT 10
Faith (Catholicism) 16, intimidation
15, reality (Cybeq>apacy) 15
Possibilities: 5
Equipment:Tec-9Scorpionmachine

pistol with CSIsmartgun,damage value
16, ammo 12, range 3-15/25/50; reflee
armor, value TOU+6/16, one dose of
Totalamine (see page 108 of The Cyber
papacy sourcebook) Cyberware:
Neuracal, j-jack, CSI EyeKill Mk. IV (+3
to fire combat),DATAS Snooper, 1'5E
LeMotion,FFONightView;cybervalue:
15

Description: Cochereau went along
with the new "Cyberpope" for the first
few months of the invasion, but has
since become aware of his true nature
and the violence that is part and parcel
of his regime. He has lost family and
friends to the Church Police and will
show them little mercy.

Though dedicated to protecting his
friends, he is even more loyal to the
Resistance. Should a Knight's capture

seem inuninent, he won't hesitate to
toss them a grenade (minus the pin) to
proted the secrets of his organization.

His daughter, Jeanette, has recently
returned. from Aysle.

Christophe Descadieu
Reality. Cybeq>apacy
DEXTERITY 12
Acrobatics 15, dodge 16, energy
weapons14, firecombat 17, lock pick
ing 13, maneuver 16, melee weapons
14, stealth 18, unarmed combat
(savate) 15
STRENGTH 9
Oimbing 13
TOUGHNESS 8
PERCEPTION 11
find 12, first aid 12, trick 15
MIND 10
Survival 12, test 11, willpower 11
CHARISMA 7
sPIRITU
Faith (Catholicism) 14, intimidation,.
Equipment: Uzi (silenced), damage

value 17,ammo 11, range3-15/4O/100;
knife, damage value SI'R+3/12

Description: Christophe Descadieu
is Cochereau's right hand man. He

.......,':"8-------------------~



speaks very littleand is known for sud
denly appearing when lli"aSl expected.

Resistance Members (15)
ReaHty. Cybe>'papacy
DEXTERITY 9
Dodge 10, fire combat 11. stealth 10,
unam'led combat 11
STRENGTH 9
TOUGHNESS 9
PERCEPTION 10
CybeTdeckoperationII, find Il,trick
11
MlNDIO
Test 11
CHARISMA 9
Charm 10, persuasion 10, taunt 10
SPIRIT 9
Intimidation 11
Equipment: GWIGodMeeter,dam

age value 20, ammo 30, range3-12/30/
50; plexif1ex, armor value TOU+4/13.
Cyberware: BelleView Low-light, MB
Charger 1 (DEX+1 for three minutes);
cyber value: 4

Description.: These are ragtag mem
bers of the Paris Commune CUlT'ently
assigned to Patrice Cochereau. Most
have found him a capable leader and
havean attitudeof loyal to him and their
cause. All have lost something to High
Lord Jean Malraux Land are extremely
bitter about it.

Seeking Additional
Firepower

The party may use any tactic they
deem appropriate in taking out thecon
voy, be it by stealth and guile or a direct
assault. The gamemaster is encouraged
to let them find any extraneous materi
als they require such as logs, bumt"ut
cars, a get-away truck, etc, as long as
they have a reasonable explanation for
how they obtained them.

ExplosiVes and other heavy weap
onry should be extremely hard to come
by. Parisaro itsenvironsarea war zone
and most people who have such items

lanon using them. ~: the

Knill"ts fin9."-b!;>d' """. tiel spe
~",..ponry
thinSS'~behi listed in
theC~ ~ as they are
bei.& purchaSed "on I street"f. .

o encounter veto
improvised bythegamemaster,depend-

ing upon exactly who the Knights at
tempt to contact (the Warewolves,
cyberleggers, the Paris Uberte Militia,
etc.)

The Best Laid Plans ...
Unbeknownst to the Res;stance, the

convoyfromAvignonisdeliveringmore
than just cyberware. C.earing up for a
major Parisian assault, Jean Malraux
hasorderedseveralCloseAs6aultTeams
into the area. For security reasons, one
such team has linked up with the usual
convoy escorts.

Convoy Drivers (4)
Reality. Cyberpapacy
DEXTERlTY8
Dodge 9, fire combat 9, maneuver 9,
unarmed combat 9
STRENGTH 9
TOUGHNESS.
PERCEPTION 9
Fmd 10, land vehicLes 12
MIND.
Test 9
CHARISMA.
Persuasion 9
SPIRIT 9
Faith (Cybe>'papacy) 10
Equipment Henxl lV,damagevaJue

.d, 26, sPm 400/160/100/13. pas-
2.TOU24,weightvalue20

, uver- , cea menl, ver
DN+3, passenger DN+S, armor add,
driver TOU+4/21, passenger TOUt-6!
22

Description: This style of truck
trailercombination is thestandardcargo
transport vehicle of most corporations.
It has a eybercomputer installed which
gives the user +3 to all/and .vehicle totals
when jacked in. These particular tnIcks
are wired with explosives (see "Getting
the Goods" below).

Church Poliee-S"""tbealers (10)
Reality. Cybe>'papacy
DEXTERITY 11
Dodge 12, energy weapons 13, fire
combat 12 (15), melee weapons 12,
unarmed combat 12
STRENGTH 9
TOUGHNESS 9
PERCEPTION 9
Fmd 10, first aid 10, tradcing 10
MIND 9

Act One

Test 10, willpower 10
CHARISMA 8
Persuasion 9, taunt 9
SPIRIT 9
Faith 10, focus 10 (12 with cruciIix),
intimidation 11
Additional Skills: two at +1 adds
Possibility Potential: some (65)
Equipment Armor of God, value

TOU+8/17; MAS Fury, damage value
21, ammo 20, range 3-20/150/300;
Cyberware: Neuracal, Epiphaneur,
Belle5ee Telesight, CSI Eyekill Mk. IV,
cyberham receiver, homer, throat mike,
MB Charger 1 CDEX+l for three min
utes), MB Blocker; cyber value: 18

Church Police-Close Assault
Team (IS)

DEXTERITY 11
Dodge 14, energy weapons 15 (8),
fire combat 14 (17), heavy weapons
12. melee weapons 14, missile weap
ons 12, unarmed combat 13
STRENGTH 9
TOUGHNESS 9
PERCEPTION 9
Fmd 10, fin;t aid 10, ""eking 10
MIND 9
Test 10, willpower 10
CHARISMA.
Persuasion 9, taunt 9
SPIRIT 9
Faith 10, focus 10 (12 with crucifix),
intimidation 11
Additional Skills: two at +1 adds
Possibility Potential: some (45)
Equipment: GWl Destroyer Annar,

valueTOU+I0/19;GWl Hellfire,dam
age value22,ammo12,range3-50/ 150/
4OO;Cyberware:Neuracal,Epiphaneur,
BelleSee Telesight, CSI Eyekill Mk. IV,
cyberHam receiver, homer, throat mike,
MB Charger 1 (DEX+l for three min
utes), MB Blocker;eybervalue: 18;Aaron
Hover APC (2), Tech 24, speed 400/
110/68/13, passenger 14, TOU 35,
Weight value 23, length 6, maneuver-3,
concealment, driver DN+9, armor add,
driver TOU+20/35, others can be in
jured if lank is killed.

Description.: Each of the two APes
is driven by a standard Church Police
men with a IilndfJdricles skillof 12 (+3 for
cybercomputers). TheGWI Devastator
plasma cannon is manned by a seco~
policeman with a heavy weapons skill
of 14. GWl Devastator, damage value
35, ammo 25, 3-200/SOO/lk

.,.------------99-..
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Rushing the Battle
If the Stonn Knights wish to avoid

the battleand simplygo for the trucks
or if the gamemaster is uncomfortable
attempting to run so large a firefight
the battle can be run abstractly for the
g~cha_only.

In the fir.;t row rounds, the Res;stan<e
members will successfully complete
whatever task they havebeen assigned.
If the trucks are stopped but the APC.s
are in good condition, one member of
the Resistance will perish each round.
Once the APCs have been driven off,
brought to a halt, or destroyed., the Re
sistance will continue to lose a member
each round whiletheChurch Policewill
lose one man every other round. 1be
Stonn Knightsshouid beabletotakeup
the slack.

In any event, Descadieu and
Cochereau will survive. The latter is
essential to the plot of the adventure
and Descadieu's skills could make him
a valuable aid to the Knights.

Getting the Goods
Anyone attempting to open the rear

doors or cui through the sides of the
trucks willactivatetheexplosivesrigged
throughout the trailer's roof and walls.
Fourteen rounds after activation, the
explosives will detonate, doi.ngdamage
value 30 in a blast radiusofo.5/15/20.

A find or Perception total of 8 will
allow the Knights to spot a small box
affixed to the outside of the trailer, to
ward the rear. It contains a keypad for
entryof thecode that disanns the explo
sives.

1be Knights do not have the code,
nor do the Resistance members. The
Church Police and drivers have been
deemed expendable, and so did not
need to know the code. This means the
Knights must attempt to disarm the
bomb - a Dramatic Skill Resolution
requhing scietlce (demolitiotls), science
(electronics), orsomesimilarskill. It may
not be perlonned unskilled.

Keep in mind that, if the trailer has
been breached, the clock is ticking. The
Knights will have 14 rounds to disann
the bomb before it goes off in their faces.

Step A involves removing the key-

•• 10

pad face to get at the heart ofthedetona
tor, requiring a scinu:e total of 11.

In Step B, the Knight must separate
the wires that hide the the key cord. This
must bedone delicately-failureof this
step will start the timer (if it isn't already
active). This requiresasciencttotalof12.

In Step C, the Knight must cut the
detonator wire. Bnding and severing
this wire requires a scima total of 13.
Again. failure to perlornl tIUs stepstarts
the timer moving.

For more details on Dramatic Skill
Resolution, see page 63 of the Torg
Rulebook.

Inside, the Knights will find aatesof
MBChargers (DEX+l per two points of
cyber rating}, MB Adrenal Boosters
(DEX+3, STR+3 for three minutes), MB
EndoBoosters (TOU+3 faT 15 minutes),
and MB Blockers (ignore Kresults, three
less shock, kills pain). For more details
on this equipment, see The Cyberpa~cy

sourceix>ok.
U the Knights' deal with Cochereau

involved their getting some equipment
from thehaul, they maytakesomeofthe
above from the crates. U that was not
part of the deal and they take some
equipment, Descadieu will grow angry
and refuse to have anything more to do
with "common thieves:'

Returning to Paris
After the bloodshed, the Knights will

be invited by the survivors to accom
pany them to a Paris salehouse fOT rest
and recuperation. The party should be
allowed to rest for a day or two before
the event "Message of Misery" takes
place.

When the Knights have had a chance
to pursue whatever activities they wish
to, cut to "Message of Misery."

Flags
Pt.'TSOtm/ Stake and Ronumcecardscan

come into playas the Knights interact
with members of the Resistance. Once
the Knights depart with Cochereau for

ew CuImont, the subplot will have to
be largely set aside unless a Knight can
persuade her new friend to accompany
her.

Message of Misery
When thegamemaster feels the party

has spent enough time in their Parisian
retreat, it is time to hit Cochereau with
the bad news. One night, just after din
ner, the following message is brought to
Patrice by a young street: urchin;

Patrice,
FaT the love of Cod, hurry home!

The murders have continued., and there
are now those who blame your daugh
ter. Father Dumois accuses her of
withcraft; and her trial is set fortomor
rownighL

-J.

After reading the message, Patrice
will scowl and ask theStonn Knights to
accompany him into another room.
Showing them the message, he will ask
them for their help once again. He has
little tooffer them in return,save for the
gratitude of a fellow fighter for free.
dom.

Cut To ...
If the Knights agree to help,

Cochereau will want to leave immedi
ately. As soon as the group packs their
belongings, they pile into his Peugot
hover car and travel through an under4

ground tunnel to the outskirts of Paris.
Cochereau knows how to bypass most
of the Church Police checkpoints, and
so can get the party to the vicinity of
New Culmont undetected.

Once the Knights are underway,
cut to Scene Two, "The Last Supper."

SCENE TWO:
The Last Supper

The Situation
Standard. With fuel in the hover car

low, Cochereau suggests the party stop
briefly at a small waystation offering
food and fuel. Herethe Knights hear the
first rumors of the nature of ew
Culmont's trouble and get a taste of
more than just soup and bread.



Act One

I.
11



Torg: When Axiom. Collide

Read aloud or paraphrase:

You see before you a small highway
eatery similar to ones located through~

out Europe. The handpainted sign on
the door reads 'The Last Supper (Be
fore Chaumont)." It is, you imagine, a
joke barely tolerated by the local au·
thorities.

The Action
Due to the decrease in automobile

traffic, the Last Supper has fallen on
hard times. The exterior isas dirty as the
interior, and the glass front which once
sported a magnificent hilltop view is
now obscured by thin plywood.

Outside are three vehicles. Two are
compact Renaults in serious deteriora·
tion. The thiTd is a blue pick·up truck,
packed full of personal belongings. An
evidence analysis or Perception total of 9
reveals that thebelongingsare scattered
haphazardly in the back of the truck,
and were probably loaded in a hurry.

Inside are six tables, a bar with 12
stools, a television and a doorway lead·
ing to the staircase and the second·floor
apartments of the owners.

As fate would have it, Charles
Montebanc, the father of Talamous
Scratch's latest victim, happens to be in
the cafe. Wracked with grief, he sits
alone at a table, cursing and sobbing
quietly. A Perception total of8allows the
Knights to overhear the word
"Culmont" several times from his lips.

If no Knight hears this, the owner of
the diner will recognize Cochereau and
ask him if things are any better in New
Culmont. At that, Montebanc will lift
his head and say,

~ou travel to New Culmont? Fool·
ish, foolish people. Culmontispiagued
by demonsl It is being punished forits
transgressions against God!"

If the Knights pursue his comments,
he will say through his tears:

"'First it was only the addicband the
sinners. Butwhymypoor,littleAgnes?
She was no sinnerf She was a simple,
beautiful girl whose only fault was to
stayout too late. I warned her, but 'No,
no Papa!' she said. Her friends hadn't
left yet, so neither would she.

"And then they found her. Her
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tender throat crushed ... her innocent
body maimed. Now I have nothing.
Nothing."

Montebanc buries his fists deep into
his tear--soaked eyes. After a few rntr
ments and some kind words, the party
can convince him to elaborate.

The addictions he refers to is that of
the HolyVids and common street oar·
cotics. All of the previous murder vic
tims had been those unfortunate souls
who had been chased from the refugee
campsand driven intoan area known as
the Barrens. (Montebancmakesnomen·
tion of the fact that the victims of the
Barrens murders were killed in a differ·
entmannerthanthoseinNewCulmont,
as he is unaware of this.)

The "sinners" were two local girls
known to have been involved in drugs
and possibly prostitution. Each victim
had beenassaulted, murdered, and had
theircyberwaresbippedfromtheirbod·
ies, not necessarily in that order.

SoonafterMontebanc's tale, the event
'Things That Go Bump in the Night,"
takes place. When the party returns
downstairs, Charles has fled the cafe.

Things That Go Bump
in the Night

After Charles has imparted his in·
formation, the lights in the cafe sud·
denly dim and a scream is heard, fol·
lowed by a dull thud from the floor
above. Thewifeofthecafeownerdrops
a cup of coffee and shouts "Monique,"
then dashes up the stairs with her hus-
band.

lfthe Knightsdonotfollow, they will
hear her screaming for help a few mo
ments later. When the Knights reach the
top floor apartment, read aloud orpara
phrase

The scene before you is stark and
frightening. A young woman lies on
the floor, unconscious, an overturned
chair next to her. On a table nearby is a
standard GooNet terminal, a looseand
flaming wire dangling from its socket.
As her mother cradles the woman in
her arms, you can see the black scorch
marks surrounding her Hack.

A eyberdeckopsorMi1uJ totaloflawill
reveal the marks to be the tell·tale signs

of a surge program.
Moniqueisstill alive. A metiidnetotal

of 9 will reveal that there has been no
serious physical damage, but there is
most likely mental damage. A first aid
total of I 1 will revive her, but a psycho/·
ogy totalofl2will be required to heal her
wounds.

Once revived, Moira will bestunned
for a few moments. When shebegins to
speak, her eyes will remain riveted on
the family terminal.

Read or paraphrase the following:

" ... confession ... I was only in con-
fession. There was this feeling ...
like something ... evil was in the
GodNet. Father Selboius told me to
wait and he went into the next cell. I
looked oul into the church, there were
30 or 40 other people. And there was
this thing. I couldn't see it plainly but
it was ... ripping the people limb from
limb!"

The teenager's eyes become wide as
saucers and her delicate lips tremble;
she continues.

"Selboiustried toslopil ... he loaded
inan attack program, but itwas just too
strong! It tore his head from his body!
His 'bwn had to be total. I tried to jack
outbutitfollowed me,nmninga surge
down my line. I was almost out when
it caught me! It touched me and it felt
wrong, like it was from someplaceelse.
It was horrible! I have never felt such
raw evil. Or power."

The attack happened so fast that
Moira can rememberonly that the thing
was man--shaped with huge muscles
and scaly, jet·black skin. She guesses
that at least 20 people were fatally at·
tacked in the cathedral construct.

Her tenninal can be fixed in a few
minutes on a cybertech total of 10. If a
decker goes inside the Troyes Cathedral
(see the map on page 37 of The CodNet)
he will find that several Babel Monitors
are investigating the individual cells.
Anyone caught sneaking about is as-
surned to be involved in the massacre,
and the Monitors will pursue quickly
and with little restraint.

Babel Monitor (4)
DEXTERITY 8
Dodge 10, energy weapons 10, fire
combat Ia, meleeweapons IO,stealth
9



STRENGTH 8
TOUGHNESS 9
PERCEPTION U
Cyberdeckops 16, evidenceanalysis
13, find 13,language 13, tracking 13,
hick 13
MIND 10
Science 11, test of will 11, willpower
13
CHARISMA 8
Persuasion 11. taunt 10
SPIRIT 9
Faith 14, focus 14, intimidation 12
Additional Skills: two at +1 adds
Net Values: net attack (energy) 17,
net attack (fire) 17, net attack (melee)
17, net defense 17, net find 17, net
stealth 13, net manipulation 19, net
track 20
Possibility Potential: some (20)
Equipment. Penitence IV tenninal

(+3/-tfJ/7/1s); NeuraCal; j-jack
Programs: any
Cyber Value: 3

There will be four Monitors investi
gating the cathedral over the next sev
eral hours. The Knight will have to
remain near the priests to overhear their
conversations and uncover dues (Le.,
the data vaults have no relevent infor
mation.)

Alternatively, have the decker make
a net stealth total (stealth + eyberdeck
operation adds + the deck's stealth rat
ing) against a difficulty number of 10.
She learns the following information,
based upon success level achieved:

Minimnl or less: The Babel Monitors
detect the character and begin pursuit
before anything important can be dis
covered.

Average: One of the Monitors trans
mitsthat23Ouistiansarebelieveddead,
though they mustawait physical confir
mation.

Good: The decker intercepts a data
transmission from Babel Central. The
dispatch states that the "creature" has
not been sighted in any other region of
the Net.

Superior: The Knight overhears one
Monitor speaking to the other. He says
that the creature seems to have self
terminated, suggesting that perhaps it
was only a test version of something
more powerful yet to come.

Spedacular:TheKnightoverhearsthe
above, plus the fact that Monitorstraced

the creature back to the Langres ex
change (the local exchange for New
Culmont) before it self-tenninated.

Variables
U the Storm Knights do not go into

theGodNet to find out what happened
at the Troyes Cathedral construct, they
have missed out on a valuable, but not
essential, due. Allow them to go on to
the next scene, but if they should wish to
return within the next four days, give
them another chance at the above infor
mation, possiblysecured ina Data Vault
cell instead ofoverheard from the inves
tigators.

Flags
An Idea card allows the character to

get one additional success level if she
goes into the GodNet. Alertness per
forms likewise.

On a Personal Slake card, a Knight
knew AgnesMontebancand grieves for
her death. She will be determined to
uncover her murderer.

Act One

--
-.=--

On a Romnnce card, a male Storm
Knight will beattracted toMonique. He
will consider the events in the GodNet
to be of more immediate importance
than those in New Culmont.

Cut To ...
Leaving the Last Supper Cafe, the

tired heroes speed on towards New
Culmont in Scene Three, "Ordeal by
F· ">Te.

SCENE THREE:
Ordeal by Fire

The Situation
Dramatic. The Storm Knights ar

rive in New Culmont just as Jeanette
LeClerc is about to undergo an Ordeal
by Fire.

Read aloud or paraphrase:

From a high point miles away, you
can see a bright fire burning in the
distant village of New Culmont.

6~------------------"..... 13
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Cochereau floors the accelerator, leav·
ingyou little time toSttthe shadows
of the firelight bouncing off the
cobblestonestreetsomd stuttO houses
of Patrice's home.

As you approadt the town, you see
a priest stomding on the hood of om
rusting automobile. Theman isweu
ing loose, white robes and seems to
be speaking to a large crowd. A
golden crucifix, engraved with cir
cuitry, dangles from his neck. A few
meters to his left is a pole surrounded
by stacked wood. A fire bums in a
nearby barrel.

Two to three hundred villagers ue
standingabout the townsquare, some
canying tit torches. A few seem sup
portive of the priest but most look
very confused and conttmed. Near
the priest stands a young woman
hand-c::uffed to a single Church Po
liceman. A second policeman stands
near him.

If the Knights wish to attack at this
point, Cochereau will urge them to
wait. He still retains some hope that

·L ...._,·
, ,
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the crowd will come to their senses.
The Knights can, however, scout out
positions from which to launch a p0s
sible assault.

As the Knights approadt. they will
overhear Father Dumois' voice over
the noise of the heckling crowd. A find
or Perception total of 10 spots a David
hover car and a squad of Church Po
lice stationed twenty meters north of
the crowd.

Read or paraphrase the following:

"Listen, brothers! The girl you see
standingbefore you has been accused
of cavorting with Satan! Of taking
his evil seed and spreading terror,
wickedness, and death throughout
our peaceful village.• submit to you,.
that the witdt known as Jeanette
Cochereau, is none other than the
Night Slasher."

A loud gasp escapes from the
crowd.

"Are we going to allow this to con
tinue?"

The crowd responds, "No!"
"Are wegoing to allow the beast to

claim another Christian life?'"

Thecrowd responds again,. though
louder this time, "'No!"

Cochereau reaches underhis jacket
and releases thesafetyonhisweapon.

"'Are we going to allow the Anti·
Christ to suck this poor child's soul
into the oblivion of Hell?'"

Again,. "No!"

At this point, the priest signals to a
policeman,whomoveseveryoneaway
from the center of the area, pushing
them back into a wide circle. Into the
center, near the fire and the ominous
looking pole,go the priest and thegirl.
He brings out a pair of metal tongs
from beneath his robes and speaks
again:

"'Before we judge this girt. breth
ren. we must allow the power of God
to show US her guilt."

The priest plunges the tongs into
the fire and procures a glowing piece
of iron. Dragging the girl back to the
automobile, he shouts, "We shall test
her guilt with the Ordeal by Fire.
Hold out your hands, miserable
wretchlH
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An evidence QlWlysis or Perception to
tal of 12 allows the Knights to notice
Dumois glance nervously to the north,
wherethesquadofChurchPolicestands.

Father Arnaud Dumais
DEXTERITY 10
Dodge12, firecombat 11,meleeweap
ons 11
STRENGTH 9
TOUGHNESS 8
PERCEPTION U
Cyberdeck operations 15, find 13,
scholar (Avignon Doctrine) 13, trick
14
MIND 10
Science (computers) 13, test 14, will
power 15
CHARISMA 13
Chann 17, persuasion 20, taunt 16
5PIRIT12(lOwithout blessingvow)
Faith (Cyberpapacy) 17, focus 16 (18
withcrucifix)intimidation 16, reality
(Cybe'l"'pacy) 21
Possibilities: 19'
Equipment: HallowMesh, annor

valueTOU+S/13;God Meeter, damage
value 20, ammo 30, range 3-12/30/50;
power dagger, damage value STR+S/
13.Cyberware:NeuraCal, EpiphaNeur,
BelleView 20-20, CSI LEOs, CyberHam
receiver, TSR LeMotion, throat mike,
homer, OATAS Boomer, MB Charger,
ChipHolder3 with 1 DatChip (contains
thenamesofthepeopleofNewCulmont
and details on their recent activities),
find +2 and perslUlsion +2. Cyber Rating:
21

Description: Relatively handsome,
with blonde hair and deepblueeyes, the
cyberpriest of New Culmont was 27
when the invasion occurred. He had
been a chaplain in the French army be
fore it was disbanded. Quickly joining
the zealous forces of the Cyberpope,
Dumois becamea fanatic who is willing
to do just about anything to cuny favor
with his superiors. He enjoys a close
relationship with ArchBishop Paulo, a
connection that has made him privy to
manyoftheCYbe'l"'pacy'smostclosely
guanled secrets,

Church Police (Slreetbealers) (14)
See statistics above.

Cochereau, convinced his daughter
is innocent and therefore will pass
through theordeal unharmed, will again
implore the Knights not to act. But if
they choose to do so, they will discover
that the frightened villagers are hostile

tothegirland willaid theChurchPolice
in a fight.

Should the partyattack, cut immedi
ately to "Night Terrors," below.

Should theKnightschalJenge Dumais
verbally at some point, cut to 'The
Devil's Silver Tongue."

Should theKnightsheedCochereau's
appeal to stay their hands, go to 'The
Law of OrdeaL"

The Devil's Silver
Tongue

Ifa party membeTspeaks out against
the ordeal process, Dumois will state
that any who defend a witch must also
be a witch, perhaps even the leader of
the "Satanic coven." The crowd will
shout the Knight down and some may
even attempt to seize him.

The Knight will have to put all his
powers of persuasion to work if he
wishes to avoid Jeanette's fate. The al·
temativeiscomingtoblowswithafright·
enedmob.

The Law of Ordeal
The Ordeal by Fire (see page 69 of

The Cyberp!1lXleysourcebook)consistsof
Jeanette carryinga red-hotcoal forabout
three meters. The entire process will
take roughly three rounds. Jeanette will
sufferdamage value 14 applied against
her Toughness plus faith adds (of which
she has none). She will fall unconscious
in the second round from shock dam
age.

Jeanette Cochereau
Reality: Aysle
DEXTERITY 8
Dodge 9, maneuver 9, stealth 9
STRENGTH 7
TOUGHNESS 7
PERCEPTION 10
Divination magic 12, find 11,firstaid
11
MIND 8
Artist (painter) 9, willpower 9
CHARISMA 8
Charm 9, persuasion 9
SPIRIT 7
Intimidation 9
Arcane Knowledges: water 3
Description: Jeanette is Patrice's

prideand joy. When the invasion began

shewas touring in England and became
trapped. As tales of Malraux's evil be
gan to spread, Jeanette decided to de
velop her natural talent for divination,
to better enable her to predict when
atrocities would occur. Shespentabrief
time in Aysle learning a fonn of water
saying,

She arrived back in New Culmont
only days ago and has been waiting to
hear from her father. One night, while
drinking in a tavern, she became care
Jess arid began talking about her in
struction in the mystic arts. Another
woman overheard her and reported
the conversation to Father Dumois.

Should jeanette collapse (which she
will do unless the Storm Knights inter
cede, prompting a battle), she will be
considered guilty. Dumois will appear
saddened and order two policemen to
strap her to the pole. An evidenceQnalysis
or Perception total of 10 will reveal that
he has again glanced to the north with
seeming trepidation.

If the party takes action to save
Jeanette, cut to "Night Terrors."

Variables
Ii the Knights choose not to attempt

to save Jeanette, she will be burnt at the
stake. Whilethatisoccurring,thegospog
attack detailed in "Night Terrors" will
take place. The Knights can also forg~t

about any further help from the Resis
tance after this cowardly display.

Night Terrors
The Knights will initially beopposed

by the twoChurch Policemen positioned
near the stake. As soon as the Knights
attack, Dumois will try to slip away in
the confusion. It will take the crowd two
rounds before they comprehend just
what's going on - about 30 die-hards
will go after the Knights, the rest will do
nothing or flee.

Two rounds after the Knights act, a
hordeofgospog willsweepdown upon
the city from the north. They havebeen
dispatched by Nefestario in accordance
with the orders he received from Bishop
Paulo of Langres.

The Church Police will immediately
open fire on the scores of First Planting
gospog. If the Knights glance in that

...._..,..,...-------------------.......
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direction, they will see the JX>lice being
overwhelmed, and a small group of
Second Plantinggospogmovingtoward
the stake and Jeanette.

As thegospog movein. the peopleof
New Culmont will flee to their homes
and bolt their doors behind them.

IfJeanette hasbeen handcuffed to the
pole. the Kniohls will have to free her to
get herawayfrom thegospog.lfDumois
has succeeded in escaping the scene, he
will have dropped his keys on the
ground near the stake. A find '" Pm:ep
hem total of 12 will allow the Knights to
find them. Otherwise, a lockpicking or
Dexterity total of 8 will be required to
free her. Keep in mind that the Knights
will have to be fending off the attacksof
the Second Planting gospog while do
ing this. (The First Plantings will have
their hands full with the Church Police
men.)

Gospog of the First Planting
(S per Siorm Knighl)

DEXTERJn'8
Energy weapons 9. fire combat 9,
melee weapons9, missileweapons9,
unarmed combat 9
STRENGTH 8
Oimbmg9
TOUGHNESS 8
PERCEPTION 7
Fmc! 10. tracking 8
MIND 7
Willpower 10
CHARISMA 7
SPIRIT 7
Possibility Potential: none
Natural Tools: armor, TOU+2/10
Equipment: Herod IV,damagevaiue

19, ammo 50, range 3-25/100/150

Go.pog of the Second Planting (6)
DEXTERJn'8
Dodge15, runningl2. unarmed com
bat 16
STRENGTH 19
TOUGHNESS 18(23)
PERCEPTION 6
Fmc! 10. tracking 13. trick (12)
MIND 6
Survival 12, lest (12). willpower 13
CHARISMAS
Taunt (8)
SPIRITS
Intimidation 14
Possibility Potential: none
Natural Tools: teeth, damage value

Slll+4/23;daws.damagevalueSlll+31
23; rock·tough hide, armor value

, ,

TOU+5/23; immune to K·results

Standard New Culmont Villager
(300)

Reality: Cyberpapacy
DEXTERJn'8
Fire combat 9. melee combat 9
STRENGTH 8
TOUGHNESS 8
PERCEPTION 9
Fmd 10. schow (agriculture) 11
MIND.
CHARISMA 8
SPIRIT.
Faith (Cyberpapacy) 11

Act One

Additional Skills: one at +1 adds
Possibility Potential: some (65)
Equipment: About 1 .

ers are armed' 'tchforks, damage
u 1. are

ing . pistols, damage value 15.
ammo8. rnngeJ.IO/25/40.Cyberware
NeuraCai. ~jack.Cyber ratinS' 2.

Description: A majority of the vii·
lagers believe Jean Malraux to be their
true savior. 1bose who have some in
kling of the Cyberpapaey's true nature
knowbetterthantospeaktheiithoughts
aloud.

...-------------------1:;:;7:-"'-·
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The Fate of
Patrice Cochereau

Mid way through thebattle.describe
the foUowing sequence to the players:

Out of the comer of your eye you
see Patrice finish off two of the slower
creatures with a single burst. But just
behind him stands an enormous Sec·
and Planting gospog, its razor sharp
claws reaching for him.

AlJow the Knights to takean action.
Cochereau is roughly three meters
away from where the nearest Knight
is battling. If the Knights succeed in
somehow getting Cochereau away
from the gos}X)g. he will survive to
continue fighting.

If the Knights attack the gospog
and do damage, but do not kill or KO
it, it will almost absent-mindedlyclaw
Cochereau.lfheisKO'dorworse,he
will be disabled for the rest of the
adventure.

If the Knights do not do any damage
to thegospog with their attack, it will go
after Cochereau. Read aloud or para
phrase:

In a heartbeiJt. you sec! the talons of
the busl rip through Patrice'ssiemum
and erupt on the other side in a brighl
explosion of red gore.

Therecanbe littledoubt thai Patrice
Cochereau is dead.

Ending the Battle
Once Jeanette has either been cap

tured and carried off or whisked to
safety, the gospog will break off the
attack. They wilJ take the bodies of any
Church Policementhey have killed away
with themand t1ee to thenorth, with the
remaining CPS pursuing them in a
hovercraft.

The Knights may attempt to J"UI5Ue
if theY wish. TlTlCking tDlaIs of 12 will
allow them to follow the gospog for the
first three rounds, but as the terrain
becomes rocky, tn:rcking difficulty goes
up by +3 per round. If the Knights do
rome upon the creatures, they will fight
a rear~guard action to allow the one
carrying Jeanette to escape.

If the Knights defeat the gospog, they
may rescue Jeanetteand bring her back
to New Culmont.

W hal's Going On Here?

Cyberpapalgospogaltacking
Church Policeand a cyberpriest?
How can that be?

Remember that Cyberpapal
gospog are not used in the same
manner as those ofother realms.
They are publicly branded
"agents of Satan" by Malraux
and cited as an example of why
France and the world require the
Cyberpope's protection.

This gospog attack was
planned by Father Dumais and
Bishop Paulo for two reasons:
the first, because the people of
New Culmont needed remind
ing of why they should obey the
words of Malraxu without ques
tion; and secondly, because
Jeanette Cochereau had been
branded a witch, and Paulo
wished her captured for experi
mentation in the COONet.

Fearing a public backlash if
she were to simply be arrested
and carriedoff (following mount·

Under no circumstances will the
gospog lead the Knights back to their
field. They will tum and make a stand
long before they reach that area.

Once back in the village, a Perapfion
total of8 will aUow the Knights to over
hear two residents talking about the
battle's victims. Theywillcommentthat
thesecorpseslooknothingliketheNight
Slasher'svictims. so thesedemonscouJd
not have been responsible for those
deaths. Perhapsit is thedevil that haunts
the Barrens, now decided tostrikeatthe
village now, who has brought such ter-
ror to New Culmont.

Picking Up the Pieces
Once the team has driven off the

gospog and are tending to their wounds
(or have returned from pursuing the
creatures>. the villagers will slowly
trickle back into the street. From the
shadows come two men the Storm
Knights have never seen before. They

ing hysteria about the Night
Slashermurders), Paulo hit upon
the idea of using the gospog to
capture her. Nefestario, caretaker
of the gospog field, was ordered
to send his troops into the town
and "save" thegirl from the stake,
thus proving her a consort of
demons in the eyes of the towns
people. In return, he was prom·
ised better bodies for his field
than he has been able to obtain
from among the refugees living
on the Barrens. Even the Church
Police were not informed of the
plan, so the attack would appear
completely genuine.

But Dumais has not survived
so long by being a fool. He re
corded the details of the entire
plot - so that Paulo could not
blame him if it failed - and se
creted them in the NewCulrnont
Church Construct. See Act Two,
SceneOne for detailson that con~
struct.

whisper a quick thanks to the heroes
and begin to tend to Jeanette's (and/o'
Patrice's) wounds. If neither of the
Cochereaus has survived the battle, the
Resistance members will not make an
appearance. The two men will take their
wounded comrade(s) away before
DumoisretumsandaskthattheKnights
not follow, as it might lead the Church
authorities to their hideout.

Soon, morecitizenswill return to the
stre<t. Those loyal to the Cybe<papacy
will tend '0 believe that the Knights
have prevented the gospog from "res
cuing'" a bonafide witch. while others
think thai thepartysaved her fromsome
diabolical Cybe<papal conspUacy. 8
!her way, most of the town will have a
friendly attitude toward the heroes.

EventuaUy, the David hover car will
return and any surviving Church Po
licemen will begin to clean up the mess
with the help of some of the villagers.
Once this task is completed, the weary
policemenwill return totheirpost atthe
dum:h.

___, .,,--------------....~
18 'w.;v



Dumais'RetUrn
Whether or not the Knights saved

Jeanette. Dumais is furious about their
presence. E"""theypreventedhisplan
fromsucceedingorsnatchedglory from
the Cyberchurch by defending New
Culmont from the gospog, or both.
Oumois knows that Jeanette is not the
"Night Slasher," and SO has decided to
use the presence of the Knights to his
advantage and earn some points with
the villagers byappearing toca.reabout
them.

When thepartyhas finished binding
their wounds, o.uno;,; will aPl""" be
forethem- Hehasafewwtsandscrapes
(all sell-inflicted, 01 roouw). He will
thank the Krtights fo< their ;00 against
the "demons" and ask them to listen to
an offer he has to make.

If the Knights agree to listen. read
aloud or paraphrase the (ollowing. If
the Knights refuse to listen. see below.
If the Knights attack Dumais, cut to
"Variables,"

... am Father Arnaud Dumois, the
humble administrator of this grief-

tom Vm<1ge.'"
The priest looks ill you thought

fully for a moment. then continues.
"'You have fought the witch's min
ions, and this is ex~l1ent. The trial
proved that the girl isa witch; there is
no doubt about that. But I am not so
sure that she is the killer known as
the 'Night Slasher.'''

Dumais nods his head, as if he has
justdecided upon something. "Ifyou
will but agree to help us discover the
true identity of this murderer, I could
grant you an Indulgence absolving
you of all yow past sins. and perhaps
even a monetary reward as well."

The villagers have crowded about
and now look pleadingly in yow di
rection.

The Knights may well be reluctant
to work with Dumois or the people
who were so eager to bum Jeanette
Cochereau. But they should keep in
mind that if the forces of the Cyber
papacy succeed in apprehending the
killer, it will merely serve to reinforce
Malraux's image as a savior. In addi-

tion, as thedeath o(Agnes Montebanc
showed, innocents are dying in this
village. (FmaIly, the cle<gy's pwsuit
ofthe1rillermay well lead tothedeaths
of other wrongly accused people like
Jeanette.)

lithe Knights wish to search for the
killer, but do not want to work for
Dumoisandrefusehisoffer-orrefuse
to listen, period - the villagers' atti
tude toward them will become hostile.
The adventure can continue, but the
party has made their task more diffi
cult- they wiD not have to avoid the
Church Police and those loyal to the
Cyberpope while pursuing their in
vestigation.

Uthe party agrees to Dumais' deal,
he will have their Indulgences avail
able in the morning. (See page 23 of
1M CY""P"P"cy _k lor de
tails on lndulgences.) They are now
free to walk about the streets of the
Cyberpapacy with relative ease.
Dumois and the few Church Police
men stationed in New Culmont will
have a neutral attitude towards the
characters.

I.
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Perceptive characters may ask
Pumois why he seemed to anticipate
'the gospog attack. If this occurs, the
crafty priest will act as if he doesn't
know what they're talking about and
swear that the gospog are vile crea·
tures of the Anti-ehrist.

The priest suggests that the heroes
rest tonight and meet with him in the
morning.

Now I Lay Me Down
to Sleep ...

The party may stay at the Demon's
Bane Inn or with the Cochereaus. It is
entirely up to them. See Act Two for
details on both of these locations.

Flags
Uan Alertness card is played, the

character will automatically notice
Dumais glancing nervously to the

•• 20

north moments before the gospog at·
tack.

Variables
If Jeanette is successfully captured

and carried offby the gospog, she will
vanish into the GodNet, never to be
seen again. The Resistance will have
lost a potentially useful operative.

It is entirely possible that hot·
headed Storm Knights will slay Father
Dumais as soon as he returns. This
can seriously hamper the adventure
as the Church Police from Langres
will constantly scan thearea until they
have eliminated the threat (Bishop
Paulo cannot afford Storm Knights
roaming loose in his domain).

If an attack occurs, Dumais will try
to convince the party that while they
may slay him, another will soon take
his place, and his replacement may
not be so willing to negotiate for the
common good.

If theKnights relent, cut to ''Dwnois'
Return."

Awards
If Jeanette was rescued and the

characters have decided to stay and
help stop the Night Slasher, give each
player three Possibilities. Award two
Possibilities each if one, but not both,
of the above conditions are met.

Cut To ...
When the party finally manages to

get settled and get to sleep, Act One
ends. Act Two begins as the sun rises
over the turbulent French landscape
and the shattered village of New
Culmont.



Act Two

Act Two

Scratching
the Surface

The Major Beat
MostofthisactwillinvolvetheStorm

Knights traveling from location to loca
tion investigating leads and trying to
figure out exactly who or what is the
"Night Slasher."

When interacting with the citizens,
they will find thatthesearesimple people
who have been thrust into a war and a
climate they still don't really under
stand,and are justifiably afraid of. Most
of them believestrongly in the powerof
God, and have not yet differentiated
between true Catholicism and the reli
gion of Jean Malraux. So far, however,
theCyberChurchhas been the onlysign
of order in a world gone mad.

Any Knight who tries to persuade a
gamemaster character otherwise must
do so against an attitude of hostile. Also,
remember that the Law of Suspicion
will automatically increase someone's
willpower or Mind by +3 against such
attempts.

This act should play like a mystery
"whodunnit," testing the Knight's in
vestigativeanddeductiveabilitiesrather
than their fire combat skills. Everything
and everyone in New Culmont should
seem suspicious. The doctor makes a
likely candidate forthe "NightSlasher"
as do the eyberleggers known as "Tech
Ghouls."

The gamemaster should let the play
ers figure out through trial, error, and
wild schemes that the Night Slasher is
actually none of these. In short, the first
two scenes should playas if they were
one big Suspicion. subplot.

SCENE ONE:
Guess Who's Coming

to Breakfast?

The Situation
Ifthe Knights accepted Dumois' deal

in Act One, he invites them to an early
breakfast at the church.

If the Knights did not accept the deal
and wish to begin their own investiga
tion, they may do so. Ifthey wish tovisit
the local police station (a potentially
risky maneuver, without Church back
ing), cut to 'The Bodies in the Base
ment." If they wish to explore the New
Culmont and Langres constructs of the
GodNet, cut to 'Vsing the Net."

Ifthe Knights Simplywant to wander
NewCulmont,cuttoSceneTwo, "Door
to Door."

The Action
IftheStormKnightsaremeetingwith

Dumois, they must go to the New
Culmont church. The Culmont church
isa very simpleaffair for the forces ofthe
Cyberpapaey,owing mostly to the loca
tion of the nearby cathedral at Langres.
Dumois and four acolytes administer
and organize the religious and social
activities of the town, and five police
man are stationed in the adjoining bar
racks.

The back of the church is the living
area and consists of six private bed
rooms, a kitchen, dining room, and a
lounge. Standard confessionals, an al
tar, wooden pews, and typical church
adomements fill the lobby, while sev-

I.
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era.I classrooms lead off from the main
area.

Acolytes (4)
Rutily. Cyberpapacy
DEXTERI1Y8
Dodge 10, firerombat 11, maneuver
9, melee wea!X'ns 10
STRENGTH 8
TOUGHNESS 9
PERCEPTION 11
Cyberdec:k operation 14, find 12,
scholar (Avignon Doctrine) 11, trick
12
MIND 10
5cience(cornputenll 12,cybertech13,
science 12. test 11, will!X'wer 13
OfARISMA8
Charm 11, persuasion 11, taunt 11
SPIRIT12(lOwithoul blessingyow)
F";!h (Cyberpapacyl 15, focus 1. (16
willi auc:ifix), intimkiation 14
Additional Skills: two al +1 adds
Possibility Polential: some (70)
Equipment: HaliowMesh, armor

value TOU+5/14; GodMeeter, damage
20, ammo 30, range3-12/3/J/50; power
dagger, damage value STR+S/13
Cyberware: NeuraCal, Epiphaneur,
BelleV",," 20-20, CSt LEOs, Cybeo-Ham
Receiver, TSE LeMotion. Throat Mike,
Homer, DATAS Boomer, MB Charger,
ChipHolder 3 (DatChip with loca1 in
romes,observationsand personalnotes,
eybmIedtoperations+I,cybertech +2).
Cyber rating: 21

Description: Four young men are in
training under Dumoisforeven~use
in the administrative clergy. M6st of
their day is spent inside the GodNet,
listening to confession, watching for in
truders, ortravelingabout virtual France
in pursuit of their studies.

Continental Breakfast
The Knights arrive to find Father

Dumois and Captain Drouet LoOOn of
the New Culmant Church Police wait
ing for them. Dining with a eyberpriest
and a Church Polkeman should be a
tense and uncomfortable situation for
the Knights.

Both Dumoisand LoOOn willdotheir
best to avoid a confrontation, but the
latter is not above slipping in an occa
sional comment about the righteous
ness of Malraux's cause and his dislike
for vigilantes. He resents the Knights'

.1
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presence, but will follow the orders of
his "civilian" superior.

LoOOn also resents Dumois, fur the
priest intetfe:trl with his recentinvesti
galion of the massacre at the Barrens.
LoOOn won't openly refute the eyber
priest, but will look disgruntled and
disapprovingofDumois' working with
"heretics."

Loison will distribute Prop I,
"l..oOOn's Report," tothe Knights,at the
request of Dumois. It details the three
New Culmont murder victims, but
makes no mention of the deaths on the
BarrensbyCharles Montebanc:. Uasked
.boot thesedeaths, Dumaiswillqukkly
answer that theevents there have n0th
ing to do with the "'Night Slasher" case
and weremost likely theworkofJeanette
Cochereau's evil minions. Loison will
givehimadubious look.but willgrudg
ringly agree that the two cases are "ap
parently unrelated.·

Uaskedabouttheg05pogattack.both
men will swear that the creatures are
creations of the EviJ One, who opposes
the will of the Cyberpope. Dumois
knows the buth, but LoOOn actually
believes that the g05pog are demonic
threats. (See "Variables" for more infer·
mation.)

U asked about the mysterious crea
ture.ttadcing thefaithful in theGodNet,
both men will profess ignorance on the
subject.

U the Knights wish to view the bod·
ies, Loisen will invite them to acrom·
pany him to the morgue in the Church
Police station.

Captain Drouet Loison
DEXTERI1Y12
Dodge 16, energy weapons 16, fire
combat 15 (18), melee weapons 15,
unarmed combat 16
STRENGTH 10
TOUGHNESS
PERCEPTION 10
Cyberdeck operations 13, evidence
analysis 16, find 15, ru.t";d l1,land
velUcles 12, language (English) 13,
lrncldng 11, trick 17
MIND 10
Streetwise 15, test 13, willpower 14
CHARISMA 9
Persuasion 16, taunt 14
SPIRIT 10
Faith (Cyberpapacy) 13, intimidation
17, reality (Cylie<papacyl 18

Possibilities: 25
Equipment: Armor of God, armor

value TOU+8/17; MAS Fury (damage
value 21, ammo 20, range 3-20/150/
300;Cytie<w;ue NeuBCaI, Epiphaneur,
BeIIeSee Telesigh~ CSI Eyekill Mk. IV,
CyberHam Receiver, Homer, Throat
Mike, MB awge.. 1 (DE)(+1 10, three
minutes). MB Blocker. Cyber rating: 18

Description: Dmuet LoOOn isadedi
cated police officer. Unfortunately, his
devotion to discipline has made him a
devout followerofJean Malraux. Drouet
will not be thrilled that Dumois is put
ting a group of Storm Knights before
him and his force, and he isn't afraid to
say so. Fortunately for the Knights, he's
• by-the-book kind ofso"'""and won',
disobey his oro.... See "Variables" be
low for more information on Drouet
Loisonand his relationship with Father
Dumais.

The Bodies in the
Basement

The Church Police are stationed in a
building adjoining the church. Indi
vidual police are usually rotated with
replacements from Langres about once
every two weeks. The Cyberpapaey
doesn't want its officials becoming too
attached to the people near their posts.

Their barracks consists of six beds
with walliockers,frommoo wa,shrQQ!!l.
a table,andchairs. Policeweapons (Cod
~intheirw
ocke>- (lock picking difficulty of ,.
ick) when off-duty. ~==-="",:-:,,:::"

~
.. -kcp In the garage, a

vid MK 11 hover car. It has an elee-
nic lock which requires a lock pickin

r sciena (electronics) total of 18
-SheuId..lbe-nee,-,m,;,'r,I,1ie01OO

Police can call upon lAngres for rein
forcements, who will arrive in about
fifteen minutes.

Uthe Knightsare visiting thestation
with l..oOOn or with a pass from him,
they will have little trouble gaining ae-
cess tothemorgue. U theyarenot work
ing with the Cyberpapal authorities in
this matter, the Knights will have to
persunde or trick the policeman on duty
toallow them admittance to the morgue.
UsethestandardChurchPolicemanstats
given in Act One.



Ad Two

The MOIgUe

Each Church Police facility has a
small morgue where bodies are~
until a forensks expert can exanune
lhem. Since New Culmont is so small,
Loison must rely on experts from
Langres. After each of the "Night
Slasher" murders, a forensics specialist
from Langres came to New Culmont
and pet for med autopsieson thecorpses.

His official report is logged with the
Church Police in Langres and Loison
may access it via the GodNet at any
time. It varies from the report given to
the Knights by L.oison only in its use of
teclmical ~on.

As the Knights enter the morgue,
read aloud or paraphrase:

The New Culmont morgue is cold,
with a chill that seems to reach right
into your soul. Three of the drawers
bear the hastily scrawled names of
young women whose lives were taken
byforce.

Some of you have been in places of
death before. But something here
doesn't 'ui quite right ... almost as if
the soulsof thosemurdered ~watch
ing your every move.

All three corpses are still in the
morgue, as the deaths have been so
recent and Loisen believes there still
maybecluestobefoundonthem. When
the Knights first view thegnsly remains,
have them generate Perseveratr/% totals
against a diffkulty number of 18 (their
current Perset.lnrma is 7 - they began
with an 8, but lost a point upon seeing
the horrific sight).

If the Knights still wish to examine
the bod ies, a Perception orevidenceanaly
sis total of 13 allows them to spot a clue
the JX>lice overlooked. Hjdden by the
dried blood and mutilated flesh is a
series of light scratches on her neckand
shoulders. A medicine total of 9 will re
veal these to have most likelybeen made
by claws '" fingernails.

Using the GodNet
Based on their experiences in the

Demon's Bane Inn, '" purely to gather
more information on the situation in
NewCulmont, the Knightsmay wish at
some JX>int to explore the CodNet. ~
wealthofinfonnationisavailabletherein
on the true story behind Jeanette
Cochereau's arrest and the massacre at
the Barrens.

The main terminal at the Demon's
Bane Inn or a private home (perhaps
Cochereau's) are the best places for the
Knights to jack. into the et fro~~
important thing is that they not jack-m
from where they are staying. Despite
hisshowofcooperation, Dumois has no
wish for the Knights to probe the Net
and will have theirdatapath monitored.
U they jack in from their temporary
home,DumoiswillorderLoisontohave
them arrested.

U the Knights are being aided by a
gamemaster net-runner, he can inform
them that it isquite likely their terminal

••
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lIIl When Axioms Collide: Prop 1

~ Loison's Report

Victim *1: Denise Morehead.
Female Caucasian. Age: 28.

Morehead was found in the
dumpster behind the Demon's
Bane Inn by one of the owners,
Renee Derovoir, on February 3at
8:30a.m. The1:x>dyhadobviously
been molested. Long scars sug
gesting the use of claws or finger
nails were present on parts of her
1:x>dy, and the arms suffered. seri
OllS bruisesas ifshe had been held
by a man or woman of some con
siderablestrength. Morehead suf
fered. numerous contusions and
lacerations, but strangulation was
the cause of death.

Several puncture marks were
found on legs and upper arms,
suggesting a long history of nar
cotics abuse. Large quantities of
morphine and "stardust" were
found in her bloodstream.

will be watched. If they jack in from
their rooms, a tlet [hId total of 10 will
reveal that the datapath leading from
their terminal to the datachurch con
struct is being monitored. They would
be wise to jack in from somewhere else.

If the Knights persist in investigating
the Net, they will have ten minutes be
fore 1..oOOn and five Church Policeman
arrive at their rooms to make the arrest.

The Church Construct
Since New Culmont is so small, the

clergy shares this construct with the
Church Police. Neither group is offi
ciallyallowed into theother'sdata vaults,
though Dumais hasslipped into LoOOn's
files on numerous occasions.

There are two important files within
theNewCulmontConstruct. The firstis
Prop 2, "E-Mail:' and is a written tran
script of Bishop Paulo's and Dumois'
plan to stage the gospog attack and
kidnap Jeanette Cochereau, as well as
mention of the strangecreature sighted

Most disturbing was that the
girl was known to have possessed
several eyber systems and all had
been skillfully removed. Theind
sions were clean and suggestive
of some skill.

No one seems to have seen
Morehead on the night in ques
tion.

Victim #f2: Beatrice Laguer. Fe
male Caucasian. Age: 23.

Laguer was found in the area
known as "the Barrens" on the
momingofthe7th. Thebodywas
found floating in the waste pool
by Father Dumois. Hercorpsewas
in the sameconditionas that of the
Morehead girl and she also bore
thesigmofdrugabuse. Again,all
cyberware had been removed.

in the Net. If the Knights show this
transcript to 1..oOOn, see "Variables"
below.

Theother file is Loison's reporton the
massacresat the Barrens. Prop #3, ''Mas
sacre at the Barrens: LoOOn's Official
Report" details the scene and lets the
Knights know thatthey havea potential
ally against the scheming eyberpriest.

Cell 1: 11tis cell resembles the exte-
rior lobby of the real Culmont church.
Behind an information desk is an an
gelic-looking woman who will direct
authorized users down the appropriate
path (confessional, Sunday Mass, and
chat services). The VX woman has at
tributes of8 and the willpawerskill at 10.
Uthe Knights can convince her that they
are among the faithful and merely seek
confession, she will pass them on.

Constantly walking about the room
is a Watchman Sentinel.

Watchman
DEXTERITY 8
STRENGTH 8
TOUGHNESS 8

Victim*3:AgnesMontebanc.Fe
male Caucasian. Age: 26

Montebancdoesnotfitthestan
dard victim profile for the "Night
Slasher's" crimes. No narcotics
were found in her bloodstream
and witnesses claim that she had
been in theDemon's Bane Innuntil
2:30 a.m on the night of her death.
Her father called at that time and
she spoke to him for some time,
apparently becoming quite upset
during the conversation. The vic·
tim then told friends that she was
going to walk home. That was the
last time she was seen alive.

Shehad a significantamount of
eyberware, including arm and leg
systems. Again, it had been skill
fully cut from her corpse.

Her body was found in a ditch
south of the town on the morning
of February 9th.

PERCEPTION 9
MIND 7
CHARISMA 8
SPIRITS
Net Values: net attack (melee) 8, net
defense8, net find 9, net stealth 8, net
manipulation 9, net track 9
Possibility Potential: none
ResponselProcessorlStorage:0/4/6
Program" Attack2 (2), Defense2 (2),

Scan 2 (2)
Description: The watchman ap

pears as a human carrying a lantem in
one hand and a sword. in the other.

Cell 2: 11tis is the area where the
community meets each Sunday to at
tend Mass and listen to the sermons of
Father Dumais. Many rows of pews
lead to a grand altar and podium over
whichacrucifixhangs. AnotherWatch
man (see above) stands to the "rear" of
the room.

Cell 3, 4, 5: Anyone wanting to give
confession may enter this region and
page the attendant acolyte. An acolyte
listening to confession must make a Per-•.~.~---------------- ......

24 CSV



Act Two

reption total of 8 to notice an external
a!ann.

Cell 6: This cell resembles a large
dining area withinthechurch. Thefaith
ful may congregate here and chat with
friends from anywhere within the
GodNet.

ASentry scans for illegal users in this
area.

Sentry
DEXTERITY 9
STRENGTH 9
TOUGHNESS 9
PERCEPTION 10
MINDS
CHARISMA 9
SPIRIT 9
Nel Values: net attack (melee) 9, net
defense 9, net find 10, net stealth 9,
net manipulation 10, net track 10
Possibility Potential: none
ResponselProcessoriStorage:O/5/7
Programs' Attack3 (3), Defense3 (3),

Scan 1 (1)
Description: Thesentry appears asa

guardarmed withaswordand wearing
annor.

Cell 7: This cell resembles an empty
room with a Watchdog tethered to a
rung embedded in the wall.

Watchdog
DEXTERITY 10
STRENGTHS
TOUGHNESS.
PERCEPTION S
MIND 6
CHARISMA 6
SPIRIT 8
Net Values: net attack10, net defense
10, net find 16, net stealth 14, net
manipulation 15, net track 16
Possibility Potential: none
ResponselPro<:essoriStorage: 0/ 5/1
Progr""",Attack 2 (2), De!eru;el (1),

Scan 2 (2)
Description: Watchdogs appear as

large, luminescent dogs with a nasty
disposition.

Cell 8: This appears exactly as the
one before itand also has a Watchdog.
Inaddition, it contains an alarm which
will go off if a skill roll in this cell is
failed by three or more points.

Cell 9: This slave cell is used by the
eyberpriests to monitor, correct, adjust,
or otherwise manipulate the' security
cameras and alanns surrounding the

church. Three of the remotes are wired
to cameras which constantly scan the
grounds. The fourth remote is patched
into the central alann system, triggered
whenevera securitydoor is forced open
or an incorrect entry code is given.

Cell 10: Cell 10isexactlylike number
8, above and also contains a Watchdog.

Cell 11: This is the core of the con
struct. It appears as a large shrine. The
alann will sound if an attempt to rna
nipulatethecoreis failed bya rollofone

or more. The core is guarded by a Pro
tector sentinel.

At one of the workstations is an aco
lyte acting as a jackpriest. The rest are
used fordata entryand reprogramming
by the rest of the clergy.

Acolyle
Reality' Cybe'P"pacy
See stats above.
Possibilities: 2
Progams: Attack 3 (3), Defense 3 (3),

Scan 2 (2)

~...-----------------_..
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Protector
DEXTERITY 10
STRENGTH 11
TOUGHNESSU
PERCEPTION 13
MIND1t
CHARISMA 12
SPIRIT 13
Possibility Potential: none
Net Values: net attack (melee) 10, net
defense 10, net find 13, net stealth 10,
net manipulation 13, net track 13
ResponselProc:esorlStorage: 0/7/

10
I'rogram5' Attack 3 (3), Scramble 1

(1), Defense 3 (3), Scan 2 (2)
Description: Protectorsappear as n

armored crusaders carrying R glow~

ing sword and a shield marked with a
red cross.

Cell12:These workstationsare found
in the rooms of each of the priests. 1lle
remote devices control such mundane
things as when they want their lights to
come on and off, waJce-up alarms, and
temperature of their bathing water.

Ce.lJ 13: Leavmg the core, the virtual
reality oftheGodNet makes it appear as
if one is walking down a country lane
towards a Papal library. Along the road
is a Defender.

Defender
DEXTERITY 11
STRENGTH 12
TOUGHNESS 13
PERCEYIlON 14
MlNDU
CHARISMA 13
SPIRIT 14
Possibility Potential: none
Ne.tValues:netattack(melee) 11,net
defense 11, net find 14, net steaJth 11,
net manipulation 14, net track 14
ResponselProcessorlStorage: 0/9/

12
Prog<am5' Onslaught 4 (3),Scramble

2 (2), Ann", 4 (3), Scan 1 (1), Trnce (1),
DeckWipe 1 (2)

Description: 1lle Defender appears
to be a Protector mounted on a white
stallion. He wields a lance.

Cell 14: TIle data vault of the c0n

struct looks like a librn<y severn! mi1Es
distant from thechurch itself. There are
two entrances to the "library": one is
labeled "Oergy" and the other reads
"ChurchPolice." Betweenthe two doors
is a Watchdog Sentinel. It is identical to
the one found in cell 7.

Beyond the door marked "Clergy"
are cubicles filled with ancient-looking
veUum scrolls. 1bese are the various
files which deal with everything from
mundane record-keeping to Dumais'
personal records. This is the file the
Knights are after. Give the decker the
prop marked ~MaiJ"if this file is ever
accessed.

Dumoisknowsthatdespitetheirclose
friendship, Paulo could tum on him at
any time. That is why he has secretly
kept transcripts of all their activities to
gether.

Of course Malraux and those privi·
leged enough to know the secret of the
gospog couldn't care less if Dumais
used them against his own parish. But
if individuals such as Loison or other

........~------------------- ........26 'W;V
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[II] When Axioms Collide: Prop 2
~E-Mail

2115.0900
From: PAULO
To: DUMaIS

Father DumaIs,
With regard [0 your recent communique regarding Jeanette Cochereau and her studies of witchcraft in Aysle. the

monks of Sr. WandriUe have expressed an interest in such indMduals. , believe that they Intend to implant their
consciousnesses on [0 SplritChips and send them into that damnable region of the GodNet knovm as the Deep.

Would her disappearance create any undue disturbance amongst your parishioners?
-Paulo

2115. I (}45
From: DUMOfS
To: PAULO

Your Grace.
The Cochereau gIrl's disappearance may cause us some dIfficulty. Her father. Patrice Cochereau, has many friends in

the Resistance. We could undoubtedly atxlua her before he and his rebel heretics were aroused but It would only make
them more determined: pemaps even [0 the point ofjoining with the troul:>lemakers at langres. Perchance there is a
way that the girl can be taken without arousing her father's ire?

Pardon my changing the subject Your Grace. but J may have a problem more serious than the young witch. New
CuImont has become home to a madman the villagers: have dubbed. the NNight Slasher,· The Church Police have been
unsuccessful in their efforts to apprehend the felon, and the townsfolk. are beginning to get restless. In addition. there
are reportS of a murderous creature in the Net

2115. 1645
From: PAULO
To: DUMOlS

Father Dumots,
The dMne light ofJean Malrawc I has shOne upon my weary mind and inspired me. brother. Perhaps there is a wiJ'j

to elimInate all of our problems in one night
Blame the murders you spoke of on the Cochereau gll1; call it WItchcraft or 'Nhatever seems most appropnate to you.

Then set her trial for the very next day so that the heretical forces sympathetic to the Cochereaus won't have time to plan
a rescue.

I will arrange for the Caretaker to send his minions intoyour village at the height of the trial. They will have instructions
to carry the girl off and leave her where my senior men can retrieve her.

You can tell your parishioners that the gospog were her demonic consorts come to rescue her. By the time her father
hears of it she WIll have been long gone and he will have no one to blame but the Devil himself.

As u5Ua1 in SUCh cases. it is best ifyou do nor inform the local Church Po/Ice barracks of the impending arrack.. so their
defense of the village WIll appear corMncing [0 the residents.

"'honest" Church officials were to dis
cover this sort of activity, Malraux
wouJd be forced to claim that those
involved were in league with the Anti·
Christ. Dunlo.. figures that hecan keep
Paulo, at least, from using this informa
tion against him by threatening to re
veal the proof of his own involvement.

Beyond the door labeled "Church
Police" isthesamege'riesofvellumscrolls

and stone cubicles found in the other
haUof the virtual library. Church Polke
recordsroncem themselvesmainly with
minor offenses, new laws, and DNA
oodes and penonnel files of all regis
tered citizens (not refugees or the home
less.) In a sending cubicle destined for
Langres, a decker with a net find of 14
discovers Prop 3, ''Massacre at the Bar
rens: Loison'sOffidaJ Report."

The Langres Cathedral
Themostusefulinformationisfound

in theCulmont construct althoughsome
interestingdues can alsobe found in the
Langresdata vaults. ITa decker wants to
try this construct, have him make a
cyberdtck optrations total against a diffi
culty number of 12. Compare this with
the following to figure out what the
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Knight has learned:
Mini/11Q1 to Good: Approximately one

hour afteJ: each of the three "Night
Slasher" murders, Church Police re
ceived annonyrnous tips about where
to find the bodies.

Superior: The decker discovers that
Bishop Paulo has dispatched an under
cover lnquisitor to New Culmont to
keep tabs on Father Dumais.

Spectacular: Bishop Paulo is directly
responsible for the gospog attack on the
night of the Knights'arrival.If Jeanette
was captured, the decker will also learn
that she has been sent to St. Wandrille
and "disposed of."

If you wish to extend the GodNet
run, you can have the players raid
Langres, using the map on page 37 of
The GodNet supplement. However, it is
not necessary for this adventure that
you dose.

Variables
Under the best circumstances, the

Storm Knights will cooperate with
Dumais and Loison until Scratch has
beendefeated. If they should attempt to
tangle with the authorities before this
occurs, their investigation will be seri
ously hampered. Bishop Paulo at
Langres will not hesitate to send a strike
force into New Culmont if he is aware
there isa band ofStann Knights present
in his district.

If the "E~Mai1" prop is ever given to
Loison, Dumais is in big trouble. LoOOn
will quickly alert the Inquisition via the
GodNet and grin widely when they
show up to cart the ranting cyberpriest
away. LoOOn still won't wish to cooper
ate with Stann Knights, but he will look
the other way while they conduct their
investigation.

Flags
A Nemesis card will pit the character

against the cunning Church Police cap
tain. Rememberthat the Knights' lndul
gences only forgive them for past sins, it
doesn't absolve them of future crimes.
Should LoOOn capture the heroesbreak
ing the law, he'l! shoot first and argue
with Dumois later. The character who
played the card is, undoubtedly, the
"ringleader" of .this notorious gang of

outlaws.
An Idea card will allow the Knights to

guessthat Dumoiswould probablyhave
their GodNet terminal monitored, and
they might be better off jacking in from
somewhere else.

Perseverance Awards
Give the Knights two Perseverance

points for their renewed determination
to catch the "Night Slasher," having
seen his gruesome handiwork. Givethe
Knights additional three points if they
noticed the scratches on the bodies.

Cut To ...
When the Knights are ready to begin

exploring New Culmont, cut to Scene
Two, "Door to Door."

SCENElWO:
Door to Door

The Situation
Standard. The Storm Knights ex

plore New Culmont, seeking clues to
the identity of the mysterious "Night
Slasher."

Read aloud or paraphrase:

New Culmont is a town born from
the ashes of the Possibility Wars The
houses are constructed from the ruins
of the old townofCulmont-Chalindrey
tothesouth. ThatareawasSotornapart
by cygoyJes and other tenors that the
residentsfled here and resettled around
the Demon's Bane Inn. The first set
tlers managed to strip the old ruins and
reconstruct suitable housing around
the new site. Those that weren't quick
enough grabbed whatever remained
and formed the ramshackle shanty
towns which surround New CulmonL

The Action
The Knights may visit any of the

locations detailed below. Remember to
take into account the attitudes of the
villagers when being questioned by the
Knights, which vary depending on

whether the Knights are working with
Dumais or not.

The gamemaster characters men
tioned below representonly a small part
of the population of NewCulmont, and
the gamemaster is encouraged to flesh
outtherestofthevillagewithadditional
characters.

Unless otherwise stated, use the sta
tistics given for New Culmont villagers
in Act One.

The Demon's Bane Inn
The tavern/inn run by Samuel

Derovoir is the core upon which New
Culmont was built. Upon the spotted
walls are bizarre pentagrams, old
candles which neverquiteseem to bum
out, and strange runes carved in the
stucco walls. The inn and restaurant
portionopenatl0a.m.,drinksareserved
from 4 p.m. until 2 a.m.

Samand ReneeareGod-fearingcoun
try folk who like nothing better than to
hear and spread gossip throughout the
town. Samueldislikes using theGodNet
and prides himself on being able to
disseminate information fasterthan the
Church. He has no particular love for
the Cyberpapacy but is smart enough
not to mention it.

Renee is not as friendly as her hus
band and much more dedicated to the
new religion ofJean Malraux I. If some
one goes out of their way to insult the
Church, Reneewill inunediatelybecome
hostile toward them. She is not above
speaking to Father Dumais via the
GodNet if the characters should give
her reason enough.

Reneeisparticularlyafraidofwitches
and demons and it was she who re
ported Jeanette Cochereau to the au
thorities.

Tales from the
Demon's Bane Inn

Whenever thecharacters spend any
amount of time in the tavern, they will
inevitably be drawn into conversation
with the villagers ofNewCulmont. The
following characters are frequent pa
trons of the inn and should help the
gamemaster leak infonnation to the
players. On the topic of the massacre at
the Barrens, most everyone will say that
it was the work of the demons which
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attacked the night before, all servants of
the enemies of the faithful.

Other characters also frequent the
Demon's Bane in the evening. RoD the
die for each of the characters listed be
low. On a 1·15 or below, that character
has chosen to visit the Demon's Bane
that night

Two acolytes from the Church shar
ing a meal of soup and bread. They are
ignored by the other patrons;

Two off.duty Church Policemen,

Scratch's Victims

The young women who were
murdered were known to several
people in the village. Use the fol
lowing as a guide when the
Knights question the citizens of
CubnontaboutDeni.seMorehead,
Beatrice Laguer, and Agnes

\ Montebanc.
Denise Morehead: Denise

was known by everyone. Prior to
the invasion, she hadbeen a drop
outand wassuspectedofhavinga
drug addiction. Since the inva
sion, Denise reportedly dealt in
such narcotics as dazzleomine,
headbanger, and totalamine. No
one is sure where she lived and
few were swprised when they
leamed of her fate.

Beatrice Laguer: Beatrice fre
quented the Demon's Bane and
was known to most of the patrons
there.The23-year.oQldgirl wassaid
to have come froma broken home
and left the inn with a different
man every night, presumably the
source of her income. Her home
has since been vacant and can be
found just off the main street.
There is nothing of any real sig
nificance here except some cloth
ing and a Henxl IV pistol hidden
under the mattn:'ss.

AgnesMonrebanc: Agneswas
the first victim to come from a
respectable family; the party may
have met her father inSceneThree
of Act One. The Phantom Coach
man mistook Agnes for a run
awaywhenshewaswalkinghorne
from the inn one night.

drinking German beer and being
avoided by everyone;

Anton Delaroy, speaking to another
man about the newest advances in
cyberware. U the Knights evidence any
interest in hisconversation, he will sug
gest they visit his cyber-repair shop if
theyever requireany assistance. Healso
mentions the name of Professor Simon
LeAngelac, who he describes as a
cyberware "enthusiast," in a dark tone.
Under his breath, he also mentions a
groupofcyberleggersknowtobefriends
of Pierre Gerard, who runs Cafe de Pa-

Act Two

triot.
The following characters willalways

be present in the Demon's Bane from
about 7 p.m. until midnight. By day,
most of them can be found in the cheap
apartments which line main street:

Guiles TuJace is a slightly over
weight,baldingman whogrowsgrapes,
which he once sold to the larger vine
yards. It was a slow living with little
reward, but times had so hurt his crops
that hecould no longer produce his own
wines.

Three months ago, Guiles' son was
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[II] When Axioms Collide: Prop 3

~ Massacre at the Barrens: Loison's Official Report

213. 1825
Criminal Investigation: Missing Persons
location: New Culmant rThe Barrens")

One of the forsaken wretches that lives in the swampy area catled the Barrens assaulted one of my officers on the
morning of the 4th. The man's clothing was bkxxfy and he was screaming of demons and witches murdering his
companions. Following the pathetic feUow, the officerdiscovered mat a numberofthe homelesswere missingand a great
amount of bk>od had congealed In the muddy ground.

I was '*'ted to the SltuatJOn and ordered an lmmedlate lnvesbgabOrl, Our search was terminated Within mtnutes by
Father DuITlOlS. who Instructed that~ incident was a matter for the bishopric to handle.

2n.0915
Criminal Investigation: Missing Persons! Possible Mass Homicide
Location: New Culmont ("The Barrens·,

Once again something has struck the crazed addicts who inhabit the "Barrens." Large pools of blood were visible
and many footprints were evident. The prints and blood samples were about to be analyzed when Father Dumais once
again instructed us unit to halt our investigauon. Father Dumais stated that: ·Our Savior, Cyberpope Malraux. has more
Importanl things for his Church Police to dO than look for a bunch of psychotic vagabonds."

I have refX'l1ed this interference to my supenors at Langres and ended the investJgatlon under prOtest.

bitten by a snake while helping pick the
grapes. PaniC'-5tricken, he brought the
boy to his friend, Professor LeAngelac,
who treats the poor of New Culment.
Thirty minutes later, he was told that his
son had died. But while preparing the
body ro,thefunernJ. Guilesnoti<:ed that
his son's Belle5ee Te&eSight eyes were
missing. He buly hates LeAngeIac and
frequenUycalls him 'Th'.Fnmkenstein.·
believing he let his son die so that he
could have his cyber-eyes-

Francis Mondue: A shady character
dressed in a black sweater, blue jeans,
and a slouch hat, Mondue is a burglarof
the firstcaliber. After the initialdestroc
tion of technology. he found himself
without a job, money, and shortly there
a!t<o'•• wife.

He quicldy turned to a life of crime
and found he had a true knack for it.
Fnmcis mooUy <liscus<es losing his job
and how he manages to live off his
savings, quickly turning the ronversa·
tion into a series of questions concern·
ing the character's personal fortune and
where it can be found.

Uthe Knights ask about the murders,
Mondue will suggest that they tall< to
Pierre Gerard atthe~de Patriot. He
is known to be a friend of the Ioca1
cyberleggers, who are Mondue's chief
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suspects.
Note: Francis has seen Talamous

Scratch's Phantom Coachman (see Act
Three). While casing the Demon's Bane
late one night, he fell into a half sleep
and heard an eerie "clip-dop" on the
cobblestone street. When he looked up,
there was a pale hansom cab with four
ghostly horses standing in front of the
inn. He was sure that he saw Denise
Morehead enter thecarriage. but then it
began to fade away, taking the girl with
it. She was found behind the Demon's
Bane the next day.

Mondue was frightened by the sight
and will share it with anyone who buys
him a drink (he's desperately trying to
find someone who won't think he's
aazy).

Francis Mondue
DEXTERJlY13
Dodge14.firerornbal14.meleeweap
OIlS 16, stealth 15
STRENGTH 9
TOUGHNESS 9
PERCEPTION 10
Find 13, trick 15
CHARJSMA9
SPIRITS
Reality (CyMpapacy) 10
Possibilities: 3

Equipment: cane sword, damage
value STR+5/14; Herod IV, damage
value 19, ammo SO. range 3-25/100/
lSO;Cybelware;NeurnCaLi'jack.Cyw
Raling; 5

Josephine Oallier: A very attrac
tive woman in her mid-twenties,
Josephine dislikes living in Cyber·
France, but is smart enough not to say
so. She misses being able to travel to
Paris without having to pass through
Paris liberte Militia checkpomts. She
misses the lights and the parties of pre
invasion France, and is looking to hook
up with someone who can get her to
Berlin. Idea.lly, she would like to meet a
handsome.wealthySlonna'whowould
be sufficiently attracted to her that he
would be willing to take he< with him.
OnceinGermany,shewouJdfindaway
to ditch him. Her behavior has gained
her an unsavory reputation in New
Culmont.

Twenty·four hOUJ'S after the party's
arrival, she will become Scratch's next
victim (unless he has been stopped by
then). See "The Phantom Coachman,"
below.



The Abandoned
Building

The empty building in the center of
town was at one time a cyberware fac
tory secretly controlled by a Kanawa
subsidiary.lt was damaged in a recent
pwge by Cybeq>apal fo=s and aban
doned. The Knights will find some
equipment still extant which could be
used to build orrepaircyberware(+3 to
cybmtch checks).

Cafe de Patriot
This unusual-looking cafe is deco

rated in the motif of wartime France. It
boasts souvenirs of roth World Wars
and an autographed photo of General
Charles De GauUe hangs over the cash
register. The food is of average quality
and consistsofsoups,breads, wines and
some pork. A typK:al meal would "'"'
about six American dollars.

It is run by Pierre Gerard, a sickly-

looking man in his late twenties whose
featuresare~tlyobscured byog>
rettesmoke. PierTeisadevoted member
of the Resistance, and the man whosent
the note to Cochereau. He lovesbeing a
spy and frequently plays the role to the
hilt, using obscure and needless axle
phrases such as 'The wind in Vienna
smells of sausage in the early mom."
He'll then winkandactas iftheunfortu
nate player is supposed to understand
him. This makes him feel very Unpar
lant.

Pierre is on good terms with a local
group of cyberlegg.... U the Knights
remain on good terms with the Resis
tance, he will tell them where they can
find "TechGhouls," agrouphefeels has
been unfairly suspected of the "Night
Slasher" murders.

Read aloud or paraphrase:
Gerard rolls ill cigarette with nico

tine-stained fingers as he speaks to
you.

'1'ech Ghouls work out of an old
g~e on the south end of town. You

Act Two

would all them 'cyberleggus! They
steill and sell what they an for profit"
but they have been very good for Le
Resistance. I have dealt with them
many times. (Cough. cough.)

"'Their leader was a young man
named Renaldo. It was he who held
them together, bul something very
strange happened to them a few nights
ago, and he vanished. It was about
then that the murders started."

Uanyone should ask about happen
ings in the GodNet. Pierre will reveaJ
the following:

"1 spoke 10 Renaldo the day before
he disappeared. He said there was a
strange, new decker in the CooNe!,
but he wasn't sure whose side he was
on. His VX image was of a ghostly
horse and carriage. Renaldo actually
caught him in his own termiJW. and
even traced him home. He told me he
had the address stored on a MemOUp
and he was going to pay him a visit
soon. But I don't know if he everdid."
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(II] When Axioms Collide: Map 3

~ The Tech Ghouls Hideout
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Renoir's Auto Service
.(Tech Ghouls Hideout)

Renaldo and his gang run a failing
garage on the west side of town as a
cover for their cyberlegging operations.
With VX traffic taking the place of ve
hicletraffic in many iru>tanees, theirbusi
ness has been slow enough to allow
them time for their latest cybertech ex
periments.

Thereare three cyberleggers in addi
tion to the missing Renaldo. Slash,
Renaldo's fiance, accentuates her rough
beauty with studded leather, chains,
and harsh make-up. "EI Od" takes his
name from theSpanishhero and travels
the GodNet in this virtual identity. He
often wears a power sword and home
made chain mail. Thelastmemberofthe
gang is the young Martinique. She usu
ally wears a pink ballerina's outfit cov
ered with a cracked leather jacket. Be
neath her child-like exterior lurks the
heart of an experienced street thief.

Theworkareaofthe garagehas room
for two vehicles, and the grounds are
surrounded by a surprisingly strong

(TOU-13) chain-link fence, 2.5 meters
high, topped with razor wire. Acfimbing
total of 8 is required. to scale it, and an
acrobatics total of 13 is needed to avoid
the wire on top. The wire does damage
value 12 to those who fail that roll.

The fence's gate is padlocked (lock
picking total of 12 to get around).

The yard is full of broken-down ve
hicles, good for nothing but parts. Two
gasoline pumps rest in fron! of the ga-

e door to the-garag' ed
(Jock 'cking difficulty of 10). e doo

a aug 1-9:-1 e fran
win ws (lock 'cking difficulty of 10
are the only entran e- mg.

Tech Ghouls will be out looking for
their leader when the Knights arrive. Ii
the Knights investigate the garage, the
cyberleggers will return while they are
so engaged.

Raiding Renaldo's Tenninal

Renaldo had two terminals, themain
one in the office and a smallerone in his
living quarters. Ii a decker tries to run
the main terminal, a cyberdeck operations
total of8 reveals the following informa-

tion, depending on success level
achieved:

Minimnl to Average: A hidden file re
veals that Renaldo doesn't report all of
his repair work to the authorities. Ita1so
says that he saw the VX image ofa new
decker in the Net, a ghostly horse and
carriage which was raiding the garage
terminal. Renaldo traced it but the
intruder's VX address is stored on his
MernChip.

Good: Aprivatejoumal kept bySlash
reveals that she is deeply in love with
Renaldo.

SuperiDr: The decker finds a compre
hensivecatalogofthegang'scyberware.
None of it matches that stolen from the
"Night Slasher's" victims. It seems the
Tech Ghouls deal mainly with small
visual and olfactory systems.

Spectacular: A record of recent sales
reveals the names of several Resistance
members in Paris Liberte. The file is
dangerously unprotected.

The Knights will discover that the
smaller terminal has been smashed if
they visit Renaldo's quarters.
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Return of the Ghouls
If the Knights have broken into the

garage, they will have a lotofexplaining
to do when the Tech Ghouls return
(which they will do just as the Knights
are about to advance upstairs to the
living area). Have the Knights generate
fimlor Peraption checks-on a 10, they
will hear voices from outside growing
""'.....

If they fail the check, have them gen
erate another the next round, with a
difficulty of8. This lime, .hey hear a key
turning in the garage door's lock.

If the Knights should hide in
Renaldo's room in the livingarea, cut to
the description under "Slash's Story,"
below, and have them makeaPersewr
afire check.

If the Knights attack thecyberleggers,
the Tech Ghouls will fight until sulr
dued. 'Theirattitudetoward the Knights
at that point will be etJmJy and they will
have to be interrogated to get: any infor
mation from them.

If the Knights do not attack and in·
stead hide, have theTechGhoulsgener·
ate fiml or Pm:epUon totals against the
highest stwlth value of the Knights. If
they succeed, the Knights are discov·
ered.

Uthe Knights are discovered and do
not attack. EI Od will insist that theyare
Church Policespiesand they should be
killed. He wiD haveanattitudeofenemy
toward the Knights. Martinique will be
hostile toward them, and Slash will be
neutral toward them. She recognizes
them as Storm Knights who might be of
help in finding Renaldo.

If the Knights are not discovered, a
find or Perceptioll total of 9 will allow
them to overhear Slash say that she is
certain Renaldo is in "the field," but has
no idea how to get him out.

Slash
DEXTERITYU
Acrobatics 13, dodge 14, fire combat
17, lock picking 14, maneuver 15,
mek!eweapons 14, missile weapons
16, stealth 14, unarmed rombal15
STRE GTH10
TOUGHNESS 10
PERCEPTION 11
Cyberded<operation 14,Iind 14,6...
aid 16, land vehicles 13, language
(English) 13, trick IS
MIND 9
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Cybertech 13, psychology 10,
streetwise 12, test 12
CHARlSMA8
Charm 14, persuasion IS, taunt 12
SPlRIT9
Intimidation 11, reality (Cybe<pa·
pacy)16
Possibilities: 11
Equipment: GWI GodMeeter, dam

age value 20, ammoJO, range 3-12/30/
50; Plexiflex, armor value 1OU+4/14;
stilettos (4), damage value SIRt4/14
Cyberware: NeuraCa!. Epiphaneur,
BelleView Low·Ught, 1'5E LeMotion,
MB Adrenal Booster. Cyber value: 13

Description: Slash always wears
black, studded leather outfits, and~
vere facial makeup. The Image of the
typical punk rocker suits her and is
accentuated bya sharpstilettoshecon·
tinually twirls about her nimble fin·
gers. She wasand still isdeeply in love
with Renaldo Renoir.

EICid
DEXTERITYU
Dodge 17, fire combat 15, maneuver
IS, melee weapons 18, stealth 14.
unarmed combat 16
STRENGTHU
TOUGHNESS 10
PERCEPTION 11
Cyberdeck operation 14, evidence
analysis 14, find 14, land vehicles 15,
language (English) 12, tracking 13,
trick. 14
MIND 9
Test 14, streetwise 12
CHARlSMA10
Charm 14, persuasion 12
SPIRIT 9
Intimidation 15, reality. (Cyberpa·
pacy) 15
Possibilities: 9
Equipment: GWI GodMeeter, dam·

age value 20, ammo 30, range 3-12/30/
50;homemade breastplate, armor value
TOU+4/14, dagger, damage value
STR+3/15, power broadsword, dam·
age value STR+8/18. Cyberware:
NeuraCal Epiphaneur, FFO Rove Eye,
TSE LeM_n. MB Adrenal Booster.
Cybervalue 13

Description.: "ElCid" was formerly
Antonio Gonzales, a Spanish immi·
grant with little going for him. When
he hooked up with the Tech Ghouls,
his mechanical aptitude and his cava·
lier attitude had found their niche. His
hair is kept neatly trimmed and he is

often too eager to jump into combat,
powersword swingingabout his head
in the style of his namesake. He is
attraded to Slash, and so is not heart·
broken overRenaldo's disappearance.
He will attempt to dulnn any female
Storm Knights he encounters in a fu·
tile effort to make Slash jealous.

Martinique
DEXTERITY 9
Acrobatics 13, dodge 14, firecombat
15, lock picking 14, maneuver 20,
stealth 14, unarmed combat 15
STRENGTH 10
TOUGHNESS 10
PERCEPTION 11
Cyberdeckoperation 13,find12, land
vehicles 13, language (English) 12,
trick 13
MIND 9
Cybertech 14, streetwise 16, tesl13
CHARISMA 10
Charm 14, persuasion 13
SPlRIT9
Faith (Protestantism) 10, intimida·
tion IS, reality (Cybe<papacy) 13
Possibilities: 2
Equipment: Herod IV,damagevalue

19, ammo 50, range :J.2S/100/150.
Cyberware: NeuraCal Epiphaneur,
Compte'sStabi1iza (+3todefensiveskills
-alreadyadded intostats).Cybervalue
10

Desaiption.: Martinique lives her
entire life for a twisted sort of ballet
mixed with heavy metal rock. music.
She always wears a skintight black out·
fit underneath a pink ballerina's dress.
Her makeup accentuates her pale face,
rosy cheeks, and the pink bow in her
hair. Appearancescanbedeceiving how
ever. Martinique has perfected a com
bat style that literally dazzles heropJ>O""
nent, dancing around him until she is in
a perfect position to pull her concealed
pistol and end the show with a bang.

Slash's Story
If the Knights manage to convince

the TechGhouls that they arenotagents
oItheCybe<papacy, they may beableto
get some information from the gang.
Slash will confirm that Renaldo had
traced a decker resembling a ghostly
coachman on a phantom carriage. He
was shaken and fearful after the experi.
ence and seemed certain the coachman



had sometlUng to do with the "Night
Slasher'" murders.

later that same night, Renaldo was
working late in his room when the oth
en; heard a terrible scream. Slash will
_ to show the Knights the scene, if
they are intetested..

If the Knights go with Slash mto
Renaldo's room, read aloud or para.
phrase the following:

The combination bedroom/office
looks likeacharnel house.Walls, floors,
furniture arecovered with dried blood.
Empty racks line the walls, whatever
they had once held gone.

Subtractonehom the Knights' p.,...
vmmc:t and have them make a check.

Slash will tell the Knights that the
racks held cyberware, which was evj.

dentIy stolen at the same time Renaldo
disaPl""""d.Hisbdnapp'"would have
had to enter by the window, but there
was no sign of a break-in.

Allow the Knights to investigate the
room as much as they would like. A
medid~totalof9 reveals thedried blood.
to be human, roughly a week old (the
length of time Renaldo has been miss-
ing). Anroidmallnalysis totalof8on the
lock reveals that it is indeed rusted shut
and has apparently not beendisturl>ed.

The cable leading from Renaldo's
private terminal is lying on the floor,
and the temUnal;tselfhasbeensmashed.

An _.nalysis_I0I13alJows
the Knights to spot a word scrawled
near the bottom of the wall in blood. It
readssimply"goId." Afind"'P...,."non
total of 9 reveals a small spool of gold
wire which rolled under the bed. None
of the Tech Ghouls know what it is or
what it's doingthere, but theywill allow
the Knights to take ;t, prov;dmg they
pay for it

"Elad" will tell the Knights that the
group believes Renaldo ;s dead, prob
ably lymg in the nearest gospog field (a
pIa<e the Tedt Grouts know wen. &om
llCDUting missX>ns to steal c:ybe<ware 011
rorpoesl.

If the Knights ask about the field,
read alood '" puaplvase

'1"h~saplaceup north. It's an old
nUn surrounded by a thick forest The
Church Police sometimes dump bod
iet up there, complete with cyberware
and even weapons. Only the bodies
don't just lay there and rot like God

intended. Aftera while theygetupand
walk around. They're those things
Malraux calls the 'walking dead:

"'We used to go to the edges and
grab any fresh stiffs, but there were
just too many of the walking kind to
stay too long or go too deep.

"'If Renaldo is in the field, he'll be
up at the top, near the ruins. He had a
lotofcyberware, and that's where they
dump the reaJly good stuff. If his
MemChip has any data on the mur
ders, that's where you'll find it"

U the Knights decide to investigate
thegospog 6eki right away, have them
encountertheevent below,and thencut
to Scene Three, "Harvest of the Dead."

Anton's Cyber"RepaiI
Anton Delaroy isan older man in his

mid-sixties whoenjoys a good problem
to solve. Before the invasion he used to
fix small engines. Now transfonned to
the reality of theCyberpapacy, the tink
erer has found an electronic heaven. No
problem is toobigor toosmall for Anton.

Should a character find himself in

Act Two

need ofa repair man but in trouble with
the Cybe<Church, Anton will not turn
themaway. Undertheseciro.unstances,
he will have thecharacter sneak into the
back01h;s building lateat night and try
to complete the repairs in a few bows.
Remember that he isnot asurgeon.only
a cyber-technkian.

Forsale in his shoparean assortment
of dumb-terminals, common repla~

ment parts, power cells for cyberware,
and a few loose tools which, purchased
together, grant a+1bonustothe~ech
skill He also has all MemChips, Act
C1Ups,and DatClUps tistedon page 104
01 The CyberJ>l,.,ey sourcebook.

,mally, a few legal programs are for
sale. These include MicroMind's Ma
nipulate 3 00,000 Francs), and
CyberW",ksS<ore 1($3,lXXlFrancsland
Copy 2 (3,lXXl Francs) programs. Anton
has no black market items.

UtheKnightsaskhimaboutRenaldo,
hewill haveheard01h;sdisappearance,
but have no details. He will recall that
Renaldopurchased a spoolofgold wire
from him the day of his disappearance,
but would not explain what he wanted
it for. He seemed very anxious.

Delaroy will also mention that Pro-
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fesso' LeAngelac has """'" purcl1ased
eybertech through him o,from the Tech
Ghouls, to the best of his knowledge.
But he has an enormous amount of
equipment and Anton believes this
proves he is the "Night SIasher.H

Event
At some point during the Knights'

first full evening in NewCulmont, have
themgeneratePm:epfion totals. Onan 8,
they hear an eerie "dip-dop" coming
from somewhere outside. If they inves
tigate, they wiU seea ghostly white han
som cab and four phantom horses,
driven by a spectral coachman. As soon
as they see this, it fades from sightand is
gone. Have the Knights generate a Per
severance total.

The next morning, Josephine
Challier's body wil be found between
New Cu!mont and the Barrens. She is
the fourth victimof the "NightSlasher."

H the Knights have not yet learned
about Tech Ghouls at this point, Pierre
Gernrd will tell themthatRenaldoRenoir
recently saw something similar in the
CodNet and they might want to speak
with the cyberleggers.

Professor Simon
LeAngelac

Oneaf New Culrnont's moremys
terious characters, LeAngelac is one
of the few inhabitants with a large
number of cybersystems. Seemingly
inserted at random about his tall body
are half-contrived, jury-rigged systems
of one sort or another. Dumois and
the police at Langres haven't arrested
LeAngelac so far because he performs
a valuable service to the community
and doesn't seem to be dealing with
the black market.

LeAngelac is a biologist and former
coUege professor who was fired for his
unorthodox views on "survival of the
fittest" among human beings. He be
lieves that the poorand the uneducated
exist only to serve an elite and has be
comean ardent Cyberpapist asa means
of joining the "upper class'" in France.

Since the arrest of New Culmont's
resident physicianoncharges of heresy,
LeAngelac has takenover the treatment
of refugees, the poor and even some of

the middle-class. (The wealthy go to
outside physicians.) He often removes
the cybersystems from any patient that
expires under his care.

This has led to some nasty specula
tion that thedoctorallows his patients to
die just so that he can have their
cyberware. Whether or not this is true,
he is not the "Night Slasher'" - simply
an interesting "red herring'" for the
Knights. H.will not hesitate toshare his
views with them and if they do not put
him out of business, he may return to
trouble them in the future.

LeAngelac can tell the Knights that
fear has been rampant among the refu
gees on the Barrens since the recent
massacre. They claim that demons simi
lar to the one who attacked New
Culmont were reslXlnsible.

Professor Simon LeAngelac
DEXTERITY 9
Dodge11,firecombat 11,meleewea~
ons 14, stealth 11, unarmed combat
11
STRENGTH 9
TOUGHNESS9ft4l
PERCEPTION 11
Cybertech 14, evidence analysis 15,
find 14, fust aid 16, language (En
glish) 13, trick 12
MIND 12
Medicine 18, psychology 16, science
(biology) 16, science (computers) 16,
test 14, willpower 14
CHARISMA 10
Chann 11, persuasion 14, taunt 11
SPIRIT 13
Intimidation 16, reality 17
Possibilities: 5
EquipmentHenxlfV,damagevalue

19,ammoSO,range3-25/10/150;power
dagger, damage value STR+5/14;
Cyberware: Neuracal, Epiphaneur,
BelleView Low-light, FFO Rove Eye,
TSE Tasty Store, Marlenes Cool-Breeze
withH~brngerandTw~,P~

Hypertouch.TSELeMotion,Mediserve,
BiY Anns(S1'R+S),JntenlennalPJating;
cyber value: 31

Desaiption: LeAngelac is a physi·
ca1Iygrotesqu.man withcyb....ystems
jutting out all over his body and the
occasional loose wire sparking under
his skin... His interest in cyberware has
become a dangerous obsession.

H. will greet the Knights with all
courtesy and share information on the
Barrenswith them. He isoblivious to his

appearance and will be puzzled should
the Knights have a horrified reaction to
the sight of h.im...

He will not attack the Knights unless
they threaten him... He will matter-of·
factly state his views on the world and
concede that "cyberware is wasted on
those whodonot have the will to use itH

The Barrens
When and if the party in"""gates

thisarea of NewCulmont, theywill find
few people willing or able to speak to
them. Most are the unfortunaterefuseof
HolyVid and narcotic addictions while
others are former patients of mental
hospitals, thrown into the streets under
Malraux's uncaring regime. Some are
even ex-political opponents driven in
sane by the methods of the Inquisition.
Eleven to fifteen of the unfortunate
wretches can be seen amidst the weedy
swamplands at any one time, huddling
in cardboardboxesorchatting idly with
wilted flowers.

There is little to see in the Barrens.
Severa1stormdraimandnatwalstreams
lead into a murky pond that smells of
sewage. No plant life over half a meter
tall grows in the swampy soil. Many
people use the Barrens as a dumping
ground, and cardboanl boxes and old
refrigerators dot the landscape. The
homeless who live here use them as
shelter.

Aroundnooneveryday,Dumoisand
an acolyte visit the Barrens and throw
dry rations and water bottles to the for
saken inhabitants. He enjoys watching
them scramble and fight for the meagre
aid packages, but will feign great com
passion if anyone is watching.

On a find or Perception total of 12, a
KniWtt will find a blood-covered wine
bottle. It belonged to one of the victims
of the massacre and could be used as a
contagion forcertain Ayslish spells that
allow users to gaze into the past (thus
~ the gospog attackl.

Find or Pm:eption totals of 10 reveal
severn! sets 01 footprints. M06l are the
shoeprintsofthewandering vagabonds
that populate the Barrens, but some are
the telltale tracks 01 the gcspog that
twice descended on this place.

AnaridenceQtudysistotalof11 reveals
an unusual setofprintsaround a rusted,
blood-spattered refrigerator. They a~

•.~.~----------------- .....'-'36 'WOW



Act Two

pear to be the marks of doven hooves
made by some sort of tw~leggedani
mal A schowr (rwlm lore) orMind total of
9 will remind the Knights that Fourth
Planting Cyberpapal gospog resemble
goat-footed, homed devil. (These are
the prints of Nefestario, who led the
attack on the Barrens.)

After the partyhas had a little time to
investigate, Jean-Marc Landon, the
former mayor of old Culmont, will
scramble out of an old refrigerator.
Gaston was "re-educated" by the Inqui
sition when he resisted turning over his
office to Father Dumois. When he sees
the Knights, he will grab one of them
from behind and begin to rave about
witches and demons. He is dressed in
tattered ra~and has dark circles under
his eyes. Gaston's teetharebeginning to
rot and his breathsmellsof rancid meat.

Read aloud or paraphrase:

The horrific vision that ntight have
once been an upstanding citizen
screams,. "'They came out of nowhere!
We weren't doing anything! We
weren't doing anything! There were

hundreds of them! Their skin was rot
ten and decaying, and some of them
didn't even have any eyes!

"There were others though,. oh yes!
Witches. They poked at us to see who
was plump enough to eat. They took
Emma,. they said they were going to
cook her alive!

"But they weren't the leaders. Oh,
no. There was another. A demon with
red skin and black horns. And, hooves
where he should have had feet! In his
eyes were numbers, and letters! I think
I even saw my name on those horrible
black orbs! It was the Devil himself'"

He sinks 10 the ground and begins
to sob.....Malraux was righl after all! I'm
sorry I everdoubted you..PmDumois!
The Devil has come 10 France! The
Devil has come to France!"

Themansuddenlytumsaroundand
runs away, crawling into an old refrig
erator.

Jean-Marc will huddle in his refrig
erator like a frightened child after his
speech. He has gone from hysterics to

virtual catatonia,andcan tell the Knights
no more.

The Refugee Camp
The invasion and subsequent war in

France have combined to displace a sig
nificant portion of the French people. In
crossroads, junctions, and waypoints
all across the nation, the dispossessed
have settled. Most live in rickety shacks
made of aluminum siding. plywood,
roadsigns, or whatever else they could
salvage.

MaImux'. regime has provided re
lief funds for dispossessed families but
they areslow in coming. The Red Cross
typically delivers ration packagesarout
once every two weeks, and one such
camp has established itselfaround New
Culmont. Dumois has kept them blis&
fully unaware of the area known as the
Bamms.

The people that live in the campsare
a mixture of lower and middle-class
families and street thugs cast out from
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places like langres and [);jon by the
Chun:hPolice.Therumorsofthe"Night
Slasher""havedrrulatedaboutthecamp,
and popular opinion is that the killer is
ooneotherthanFatherDumoishimself.

So far. Nefastario has centered IUs
raids on the Barrens. Soon however, he
will be forced to take advantage of the
densely packed. defenseless refugee
camps.

As the Knights head back to New
Culmont from either the Barrens or the
refugee camp, cut to "TroU Booth."

Thlll Booth
As the party moves past a series of

r.unshackJelinshelten;. havetheKnights
generate Pm:tp6on totals. Ona 14.lhey
hear sounds of movement from both
ahead and behind them. Then severa1
figures emerge from the shadows. Two
member.; of the "TroO" gang (Ogreand
Goblin) block the Knights' path and
threeothers position themselvesbehind
the party so that they can't escape.

The Knights have wandered on to
the turf of a gang whose members take
their names from medieval fantasy.
GobIin.Ogre.HobgobIin.On:andGhooJ
'errori2<therefugeecamp.stealingfood
and liquor from the unfortunates. Their
weapon of choice is the slasher, backed
up by a dose of HeadBanger from their
Cool Breeze atomizers.

Goblin demandsa toll of3,lXXl fTancs
(about S450) hom the Knights if lhey
wish to proceed. U the party won't pay,
they'll have to fight their way through
the punks. Gunfire will attract the
Church Police, but slowly (it will take
the authorities about 20 rounds to get a
patrol out to the camp).

Justbefore thecombat, the Trollswill
inhale their HeadBanger, increasing
their Strmgth and Toughness by three
points for two hours and reducing all
otherattributesbythesame. Parentheti
cal values represent their attributes as
enhan«d '" reduced by the drug. Ad
just skill values accordingly.

Goblin
DEXTERITY 12
Dodge 15, fire combat 14, maneuver
14, melee weapons 16, stealth 15,
unarmed combat 16
STRENGTH 9 (12)
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TOUGHNESSSf1l)
PERCEPTION 11 (S)
FInd 13.language(Engtish)12. trnck
ing 13, trick 15
MIND 11 IS)
_14. test 14
CHARISMA 10 (7)
Charm II, persuasion II, taunt 11
SPIRIT 10 (6)
Intimidation 17, reality
(Cyberpapacy) 17
Possibilities: one per Storm Knight
Equipment: Herod rv,damagevaue

19,ammoSO, range3-25/100/ ISO; street
version of Plexiflex, armor value
TOU-.4/12. Cyberware NewaCaI. j
jack, BelleView Low-Light, slashers
(both hands). damage value STR-.4.
MarlenesCoolBreezewithHeadBanger;
cyber value: 13

Description:Goblinisascrawnythug
who uses his gang to prey on the weak.
He attempted to carve out territory in
Paris Liberte, but was driven out by the
Sun Kings and Queens.

08'"
DEXTERITY 10
Dodge13,firecombat13,meleewea~

OIlS 14, stealth 11, unarmed. combat
13
STRENGTH 13 (16)
Ufting 16
TOUGHNESS U (lS)
PERCEPTION 9 (6)
Fmd 10. trick 10
MlND9(6)
_l1••estlO
CHARISMA 9 (6)
Taunt 11
SPIRIT 9 (6)
IntirrUdate 16. reality (Cybe<papacy)
14 -
Possibilities: 2
Equipment:HerodIV,damagevalue

19.ammo5O. range3-251100/150;street
version of Plexiflex, armor value
TOU-.4/16; CyOOware NeurnCaI. j
jack. KreeIar Tendons. sIashern (both
hands), damage value STR+4/17,
MarlenesCoolBreezewithHeadBanger;
cyber value: 13

Description: Ogre is purely the
pawnofGoblinand hasbeen hisfriend
for many years. He loves combat and
will seek out the strongest looking
opponent. He won't abandon Goblin
for any reason.

Hobgoblin, Ott, and Ghoul
DEXTERITY 11
Dodge14.firerombat12.meIeeweap
OIlS, stealth 13, unarmed combat 14
STRENGTH 9 (12)
TOUGHNESS S (11)
PERCEPTION 9 (6)
Fmd 10. trick 10
MIND 9 (6)
Streetwise 10, test 10
CHARISMA 9 (6)
Taunt 10
SPIRIT 9 (6)
Intimidate 10
Possibilities: none
Equipment:Herod IV,damagevalue

19.ammo5O.range3-25/1oo/15O;street
version of Plexiflex, armor value
TOU-.4/12; Cybenva>e NeurnCaI. j
jack, BelleView Low-Light, slashers
(both hands), damage value STR+4;
MarlenesCool BreezewithHeadBanger;
cybe.- val"", 13

Oesaiption: Thesedregsofhuman
ityjoinedGoblin aft.,.heandOgrewiped
out theirold gang. Theyaredecent fight
ers but not incredibly loyal, breaking
and running if their two leaders should
fall.

Flags
If a Rcmuzna card is played, either

Francis Mondue will fall for a female
Knighto' JooephineChalli.,.wi11fal1fcw
a male Knight. If the Ialt..-. the Knight
will bum for vengeance when Challier
is killed.

Ua Connection card is played, one of
the Knights knows Anton Delaroy and
canseekhimout. He will tell them aoout
LeAngeiac and the Tech Ghouls.

Ua Suspicionor Ntme5iscard isplayed,
Dumois will decide that the Knights'
investigation is only a cover for an at
tempt to sabotage his work in New
Culmont. Uheisstill in power-at the end
of the adventure, he will order the
Knights antested. reganlless of the out
come of their efforts.

AJctness cards can be used to point
outanyclue that may have been missed.
A character who failed to find the foot
prints or the bloody OOttIe at the Bar
rens, for instance, would notice them if
this card was played.



Variables
Ifthe heroesget inmajor trouble with

the forces of the Cyberpope, Dumois
will repeat hisofferonceagain.lftrouble
is unavoidable, the priest will be forced
tocall ina large, well-anned strike team
from Langres to deal with the uncoop
erativeStonners. Oumois is reluctant to
spark such an open conflict, but will if
forced. The gamemaster should try to
prevent this circumstance by whatever
method works best with her particular
group.

If the Knights do not visit the Tech
GhouIs,havethecyberleggen;seekthem
out. Frustrated in their search for
Renaldo'sbody,andhavirlgt.mdSlDrm
Knights were in the area, they will seek
theheroes' aid.1neycanoffersixpower
daggers and four Avro PR U.Vsas pay
ment. They will then be able to give the
Knightstheinfonnationabout Renaldo's
MemChip.

Perseverance Awards
Award the Knights PersevuanCt!

points based on which of the following
events they have experienced:

LeamingofthePhantomCoachman's
presence in the GodNet, +1;

SpottingthePhantomCoachman,+J;
Visiting the scene of Renaldo's mur

der, +2;
FInding the word written in blood,

+1;
Fmding the spool of gold wire, +1.

Cut To ...
The Storm Knights' investigation of

New Culmont should lead them to
ward the gospog field and Renaldo's
MemChip, their first concretelead to the
"Night Slasher's'" identity. Without
Scratch's VX address, they could search
for years in the GOONet before finding
him.

If the Knights do not know about
Renaklo'sMemChip,theystillmaywant
to go to the gospog field to avenge the
Barrens massacre.

When the Knights are ready to go to
thefield,cut toSceneThree, "Harvesto(
the Dead."

SCENE THREE:
Harvest of the Dead

The Situation
Dramatic. TIle Knights travel to the

Cyberpapal goopog field located north
at NeW- Culmont. If they visit the area
during theday, they will see the nrinsof
an ancient keep, theChateau de laCrag.
sitting high atop a rocky cliff in the
distance. Surrounding it is a dense for
est, full ofthick brushand tangled vines.

Have the Knights generate find or
Perception totals. An 8 reveals the occa
sional g06pog wandering the edge of
the wood, peering out of its boundless
prison.

The Knights can, if they wish to, at
tack now. But they will havea (arbetter
chance ofachieving success if they wait
until dark. Any (oray made in daylight
by the Knights will plunge them into
combatwithhundredsofg06pog,so~

thing they'U discov... if they try it. Once
!herr nQ6eS are bloodied, they'U think
better of the idea.

Act Two

If the Knights wish toavoid crossing
the gospog field, they may approach the
area fromthenorthandclimbthemoun
tain to reach the ruins. If they do so, cut
to ''Scaling the Crng," below.

There are a number of caverns and
deru;e glades in which the Knights can
hide until dMkness, if they wish. By
night, a spark of light can be seen flick
eringamong the ruinsoltheChateaude
IaCmg.

Read aJood or paraphrase
It has just begun to snow on this

crisp, cold evening. A brisk wind bites
at your face, and clouds obscure the
waningmoon which hovers aboveyour
head. From the woods befo~ you
comes an occasional moan or an even
more frighlening howl; telllale signs
of the creatures you fought the nightof
your arrival.

Far in the diSlance, you can just
make out the ruins of the castle which
must serve as the abode of whoever
watches over this harvest of the dead.
Some source of light, probably a small
fiN, bums in the cenler of the ruins,.
and casts flickering shadows off the
crumbling gray walls.
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The light snowfall rapidly turns into
a full-fledged storm.TIlecover from the
trees and the blowing snow limits vis
ibility to roughly 25 meters. Infrared
vision will penetrate up to 100 meters.
All missilt weapon or fire combat attacks
from medium or long range suffer a·3
penalty.

The Action
Finding the corpseof Renaldo (and /

or the leaderof thegospog) requires that
the Knights make it past the hundreds
of First Planting gospog which lie
mouldering inshallowgraves about the
field. Then they must do battle with the
Third and Fourth Planting gospog that
live in the ruins of the Chateau de Ia
<:mg.

Near the ruins, the Knights can find
the corpse of the eyberlegger, with his
valuable MemChip still embedded in
his ChipHolder.

Who's That I See
Walkin' In These

Woods?
Crossing the field to reach the ruins

requires the use of the tracking skill and
possibly the stttlfth skill. Going by way
oftheroadwaywhichrutsstraightacJ"OOS
the field (see below) will takesix rounds.

A find or Perception total of 9 will
reveal a crude road running through the
middle of thegospog field. This is used
by Dumais when he visits Nefestario
and is the safest way to cross the field.
Traveling through the field itself, work·
ing one's way around the depressions
filled with gospog, requires stealth and
increases the risk of being spotted.

Aying to the crags takes only three
rounds, as opposed 10 sixon foot. How
ever, the difficulty offlight in the inclem
ent weatherisa 17. Failing the roO means
the charnct", ;s fon-ed down by wind,
snow and ice. TIle character" does not
takeanydamage from this, however it is
theequivaJent ofasetback. Whateverthe
Knight was using to achieve flight
(gizmo, wings, etc.) ices up - unless
there isa sourceof heat readily available
10 melt the ice, the character cannot
achieve flight for~ rest of the scene
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(the exceptions to this are flight as the
result of magic, miracles, psionics or a
flight power that does not rely on an
external aid to operate).

Following the road from the air re
quiresa trrding totaleflS. Failuremeans
the character flies offcourse. A success
ful trru::king total must be made to pick
up the trail again. A flying Knight need
not follow the roadway to reach the
chateau - only if he wishes to keep the
"on-foot" membel's of his party insight

Following the roadway on foot re
quires tracking totals of 12 Have the
Knight with the highest skill value gen
erate Ihe lotal for the group. Failing the
total means the group wanders of the
path and into the field proper.

If the group becomes lost, all mem
bers must generate stealth totals as they
move amid the gospog. The base diffi
rulty is 6 (the gospog find skill of 10
modified fordarknessand weathercon
ditions). Rolladietofind out how many
activegospog are in the immediatearea
(1-20) and add the appropriate Many
On-One modifier to the difficulty num
ber of the sleD.lth total.

Fmding the path again when lost
requires a tmcking total of 12 The char
acter generating this total will have to
eithermakenomovementforthatround
or generate a stttlith total as well as part
of a multi~action.

If a character fails a stttllth total, he
has been detected by the gospog. U tIUs
occurs, cut to "Marathon," below.

Once the base of the cliff is reached,
the First and Second Planting gospog
will not follow. Nefastario has forbid
den them from entering this section of
the field.

Gospog of the First Planting (4 per
Storm Knight)

DEXTERITY 8
Energy weapons 9, fire combat 9,
melee weapons 9, missile weapons 9,
unarmed combat 9
STRENG1H8
Oimbing9
TOUGHNESS 8
PERCEl'TION,
Fmd 10, tradcing 8
MIND,
Willpower 10
CHARISMA'
SPIRIT 1
Possibility Potential: none
Natural Tools: natural annor, value

TOU+2/1O;
Equipment: Herod rv,damagevalue

19, ammo SO, rnngel-25/IOO/1SO

Gospog of the Second Planting (2
per Storm Knight)

DEXTERITY 8
Dodge IS,running12.unannedrom
bat 16
STRENGTH 19
TOUGHNESS 18 (23)
PERCEl'TION 6
Fmd 10 ""eking 13 trick (12)
MIND 6
Survival 12, test (12), willpower 13
CHARISMA 5
Taunt (B)
SPIRIT S
Intimidation 14
Possibility Potential: none
Natural Tools: teeth, damage value

STR+4/23;claws,damagevalueSI'R+3/
22; rock·tough hide, armor value
lOU+S/23), immune to K·results.

Marathon!
Run this event only if one of the

Knights fails a sttlllth check when wan
dering off the path in the gospog field.
Have the Knights generate Pm:epticm
totals. On a 10, they he<u the sound of
footfalls in the snow.

Read aloud or paraphrase:

The wind blows ice aysWs into
your eyes. Despite this, you can just
make out a humanoid figure sham
bling from a break in thetrees. Its dead
eyes tum toward you.

This gospog is rapidly followed by
others. The first few make a frontal at
tack on the Knights, then more appear
to the sides and behind the party. If the
Knights attempt to £lee (even just to get
better pos.ition), have them generate
Dexterity totals. Failure to achieve a 10
means they have stumbled into a shal·
low grave in which a rust Planting lies.
The gospog will attempt to grnb the
Knights' anJdeand will havetobe fooght
off.

This should be an extremely fright
eningscene- with visibility limited by
the weather, the gospog loom out of the
darkness. Moving forward, claws out·
stretched, this scene should leave the
Knightsfeelinglikethey'vewalked into
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a honor movie,
The Knights can fight the gospog off

or theycan try to make it to the ruins. No
matter whatcourseofaction theychoose,
they are in for a battle.

1£ the Knights defeat the initial wave
ofgospog and make it back to the road,
the whole thing can start again if they
wander from the path and fail a stealth
check.

Chateau de la Crag
As the party advances towards the

center of the field, they can make out a
few detailsof the ruined fortress above.

A pathway leads up to the mountain to
the structure. 1£ the Knights wish to
approach from the north by climbing
the cliff face, cut to "Scaling the Crag."

When they are within 100 meters of
the castle, a stealth total of 12 will be
needed toavoiddetectionbyNefestario,
(Gunfire in the field will not neeessarily
tip him off to the presence of Stonn
Knights - cyberleggers have been
known to make raids on the field by
night).

Ifa Knight fails thecheck, Nefestario
will take up a position on the ruined
tower where he is practically invisible
(find total of 20 to detect his presence),

From here he will watch the intruders,
but notalerthisThird Planting "witches"
just yet,

IfNefastarioisunawareofthepart1s
presence, hesitson the rocks to the right
of the fire, partially obscured by the
deep shadows of the ruined walls and
the blowing snow (find total of 15 to
spot), Of course, low-light or infra-red
vision will ruin this advantage.

Within 75 meters, theheroescanmake
out 13 figures dancing around a large
bonfire. Tied on a metal spit above the
flames is a slowly roasting humanoid.
Torturous moans carry slowly through
the night and seem to ride on the brisk
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winter wind. Due to the flames and
srooI<e, eoUinIa analysis loIaIs of 18 are
required to make out just what is being
cooked up.

When the Krugh.. reach the ruins,
cut to 'The Devil Made Me Do It."

Scaling the Crag
A clever party may want to scale the

ruins from the north. This has two ad
vantages; they won't have to cross the
goopog field and they will be down
wind ofNefastarioand thewitches,sub
tracting -3 from the difficulty of the
Krughis' s'tIl/th ched<.

The mountain can be climbed with
out any special gear, and requin!s three
dimbing totalsof15tocomplete.Ifoneof
these loIaIs is missed, thecharacter falls.
A Datmty total of 14 will allow her to
snag a nearby branch or root and stop
the fall.

Fallscanoccurat20,40,and60meters,
depending upon which of the three to
tals is rrUssed. Use the falling rules on
pages 52-53 of the Torg Ru_ if this
""""'-

The Devil Made Me
Dolt

When the Knights reach the summit,
they can generate find or PttCl!ptiorl to
tals. A 9 reveals a shallow pit filled with
corpses near the mined walls. The spit
and. the dancing witches {who continu
ally poke and prod their victim) stands
between the Knights and the pit, unless
they have scaled the mountain from the
north.

If that is the case, theycansneakover
the ruined wan and attempt to carry off
Renaldo's body. But the proximity of
the fire and the gospog means sttofth
loIaIs of 23 will be needed to reach the
pit. For information on finding the
proper corpse, cut to 'The Pit" below.

If the Knights mount an attack,
Nefastario will attempt to slip away to
take up a position on top of the south
tower if he was not there already. The
cunning gospog will hide for a few
rounds while he evaluates the party's
capabilities, possiblycasting a 111Qgtdark
speD to remain hidden if this won't at
tract even more attention.

In combat, a favorite trick of
Nefastario's is to cast mtlgtdark on him
self and one of his enemies, disguise
himself as the victim and then come
running out yelling "Shoot it!" Anyone
who fires into the darkness suffers a -5
pena!tytotheirattempt,duetothedark
ness, but if he hits, he may save the
gospog the troubk! of eliminating an
opponent.

The Thin! Planting goopog will use
the;r spells to the best of the;r ability.
Theywill fight todefend thearea,unless
Nefestario should be killed, at which
point they will break.

ShouldNefestariobehtllvilywoundal,
or his Third Plantingsslain, he will offer
the Krugh" a deal. Let hUn live, and he
will share some information. If they
agree,hewill tell them that Dumais was
behind theattackon New Culmonl He
will also teD them that one of the bodies
in the pit was not brought by Dumoisor
gospog, but by a spectral figure and a
man-like animal. The phantom mut
tered something about a MemChip as
he dumped the co'J'S",.;th the other.l.
Nefestario saw no profit in challenging
the two, but did trail them, and so can
give the Krugh.. the physicaladdress of
Scratch's home (one kilometer south
west of New Culmont).

If the Knights let him go, he will
vanish intothedarkness. He mayretum
seeking revenge in a future adventure.

Nefastario (Fourth-Planting
Gospog)

DEXTERITI'13
Acrobatics 15, dodge 15, melee 15,
running 15, stealth 15, unanned 18
STRENGTHU
Lifting IS
TOUGHNESS 18 (24)
PERCEPTION 11
Alterationmagic15,divinationmagic
IS, find 16, language 16, tr.lcking 16,
trick 16
MIND 11
Apportation magic 15, test 15, will
power 20
CHARISMA IS
Charm 20, persuasion 19, taunt 18
SPIRIT 15
Faith (Cybe.papaey) 20, focus 18, in
timidation 18
Possibility Potential: none
Spell Notes: Nefastario has the fol

lowing spells: disguise self, haste, earth

shield,jlyhaste,jump,lightning,milgrdork,
""8' light, JKlthfi......, sltIl/th ""lie and
weakness. See PiXIlud'5 PrrIctiall Grimoire
for details.

HemayuseaDCyberpapacymiracles
except excommunimtion.

Natural Tools: horns, damage value
sTR+4/16; hooves, damage value
SfR+3/15

Equipment: cyberware: NeuraCal.
epiphaneur; cyber value 7

Skill Notes: Nefestarlo's heightened
Toughnessisduetoenchantmentsplaced
upon his skin

Third Planting Gospog (13)
DEXTERITY 9
Dodge 11, maneuv..- 12, prestidigi
tation 12, sreaJth 13
STRENGTHS
TOUGHNES511
PERCEPTION 17
Alterationmagic20,divinationmagic
20, find 18, first aid 18, language 18,
scholar (magic) 18, trick 18
MIND 17
Apportation magic 20, conjuration
magic 19, swvival 18, test 19, will
power 20
CHARISMA 9
Taunt 11
SPIRIT 11
Faith (Cyberpapacy) 13, focus 12, in
timidation 14
Possibility Potential: none
Skill Not"" Thin! planting gospog

know living forces, inJlnittUlte objects, folk,
entity, mrlhly.enchanted.avian, air, mrlh,
and fire arcane knowledges at +4 adds.
They have the spells altered fireball,l7uf
let, detect m4gic, disguise seft, earth shield.
jly,1uJste,jump,lightning,JXJthfinder,stealth
UKllk, and weakness.

Theyalso know thealterdisalst, bless,
crisis offaith, curse, va, WQrd danger, and
ward enemy miracles.

Equipment: enchanted staff. dam
age value STR+3/12; in the staff is a
focused speD which allows thegospog
to use itsapportation magic as the attack
value, and which has a damage value
of 18.

If the Knights go to save the figureon
the spit, they will discover that it is
actuallya roasting F""-Plantinggoopog
that tries tobiteanyonewhotries tosave
it. This pathetic creature has a Strmgth
of 5. We's tough at the bottom of the
gospog food chain.
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Act Two

The Pit
In the pit near the ruined wall are six

rotting rorpses, all of them ";!h \mge
amounts ofeyberware. Fiveof these are
Church Policemen,and havetheappro
priate eyber systems, should anyone
care to remove them. They have been
stripped of all other equipment.

The sixth body is that of Renaldo
Renoir and has the following systems:
NeuraCal,epiphaneur, BelleView Low
Ught, CSI EyeKill Mk. IV, Fro Rove
Eye, TSE LeMotion, MB Adrenal
_,MBEndoBoo6t,MBMindBoo5t,
MB Bkxker, slashers, ShocKnucks, in
tradennal plating +6, and of coun;e a
ChipHolder with a MemCh.ip and a
cybrnI«k opemnons +3 skill chip. His
body has been tom apart by what aJ>
pear tobe (on an evidenceanalysis total of
9) to be sharp claws. Subtract one from
the Knights' Persevemnceand have them
generate a total.

The "pit" is actually a grave.
Nefastario was soon to harvest an An·

gel of Death, a goopog of the fifth plant
ing.

TheChipHoider islocated justbelow
Renaldo's right ear. The Knights need
only remove the chip from the holder.

The MemChip has a fair amount of
information, including: the VX address
of a construct called the Manor Scratch
and data that reveals that the physical
manifestation of the manor is located
just south of New Culmont, and is
cloaked with a spell that allows only
those who know exactly where it is to to
see;1. The phys;ca1 address can be d;j;
covered by delving into the VX manor.
The how;e ;, also protected by aIanns
that can be deactivated through the VX
construct in the GodNet.

Renaldoactuallymadeitasfarasthis
construct, but did not learn the physical
address. Hedid discover three things of
major importance: the owner of the
house is responsible for the "Night
Slasher" murders; he has two servants,
a spectreand a weretiger-theformer is
vulnerable to gold, the latter is at his

most powerful and most vulnerable
when in animal form;and theinstigator
of all this evil plans to unleash some
thing horrible into~GodNet that will
kill thousands. Renaldo was detected
before he could discover just what that
something was.

He was unwittingly traced back to
the garage by Scratch, who sent the
PhantomCoachmanandMr.Grosh(see
Act Three) to destroy him. Scratch was
unaware of the existence of the
MemChip with his address on it.

Flags
U a Mistokm Idtntity is played, the

Knight will think that the creature on
the spit is someone from town. prefer·
ably someone they've grown attached
to. She should try to cut her way to the
fire to rescue it, heedless ofthedanger to
herself. A True Identity, Alertness, or Idea
card reveals the gospog for what it is.

Nemesis cards can mean big trouble

ffI~-----------------·_·
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for the character. U the Knights don't
totally destroy the pit and the bodies
within it, the Angel of Death will rise in
three nights. Then the thing will track
the card-player, for some reason hold
ing him personally responsible for the
attack on the field. See page 86 of The
Cyberpapaey sourcebook for a complete
description of how the Angel of Death
operates.

Angel of Death (Fifth-Planting
Gospog)

DEXTERITY 13
Dodge 15, flight 18, melee weapons
20, unarmed combat 20
STRENGTH 1.
TOUGHNESS 3lJ
PERCEYIlON t4
Find 19, materialization 20, tracking
25, trick 16
MINDt3
Test 16
CHARISMA 12
Persuasion 16
SPlRIT20
Faith (Cyberpapacy) 25, focus 21, in
timidation 25
Possibility Potential: none
Skill Notes: May use all miracles of

the Cyberpapacy except excommunica·
han.

Natural Tools: wings, speed value
15

Equipment: death scythe, a two
handed weapon which has a damage
value equal to the faith of the user; us
able only by those of the Christian, Ju
daic or Islamic faiths; neon-blue
TempTrodes, known as DeathTrodes.
Cyberware: NeuraCal, BellSee Tele
sightCSI LEOs, FPO NightView,True
Spirit Toner, TSESifter, slashers, dam
age value STR+8/damage value 22;
cyber value 15 (though AngelsofDeath
never suffer eyberpsychosis).

Perseverance Awards
Award the Knightsone Perseverance

point for viewing Renaldo's body.
Award them five for obtaining the in
formation contained on the MemChip.

• 1
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Awards
Award the Knights two Possibilities

each for successfullycompleting this act
(obtaining the MemChip). U, in addi
tion to this, the Knights destroyed the
gospog field and learned that Dumois
wasbehindtheattackonNewCulmont,
award them an additional Possibility
each.

Cut To ...
With the MemChip in hand, the

Knights now have enough information
to mount an assault on Scratch's VX
mansion. When they are ready todoso,
cut to ActThree, "An Itch You Just Can't
Scratch."



Act Three

Act Three

An Itch You Just
Can't Scratch

The Major Beat
In this act, the Storm Knights face

their most formidable opponent yet, the
Orrorshan sorcerer-scientist, Talamous
Scratch. After successfully penetrating
his terminal through the GOONet, a
deckercanshutdown the manor's auto
mated defenses without alerting its
owner.

Meanwhile, striking in the flesh, the
team must deal with Scratch's minions
- the Phantom Coachman, were-tiger
Mr. Grosh and others-and finally gain
entrance to the attic laboratory, where
they fight the mad scientist and his new
est horror. Meanwhile, they must also
try to stop the activation of the "Black
Plague," a horrible virus threatening to
destroy thousands of GodNet users
throughout France.

SCENE ONE:
Ghosts in the

Machine

The Situation
Standard. The party must infiltrate

the manor's virtual environment in or
der to shut down the automated de
fenses which run throughout the
grounds of the estate. If they have not
yet obtained the physical address of
Scratch's home, they may also do so
here. In addition, information on True
Deaths and the "Black Plague" is avail
able within the Net.

If the Knights do have the physical
a~dress of Scratch's home, they may
WlSh to proceed there while theirdecker
explores the Net construct. If so, cut

back and forth between the Net run and
the exploration of the house (Scenes 2
4). This not only keeps tension high, but
allows all the p~yers to do something,
rather than havmg the majority wait for
the decker to emerge from the Net.

The virtual experience (VX) of
Scratch's terminal is an extremely diffi
cult run, not so much for the inherent
difficulty of the seals and manipula
tions, but because of the very nature of
Talamous'design. Whiletheguardians
which reside in the system are not hor
rors and have no access to the Power of
Fear, their images are reminiscent of
Orrorshan creatures.

The Action
The VX in Talamous' terminal re

sembles his physical home only in its
feel. Once the party passes through the
Langres exchange into this region, read
aloud or paraphrase:

The datapath you walk suddenly
changes, and you find yourself travel
ing down a cold and gloomy streeL
Before you stands a crumbling manor
house, the likes of which you have
never seen outside of Orrorsh.

A net stealth total of 11 is required to
approach Cell 1 of Scratch's construct
undetected. Should the Knights fail, let
them think that horrible consequences
will ensue. In fact, Scratch has had a lot
of glitches in his homemade environ
ment and will not be too alarmed when
he sees an intruder alert. The Knights
can get away with an initial failure 
any others will alert Scratch to their
presence in the construct.

CellI: The first cell appears to bea
yard enclosed by an iron fence. There

I.
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are no Guardians or alarms here and
the aeaky old -gate'" can be easily
opened. A plaque hanging askew
reads "1"he Manor Scratch.-

CeU:z,()peninaa batten!d gray door,
the decker enters a musty Ioye<. Red
velvet furniture, which loob as if it
rn.ixht once have been expensive, now
Ioobonlybatten!dandwomAproper
English bull..stands beside one 01 the
chairs, carrying a silver tea tray.

He is the Guardian o( this cell. and
willattack(andactivateallotherGuard
ians) should he detect unauthorized in
trod....

BuUer
DEXTERfIYS
STRENGTIfS
TOUGHNESSS
PERCEPTION 9
MIND 7
CHARJSMAS
SPIRITS
Net Values: net attack (melee) 8, net

defense S, net find 9, net stealth S, net
manipulation 9, net track 9

RespomelProcesoodSlOngeO/4/6
I'rogram5' Attack 2(2), Defense2 (2),

Scan 2 (2)
Description: The butler may roam

freely. He has been instructed to ad
mit no one beyond the (oyer. He will
not give out the physical address o(
the Manor Scratch.

Cell 3: A gloomy hallway stretches
inlOthedarkness. A peculiarGuaniian
resides in this cell. It looks like a long,
tattered rugwithsnake patternsweaved
throughout - but it will rise and at
tempt to crush any intruders it detects.

On the wall isa portraitofTa!amous
himself. An evidence analysis or Percq
tion total of 10 reveals that he has ex
tremelylongfing<mails. (TIUsrelateslO
the clue found in the morgue in Act
Two, Scene One.)

PylhonRug
DEXTERfIYS
STRENGTIfS
TOUGHNESSS
PERCEPTION 9
MIND 7
CHARJSMAS
SPIRITS
Net Values: net attack. (melee) 8, net.

defense S, net find 9, net stealth S, net
manipulation 9, net track 9

ResponseJProcessodSlO<ageO/4/6
I'rogram5' Allack2 (2), Defense2 (2),

Scan 2 (2), Grapple 3 (4)
Description: The rug is static and

restricted to this cell.

Cell4: Abend in the hallway leads to
Talamous' Mt study (coliS). A_
panel slides oul allowing a«e!S 10 the
securitydevkes. A net find~ 0116 is
needed 10find thesecurity remotes, and
a net nwnipu.llltion totalof 16will disable
allextemalalanns.HtheKnightsshould
fail at this Iast,Scratch's minions willbe
expecting them in the real world. There
is no Sentinel here.

CeU 5: This area appears to be a
study complete with desk and writing
utensils. Ajoumalliesopenonthedesk
and rowso(books linea shelfoverhead.
The Guardian here is a poltergeist - if
it detects an intruder, it will begin bat
teringhimwithbooks, pens,compasses,
globes and other pieces of funUture.

The joumal and books a... all blank.
nus.....hasbeenabandonedbyScratch
and is now only used as a trap ror the
unwary.

Poltergeist
DEXTERITY 11
STRENGTIfS
TOUGHNESS 10
PERCEPTION 10
MIND 7
CHARJSMAS
SPIRITS
Net Values: netattack(meIee) II, net

defense 1I,netfind IO,netsteaJth II,net
manipulation 10, net track 10

ResponsefProcessor/Storage:1/4/6
Program8' Allack3 (3), Delense2 (2),

Scan 2 (2), Lock 1 (2)
Description: The poltergeist re

sembles a ghostly skeleton clad in rags.
It may not leave the study.

Cell6:Thecoreo(theconstruct looks
something like a Nile Empire "weUd
science" lab. Vandergraff g......lOrs
buzz eerily and many test tube COIlOOC

tionsboi1andspew fOOhsmokethrough
out the n:x»n. Giant levers, dials, and
pulleysareused IOmanipu1atetheother
cells. The Sentinel in here is a creature
seemingly """ted from parts 01 other
GodNet entities. It has obvious eyber
enhancements in place 0( limbs.

The Monster
DEXTERfIYS
STRENGTIflS
TOUGHNESS 13
PERCEPTION S
MINDS
CHARJSMAS
SPIRITS
Net Values: net attack (melee) 8, net

defense S, net find S, net stealth S, net
manipulation 8, net track 8

ResponselPn><essodSlOngeO/6/S
I'rogram5'Onslaught4 (3),Defense2

(2), Scan 2 (2), Trare 2 (2), Surge 1 (2)
Description: The monster may

roam freely about "Scratch Manor."

Ce1l7:Thisdata vault is in the rorm o(
a cemetery. A successful scan reveals a
grim-looking crypt across the grave
yard. There is one sentinel here which
resembles a multitude o( decaying
hands. It will reach from the ground
and attempt to hold an intruderin place
until "the monster'" arrives from the
co....

"'Buried- beneathoneofthegraves is
dataonMr.Grosh'sTrueDeathandcan
be accessed using a tid mGnipu.llltion ro
tal 0111.Grosh, a werHiger, canonly be
killed when in animal rorm.

Also buried there is information on
the "Black Plague" virus. The virus is
currenUycontainedonachipinScratch's
declc.. Scratch must activate it through
his terminal (at which point it will a~
pear in this cell o( the construct). The
virus will then move outsideof the con
struct and replicate itselfbeforesending
Surges through the GodNet and ki1ling
thousands o( GodNet users.

Until the activation process has be
gun.. the virus cannot beencountered in
the Net. For further information and
statisticsforthiscreation,seeSceneFour,
l'ears On MY Pillow, Plague in the
Net."

Creeping Hands
DEXTERJTI'14
STRENGTIfU
TOUGHNESS 6
PERCEPTION 10
MIND 4
CHARJSMAS
SPIRITS
Net Values:netattack(melee) 15, net

defense15, net find lO,netstealth 12, net
manipulation 11, net track 11

ResponseJProcessodSlOnge 1/6/6

•._.~----------------....~
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Prograrnso Defense 3 (3). Scan 2 (2).
Grapple 3 (4)

Description: Creeping hands are
confined to the cemetery construct.

eeJlB:ana. the deckerslips past the
ayptdoors, heseesanodd sight. Sitting
on a stone tomb, its lid half open, is a
journal, a quill pen. and a bottle of red
ink;Talamous' new study. A skull with
a candle atop it provides a meager light
source.

U the cham"""s Guardian detects
the decker, it will rise from the tomb and.
attack. It resemblesanOrrorshan wight,
a white, bloated corpse with tattered
dotIUng.saagglywhitehai<.andbloody
eyes.

ana. the w;ght has been d_ted.
the journal can be examined. Unfortu
nately lor the Knights. it has been par
tially erased. Scratch tried to keep his
notes here. bu. found that he still pre
ferred the old·fashioned method. <See
Scene Three.) What remains~

"'Will have to find a better way ...
kill. Read _.. somethingW.led ._. virus

which could be U5t'd with .•• effect..
killing thousands of these foolish
Cy~.p",ts.

"'Will liken ... black plague.... Hel
lion Court ... pleased."

1be actual translation is:

"Will have to find a better way to
kill. Read about something called a
'virus' which could be used with dey·
astating effect.. killing thousands of
these foolish Cy~pists.Will liken
to the black plague. The HellionCourt
will be pleased."

Also included in the remains of the
journal isScratch'saddressmthe phys;
cal world. one kilometer southwest of
New Culmont.

Wight
DEXTERfIY 11
STRENGTHU
TOUGHNESS 10
PERCEPTION 10
MIND 9
OIARISMAS

SPIRIT?
Net Values: netattack (melee) 13, net

defense 13, net find 14, net ....lthS. net
manipulation 13, net.track 12

ResponselProc:essorlStorage:2/10/
13

Progr;un5' Attack3 (3), Defense3 (3),
Sean 2 (2), Scrambte 2 (2), MindWipe 2
(3), DeckWipe 1 (2), Trace 2 (2)

Description:Thewightmustremain
in the crypt.

Perseverance Awards
Award the Knights two~

ance points lor Ieorning Grosh's True
Death and three lor Ieorning Scratch's
physical address.

Cut To ...
Should the Knights beard the """'"

in his lair, cut to Scene Two, "Into the
Manor Scratch."

6.-.---------------- ,--
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SCENE TWO:
Into the Manor

Scratch

The Situation
Standard. The Knights arrive at the

Manor Scratch. If they obtained the
physical address, it is visible to their
eyes. U they are just searching at ran
dom, they will need a true sight total of
14 or Superior success with a detect mngic
rite.

Uthe decker was successful inScene
One, all external alarms have been dis
abled and the honors within are not
expecting them. Ifthey were unsuccess
ful, they must becarefu.] when entering
the property and the odds are good
Scratch and his minions are waiting for
them.

Un1ikeSceneOne,Perseverancechecks
will be made here. Remember that the
difficulty number for such checks is 18.

Read aloud or paraphrase:

A heavy iron fence surrounds the
dreary grounds. Near the gate stands

an old gatehouse, long unused judg
ing from the condition of it Beyond
that is a murky pond, dark and stag
nanl

Further on,. up a long drive sits the
manor house and some sort of garage.
The dull yellow windows of the man
sian mightbeeyeslookingdown upon
you. The roof appears badly mauled
by decades of wind and rain and most
of the shingles lie rotting on the lawn.
Great gray columns, paint peeling in
long decaying ships, rise from a large
porch and struggle to support the over
hanging roof.

Far away, you can hear the distant
sound of thunder. It begins to rain.

Gateway to Hell
Although the house appears dilapi

dated and frightening, this is all inten·
tional. The house is an occult creation
maintained by Scratch. If he should be
killed, the house will vanish as if it never
existed.

The surrounding area is filled with
abandoned homes, destitute squatters,
and heavy woodlands. Noonewill hear
the noises that the night will bring.

Detect Magic and the
Occult

Orrorshan magic is quite dif
ferent from Ayslish magic. The
result of this is that using detect
mngic rites to spot occult spells is
quite risky.

Failinginsuchanaltemptsends
vibrntioru>throughtheetherwhich
can be picked up a sorcerer with
anoccult totalof2D. Makea roll for
Scratch should the Knights fail
such a check.

Thereare three ways that non-flying
Knights can gain entrance: scaling the
fence, scaling trees to the south and
dropping down behind the fence, or
breaking in via the gate.

Climb Up, Drop In, Get Out

If the Knights have not successfully
disabled the alarms, an electronic sen
sor is attached to the fence. Itwill imme-

Cell 6

ubonlory
WorktUtion

o

oo
o

c.m~. «O»==ii=~02) Electronic
Remotes Sensors

o
When Axioms Collide: Map 5

Construct of the Manor Scratch

Key

Cell 1: 1..og-on cell (yard)
Cell 2: Butler (foyer)
Cell 3: Python rug (hallway)
Cell 4: Camera remotes, electronic sensors

(intersection)
Cell 5: Poltergeist (study)
Ce1l6: Core cell (lab)/The Monster
CeU 7: Creeping Hands (cemetery)
CellS: Wight (crypt)
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diately warn the occupantsofthe house
if the fence;s touched. A find or P=p
lion totalof10 will reveal thesensorand
a science (electronics) total of 11 will
disable it (a Mind total of 15 can also
accomplish the feat).

A Goodsuccess with a detect tnQgic rite
will reveal that the first person to touch
either the fence or the gate will be at
tacked by a boiling blood spell (see page
84 of the Omm;h ""cd>ook). The spells
around both structures are good for
only one attack apiece. Characters fly·
ing over the fence or gate will not be
affected by these spells.

Thegate is two meters high and pad
Iod<ed (lock pidcing toIaI of 13). The lock
is similarly protected by a boiling blood

spe1L
Scaling the gate or the fence require

climbing totals of to. (Both are roughly
three meters high, made of iron rails
and topped with spikes.) Unlocking the
gate requires a lock picking total of 8.

To the south of the manor is particu
larly heavy woodland. A number of
trees have limbs which hang over the
fence - a climbing total of 10 will allow
the charncter to shimmy up and an
acrobatics totalof8allows the Knights to
make the leap to the other side of the
fence. Soloncehe'sin mid-air, thespiked
fence will move underneath to "catch"
him. A second acrolxJtics total of 12 will
be reqWred tokeep from landingon the
fence {damage value 18 from lhespikes

Act Three

otherwise).
Once the Krughts make it past the

fence, they will face a new danger. Mr.
Grosh's DemonHounds patrol the
grounds. Generate find totals fOT the
hounds immediately after the Knights
are in - if they beat the stealth values of
any of the Krughts, they will head to
ward. the smell/sounds toattaek.. arriv
ing in the next round.

Have the Knights generate pnsttJf!r.
ana totals when they first see the~
tesque hounds.

DemonHounds (U)
Reality: Orrorsh
DEXTERITY 12
Dodge 14, maneuver 14, running 15,

~ When Axioms Collide: Map 6

~ The Manor Scratch Grounds

."-,,-,,-,,-,,-,,-,,-,'_"_"_00

•

'··_··_··_·1
i :
i ill !
. I_.._..~ ..

I.

49



Torg: When Axioms Collide

stealth 13, unarmed combat 16
STRENGTH 10
TOUGHNESS 9(15)
PERCEMlQN 12
Find 16, trick (13)
MIND.
Tes' (9)
CHARISMA 4
SPIRIT 8
Intimidation 14
Additional Skills: one at +1 adds
Possibility Potential: some (55)
Natural Tools: teeth, damage value

STR+4/14
Equipment: NeuraCal, BelleView

Low-Ught,OATASSynthivoice, K,reelar
Tendons, MB EndoBoost, interdermal
plating, armor value TOU+6/15; cyber
value: 15

Powers: darkness
Power Rating: 1
Corruption Value: 12
Fear Rating: 1
Weakness: light (stymie)
True Death: drowning
Description:TheDemonHoundsare

the results of Talamous' first experi
ments in France, Orrorshan versions of
the Cyberpapaey's hellhounds. They
appearas large,decaying canines with a

hodge JXXige ofcyberware jutting pain
fully from their carcasses.

The DemonHounds are lip when in
total darkness, and will move to extin
guish any light source (torches, flash
lights, etc.)

Gatehouse

The gatehouse is little more than a
half-rollapsed shack. The door hangs
offitshingesandanyonecanenterfreely.
There is nothing of interest in here ex
cept a large rat's nest.

The Black Pool

Oncea beautifulgoldfish pond in the
traditional French style, the stagnant
water is now home to large black
mosquitos and other insects. Justbelow
the surface is the unrecognizahIe corpse
ofa man. It was actually dumped in the
area months before Scratch's arrival by
the Church Police.

Months ago, a paralyzing virus was
alive in the water and affected a pack of
wild dogs that had taken up residence
here. Mostoftheanima1scollapsed into
the pool and quickly drowned. This is

where Talamous found the bodies for
the DemonHounds.

The Gazebo

This structure commands a view of
the woods and pond, but is basically a
shambles. Knightsentering it must make
Dexteritytotalsofl1 toavoid nails which
jut out from the floorboards. Nails
stepped upon immediatelysprouthooks
from their sides and begin to spin in the
wound, doing damage value t6 per
round. A Strength total of to is required
to pull one's self free.

The Tool Shed

Two shovels, a crowbar, and a set of
bloody hedge trimmers are lying scat~

tered on the earthen floor of this rickety
shack. (These are used to exhume bod
ies and remove limbs.)

The Kennels

The animals that reside here are far
from being man's best friend. Twelve
DetponHounds are penned here when
not patrolling the ground.
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Anyone investigating will find
gnawed bones and a few dead rabbits
lying about the floor.

The building is concealed from the
northby heavy vinesclinging to the iron
gate.

The Coach House

As the Kni,.hts pass the roach house,
aneerieligh'shineSfrom";t!Un. Though
it looks as timeworn as the other build
ings,theroac:hhouseishometoScratch's
spectral henchman and his ghostly han
som cab.

Thebuilding hasonly oneentrance, a
large garage-door which hangs slightly
ajar. l11ere are two windows but the
dust and grime inside are so thick that
notIUng can be seen beyond them.

When anyone enters this building,
read or paraphrase the foUowing:

The doorto what looks I ike a garage
seems to have broken from its track
and hangsslighUy ajar. You notice pale
light seeping in through the dusty win
dows. Sitting quietly in the middle of
the garage: is a worn hansom cab. It
seems to be~de of1eather which has
aacked into large rivulets,. grotesque
paUem5 which look like wounds on
the aging hides.

The wheels are broken in several
places,. and a large gash mars the right
side as if the carriage had been in a
catastrophic accidenL Even the sup
ports which would attach 10the horses"
harness have snapped. A battered top
hat lies on the seaL

[f a Knight examines the insideof the
carriage, read the foUowing:

Allover the floor boards is some
sort of dried, brownish substance. A
few flies stir around when you near iI..
and a lerrible smell.. like rotting flesh
enanates from the vehicle.

The hat, like the floorboards' seems
to have been sunkin some sortof mire.
It too smells of decay.

A find or Poreptio" total of 10 will
reveal an eerie glow around the hal U
oneof the Knightsshould touchit, have
him generate a wil'powu or Mind total
againstthePhantomCoachman'sSpirit.
Failure means that he has become p0s
sessed and will instantly assume the
appearance of the Phantom Coachman.

an invisible spirit wearing a top hat and
suit. (This new appearance is an illusion
and will disappear if the character is
rendered unronscious.)ThecabMli then
transfonn before his very eyes, becom
ing opaque yet fully restored. Ghostly
horses will slowly materialize and the
harness will attach itself as ifguided by
human hands.

P05SeSSed., the Knight will now have
theMind, Pen:eption, Sp;ril and Charisma
of the Coachman (see the rules for p0s
sessionon page950f the Drrorsh s0urce

book). The possessed Knight wiU not
have access to the Coachman's powers.
Hewill feel compelled toattackhiscom~

rades - if he is rendered unconscious,
the possession will end and the true
Coadunan Mli a!tad<. Ifhe ;,; bound by
a golden wire,orrendered unconscious
with a golden weapon. the possession
Mli_endbut theCoadunan will
not reappear. (In this particularcase, the

T he Phantom Coachman

TIle Phantom Coachman is an
unusual honor, in that Talamous
didn'tcreatehim,hesalvaged him.
One stormy night in the city of
LondononGaea, terribleappari
tions of the Gaunt Man's creation
rode the dark winds. The homes
of many Oty residents were tom
to pieces by the angry spirits, and
hundreds 01 refugees dogged the
roads, scurrying £0, the safety 01
their churches.

One man, Darius Barkley, had
just secured a large quantity of
gold from a Victorian expedition
intotheCongowhichhehadspon
sored and had deposited it in a
bank in London. Fearing for the
safety of Ns gold, he jumped into
a cab and ordered the driver to
make for the bank. The vehicle's
progress was soon halted by the
frightened mob in the streets.
When the driver balked at driving
over innocents, Barkley beat him
with his cane and took the reins
for himself. He continued to race
down theOtyavenues, trampling
almost a hundred people in the
process.

Act Three

Coachman's ability to possess others is
bound to his weakness, a means by
whichScratchensured hisservant's loy
alty.)

If no Knight touches the hat, or the
aUempt at possession fails, the true
Coachman will attack the party before
they can leave the coach house.

Have the Knights generate a Perse
verance total at the initial appearance of
the Phantom Coachman.

The Phantom Coachman
Reality: Orrorsh
DEXTERITY IS
Dodge16.maneuver19,meleewea~

ons 17, unarmed combat 16
STRENGTH 18
TOUGHNESS 16
PERCEPTION 11
Fmd 23, land vehicles 13, tracking 13,
hick (18)
MINOU

Midway to London, Barlc.Iey
wasattaeked by the Gaunt Man's
apparitionsandhiscabwasdriven
into a deep ditch. Barkley and his
horsesweremaimedhorribly,and
while he lay suffering in the bit·
terlycold rain, thespectresolthose
he had run down passed and
cu,,;ed him £0, Ns greed.

Now all that remains in the
physkal realm of Darius Barley is
his top hat and the battered cab
which eventually crushed the life
from his body. The "Phantom
Coachman," as he was dubbed,
became a legend in London, a
warning against excessive greed.

Scratch found out that there
wassome truth to the rumor, and
eventually came across the cab
and hat inan auction oftheBarkley
estate. With the pennission of the
Gaunt Man, Scratch used the 0c
cult to trap Barkley's spirit in the
tauered hat and make him a ser
vant. At Scratch's bidding, the
spirit can free itself and do his
bloody work. It is the Coachman
who obtains victims for Scratch.
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Test (20)
CHARISMA 13
Charm 16, persuasion 18
SPIRIT 13
Intimidation 20, reality (Orrorsh) 14
Possibilities: none
Equipment: whip, damage value

STR+3/21
Powers: elementalalteration (mistJ, se

lective invisibility, blur[onn, silence, resis
tance to nonnal wenpons, dark vision, hyp
1UJSI5

Power Rating: 13
Corruption Value: 13
Fear Rating: 1
Weakness: gold objects (severe)
True Death: To be bound by gold

wire - the Coachman has no power to
resist the touch of gold, and his Strength
will avail him naught

Skill Notes: attacks madeagainst the
Coachman when he is invisible suffer a
-5 penalty

Family Graveyard

Scratch's house was "built" on the
site of a mansion~ed to the ground

by the Church Police for harboring her
etics. The families that lived there bur
ied their dead in the small plot behind
the house. It is surrounded by the same
sort of gate which circles the grounds
though it is always left open. The tomb
stones bear such names as Duvallier
and La Aeur.Several have been dug up
recent!y for parts - an evidence analysis
total of 9 reveals a scattering of what
appear to be bat heads and wings near
one of the open graves.

Enter Freely, And Of
Your Own Will

Once the grounds are explored, the
Knights can head for the house. The
manor house is a disaster area, as dark
and dangerous as the mind of the man
who created it. ThefioorboardsaTecon
stantly falling through and rats scurry
about the debris littered floor.

Ifthe Knights are lowonPerseverance
or Simply having too easyofa timeofit
in the house, feel free to introduce a

wandering horror from the Orrorsh
sourcebook or Creatures ofOrrorsh, just
to keep the Knights on their toes.

Anytime a setback occurs, a Knight
has stepped through the decaying floor.
If this occurs while not in a direct con
flict, it will simply be an annoyanceand
will do no damage (but the character
must spend a round freeing his leg).

During combat, let the unlucky vic
tim go in all the way up to his waist,
suffering a fatigue result. Climbing or
Strength totals of 11 are necessary to get
out of the hole. Remind the Knight that
his legs are now dangling over who
knows-what ...

Have the Knights generate stealth to
tals against a difficulty number of 15
when in the ballroom,sitting room, din
ing room and kitchen. U they fail, cut to
"Dh My Groshl"

Uthey successfullyexplore the entire
first floor - or are about to head up
stairs - have them generate find or
Perception totals. Dna 7, they hearsome
onecoming down thestairs. Cut to "Dh
My Grosh!"
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[n] When Axioms Collide: Map 7

~ The Manor Scratch: First and Second Floors

o

Key

"mm'TTI"':I:''-®~-"'''T--~!l'''!''TT--"T'T'''''~~-''T'''~1First Floor
1. Porch
2. Ballroom
3. Dining room
4. Kitchen
5. Sitting room
6. Bathroom
7. Coat doset
8. Stairs to basement

o
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Key

Second Floor
1. Stairs to ballroom
2. Concealed hatch to

attic lab
3. Scratch's bedroom

/library
4. Bathroom
5. Guest bedroom
6. Mr. Grosh's room
7. Overlook to ball

room (5 meter faU)
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The Front Potth

Theporch now suffersfrom the same
weakened floorsas the interior. Paintis
peeling from the columns and plaster
has fallen from the overhang. The front
doorisalwayslocked wHh thenewestin
French design, requiring a lock piddng
total of 13 to breach. The lock has a
Toughness of 18; the doors a 15.

Sensors protect the door and win·
dows - find or Perception of 10 to spot,
science (electronics) of 11 or Mind of 15to
disable.

The first floor windows are also
locked (lock picking total of 10). At
tempts to pick or break the windows
will trigger a mndness ward (see page86
of the Orrorsh sourcebook). Again, this
is active only for the initial touch and
doesnotaffectcharacterswhoapproach
the windows later.

The Ballroom

llluminationinScratch'shomecomes
from candles, and thereare roaring fires
in the fireplaces. (Strangely enough, as
electricoutletsareplain.lyvisibleallover
the house.) Knights passingc1osetoany
of these fires or candles will notice that
the flames gives off no heat. A Knight
touching the flames will find his hands
passing right through. Due to his
pyrophobia,Scratch has castoccult light
spellsdesigned to resemble flames (hav
ing no flames - not even the appear
ance of any - might lead people to
suspect his fear of fire).

Covering the floor of the ballroom
are small piles of plaster, wood, and
trash. Oppositetheentrance isa grand
semi-eircular staircase ascending to the
second floor. Wooden pillars support
the staircase.

Dining Room

A ratty tableand broken dishes adorn
this empty room. Sevensmashed chairs
lie in various heaps. It doesn't look like
Scratchhas planned onentertainingany
guests in the near future.

Kitchen

One of the few clean rooms. Mr.
Grosh has put up a small table where he
and his master sometimes eat together.

II
54

On the table when the Knights arrive is
a plate of cut meat and cheese, half
eaten. A rat will jump from the table
onto the floor as the party approaches.

The appliances are all new and the
refrigerator contains several jars of in
describable material. Normal condi
ments, lunch meats, cheese, milk and a
loaf of bread can also be found.

If the Knights proceed down to the
cellar, cut to 'The Basement."

If the Knights enter the kitchen but
do not go into the basement, passing to
another room instead, the shaden from
the cellar will rome upstairs and hunt
them down. See 'The Basement" for
relevant stats.

The Sitting Room

In this room, Grosh catchesupon his
reading. Heis particularly fond ofArthur
Conan Doyleand a copy ofThe Hound of
the BaskeroiUes is lying open on his re
cliner. A small end table and chair are
immaculate, but the rest of the room,
two couchesand a coffee table, are filthy
and beginning to collapse.

Another heatless fireplace is here,
and a brand new fire extinguisher sits
beside it.

The Bathroom

This French~style washroom is a re
volting mess. Blackslime has congealed
in the sink and toilet while several pre
viously unknown aquatic insects are
breeding in the tub.

Have the character's generate Dex
terity totals when opening the door to
this room. A 9 means nothing happens
- failure means a cracked mirror in the
bathroom falls to the floor with a crash.
This will do no damage to the Knights,
but should startle them.

Coat Closet

Scratch and Grosh have thrown the
clothes of their three victims in here.
The blood-soaked garments have at
tracted theattention ofthe local rat popu
lation. ACyberpapal identificationcard
will fall from a pants pockets if the
clothes are disturbed, the name upon it
that of Agnes Montebanc.

Subtracta Perseverance pointand have
the Knights make a check.

The Basement

Creaky stairs lead to what appears to
bea wine cellar. The walls areofacold,
slimy stone. A singlecandle burning at
the oottom the stairs provides the only
light. When a character descends, read
or paraphrase the following:

The first stair creaks as you place
your weight upon il You realize that
the steps have no backs, and anything
lurking beneath them could easily
reach out and grab your ankles.

Onlyanextremelybrightlight(ahigh
powered flashlight, a fight spell, etc.)
will reveal the shaden hiding beneath
the staircase. Find or Perception totals of
23 will also detect the creatures. U the
Knight spots them beforesetting foot on
the staircase, he is fine. Once a Knight
has reached the third. step, the shaden
will attack, grabbing the character's
ankJeand pullinghimthroughtheweak
ened staircase to the floor (crashing
throughthestairsadds+2totheshaden's
initial attack).

Have the Knights generate Persever
allcetotal whenencounteringtheshaden.

Play this scene out for all its worth.
Drag out the trip down the first few
stairs; extinguish the"candle" twosteps
down; have a rat scurry by at an incon
venient time. Have some fun with it.

Shaden (one per Storm Knighti if
party is exceptionally strong, feel
free to add to this number)

DEXTERITY 11
Dodge 13, flight 13, stealth 18, un
armed combat 14
STRENGTHlO
TOUGHNESS 12
PERCEPTION 9
Find 11, tracking 12, trick 11 (16)
MINDs
Test 12 (19), willpower 19
CHARlSMAs
SPIRIT 10
Faith (Orrorsh) 18, intimidation 11
(5)
Possibility Potential: some (55)
Natural Tools: acidic attack, damage

valueSTR+7/17
Powers: amlOr-defeating attack
Power Rating: 2
Corruption Value: 18
Fear Rating: 1
Weakness: None
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True Death:killed withasteeloriron
blade

Description: Shaden resemble float·
ing patches of darkness. They can com
press and shape themselves, confonn
ing to the shapes of the shadows in
which they hide. In shadows or dark
ness, they receive a +5 to their stetllth.

The only things of any great interest
in the basement are a fuse box against
the wall and Scratch's concealed room
<see below). Accessing it is a simple
action.

The Wine Racks

Relatively valuable wines line the
dustyold racks. Shouldsomeonebother
to collect the bottles, they are worth
about$200,lXX).Theshelvesareananged
so as to obscure the view of Scratch's
concealed room,. the area in which he
toys with his victims.

Anevidenaanalysisor Perception total
of 10 reveals a crack in the wall behind
the racks. Closer examination reveals
this tobea dootway into a hidden room.

Concealed Room

The cold, stone floor of this room is
spotted with patches of dried blood. A
bloody rope rests in the middle of the
floor and various instrumentsof torture
fill the room. Toals of the eyberlegger'5
trade also iitler thechamber, all covered
with blood.

Subtract a Perseveranu point and
have the Knights generate a Pe~r
once total.

Oh My Grosh!
TheKnightswillenrounterMr.Grosh

eitheron the first floor oron thestain:a5e
to the second. U they have failed stmlth
chocks, he will know someone is about
and already be in hiswere-tigerform. U
they have simply overheard him com
ingdownstairs to get hisbook.. he willbe
in human form. His first action upon
confronting them will be to transfonn.

Should the Knights see him trans-
form. havethemgeneratea Prn;eoertIna
total.

at the Knights go into hiding to am·
bush Grosh, have them generate one
last stealth total against his find. U they
fail, he transforms instantly.)

Mr. Grosh (Third-PlantingGospog
-Human Fonn)

DEXTERITY 11
Dcxtge 13, fire combat 13, maneuver
12, melee weapons 15, running 16,
stealth 15, unarmed combat 13
STRENGTH 9
TOUGHNESSU
PERCEYIlON 9
FInd 15, first aid 12, language 12,
_Icing 13, tricl< 15
MlN09
Test 15, willpower 12
CHARISMA 8

SPlRIT9
Faith (Orrorsh) 16, intimidation 14
Possibility Potential: none
Equipment: Standard Cross heavy

revolver, damage value 16, ammo 6,
range 3-5/15/25

Description: Since Scratch was once
the caretaker of a gospog field in Gaea,
he was able to reward himself with a
useful product of the harvest. Grosh is
a gospog of the third planting. a were
tiger. Normally a quiet man who likes
to serve his master, Grosh will become
the beast when danger threatens.......--------------_..
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Grosh does not entirely approve of
his master's embracing high technol
ogy, but knows better than to voice his
objections. His own distaste for such
technology is the reason he carries a
VK:torianpislol ...therthanaCybe<papal
one.

Were--Tiger Form
DEXmRIlY13
Dodge 15, maneuver20, running 16,
stealth 15, unanned combat 16
STRENGTHt4
TOUGHNESS 12
PERCEPTION 9
T...dcing 13
MIND 6
Test (8), willpower 15
CHARISMAS
Taunt (2)
SPlRIT9
Faith (Orrorsh) 16, intimidation 14
Possibility Potential: none
NaturaJ Tools: claws, damage value

STR+3/17; teeth, damage value
STR+IO/24

Powers:shapedlilnge,atllJCkform resis
tana (mogiali physialJ damoge), mis/ana
to normal wttlpcm5, dart vision

Power Rating: 6
Corruption Value: 22
FeM Rating: 1
WeUnes5: None
True Death: Canonlybekilled when

in animal fonn.

Flags
Ifa Nemesiscard is played, Mr. Grosh

will attempt to escape if the battle is
going ag..linst him. He will retum to
Orrorsh to reportonScratch's presumed
failure and retum to plague the Knights
in a future adventure.

Thesameapplies ifGrosh is defeated
in a way other than his true death.

Variables
It is possible that, at some point after

entering the house, the Knights .rugh.
decide to leave and call for reinforce.
ments from the Church Police, the Re
sistance, etc.

II the 510"" Knight group has been
getting pounded in the adventure, al
low them to pick up a few gamema.ster
characters to set off some of the traps

and take some of the initial hits from
honors. Otherwise, kill the unwanted
helpersasquicklyandasgmesomelyas
po!lS1ble, asa warningtocha.ractef'Sabout
trusting Ords todoa Knight's job.

Perseverance Awards
Award the Knights one Perseverana

apiece for defeating Grosh, the
DemonHounds and the Shaden. They
also receive one point for fincing the
victim's bloody clothing. finding the
concealed room, and discovering the
true natureofthe fires inScratch'shome.

Cut To ...
When the party ascends to the sec

ond floor of ManorScratch, cut toScene
Three, ''Shadow Boxing."

SCENE THREE:
Shadow Boxing

The Situation
Standard. Before the final confron

tation in Scratch's attic, the Storm
Knights may explore the second floor.
In doing so, they can find clues to the
True Deathsof the Scratch and his new
est creation. Use the following scene to
detail the rooms on this floor.

The Action
Climbing the grand staircase leads

to thesleepingquartersofScratch (which
also houses his library) and his servant
Grosh. A5 the party asa!nds the stairs,
read 0.- parnpluase the followmg'

Out the bay window, you an see
the rolling fields of the French coun
tryside stretching out for miles. The
lightningthat you heard ewer iscloser
now and you wonder if all "haunted
houses"" Meswrounded bya perpetual
storm at night At least,. it may have
covered any noise you've made so far.

In fact, it has not. The noise of the

Storm Knights' battles has alerted
Scratch, and he has just decided to rush
the creation ofhis newest honor todeal
with whomever has broken into his
house.

Attic Hatchway

Concealedfrom.new,tlUspulHlown
staircase requires a find or Perapfion
total of 11 to spot in the poeT light. This
applies only if the character is specifi
callysearching for the hatch. 0thefWise,
it is a find or Perception total of18tolocate
it.

Masler BedroomILibrary

Scratch's bedroom is the only room
in the house which reflects his expen
sive tastes. Thebed is covered in expen
sive Gaean Ch'in velvet. A nightstand
and chest-of-drawers of a rich ma
hogany, obtained from Gaea's India,
rest in a comer. The wardrobe is made
from the same rich wood and contains
some 14 outfits, all made of expensive
French material Hanging prominently
on one wall is a bright red fire extin
guisher.

On thenightstand isa Victorian book
on the occult called Making Mon, which
details thecreation ofgolemsand gives
a+2toanyoccult ritual involving them.

At the foot of the bed is an old foot
lock"dilled with odds and ends. Afind
or Perception total of 11 detects a false
bottom. Beneath this is $27)XX) dollan;:
in gold coins.

Abookcase rests against the far wall.
Onevolume,Scrateh'sjouma.l,ismarked
with a tattered map of New Culmont.
The map has several sites circled. An
evidenceanalysisorPerception totalof90r
more reveals that these match the loca
tions of the last known sightings of the
three murder victims.

The last entry in the journal is several
days old. Anyone who reads it should
be given Prop 4, ''Scratch's Journal."
Remember that this represents only the
pertinent infonnation and takes about
ten minutes of game time to pick
through.

Scrateh'soccultnotesarecurrentiyin
use in the attic laboratory, but a find or
Perapfion total of 7 reveals that severnl
books are missing from the shelves.

A terminal equivalent toa Wrath nis
also present in this room, hooked into

........".,...-------------------....---
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theGodNet. The "Black Plague" chip is
not in this room.

The Bathrooms

Mr. Grosh's washroom is immacu~

late, with soap. towels and other toilet·
ties neatly laid out with the precision
and cleanliness of a surgeon.

Scratch's bathroom is the opposite.
Thick rings line the bath-tub and evi
dence Ql1Qlysis or Perception totals of 10
detect rolls of dead skin collected near
the drain. The toilet and sink are inde
scribable.

Mr. Grosh's Bedroom

Like his washroom, Mr. Grosh's
sleeping quarters are spotless. It is ex
tremely spartan, the one exception be
ing a bookcase filled with the works of
Arthur Conan Doyle. Grosh has been
trying to get Scratch to create a "Hound
of the Baskervilles" to set loose on the
looal populace but Talamous has so far
only given him a patronizing look and

promised him a vislt to Aysle.

Guest Rooms

Broken bedsand nightstands are the
only items in these rooms. They are not
completelyunoccupied however. Since
these are the only rooms on the second
floorwithout "candles" burning within,
the shadows used by Scratch to protect
his house dwell here.

As soon as the Knights enter a guest
room (oreven open its door), cut to "Me
and My Shadows."

Me and My Shadows
The shadows will strike from the

darkness when the Knights entera guest
bedroom. Scratch obtained them from
the mysterious Nighbnare known as
Mr. Punch, with whom he traded a
horror of hisown creation several years
ago.

Theshadowswill puntue theKnights
once they have been released.

Act",""

Have the Knights generate a Perse
verance total when attacked by the shad
OWS.

Shadows (one per Storm. Knight)
Reality: Orrorsh
DEXTERITY 11
Acrobatics13,dod.ge13,meleewea~
ons 14, stealth 13, unanned combat
12
STRENGTH 11
Oimbing 12
TOUGHNESS 14
PERCEPTION 10
Find 11, tracking 13, trick 12
MIND 9
Test 10, willpower 11
CHARISMAS
SPIRIT S
Faith (Orrorsh) 19, intimidation 11
Possibility Potential: none
Equipment: shadow rapier, damage

value SI'R+5/16
Powers: blur form, darkness, dark vi

sion, aftackform resistance (firearms/explo
sives), silence

Power Rating: 5
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57



TOfg: When Axioms Collide

Conuption ValUe: ZJ
Fear Rating; 1
Weakness: intense Light (stymie)
True Death: Trapped in bright light

for a full minute

Flags
Should the Knights miss the gold

coins or the journal, an Idea or Alertness
card should point them in the right di~
redion.

Perseverance Awards
Award the Knights one PtrSetJeTQnce

point for defeating the shadows, and
three for finding Scratch's journal.

Cut To ...
When the Knights find Scratch's at

tic laboratory, cut to Scene Four, "Tears
On My Pillow, Plague in the Net."

SCENEFOUR:
Tears On My Pillow,

Plague in the Net

The Situation
Dramatic. The Storm Knights hurl

themselves into the attic laboratory of
the Manor Scratch. There they must
stop theactivation of the "Black Plague"
while trying to stave off the attacks of
Scratch's newly-created hOrTor, the
Chiropterase.

Read aloud or paraphrase:

Topping the st~lrs,an explosion of
light and sound fills the attic above
you. When your senses return, you
hear the laughter of an insane soul.

The attic looks like a cross between
a cybe:rle:gge:r's lab and a weird
scientist's nightmare. A we:ll-dressed
but scrawny old man shuffles across
the floor and begins punching some
thing in on a cyberdeck.

To your right are several hideous
forms, wmbies or gospog by the look
of them. They hang from hooks and
dtainsemMddedinthewallsandreach

out toward you as you crawl from the
hole:.

A sliding panel in the roof above
you stands open, and the rain colJects
in puddles all over the floor.

The room is dominated by an oper
ating table, to which is strapped a mas
sive: creature resembling a h~oid
baLCyberenhancement5protmdegro
tesque:ly from its skin.

As you watch, it begins to move,
tearing its straps apart as if they were
paper. Suddenly you realize that the
explosion which greeted you was the
lightning that gave: life to this horror.

The: old man lifts his e:yes to the
heavens and screams, "'It lives! I have
won! Wonl Ha ha ha ha hal'"

The Action
Stopping the "Black Plague" is the

audal element in this scene. While
some Knights enter the CodNet, the
others must battle Scratch nnd the crea
ture he sparked to life only moments
ago.

The lightning bolt that aided in that
effort succeeded in cutting aU power to
the lab. (Note that cyberdecks are pow
ered by theirinterfaeewith theGodNet,
and do not require external power
sources.) The attic is now lit only the
occasional flash of lightning - those
without enhanced vision suffer a pen
alty of-5 to aU fire rommt, missilewtQp0n5
and mcgy wttlptms attacks. A find or
PeraptiotJ totalof 10will reveal the pres
eneeofan auxiliary generator, currently
turned off.

The power failure has also released
the zombie from their power chains
they will attackthe Krughts.Scratch. the
Chiropternse. and just gener.illy make
nuisances of themselves.

The rain has made the floor slippery.
Anyoneattempting a mQ/lelltltrsuffersa
-3 penalty duetotheconditiorui. A total
less than 8 means the character slips,
suffering a knockdown result.

Zombies (3)
Reality: Orrorsh
DEXTERITY?
Stealth 10, unanned combat 9
STRENGTH 12
TOUGHNESS 1.
PERCEYI10N 1
Trick (10)

MIND 1
OIARISMA3
SPIRIT?
Faith (Orrorsh) 11, intimidation (18)
Possibility Potential: none
Power Rating: 1
Conuption Value: 13
Fear Rating: 1/2
Weakness: None
True De~th:Shot through the ht-lld

(vital blow which causes at least a hewy
wound)

Work Tables and
Chemical Racks

Each table features electrical genera
tors, boiling concoctions, and mazes of
tubing conducting some noxious liquid
into large beakers. All of the Bunsen
burners are currently off. As the battle
ensues, this equipment will inevitably
be wrecked, scattering its debris on the
floor. This creates random hazards a~
propriate for a setback or two (see
''Aags,'' below).

Inaddition, there is a largeamount of
soundequipment lining the wall, which
Scratch uses to keeptheChiropternse in
line. With the power out, the Knights
will have to restore it.See "Chiropterase
Rising."

The Cyberdeck

A tenninal equivalent to a Wrath 0
sits on a metal table here. The virus
created by Scratch is an independent
entity, a merging of cyber-science and
the occult. The specific instructions for
the "Black Plague" are to pass through
the langres exchange and find an iscr
lated area to reproduce itself. This was
to happen at 8:00 am the following day.
After it had produced 13 versions of
itseU, it was programmed to scatter
through the Netand attack thepeopleof
CyberFranee dUring Sunday Mass.

When Scratch became aware of in
truders in his home, he decided to go
ahead and launch the virus early. He
begins the activation process when the
Knightsemerge into the attic. Smashing
the terminal or the chip cannot stop the
virus from "awakening:'

The activation process, once begun,
requires four steps, A-D. This isa useof
Dramatic Skill Resolution for the virus,
in which it need not generateany totals.
It is present in the Net, but dormant
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~ Scratch's Journal

January 25th, London, Victoria
... an interesting legend. A nobleman nRmed Darius

Ba~kley supposedly trampled severa' people ta death
whde trying toget toa bank In London.lt seems theCity
was being attacked by the Gaunt Man's creatures and
&rkley wanted to make sure his gold was safe. The cab
in which he was riding must have crashed, killing him.
I cameacross the cab in anauction ofhisestateand think
Jhave found a use for him. Jwill put his soul into the
tattered hat he was wearing at O,e time ofhis death and
use him as a sort of "coachman." This would be a
fantastic way to minimize the risk of picking up my
conquests.

December 18, New London, Orrorsh, Earth
I write this as J prepare to travel to Jean Malraux's

realm. The field was destroyed last night by the umcers
or some otl,er such regiment of red-bellied buffoons.

January 5th, New Culmont, CyberFrance
I have transferredall my currency togold coins. This

presents a certain danger to the coachman, so I've
hidden them safely away. My equipment has arrived at
my new home, the Milnor Scratch.

This realm is fantastic! That fool Millraux has no
idea the capabilities of his technology. I will have to
experiment with these mechanical limbs and attempt to
integrate them into my creations.

One of my undead assistants upset an experiment
today and st~rted a small fire. Needless to say, it was
most Ilpsettl1lg - fortunately, it was extinguished
before any damage was done to me. I vivisected the
clumsy foot of course.

January 15, New Culmont, CyberFrallce
.Heketon has granted me a soul! This is further

evIdence that Thratchen is only pretending to rule
Orrorsh. Perhaps I can regain ti,e favor of the Gaunt
Man and the Hellion Court if I can create sufficient
havoc in France.

January 16, New Culmont, CyberFrance
... I willcall myfirsterperiments "DemonHounds."

1?'~ pieces stolen fro,:, a local gang and my young
VlSltOrs hove proven mvaluable ... though I believe I
may have made the optical units too sensitive to light.

January 23, New Culmont, CyberFrance
Malraux's creation, the GodNet, is fantastic! Jhave

ActTh~

bought a"terminal" and installed it in the manor. With
the use af 'skill-ehips,' my knowledge of the GOIlNet
has become equivalent to years of reseorch! 1 must
create my mun environment ... Olle more in line with
my tastes.

January 28, New Culmont, CyberFrance
Horrorsare seriouslyoutgunned in this realm. While

Jwillcontinue to blend the benefitsof"cybenvare" with
m)( horrors, / think / have found a better way to cause
mIsery, death, and fear throughout the entire realm!
Tire Calmt Man will be pleased!

February 2, New Culmont, CyberFrance
Oh, the girls here are so tender and so sweet./ hove

sent the Coachman out many times now and he has
delivered excellently. Most of my lady friends have
come from umgres, but I must try to meet some from
New Culmont soon, perhaps this very night. I could
stay here for many decades. But alas, I must return
when the Gaunt Miln awakens from whatever dark
sleep is holding him.

February 13, New eulmont, CyberFrance
I have stumbled upon a band of criminals who cut

cyberware from corpses and resell it on the black mar
ket. It should be a simple matter for the Coachman to
take their wares, and the fools won't be able to report it
to anyone!

February 13, New Cllimont, CyberFrance, Supple
mental

The virus is tlearly finished, but ti,e artificial envi
ron~ent I've created is constantly crashing. The other
Sentmels seem to lock ~p whenever it becomes self
aware.. I even had an mtruder recently - the file
regardmg the Phantom Coachman and Iris true death
may have been copied. J mllst send the Coachman and
Crosh to kill ti,e fool before he succeeds in binding my
spectre.

Still, this will not robmeofmy triumph. When lload
the virus into the Net and complete the activation
process, the "Black Plague" will leave my construct
and replicate itself13 times. Then it will spread through
out the Net, sm,ding Surges up the lines of thousands
of users. All WIll be chaos and blood, and J will have
justified the Gaunt Miln's faith in me!

I.
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untilthefourthstephasbeenrompleted.
During the stages, the monitor screen
will flash, "Stage 1Complete," "Stage 2
Complete:' etc.

During the time the virus isdormant,
all gates and Guardians will function
normally within the construct.

A science (computers) or cyberdeck op
erationstotal of9will reveal that such a
sequence has been entered. The pro
gram will have reached the "Black
Plague" in thesecond round,but itneeds
a few minutes (about 18 rounds) to scan
theCodNetformonitorsbeforeitleaves.
It will then take five rounds to leave the
construct and enter the Net, replicating
immediately upon exiting.

To destroy the virus, a decker, with
or without companions, must go into
Scratch's virtual environment and de
feat it incombatbefore it passes through
the Langres exchange. This should be
exceptionally dangerous since the
Chiropterase, the zombies, and Scratch
himself will be attacking the Knights
who remain in the physical world, as
well as the dormant bodies of those in
the Net.

Usetheconstruct map found inScene
One for reference. The virus will be
located in Cell 7 until it finishes scan
ning for montitors. Due to a glitch in
Scratch's programing, no other Senti~

nels or Guardians in the construct can
operate once the virus awakens.

Try to keep the action fast as Scratch
tries to destroy the bodiesof those in the
Net and the rest of the team tries to stop
him.

The Black Plague
DEXTERITY 12
STRENGTH 19
TOUGHNESS 18
PERCEPTION 8
MIND 7
CHARISMA 4
SPlRIT6
Reality 17
Possibilities: 8
Net Values: net attack (melee) 17, net

defense 17, net find 9, netstealVt 15, net
manipulation 14, net tl'ack 12

ResponselProcessoriStorage: 2/6/
12

Program"Onslaught3 (2),Scan2 (2),
srnge 1 (2), DeckWipe 1 (2), T"ce4 (4),
Reproduce 1 (4)

Description: The plague appears as
an unusually large, rotting humanoid.
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Powerful gray muscles can be seen be
neath the tattered rags it wears. It can
reproduceitself13times. Thereproduc
tions will not have this ability and the
original virus may only perform the
action once.

Home Wreckers
The floor around the operating table

has been smashed by the lightning bolt.
Only a few crossbeams make the hole
tl'aversable. These are slickand hard to
walk across (an acrobatics or Dexterity
total of10 is needed to keep from falling
through to the second floor). Any at~

tacks made while standingononeofthe
crossbeams is at -3.

Anyone who gets the bright idea of
jumpingupon theoperating slabshould
generate an evidence analysis or Perce"..
tum total. On a 10, he notices the weak
ening beam beneath it. (If the
Chiropeterase's dnrkness is in effect, no
roll is made, unless the Knight has the
ability to see in such conditions.)

A setback result while a Knight is on
the slabwill cause thebeambeneath it to
collapse, sending both operating table
and passenger crashing to the floor be
low.

Chiropterase Rising
Have the Knights make a Persever

ance check when they first see this crea
ture. The Chiropterase is an Onorshan
horror outfitted with cyberware. It is a
gigantic, vaguely humanoid, bat and
possesses an extremely large mouth
filled with rows of metal teeth jutting
painfully inalldirections.Titanium pins
run bloodily from elbow to shoulder
and enhance its physical strength much
in the way cyber-arms do.

The eyes of the beast are a dull red
and seem to fu1filI no function (it is
technically blind). They are actually
FFO CamEyes. An interesting effect is
that whatever is being filmed can be
seen reflected dimly in the Chirop
terase's pupil.

The hands are immensely oversized
and bearcyber-slashers.Thick, leathery
wings sag between its body and its long
arms, and the creature is capable of
flight (though not in the cramped quar
ters of the attic.)

Before each action, the thing will
briefly let out a piercing screech. This
is actually "bat radar," the reflecting
sound waves provide it with a pic
ture ofeverything in a forty-fivedegree
arc to the front. Should these sound
waves be stifled (by, say, a deoth of
sound miracle), the creature will be
effectively"blinded."

The Chiropterase was created with
the Cyberpapacy specifically in mind
and has the powers of dnrkness, dark
visum (through its "radar"), and attack
fonn resistance (spiritunl) and attack form
resistance (firearms/explosives). Its tactic
will be tocreatedarkness (which will fill
the entireattic) and leap to the solid part
ofthe floor,attackingfromrelativesafety
there.

If it should be broken and forced to
flee, it will seek a hiding place some
where in the surrounding countryside
and venture out only at night to feed.

Its weakness is intense sound.
Screaming will keep the creatureat bay,
but real volume (roughly 150 decibels)
will have to be produced to cause its
true death. Subjecting it to this sort of
intense pain for one minute will cause
the creature to explode in a black and
bloody mess.Thecreaturewillbe"blind"
d wing those rounds in which the sound
isbeing played. He is unskilled in the first
round, fatigued in the second round,
stymied and fatigued in the third round
and setback in the remaining round~.

While ''blinded,'' the creaturesuffers a
5 penalty to aU attacks.

The damage value of 150 decibels is
equivalent to a 21 on the Torg Value
Chart. Decibels can be read as a +10 on
the chart. 150 has a value of 11, so +10
makes it a 21.

For reference purposes, raucous
music is at roughly 80 decibels; thunder
is 90 decibels; a plane taking off is 100
decibels.

In every round in which the killing
sound is being played, Knights, along
with all other characters present, will
suffer damage. Knights can actively re
sist the effects of the sound by generat
ing successful Toughness totals.

Scratch will take damage for one
round, and then put special earplugs in
his ears to protect himself. Earplugs
provideTOU+15protection;a motorcyle
helmet would provide TOU+4 protec
tion; a knight's helm would provide
TOU+2protection;eannuffs would pro-
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vide roU+1 protection.
If the Knights wish to use Scratch's

sound equ;pment, they will have to re
storethe power.This meanseithertum
ing on the auxiliary generator (sciena
(dtdronics) or Mind total of 8) or going
down tothebasementand replacingthe
fuse. Orolng the latter is a simpk! action.
but will require seven rounds (three to
get to the basement, one to replace the
fuse, three to get back up). Characters
with theability to teleport can,ofcourse,
reduce the amount of time needed.

Chiropterase
OEXTERlTY12
Dodge 16, flight 14, maneuver 15,
stealth 13, unarmed combat 16
STRENGTH 20
TOUGHNESS 2.
PERCEPTION 10
Fond 15, tracking 15, trick (11)
MIND 4
Test (18)
CHARISMA)
Taunt OS)
SPIRIT 6
Faith (Orrorsh) 12, intimidation 13,
reality (Om"sh)l8

Possibilities: 2 per Storm Knight
Natural Tools; teeth, damage value

STR+4/2.; wings, speed value 8
Equipment: slashers (both hand),

damage value STR+4/24, fR) Cam
Eyes, OATAS Hi-Freq; cyOO value 6

Powers:: darkness, dLJrk vision, attack
form nsistanre(firermns/explosives),attack
form rrsislance (spiritunl)

Power Rating: 4
Corruption Value: 18
Fear Rating: 1
SuggestedWeakness: intensesound

(stymie weakness)
Suggesled True Death: Trapped in

high volume area for a full minute

The Talons of Scratch
Theold English used tocall theDevil

"OIdScratch.... Talamoustookthename
after he was corrupted many decades
agobackonGaea. Never-one tosocialize
with Victorian society, the sorcerer-sci·
enlist has had many close calls at the
handsof theSacellum. His saving grace
was his high aptitude for the occult and
a metabolism which allowed him to

work for long stretches without rest.
Finally, however, the churchmen

trapped and burnt him. Hissoul went to
a Waiting Village where, gaining the
attention of the Gaunt Man, Talamous
was offered a position as a Nightmare.
He eagerly accepted and followed the
Gaunt Man over to Earth for the initial
invasion. When the High Lord disap
peared and the replacement Thratchen
came to power,Scratchwas relegated to
supervising a gospog field. He never
stopped creating horrors, however and
Heketon continued to send him cor
rupted souls, seemingly under the aus
pkesofThratchen. Onlyrecently,when
Scratch received the souls for the
DemonHounds, did he realize that the
techno-demon must be unaware o(
Heketon's actions.

Talamous possesses a dull silver 0c

cult amulet with a full moon carved
upon it. One side of the moon appears
to be bright while the opposite is stark
black. Somewhere in the middle the
two sides blwtogether. A character who
wears it will be harder to hit (DEX+S (or
defense)

When Axioms Collide: Map 8

Scratch's Allie Laboratory
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If Talamous is losing and sees a
chance to escape, he will. One of the
reasons he's still alive today is because
of his discretion. He realizes he will
probably be able to return in another
form if slain, but is none too anxious to
find out.

Talamous Scratch
DEXTERIn'15
Beast riding. 16, dodge 18, fire rom·
bat 19, maneuver 17, prestidigitation
20, stealth 19, unarmed combat 10.
STRENGTIi 22
TOUGHNESS 22
PERCEPTION 19
Cyberdeck operation 25, evUlence
analysis24, find22, language(French)
21, research 25 cybenleck operation
15
MIND 11
Cybertech 20, medicine 21, science
(biology) 21, science (chemistry) 21,
science (computers) 19, test 24, will·
POW'" 22, occult 28
CHAR1SMAI6
Olarm (17), persuasion 17, taunt 19
SPlRlT14
Faith (Orrorsh) 17, intimidation 21,
reality (Om",;I,) 22
Possibilities: 5 per Storm Knight
Spells: boiling blood, dloth haunt, ftnr,

mod"as, tlu! markofthe hunted, slow dmth
Equipment: GWI GodMeeter, dam

age 20, ammo 30, range 3--12/30/50;
Cyberware: ChipHolder with 3 chips,
eyberlech +2,and theothersare DatChips
which Talamous hasbeenusing in place
of his journal; occult library; amulet
(DEX+5 in defense)

Powers: magimlresistance, ward breach
Power Rating: 4
Corruption Value: 21
Fear Rating: 2
Perseverance ON: 18
Weakness: fire (severe)
True Death: Burnt to death

uScratch should be killed, the house
will vanish as if it never was. All that
win remain will be the Knights,Scratch's
corpse, his journals and the footlocker
full of gold (if it has been found), alone
on a barren field.

Aftermath
The primary condition for victory is

thedestructionofthe wa1ack Plague." If

this is accomplished, Scratch will try
and escape to plan again.

If Talamous and his creations are
destroyed, the Knights will find it easier
to piece together the remaining parts of
the puzzle. Anyone with a ChipHolder
can read the DatChips in Talamous'
head (iftheysurvived the fight) and the
gamemaster can reveal thedetailsofthe
last two acts. An hour of reading the
journal will also reveal thetaIesand true
deaths of the Phantom Coachman and
the other creations.

Act Three

If the virus was allowed to get into
the GodNet, the Knights will hearabout
the deaths or dose to a thousand Net
users the rollowing day. Jean Malraux
win broadcast through the HolyVids
later that the forces of the Cyberpapacy
have dealt with the virus, which was
undoubtedly planted there bydemonic
entities.

This will represent a severe blow to
Malraux. Although some will find their
faithincreased,manymorewillbecome
fearful ofusing the eland question the
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Cyberpope'sabilitytoproteclthemfrom
suchevils. This will weaken the realm in
itsstruggJes with Nipponand Tharkold
(and eventually Orrorsh). Scratch, who
believes theGaunt Man will retum from
his "tourofconquests" soon, planned to
present the disorder in Malraux's realm
to him as a gift.

If the virus was stopped, the Knights
might wish to leave Scratch's joumals
where the Church Policecan find them.
This will certainly result inopen hostili
ties between the Cyberpapacy and Or
rorsh and an intensificationofthebattles
between Malraux and the forces of
Tharkold (who, the Cyberpope is cer
tain, were behind this clumsy attempt
by Thrntchen to weaken him).

[f Talamous was not put to his true
death, the party will most certainly hear
from him again ... someday.

Hopefully, however, all went well
and the characters can retire to the
Demon's Bane Inn for a little rest and
recuperation, maybeeven totella taleof
glory or two. When and if the town
hears of their bravery, they will try to
reward them in any way they can.

Flags
Nemesis cards need little explana

tion. IfScratch or his soul survives, he
will blame the characters for his defeat.
ll\is subplot is worth two Possibilities
per act whenever the necromancer or
his minions return.

Setbacks can add a lot of drama and
danger to this act. Perhaps a noxious
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chemical brew explodes near the
Knight, causing damage if she inhales
it (damage 12 plus bonus with no ar
mor). Also, some of the floor sections
are looseas in the lower floors, provid
ing ample opportunity for a character
to slip and fall through as in the sec
tion "Home Wreckers."

Villain setbacks could send Scratch,
the Chiropterase or one of the zombies
plunging through the floor to the sec
ond level. If this happens to the
Chiropteraseand itsurvives, it will crash
up through another part of the ceiling
two rounds later, possibly spilling char
acters into the holes as it does so.

Another setback for the villains is to
have the chemicals somehow catch fire.
Talamous has a weakness and a fear of
flames and could be maneuvered or oth
erwise tricked into falling into them. If
this happens, let him stumlJle around
burning for a few more rounds while
the party pumps more lead into him.
Finally,ac1imactic fall through the floor
(as above) will finish off the necroman
cer. (But that's just one scenario ...)

Variables
If the party slags the terminal think

ing they have dealt with the problem,
tell them they see the message, "Activa
tion Process Proceeding" flash on the
screen just before it dies. If a character
has a cyberdeck nearby (or can reach
either one of Scratch's), he could try to
patch directly into the Net to stop what
ever is happening before it gets too far.

[f the party does not have a decker
or if the decker isdead and they have no
time to contact a gamemaster character
- feel free to fudge. A character with
science (computers) or scholar (computers)
might be able to work a programming
miracle and countermand the virus'
programming or a character might just
take a wild guess at the right buttons
(Mind with a very high diffirulty num
ber). It is recommended that you not
exercise this option if the possibility ofa
Net run exists, as it robs the scene of
some of its drama.

Adventure Awards
Anyone who survived this adven

ture receives seven Possibilities, plus
one more if Nefastario was driven off.
Finally, each hero gets four more if the
"Black Plague" has been stopped.

Epilogue
If the Knights collected incriminat

ing evidence against Father Dumois,
they can tum it over to Captain Loison.
When he finds out that Malraux is be
hind the gospog attacks, he will lose his
faith in theCyberpapcy. After attempt
ing the assassination ofDumois, Loison
will join the Resistance.
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The Near Now . As the Possibility Wars tum
realms against each other, an Orrorshan Nightmare
seizes control of a portion of the GodNet with a
diabolical plan to use the Cyberpapacy's greatest
weapon against it.

The people of New Culmont have more to fear than the
Inquisition and gospog attacks. Their young women are
being murdered, their bodies stripped of cyberware. And
the killer leaves a taint of horror behind him unlike anything
they've ever known ...

The bloody trail leads into the GodNet, where spectral
figures have been seen and a strange, ebon-hued creature
has tom apart innocent deckers. From a trial by fire to
battles with horrors both in and out of the Net, the Knights
must plunge into a whirlpool of fear if they wish to save the
lives of thousands.
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Mm Axioms CoIIUk is an adventure (()f" Torg:
RoIqItrying 1M Possibility Waf'S. You need the
boxed game 10 play. as well as the Cybuprl".,q
and Orrorsh sourcebooks and TM GodNd
supplement. While the material in thisadven
ture is set in Torg's Earth of the Near Now,
manyo( the situations and adventure ideascan
be incorporated into other game systems.

For ages 12 and up.
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