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Introduction

Prologue
'"'Quem ]upittrvult pertkrt, dDnCltat

priflS; thos<whom GodtDOUlddlstrny,H.
first makes Storrn<rs."

- Pope Jean Malraux I

181 n~d:~NeuNowMenacing shadows
greyed the legendary
white cliffs of Dover, the
heavy clouds of the real·

ity storms hovering threateningly
nearby. A cloaked figure stood on the
edge of the cliffs, watching a distant
form as it emerged from the evening
fog and swooped down toward him.

"Greetings Manwaring," spoke the
Ravagon, "I bring a message from
Thratchen. who acts in thenameofthe
GauntMan."

The cloaked figure seemed
unintimidated by the winged demon.
lndeed it was the Ravagon who was ill
at ease, not meeting the eyes of the
man who stood before him.

"'TItere was a time," the man said,
"when noonerould 'act in the nameof
the Gaunt Man' - and live. Tell me,
Ravago~ what goes on at Illmound
Keep?"

The Ravagon hissed and moved
toward the man threateningly. 1'hat
is none of yow concern, Manwaring.
YoW'S is only to foUow orders - re
gardless of who issues them."

Manwaring stood his ground.
Looking up into the Ravagon's face,
he smiled, bearing his fangs. Startled,
the Ravagonstepped back,and looked
into the vampyre's eyes and was
tmnslixed.

'1 have never drunk the blood of a
demo~" the vampyre said, holding
the Ravagon with the strength of his
will, ...they say it is bitter, but power
ful. Perhaps I should try it now, eh?'"

The Ravagon showed remarkable
resistance, bringing one winged claw
up to block the vampyre's gaze.
Choosing not to press the issue,
Manwaringavertecihiseyes. "Perhaps
some other time, then. What is your
message, courier?'"

Once released, the Ravagon raised

its claws to slash the vampyre to the
ground. But at the last instant, it too
relaxed, though it continued to Oex its
talons as it spoke:

"This grows tiresome. I assure you
I dislike having to work with you as
much as you do 1.1 suggest, however,
that wemakeeveryeffort to cooperate
- for both ow sakes."

"Yes," the vampyre replied, "no
doubt your master watches even now
through his accursed mirror. Has he
seen all that has transpired from the
beginning?"

"He has seen much. How much. I
do not know. There are places on this
accwsed planet whereeven his magic
does not suffice."

Thevampyretumedandspokeinto
theslcy. '1fhe does not know it yet, tell
him that the Stormers are near. And
that I shall soon have this shard of
damned Eternity."

"'Hecommandsyouto wait,... stated
the Ravagon. "'He must know more
about this Eternity Shard and its pur
pose, before you strike."

"Then I am to stand idly by while
those Stormers do as they please?'"

""You are to see that the Stormers
are allowed to complete their quest
without interference from other High
Lords. Once you discover the true
purposeof the PossibilityChalice, then
you may ... feed. Assistance will be
available, if you require it."

As the Ravagon spread its massive
wings, it spokea final word. "Perhaps
aher that, I shall visit you again and
we can continue ow discussion about
blood."

As the Ravagon took flight it lashed
out at Manwaring with a razor-.sharp
talon. Just a scratch, it thought, a little
blood - on account, as it were. But
before the beast could strike, the
vampyre disappeared into the fog in a
rustle of cloak. and leathery wing, his
booming laughter echoing off the
clouds and then fading into nothing.

TIle Ravagon scowled as it took to
the starlessskies. Uthere was one thing
it disliked most about the undead, it
was their penchant for dramatics.

France: The Near Now.
"Tell meagain how you have failed

the Holy Mother Church."
~ accused, stripped of his cyber

weapons and enhancements and clad
in a robe of coarsely-woven cloth,
raised his head and looked into the
smooth-jowled face of the Grand in
quisitor.

"The map ... was not complete ...
when I reached the temple....

"And?" urged the Grand inquisi
tor, his word sohly spoken, his eyes
hard, having already mentally judged
and sentenced the failed eyberknight.

"And then they came ... the
Stormers, bearing the missing tiles."

"But you did not bring these tiles
back to the Council ofBishops," stated
the priest.

"I set traps ... I fought," said the
prisoner despairingly, knowing that
he was already many paces down the
road to damnation.

"Not well enough."
'1 was one. They were many."
"''My strength is as the strength of

ten. becausemy heartispure,''' quoted
the Grand Inquisitor.

"That was Galahad."
"And you are a failure and a her·

etk," pronounced the priest. "You fell
before the punyonslaughtofa band of
Stormers. You have failed theChwch."

'1 ... I made a visual record ... of the
tiles already on the temple waU:' said
the prisoner, a note of entreaty begin
ning to enter his voice. '1 sent them
back to France via satellite uplink ...."

The Inquisitor's eyes narrowed.
"Let us see these photographs," he
snapped, "and perhaps there may yet
behopeforyoursouLGiventheproper
pauma."

The prisoner winced. "'TItere is a
password, Father. I can't tell you ......

The priest did not argue. He Simply
thought fora moment, and thenspoke.

"Heresy."
The prisonersighed. The inquisitor

reached into the chained man's roarse
smock and pulled out a manilla enve
lope. He continued his speech as he
opened theenvelopeandgJanced over
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the 8 x 10 glossies. '1t was a poor
choice of words, for one in your posi·
tion."

The priest leaned close to his pris-
oner, 'The Church is much like the
Lord we worship," and this last part
he whispered, "we artomnipotmtr

Satisfied, the priest moved away
from the prisoner and stood motion·
less in the far comer of the charit.ber.

"'Thy soul is damned for all eter
nity. End program. DeVris, memory
one - gosub Hell, infinite loop. Erase
backup."

The prisoner tried to scream, but it
was too late. Spewing a shower of
data, the programwhich was thec.yber
memory of Pierre DeVris was sent to
the part 01 the GodNet called "Hell."

The inquisitor crossed himself,
turned on his heel and exited the
chamhe>-.

The Ukraine: The Near Now.
She knelt in thesnow for some time.

Her pants were soaked through, and
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her face reddened by the biting cold.
She felt nothing.

"Katrina."
It was a voice she knew well, one

which surrounded her with comfort
and security. It was Nicolai Ondarev,
head of the Soviet Institute of Psychic
Research, and her friend.

"Katrina, please. It grows dark."
Katrina Tovarish rose stiffly from

thesnow,and Nicolai wasinstantlyby
her side, warming her with a woollen
blanket. "'Youbaby me like mymother,
Nicolai."

Together they walked back to the
car. Katrina's mind wandered still,
remembering the paths that only she
could tread.

'1here is an energy," she began,
"not unlike that of the stelae.... Her
sightless eyes shifted skyward.. "'Yet it
is different somehow - without mal
ice.lts purpose is not to bring pain, but
to ... to send a message, I think.

"Amessager Nicolai broke in, '1'0
whom?'"

"To all of us."
Nicolaipaused toconsider Kabina's

words.Overthemonthshehadleamed
to decipher her riddles, yet this meant
nothing to him. rmally, he surren
dered.

"And whatisthemessageitsends?"
'1 do not know," she responded,

frustrated. "I only know we must find
it, although it is distant."

"Where?'"
Katrina unfurled her palearm from

beneath theheavy b1anl<etand pointed
out over the rolling hills to the west.
"Somewhere, that way."

"We must leave now," she said ur
gently. '1 feel that it could be very
important .....

"What is important,· Ondarev qui
etly stated, "is that you change out of
these wet things, climb into bed and
get a good night's rest. Whatever is
out there can wait until morning."

"You area motherat heart, Nicolai"



Thebes: The Near Now.
Clear blue water once more lapped

against the stone walls of the sacred
lake and scintillated under the bril
liant sun of Upper Egypt.

Across the lake, to the northeast,
stood the Great temple of Amun. An
avenue of ram-headed sphinxes led
northwest from the main gates of the
temple precinct to the sphinx-lined
roads that led southwest along the
Nile to Karnak and Luxor.

Pharaoh Mobius, dressed. in the
tightlycinctured linenskirtand double
plumed headdress of Amun-Re
(Amun in his aspect as Ret handed to
his companion the ankh, which he
carried in his left hand, and the cer
emonial switch, which he clenched to
his chest with his right hand.

Bending, Mobiussearched through
the sands until he found a flat stone.
Standing, and with a sidearm flip of
his hand, he skipped. the stone across
the waters of the sacred lake.

"You see, Wu Han? A few exciting
bounces and soaring hops. Then, hav
ing spent all its energy and gained
nothing, it sinks to the bottom. Even
the ripples it created in its passage
have settled and disappeared."

"Yes, Pharaoh, 1 see the rock sink,
but I don't-"

"You,Wu-Han," explainedPharaoh
Mobius, "in your excitement over the
quest foran Eternity Shard,skipped to
the Uving Land, soared to a temple in
India, hopped. at the chance to obtain
plans for an atomic bomb, spent all
your energy, and sank to the bottom.
And for what, Wu-Han? To see the
puny ripples, the effects of your ac
tions, fade into nothingness."

"My Pharaoh, the bomb _"
"The bomb is as dust beneath the

wheels of my chariot compared to the
power of the Etemity Shard. You have
failed me, Wu-Han."

Mobius brushed his hands, dusting
off the few remaining grains of sand
left over from his search for the stone,
turned to Wu-Han, and said, "Come,
walk with me."

"Where, mighty Pharaoh?" asked
Wu-Han, beginning to fear for his life
and, at the same time, to formulate
strategies that would save it.

Sensing the unease in his
Overgovemor of Memphis, Mobius
chuckled and said, "Not far, myoid
friend. Just to the chambers below the
temple of Amon-Re-Harakhty."

"Not the Omegatron," declared. Wu
Han, planting his feet as firmly as he
could in the shifting sands beneath
them.

Mobius laughed heartily at this
overt statement of his minion's fear
and, when his laughtersubsided,said,
"No, not that. I have come up with
something new to aid us in the consoli
dation of the TenthEmpireof the Nile."

Nodding acquiescence, but preter
naturally alert, ready to battle even
the Pharaoh to avoid that terrible ma
chine, Wu-Han followed Mobius into
the sanctuary and then beneath the
temple of Amon-Re-Harakhty.

"Observe" urged Mobius as he
clapped his hands Wee times. A cUcle
ofpriestssurroundingamassivestone
brazier began to chant. Two burly
shocktroopers dragged a young girl
into the room. She was bound by the
wrists and ankles, butdid not struggle,
for hereyes showed the hazy film ofa
drug-induced stupor.

Mobius motioned with one hand
and the girl was tossed into the lit
brazier. A cloud of blue sparks bil
lowed up from the fire, obscuring the
girl. As the chanting priests reached a
crescendo, another burst of sparks ex
ploded from the brazier. The fire was
instantly extinguished, leaving the
chamber in darkness.

As the shocktroopers lit torches,
the darkness dissipated. The young
girl was gone. In her place sat,
unfettered and regal in bearing, a
woman wearing: a red crown; a collar

Introduction

studded with blue and.red faience,
colored glass, and beaten gold; and a
sheer,long pleated skirt that reached
from her ankles to just below her
breasts and was supported by two
straps over her shoulders.

She held an ankh, two crossed ar
rows, and a shield in her hands. Her
slanted, painted eyes looked with
goddess-likealoofnessatWu-Hanand
Mobius.

'Welcome, avatar of Neith, god
dess of war and hunting," Mobius
began. 'We beseech your aid in the
search for those who would stand in
the way of the greatness of Upper and
Lower Egypt, of this the New Empire
of the Nile."

Wu-Han was puzzled. "But ... how
can this be? The Walking Gods are
bound to their tombs and temples.
Surely even you can't-"

"There is nothing I cannot do, Han.
The sooneryou realize this, the sooner
you willabandon yourtiresomeambi
tions and join me in the business of
subjugating this cosm to my rule:'

The goddess looked at Mobius in
his Amon-Re attire. Partly because of
his resemblance to the creator god,
partly because she desired Egypt in all
its glory, and partly because the spell
which summoned her guaranteed her
loyalty to Mobius, Neith nodded and
said, "I shall hunt, and what 1 hunt 1
shall find."

"Sheis yoW'S todowithas you wish
in this matter, Han - as is one other
who will answer to her. You have
received what few others have from
the hand of the Pharaoh; a second
chance. I assure you, thisisthelimitof
my charity:'

Han bowed low and backed out of
the chamber.

••
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Introduction

•

he Forever City is an ad
venture for Torg:
RoI~"g til< Possibility
Wars. You must have the
roleplaying game to run

this adventure. Adventures for Torg
take place on Earth in the Near Now.
Earth has been invaded by six power
ful beings from other realities. The
High Lords, the leadersof the invaders,
have the power to conquer the reality
ofour universe and impose their own
truth in its pla<:e.

Although the High Lends wo,ked
together in the invasion of Earth. the
disappearance of their leader, the
Gaunt Man, has allowed each of the

L...:1::.....J mportant Note

Aside from certain props. the
contents of this adventure are
for the gamemaster only. U any
one whois going to bea player in
this adventure reads this book,
he will be ruining the fun for
himself and for everyone in the
group.

Thegamemaster,on theother
hand, should read thebookcom
pletely before attempting to run
the adventure. By doing so, the
gamemaster can familiarize her
self with the various events in
this adventure and with the mo
tives of the involved factions.
Forearmed with thisknowledge,
the garnemaster will be able to
handle, in a manner that will not
conflict with later details and
events of the storyline, any un
expected behavior on the parts
of the characters.

U the gamemaster has time
and has access to alhotocopy
machine, she shoul copy the
props to be given to the players
before play begins. She should
alsocopytheGamemasterChar
acter Records section at the end
of this book, as well.

former allies to pursue his won goals
with an unchecked will. Each of the
High Lordsisnow incompetitionwith
the others to gain enough power and
possibility energy to lay claim to the
Gaunt Man's title of Torg.

One way for the High Lords to gain
power is to collect the numerous
Eternity Shards that are scattered
throughoutourworld. Thesemysteri
ous relics come in an infinite variety of
shapes and sizes. Their power allows
anyonewhopossessesa shard toshape
and control the nature of reality itself.

Many of these shards are tied di
rectly to Earth's own history in the
form of ancient relics (the American
Indian Heart of Coyote, for example).
The High Lords have been digging
into our world's past, looking for 0b
scure clues that might lead them to
these objects of power - a power that
will enable the finder to rise above the
otherHigh Lordsand become theTorg.

The Fort:rJU City, which is the last
third of a trilogy entitled The Relics of
Power, concludes the story ofa pursuit
of an Eternity Shard and the quest to
use its power against the High Lords.
Although The Forever City can be
played as a stand-alone adventure, it
continues the action that bestan in The
~tiny Map and advanced through
The Possibility CJudice.

These three adventures follow a
group of Storm Knights on a colossal
quest that takes them around the globe
as they seek an ancient and hidden
city wherein the true nature of their
quest is revealed.

Adventure
Background

William Stevenson was a soldier
who served in the British Army dUl'
ing the 18th century. While stationed
in India in 1766, Stevenson stumbled
upon an ancient temple. Inside the
temple, he found a mysterious map
made up of nine tiles fastened to a
wall. Awed by the beauty and crafts-

manship of the map, Stevenson de
cided to take the tilesas souvenirs, but
wasinterruptedinhis theftbya temple
guard.Stevensonmadehisescapewith
only five of the nine tiles.

A few years later, Stevenson was
recalled from India and sent to Boston
to help deal with the Empire's upstart
colonies in the New World. Stevenson
servedcourageously in the war against
the Colonists until the battle of
Cowpens,wherehisuni.surrend..oo.
When the war ended, Stevenson de
cided to turn his back on Great Britain
and make his life on the American
continent.

Now married, Stevenson traveled
west into the unexplored landsafwhat
would become Indiana, to carve his
own steading out of the wilderness.
The Stevenson family (whose name
was eventually shortened to Stevens)
prospered until,. many years later, the
farm was swallowed in the throes of
an earthquake. Everyone and every
thing on the farm (including the tiles
thatStevenson had carried across three
continents)was lost undera thick layer
of soil and rock.

Stevensonand his farm would most
likely have been completely forgot·
ten,. had the Earthnot been invaded by
the Possibility Raiders. However, the
temple that Stevenson robbed in 1766
was actually a place of power, point
ing the way to an ancient artifact called
the Possibility Chalice. This fabled
chalice is, in fact, an Eternity Shard of
great powerand imbued with tremen-
dous possibility energy. •

In the adventure The Destiny Map,
Doctor Mobius, Kanawa-Sama, and
other High Lords discovered traces of
the history of the chalice and the tile
map. These High Lords sent agents
around the globe to find the tiles, hop
ing that they would point to the loca·
tion of the ancient templeand the tiles
still there. Thereconstructed map, they
assumed, would show the final rest·
ing place of the Chalice.

Hot on the trail of the agents of the
High Lords was a party of Storm
Knights who ultimately managed to

...·...·":""6-------------------~



T he Chalice

The Possibility Chalice. Storm Knights, or actions that
Cosm: Core Earth would help rally Storm Knights.
Possibilities: 50 When the Knights gained
Tapping Difficulty: 30 possession of the Chalice, they
Purpose: To light the Signal also gained a chance to purchase

Flre and call the distant saviors. the group power herald, which-
To be a beacon for all Storm sends an ethereal packet of in·
Knights, a rallying pointof resis- formation from one cosm to an-
tance to the High Lords. other (see the Torg Rules Book,

Powers: If an action is taken page 109).
near the Chalice, from one to
three Possibilities may be ex- Herald
tended to the character, regard-

Purchase: 20lessofwhetherornotheattempts
to tap the shard. Use Cost: 2

Restrictions: The Chalice's Coordination: 8

Possibilities may only be used Difficulty' 22
for a skill that does not bring Range:na

harm to anotherliving being. The Duration: one round

"free" Possibilities are only ex- Effect: allows characters to

tended to those actions that in- send messages to other cosms

volvecommunicatingwithother

acquire the tiles, find the temple, and
rebuild the map. When all the tiles
were reassembled in their proper p0
sitions, a small cup-shaped icon ap
peared on the map, pointing out the
location of the Chalice.

In the second adventure of the tril
ogy,ThePossibilityChalice, weleamthat
others had been on the trail of the
Chalice even before the arrival of the
Possibility Raiders. During the timeof
the First Crusade to regain the Holy
Land (1095-99), long beforeStevenson
looted the tiles, a loneChristianKnight,
following rumors of the legendary
HolyGraiL wandered intolndia,found
the temple of the tiles, and viewed the
map.

He could not interpret the cryptic
writing on the tiles, but the icon of the
Chalice resembled the grail. Continu
ing his weary quest, the Knight trav
eled to where the map indicated was
the resting placeof the Chalice- half
wayaround the world, somewhereon
what was thena large isthmusofSiam.

In Siam, at the location shown on
the map, the Knight found a temple.
Overcoming the many physical and
spiritual dangers of the temple, the
Knight eventually reached its inner·

most chamber, where he found a chal
ice, a large cupenousted with red. and
blue gemstones - a chalice that could
not be the simple Grail of Christ.

Heartbroken, the Knight took the
Chalice with him when he returned to
England and presented it as a gift to
his eldest son who, in turn, passed it
on to his heirs. In time, the Chalice
disappeared into the obscurity of mu
seum artifact preservation.

(Hundreds of years later, another
explorer found the temple of theChal
ice. Unlike the Knight, the explorer
was unworthy and set off the spiritual
traps guarding the temple. Thetemple
and thesurrounding lands fell into the
bottom of the Gulf of Thailand.)

The Chalice eventually fell into the
hands ofCasper Babbidge, a curatorat
the London Museum, who had been
transformed intoa mage by theinvad
ing axioms of Aysle. With his new
powers, he located the sunken temple
and left a message there in hopes of
collecting more information on the
curious object whose study had be
come his life's obsession.

Unfortunately, while delving into
the Chalice's background, Babbidge
hadnotbeencircumspectenough,and

Introduction

Lord Uthorion learned of and became
curious about the item in his p0sses
sion. Babbidge and the COalice were
abducted by a dark wizard, a lieuten·
ant of the former High Lord.

Atthesametime,thesunkentemple
of the Chalice was discovered by a
Kanawa research team searching for
Eternity Shards. The research team
began excavation.

In The Possibility Chalice, a group of
Storm Knights find thesunken temple;
receive the message left by Babbidge;
are hired byTolwynTancred, Captain
of the Home Guard of Ayslei rescue
Babbidge; fight a pitched battleagainst
the dark wizard for the Chalice; and
realize that they must now bring the
Chalice to the final location indicated
on the Destiny Map in order to "light
the Signal Fire to call our distant sav·
iors"-aquest that isdescribed in this
adventure, The Forever City.

T

If you do not plan to run this
adventure as a part of The Relics
of Power Trilogy, much of the
background information will
have little meaning to your play
ers. Theywillnotbeawareofthe
temple, nor the tiles, nor the ulti·
mate destiny of the Chalice.

However, the adventure is
constructed so as to be able to be
played on its own. Once the
players begin (see the sidebar in
the "Starting" section), events
will carry the action logically
from scene to scene. Meanwhile,
bits of the background informa
tion can bepresented to the play
ers as tantalizing pieces of~
torical trivia. Additional com
mentsabout nmning this adven
tureasastand-alonecan befound
in the text of the various acts.

.,.--------------------7...···
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Adventure
Synopsis

This adventure foUows directly on
the heels of Tht Dtstiny Map and Tht
Possi~lity Chatic~. The Knights have
obtained the Possibility Chalice,
gained its a~esome group power of
hmJld, and returned to Aysle.

In Act One, the Storm Knights are
altackedbyminionsoftheCyberpope.
Under questioning, their attackers
confess that there is a plot afoot con
cerning the legend of the POSSibility
Chalice. Supposedly, the Cyberpope
has acquin!cf the "Signal Fire" that
was mentioned in the instructions on

When the adventure begins,
the characters are in Aysle, in
possession of both the Possibil
ityChaliceandknowledgeofthe
Destiny Map. They must know
they are seeking to "light the
Signal Fire," as foretold by the
Destiny Map, in order to help
Earth in its struggle against the
High Lords.

Becauseeverygroupof player
characters in a stand-alone ad
venture is going to begin under
different circumstances (obvi
ously a group of Ayslish
Dwarves and Elves will have a
different perspective than that
ofa group of Nippon Ninja) you
will have to determine how the
adventure should start for yow
particulu players' charact.... Is
the group just passing through
Aysle, or were they summoned
by T01wyn or their old friend
Caspar Babbidge? You might
consider asking your players to
help you work out the logic of
the details. They, as well as you,
will enjoy a chance to flesh out
the narrative.

Give the players the map of
Asia with the notes scrawled on

s luting the Stand-Alone

it. Tell them that the notes were
made from a translation of the
tiles by a Storm Knight scientist
who had visited the temple in
India shortly after the events
described in The Destiny MRp
adventure. Read them the trans
lation:

YOU HAVE FOUND THE
TEMPLE OF TIiE MAP

HERE WHERE THE HU
MANS JOIN HANDS

TIiETIMEOFPOSSmlLTIlES
HAS BEGUN

SEE NOW THE RESTING
PLACE OF TIiE CHAUCE

FOR ALL THESE UNTOLD
EONS

YOUR DESTINY CALLS
YOUTIiERE

TO ACCEPT TIiE DEFEAT
OF TIiE FOUR COLDRS AND
FIND TIiE CHAUCE

THEN CARRY THE CUP
NORTH FROM TIiE TEMPLE
OF TIiE MAP

TO WHERE TIiE MEN OF
TIiE NORTH JOIN HANDS

AND UGHT TIiE SIGNAL
FIRE

TO CALL OUR DISTANT
SAVIORS

the Destiny Map. In an attempt to beat
the Storm Knights to the location
shown on the map, he is using the
~entExpress to transport the Signal
Ftre across the European continent.

The Knightsaiso learn that the head
of the Cyberpapacy's London under
ground will also be aboard that fa
mollS train. Cyberpapist activity in
Lon~on has reached epidemiC pnr
portions of late, all but paralyzing Her
Majesty'sGovernment. Capturing the
leader could deal a major blow to the
CYOOpapa<y's intelligenre organiza·
tion.

Given the train's significance, the
Knights most likely decide to take a
ride on the Orient Express.

InActTwo, theStorm Knightsboard
the Orient Express in Brussels. Once
a~, they encounter many suspi
COllS characters, including a chubby
underworld figure, a young Russian
psychic and a certain nocturnal crea
ture with a taste for human blood.
They may defeat the minions of the
Cyberpapacy, expose the leader of
their. London und~und; and/or
acqwre the fabled Signal Fire.

Eventually, (if they haven't figured
it out already), they learn that this
SignalFire is false, merely bait in a trap
devised by the Cyberpope 10 capture
~e Knights and the Possibility Chal
Ice.

The interlude which concludes Ad
Two brings the Knights from Europe
to the magnificent Himalayan moun
tains of Tibet.

In Act Three, an attack by Nile
Empire fighter planes, out to destroy
the Storm Knights, forces the Knights
to~ a crash-landing among the
towenng peaks of the Himalayan
mountain range. On foot, the Storm
Knights cross the frozen snowcaps to
the location indicated on the Destiny
Map. During their journey, some
natural (avalanche, frostbite, etc.) and
unnatural (a Yeti) dangers besiege
them.

After much hardship, the Storm
Knights find the plateau that holds the
ruinsof an ancient and wondrous city.
But also in search of this city is a pow
erful vampyre and his minions. The
Storm Knight find themselves ina race
to thecityand adesperate battleagainst
the forces of the night.

During Act Four, theStorm Knights
explo~e the ~dent city, seeking the
true Signal Fue. After battling images
of Egyptian gods sent by the Pharaoh
Mobius, at long last they come to
"where the men of the north join
hands," where, according to the text
on the Destiny Map, they can finally
complete their quest.

The Storm Knights use their rttllity
skills to overcome certain obstacles
and~ an ancient test. Fmally, they
use theu hmlld group power to ignite
the Signal Ftre, completing the quest
of the ~lics of Powu. Their deeds on
this day will have unforseen conse
quences for the future of the Earth.

•• 8
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Starting
The Forever City

Since this adventure is the third in
the Relics ofPower trilogy, getting it up
and running is quite easy. Simply pick
up the action where theserond adven
ture left off. During the interlude be
tween the second adventure and this
one, the characters have time to rest,
recuperate, re-equip, and return to
Aysle and Tolwyn.

When this adventure opens, the
Stonn Knights must be in possession
of the Destiny Map, or a modem map
on which has been marked the loca
tion of the signal fire, or, at the very
least, knowledge of that final location.
They must also be in possession of the
Possibility Chalice. It is this object of
power that must be taken to light the
signal fire.

U this adventure is being played as
part of the Relics ofPawertrilogy, then
the party of adventuring Storm

Knights will have these objects, If this
is being played as a stand-alone ad
venture, see the sidebar on running a
stand-alone adventure for hints on
how to work these details into your
storyline.

Cyberpsychosis
Because many of the adversaries

the Stonn Knights face during the
course of this adventure are equipped
with cyber enhancements, we have
included a table to help you determine
the effects ofcyberpsychosis (see page
40 of the Torg World Book for an ex
planation of cyberpsychosis).

(Note: As of this writing,
eyberpsycbosis is still under develop
ment. A more complete Cyber
pschosis Table will be found in the
upcoming Cyberpapacy Sourcebook. )

Getting
Cyberpsychosis

Whenever a character with cyber
enhancements is in a stressful situa
tion, she must check for
cyberpsychosis. The character gener
ates a Spirit total and compares it with
her cyber value. If the total is less than
the eyber value, the character suffers
from cyberpsychosis. (Note that the
character checks for cyberpsychosis
only once per stressful situation.)

Using the Table

The character must roll on the table
below whenever she fails a
cyberpsychosis roll. The character
generates a total, using the number by
which she failed her cyberpsychosis
roll as the base value. When generat
ing thecyberpsychosis total, rerolllOs
and 20s.

••
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T he Cyberpsychosis Table

-10 or less Gain strength from your psychosis: reduce the character'5
cyber value by 2.

-9 to·7 Gain strength from your psychosis: reduce the character's
cyber value by 1. Do nothing else this round.

-6 to-2 Minor Mental Blodc:·1 on mental skillsand attributechecks
for this round.

-Hal Minor Physical Revulsion: -1 on all physical and mental
skills for this round.

2-6 Freeze: do nothing for 1 round.
7-9 Minor Systems Scramble: one of the character's cyber sys-

tems is inoperative for 2 rounds.
IG-U Mental Block: -2 on mental skills and attribute checks for

next 2 rounds.

tl-16 Physical Revulsion: -2 on all physical and mental skills for
next 2 rounds.

17·19 Confused: do nothing for 2 rounds.
20-21 Major Mental Block: -3on mental skillsand attributechecks

for next three rounds.
22-23 Major Physical Revulsion: -3 on all physical skills for next

three rounds.
24-25 Cybe.rfear: increase cyber value by 1.
26-27 Paralysed: do nothing for 3 rounds.
2&-29 Oesp.u: do nothing for 5 rounds.
30-31 Major System Scramble: three of the character's eyberen·

hancements become inoperative for the next 6 rounds.
32-33 Enraged: character attacks nearest characters for J. rounds.

Increase cyber value by 1.
34-35 Catatonic: character curls up in a ball for 1-20 rounds and

increase cyber value by 2.
36-37 Psychopathic: character turns into a psychopathic killer.

Attacks all characters for 10-30 rounds. Increasecyber value
by3.

38-40 Hysterical Rage: character goes berserk and attacks nearby
characters and objects for 1·20 hours. Increase cyber value
by 4.

41+ Suffer from Hysterical Rage, permanently: character~
comes a psychopathic NPC under the control of the
gamemaster.

TORG: The Forever Oty

For exampl", a Cyberknight fails
IUs cyberpsychosis roll by five. The
gamernastergenerates a total with the
failure numberof five as thebase. The
gamernasterrollsa 15, fora bonus of2
and a final total of seven. Loolcing
under the -'-9" row on the table~
low, the gamemaster discovers that
the cyberknight suffers a Hminor sys-
tems scramble."

The Response Form
On page 64 of this adventure is a

spedal response form. Once you've
completed the adventure, please fill it
in and mail it to us. This adventure
depicts pivotal events in the Possibil·
ity Wars and we want to Icnow how
every group makes out To fill out the
form, please refer to page 13 of
Infinit.leT'5e Olmpaign Gantt Number
One (which comes in the boxed Torg
game set). Then mail it to the address
on the form.

Infiniverse
Uyou really want to get into the full

Torg experience, subscribe to the
lnfinivtrst Olmptlign Gantt. lnfin~
is a 16--page newsletter that includes
adventure hooks, new rules, monsters
and villains, equipment. templates,
spells and miracles, letters from read·
ers, answers to rules questions, and
the continuing campaign game that
lets you contribute to the outcome of
the POSSibility Wars. You'll also get a
custom response page with every is
sue that gives you information that is
specific to yow campaign.

So, your subscription to lnfinivnsl!
nets you 12 issues of the monthly
newsletter, full of new stuffand infor
mation not available to the general
public. You also get 12 custom re
sponse pages. And you get to influence
the directionofthe Possibility Wars by
tellinguswhathappensinyourgames
- and we get back to you with new
dangers and benefits that directly re
sult from your adventures! It's an in·
teractive game on a grand scale!

What's it cost? Asubscriptionfor12
issues is $25.00. Ifyou don't live in the
United States and we have to mail to a
foreign country, the C()St is$30.00. Just
send a check or money order for the

•• 10

correct amount, along with yourname
and address, to WestEnd Games, Dept.
20553, ROO Box 2345, Honesdale, PA
18431. If you've already run this ad·
venture, fill out the response form in
the back and include it with your pay
ment.

If you're not a subscriber to the
lnfiniverse CRmptlign Gantt, then you
should mail the completed form to
West End Games, Dept. Fe, RD 3 Box
2345, Honesdale, PA 18431.



Ad On.

Act One

London Calling
When last we left our story. the

Storm Knights had rescued Caspar
Babbidge and the Possibility Chalice
from Amethyst the dark wizard. The
Knights had stolenhisViking longship
and were heading back toward En
gland and Pella Ardinay.

The Major Beat
TheStorm Knights are on their way

to London with the PossibilityChalice
and Caspar Babbidge. After meeting
Tolwyn of Tancred, they are attacked.
by a gang of Cyber-enhanced. monks
who are out to steal the Chalice.

Through interrogation of the
monks, the Knights learn that the
Cyperpope, Jean Malraux, has ac
quired an artifact called the "Signal
Fire," apparently the very same one
referred to on the Destiny Map! The
Signal Fire is being carri~a~ard th,e
famous Orient Express tram, m transit
for Asia. (If the Knights are clever,
they may learn that the Signal Fire
story is a hoax, designed. to lure them
to their dooms.)

U their interrogation is especially
successful, the Knights may also find
out that the leader of the
Cyberpapacy's intelligence n~ork
in London is also aboard the Orient
Express, waiting to meet the monks.

The Knights may decide to gotot!'e
Orient Express to steal the (false) ~Ig

nal Fire; they may go to the Orient
Express to capture the head of the
London intelligence net; or they may
decide to bypass the Orient Express
altogether. In any case, the Knights
eventually leave London and head
toward the Himalayas and the
completion of their quest.

The act concludes as the Storm
Knights journey across the English
Channel, bound for Europe and/or
pointseast. As they cross theChannel,

they suffer through a particularly
virulent reality storm - and the ter
rible creature who lurks within!

SCENE ONE:
On the Quai
at London

The Situation
Standard. The Storm Knights ar

rive in London and make contact with
Tolwyn Tancred. Begin the scene by
presenting the following information
to the Knights (you may read or para
phrase it):

After your adventures in the No.rth
Sea, you sail the battered and leaking
Viking dragon ship down the west
coast of England - taking great care
to stay inside the reality storm raging
in the Channel - past Landguard
Point, the mouth of the River Crouch,
Foulness Island, and into the estuary
ofthe RiverThamesbetween the towns
of Southend and Sheerness.

You sail upriver, talking your way
past the suspicious marines aboard
theboatsguardingtheriver'sentrance,
and proceed past the towns of
Gravesend and Barking, past the non
functioning electro-generation plant
at Tilbury, to the confines of London,
where you dock at the slips on the
north bank of the river between Lon~

don Bridge and Southwark Bridge.
On the south bank of the Thames, you
can see thespiresofSouthwark Cathe.
dral jutting above the roofs of the in
tervening buildings.

As you tieyourship to the mooring
cleats on the dock, Tolwyn Tancred
marches down the dock to greet you.

••
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TORG: The Forever City

The Action
Across the river, well hidden in the

bell tower of the Southwark Cathe
dral, a man in a white, cowled robe
streaked with red covertly scans all
ships landing at the docks. He imme
diately spots the Storm Knights (who
are nonetooinconspieuous ina Viking
ship).Theoddsof the Knightsspotting
him are 1000 to one; a PtteqJtion or find
total of 22 is needed to pick out his
robed shape in the shadows of the
distant, gothically ornate spire.

As Tolwyn and the Stonn Knights
converseand walk toward thestreetat
the end of the dock, the watcher uses
his cyber-enhanced hearing to listen
in on the conversation. What he hears
satisfies him that this is the group he's
looking for. Picking up a sledge ham·
mer, he swings with all his might at
the bronze bell hanging in the tower.

And again and again.

For Whom the Bell
Tolls

As Tolwyn and the Storm Knights
reach the intersection of the dock and
WharfStreet (see the mapshowing the
detail of the area between London
Bridge and Southwark Bridge), echo
ing ''bongsH from the large bell of
SouthwarkCathedral reach theirears.
Something is odd, however. the bell
does not strike the correct how - it's
aboutaboutsix hoursand thirty-seven
minutes fast.

In fad, the bell is a signal to the
watcher's confederates.

About thirty seconds after the bell
tolls, Tolwyn and the Storm Knights
are attacked by a dozen men in white
robes streaked with red. These men
are monks, members of a quasi-elite
order of the Church Police of the
Cyberpapacy known as the Brolhmi of
fM EvulllstilIg Stu:rifia (often mock
ingly called the "Bloody Broth...").
The red streaks on their white robes

symbolize the btood they are willing
to shed for the Holy Mother Church.

These fanatics are canon fodder
(pun intended), used whenever
Malraux needs a few willing, colorful
martyrs to further his nefarious ends.
At present, the Brothers have two as
signments: if possible, they are to steal
the PossibilityChalice and mwder the
Storm Knights. 1£ that doesn't work
(and theCybe!popedoesn"reaUyhave
much hope for their chances), they are
bait, willingsacri.ficesluringtheStorm
Knights to their doom.

Brothers of the Everlasting Sacrifice
(as many as there are Storm Knights):
DEX 10, STR9,TOU9 (12), PER8, MIN
10, CHA II, SPI 13.

Skills: reality 14, fire combat 11,
melee weapons 13, stealth 12. trick 9,
test of will 11, willpower 13, charm 13,
persuasion 19, taunt 13, faith 15, focus
14, intimidation 19.

Possibilities: none (they are Possi
bility-rated but they are currently out
of Possibilities).

[Ill The Forever City: Map 2
U!!M The Bloody Brothers' Attack

a.
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Equipment: IriMesh robes
(TOU+3); BiV arm, STR+5, slashers,
STR+4 (total unarmed damage value
18); kreelar tendons; FN Jammer wrist
gun, damage value 23; NeuraCaI.

Cyber Value: 12.
Miracle: Martyr Complex (see

sidebar).
Description: Malraux uses this or

der of Cybermonks to punish unbe-
lievers and to disseminate lies to fur
ther his schemes. In this case, they
have been ordered to kill the Knights
and capture the Possibility Chalice or,
failing that, to feed the Knights
disinformation about the fictitious
"Signal Fire."

As soon as the battle begins to tum
sour for them,at leastoneof the Bloody
Brothersallows himself to becaptured
(apparently grudgingly). When this
happens, the rest retreat.

Malraux had no way of knowing
exactly where the Storm Knights were
going to show up, so he planted more
than a dozen contingents of Bloody
Brothers throughout England. This
particular group used information
given to them by a Cyberpapacy un·
derground agent in the Home Guard
to set up an ambush for the Knights.

The Short Happy Life
of the Bloody

Brothers
Use the map that details the area

between London Bridge and
Southwarkbridge to play out the fight
between the Storm Knights and the
Bloody Brothers.

Fishmongers Hall, Lower and UJr
per Thames Streets, and the other
buildings and alleys in the area pro
vide excellent cover for the Brothers'
ambush. They repeatedly attack and
retreat from the Storm Knights, draw·
ing them deeper and deeper into the
maze of streets.

At first, the Brothers play to win.
They hit the Knights hard, firing their
wrist guns from cover, rushing in to
engage them in hand·to-hand combat,
then retreating and doing the same
thing again from another well-ehosen
site.

Once two Brothers have fallen,
however, the Cybermonks realize that
they are outmatched. One monk
whistles, and all ofthe Brothers retreat
- save one (preferably a wounded
Brother), who surrenders.

The scene ends as Tolwyn and the
StormKnights confront the captive(s).
Tolwyn suggests that the prisoner be
taken to New Scotland Yard for inter
rogation: the British police will want
to sit in on the interrogation, and it's
important to get off the captive off the
street before the Brother's compatri
ots come to rescue (or kill!) him.

Event
Everything Reminds You of

Something: As the battle is surging
through the streets and alleys, the
combatants collide with a young
woman pushing a cart heaped with
fish, clams,cockIes,and mussels. Since
supplies of food and fuel are short in
the besieged city, Molly Malone has
taken to vending in the environsof the
Cannon Street Station.

As she pushes her cart through
streets dark and narrow, Mollyadver·
tises the freshness of her wares by
singing loudly, "CockIesand mussels,
alive alive-o!"

Unfortunately. Molly isn't looking
where she is going, and bumps into a
Bloody Brother. The Bloody Brother
stumbles, lets loose a mildly sacrile
giousoath, thengrabs the poor woman
and uses her as cover while he fires at
the Knights from over her shoulders.

Molly provides medium conceal
ment (increase difficulty of shots at
the Brother by five) for the Brother. U
a Knight shoots at the Brother and
misses by five or less, he has hit Molly
instead.

Molly Malone: All attributes 8.
Skills: Charm 10, persuasion 10,

taunt 10.
Description: Molly is a slim, 26

year-old,chestnut-haired woman. Her
typically Anglo-Saxon jaw, nose and,
complexion do not in any way detract
from her attractiveness - quite the
contrary. The only physical flaw to be
noticed about Molly is the faintest of
fishy aromas that clings to her no mat·

Act One

M artyr Complex

Spmlual Rating: 9
Community Rating: 10
Difficulty: Spirit of the target
Duration: a number of days

equal to the result points
Effect: convinces listener of

caster's utter sincerity

If successfully invoked, Mnr
tyr Complex causes the target to
believe that whoever cast the
miracle speaks nothing but the
truth at all times. This miracle is
most often used while theuser is
being tortured or interrogated
for information.

If a Knight succumbs to the
miracle, slip her character a note
telling her that her character is
completely convinced of the
caster's truthfulness. For the du·
ration ofthespell, the playermust
play her character as though she
fully believed what the monk
had said.

ter how much she bathes. A lengthy
vacation from her cart should dimin
ish this odor.

Meanwhile
Back at the bell tower in the spires

of the Southwark Cathedral, the
Brother of the Everlasting Sacrifice
who signaled the start of the attack on
the Storm Knights uses his enhanced
vision to watch as the battle comes to
an end and one or more of his fellow
Monks are taken captive.

Nodding his cowled head in satis
faction, he turns to the opening in the
southern side of the tower. From be-
neath his robes, he removes a small
radio transmitter and aims it out the
opening, acrosssouthem England,the
Channel,and toward distant Avignon.

Pushing a red button on the trans-
mitter, he sends a burst message to
Cyberpope Malraux, indicating that
the trap for the Storm Knights and the

I.
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olwyn of Tancred

TolwynofHouseTancred £Sa
famous Stonn Knight (see Th<
Possibility Wars trilogy) and the
Captain of the HomeGuard. The
HomeGuard areAyslish militia,
answering to Lady Pella
Ardinay. Tolwynand herunitof
the Guard are currently on loan
to the Britishgovernment. to help
them deal with magical attacks
and other uniquely Ayslish
threats which the British forces
cannot yet handle.

Since London proper is pure
Core Earth,Tolwyn'sGuard unit
risks disconnection and trans
formation every time they ven·
lure within, so they stay outside
of the dty and enter only for
emergendes. AsaStorm Knight,
Tolwyn can go into London
without much danger.

Tolwynand the HomeGuard
have an elaborate system of sen·
lineIs set up around the perim
eterof London. Oneof these sen
tinelssightedtheStonnKnigh'"
Viking ship as it sailed upriver.
Fearing a raid by Uthorion's
forces, Tolwyn hurried to meet
the boat with a detachment of
troops. When she recognized the

Chalice has been set. Then the Brother
quickly climbs down and out of the
church, enters a waiting car, and van
ishes into southern London.

Flags
• U Molly Malone is rescued and a

RDl'fUma subplot card is played, she
develops a romantic attachment for
her rescuer (assuming he's male, that
is). Molly may then tag along with the
Storm Knights until they head across
the Channel (see below). where she
sees her lover off with a kiss and a
cheerful 1'a, Luv!,'" and promises to

•• 14

crew of the vessel, she dismissed
hertroopsand proceeded tomeet
the Storm Knights alone.

U the Storm Knights have ad
ventured in Tht Possibility CluJ/
i<>!, then they have probably aI
ready met Tolwyn. U not, then it
is possible that whateverorgani
zation the Knights are working
for has contactwith Ardinayand
her HomeGuard,orthatTolwyn
hasheard of the Knights' exploits
through some other means.
Tolwyn is friendly toward the
Knightsand willactasJoyalifthey
are attacked in her presence.

Tolwyn of Tancred: DEX 12,
STR 13, TOU 13 (21), PER 10,
MIN 9, CHA 10, SPill.

SI<ilk beast riding 18, dodge
18, maneuver 14, melee weap
ons 20, missile weapons 19, un
armed. combat 18, lifting 16, in·
timidation 16, reality 18.

Possibilities; 23
Equipmmt: magical broad

sword '"Battlestar"", damage
STR+9 (value 22); dagger, dam
ageSTR+3 (value 16); long bow,
damage STR+6 (value 19); fuJI
plate mail (+7 TOUl; magkal
helm (+1 to armor value).

wait faithfully for his return. She will,
too-forat least a month. If the Knight
doesn't come back then, she'll soon
forget him and take up with a me
chanic named "Nick."

Molly is basically a nice girl who
doesn't know much about anything
except her soap operas and
fishmongering. However, her brother
Slash is a member of one of the less
unsavory London street gangs; he
might be able to provide the Knights
information on illegal activities in the
city (not a lot of help for this adven
ture, but perhaps quite useful in a
campaign).

Variables
• The scene assumes that the

Knights have traveled from the North
Sea in a Viking long ship; you can
easily alter it if they get to London in
some other way. For example, if they
come over land, Tolwyn rides out of
the dty to meet them; the monks at
tack the party just after they get inside
the dly's defensive perimeter. The
battle can occur anywhere around
London: the Cyberpope's agents are
everywhere.

• If it doesn't appearas if the Storm
Knights are going to leave any of the
Bloody Brothers alive for questioning,
haveoneofthemmakeagreatshowof
surrendering. Tolwyn, who is a Pala·
din after all, will not want to kill a foe
who has surrendered. If the Knights
seem intent upon butchering the sur
rendered Brother and the wounded
despite her remonstrations, Tolwyn's
attitude immediately becomes hostiJt.
She will actively fight the Knights to
prevent murder and she will not help
them at all in the future.

If, somehow, all of the Brothersdie,
than a second contingent of Brothers
will hit the Knights the following day,
this oneassisted by a Cyberknight (see
the next episode). U these too are
butchered, skip the next scene, run
Scene Three, and then go directly to
Act Three.

Cut To...
Scene Two at the New Scotland

Yard.

SCENE TWO:
A Clean, Well
Lighted Place

The Situation
St.tndard. The Bloody Brothers

captured in the battle at the docks are
taken to the New Scotland Yard and
interrogated. Underquestioning, they
reveal that Pope Jean Malraux I is



Act One

placing a mysterious artifact known
as the "Signal Fire" on the Orient
Express for transp:>rt across the Eurcr
pean continent.

If skilfully questioned, they may
also reveal other imp:>rtant informa
tion; however, before they can doso, a
eyber-agent disguised as a British
p:>lice officer tries to kill them.

The Action
You can pick up the scene in the

basement level of the New Scotland
Yard, or you can give the Storm
Knights a ride across town in a horse
and carriage (petrol is now much too
scarce to waste on taxis).

Soldier's Home
Originally located on and named

for a street in London, Scotland Yard
became p:>lice headquarters in 1829.
Later it became the headquarters of
theCriminalInvestigation~ent

(CID) of the London Metropofitan
Police. In 1%7, Scotland Yard moved
to new premises in Westminster, but
keeps its name.

Now, the Yard is both the chief
police station in London, and home of
the liaison offices for the British police
and Pella Ardinay's Home Guard.

Most of the Yard building is made
up of offices, laboratories, meeting
rooms, etc., only three of which are
going to directly concern the Storm
Knights. These rooms are located man
isolated section of the basement, di
rectly below Tolwyn's comer office.
Following are descriptions of the
rooms:

The Museum Hall

This room is filled with famous bits
ofevidencefrom the best-known cases
in London's history (including a knife
which may have been one of Jack the
Ripper's murder weapons). One ob
ject that stands out amidst all the oth
ers stored here is an antique-looking
coffin resting on two sawhorses. On
top of the coffin, near the head, is
affixed an ornate iron bell with a cord
attached to it and running into the
coffin through a brass fixture.

The Interrogation Room

This brightly-lit and immaculately
clean room is a rather startling mix
ture of the modem and the archaic. A
large mirror is mounted on the west
wall. A plastic-laminate table and five
chairs made of chromed steel and vi
nyl are situated before the mirror. On

I.
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will retendtoresisttellingtheKnights
anyt~ing-evenhis lies-and hewill
do everything in his power to resist
telling them the truth.

FTa Adrien has a skill of 19 in in
timidation. However, at first, heads as
if!Usslcill wereonly 14.Ifthey Knights
achieve a result of loyal against
Adrien's 14 on the Interaction Results
Table, Adrien gives the Knights the
false information outlined below.

The coffin in the museum hall
is evidence from TheGreatTrain
Robbery of 1855. It was used
during the robbery to sneak a
safecracker (Robert Agar) on
board the baggage car of a train
carrying an enormous quantity
of gold. Agar carried a rotting
animal in the coffin with him
it was expected that the smell
would keep the suspicious from
examining the coffin too closely.
By 1857, Scotland Yard had
solved the case and the coffin
was placed. in the museum.

The bell affixed to the top of

Fra Adrien's First Story

With apparently great reluctance,
F", Adrien tells the Knights the fol
lowing:

• Pope Jean Malraux acquired. a
photograph of the Destiny Map
(Adrien does not know how). After
deciphering the arcane writing on the
photo, Malraux believed that the "Sig
nal Ftre"" mentioned on the map was
an ancient artifact recently found by
his agents on Corsica.

• Malraux sent the Brothers to En
gland to capture the Possibility Chal
ice. Aftercapturing the Chalice,Adrien
and the Brothers were to take it to the
Orient Express train in Brussels, Bel
gium, whereothersoftheCyberpope's
agents awaited with the Signal Fire.
From there, they were to take the two
relics to their final destination. Adrien
does not know where that final desti
nation is; the Brothers were to be told
on the train.

lORG: The Forever Oty

thetable isan old-fashioned bull's-eye
lantern. Collected from various muse
UIllSaround thecity areanoaken rack,
an iron maiden. braziers filled with
glowing coals and heated irons, cages
ofhungryrats, an iron boot, and trays
ofassorted thumbscrews, dental tools,
saws, and Bensing knives. (These are
sbict1y for show.)

The Observation Room

This issadimly-lit bare room whose
only fixture is a two-way mirroron the
east wall. Through this "mirror" can
beobserved all of the happening in the
interrogation room.

The Undefeated
The Brother the Knights interro

gate is named Fra Adrlen Anjous.
Stripped of his robe and weapons, he
is quite average-looking (aside from
his visible cyber-enhancements), with
watery blueeyes and a tonsure shaved
at thecrownofhis brown-haired head.
In the center of the tonsure are the
sockets for Fra Adrien's neural jack.
Adrien's statsare the sameas those for
a typical Brother of the Everlasting
Sacrifice (see Act One, Scene One).

Fra Adrlen will submit to question
ing and even torture if such is neces
sary for the completion of his mission
- telling the Knights a pack of lies.
However, to assure that his lies are
believed, he will not submit stoically.

Adrien will kick and scream and
yeU and moan if even the threat of
violence is used. against him. He will
taunt and insult during any non·
physical interrogation,as well. Hewill
use all of his skills and attributes to
resist, until the final moment of col·
lapse, when he tells all-at least all of
what Malraux wants him to say.

Interrogating
FraAdrien

This is a bit complicated. Essen
tially, therearetwotiersof information
the Stonn Knights can get from inter
rogating Fra Adrien - the false infor
mation he wants them to get, and the
truth that he doesn't want them to get.
To make his story believable, Adrlen

N ow I Lay Me

• Adrien does not know who their
contacton the train is; another Brother
had that information. (Adrien claims
that it was one of the Brothers the
Knights lcilled, if any died; otherwise,
it was one who got away.)

And that's all that Adrien knows.
Really. However, it is possible that the
Knights will not believe him. H any of
the Knights sound SUSpicious, let their
players make Perceptlon rolls against
Adrien's persuasion skill of 19. If sue
cessful, they know that Adrien ishold
ing something back.

However, if he sees that someone
does not believe him., Adrien will in
voke his rnartyrcomplt:x miracle on the
doubting Knight (see Scene One). If
anyKnightsremaindubious,theymay
continue the interrogation - but
against Adrien'5 real intimidation score
of 19. They must achieve a loyal result
to make Adrien reveal the truth.

Note that once the Knights achieve
the result of loyal, before Adrien can
speak,anotheragent of theCyberpope
attempts to kill him (see the event
below).

Fra Adrien's Second Story

With quite real reluctance, Fra
Adrien will admit the following:

• There are severalties in Adrien's
first story. The Brothers' first assign
ment was to attempt to capture the

the coffin was patented in 1852
as the Bateson Ufe Revival De
vice, more commonly known as
"Bateson's belfry." Its purpose
was to help avert premature
burial. When a body was placed.
in the coffin, a cord leading to the
bell was tied to its hand. H the
corpse revived, it could signal to
those outside by tugging on the
cord and ringing the bell.

U the Stonn Knights examine
the coffin, the infonnation p~
vided above can be found on a
memorial plaque fixed to the
front of the coffin.
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PoosibilityChaliceand kill the Knights.
II the Brothen got the Chalice, they
were in fact to bring it to Brussels to
the Orient Express.

• On the Orient Express, they were
to meet their case officer, Cardinal Le
Rouchefoucald, and give him the
Chalice. He's never met the Cardinal;
he was to meet him in the bar car,
using a code phrase. "Have you heard
the beUs of Southwa<k Cathedr.>l?"
The proper response is, 'They are
heard as far as Avignon."

• Adrien does not know what was
to happen to the Chalice next.

• 1£ the Brothers failed to get the
Chalice, Adrien was to allow himself
to be captured. Under interrogation,
he was to tell the first story Adrien told
the Knights.

• Adrien does not know if the Sig
nal Fire is on the train - or if it even
exists.

He knows nothing more than this.

Now What?
Tolwyn will discuss the situation

with the Knights. Let theplayentalk it
through; iftheymissanyofthe follow
ing considerations, use Tolwyn to
prompt them:

• Unless the Cybeq>ope has seen
the Destiny Map, how does he know

about the Signal Fire?
• Perhaps the signal fire is real;

more likely, it is bogus. The Knights
alone must decide if they can take the
chance.

• The Orient Express is probably
crawling with agents of the
Cyberpapacy.TheKnightswou1d have
to be crazy to get aboard her.

• Cardinal Le Rouchefouca1d is the
head of the Cyberpapacy"s London
intelligence branch. Up until now, he
has never been known to leaveCyber
France. As the Knights have discov
ered, London is riddled withagentsof
the Cyl>eq>apacy. It would be an in
credible coupe to capture Le
Rouchefoucald. It would set the
Cybe'P"pacy's efforts to corrupt En
gland back by months - if not years.

• Tolwyn won't ask the Knights to
go on the Orient Express, but, if they
do go on and capture (or kill) the Car
dinal, the British Government and
Pella Ardinay would be incredibly
appreciative. U the Knights will not
risk it, Tolwyn will send her own
agents to capture the Cardinal. She
can't spare any of the few Storm
Knights on her staff, so she is dubious
about the outcome - Ords have little
chance against agents of the
Cybeq>ope.

Event

ActOn<

rroU+6); PlazHop cyberlegs (STR+3;
running limit value 12, long jumping
limit values 5, kick damage value 15);
lcreeJ.ai tendons; Avro PRll.V wrist
gun, damage value 19; subdermalsui
cide mechanism (see below);
NewaCai.

Cybu Value: 16.
Description: The agent will shoot

the prisoner; ifblocked, he will fire off
a round at the nearest Knightand then
attempt toescape(notethat he can ron
at about 60 miles per hour). U ca~

tared or knocked unconscious, the
Knight's subdermal suicide device
automatically squirts one milliliter of
hydrochloric add directly into the
Knight's brainstem, causing him an
incredibly painful but quite
unstoppable death.

There is nothing to be learned from
searching the Knight's body or his
dwelling, other than the obvious fact
that he isan agent for theCybe:rpapacy.

Flags
Alertness: U an Alertness card is

played by one of the players during
the interrogation, he notices theassas
sin powering up his wrist gun just
before he shoots the prisoner. The
Knights automatically go first in the
first round of combat (other effects of
the oonflict line still apply).

Malraux doesn't know what
theSignaI Fire is. Healsodoesn't
know where the Knights' quest
is supposed to end - he's never
seen the Destiny Map in its en
tirety, just the incomplete tiles
the Cyberknight saw and sent
back by satellite uplink (see~
lague).

He hopes to lure the Knights
aboard the Orient Express with
theChalice.Utheycomeaboard,
he believes that he has enough
strength on the train to capture
them and the Chalice. Once in
his clutches, the Knights would
teU him everything he needs to
know - one way or another.

T he Whole Truth
Sometimeduring the interrogation,

when Adrien is on the verge of telling
the truth (his second story), one of the
officers on duty in the room reveals a
hidden wrist gun and tries to fry the
captured Bloody Brother before he
breaks. The policemanisanother agent
of Malraux's, part of the Cardinal's
intelligence network.

CyberAgent: DEX12,STR 12,roD 10
(16), PER 8, MIN 9, CHA 8, SPI 9 (13
because of B~ingVow).

SIdIls: reality 11, dodge 13, fire
oombat 13, long jumping 14, melee
weapons 13, running 13, stealth 14,
unarmed oombat 13, evidence analy
sis 10, find 11, survival 11, test 10,
persuasion 10, taunt 9, faith 12, intimi·
date 12.

Possibilities: 2.
Equipment: Interdermal plating

Variables
Interrogating the Prisoner Else

where: U the Knights decide to inter
rogate the prisoner somewhere other
thaninNewScotland Yard,and choose
to not involve the police at all, they
must talk Tolwyn into it (she's very
concerned about maintaining good
relations with the BritishGovernment>.

lbe characters must have a half
waydecent reason for their reluctance
to include the police, and they must
make a ptTSuasion roll. Tolwyn is
friendly to the characters, so the roll is
not too difficult. U they are successful,
they willavoid theattackby theCyber
agent (though theagent will undoubt
edly kill Adrien when the Knights do
tum him over to the police).

1fI....----------------~·-·
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AvoidingtheOrimtExpress: lnall
likelihood, theStorm Knights will de
cide to take a rideon theOrientExpress.
Eithertheygenuinelybelievethestory
about the Signal Fire, or they want to
get their hands on the leader of the
Cyberpapist London underground. U
so, the adventure proceeds smoothly
from Act One to Act Two.

However, if the Knights absolutely
refuse to have anything todo with the
Orient Express and they want to head
for the Himalayas (as indicated by the
Destiny Map) right away, Act Two of
this adventure may be skipped enlirei'Since they will have to cross the
En . h Channel some time, you will
s' beabletorunthenextsceneinthis
act. At that point, however, you will
have to improvise their journeyacross
Europe.

Cut To...
A coastal patrol boat leaving the

docks at the Thames. The characters
have finished their interrogation of
the Monk, and are heading toward
Brussels and a journey on the Orient
Express.Thetrain isscheduled to leave
in about 24 hows; the voyage should
take about 14. Tolwyn provided the
transportation for the Storm Knights;
she suggested that they take the boat
as opposed to an airplane because the
reality storms have been unusually
violentof late, making flight extremely
dangerous (if they want to take a plane,
let them: they'll regret it).

Tolwyn has also given the Knights
money for tickets aboard the Orient
Express (or to pay forother reasonable
transport), plus some excellently
forged British passports for those who
need them. The Knights have had all
day to stock up on any other equip
ment they deem appropriate (and can
afford or wheedle out of Tolwyn), as
well.

Tolwyn (and Molly) wave gocxlbye
to the Knights as their ship heads off
down the river Thames.

Cut to Scene Three.
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SCENE THREE:
Channel Crossing

The Situation
Dramatic. TheStorm Knights enter

the reality storm. Theyare buffeted by
hard winds, JXlunded by heavy waves,
and encounter an extremely danger
ous reality wash which threatens to
destroy them.

Then things get really unpleasant.

Flying the
Unfriendly Skies

We warned them. Read the folIow
ingaloud:

The air over the Channel seethes
and writhes as if alive and seeking to
grapple yourairplane from the roiling
sky. Magenta douds scudd through
the air, blocking your path.

Huge bolts of lime-green lightning
crackle from the douds. When they
hit, the lightning sticks to your plane,
wriggles along the outer edge as if
alive, and then reboundsback into the
air, to strike once more somewhere
else.

Bits ofyour airplane begin to break
off. A silvery mist fills the fuselage. It
tastes of bitter almonds. It begins to
chuckle.

Want to tum back?

To keep on their presentcourse, the
Knight flying the plane must make a
series of air vehicles piloting rolls. The
first is diffirulty 10. If they continue
flying into the storm, the second is
difficulty 12. The thin:! is dUficulty 14;
the fourth 12; and the fifth and final
difficulty 10.

During the trip, improvise prob
lems and tasks for the passengers 
various pieces of furniture change to
something else and attack, the fog
coalesces into a monster and attempts
to tear a hole in the fuselage, and so
forth. Keep them interested. until ...

If the pilot fails any of the air vehicle
rolls, he clips one of the magenta

douds. The wing immediately bursts
into flame and the plane begins to
spiral down into the ocean. The pilot
must make a difficulty 10 air vd!icles
roll to safely ditch the plane in the
water. Ushe fails, the crash hasa dam·
age strength of 20 for the pilot and
passengers. Ifshegetsanaverage level
of success, the damage strength is 17.
U she gets good SUC(:eSS, the damage
strength is 15;superiorsuccessgivesa
damage strength of 13; spectacular
success gives a damage strength of 10
for the crash.

Go to HGoing Under," below.

On the Waterfront
The logical alternative to flying is

taking a boat, probably the one p~
,,;ded by Tolwyn. Mind you, this will
be no picnic for the Knights either, but
it does give them a lot shorter distance
to fall if things go wrong.

The ship proVided byTolwyn is the
newly-rechristened HMS Realm Run
ner. It is a British motor torpedo boat,
armed with two mounted machine
guns. Its crewconsistsofa ca:ftain and
two mates (all attributes an skills 9),
all of whom are loyal to Tolwyn and
the Knights. As the ship moves out of
the mouthof the Thames, desoibethe
seen",

Thestorms hit you almost immedi
ately upon moving into the Channel.
Your ship is buffeted by heavy winds,
soaked bysheetsof uncomfortably hot,
oily rain, shrouded in the darkness of
impossibly black douds, illuminated
only by the intermittentslash ofbright
green lightning.

This storm is more intense than
most. The water changes color from
moment to moment, ranging from red,
to black, to yellow, to something in the
ultravioletrange,and back again. You
catch glimpses of movement - white
shadows flit under your ship, uniden·
tiftable shapes dart in the cracks be
tween monstrously large and solid·
looking storm douds above. One such
shape seems to glide overhead, drop
ping down out of the mouth of the
storm on a direct line for your boat.

The sinister silhouette angles itself
for the dive, a quick flash of lightning



revealing a hint of leathery wing and
scaled neck. The darkness of the deck
is cloaked by the even darker shadow
of the approaching dragon. Your ship
passes through a bankofstrangeochre
mist.

Everyone make a rtlllity chedc.

The Action
The rttllity check is necessitated by

the ochre mist which washes over the
ship.Thedifficultyofthecheckis four;
anyone who fails is frozen, trans
formed into a statue of impossibly
cold acre ice. As none of the ship's
crew are possibility-rated., they all will
betransformed and theStorm Knights
wiu be alone to fight the dragon. Any
one who is transformed will revert to
normal after the ship passes out of the
reality storm.

The creature diving on the plane is
a young Teutonic Dragon (forg World
Book pg. 32). It is a 35-meter long ser
pentine beast with two powerful
clawed appendages, a pair of huge
wings, and scaled armor covering its
many coils.

The Dragon attacks the Knights all
out until the boat is sunk or the crea
ture is wounded or takes half of its
Toughness in shock points. When this
happens, go to "NetStorm,~ below.

The pilot of the ship mayattempt to
out-maneuver the beast (use the chase
rules on pg. 81 of the Torg Rule Book).
The dragon starts out 20 meters be-
hind the boat. There is a -3 modifier to
both the pilot's WQter vehicles total and
the dragon's flight total due to the dif·
ficulty of navigating the violent storm,

All fire or missile combat attacks
made in the storm (including the
d.ragon's breath) are given a -3 modi
fier. Remember: when the boat takes
shock damage greater than its Tough
ness, it will begin to sink.. U the boat
sinks, see "Going Under," below.

HMS ~lJlm R"ll11er:Tech 22; speed 25
mph/40kmh/value 10;passengers10;
Toughness 20.

Weapons: a pair of fore and aft
mounted Browning 50 caliber ma
chine guns, damage value 25, Tech
level 21,

Young Teutonic Dragon (Draconis
Teutonica): DEX 9, STR 20, TOU 18
(25), PER IS, MIN 12, CHA 7, SPI 7.

Skills reality 8, flight 12, dodge II,
stealth 11, swimming 11, unarmed
combat 11, alteration magic 18, divi
nation magic 18, evidence analysis 15,
find 17, trick 16, test 17, willpower 18,
taunt (11), intimidation 15.

Possibilities: two perStorm Knight
AttaneKnowledges:darkness4,air

6.
Natural Tools: armor +7; wings,

speed 11; claws, damage STR+3 (23);
arctic air breath,. damage 26, range 3
50/51-250/251-600.

Spells: Mage dark, floater,

NetStorm
Once the Dragon is wounded,

reaches half of its Toughness in shock
points, or the boat outruns the beast,
the storm begins to transform, as the
Knights movecloser toa Cyberpapacy
dominant zone,

Describe to the players how the
clouds become increasingly angular
and translucent. The flashes of light
ning become solid beams of glowing
energy, and the rain itself becomes
flitting points of light, moving along
pathways of glowing energy,

The water becomes flat and oddly
two-dimensional, stretching out to a
glowing horizon line, A gridwork of
intersecting beams criss-eross the
water's surface. Radiant graphic rep
resentations of church spires, cathe
d.ralsand fortresses begin to takeshape
on the shoreline.

If one of the Storm Knights ~s a
GodNet Raider, she immediately tee·
ognizes the area they have entered as
the GodNet itself. Any character from
the Cyberpapacy needs an Average
difficulty Perception total to identify
the Net, and everyone else needs a
10,1.

As the setting transforms itself, so
does thedragon, the boatcrewand the
Storm Knights themselves. They all
become angular graphic representa
tions of themselves, All of their move
ments become just slightly jerky, as if
animated by a computer,

Ifwhoever is piloting the boat looks
closely, he can see that new instru-

ActOrle

ments have formed on his control
panel, including several neural inter
face jacks. The existing instruments
are slow and uncooperative.

U one of the Storm Knights is
equipped ";!h a neural jack, he may
jack into the control panel to control
the vessel. He does so with his water
vthidls sldll, plus his cybmkck opml
tion adds and his deck's response rat
ing (if he has his deck ";!h him). The
boat can still be operated manually,
but with a -5 penalty to all wate- vehick
totals. The Knights had better not try
any fancy maneuvering in here!

Combat in the Net

Treat the charactersas if theyareall
jacked into the Net. They may fight
using their usual weapons, normal
weapons skills, armor and Toughness,
All damage taken is considered mental
damage, however (see the Torg World
Book, page 37).

The dragon fights to the death. It
has all of the skills and attributes it
manifested outside of the net, and all
of the damage it took in the previous
portion of the battle. Once the beast is
defeated, the boat exits the GodNet
and the storm. Go to "Cut To..... be-
low.

RDnonber: If at any time the boat
takes shock damage equal to its
Toughness, the boat begins to sink.
There is no life boat, but there are
enough life-preservers to go around.
The dragon bellows a triumphant cry
into the sky, and then fades into noth
ing. Go to "Going Under,"

Going Under
The Knights are in the water, wear

ing the life-preservers from either the
boat or the plane. U they are still in the
Aysle dominant zone, the life-pre
servers may fail. (A life preserver has
a Tech level of 20.)

Once the Knights have all bailed
out, have them make swimming totals
against a difficulty of eight every five
minutes of game time. Assign appro
priate modifiers for those wearing
metal armor or the like. Onecharacter
can assist another, essentially per
forming a multi-action swimming.

I.
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Those who generate totals of less
then eight begin to stnJule.--in the
stohny CUf'TeIlt; if they f3il two in a
row, they begin to drown, taking a
shock pointeach round untilsomeone
helps them (swimming difficu.lty of 10
to stop someone from drowning).

Aher 20 minutes (or time for four
swimming rolls), read the following:

As you are tossed about the mas
sive storm-blown waves, each of you
fee) something rise up beneath you,
grabbing you about the waist. It is a
herd of Uvwe seal-men, but they are
unlike any you have seen before. As
they hoist you onto their backs and
begin to swim for shore, you notice
that these particular Uvwe have cy
bemetic enhancements on their head
and tail. They swim through the water
with an almost motor-like motion.

Several hours later, they deposit
you safely on the Belgium shore.

•• 20

Flags
Connection Subplot If one of the

players playsa Connectioncard while
fighting thedragon,a Britishjet fighter
suddenly sl:reaks out of the storm and
engages the dragon. The Knight real
izes that it must be his old buddy
Charlie Fromm,. a pilot in the British
aU fa",,! Thejet will make three passes
(that is, fight for three rounds), then
crumble intodust for noapparent rea
son.

Mirage III: speed value 18; Tough
ness 21; 30mm cannon (2) damage
value 30, range 3-4OO/2.5k/4.k (IJ'lis..

sHe systems are down, due to storm
interference).

Pilot's piloting skill: 13. All other
skills and attributes 9.

Escgpe Subplot: Same as con"«tion

subplot, above, except the Mirage ill
collides with the dragon, immolating
them both.

Awards
Forsuccessfullycompleting thisact,

award each player character two Pos
sibilities.

Cut To...
Act Two, Belgium. The Knights ei

ther disembark from their battered
boat,ordrag themselvesonto the shore
aher being deposited by the Cyber
Uvwe.



Act Two

Act Two

A Moveable Feast
The Major Beat

In this act, theStorm Knights travel
across Europe aboard the NewOrient
Express in search of the mysterious
signal fire, and perhaps the leader of
theCy~p~tLondonunde~und

as well.
The first scene is fairly straightfor

ward, and itcovers the Knights' arrival
at the station and subsequent board
ingofthetrain. Thenextsceneoutlines
all of the action which takes place
aboard the train - character interac
tion, detective work, and, quite prob-
ably, combat as well.

SCENE ONE:
A Farewell

to Arms

The Situation
Standard. In this scene, the Storm

Knights board the New Orient Ex
press atMidi TrainStation in Brussels.
Present the Storm Knights the follow
ing information:

Entering Midi Station, you find
yourselves walking down a long,
broad ramp toward an ornate brass
gate. Over the gate, highly polished
brass letters proclaim the New Orient
Express. AtthegateitseIf, two officials
in the cream-rolored and brass-deco
rated uniforms of the New Orient Ex
press greet arriving passengers.

At the right side of the ramp is a
tree-lined, glass canopied arcade be
tween two rows of shops.

The Action
The Knights arrive at the station

anywhere from ten hours to twenty
minutes before the train ~ scheduled
to depart. Tickets are available at this
short notice (it's the off-season) for a
mere $1,000.00 per person in any ma
jor European currency. Unless they
unduly antagonized her (by. say,
butchering helpless prisoners),
Tolwyn gave the Knights a draft of
credit for $1,500.00 each to cover
trainfare and expenses.

When the Storm Knights approach
the gates of the New Orient Express,
the officials there check them out, in
cluding a casual search through their
luggage (find skillof9). If they find any
weapons, the officials politely inform
the Knights that weapons are not
permitted aboard the train. The weap
ons can be turned over to the baggage
handlers for safekeeping during the
joumey, and will be returned upon
debarking from the train. Anyone not
complying with this rule will refused
passage through the gate.

The Knights canattempt to persUQde
the officials to let them cany their
weapons concealed in their personal
luggage; the officials have Minds of 8
and on thisquestion their attitudes are
enemy. The officials are bribable; for
each $100.00 offered, their attitude
improves by one level.

If someone obviously non-human
has a valid passport, the train officials
will allow her to board the train. If the
Knightdoes not havea valid passport,
she will be refused entry and will have
to besmuggled aboard - in a packing
crate, perhaps. Or, taking a cue from
the exhibit in the Scotland Yard Mu
seum Hall, the Knights can put the old
coffindodge to the test. (See the sidebar
for more on non-humans in Europe.)

I.
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away from public sight, followed by a
playtTs mil intimidlltion result.

The priest reveals that his boss is
Cardinal I.e Roucheloucald, head of
the Cyberpapist London under·
ground, and that he is on board the
train ina car that has been reserved for
"membersoftheChurch," Hehasbeen
placed here to watch for suspicious
characters boarding the train; if the
Knights are obviously unusual, he has
already reported their presence. He
also notes that the microphone has
picked up the entire interrogation; if
the Knights hann him, his compatri
ots will track themdownand kill them.

U the Knights search the priest, the
microphone is the only unusual item
on the agent.

The Knights can attempt to talk to
the agent on the receiving end of the
microphone; the agent will merely
repeat the priest's threats, adding that

TORG: The FomterCty

N on·Humans in Europe

In general, nobody likes or
trusts non-humans very much.
Dwarves are freaks, edeinos are
animals, and vampyres ... well,
they'redtad bloodsuckers. Manyof
the non-humans are invaders,
coming to Earth to help their
masters, the Possibility Raiders,
conquer the planet. On the other
hand, some of the non-humans
have turned against their mas
ters and are helping the humans
fight the invaders. And some
non-humans used to be human
butwere transformed during the
invasion. It's all very compli
cated, and it's giving the law
makers and civil rights activists
fits.

Great Britain has been grant
ing full citizenship rights to
Ayslish non-humans who help
them fight Uthorion. In other
European countries, they are
treated as potentially dangerous

foreigners. U they have valid
passports, they may be allowed
the samerrivileges as any other
citizen 0 that country. If not,
they maybe refused entry or
possibly incarcerated in prison
camps scattered around the
countrySide.

Some dwarves hom Aysle
have applied for citizenship in
Belgium, Hollandand Gennany,
claiming to be refugees fleeing
persecution from the High Lord
Pella/Uthorion. In a few cases,
this citizenshiphasbeengranted.

In France, non-humans are
abominations and heretics, to be
killed on sight.

In general, throughout the
world, non-humans are treated
withsuspicion, hostility,and fear
bymost people, and may besub
ject:ed to abuse, threats, and the
occasional lynching. T he Station Shops

Once these questions are settled,
the officials courteously wave them
through the gate to the boarding
platform of the Orient Express.

Brief Encounters
While the Knights go about their

business on the platform, they see an
interesting mix of peoples of many
nationalities and invading realms
boarding the train.

To one side of the platform are a
gaggle of Japanese tourists busily
snapping photos of the ornate iron
workon the Midi station roof. A group
of small children sit together near the
baggage depot, waiting to board the
train. A portly Ayslish merchant
bustles past the Knights, as three por
ters heft his bloated luggageon board.
A priest sits alone on one of the
benches, his hands clasped together in
prayer, and two Indian men, their
heads shaved. talk amongst them
selves, as they wait for a porter to
attend them.
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Among this varied crowd, several
of the personalities are not as innocent
as they seem. Here they are:

The Priest

The priest sitting on the nearby
bench appears to have paused for a
moment to pray. Actually. the priest is
an agent of the Cyberpapcy. He is
holding his cupped hands up toward
his face not because he is praying, but
because he is speaking into the min
iature microphonecybemetically built
into his palm.

This is the only visible sign that the
priest is anything other than what he
seems. U the Storm Knights want to
take a closer look, a Perception total of
15 will point the microphone out to
them.

If conhonted, the priest does not
deny involvement with the Cyber
papacy. He refuses to talk, however,
and the only way to get him to talk is
to intimidQte him more than the
Cybeq>ope already has. This requires
that the Knights get him somewhere

The following map shows the
shops in the section of Midi Sta
tion that the Orient Express uses
as a point of departure.

Currency and credit cards
from practically any country are
accepted at these shops. How·
ever, a three percent surcharge is
applied to purchases incurrency
from otherCore Earth nations
a whopping SO percent sur
charge is applied to purchases in
currency from invading realms.
See the Torg World Book for more
details on exchanging currency.

oMllgasan. A gift shop selling
candy, stationery,and expensive
souvenirs.

-LA Fleur LibrQrie. A book
store, carrying books, periodi·
cal5, newspapers, and so forth.

-Boutique Richard. A clothing
store, providing all manner of
attire, from casual to white-tie
formal.

-Cuilltlum TQba£. A tobacco
nist, carrying tobacco products
from around the world.
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several cyber-agents are heading their
way now; they want no trouble in this
Ioreign land, but the Knights had bet
ter leave the priest intact if they know
what's good for them.

Indeed, a minute later, two agents
with a homing device (hmed to the
priest's microphone>. arrive. If the
Knights arestill around, they will fight
to rescue the priest. Use the stats for
the Jazuits (appearing later in this act)
for the agents.

The agent on the other end of the
line is one of the "Cardinal's Cronies"
who is riding with His Eminence
aboard the train.

FatherJean Ratelle: DEX8,STR8,TOU
9, PER 10, MIN 9, CHA 9, SPIll.

Skills: dodge 10, unarmed combat
10, find 12, trick 11,willpower10, faith
12, focus 11, intimidation 12.

Possibilities: none.
Equipment: microphone built into

hand and rece;ver Unbedded behind
ear (Tech 23, both mechanical, not
thought-activated, so do not require
In or NeuraCal).

Cybervalue: 1

The Ayslish Mermanl

As this rotund, suspicious-looking
man and his overburdened porters
trundle by the Stonn Knights, there is
a minor collision. Several of the por
ters drop the luggage, the merchant
turns to chastise them and backs into
one of the Storm Knights, stepping
painfully on his toe. Then the mer
chant turns to the Knight, bows apolo
getically, and lumbers out of the way.

He also attempts to pickpocket the
Knight. The merchant'spustidigit4tion
slcill is 16; generate a total against the
Knight>' find value. (Seepage51 ofthe
Torg rules for more details.

U successful, the man pilfers the
Knight's wallet. If he fails and the
Knights raise a roclcus, the porters
grab him and hustle him, protesting
vociferously, into the custody of the
police.

See later in this act for more details
about the inimitable Mr. Blessed.

The Japanese Tourists

Oneof theJapanese tourists is actu
ally a Kanawa agent. U the Knights do
anything which seems out of the ordi
nary (like paying for an item with
currency from one of the invading
realms), or attract attention to them
selves in any other way, the agent
moves in to check them out.

While busily taking snapshots of
the station, the agent makes sure to
take several photos of the Storm
Knights. Theagent is not at alls~
titiousabout hisp~taking;hetakes
pictures of literally everyone and ev
erything in thestation-asdo the five
or six other, real Japanese tourists he's
using as cover. It takes a find or Per
ception total ofat least 16 to realizethat
this particular tourist is paying undue
attention to the Knights.

Once he has several good photos
(his camera is a Polaroid), the agent
will slip over to a phone, plug In his
portable fax machine, and fax thepho-
105 back to his masters in Japan for
identification.

When the Knights are positively
identified, the agent is ordered to grab
the Chalice belore the Cyberpapacy
gets it. He makes his move at some
point during the next scene. The agent
tries to keep a low profile while doing
so, preferably cornering the Knights
in their cabin.

Kanawa Agent: DEX la, STR 10, rou
10 (IS), PER 9, MIN 8, CHA 7, SPI 6.

Skills: dodge 11, fire combat 12,
unarmed combat 12, evidence analy
sis 11, find 12, language 12, tracking
11, trick 10.

Possibilities; none.
Equipment: Kevlar vest under

bright print shirt (armor value +5);
Uti submachine gun (hidden in back
pack), damage value 17; Polaroid
camera (Tech level 22); portable min
iature fax machine (Tech level 22).

Cut To...
Once through the gates and onto

the boarding platform. a liveried por
ter greets the Storm Knights and con
ducts them to their sleeping compart
ments in the rear sleeping car. Begin

Scene Two with the Storm Knights
aboard the train and settled into their
sleeping compartments.

SCENE TWO:
Strangers on a

Train
To summarize this scene: the

Knightsboanl thelrain.Theytalk,.;th
a lot ofdifferent people who tell them
abewi1deringseriesoflies, half-truths,
and truths about Signal Fires, the
Cyberpapacy,andothersubjects. They
perhaps make an attempt to steal the
Signal Fire. They perhaps make an
attempt to capture or kill the head of
the French Intelligence organ which
has infiltrated London. They almost
certainlyend up fighling theagents of
the Cyberpope, who areattempting to
steal the PossibilityChalicefrom them.
Then the Knights get off the train.

How the Scene Works

The first section of this scene de
scribes the important characters
aboard the Orient Express: who they
are, what theirob;ecttves are, and how
they will act when confronting the
Knights. Following that section are
descriptions of the various cars which
make up the Orient Express - physi-

T he New
Orient Express

UkemanyotherFrench-based
businesses, the Venice-
Simpleon-Qrient Express went
bankrupt when France was in-
vaded. Fortunately for railroad-
lovers everywhere, the VSOE's
rollingstock wasoutof the coun-
try during the invasion. It was
quicldypurchased bya Belgium-
based consortium of European
financiers, and, within weeks,
put back into business with a
new route avoiding France alto--
gether.
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Act Two

cal layout, people who are likely to be
found there, and possible encounters
which might take place when the
Knights enter the car. Following that
are thestandard Variable, Cut To, and
other sections.

Diagrams of the various train cars
are displayed along the bottom of the
pages in this act, starting from the rear
of the train and working forward.

The scene is designed tobegin with
conversation and end with conflict.
The Knights will be moving around
the train, talking to the othercharacters
aboard, burgIarizing rooms and so
forth. Eventually, however, they will
do something which will trigger a big
fight as theagents of the Cyberpapacy
close in on them.

Do not let the fighting start too
qUickly, if you can at all avoid it. The
story will be more interesting if the
Knights have time to interact with the
variousgamemastercharactersaboard
before the inevitable combat breaks
out. In the beginning, peace is to the
benefitofeveryone- there tire a lotof

innocent bystanders/witnesseson the
train, and nobody will want to start
open warfare until they have to. The
interaction portion of the scene is
standard.

Once the combat starts, however,
things get real dangerous real fast. The
combataboard thetrainisdramatiJ:.The
agents of the Cyberpope will seize the
locomotive, ensuring that the train
keepsnmninguntiltheyhavesubdued
the Knights and captured the Chalice.
They will use their cyber.-enhanced
mobility to envelope the Knights,
moving along the roof of the train and
hitting them from the front, sides and
rearsimultaneously. And there area lot
of them.

Several keys whichswitch thescene
from standard to dramatic conflict: the
alarm in the safe (see the service car
entry), any attack against Cyber-ear
dina! Le Rouchefoucald (see the next
section), open combat breaking out,
or, finally, if the Cyber-agents on the
train discover that two or more of their
members have been killed.

litheKnights manage toget through
the scene without triggering the dra
matic conflict, good for them. Don't
arbitrarily force them to fight if their
actions do not warrant it.

The Situation
StandardIDramatic. During this

scene, the Storm Knights are aboard
the Orient Express as it speeds across
the European continent. They must
gather what information they can re
garding the mysterious Signal Fire (if
they fell for the captured Bloody
Brother's story), and/or the head of
the Cyberpapacy's London under
ground (if they found out about him
from the captured Bloody Brother).

The porter gives them an Orient
Express informational brochure (give
the players the brochure handout) be
fore they depart.

I
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The Gamemaster
Characters

Horace Blessed

Horace Blessed is37yearsold, bald,
overweight to the point rotundity, and
coarse-featured. He isdressed lavishly
in theattireofa rich Ayslish merchant,
and he occupies one of the luxurious
compartments in the same sleeping
car as the Storm Knights.

Blessed is an international jewel
thiefand con-man. He isaCore Earther
of mixed European descent, who
pledgesallegiancetoall nations,w~e
liyj,ng in none permanently. Heanng
rumors of the fabled Signal Fue being
aboard theOrien. Express, theburgJar
madeanattempt to heist the gem from
the train before it left the station. Un~
fortunately for Horace, he was caught
red-handed by agents of the
Cybeq>apacy.

Instead of killing Horaceor turning
him over to the Belgium police, the
Cybeq>i1pacy'sagentsoffered Blessed
a deal. Given the altematives- death
or imprisonment, Horace agreed.
. In exchange for amnesty, Blessed
will ride the Orient Express and act as
a sta1king~horse. His job is to spread
rumors about the Signal Fire being on
board to anyone who might be a
Stormer, paying particuJar attention
to anyone who might be from one of
the invading realms (his Ayslish attire
is meant to attract other-rea1mers). He
is also supposed to offer a hint as to
where he "believes" the jewel is being
kept: the service car.

Hopefully, upon hearing Blessed's
story, the Storm Knights will go to the
service car, break-into the freezer,and
set offoneof the many traps therein. U
they aren't killed outright, they will at
least be in a perfect position to be
ambushed by the Cyber-agents.

If the Knights approach him,
Blessed makes an effort to get friendly
with them in a hony. Before long, he
brings up the Signal Fire, claiming
that it is a "'beautiful gem. at least 100
carats if it's an ounce.... He readily
admits to being a jewel-thief - he's
quite proud of it, in fact - and he
asserts that he would go after it him
self if not for a bad case of arthritis in
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his "poo' diseased ling""."
When the Knights show any inter

est in the Signal Fire, Horace offers to
sell them the jewel's location. He'll
takeSl,CXXJ.OOcash upfront and a thirty
percent cut of the take from the sale.
Horace doesn't real1y expect the
Knights to get the jewelorcut him in if
they do; he's saying this stuff to make
hisstorymore plausible. Ifthe Knights
threaten him, Horace will tell them the
jewel's location immediately.

If asked about the head of the
London Cyberpapist underground,
Blessed fidgets a bit, but denies any
knowledge. He makes an incorrect
response to the designated code
phr.lse.

Horace'sattitude toward theStorm
Knights is ~tnd, but he can be per
suaded to becomefrintdly. U this hap
pens, Blessed realizes that the Knights
might be able to help him. He tells
them the whole story, and that the
service car is probably a trap, but that
he did see an incredibly large, in·
credibly beautiful red gem being
placed in a safe in the refrigerator.

Blessed tells the Knights that he
fean the Cyberpapists will not actu·
ally let him go when all this is done,
and asks for the Knights' help.

U Blessed was caught trying to
pickpocket the Knights back at Brus
sels, he was quickly released to the
custod.y of the Church Police (after an
appropriatebribeor two) and put back
aboard the train. When the Knights
run into him, Blessed will still reveal
the information listed above to them.
He will also brag about the "child's
play" of escaping from the Belgian
police and getting back on board the
train.

Blessedcan be found in the corridor
of the rear sleeping car when the
Knights first board the train. He is
checking out the passengers, looking
for potential Storm Knights, as they
get settled into their sleeping com·
partments. From there he will head
straight to the bar car and proceed to
getextremelydrunk,.whileat the same
time continuing to do his job for the
Cyberpapacy in an increasingly loud
and boisterous manner.

If fighting breaks out on the train,
Blessed immediately heads for the
freight car and hides himself in a large
crate.

Orient Express
Itinerary

The new post·invasion Ori
ent Express takes 32 hours to
make the trip from Brussels to
Venice.1t departs MidiStation in
Brussels at 11 am on Thursday
and arrives at Uege at 12:45 pm.

The train arrives in Luxem
bourg at 2 pm., Stuttgart at 6:30
pm. and Salzberg on Friday
morning at 6:30; lnnsbruck at
12:45 pm; Verona at5:10pm;and
Venice at 6:45 pm. (See the map
oftheOrientExpress route.) !<"'P
in mind that this is the new post
invasion route, specifically
avoiding the Cyberpapacy.

At eachof thescheduled stops,
passengers will leave or the train
and new ones will board it. Dur~
ing meals and teas, most passen.
gel'S will be in the dining cars,
allowing the Storm Knights to
gather information through con
versation or eavesdropping, or
to search the empty compart
ments.

Horace Blessed: DEX9,STR 7, TOU 8,
PER 10, MIN 8, CHA 11, SPl8.

Skm" lock picking 15 (In. presti
digitation 15, stealth 11, find 13, bick
13, test 10, charm 13, persuasion 14,
taunt 13.

Possibilities: none.
Equipment: lockpickingdevice (+2

to lockpicking skim, 9mm Beretta,
damage value 15.

Katrina Tovarish and
Nicolai Ondarev

Katrina and Nicolai are Storm
Knights from the Soviet Union. They
boarded the train in disguise, dressed
as a tall priest and a blind young nun
wearing dark sunglasses.

Katrina Tovarish is a psychic who
works for theSoviet Bureau of Psychic
Research. Using her precognitive
powers, she helped foil theinvasionof
the fifth invading cosm, Tharkold (see
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Travel With a Legend.

The name issynonymous with glamourand opulence.
A romanticjoumey through the heart of Europe aboerd
the most famous train in the world.

Stay ina luxurious dayroom which transformsintoa
splendidly comfortable bedroom. Dine in a stunning
dining car which recaptures the opulence of a bygone
age.

Experience service, food and accommodations once
thought gone forever - and aU while passing through
some of the most breathtaking scenery our planet has to
offer.

The old-world charm of Brussels and Luxembourg.
the breathtaking Austrian Alps, and the picturesque
canals of Venice all pass by the ornately bevelled win·
dows of OUT luxury coaches.

Dine in Opulence.

Dinner. French chefs use the freshest ingredients to
create course upon superb course of the finest cuisine,
complemented by an unparalleled wine list

Breakfast. Stewards deliver fresh croissants, fruits
and mimosas, served in your cabin at a time you've
arranged.

Lunch. A smorgasbord ofsurprisesawaits you in the
fabulow; dining car, to be sampled at your leisure.

Ride in Comfort.

The lavishly appointed sleeping compartments are
decorated with Sapelli pearl inlayby Rene Prou. Each is
lined with soundproofing insulation for a quiet rughYs
"eep.

The service you'll experience splendidly compl~

ments the old-world charm of the carriages. In the very
best European tradition,. courteous stewards make your
bip a pure pleasure.

And it's all at your convenience. Travel the entire
route in just thirty-two of the most pleasurable hours
imaginable, break your ;owney, or join the train along
its route - the choice is yours.

The Orient Express takes 32 hours to make the trip
from Brussels to Venice. It departs Midi Station in
Brussels at 11 AM on Thursday and arrives at Uege at
12:45 PM. While traveUing this leg of the journey, the
passengers are served a gourmet lunch.

The train arrives in Luxembourg at 2 PM. and in
Stuttgart at 6:30 PM., where the fint evening's fabulous
dinner is served. 11le train arrives inSalzburgon Friday
monting at 6:30(breakfast Is served); Innsbrudat 12:45
PM (lunch is served); Verona at 5:10 PM; and Venice at
6:45 PM. Tea is served between Innsbruck and Verona (3
PM) and between Verona and Venice (5 PM).
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the Possibility WafS novel trilogy for
details).

More recently, using those same
psychic powers, Katrina sensed that a
powerful concentration of Possibility
Energy was going to be aboard this
train at this specific time. In fad, she
sensed the combh\ed enagy of the
Poosibility Chalice, the signal lire and
the Storm Knights. She was given
pennission to investigate this con
centrated Possibility Energy source,
accompanied by the Soviet Bureau's
chief. NicolaiOndarev. After listening
to Horace Blessed's babbling>, they
now believe the mysteriousSignal F'lJ"e
to be the source of the Possibility En
ergy.

The Knightsmay nm into these two
in the corridorofthe rear sleeping car,
as Blessed gives them the Signal Fire
story. After listening to the story, they
get into a heated debate which ends
with the priest firmly escorting the
nun into their sleeping compartment.

A Ptrteption total of 12 allows the
Knights to overhear the conversation.
Unfortunately, it's in Russian. Have
the players generate appropriate lan
gwgt totals if their characters do not
speak Russian.

Nun: We must go after it.
Priest: Wedonotknowenough yet.
Nun: There is no time. I sense oth-

ers here who seek what we do. Others
who work for them. I will go.

Priest: I will not allow it.
Nun: But we must hurry!
Priest: Then 1 will take care of it.

Come.

It will be difficult to learn anything
from Katrina and Nicolai at this point.
Nicolai instinctively places himself
between the Knights and Katrina; he
does all the talking.

Ondarev maintains that he is Father
Gravanov, a priest, returning with
Sister Teresa to their Abbey in Venice.
He knows nothing about the Signal
Fue. Ondarev does not know that
there are agents of the Cybeq>apaey
aboard the train - his eyes narrow
dangerously when he hean; this, and
Katrina gasps. As soon as possible,
Ondarev pushes Katrina into their
stateroom.

The Knights may run into Katrina
alone, later, in the dining car. She's
sitting at a table, idly stirring a cup of

Espresso. When they enter, she looks
up and apparently stares directly at
them, then beckons toher table. U they
come and sit down, she touches the
nearest on the ann. The Knight may
attempt a Pm:qtion roll against a dif
ficulty of22 to figure out what Katrina
is doing.

Desperate for help, Katrina is using
her psychic powers to look into the
character's mind. After doing so, she
decides to explain her reasons for be
ing on the train. and her current pre
dicament, in the hopes that the Storm
Knights might be able to help.

After explaining that she and
Nicolai are from the Soviet Institute of
Psychic Research, and that she was
drawn to this train by the power of
Possibility Energy, Katrina says that
she felt something coming from the
place where Blessed told them the
Signal Fue was, and that Nicolai has
gone after it. He's been gone for al-

Act Two

most 30 minutes; she is all but para.
lyzed by fear. for him. Katrina pleads
with the Knights to go alter Ondarev.

Thisshouldprovideinteresting new
motivations for the Storm Knights. U
they go alter Nicolai, go to the Service
Car section for a description of the
action.

(Note that this second encounter
withKatrina will almost automatically
trigger the dramatic conflict which
ends this scene. Don't run it until the
Knights have had a chance to interact
with some of the other characters on
the train.)

Katrina Tovarish: DEX 8, STR 8, TOU
7, PER 12, MIN 13, CHA 12, SPI 13.

Skills, reality 18, stealth 10, charm
13, test (20), willpower 17, persuasion
13.

Possibilities: 20.
Description.: Katrina is a young,

quite attractive blond womanofabout

6~--------------------".
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20years ofage. Herdear blueeyes are
sightless; she must use the powers of
her mind to perceive the world.

Nicolai Onduev: DEX 11, STR 10,
TOU 10, PER 10, MIN 8, CHA 9, SPI 8.

SkiIIs, reality 11, dodge 13, fire
combat 14, maneuver 12, unarmed
combat 12, language 11, survival 10,
test 10, willpower 12, intimidation 10.

Possibilities: 10.
Equipment: 9mm Beretta, Tech 22,

damage value 15.
Description: Nicolai is a tall, hand

some man, with eyes which seem to
take in all that Katrina's misses. He is
extremely protective of Katrina and
will gladly die to save her life. He is
obviously uncomfortable with the
priesrs collar, as he constantly pulls at
it.

Victor Manwaring

This man. is extremely pale, with
jet-black hair and long, immaculate
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fingernails. He looks to be about 40
years of age but might be older. He is
dressed in an old-fashioned tuxedo
with a red bow tie, and a small red pin
with an odd demon design on it. He
speaks exceUent English in an Eastern
European accent. He also wears sun·
glasses, at night.

The creature goes by the name of
Victor Manwaring. In his home realm
of Onorsh, he is known as Mantooth,
a powerful vampyre and high-level
assistant to the demon Thratchen.
Manwaring has orders to follow the
Storm Knights and to try to discover
more about the Possibility Chalice,
where the Knights are taking it, and
why.

Mantooth also has orders not to
attack the Knights until he discovers
these things, and to proted the Knights
from the "interference" of other High
Lords and their forces. He will inter·
pret the latter orders to mean that he
should warn the Knights that there are
enemies on the train, but he will not

actually fight the agents of the
Cyberpapacy for them - even a
vampyre as strong as he is wary about
taking on cyberpriests.

Manwaring will go out of his way
to strike up a conversation with the
Knights. He will try to find out as
much as he can about the Possibility
Chalice and the Knights' destination,
using hisawesomechann skill to make
them tell more than they might wish
to. Heenjoys thecat-and-mousegame
of talking with his victims, and he will
trade vague threats, warnings and
innuendoes all night.

Manwaring doesn't really care if
the Knights discover that he is a
vampyre; in his arrogance, he believes
that he is more than a match for them.
However, he does not wish to fight
them here and now - if they attack
him, he'll stayaround just longenough
to make them fear him and then dis
appear in a cloud of black smoke (see
below).

Manwaring knows nothing about



the Signal Fire or the Cyberpapist un
derground. He makes an incorrect
response to the code phrase. How
ever, he has (literally) smelt out the
fo..,.. of the Cyberpapacyon the ttain;
if the Knights are polite to him. he can
givea remarkably accurate accounting
of their numbers and location. He
knows that Sid and Iris Mendelbaum
are phonies.

Manwaring remains in his portable
coffin (in the pull-down bed of his
sleeping compartment) during the
daylight hours. If the Knights happen
to stumble upon him here, he simply
retreats to his other coffin (in the
Freight ear) at the earliest possible
moment.

During the evening, the Knights
will find Manwaring in the bar car. U
they do meet him there, he is drinking
a Bloody Mary with a gorgeous dark
haired lady in a low-eut black dress.

He has taken the last few minutes to
chann the young lady (whose name is
Virginia). During the conversation
with the Storm Knights, Virginia acts
as if she's a bit tipsy, sidling up to an
attractive male Stormer. When an op
portunitypresents itself, she leansover
and attempts to bite the Knight on the
neck.

Virginia is nof a vampyre. She's
merely actingout a subconsdoussug
gestion Unplanted byManwaring. He's
interested in seeing how the Stonner'S
react to this little incident.

Vidor Manwmng (Mantooth): DEX
12, STR 17, TOU 18, PER 11, MIN 14,
CHA 14, SPI 9.

Skills: reality ]8, acrobatics 20,
dodge ]9, maneuver 17, running 17,
stealth 20, unarmed combat 20,
climbing 19, alteration magic ]6,
divination magic 14, find 14,language
15, scholar 16, bick 16, test 23, will
power 23, charm 26, persuasion 21,
faith ]3, intimidation 17.

Possibilities: two per Stormer.
Naturallool.s: fangs, damage value

18.
Note: Vampyres are resistant to

physical attacks, taking only shock
damage from non-magicalattacks. See
the Torg World Book and the last se<:
tion of this book for more information
on Orrorshian vampyres.

Sid and Iris Mendelbaum

At first glance, these two appear to
be typically tacky American tourists.
They display an annoying affinity for
non-stop conversation. The subject
matteraltematesbetweenthecrummy
weather, the lousy accommodations
in their sleepingcompartment, the lack
of service ("God knows, it's hard to
find good help these days!"), the wa
tered-down drinks, and, despite the
fact that there is no baseball season
this yeaI, those good-for-nothing
blankety-blank Dodgers.

Sid and lris are actually agents of
the Cyberpapacy. They have been
planted in the bar car to meet up with
the Bloody Brotherfrom London-or
the Stonn Knights.

A Ptretption total of 13 allows a
Knight to notice the plexi£lex chest
casings that Sid and Iris wear beneath
their tacky tourist togs. U either of
them is offered the code phrase, they
respond appropriately. They then ask
the Knights to join them in their com
partment in the forward sleeping car.

They lead the Knights through the
dining car, the service car and toward
the forward sleeper. When they reach
the trapped freezer at the far end of the
service car (see the Service Car de
scription for details), lris produces a
remote control and presses a button.
deactivating the traps set there (and
perhaps giving the Knights an idea
that the freezer is trapped, or at least
important).

When they reach the forward
sleeping car, the Mendelbaums take
the Storm Knights to the Cardinal's
compartment. See his entry, below,
for a continuation of the action.

U the Mendelbaums are asked any
questions about the Cyberpapacy
London underground before they are
offered the rode phrase, Sid produces
a gun from the recesses of his tacky
polyester suit and the pair quietly
usher the Knights toward the forward
sleeping car and the Cardinal's com
partment.

The Mendelbaums can be found in
the bar car at all times during the
journey (adue that they are the Bloody
Brothers' contact), drinking exotic c0

conut drinks with colorful umbrellas
in them. Uany fighting breaks out, the

""Two
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spiritual lUting: 12
Community Rating: 14
Difficulty. target's faith
Range: touch
DW.iltion: a number of rounds
equal to miracle's result points
Effect: Causes target's b<xiy to
experience the agonies of cruci
fixion.

This particularlynastymiracle
causes the tugd's b<xiy to be
come rigid in a cruciform posi
tion, suffering all the agonies of
crucifixion, complete with stig
mata. The victim suffers 3 shock
points per round and can per-
form no actions while under the
effects of the miracle, except a
faith roll to break free. The diffi
culty of breaking free from the
miracle is 22.

Mendelbaums;oin in on thesideof the
Cyberpapacy, using their disguises to
get close to the Knights and then at
tacking with surprise.

Sid Menddb.ilum:DEX 10,STR9,rou
9(13 w/armor), PER l1,MIN9,CHA
8, SPI 9.

Skills: dodge 11, fire combat 11
(12), long jump 13, melee 12, running
13, unarmed combat ]2, trick 11, test
10.

Possibilities: none.
Equipment: Herod IV with cyber

netic aiming linkage (adds +1 to fire
combat), damage value 19; NeuraCaJ,
plexiflex chest and abdomen casing
(body armor), TOU+4.

Cyber Value' 3.

IrisMendelb.ilum:DEX9,STR10,TOU
9 (13), PER 11, MIN 9, CHA 8, SPI 9.

Skills: dodge 13, fire combat 11,
long jump 13, melee 13, running ]3,
unarmed combat 12 (14 for kick at
tacks), land vehicles 12, bick 12, test
11.

Possibilities: none.
Equipment: Plexiflex chest and

I.
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abdomen casing (body armor),
roU+4; loot-mounted slashers (dam
age value 15 for kick attacks);
NeuraCaL

Cyber Valu", 2.

Cardinal Le Rouchefoucald

This man is tall, middle-aged,
dressed in a Roman-Catholic
Cardinal's robes and wearing a black
eye patch and one black glove. Two
1eather-):lcketed cronies flank him at
all times. This is Cardinal Le
Rouchefoucald, the head of the
Cyberpapist underground inLondon.
He has been waiting for the arrival of
the Bloody Brother from London, with
an update on the Storm Knights. He
has also designed this train trip as a
trap to lure the Knights to their doom
in the event of the Brothers' failure
and capture.

H the Storm Knights successfully
made their contact with the
Mendelbaums by giving them the
proper code phrase, and they make a
trick attempt on the Cardinal and
achieve a player's ~1I result, the Car
dinal believes them to be his contact
and will ask for a report - and the
Chalice.

However, theCardinalisextremely
intelligent and his trade makes him
naturally suspicious; it is virtually
impossible for the Knights to keep up
a deception for any length of time-

they might be able, however, to fool
the Cardinal just long enough to get
the drop on him.

H the Knights fail the trick attempt
orwerebrought to theCardinai under
gunpoint, the two cronies move in and
try to take the Knights' weapons, while
the Cardinal suggests that they "con
fess their sins" to him. The Knights are
likely to resist, and when they do so,
the two henchmen, the Mendelbaums
and the Cardinal himseJfengagethem
in combat to the death. This triggers
the finalbattle,asCyber-agentsstream
to the Cardinal's defense from all cor
ners of the train.

The Cardinal will not leave the
safety of his compartment in the for
ward sleeping car until he has the
Possibility Chalice.

The Cardinals' Cronies (2): DEX9,STR
10, TOUIO(l2),PER8,MlN8,CHA8,
SP19.

Skills: dodge II, fire combat 12.
melee weapons 12. unarmed combat
11.

Possibilities: none.
Equipment:: plexiflex chest casing.

TOU+2 (body armor); slicers, damage
STR+2; Avro PR Il.V, damage value
19; NeuraCal.

Cyber Value: 5.
Desaiption:These two are leather

jacketed, spiked hair punker.; with •
bad attitude. They do not hide their

Cyber-enhanrements, extending and
retracting their slicers with mo~
nous frequency.

Cardinal Le Rouchefouc:.ald: DEX 9,
5TR 9, TOU 9 (16), PER 11, MIN 12,
CHA 13, SP114.

Skill., reality21,cyberdeckoP'!"
tion 17, evidence analysis 15, find 13,
language 13, scholar (Earth religions)
IS, trick14,Iest14,willpowert4,charm
15, persuasion 16, faith 15, focus IS,
intimidation 15.

Possibilities: 12.
Equipment::j-Jack;IRCOMCustom

Vee Cyberdeck (Response +2. Stealth
+3, Processor Power 4, Storage 5);
interdermal plate +7 (head and body);
DiV arm STR+S; kreelar tendon (1);
NeuraCal.

Cyber Value: 14.
New Miracle: Rood Awakming; (see

sidebar).
Description: Le Rouchefouca1d is

quite powerful, due to the fact that the
Cyberpope has allowed him 10 tap
Possibilities from his Darkness Device
fairly frequently. He is in his late fil
ties. Hiseyesarepierdng blue; his hair
is startlingly pure black; and his com·
plexion is almost that of an albino. He
dresses in the costume of a cardinal of
theCatholicChurchofCoreEarthwith
an eye patch and glove to cover his
cyber-enhanrements.

[Ill The arlen t Express
h!M Freight Car
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Other Characters

There are plenty of characters the
Knights can encounter on the train:
porters,other passengers,and 50forth.
Theyareextras, for atmosphereand to
wander into fields of fire at inconve
nient moments. Use them to draw the
Knights off the scent of the important
characters, to complicate encounters,
and for comic relief.

Mr. and Mrs. Johnson: Honeymoon
ers from the United States. Mr. John
son is an importer/exporter of exotic
goods; Mrs. Johnson is a sergeant in
the US Army. Both extremely shy, ex
tremely wrapped up in each other.
Mrs. Johnson is a Stormer but doesn't
know it.
The Toronna Corpontion Sales: Six
}apanesemen.oncorporare-sponsored.
vacation after making their sales quI>
tas for the tenth consecutive year. In
between taldng pictures ofeverything
on the train, they discuss the rumors
of the imminent takeover of their
corporation by some other new and
powerful corporation ...
Guido Genovese: This big, swarthy
gentleman sits in the comer of the bar
car, paring his fingernails with a IaUfe
and drinking glass aft... glass of Vlno.
He wean sunglasses, black suit, grey
shirt,and white tie and shoes. Hesays
nothing. (Note: Guido is an olive-oil
salesman. back from a very successful
sales trip in Norway. He's not con-

(111 The Orient Express
~ Rear Sleeping Car

To Freight Car

neeted with the Mob at all; he just
dresses that way.)

Gina: Fenati.: A very beautiful. very
successful model, Gina too hangs out
in the bar car at all times, wearing a
revealing minidress, sipping Perrier,
and eyeing all males who enter or
leave with an extremely intimidating,
almost predatory look.
And More: The Sharp Old British
Womanand HerComparuon;AnArab
Sheik or Two; A Stout German
Burgermeister; And So Forth ...

The Train Cars
Following are descriptions of each

of thecars, listing possible enoowtters
the Knights may have in them. Since
their sleepingcar is near the rear of the
train, the Storm Knights will most
probably move forward during the
scene. As they do so, follow the train
car diagrams at the bottom of each
page.

Freight Car

This car is directly behind the
Knights' sleeping car. It is kept locked
at all times; each conductor has a key
Oockdifficulty8l. Thecarisfilled with
cratesand containersofeverysizeand
shape. There are several cages con
taining animals (two German Shop-

Ad Two

Mantooth'. Ring

The ring found in the coffin is
magical.. and allows the wearer
to effect the equivalent ofa Mllge
Dorkspell (see Torg Rule Boo\: pg.
119), duration one minute, the
wearer able to see nonnally. The
user suffers no backlash, but the
ring willonly workunder aMllgic
axiom of 10 or more. It has six
charges, after which the ring is
useless until recharged.

To identify the item, a charac
ter with DivinJItion Magk must
generate a total against a diffi
cultyof12. A Good success result
identifies the item as having the
ability to cast a conjuration spell
- a Mind total of 12 is needed
each time the wearer wishes to
activate the ring. A Superior re
sult tells the character that the
spell uses the principle of Dark
ness - a Mind total of 10 is
needed. A Spectacular result tells
the character exactly how the
item works - no Mind total is
needed. U no one has the Divj
nntion Magic skill and the item
cannot be identified., a Mind total
of 16 is needed to activate the
ring.

To Bar Car

I.
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herds and a chimpanzee). U one or
more of the Storm Knights was
smuggled aboard the train in pacldng
crates or the coffin. this is where they
were broughl

The most striJdng item is hidden
behind a row of crates. A find total of
12 is needed to discover it. It is an
omately-decorated. coffin, black with
gold handles and bearing the inscri?"
tion "v. M.H

If opened, the coffin contains no
body, but is filled with dark soil. Uthe
characters search through the dirt, (a
fi.d total of 10), they find • peculiar
signet ring wrought in the image of a
demon (see next page).

The coffin belongs to the vampyre
Mantooth, who is aboard the train. If
the Knights suspect that the coffin be
longs to a vampyre, they may want to
defile it. This will not substantially
harm the vampyre, who has several
other coffins hidden aboard the train.

If the Knights allowed the Orient
Expressofficials to hold theirweapons
during the trip, they are locked in a
strongbox in this car.The box is marked
Hpersonaleffects," and hasaToughness
of18. The padlock has • lock difficulty
of 13. Along with thestuff the Knights
had confiscated, they find jewelry
worth $8,500, an ornate, old·style
derringer (Tech 18, damage 12), a
curved ceremonial dagger (Tech 7,
damage STR+3), and a leather case
containingadisassembled lee Enfield
rifle and 50 rounds of ammunition
(Tech 20, damage 19).

Rear Sleeping Car

This car is between the freight car
and the bar eat. Each compartment in
the car has only a wash·basin cabinet,
but oomplete bathrooms are situated
at each end of a car. The partitions
between compartments can be taken
down to create double suites.

Eachcompartmenthastwocouches
that can be converted to single beds.
The upper berths pull down from the
walls above each couch, allOWing up
to four people to share a compart
ment.

These cars, like aU the others on the
train. have been restored to the height
of their original grandeur and opu
lence. The exteriors of the cars are
gleamingredandgold deco",ted with
twotonsofhighly·polished.brass.The
interiors are paneled in heavy oak or
shiningblack lacquer, and plush-deep
piled carpeting in rich hues of red or
blue or green cover the floors.

U the Storm Knights wish to con·
duct a searchof this car, each compart
ment door's lock has a difficulty of 8;
the conductors all carry master keys.
The diagram of the rear sleeping car
shows where certain individuals are
staying. Use this key to describe what
is found. in each car if the Knights
decide to search them at any time:
Victor Manwaring's Compartment
(1008): This compartment is more dif
ficult to break into than the others
Oock difficulty 16) due to additional

precautions taken by the occupant.
TIle compartment appears to be com·
pletely untouched. If the Knights
search this compartment after sun·
down, they find absolutely nothing of
interest. II they search it during the
daylight haws, 'hey may.ctually find
its occupant - but only if they pull
down the left upper berth.

U they do this, they find an ex·
tremely large bound leathercasewhich
was closed up into the berth. This is
one of the coffins of the vampyre, and
he is inside it.

Manwaringdoesnotwish toengage
the Knights here, and will tty.o flee to
his other coffin in the freight car.
Manwaring will throw his MJ~Dent
spell. push the Knights out of the way,
and then rush down the corridor
heading to the rear of the train. U the
Knights pwsue, he'U dive out a win·
dow, takingappropriatedamage from
the sun (but none from the £am, and
find a cave or cellar to hole-up in until
nightfall when he can transform into a
bat and fly to one of his alternate cof
fins hidden in Italy. The next time they
meet, Manwaring will be very, very
angry ...

(In the event of his death at the
hands of the Knights, have his role in
Acts Three and Fourof this adventure
played by an Orrorshian werewolf,
sent by Thratchen to complete his
predecessor's mission. Use the
werewolf stats on page 18 of the Torg
World Book.)

rn:J The Orient Express
~ Harear
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Horace Blessed's Compartment
(1012), If the KJlights se<U<h this com
partment, they find a case containing
all manner 01 lockpiddng and bur
glary devices. They also find a small
Ayslish shoulder bag containing vari
ous stolen wallets, watches, rings and
necI<la<os (total value S4.ooo).If00001
the Knights was pickpoclc:eted by
Blessed earlier, her missing items are
found as well
KatrinaandOndarev"sComputmmt
(1014): Thiscompartmentshowssigns
of some use, though it shows no signs
of being occupied by a nun and a
priest. In fact a pistol (9mm. Beretta,
damage value 15) can be found under
one of the couch pillows (find total of
10).

Hanging from a valet hook is a gar
ment bag, inside of which are several
sets of men and women's civilian
clothing.

The Stewards

Each steeping car is staffed by a
liveried steward who sees to all the
needs of the passengers assigned to
his car. The Storm Knights' car is
tended bY'
Henri Montrusor: All skills and at
tributes 8.

Henri is47 years old,gray-templed,
with a curling moustache under his
prominent nose. He is a wealth of in
formation concerning the history of

the Orient Express. He can talk for
houn about King Leopold. Tatiana
Romanova, Mata Hari, and Greta
Garllo.

Healso knows (information travels
quickly among the serving staff) that
the two forward-most cars (theservice
carand the fmwanl sleeping car) have
been reserved formembersofthe Holy
Roman Churcl\.

If a fight breaks out here. Henri
runs for the engine to inform the engi
neer. He believes thatthey will contact
the authorities and stop the train, but
this never happens - the engineers
are on the Cyberpope's payroll.

The Bar-Salon Car

This car stays open until the last
customer has left. It features velvet
and chrome seating, and rich draper-
ies. Cocktails, wine, coffee, tea, caviar,
and foie gnzs are aU available in the
salon and delivered to the compart
ments. 1be cost of the refreshments is
not included in the ticket price. Many
patrons are present in this car at all
times, decked out in their best formal
wear.

There will be several interesting
gamemaster characters in the bar car
at all times. Sid and Iris Mendelhaum
are there all of the time, and Horace
Blessed plants himself in this car al
most immediately after the train starts
moving, and from then on leaves only

Ad Two

to eat and sleep. Several of the "Other
Characters" described above stay in
the bar car pretty much continuously,
as well.

In addition, come sundown, Victor
ManWaring invariably makes his way
to the bar car. He does not retire to the
diningcar formeaJs asmost
do, but stays in this carun~
light of dawn.

The KJlights may engage any or all
of the characters here in conversation
to acquire information about either
the signal fire or the Cyberpapaey's
London Underground leader. U not,
some of the characters will approach
the Knights, for their own inscrutable
purposes.

The Dining Car

The velvet-lined dining car is
equipped with wing chairs, velvet
embroidery, heavy damask table linen,
and adorned with fresh Bowers and
Umogeschina. At meal times theair is
filled with the hum ofconversation in
many languages, the soft clink of sU
ver against china or crystaL and the
silent, highly courteous and efficient
movement of the waiters.

During off-hours, the car is usually
empty, save for one or two people
enjoying a snack and the waiters
heading to the sleepingcars with room
service orders.

[Ill The Orient Express
(8) Dining Car

To BarCa! To Service Car
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Service Car

The door connecting theservicecar
to thediningcar is locked (difficulty01
11 to open). The car itself is empty and
quiet. It is lined with shelves, storage
bins and pantries. At the far end of the
car is a large walk-in freezer.

U two hours or more have passed
since the journey began, the Knights

T he Jewel

Though not the Signal FIre,
the jewel in the safe is still quite
valuable, worth nearly $10.000
on the international market. The
Cyberpope knew that he would
need to make the signal fire ap
pear to beas genuine as possible
in order to draw the Storm
Knights out. For this reason, he
also drew Possibilities from his
Darkness Device and stored
them in the gem (to make the
gem appear to be an Eternity
Shard should anyone attempt to
tap it).

The signal fire holds five Pos
sibilities and may be tapped
freely by the Storm Knights. Us
tapping difficulty is a mere 5.

find the body of Nicolai Ondarev ly
ing in front of the freezer door when
they arrive. He is alive, but uncon
scious, and has a nasty puncture
wound on his neclc..

The First Trap

A two-foot square area in front of
the freezer door is pressure-sensitive
(find total of18; lockpicking totalof14 to
disarm). Ua Storm Knight steps on the
area (as Nicolai did), a pn~tically
driven shaft drives out of the wall and
into his neck. At the end of the shaft is
a speciallydesigned neural jackwhich
involuntarily connects the Storm
Knight to the GodNet. Once the ttap is
triggered., the victim may attempt a
Datmty or dodge roll against a diffi
culty of 16. Ushe succeeds,she avoids
the jack.

If not, the victim is in trouble. The
needle injects a burst of /az into the
wound which creates an electric cur
rent, momentarily interfacing the
victim's brain synapses with the
GodNet. The connection can only be
sustained for microseconds, but it is
enough for the automatic program
ming built into the shaft to grab the
victim's mind and damn it to Hell (see
the Torg World Book, page 39 for more
information on Helland theGodNet).

Once the shaft strikes the vict:im.. it
makes an attack against the victim's
Ptraption with a skill of 15. Uit fails in

its attack, the victim avoids being
jacked into the net, but still takes
physical damage; the shaft has a
physical damage value of 12.

U the attack succeeds, the victim is
jacked in, suffers physical damage as
above, and is sentdirectly to Hell in the
GodNel There is no defenseor rescue
from this attack: once the character is
damned, she is a vegetable and will
remain so until someonegoes into Hell
and brings her out. As yet, no one has
ever come back from Hell.

(Failing hisdodge roll, Ondarev was
hitbytheshaft. He avoided being sent
to Hen.but hewas KO'ed by theinjury.
He'll awaken unharmed in a while.)

The Padlock

\eIreezer door ispa~~.~\dlock a I . 'n8 diIficIlIty 01!:'~~OUJl"'-mind ;,
lias a Toughness of 16. ____

Inside

Once the door is open, the charac
terscanlookaround inside.The freezer
is empty, except for a wooden box on
the floor against the opposite wall.
There's a ~inch diameter circular
metal grate in the center-of the ceiling,
from which blows cold air.

(Ill The Orient Express
flM Service Car
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The Second Trap

Naturally, the freezer is trapped as
well Heat sensors are built into the
floor; thirty seconds after someone
enters the freezer, the door slams shut
and the walls begin to squeeze close.
Before one goes inside, it takes a find
total of 16 to spot the heat sensors and
an mdtnct"arullysis total of 18 to figure
out the trap once the sensors are spot
ted. Even if spotted and figured~ut,

the trap cannot be disarmed unless
someone is willing togoouta window
and clamber und~ the moving train to
pull the plug.

The freezer itself is reinforced, and
remarkably tough. Thedoorslamsshut
witha Stmrgthof22 (that is, to stop the
door from shutting, a Knight must
generate a Stmrgth or lifting total of22
or greater. The walls and doors are
Toughness 25; the engine pushes the
walls closed with a Strtngth of 20. In
four rounds, theygrind shut, crushing
anyone within (damage value 20 each
round) until they are killed.

~o stop the walls from closing, the
Knights must make Strength or lifting
totals greater than or equal to 20 etlch
round. A Strength or lifting total in
excess of 25 will burn the engine's
motor out altogether.

(Ill The Orient Express
(8) Forward Sleeping Car

Act Two

ombat Atop a Moving Train

During the combat, any ac- A minimalresultalsogives the
tions involving D~%ttrity or character a choice. If thecharac-
Strmgth are made more diflicult ter chooses to succeed with the
and dangerous by the moving action,. it means that she was
train. Take whatever total was thrown from the roofofthe train
generated and, in addition to the after doing so. The character is
effects it was intended to have, now hanging from thesideofthe
look up the total on the General traincarandmustspend thenext
and PtISh Results Tabl~. round making a Strength total of

A spedaculil" superior, or good 10 to hoist henelf back onto the
result means that the character roof. If this atteD)pt is failed, the
was able to keep her balance situation is worsened and the
while attempting the Strength or difficulty is increased by three
Datmty action - there are no (13). If this attempt is also failed,
negative effects. the character is thrown from the

An tromlgt result means that train and sufferstheeffectsofthe
the character has a choice. She collision (damage value of 18).
may elect to succeed in her ac- If the character chooses to fail
lion, and thus lose her balance, with the action, she falls prone
falling prone as a result (treat on the roof, and the same roles
thisasaknockdownresult,butafttr apply as with the averag~ result,
the action). Or she may elect to above.
fail in her action, but retain her
balance and remain standing(no
knockdown).

•
Bathroom/Showe-

To Service Car Church Policeman....,. To Engine
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Spiritual Rating: 12
CommunHy Rating: 13
Difficu1tr- tugers faith
Rnlge: voice
Duration: number of rounds
equal to result points
Effect: causes target to doubt his
gods

If this miracle is successfully
invoked, the target loses use of
his faith skill for the duration of
the miracle's effect.

two Cyberknights and a Cyberpriest
who were posted on the roof of the car
for justsuchaneventuality_TheCyber
agents will attempttostun the Knights
and hurl them off the train, to be picked
up later byothers following the Orient
Express in a mini-eopter.

Once the Cyberknights and ·priest
are defeated and the Stormers return
to the bcxly of the train, they are at
tacked by the remaining forces of the
Cyberpope.This triggers thedrnmatic
conclusion to this act.

The Safe

If the box is moved, the safe con
taining the signal fire is clearly visible,
set into the far wall of the freezer. The
lock has a lockpicking difficulty of 18;
the walls of the safe are reinforced,
Toughness 28. Inside the safe is a large
red diamond. It fairly shimmers with
Possibilities.

When the diamond is picked up, a
signal is sent to the Cardinal, staying
in the forward sleeping car indicating
that the trap has been sprung. A find
total of 16 is necessary to discover the
signaling mechanism before setting it
off. A lockpickil1g total of 15 is neces
sary to disarm it.

The Grate Escape

On the roof of the car, directly over
the freezer, is the heat-exchange unit.
A duct, 20 inches in diameter and one

meter in length, runs from the grate in
the freezer ceiling out the roof of the
car, like a stainless-steel chimney. If
the refrigeration equipment capping
the duct is gotten out of the way, the
Knights might beable getout through
the ceiling.

Use Dramatic Skill Resolution to
heighten the drama of breaking
through the duct while the walls close
in. Only steps A and B are necessary.
Step A represents getting the metal
grating off of the duct's opening and
Step B represents pushing the cap off
of the other end of the duct. Step A
requires a Stmlgth total of 12 or a
DattTity total of 14; Step B requires a
Strmgth total of 14.

The Final Trap

u the Knights exit the car through
the duct and wind up on the roof, the
first out is immediately attacked by

Cyberkn;ghls (2), DEX 11, STR 9 (15
for kick damage), TOU 9 (13 w/ar
mor), PER 10, MIN 8, CHA 8, SPI8.

Skills: dodge 12, fire combat 12,
long jumping 13, melee 12, running
13, unarmed combat 12 (13), land ve
hicles II, trick 11, test 10.

Possibilities: none.
Equipment: Herod IV with cyber

netic aiming linkage (+1 to fire com
haU, damage value 19; plexiflex chest
and abdomen casing (TOU+4); one
cybernetically-enhanced leg, (damage
value 16 for kick attacks), kreelar ten
don, NeuraCaL

Cyber V.J1ue: 9.
Desaiption:Thesetwoaredressed

in the typical studded leather of a
cyberknight. They have bright red
crew<uts with oudfixes shaved into
the sides.

Father Marc Chevalle <typical
cyberpriesl)' DEX 9, STR 8, TOU 9
(16), PER 10, MIN 9, CHA 10, SPill.

-"0-:':::------------------.......
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Skill", reality 13, dodge 11, fire
combat 10, melee 10, unarmed combat
12, find II, trick 13, science II, _12,
willpower 13, focus 11, faith 12. in
timidation 15.

P05SibUities: 4.
Equipment: interdermal plate

(TOU+7); SiV ann, STR +5, slicen (+2
on DiV arm), total damage value 15;
IcreeIar tendon; A potheduct;one pack
01 Jaz.

Cybe:rvalue: 10.
Description:This priest is dressed

in clerkal clothing. wearing robesand
vestments that would not look aH.11
out of place on a member of the true
Catholic Church of Core Earth.

Forward Sleeping Cars

Cantinal Le Rouchefoucald had this
entire car reserved for "members of
theChurch... Stationed here along with
the Cardinal and his cronies are six
Church Policemen and five /tlZuits of
the Church Militant

UtheStonnKnightsdecidetosearch
these cars at any point, they will run
into the occupants. The combined
cyber-forces aboard these cars will
naturally attempt to defeat the Stonn
Knights and take theChalice. in accor
dance with their orders from the
Cyberpope. This automatically trig
gers the dramatic conclusion to this
"""e.

Ourch Policemen (6): DEX 9,STR 10,
TOU 9 (II), PER 8, MIN 8, CHA 8, SPI
9.

Skills: dodge 10. fire combat 11,
melee weapons 10, unarmed combat
10,evidenceanalysis 10, land vehicles
10.

Possibilities: none.
Equipment: Mini-f1echette pistol.

damage value 15; shockstick, damage
value STR+5 (does only shock dam
age, cyberneticallybuilt into forearm);
NeuraCal; plexiflex chest casing
(1OU+2); teflex handcuffs (Toughness
20),

Cybu Value: 6.
Description: The Church Police

stationed in these cars have made no
attempt to disguise their appearance.
They wear the obvious trappings of
their station.

Jazuits (5): DEX 10,STR 9, TOU 8 (13),
PER 10, MIN 10, CHA 9, SPIll.
S~realityI2,meleeI3,wwmed

ornnbat 12. mnguage 12, Khotsr 12.
trick 12, lest 12. willpower 13, faith 13,
focus 12, intimidation 12.

Possibilities: 1.
Equipment: ]-Jack; interdermaJ

plate TOU+7; Marseilles Hermes
Cyberdeck (Response +3, Stealth +1,
Processor Power 4, Storage 3);
NeuraCal; beelar tendons;
slikslashers, damage STR+6.

Cyber Value: 9.
Miracle: Crisis of Faith; (see box)
DescriptioruJazuitswearlongblack

cassocks that reach to the floor and
button up the front. This outfit easily
passes for those worn by priestsofany
number of Core Earth Christian reli
gions.

The Engine and Coal Tender

The engine is a French Nord Rail
way (4-6-{).lt iscrewed byan engineer,
an assistant engineer, and four fire
men (working in shifts of two). The
only information the engine aew can
pass on to the Storm Knights is that
they have been paid off by the
CyberpapacyandarefoUowingorders
given by the Cardinal. They are not to
stop the train for any reason, unless
the Cardinal says so. The engine
crewmembers are neutral toward the
Knights and will only give this infor
~tionawayUthey~mefrUm~yor

are successfully interrogated.

The Big Fight
If the Cardinal sends his forces

(Church PoliceandJazuits) out to deal
with the Storm Knights at any point
during the scene, they move along the
rooftops of the train in order to gain
surprise. Oncetheyreachthecarwhere
the Knights are. the Jazuits crash
through the windows on eithersideof
the car, whiletheChurclt Police move
to block off the entrances to the car.

lioneof the the Knights generates a
Puaption total of15orbetter, he hears
the footsteps on the rooftop. in this
case, the Knights automatically get to
go first in the first round of combat.

If they aren't in the thick of things
already,Sidand lrisMandelbaumsoon

Act Two

enter the fight. Uthe Knights have not
yet seen through their disguises, they
pretend to "stumbleH into the battle. A
cyber-agent grabs Iris. using her for
coverorthreatening tokill her. which
ever seems more useful. U a Knight
rescues her, Iris pretends to faint,
pitchingstraight into the Knighrs anns
- and viciously kicks out with her
foot slasher,

Uthe Knights make it all the way to
the forward sleeping car without hav
ing triggered the final battle, they may
gain a significant advantage. There is
only one Church Policeman on guard
duty in the corridor. If the guard can
be knocked out without disturbing
the rest of the occupants of this car,
they will be caught unawares, loung·
ing in their various cabins (theChurch
Police in one, the Jazuits in another,
the Cardinaland his cronies ina third).
The Knights might be able to make a
good dent in one of the groups before
the others come swarming out, and it
will take a good five or SO rounds
before the Mendelbaums and the
agents stationed on the roof of the
train can get into action.

Meanwhile
In Egypt, Wu-Han left Pharaoh

Mobius at the Precinct of Amun and
returned to Memphis. Once there, he
summoned Air Marshall Hughes to
meet with him in his private quarters
at the embalming house of the Apis
bulls.

Hughes was quite taken aback by
the woman accompanying Wu-Han.
She had an aloof, regal bearing and
was dressed as an ancient Egyptian
goddess. She was also extraordinarily
beautiful.
~y dear Hughes," says Wu-Han,

drawing the Air Marshall's attention
away from the captivating woman.
"Would you be so kind as to ready
your squadron? The goddess Neith
and her companion will inform you of
your destination."

With only one or two gulps of as
tonishment, Hughes managed to nod
and reply, "Ofcourse." Thenhetumed,
left theembalming house, and headed
across the Nile to the air base in the
shadows of the pyramids at Saqqara.

I.
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Awards
Award each Knight three Possi

bilities at the conclusion of this act,
four, if they managed to capture Car
dinal Le Rouchefoucald alive.

Interlude
This Interlude is a bit complicated.
U the Cardinal was captured and

not killed, the Knights must think of
some way to get him back to London
and Tolwyn. U they choose to do this
themselves, it will significantly delay
their journey to the Himalayas. They
caneasilyconvinceKatrinaand Nicolai
to take the prisoner to London for
them, particularly if they rescued
Nicolai earlier.

U the Storm Knights managed to
get their hands on the phony Signal
Fire gem, they may believe it to have
someconnection with the DestinyMap
instructions, and take it with them to
their final destination in the
Himalayas. U Katrina is shown the
gem, she senses that the gem is noth-
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ing more than a storehouse for a few
Possibilities, and that it has no special
powers at all.

UBlessed isaround, he will appraise
the gem as worth about $8,000, and
offer to unload it, for a mere 10 percent
ofwhat he sells it for. (He will, in fact,
sell the gem for $9,500, pocketing the
extra $1,500 and the $800 fee. Quite a
character, is old Horace.)

Once aU of this is straightened out,
the Knights can continue onto the
Himalayas. Chartering a plane is the
quickest way to get there, taking four
tosix hawsof flight time, plus however
long it takes to track down a plane.
This mode of travel is expensive,
however. It will cost the equivalent of
Sl,BOO to do this, $2,000 if they need a
pilot to go with them.

Cheaper flights can be taken, but
only aboard commercial airlines. This
will costeach passenger$25Oone-way,
and will take longer, due to the
reroutings and various plane changes
the Knights must make to get to the
spine of Asia (the farthest that a com
mercial flight can take the Knights is
Delhi; from there, they must charter a
private plane to Katmandu and into

the Himalayas). It can take anywhere
from eight to 40 hows of time to com
plete the trip via commercial airlines.

Other modes of travel are possible,
but far slower. Various train routes
cross Europe and head into Asia, but
they are time-consuming and expen
sive.1t could take the Knights up to a
weekand a half and S400each to make
the trip by train. Travelling by auto
mobile is by far the slowest way, tak
ing up to three weeks for the trip.

In any event, once they reach
Katmandu, the Knights must either
charter a plane for the final leg of their
journey, or hire a caravan of yak and
porters, and this could take well over
a month.

Cut To...
Act Three, and the magnificent,

snow-apped Himalayas.



Act Three

Roof of the World
The Major Beat

The Storm Knights begin this act as
th.ey reach. the snow-capped
f:lunaiayas. While reconnoitering their
final destination by air, the Knights
a,re attacked by a squadron of Nile
fighter planes. Their plane is forced
down and the Knights mustmaketheir
way across the frozen peaks of the
Himalayas on foot.

After some mountainous trials and
tribu~ations,~cludingan attack by a
ferooous Yeti, the Knights find a mist·
shrouded plateau - and on that pla
teau they find the ruins of an ancient
city.

Upon reaching the city, the Storm
Knightsareattacked by theOrrorshian
vampyre Mantooth and his herd of
gospog; sent by Thratchen to destroy
the Storm Knights and capture the
EternityShardknown as the Possibility
Chalice.

SCENE ONE:
Hills Like White

Elephants

The Situation
. Standard. Following the instruc

tions on the Destiny Map, the Storm
Knigh~ have made their way to the
mystenous plateau of Tibet in the
T~ngkula range of the magnificent
Himalayan Mountains. It is here that
they expect to find the final resting
place of the Possibility Chalice.

Unfortunately,Tibet is an occupied
state, under Communist Chinese
control, and ever since the beginning
of the Possibility Wars, Red China has
beeneven more hostileand unfriendly
to outsiders than they were before. If

the Knights have flown in without
taking precautions, they may be chal
lenged by Chinese jet-fighters. If they
went in on the ground, they have to
talk their way past the border guards
(persuasion difficulty 14).

Comparing the Destiny Map with a
more modem one, the Knights find
that the nearest village to the "final
resting place" is called Jilibulake.

Now What?

Here's the problem. The Destiny
Map was hand,-earved, at a scale of
hundreds of kilometers to the inch.
The "place where the men of the north
join hands" could be anywhere in an
thousand-kilometer-square area.
Making matters worse, there are no
roads and few paths.

So. How do the Knights find the
resting place of the Chalice?

The only reasonable way for the
Stann Knights to find theirdestination
is to locate it from the air. This itself is
no mean fe~t:you'd have to becrazy to
fly a plane mto these mountains, par
ticularly if you need to fly low enough
to spot a ... what? Temple? Crypt?
Cave? Who knows? And remember:
the resting place has been there for
millennia. Maybe it's snow-eovered.
Or it was buried by a rock-slide or
earthquake, like the Temple of the
Chalice.

.If the Knights haven't thought
thmgs through and wish to search for
the resting place on foot, describe for
them someof the difficulties they face.
If they persist, well, let them head off
into the mountains. Every day, have
t~eJI.lmake a find roll. The difficulty of
findmg the Forever City from the
ground is 40, minus one for each day
spent searclUng <but with a minimum
difficulty of 25). The Knights might
make it some day. If they do, go to
Scene Two, "A Himalayan Idyll."
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Flying Over Makan-Ia

When the Knights search from the
air, describe the towering mountains,
the low douds, the stinging cold
rushing in through the cracks in the

II the Knights haven't got one, they
can rent a plane. Though the airport at
Jilibulake does not have any useful
airplanes in it, the "flight cpntroller"
(who is also the cook, mechanic and
maintenance man) can call to other
airports in the area and arrange to
have one flown up to Jilibulake. The
only aircraft available is a somewhat
elderlyTurbo-Coose,which theowner
will be happy to rent to the Knights for
a paltrySSOO.OOperday (hisminimum
price is 5250.(0).

jilibuJake is populated by a
Tibetan tribe known as the Dopa.
It is actually more a large town
than a village, and is home to a
number of merchants who trade
with various nomadic Mongol
tribes which drift in and out of
town.

Though remote and inacces
sible,Jilibulake is not completely
isolated from the outside world.
Few automobiles travel to the
village, but many caravans of
horses, yak and shaggy Kirghiz
camel makethejourneyfromany
number of sunounding towns.
Jilibulake also sports a small air
port with one runway and one
hangar. Airplane fuel is avail
able, at roughly twice the stan
dard. cost.

U the Knights ask questions
about the location shown on the
Destiny Map, the older villagers
admit having some knowledge
of the place, but will not share
that knowledge with the Knights
unless properly pmUlUled (the
villagers' attributesandskillsare
all 8; their attitude to outsiders is
hostile).

U this is accomplished, the
oldsters speakenigmaticallyofa

T he Village

ancient plane's fuselage. The plane
jumpsand viliratesalarmingly, though
the owner assured the Knights that it
was in perfect operating condition.

During the flight, eachStormKnight
armed with binoculars and stationed
at a window can make afind roll once
perday. On the Mt day, thedilficulty
is 40, but it is reduced by five for each
day's search, to a minimum of 20. The
pilot can further reduce the diffirolty
by five if he makes a piloting roll
beating a difficulty of 14. There is no
penalty for failing the piloting roll.

When someone finally makes the
find roll, read the following:

You've been flying for days, now,
crisscrossing the Himalayas at as low
an altitude as you dared, trying to

great city that once stood for
ever, but is now lost in time.
Theydon't know where it is; Ieg
end.ssay that it mayonlybe found
by "those who can alter their
Destiny" (ie, Possibility-rated.
characters).

TheKnightsmayequipthem
selves for the final journey here
with little trouble. The Knights
can find warm furs and skins for
the extreme cold of the moun
tains, and a variety of mountain
climbing equipment which,
though somewhat antiquated, is
in pretty good shape.

The villagers will also be
happy to provide mountain
guides for the Knights for the
equivalent of $25.00 per day
(minimum priceSI5.00).Though
they don't know where the For
ever City is, they can greatly re
duce the risks of wandering
around in the most forbidding
mountain range in the world. U
oneof these guidesaccompanies
the party, then all of the climbing
difficulty numbers which occur
up to, but not including the final
scene in this act, are redueed by
two.

pierce the cloud, snow and rock,
searching for the end of your quest.
You've skirted high ranges, dove into
deep valleys, seeing only miles of
blinding white.

Down below, theungainly·looking
shadow of the plane bobsand weaves,
distendsandcontraetsoverthedeeply
wrinkled and crumpled surface. The
shadow Oitsand dartsoversnow-oov
ered humped backs of sheer-sided
mountains, formed millions of years
ago when the subcontinent of India
smashed into Asia.

This is the third time you've gone
across this particular piece of vertical
real estate- Makan-Ia mountain, the
map calls it - and you have begun to
give ur. hope.

StiJ, there's something unusual
aboutthatmountain,sometmngwhich
has drawn you back to it again and
again. Perhaps its thealmost perfectly
smooth ledge - for want of a better
word - almost a third of the way up
on its southern face. It's big, nearly 100
meters wideand l000metersinlength.
And its virtually free of snow. The
revealed rock face is broken by what
almost looks like inlaid lines ofdarker
rock, in what could almost be a man
made pattern. Who would carve such
a thing you cannot begin to guess.

And then, there's that area on the
othersideofthe mountain. milesaway
from the flat ledge. It's covered with
clouds. But that's not particularly un
usual-these mountainsarehigh,and
there are a lot of douds in them.

(That's what makes flying around
here so interesting - when you fly
through a doud, you never know
whether there'll be a mountain in it.)

But this particular bank of clouds
hasbeen thereevery time you've come
by-and that;sunusualOoudsmove.
Why doesn't this one? In desperation,
you decide to enter the cloud bank. U
there's a mountainside in there ... well,
nobody wants to live forever,

But there isn't. Instead, what you
find isa dty-orwhat'sleftofone.lt's
on a plateau, about half-way up the
mountainside, and, amazingly, the
plateau iscovered withsomethingyou
haven't seen since you've begun your
search: green, living plants. Trees.
Brush. Rowers. ThedtyitseUisall but
covered by them: you can see only the
bare outlines of buildings, streets,
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fountains,and a pyramid ofsome kind
under the verdant carpet.

You have time for only a quick
glanceas your planeonceagain enters
the cloud bank, but, somehow, you
know that this is the place. A name
comes unbidden into your head: The
Forev...Oty,and the final restingpia«
of the POSSibility Chalice.

Youmakeanothercoupleofpasses,
attempting to see through the foliage,
fixing details in your heads, when you
pi10tannounces that you arebeginning
to ron short of fuel. Regretfully, you
head back toward the town of
Jilibulake.

Almostassoonas the Knights leave
the city, the detai1s on it become hazy.
Did it have towers? Was it set out in a
circular pattern, with streets radiating
out from a central parkarea? Or was it
set out in a grid, or at random? Was it
even real at all? The Knights begin to
doubt its reality, and possibly their
own sanity.

Compounding the confusion, any
physical evidence they may have
thought to get doesn't work - film
has become fogged. Videotape has
been demagnetized.The Knights have
nothing. except the fading memory as
of a long·ago dream.

Act "'""

Final Preparations

Though they have begun to have
doubts, the Knights have little choice
but to go to the City. Just how they get
there is up to them. They can trade
their plane in on pack animals and
native guides, and head in on foot
(perhaps a two-week journey, if they
don't get lost and the weather holds).

Or, if anyone thinks about it, they
could - mJlybe -land their plane on
that strange plateau. The pilot of the
aircraft expects that, barring sudden
crosswinds smashing them into the
mountainside, it wouldn't be all that
hard (say, a difficulty of 8). Note that
you shouldn't tell the players this sec
ond option; barring an Idea card, they
should come up with it on their own.

Otherweird options, like parachut·
ing in, are possible - but you might
ask the Knights exactly how they are
going to get themselves out again af·
terwarcis, and who exactly is going to
fly the plane while the pilot jumps?

Cut To ,.,
If the Knights decide to fly to the

plateau, go to "Scene Two: Fly Hima·
layan," below. If they decide to walk
in, go to "Scene Three: A Himalayan
Idyll."

SCENE TWO:
Fly Himalayan!

The Situation
Standard.. U the Knights decide to

fly inand land on the plateau, read the
following after they take off:

The engines of your plane thrum
strongly in the thinairover thecentral
Himalayas. The constant vibration of

the engines, whichcan besensed more
than felt, affects every square inch of
the aircraft. You hear the pilot swear
as the plane hits a sudden airpocket,
dropping like a stone for 100 meters
before the props begin to bite again.

Then the pilot's voice comes again,
telling you to look out a starboard
window. He sounds ... odd.

Looking out the window, you im·
mediately see why. A patch of thick
gray cloud, much darker than any
other in the sky. Its odd cohesiveness
doesn't seem quite right, somehow.
Then the pilot tells you that the cloud
appears to be movingatabout10knots
- against the wind.

The reason for this soon becomes
apparent, as the cloud begins to break
up, revealing anobviousIy man-made
shape within. To your astonishment,
you realize that it is in fact a massive
dirigible, studded with small World
War Two-style fighter planes.

As the planes detach themselves
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The Storm Knights
The Knights may have their

own plane, but, if not, they are
using the rented Twbo-Goose:

G-21 Turbo-Goose: Tech level
22;speed3S0kmh/220mph/15;
passengers 12; Toughness 18.

The Nile Fighters
The Nile pilots are in PM1

Paket fighters. Paket fighters are
armed with two .30 inch Khaifu
machine guns. The Nile pilots
have air vehicle skills of 11 and
heavy weJlpons skills of 10; all
other skills and attributes are 9.

Nile Empire PMl Puet Fight
ers, Tech 21; speed: 600 kmh/
380 mph/16; passengers 0;
Toughness 17.
.30 Khaifu machine guns: Tech
21; damage value 25.

The NE Queen of Cairo
This dirigible is on loan from

Dr. Mobius to Wu-Han for this
expedition. It is equipped with a
special high-tech gizmo which
creates a fog screen capable of
shrouding the airship while it
moves through enemy airspace
(see Torg World Book). The ship
holds six Paket fighters on a spe
cially-designed rack, and is
armed with fowVickersmachine
guns. The pilot of the dirigible is
Possibility-rated (5 Possibilities)
and has an air vehicles skill of 11;
the gunners have henvy UJeQpons
skills of 10. All other attributes
and skills are 9.
Nile Empire Dirigible: Tech 21;
speed 100kmh/62 mph/12; pas
sengers 24; Toughness 19.
Vickers MachineGuns (2): Tech
20; damage value 23.

2Dmm Cannon: Tech 20; dam
age value 37.

T he Dogfighl

from the giantairship's mounting rack,
the Egyptian hieroglyphics which
adorn the dirigible become clearly
visible.

The agonized shriek of metal being
pierced by high-velocity machine gun
bullets suddenly drowns out the
thrumming of yow plane's engines.
Frigid air whistles through the hole
tom so casually through the fuselage
of yow plane.

The Action
There are six Nile fighter planes

which peel off and attack the Knights'
plane. This is very unfortunate. The
Knights' plane is not likely to be well
armed, nor are the passengers likely to
be able to help in the fight personally
- firing a rifle out an airplane's win
dow is not particularly effective. It is
conceivable that the Knights will be
able to elude their foes or possibly
even destroy them (they are heroes,
after all), but, quite likely, the Knights
will be driven from the sky.

That's fine. It happens, even to
Storm Knights. If the Knights lose,
they can continue the story. On fact,
it's expected that they will lose. Just
don't tell them that.)

Once the Knights' plane has taken
its Toughness value in shock points or
taken a mortalwound, it isforced to land
immediately. The nearest available
landing strip - the plateauon Makan
la mountain. Go to "Landing," below.

If the Knights do win, congratulate
them. After the battle, they approach
their objective - the plateau on
Makan-Ia mountain.Go to "Landing,"
below.

Note: The avatar of the Goddess
Neith is in personal command of the
airship, and another avatar is with
her.lftheairshiptakes 16shockpoints,
the Avatars immediately bail out with
parachutes. U their ship is not dam
aged, they bail out after the Knights
are downed, and commence their
mission of destroying the Storm
Knights and recovering the Possibility
Chalice. The Knights have no way of
tracking them once they are on the
ground. The further activities of the
Avatars is discussed in Act Fow.

Landing

As the Knights make their landing
approach, the strange pattern carved
into the plateau's surface suddenly
seems to make sense: from this angle,
the pattern resembles a giant bird of
some sort, with a line running from
the edge of the plateau the Knightsare
approaching, through the center of
the bird, to the otherend of the plateau.

Have the pilot generate an air ve
hicles total to determine how smooth
the landing is. The base difficulty for
the landing is 8. The difficulty is in
creased to 11 if the plane took its
Tou.ghness in shock points, and to 13 if
the plane was mortally wou.nded.

If the pilot fails the roll, the plane
crash-lands. The plane takes two
wounds. The crash has a damage value
of 18 for each of the passengers.

Strafing Run

U the Knights didn't dispatch all of
the Nile fighters, the fighters strafe the
grounded plane repeatedly. BegUming
thesecond round after the plane lands,
each surviving Nile craft makes a fir
ing run over the plane, each doing one
wound level to the vehicle every third
round. The plane explodes when it
takes three wounds inexcessofa mortal
wound (or six wounds in totan. The
Knights have exactly that long to get
their gear off the plane.

Once the plane is finished off, the
fighters will strafe any visible Knights
(-3 modifier for a plane to hit someone
on the ground). However, there is a
slit trench running along the edge of
the plateau (actually, it's a drainage
ditch). U the Knights are inside the
trench, they cannot be hit from the air.
The slit trench is 20 meters from the
plane.

After the plane is destroyed and the
Knights driven to ground, the Nile
airplanes will head back to their diri
gible,or, if the dirigible was destroyed,
to an alternate landing strip out of the
mountains.
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Meanwhile
AlongtheslopingfaceofMakan-la,

a tall figure in a ~ark cloak and ~ood
paces in the evenmg's pale moonlight.
Every so often.. he stops to kick at one
of the native guides attempting to re
pair the broken runner of a tong, nar
row sleel.

Behind the tall figure stands a gib
bering hen! of finit-planting gospog.
Ice is formed along the twisting vines
of their plant-like bodies which shift
impatiently in the deep snow, and no
puffs of warm breath leave their ever
gaping mouths.

The vampyre curses and resumes
pacing.

Cut To...

Mountain Dangers
The mountain is snow-and iee-cov

ered, with sheer crags and escarp
ments. The danger of falling into a
hidden declivityorbeing buried by an
avalanche is always present. A Knight
falls into a declivity hidden beneath
the snow if he rolls a 1 or 2 on any die
roll made for a Dexterity-based action.

Additionally, if at any time the
Knights fire a gun or make any sound
which you deem to be equally loud,
roll a die. On a roll of 1 or 2, a small
avalanche threatens the safety of the
party. A dodge total of12 is needed f?r
each member of the party to aVOid
being caught in the flOWing rivers of
snow and ice.

If anyone becomes buried by an
avalanche or falls into a hidden de-

Act1lu<e

clivity, it takes one round to dig out
the trapped Knight- aft.,. a find of 10
is generated. For every two rounds
that the Knight is not found, she suf
fers one.shock point.

The climb is made even more dif
ficult by the frigid temperature and
viciously icy winds. Extremities are
subject to frostbite, if left exposed for
too long. Everyfour hours, the Knights
must make surv;VQl rolls against a dif
ficulty of 7. U they fail, they take a
point of shock from exposure. As
above, this shock cannot be healed
unless the victim can get out of the
cold for six hours. Crawling into a tent
and sleeping bag does not count 
though this will avoid further cold
damage, its still too cold to heal pre
viously-taken damage.

Scene Three: A Himalayan Idyll.

SCENE THREE:
A Himalayan Idyll

The Situation
Standard. The scene picks up half

way up the southern face of Mount
Makan-la. Ii the Knights got there on
foot, the journey took them 12 days. Ii
the Knights got in by plane, the scene
begins a few hours after they left the
landing field. They've got whatever
equipment they managed to salvage.
From this point, the journey to the
summit ofMakan-la will take two full
days. Iitheydo not specify. the Knights
begin this scene in the morning.

The Action
If the Knights travelled the entire

wayan foot, they have suffered two
shock points. These and any other
shock pointssuffered during the climb
last until the Knights are able to reach
the Forever City or until they are able
to somehow get out of the numbing
cold for at least six hours.

U the Knights got here from the
airfield, they are as healthy or un
healthy as the Nile planes left them.... ••
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Events
. White yeti Sighting: Part-way up

the face of the mountain. \he Knights
come near theshores ofa small frozen
pond which rests in a largedepression
in themountainside.Astheyapproach
the pond, give them the following in
formation:

From somewhere not too far ahead
you hear a cracking sound and some
animal-like grunts.

Uthe Knights investigate, theyseea
large,shaggy, white creaturesquatting
at the shore of the frozen pond. The
creature is the legendary Yeti of the
ancient mountains. It is preparing to
eat an animal it has just killed. If the
Knights approach the creature in a
t~~tening manner, or if they get
W1tNn 15 meters of the beast, it ~
comes alarmed and attacks.

The Veti: DEX 12, STR 19, TOU IS,
PER 7, MIN 6, CHA 4, SPI 4.

Skills: acrobatics 14, dodge 14, long
jumping 14, maneuver 13, unarmed
combat 15, climbing 21, lifting 21,
rradring 12, trick (8), taunt (6l,testl3,
intimidation 13.

Natu.n.l Tools; Claws and teeth,
damage STR+3.

bee to the Summit: While the
Knights make the long trek up the face
of the mountain, they are being fol
lowed. Victor Manwaring.. having
tracked theStorm Knights this far, has
surmised that this must be their final
destination, and so he resolved to set
an ambush for his enemies.

To help with this task, he had ar
ranged to be sent a contingent of first
planting gospog from Orrorsh, They
were transported bya legionofwinged
demons who were magically bound
for the duration of the task by an
Orrorshian black magician.

Part-way up the mountain, during
thefirstevening. have the Knight with
the lowest Mind value in the group
generate a total, using the Mirld value
ofManwaringasthedi£ficu1tynumber.
If the roll fails, the Knights have been
spotted by Manwaring. (Do the op
posite processaswell-if thegospog's
roll fails, they have been spotted by
the Knights.)

•• 46

If Manwaring spots the Storm
Knights first, he will attempt to get
ahead of them, and thus stumbleonto
the ForeverCity before the Knightsdo
(see Scene Four "Summit M-"s").
If the Knights spot Manwaring first,
they will most likely try toset a trap fm
him, and the events of the next scene
may need to be slighUy altered.

Oiffs of Peril: Atonepointduring
the arduous trek, the Knights' way is
barred by a towering rock face. The
cliffs rise 10 meters tall (distance value
5) and stretch to the right and left as far
as the Knights can see.

The Knights may choose to cir
cumvent the cliffs, but if they do, they
automaticallyarriveattheForeverCity
behind Victor Manwaring.

If they assail the cliffs, see the
climbing rules on page 52 of the Torg
Rule Book to run this scene. The cliffs
have a distance value of5 (10 meters),
which meansat the nonnalCore Earth
limit value for climbing distance per
round, it will take four rounds (and
fow successful totals) to reach the top.
The climbing difficulty is 9, as it is a
sheer face but has some handholds.

Cut To...
The Storm Knights as they stand

looking up at the rugged flank of the
mountain in Scene Four: Summit
Meeting.

SCENE FOUR:
Summit Meeting

The Situation
StandardIDramatic. It is the late

afternoon of the second day of the
climb. At long last, the Storm Knights
come to the end of the road in their
quest to fulfill the prophecy of the
Destiny Map. They arrive at the place
marked onthatmap,and find a plateau
jutting from the southern flank of
Mount Makan-la. On that plateau are
the ruins of an ancient city.

Present the following information
to the Storm Knights:

The frigid winds whip the clothing
onyourbacksandswirl the lOO5esnow
at your feet. Before you, the rugged
summit of Mount'Makan-ia juts jag
gedly toward the cold, blue sky. The
brilliant light reflecting off the ice and
snow covering the mountain is pain
ful to youreyes. Yet, something, some
outward jut in the profile of the
mountain, draws your attention. Is it
theCity you sawearlier, as ina dream?

But, in all the glaring whiteness,
you cannot be sure it is anything.

The Action
TheStormKnights' final destination

is on the plateau above them, but their
way is barred by a rugged and dan
gerous slope. The distance value is 7,
or 25 meters, and the climbing diffi
culty is7 (see thedimbing rules on page
52 of the Torg Rule BookJ,

However, here is an easier way. A
find total of 13 allows the Knights to
find the faintest evidence of a trail
heading up the mountain-If this trail
is not found, it's ropes. harnesses,and
pitons for the Storm Knights as they
climb up to the summit.

Events
Run the following events in se

quence, The first two are standard,
while the final battle with the gospog
is dramatic.

A Bren: in the Action:Abouta third
of the way up the summit, the Storm
Knightscome toa placewhere the trail
has seemingly vanished. But not en
tirely-the trail picks up on theother
side of a five-meter gap - beneath
that gap there is a sheer drop of 15
meters. A long jump of five meters al
lows a Knight to cross the gap, asdoes
a climbing total beating 8. Once on the
other side, he can secure a piton and
rope on the other side. It is a Datuity
difficulty of 6 for each of the others to
cross on the rope.



Out of Season: Once the Storm
Knights haveclimbed uponto thesur
face of the plateau. they discover the
ruins of an ancient and fabulous city.
But there is something odd about the
ruined city and the plateau. The
ground or the plateau and the paths,
streetsand tumbled stonesofthe city's
buildings are free of ice and snow.
Even the heavy snow that has begun
to fall seems to melt or disappear,
without coming to ground anywhere
on the plateau. Yet. justofft:heplateau.
the new snow falls normally and piles
up on top of the old ice and snow.
adding loanalready impressivedepth.

Not only is the plateau and the city
clear of snow, but the air itself is quite
warm. Aftersix hours here, the Knights
can now begin to recuperate their
shock damage normally.

The Dangerous Summer (Ora·
malic): As the Knightsare getting their
first views of the ruined city, the sun,

which had been creeping down the
western sky, slides behind the pealcs
ofthe Himalayas tothewestofMakan
lao The beautiful spires of the ruined
city begin to take on a malevolent air
as moonlight floods the plateau.

U Manwaring arrived here before
the Knights, they see him step hom
behind a stone column of one of the
ruined temples and signal, waving to
the attack the horde of gospog con
cealed behind the tumbled stones of
the city. Because they have surp~,
the gospog get a round ofaction bt[ore
the fir>t card is llipped.

If the Knights arrived before
Manwaring, they see him and the
gospog crest the ridge of the plateau
and approach the city.ln this case, the
Knights get a round of action before
the first card is flipped.

10 eitherscenario, Manwaring does
not engage the Storm Knights with aU
of his strength. Rather, he simply
throws the gospog at his adversaries

Act"""

and pitches in here and there with a
mage dark spell or an intimidation at
tack.

The Onorshian vampyre still does
not know what the Knights ultimately
intend to do with the Possibility Chal
ice, and his orders £rom Thratchen
were to find that out. Right now, he's
just wearing the Knights out a bit,
thinning their ranks for the final con
llict.

The fight with the gospog goes on
until the Storm Knights get the upper
hand. However, around the tenth
round, before the Knights can achieve
final victory, the vampyre vanishes in
a puff of smoke that dissipates in the
mountainwinds,leavinghisaeatures
to fight the Knights.

Manwaring'sstatisticsappearatthe
end of this book.

Gospogs of the First Planting (U):
DEl< 8, STR 8, TOU 8, PER 7, MIN 7,
CHA 7,5PI7.
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Skills: energy weapons9, mecom·
b!lt 9, melee weapons 9, missile
weapons 9, unarmed combat 9, climb
ing9, find 10, trackingS, willpower 10.

Possibility Potential: none
Natural tools: armor - defensive

value 10.
Equipment: heavy dub, damage

STRt4.

Flag
U a nemesis subplot is put into play

during this scene, Mantooth vows to
drink the blood of the Knight, and
have her "join my legion of the night."
When the vampyre attacks again in
the next act, he will go for his nemesis
first, and continue to attack her until
she is dead (undead, actually).

Because this subplot is particularly
nasty, the character receives 2 Possi
bilities for having the subplot inylay
at the end of this act, instead 0 the
usual 1.
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Variables
U the Knights choose to wait until

daylight breaks to approach the pla
teau (knowing that Mantooth isabout),
the gospog automatically beat them
there, and are waiting in hiding when
the Knights arrive.

Mantooth has arranged for the at
tack, and to have his coffin buried in
the snow in a remote comer of the
plateau. Only a successful trllckerspe11
can lead the Storm Knights to it, and
this requires the Knights to have in
their possession some personal item
of the vampyre, as per the rules of the
spell.

Awards
Give each Storm Knight who sur

vived this act three Possibilities. For
more award guidelines, see the Torg
Adventure Book.

Cut To...
When the vampyre has vanished,

and when the Knights have been vie
torious in the battle on the plateau, cut
to Act Four: Winner Take Nothing.



""Few

Act Four

Winner Take
Nothing

The Major Beat
This act begins at dawn of the day

following the battle on the plateau. It
endsat nightfall ofthe sameday, when
theStorm Knights light theSignal Fire.

The act opens with the Storm
Knights exploring the city. In time,
they discover a beautiful open garden
on top of a huge stepped pyramid.
They find the place where the Possi
bility Chalice must be placed, and do
so.

Following ancient instructions, the
Knights face a series of tests which,. if
rom!Clly handled, will end with the
ligh:::;~lr~the fabled Signal FIre, and
the ent of the Storm Knights'
quest

But the forces of the High Lords still
stand in their way: the vampyre
Mantooth and several awesome Ava
tarsal the NileGods must bedefeated
before the Knights canaccomplish their
task.

SCENE ONE:
The City that
Never Sleeps

The Situation
Standard. Following thebattlewith

the gospog horde, the Storm Knights
find themselves among thentins ofan
ancient and fabulous city. They may
dosomeexploringdwingtheeverung,
but it is quite dark, and you might
want to remind them that there is still
a powerful vampyre running around
somewhere. The logical thing to do is

topackitinforthenightand watch for
signs of Mantooth. The city can be
explored in the morning.

U the Knights decide to press on
during that night, alter the following
sections to fit the fact that they cannot
see much of anything. In addition,
Mantoothwillprobablymakeacouple
of hit-and-run attacks to weaken the
Knights before the final confrontation.

When the Knightssetout,theyhave
before them an entire ruined city to
explore. At the same time, they must
try to figure just what it is they are
supposed to do with the Poss;bility
Chalice to fulfill their quest.

To get the scenestarted, refer to the
map of the city to desoibe what the
Storm Knights see. Do not let the
Knights see this map. The plateau is
flat and overgrown with vines and
brush, and they will not have a high
vantage point from which to makeout
the plan of the city - not until they
climb the stepped pyramid at the
northern end of the plateau. Unless
someone has the ability to fly, they'll
have to wander the citystreets moreor
less at random until they reach the
pyramid.

Describe the scene:

You are standing on a road not far
from where you fought and defeated
the gospog in the dosing rays of
yesterday's sun. The road is paved
with blocks of stone. But the passage
oftimeand thegrowthofhardygrasses
and tree roots beneath the road has
cracked and buckled the stones, and a
oncesmooth road has becomeno more
than a tumbled path.

About a hundred meters in &ont of
you, the path forks, with one branch
turning to the northeast. and theother
curving toward the northwest. When
you reach the branch. you see that the
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(IIJ The Forever City: Map 5
~ The Forever City Plateau
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1. Dwellings
2. Walled estates
3. Temple
4. Library
5. Meeting Hall
6. Courtyard. and tomb
7. Ruined building
8. Sports field
9. Palace

10. Pile of huge blocks



path to the northwest leads into what
appears to be a grove of trees. (The
weather on the plateau has remained
mild. Plants, trees, shrubbery, and
other sorts of vegetation are every
where in abundance.) The path to the
northeast leads to some of the ruined
buildings of the city.

The Action
The Storm Knights ean travel along

the path, or go cross-rountry. How
ever, it is only along the path that any
sense of direction ean be maintained.
Some mysterious force, still active in
this warm city in the midst of the
frozen Himalayas, causes compass
needles to malfunction -not by spin
ning wildly, but by Iaymg inertly m
thecompassoo~inguUthen~es

had lost all their magnetic attraction.
Off the road, the trees and bushes

allow only a few meters of clear vis
ibility. The sun, once it has reached a
certain height in the sky, passes be
hind a large cloud mass, and the light
on the plateau becomes diffuse and
muted. It is almo6t u U the city were
trying to hide itself under the cloud,
preventing casual observation by
planes flying overhead.

The architecture of the city is more
of a melange than a unified whole.
Thereare Egyptian-looking pyramids
fIanl<ed by SUinerian-.eeming .tatues
of gryphons that in tum are neighbor
to Azte<stepped pynmids.M.yanIike
giant stone heads repose on loean al
tars. There are rock gardens in red
sand that might seem familiar only to
ancient Martians. Yet, the stone
benches in thesegardensarecarved in
a style twin to Danish Modem.

FoUowing are some of the build
ings the Knights can explore. The
numbers correspond to the mapofthe
city.

L These were the dwellings of the
people who once lived in this city.
There are far more of these structures
than of any of the others. Each is simi
lar to all the others in its basic design
and furnishings. Like most of the
buildin~on the plateau, almost all of
the dwellingsstand in ruins. However,
one or two of these have weathered

time better than most and are almost
entirely intact.

Surprisingly, the buiktings seem to
have had plumbing. incIudmg central
heating. romparable to what is bemg
used on Earth today. In one of the
dwellings,astrangealienobject:canbe
found (find 8). It is a globe made of a
hard, clear glass-Iilce substance inside
of which is a thin metal arrow. The
arrow works like that of a compass,
only it points in an upward direction
at all times at actually points at the
sun, which the Knights can figure out
with • scholar (astronomy) total of 10).

This object played some kind of
important rolein anancient, forgotten
religious ceremony. Ir. probably not
_ useful to the Knights, un1ess they
get caught in some unusual situation
wherethey literallydon't know which
way is up.

2. These ruined sites appear to have
been small, waUed estates, perhaps
the homes of the more influential and
wealthy people of the city. Yet, from
what the Knights can teU, the furnish
ings inside are of the same quality u
those found in the other dwellings.
Unless the good stuff has been-.cl
over the years, the important folk lived
much the same u everyone else.

3. 11tis appears to be the remains of a
small temple once dedicated to some
woodland deity. The statue is en
tan$tled in strange vines with striking
pink leaves. The leaves are quite~
matic, smellingof healthand vibrancy
(if you can imagine such a smell). U
one of the leaves is plucked fr.om the
vine and consumed, it bolsters the
Knight's constitution, absorbing the
next two shock points she suffers (but
not removing those already ta.ken).

A Knigh. can gam the benefit of
only one leaf at a time, no matter how
many she consumes. After a leaf has
absorbed its two shock points, the
Knightcantheneatanother leaf, which
will then absorb the next two shock
she suffers.

There are about fifty leaves on the
vine. U the Knights take more than
halfof them, the vine withers and dies
before theireyes, and thestatue it sup
ported falls to the ground and shat
ters. A leafwill retain its potency for48
hours after it is picked.

4. This building is in a somewhat bet
ter state of preservation. It appears to
have been. library. Scrollsand papyri
are strewn everywhere. Even a few
bound books can be found - and
amazingly they are still legible.
Somethingin thedry airof the plateau
seems to have stopped or slowed the
aging of animal and vegetable matter
(leather bindings and paper).

Thescrolls and books are written in
all manner of ancient languages
(Greek, Egyptian, Mesopotamian). A
langwgts total of 18 is needed to un
derstand any of these ancient writ
ings.

The works themselves have to do
with the science and philosophy of
ancient cultures. One of the scrolls
(located withanadditiona1find~of
14) isan Egyptian utronomic.a.l c.a.len
dar. This calendar is of use to those
characters with the Nile Empire as
tronomy skiU (see the Nile Empire
Sourcebook for details). Reading it~
duces increases the Knight'sastronomy
skill by one; it takes two weeks to read
thescrolLand itcan increasesomeone's
skillonlyonce, up toa maximum level
of 15.

S. This is a large meeting hall. empty
now of people, but filled with row
upon row of stone benches. On a
cracked and tilted lintel. these words
can be made out (IangUllgts 14.): -Wise
rolers avoid niling.H

6. This construction is a walled enclo
sure containing the ruins of 35 marble
sphinxes in the forecourt. Then, be
yond a curtain wall, a limestone
shelled, four-sided pyramid is flanked
by what appear to be smaller temples
dedicated to minor gods - or they
might be tombs for officials of lesser
rank than hewoowuentombed. in the
pynmid.

When the Knights enter the rourt
yard, they are immediately .ttacked
by avatars of the Ancient Egyptian
gods Neith and Anubis. l1lese were
created by Mobius and given to Wu
Han for use on this mission. Upon
climbing up to the plateau, they natu
rally gravitated toward the Egyptian
pyramid temple, and have been lying
in wait for theStormen. Their mission
is to destroy the Knights and recover
the Chalice.

I.
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Avatar of Neith: DEX 8, STR 10, TOU
13,IlER 11, MIN 11, CHA 14, SPI 9.

SJcilli, reality 12. dodge 10, maneu
ver 9, melee weapons 10, unarmed
combat 10, find 13, hick (12),t'" (14),
chann 16, pe<suade15, taunt (14), in
timidation (12),

Possibilities: 3.
Equlpment dagger, damage value

STR+ 3 (14).
Description: Avatars appear ex~

act1y as the feared Walking Gods of
the Nile Empire (see the Nile Empire
Sourcebook for details on Walking
Gods). They are far weaker than
Walking Gods, however, possessing
none of the Gods' magical abilities,
but their singular advantage is that
they are mobile (Walking Gods are
tied to the tombs and temples they
protect).

The Neith avatar appears as a se
ductive Egyptian goddess. She uses
her clulrm and puswule skills to make
the KnJghts easier targets for the
Anubis avatar.

Avatarof Anubis: DEX9,STR 13,TOU
14, PER II, MIN to, CHA 7, SPI 9.

SJcilli, reality 10, dodge 10, maneu
ver 9, melee weapons 14, unarmed
combat II, find 13, hick (J2),lest (14),
taunt (11), intimidate 13.

Possibilities: 2.
Equipment: two-handed sword,

damage value STR+7 (20).
DeKription: The avatar of Anubis

appears as a powerful man with the
head of a black jackal. It attacks with a
massive two-handed sword.

Once the Avatars are dispatched,
annJidenCLllnDlysis total of 13 allows a
Storm Knight to find the correct stone
to push to cause the settet entrance to
the pytamid to be exposed. 11 the
Knights en'" tIUs temple/tomb, they
find a large unde<ground chamber
whose walls are lined with the carven
images of all the Egyptian gods.

Theonly itemof interest in the room
is a small sarcophagus which contains
the mummified corpse ofa noble boy.
The lid can be easily lifted off, and the

mummy within appears toberemaJ'k·
ably well preserved. He holds a solid
gold ankh clutched to his breast.

If the ankh is removed byoneof the
Knights, he is stricken witha curse (see
the Nik Empire Soun:dx>ok pg. 99), suI
fennga -1 bonusmodifiertoallaetions
for the next month. The ankh can be
sold on the open market for $3,000, or
to a museum for 52,000.

7. The building at this site is ruined
beyond identification. However, afind
total of 13 allows a Knight to discover
a clear glass lidded jar,within which is
some fine grey powder.

If the lid of the jar is removed, it
immediately become opaque (that is,
you can't see through it), and, if a
Knight reaches in and touches the
powder, the tips of his fingers disap
pear.

In fact, the powder is dust of invis
ibility. If a Knight sprinkles the pow·
der over himself, he is rendered in
visible for an hour.
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While the chaJ'acter is invisible, a
pm<ption total of 14 is roquired to see
him.lncombat, thereisa-l0 modifier
to hit him if the Pm:qXion roll is not
passed, -3 if it is. There is enough dustror three applications (or six if they're
used on Ayslish Dwarves).

8. Thisbuilding may havebeen the site
of athletic contests. Ancient Greek
statuarydepicting menand women in
various poses of phy.ka) activity dot
the area. The faint remains of an oval
running track surround the building
and the statues.

9. This ruin was probably the palaceof
the ruler of the city. There are what
appear to be receiving rooms, court
yards, and private, retiring chambers.
The ornate chair in one of the larger
rooms is not unlike a throne.

10. This must have once been a huge
dome ofstone blocks. All that remains
now is a circular heap of fallen and
tumbled cyclopean blocks. cracked
and chipped by the energy of their
collapse.

The architecture of this building is
completely unrecognizable, and a
character making a scholJJr (Ilrchitee
ture/mgineuingJ physics) total of 10 re
alizestha~undel-Icnown physical laws,
there is no way this structure could
havesupported itselfat any time.there
was no apparent mortar or any other
kind of adhesive material used in the
construction, and the blocks were not
linked in any way - they must have
simply been fitted together geometri
cally.

If a character with the special Nile
Empire skill ofengirl«ring studies the
dome for one hour, she discovers an
entirely new architectural theorem.
increasing herDlgin«ring skill due to
the new insight. A character can only
increase her skill in this fashion by one
point, and only if her skill was below
17 to begin with.

Event
The Eyes of the Vampyre: Even

thoudt it is daytime and Mantooth
should be sleeping in his coffin. the
events unfolding on the plateau de
mand that he use a measure he saves

only for desperate situations.
Manwaring makes useof the magi·

cal pinhe wears to castmagedark spells
allowinghim to be mobileand keepan
eye on the Storm Knights during the
day.

This method is by no means par
ticularly effective. The spell is iInmcr
bile, so he must either cast it on a very
good vantage point (say, the top of a
tower), where he will stick out like a
sore thumb, or he must cast a series of
overlappingspellsas hestrives tokeep
up with the Knights.

Even within the mJlge dark spell,
Mantooth still suffers injury from be
ing out of his coffin during daylight
(even thediffused daylight on the pla
teau is painful to face). However,
Mantooth is very old, and has gained
some immunity to light. He suffers
only three points ofshock.damage per
round from direct sunlight, and one

point of shock every other round in
side his mJlge dark spell. He is still sty
mied, however.

The Knightsmay attempt Pm:epticm
rolls against a difficulty of 12 every
hour tosee if they spot thevampyre. If
spotted, Mantooth immediately flees
into the clark recesses of the dty. He
will not battle the Knights in daylighl

Note that, if he ;s not spotted and
driven off, Mantooth will have seen
the Knights collect any of the special
items they may find in the dty and
take appropriate precautions. For ex
ample, if he knows about the invisibil·
itydust, he'll havea bucketof wateror
two around with which to douse
anyone who has used it.

",~-------------------_._.
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Variables
It should take the Sto"" Knights

most of the day to explore the city and
work their way toward the stepped
pyramid at the northern end of the
plateau.

U for some reason they are able to
reconnoiter thecity from theair (ifany
of them has theJlighl power), and they
realizethesignilianceofthepymnid
and head straight for it, it still takes
them quite a bit of time to get there.
Still, this will causeVictor Manwaring
to put in an appearance a bit later in
the next scene (when thesun sets). See
the Variables section of the next scene
lor details.

Flag
11anAl<rln<ss card is played by any

of the playen during this scene, his
character automaticaUy spots the
vampyre without the VQPrlpyrt being
awan he Juzs been spotted.

Cut To
When the Storm Knights reach the

stepped pyramidon thenorthemmoot
end of the plateau, go to Scene Two:
Tests, Tricks and Confrontations

SCENE TWO:
Tests, Tricks and
Confrontations

The Situation
Dramatic. This scene begins when

the Storm Knights find the stepped
pyramid at the northern end of the
city. Covering the upper layer of this
pyramid, like icing on a tiered wed
ding cake, isa large, opengarden. The
garden is beautifully laid out, and the
plants and trees seem to be painstak
inglycared for, but there is not a bloom
insight. All is verdantly green.L:~
green, but unbodied and unflow .
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At the northern end of the garden,
the end at which the stairs lead up
from the base of the pyramid, stand
the statues of two men. The men have
an alienness about them that is not
readily labeled, as if they were pains
takingly carved representations of
something that wasn't quite human.
Themenarekneeling,facingeachother
and joining hands. Where their hands
are joined, an altar is formed.

Loolring south, over the tops of the
short, dwarf trees and shrubs of the
garden,. the Knights can see a stone
structure sitting atop a raised plat
form. A Pmeplion~ of 10 lets a
Knight, recognize the structure as a
largestone brazier. FourstairsJead up
to the platform upon which the bra
zier rests. The brazier itselfis encrusted
with colorless gems.

Between the statue and the brazier
are sixbeautiful fountains,all ofwhich
spout crystal~earwater.

The Action
An inscription is clearly visible on

the statuary. The writing is extremely
strange, and those who have been to
the templeof the DestinyMap in India
recognize it as the same language as
was found there. The effect on the
reader is as it was on the temple wall
- despite the alien alphabet, the
Knights can somehow read and un
derstand the words. The inscription
reads:

THE TIME OF FOSSIBILmES IS
AT HAND

SKY AND FIRE MUST BE MIXED
AND CARRIED FORTH TO

ANOINT TIlE BRAZIER
AND PREPARE IT FOR UCHT

INC

BUT BEWARE

ONLY TIlE MOST WORTHY
WILL BE ABLE TO SUFFER TIlE

PAINS OF TIlE SACRED STAIRS
ANDUVE

TO UCHT TIlE SIGNAL FIRE
AND HERALD TIlE NEWS OF

EARTH

The Fountains

When the water in each of the foun
tains is touched, it turnsa vibrant color.
The color is different from fountain to
fountain, and thesixcolorsareorange,
yeUow, red,green,blueand violet (the
map of the garden indicates which
fountain contains which color).

Uwater&omthefountainsispoured
into the Possibility Chalice, the gems
encrusted on the stone brazier sud
denly take on the same color as the
water in the Chalice. U water from
more than one fountain is put into the
Chalice, thecoloredwa~donotmix.
Instead they swirl around each other
like thick. paint, and the gems on the
brazier mimic the effect and the col
or.;.

The inscription on the statuary re
fers to "skyand fire," which hints as to
which colors are needed to create the
proper liquid with which toanoint the
Signal Fue: bhu for water and red for
fire. Another indicator is the Possibil
ity Chalice itseU, which is studded
with blueand red swirledgems, as are
mostEtemityShand~When theproper
colors are mixed, the gems on the bra
zier look uadly like those on the
Chalice.

TheChalice mustbefiUed withonly
blue and red waters. U any other col
ors are part of the mixture, the cup
must be emptied and refilled with the
proper mixture.

When the Chalice is filled with only
red and blue water, a deep note will
sound from the brazier, echoed in a
lighter tone by the Chalice itself.

The Brazier
The massive stone brazier set atop

the platform at the north end of the
garden has four stairs leading up to it.
The platform is surrounded by a pro
tective bubble which acts as a magical
ward to those attempting to reach the
brazier. Up close, the "bubble" is vis
ible to the naked eye, appearing as
four layers of hazy, almost smokey.
white light.

Foreachstep taken up thestairs (or
the equivalent amount ofspaceabove
or beneath the platform if a Knight
hies to fly or dig her way to the bra-



ner), the Knight takes a wound. IT all
four stairs are climbed and the char
acter cannot spend Possibilities to
counter the four wound effects, she
will die.

Thus, only Possibility·rated beings
can reach the brazier, or as the statu
ary inscription reads: "only the wor
thy will be able to suffer the pains of
the sacred stairs."

Once the appointed character
reaches the top of the stairs, she must
pour the liquid mixture from theChaI
ice into the brazier (or "anoint the
brazier"'), When this is done. the ward
surrounding the platform disappears,
and the white "bubble'" fades away
into nothing.

U the Knight attempts to pour the
wrong mixture into the brazier, the
liquid is "rejected," sizzling into noth
ing when it hits the stone.

When the correct mixture ispoured
into the brazier, the ward is removed.
but the realitystanndoes not stop(see
the event below for info on the reality

storm). The city continues to be me
thodically levelled, as the destruction
creeps closer to the very place where
the Knights now stand.

A message appears on the brazier
in the same ancient, yet readable lan
guage. It reads:

HOW WILL YOU SEND YOUR
MESSAGE?

This is a clue wtuch refers to the
final step in '1ighting the Signal Hre."

As mentioned in the statuary in
structions, the Knights must "Herald
the news of earth." In other words,
they must use the group power of
h.mIld, bestowed upon them by the
Possibility Chalice. to light the S;gnal
File. If they announce that they will
"'herald" their message, go immedi
ately to the next scene.

Uthe Knights do not havetheheratd
power, they must immediately pur
chase that power (see Torg Rules Book,
Gamemaster Chapter Nine).

ActFow-

Events
Storm Front: When the waterof the

first fountain is touched, a violent re
ality storm begins to whip up above
thecity. Foreach fountain the Knights
touch, the storm doubles in strength.
Gale·force winds begin to blow,
knocking over benches and toppling
stone columns. Ughtning bites into
the stonework of the ancient city, me
thodically reducing it toaneven wors
ened state of rubble and ruin.

In ten minutes (60 rounds), the
storm will reach the pyramid, de
stroying everyone and everything on
it.1he only way to stop the storm is to
light the Signal File.

The Final Gambit of Victor
Manwaring: When the Knights begin
tinkering with the fountains and the
storm erupts, the city is cloaked in
darkness by thick, blackclouds. Victor
Manwaring, sensing that the end is
near, seizes this moment to make his
move.

He makes no attempt to utilize sur
prise; instead he makes a grand dra
matic entrance, in the finest gothic
tradition.Striding forth from the mists
of the garden. he stands before the
Stormer'S and makes an inHmidation
attadc: "1 grow weary of this game. It
is time to /ted!'"

At this point, Manwaring wishes
nothing more than to drink the blood
of each of the Stormers, in tum; the
Chalice seems only to be of secondary
concern to him. He uses every power
at his disposal to destroy the Knights;
he fights to the death. Making matters
much, much worse, due either to the
dark clouds or some property of the
pyramid, Mantooth does not suffer
the normal penalties ofcoming out in
daylight he does not take shock. and
he is not stym~. He's just very, very
angry.

Unless the Knights are able to d~
feat the vampyre with theirown might,
the only way to stop him is to light the
Signal Fire. When this is done, the
vampyre is apparently destroyed, or
at least driven away (see the next
scene).
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The Forever City: Map 6
The Pyramid
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Cut To...
As soon as the Knights announce

that they will "herald the news of
Earth:' cut to Scene Three, wherein its
effects are described.

SCENE THREE:
The Sun Also Rises

The Situation
Standard. In this, the final scene of

The ForeverCity, theStormKnights use
their herald group power to ignite the
stone brazier before them - the true
Signal Fire. Read the following to the
players:

An impossibly bright light shoots
forth from the mouth of the brazier,
sendingsearingknivesofpain through
your eyes. The vampyre screams in
agony at the cursed light - you can
hear him running for his life, but you
cannot see him. You cannot see any
thing.

Asyoureyesightgraduallyretums,
you see the i.n:¥Jge of a shimmering
globe hovering above the mouthofthe
brazier. The familiar shapes of oceans
and land masses reveal to you that it is
your beloved Earth.

The globe is dotted with tiny pin·
pointsof light, and interspersedamong
these are seven pulsing points of utter
blackness.

As you stare, transfixed, into the
mystical image, you feel yourself fall
ing into it, travelling down onto the
face of that glowing planet, speeding
toward oneof the many points of light.

You now stand near a group of
children ina playgroundsandbox. You
are unable to move or to speak. A man
lies half-buried and bleeding in the
sand, and the children surround him.
They poke and prod him with mali
ciousness slightly beyond a child's
normal curiosity - some kick. sand in
the helpless man's battered face.

The sandbox is cloaked in shadow
as a winged Ravagon lands amid the
children. They smile and clap as it
touches down in the sand, staring at

the creature in wide-eyed wonder.
The Ravagon pats several of the

tykes on the head,and speaks softly to
them. "I've crippled this Stormer for
you, young ones. Do with him as you
will."

With that, the Ravagon plucks an
aluminum baseball bat from the sand
and hands it toa red-headed boy. "Go
on, child. Haven't you everwondered
what it would be like?"

The boy steps over the man's
crumpled arm and onto his chest,
gripping the bat tightly and waving it
above hishead. Hisyoung friends urge
him to strike. The boy hesitates.

The mystic letters form again over
thescene:HERALDYOURMFSSAGE.

The Action
While the description above is be

ing read, the Storm Knights are pow
erless to act in any way. However,
once the boy reaches his pointof inde
cision - his moment of crisis - the
Knights may act, but only through
their herald power.

Read the rules on group powers in
GamemDster Chapter Nine of the Torg
rules. The difficulty of the herald at
tempt is 27 (~5 because the cosms are
connected, +10 because the Knights
are trying to reach a specific indi
vidual).

If the Knight fail, the boy uses the
bat to kill the helpless man. The Storm
Knights are once again pulled away
from the scene, and they find them~

selves back in the garden of the For
ever City.

If the Knights succeed, they can tell
the boy that there is hope - that he is
not alone. Thisor any similar message
will succeed: the boy flings the bat at
the Ravagon and runs, and the rest of
the children follow suit. The Ravagon
is momentarily confused by the
scramble,but then begins to pursue ...
the scene fades, and the Knights are
once more on the plateau.

They can see a number of addi
tionallights wink to lifeon the floating
image of the Earth. Somehow they
know that each of these lights repre
sents a Storm Knight, and they have
just created several more, their mes
sage of hope having somehow been

Act_

transmitted to hundreds of potential
Knights across the planet. Around
them, the storm fades away into noth~

ing, as does the globe.
In ih; place, a golden square ap

pears, hanging in the air about two
meters from the Storm Knights. It is a
gate, and the Knights know where the
gate leads: to a playground, some
where in North America, where a
Ravagon hunts children.
Itav.gon:DEX9,STRI4, rou10 (13l,
PER 10, MIN 8, CHA 8, SP] 8.

Ski11s: reality 10, flighllS, maneu
ver 15, stealth 12, unarmed combat 11,
find 12, language II, tracking 11, trick
12, test9(l2), taunt9(l2), intimidation
II.

Possibilities: 4
Equipment: None
Natural Tools: Armor, defensive

value 13; talons, damage value 16,
wings; speed value 13.

What Have We
Wrought?

Theplayers,and theStorm Knights,
will - at this IXlint in the history of
Earth'swars with the PossibilityRaid
ers-havenoideaofwhattheyhave·
accomplished by lighting the Signal
Fire in the brazier. However, they have
managed to "Herald the news of
Earth." This deed will have immense
consequences in the future of the Torg
universe.

Adventure Awards
Give 10 Possibilities to each Storm

Knight who has successfully com·
pleted The Forever City. For more in·
formationonhowtodisbibuteawards,
see the Award Guidelines in the Torg
Adventure Book.

1£ the Knights rescued Nicolai
Ondarev and lor Katrina, they have
made some powerful friends in the
Soviet Institute of Psychic Research.
Nicolai owes the Knights a favor 
and he takes his debts very seriously
indeed. If the Knights need anything
that it is within his organization's
powertosupply-say,anyCoreEarth
goods or services valued at less than
$40..000 and possibly available in the

•
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USSR - they can just name it. Alter
natively. if they are ever in trouble,
they can oill him and he'll help them
to llie best of his abilities (very useful
if the Knights must ever-travel into the
USSR). .

(Think of Ondarev as a not very
powerful genie who will grant any
number of wishes whose total retail
value would not exceed $4O,(XX). If the
Knights try to abuse his ood will,
Ondarev will simply not f: able to
fulfill their request, as the Soviet au
thorities have forbidden him and
Katrina from further association with
foreigners. l1\at's the end of that.)

Additionally, U the Knights cap
tured or killed Cardinal Le Rouche
foucald, Tolwyn of Tancred, Pella
Ardinay,and theGovemmentofGreat
Britain are in their debt. The British
Government will pay each Knight
55.00010<their efforts; they will gladly
offer citizenship to any non-Earth na
tives who request it. If any Knights
wish to join Ml6, the British External
Intelligence organ, they are welcome.

For their part, Tolwynand Ardinay
will offer each of the Knights training
in any skills native to the cosm of
Aysle free of charge (that is, they can
take up to five Possibilities' worth of
Ayslish skills at no Possibility cost).
They will abo make the Knights hon
orary members of the Ayslish Home
Guan:!.

Cut To...
A mountainside in the Himalayas,

where a black-garbed figure stumbles
through the snow. The camera moves
in slowly, tightening on the figure's
thin. gaunt face. The figure pauses,
then looks directly into the camera. It
hisses, revealing fangs which drip
blood.

Fade to black.

••
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Stacks

•

his section outlines sug
gestionsforincorporating
someofthesubplotsfrom
the Drama Deck into The
Forever City. This is in

addition to the flags that appear at the
end of specific scenes.

The Martyr Card
If this card is played during the

final act, it allows a Storm Knight to
single-handedly destroy the vampyre
Mantooth.NaturaUy,suchaherculean
effort is not without cost, for as the
Knight strikes the final blow, the
vampyre strikes back at him with a
fury born of desperation. The Knight
is killed at the same moment as the
vampyre.

The most efficient way to destroy
the vampyre is to plunge a wooden
stake through the creature's heart. If
the Knights come up with a different
method, try to allow it, but only if it is
within the rules for destroying
vampyres.

For example, if the Knight playing
the card declares that he is grabbing
Mantooth by the throat and jumping
off the plateau, you might state that
the two figures plummet down the
side of the mountain, starting an ava
lanche as they fall. The avalanche car
ries with it a number of tree branches
which too have fallen from the plateau
over the years - one plunges directly
through theStormer into the monster's
chest, killing him and Mantooth in·
stantly, and locking them forever in a
gruesome embrace of death.

The Mistaken
Identity Card

If this card is played by a character
who is not canying the Possibility
Chalice, and it is played during Act
One, an all-out attack is made by the
Bloody Brothers on that character.
Apparently, their intelligence sources

informed them that this particular
Stormer would be carrying the Chal
ice. Have them ignore all of the other
Storm Knights and concentrate their
efforts on this one particular charac
ter.

later, when the Knights encounter
the Cardinal on the train, he pays par
ticularattentiontothatStormeraswell.

The Suspicion Card
If this card is played during Act

Two, the Cardinal suspects this char
acter of being a spy for the Cyberpope,
sent to watch over his activities.

When in this Storm Knight's pres-
ence, the Cardinal is extremely ner
vous. He will not personally harm or
order harm done to this particular
character unless the Knight attackshim
or his cronies first.

The Personal Stake
Card

If this card is played during Act
Two, the affected character recognizes
Horace Blessed as the man who once
saved his·life. (Blessed once pushed
the character out of the way of an
oncoming car, or some similar story.)

Horace is relieved to find his
"friend" on the train, and he comes
clean with his entire story. In tum, the
Knight should feel compelled to get
Horace out of this trouble he is in with
the Cyberpapacy.

TheCyberpapists,ofcourse, do not
intend to let the chubby thief go.
Blessed is awareof this, but he doesn't
know what to do about it. the Knight
must come up with some sort of a
plan.

A thief. liar, and con man, Horace
could bean interesting recurring char
acter in your campaign.

The Romance Card
There are quite a few opportunities

touse this subplot if it should come up
during the course of play.

Fora maleStormKnight, an oppor·
tunity for the romance card to be used
is when the Storm Knights first en·
counter Katrina Tovarish on the train,
while she is disguised as a nun.

This causes a rather awkward. situ·
ation forthe Knight, whobegins to feel
romantic toward the young.. blind
woman who allegedly is in a religious
order sworn to celibacy. Making it
worse,Katrinaobviouslyretum5some
of the romantic, and sexual, interest
the Knight is feeling. The same thing
can occur between Onda.rev and a fe.
male Knight, of course.

lateron, theSovietswill reveal their
true identitiesand the whole thing can
straighten itself out.

For a female Knight, opportunities
for romance abound. One particularly
interesting passionmight involve Vic
tor Manwaring. After all, he is a hand·
some charming European man ... the
Knight Simplycannotbelieve that he's
undead. Manwaring chRrms the af
fected.characterand thenpersuodes her
to meet him in his train compartment
later.

Ifhe achieves a yes result, the Knight
must meet him at the appointed. time.
When they get together in his com·
partment, Manwaring does not bite
the neck of the Stormer and attempt to
tum her into one of the undead. In·
stead, he casually takes a strand of her
hair; with this, he can track the Knights
across Europe.

Later, during the final battle in Act
Four, the Knightmustchoose between
her love and her comrades ... an out·
standing opportunity for inspired
roleplaying by the Knight's playerand
the gamemaster as Manwaring.
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Gamemaster Character Records

FatherJeanRalel.le: DEXS,STRS,TOU
9, PER 10, MIN 9, CHA 9, SPI 11.

Skills: dodge 10, unarmed combat
10, find 12,trickll,willpower 10, faith
12, focus 11, intimidation 12.

Possibilities: none.
Equipment: miaophone built into

unarmed combat 13, evidence analy
sis 10, find 11, survival 11, test 10,
persuasion 10, taunt9, faith 12, intimi
date 12.

Possibilities: 2
Equipment lnterdermaJ plating

(TOU+!;); P1azHopcybe<l"f;' (STR+3;
running limit value 12, long jumping
limit values 5, kick damage value 15);
kreelar tendons; Avro PRll.V wrist
gun, damage value 19; subdermal
suicide mechanism (see below);
NeuraCal.

Cyber Value: 16

K

o

K

o

Horace Blessed
Stun Damage (8)

Status

Kanawa Agent
Stun Damage (10)

Status

FatherJean RateUe
Stun Damage (9) K
Status 0

Horace Blessed: DID<:9,STR7,TOU S,
PER 10, MIN 8, CHA 11, SPI 8.

SIdIJs: lock picldng IS (17), presti
digitation 15, stealth 11, find 13, trick
13, test 10, charm 13, persuasion 14,
taunt 13.

Possibilities: none
Equipment: lockpidcingdevice (+2

to lockpicldng skill), 9mm Beretta,
damage value 15.

Victor Manwaring: See page 62.

Sid Menddbaum:DEX 10,STR9,TOU
9 (13 w/armor), PER 11, MIN 9,CHA
8, SP19.

Skills: dodge 11, fire combat 11
(l2), long jump 13, melee 12, running

KanawaAgent DEX 10,STR 10, TOU
10 (15), PER 9, MIN 8, CHA 7, SPI 6.

Skills: dodge 11, fire combat 12,
unarmed combat 12, evidence analy
sis II, find 12, language 12, b'acldng
11, triclt 10.

Possibilities: none
Equipment: Kevlar vest under

bright print shirt (armor value +5);
Uzi submachine gun (hidden in
backpack), damage value 17; Polaroid
camera (Tech level 22); portable min
iature fax machine (Tech level 22).

hand and receiver imbedded behind
ear (Tech 23, both mechanical, not
thought-activated, so do not require
Jaz or NeuraCal).

Cyber Value: 1

K

o

K

o

Act Two

CyberAgent
Stun Damage (0)

Status

Teutonic Dragon
Stun Damage (18)

Status

Young Teutonic Dragon (Dracoms
Teutonlca): DID<: 9, STR 20, TOU IS
(25), PER IS, MIN 12, CHA 7, SPI7.

Skill" ....lity 8, flight 12, dodge 11,
stealth 11, swimming 11, unarmed
combat 11, alteration magic 18, divi
nation magic 18,evidence analysis 15,
find 17, bick 16, test 17, willpower IS,
taunt (11), intimidation 15.

Possibilities: two perStormKnight
Arcane Knowledges: darkness 4,air

6.
Natwal Tools: armor +12; wings,

speed 11; claws, damage STR+3 (23);
arctic air breath, damage 26, range 3
50/51-250/251-600.

Spells: Mage dark. floater.

Act One

Brother *1
Stun Damage (9) K
Status 0

Brothert2
Stun Damage (9) K
Status 0

Brother'3
Stun Damage (9) K
Status 0

CyberAgent DEX 12,STR 12,TOU 10
(6), PER 8, MIN 9, CHA 8, SPI 9 03
because of Bllssing Vow).

Ski11B, reality 11, dodge 13, fire
combat 13, long jumping 14, melee
weapons 13, running 13, stealth 14,

Brothers of the Everlasting Sacrifice
(as many as there are Storm Knights):
DEXIO,STR9,TOU9(2),PER8,MIN
10, CHA 11, SP113.

S\cills, reality 14, fire combat 11,
melee weapons 13, stealth 12, bick 9,
test ofwill 11, willpower 13, charm 13,
persuasion 19, taunt 13, faith IS, focus
14, intimidation 19.

Possibilities: none (they are Possi
bility·rated but they are currently out
of Possibilities).

Equipmenl: IriMesh robes
ITOU+3); BiV arm, STR+5, slashers,
STR+4 (total unarmed damage value
IS); kree1arte:nd.ON; FN Jammer wrist
gun. damage value 23; NeuraCal.

Cyber Value 12
Miracle: Martyr Complex (see

sidebar).

Use these pages to record the dam
age to and status of the gamemaster
characters in the key encounters. Use
the "status" line to record wounds,
stymi<d, unslcillftl, and setback results.
Eachcharacter'sTOUghnLSS is repeated
on the "Stun Damag.. line 10, easy
reference.

...._..,."....----------------........
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Cardinal LeRouchefoucald
Stun Damage (9) K

Sta~ 0

Father Marc Chevalle (typical
cybeq>riest): DEX 9, STR 8, TOU 9
(6), PER 10, MIN 9, CHA 10, SPI 11.

Skills: reality 13, dodge 11, fire
combat 10, melee 10, unarmed combat
12, find 11, trick 13, science 11, test 12,

Cybedcnights (2): DEX 11, STR 9 05
for Idck damage), TOU 9 (13 w/ar
mor), PER 10, MIN 8, CHA 8, SPI 8.

SkilJs, dodge 12, fire combat 12,
long jumping 13, melee 12, running
13, unarmed combat 12 (13), land ve
hicles 11, triel: 11, test 10.

Possibilities: none
Equipment: Herod IV with cyber

netic aiming linkage (+1 to fire com
bat), damage value 19; plexif1ex chest
and abdomen casing (TOU+4); one
cybemetically-enhanced leg, (damage
value 16 for kick attacks), kreelar ten
don, NeuraCal.

Cyber Value: 9

CudirW I.e Rouchefouc.ald: DEX 9,
STR 9, TOU 9 (6), PER 11, MIN 12,
CHA 13, SPI 14.

SIdlli: reality21,cyberdeckopera
tion 17, evidence analysis 15, find 13,
language 13, scholar (Earth religions)
15, trick 14, test 14,willpower14,charm
15, persuasion 16, faith 14, focus 15,
intimidation 15.

Possibilities: 12
Equipment:Hack;IRCOMCustom

Vee Cyberdeck <Response +2, Stealth
+3, Processor Power 4, Storage 5);
interdermal plate +7(head and body);
DiV arm STR+5; kreelar tendon (1);
NeuraCal.

Cyber Value: 14
New Miracle: Rood Awakening; (see

sidebar).

willppw..- 13, focus 11, faith 12, in
timidation 15.

Possibilities: 4
Equipment: interdermal plate

(TOU+7); DiV arm, STR +5, slicers (+2
on DiV arm), total damage value 15;
kreelar tendon; Apotheduct; one pack
ofJaz.

Cyber Value: 10

Father Mart Chevalle
Stun Damage (9) K

Status 0

OIun:hPolicemen (6): DEX9,STR 10,
TOU 9 (1), PER 8, MIN 8, CHA 8, SPI
9.

Skills: dodge 10, fire combat 11,
melee weapons 10, unarmed combat
10, evidence analysis 10.land vehicles
10.

Possibilities: none
Equipment: Mini-flechette pistol,

damage value 15; shackslid:;. damage
value STR+5 (does only shock dam
age, cyberneticallybuilt into forearm);
NeuraCal; plexiflex chest casing
(TOU+2); teflex handcuffs (Toughness
20).

Cyber Value 6

Juuits (5): DEX 10, STR 9, TOU 8(3),
PER 10, MIN 10, CHA 9, SPI 11.

SIcills: reality 12, melee13, unarmed
combat 12, language 12, scholar 12,
trick 12, test 12, willpower 13, faith 13,
focus 12, intimidation 12.

Policeman f1

Stun Damage (9) K
Status 0

Policeman t2
Stun Damage (9) K

Status 0

Policeman 13
Stun Damage (9) K

Status 0

K

o

Cyberlcnights
Stun Damage (9)

Status

Iris Mende:lbaum: DEX9,SfR10,rou
9(3), PER II, MIN 9, CHA 8, SPI 9.

SkilJs, dodge 13, fire combat 11,
long jump 13, melee 13, running 13,
unarmed combat 12 (14 for kick at~

tacks), land vehicles 12, trick 12, test
11.

Possibilities; none
Equipment Plexillex chest and

abdomen casing (body armor),
TOU+4; foot-mounted slashers (dam·
age value 15 for kick attacks);
NeuraCal

Cyber Value: 2.

Cardinal's Cronies
Stun Damage (0) K
Status 0

Sid Mendelbaum
Stun Damage (9) K
Status 0

TheCardinals'Cronies (2.): DEX9,STR
10, TOU 10 (2),PER 8,MIN8,CHA 8,
SPI9.

SIdlli: dodge 11, fire combat 12,
melee weapons 12, unarmed combat
11.

Possibilities: none
Equipment plexiflex chest casing,

TOU+2 (body armor);slicers, damage
STR+2; Avro PR IT.V, damage value
19; NeuraCal

Cyber Value: 5

Iris Mendelbaum
Stun Damage (9) K

Status 0

13, unarmed combat 12. bick 11, test
10.

Possibilities: none
Equipment Herod IV with cyber.

netic aiming linkage (adds +1 to fire
mmbai), damage value 19; NeuraCal,
plexiflex chest and abdomen casing
(body armor), 1'OU+4.

Cyber Value: 3

If

61



TORG: The foftveor Oty

Act Three

Gosp0g5 of the First Planting (12):
DEX 8, STR 8, TOU 8, PER 7, MIN 7,
CHA 7,SPI7.

K

o

K

o

Ravagon
Stun Damage (13)

Status

Avatar of Anubis
Stun Damage (14)

Status

Victor Manwaring:
TheVampyre

DEX 12,STR 17, TOU 18, PER Il,MIN
14, CHA 14, SPI 9.

Skills: reality 18, acrobatics 20,
dodge 19, maneuver 17, running 17,
stealth 20, unarmed combat 20, climb
ing 19, alteration magic 16, divination
magic 14, find 14, language 15, scholar
16, trick16, test23, willpower23,charm
26, persuasion21, faith 13, intimidation
17.

Possibilities: two per Stormer.
Natural tools: fangs: physical

damage value 18 or SpiritWll damage
value 18 (see below).

Note: Vampyres are resistant to
physical attacks, taking only shock
damage from non-magical attacks.

Victor Manwaring
Stun Damage (13) K

&a~ 0

Equipment two-handed sword,
damage value STR+7 (20).

Rangon: DEX9,STR 14, TOU 10(13),
PER 10, MIN 8, CHA 8, SPI 8.

SI<ilk reality 10, fligh115, man...
ver 15, stealth 12. unarmed combat 11,
find 12, language 11, tncking 11, trick
12, test 9 (12), taunt9 (12), intimidation
11.

Possibilities: 4
Equipment: None
Natural Tools: Armor, defensive

value 13; talons, damage value 16,
wings; speed value 13.

K

o

Act Four

Avatar of Neith
Stun Damage (13)
Status

Avatarof Anubis: DEX9,STR13,TOU
14, PER 11, MIN 10, CHA 7, SPI 9.

Skills: reality 10, dodge 10, ma
neuver9, melee weapons 14, unarmed
combat 11, find 13, trick (12), test (14),
taunt (11), intimidate 13.

Possibilities: 2

Avatar of Neith: DEX 8, STR 10, TOU
13, PER 11, MIN 11, CHA 14, SPI 9.

Skins: reality 12, dodge 10, ma~
neuver9, melee weapons 10, unarmed
comballO, find 13, trick (12), lesl (14),
charm 16, persuade 15, taunt (14), in
timidation (12).

Possibilities: 3
Equipment dagger, damage value

STR+ 3 (14).

Victor ManwarinS' See next page.

Skills: energy weapons 9, fire com
bat 9, melee weapons 9, missile weal>"
ons 9, unarmed combat 9, climbing 9,
find 10, tncking 8, willpower 10.

Possibility Potenti.iLl: none
Natur.iLl tools: armor - defensive

value 10.
Equipment heavy club, damage

STR+4.

Gospogt1
Stun Damage (8) K

Status 0

Gospogl2
Stun Damage (8) K
Status 0

Gospogt3
Stun Damage (S) K

Status 0

K
o

Yeti
Stun Damage (15)

Status

Jazuit 11
Stun Damage (8) K
Status 0

Jazuitl2
Stun Damage (8) K

Status 0

Jazuit 13
Stun Damage (8) K

Status 0

Pouibilities: 1
Equipment: }-Jack; interdermal

plate TOU+7; Marseilles Hermes
Cyberoecl< (Response +3, Slealth +1,
Processor Power 4, Storage 3);
NeuraCal; kreelar tendons;
slikslashers, damage STR+6.

Cyber V.iLlue: 9
Miracle: Crisis of Faith; (see box)
Description:Jazuits wearlongblack

cassocks that reach to the floor and
button up the front This outfit easily
passes forthosewom by priests ofany
number of Core Earth Christian reli
gions.

The Yeti: DEX 12, STR 19, TOU 15,
PER 7, MIN 6, CHA 4, SPl 4.

Skil15:acrobatics 14,dodge14,long
jumping 14, maneuver 13, unarmed
combat 15, climbing 21, lifting 21,
tncking 12, trick (8), taunl (6), les113,
intimidation 13.

Natural Tools: Claws and teeth.
damage STR+3.
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Special Vampyre Rules

Comb~tingVampyres:
A CROSS: A aoss or other holy

symbol acts as the focus for a ward
enemy miracle (see pg. 131 of the Torg
Rule Book) when brandished at a
vampyre. The user of the holy symbol
must have a faith skill of the same
religion as the symbol.

HOl.Y WATER: A vial ofholy water
thrown at a vampyre has the same
effect as a cross, but it has a pre-gener
ated faith total which ismade when the
water is first created (it can come in
various potencies. depending on who
created. it). To create a single dose of
holy water, a character performs a
Ward Enemy miracle upon the water.
The resulting faith total becomes the
faith total of the water. A typical vial of
holy water has a frlilh of 12.

Holy water causes faith damage in
vial-sized doses. Ifmorethanonedose
is thrown in a single attack,. combined
action results are used for the doses.

A STAKE~When a wooden stake is
plunged through the heart of a
vampyre, the vampyre takes normal
damage (even though the weapon is
notmagkaJ innature).lfawoundeffect
is inflicted, the vampyre takes one
wound per round until it is reduced to
ash and destroyed (the equivalent of
death damage).

Thestakecannot be pulledoutonce
the first wound is inflicted and the
damage will not stop once it has
started. The vampyre can heal the
damage with Possibilities, but once
these run out, it will be destroyed.

In combat, a vital blow must be used
to score a direct hit on the vampyre's
heart. However, if the vampyre is rt
poW (asleep), the difficulty to hi. be
comesO.

DECAPITATION, Unless stalted,
even a dead vampyre will regenerate
one wound level of damage per night
spent in its coffin. The only way to
prevent this is to remove thecreature's
head from its body (separating the
heart from the brain).Once this isdone,
the vampyre is destroyed.

A vampyre who has been reduced
to ash will not regenerate.

GARUC: A vampyre takes two
shock points if it comes into contact
with garlic.

Vampyre Restrimotl5:
RUNNING WATER: A vampyre

cannot aoss running water unless it
does so via a bridge. (The vampyre is
tied to the earth,anda bridgewillkeep
the vampyre in contact with it)

Otherwise, passing over running
water inflicts a UJQrd tnDny (and re
sulting faith damage) upon the
vampyre. The faith total of the UJQrd
depends on the volume of water. a
small stream would be about a 12,
while the Amazon River would be 35.
Oceans, lakes or seas do not affect
vampyres: only rivers.

INVITATION: A vampyre cannot
enter a home unless invited inside.

REFLECTION: A vampyre has no
reflection in a mirror, nor will it show
up on film or video.

Vampyre Abilities:
BLOOD-DRAIN BITE: A vampyre

can bite to injure a character physi·
cally or spiritually. If a vampyre bites
a character to drain his life, it inflicts
spiritual damage. The vampyre can
bite in any of its polymorphed forms
(except mist). When a character is
"1cilled" by spiritual damage from a
vampyre bite, he becomes a vampyre.

In addition. a character bitten by a
vampyre has his base attitude toward
that vampyre involuntarily improved
by one level for each Spiritual wound
taken.

Once a vampyre bites its victim it
can use a drop of the blood it drains as
the basis for a tracker spell (but with a
difficulty of 14).

POLYMORPHISM: A vampyre has
the ability to transform itself into a
large vampyre bat, a wolf, a large rat
or a gaseous mist. This is not
lycanthropy, but rather it is an AlttT
ation MJlgic spell:

Axiom Level: 10
Skill: alttTQ.tionlmtity 17
Backlash: 14
Diliiculty. 10
Effect Value: 0
BonUJ Number to: effect
Range: self
Duration: 18 (one hour)
Cast Time: 2 (2.5 seconds)
Manipulation: control
While in the form of a bat, wolf or

rat, the vampyre retains its normal
statistics, with the following excep
tions: As a bat or rat, the physical
damage value for the vampyre's bite
is reduced to 16. Asa bat, thevampyre
is granted a flight skill of 15. As a rat,
its dodge is increased. by 3. As a woU,
the physical damage value of its fangs
is increased to 20.

In the form of mist, the vampyre
can make no attacks, although it can
be attacked (with a -3 bonus modifier
to all except spiritual attacks). The ef
fect value of the vampyre"s polymorph
spell becomes its armor value against
all attacks.

It acts as a gaseous form in all other
respects, and is able to move at a limit
value of 17.
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The Relics of Power Trilogy

Response Form

Please checlc one:
o Infiniverse Subscriber
o New Subscriber (payment enclosed)
o Non-subscriber

Name

AddftS8

NumbuofD
Storm Knights

CamPaignD
Number

(For.lnflnt_lUt.aibft. only)

D Advenhln
Outcome

* NOTE: Numbers marked in
gray are suggested if the ad
ventursrannormillly.You tnly
alm theM results if
you fed it is wananted.

r]l Adventure
L:.J Ru1m>

o Aysle

o Cybe>papa'l'

o Uving Land

o Nile Empire

o NipponTech

DOnonh

---L
__2_

__1_

-L
1

--L..

Other.
Core Earth 1

--Herold M ....g..

D Starting Possibilities

D Ending Po~sibilities

D Card Total

IRI Specifics
1. Was the signal fire lit? _

2. How many result points did the Storm Kinghts get on their combined retl.1ity total vs. the Ravagon? _

3. Which realm has been affected least by the outcome of this adventure trilogy? _

4. Was Victor Manwaring destroyed? _

5. Was Wu-Han killed? Did he have the atomic bomb plans? _

6. Was Amethyst Icilled? _

7. Was CanIinal LeRouchefoucald Icilled? _

8. Was the Kanawa oil rig destroyed? _

9. Did the Storm Knights find the strange compass in the ruins of the Forever City? _

Mail the completed fonn to: West End Games, Dept. PC. RD3 Box 2345, Honesdale, PA 18431.
If you are including subscription payment. send to: West End Games, Dept. 20553,

RD3 Box 2345, Honesdale, PA 18431.
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