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Introduction



Prologue '"'Quem ]upittrvult pertkrt, dDnCltat priflS; thoslice headquarters in 1829. Later it became the headquarters of



This room is filled with famous bits ofevidence from the best-known cases in London's history (including a knife which may have been one of Jack the Ripper's murder weapons). One object that stands out amidst all the others 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.



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, directly below Tolwyn's comer office. Following are descriptions of the rooms:



The Interrogation Room This brightly-lit and immaculatelyclean room is a rather startling mixture 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 vinyl are situated before the mirror. On I.
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thetable is an old-fashioned bull's-eye lantern. Collected from various museUIllSaround thecity are an oaken rack, an iron maiden. braziers filled with glowing coals and heated irons, cages ofhungryrats, an iron boot, and trays of assorted thumbscrews, dental tools, saws, and Bensing knives. (These are sbict1y for show.)



The Observation Room This is sa dimly-lit bare room whose only fixture is a two-way mirror on the east wall. Through this "mirror" can be observed all of the happening in the interrogation room.



The Undefeated The Brother the Knights interrogate is named Fra Adrlen Anjous. Stripped of his robe and weapons, he is quite average-looking (aside from his visible cyber-enhancements), with watery blue eyes 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 stats are the same as those for a typical Brother of the Everlasting Sacrifice (see Act One, Scene One). Fra Adrlen will submit to questioning and even torture if such is necessary 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. Essentially, therearetwotiersof information the Stonn Knights can get from interrogating Fra Adrien - the false information he wants them to get, and the truth that he doesn't want them to get. To make his story believable, Adrlen



will retendtoresisttellingtheKnights anyt~ing-even his lies-and he will do everything in his power to resist telling them the truth. FTa Adrien has a skill of 19 in intimidation. However, at first, heads as if !Us slcill were only 14.If they Knights achieve a result of loyal against Adrien's 14 on the Interaction Results Table, Adrien gives the Knights the false information outlined below.



Fra Adrien's First Story With apparently great reluctance, F", Adrien tells the Knights the following: • 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 "Signal Ftre"" mentioned on the map was an ancient artifact recently found by his agents on Corsica. • Malraux sent the Brothers to England to capture the Possibility Chalice. Aftercapturing the Chalice, Adrien and the Brothers were to take it to the Orient Express train in Brussels, Belgium, 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 destination is; the Brothers were to be told on the train.



N



• Adrien does not know who their contact on 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 suecessful, they know that Adrien isholding something back. However, if he sees that someone does not believe him., Adrien will invoke 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 assignment was to attempt to capture the



ow I Lay Me



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 himit 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



the coffin was patented in 1852 as the Bateson Ufe Revival Device, 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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ActOn
eq>apacy. It would be an incredible coupe to capture Le Rouchefoucald. It would set the



Cybe'P"pacy's efforts to corrupt England 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 Cardinal, 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.



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



Event



T



he Whole Truth



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 entirety, 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.



Sometime d uring 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 policeman is another agent of Malraux's, part of the Cardinal's intelligence network. Cyber Agent: DEX12,STR 12, roD 10 (16), PER 8, MIN 9, CHA 8, SPI 9 (13 because of B~ing Vow). SIdIls: reality 11, dodge 13, fire oombat 13, long jumping 14, melee weapons 13, running 13, stealth 14, unarmed oombat 13, evidence analysis 10, find 11, survival 11, test 10, persuasion 10, taunt 9, faith 12, intimi· date 12. Possibilities: 2. Equipment: Interdermal plating



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; subdermalsuicide mechanism (see below); NewaCai. Cybu Value: 16. Description: The agent will shoot the prisoner; if blocked, 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 is an agent for theCybe:rpapacy.



Flags Alertness: U an Alertness card is played by one of the players during the interrogation, he notices the assassin 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).



Variables Interrogating the Prisoner Elsewhere: U the Knights decide to interrogate 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 British Government>. lbe characters must have a halfway decent 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 will avoid the attackby the C yberagent (though theagent will undoubtedly kill Adrien when the Knights do tum him over to the police).
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AvoidingtheOrimt Express: lnall likelihood, the Storm Knights will decide to take a rideon theOrient Express. 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 enSince 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 journey across



lirei'



Europe.



Channel Crossing The Situation Dramatic. TheStorm Knights enter the reality storm. They are buffeted by hard winds, JXlunded by heavy waves, and encounter an extremely dangerous reality wash which threatens to destroy them. Then things get really unpleasant.



Flying the Unfriendly Skies We warned them. Read the folIowingaloud:



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 violent of 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 for other reasonable transport), plus some excellentlyforged British passports for those w ho need them. The Knights have had all day to stock up on any other equipment 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:



The air over the Channel seethes and writhes as if alive and seeking to grapple your airplane 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 rebounds back into the air, to strike once more somewhere else. Bits of your 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 present course, 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 problems 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 has a dam· age strength of 20 for the pilot and passengers. If she gets an average 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 Runner. It is a British motor torpedo boat, armed with two mounted machine guns. Its crew consists of a 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 mouth of the Thames, desoibethe seen",



The storms hit you almost immediately upon moving into the Channel. Your ship is buffeted by heavy winds, soaked by sheets of uncomfortably hot, oily rain, shrouded in the darkness of impossibly black douds, illuminated only by the intermittent slash 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 between monstrously large and solid· looking storm douds above. One such shape seems to glide overhead, dropping 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



ActOrle



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, transformed into a statue of impossiblycold acre ice. As none of the ship's crew are possibility-rated., they all will betransformed and the Storm Knights wiu be alone to fight the dragon. Anyone 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 serpentine beast with two powerful clawed appendages, a pair of huge wings, and scaled armor covering its many coils. The Dragon attacks the Knights allout until the boat is sunk or the creature is wounded or takes half of its Toughness in shock points. When this happens, go to "NetStorm,~ below. The pilot of the ship may attempt 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 modifier. Remember: when the boat takes shock damage greater than its Toughness, 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;passengers 10; Toughness 20. Weapons: a pair of fore and aftmounted Browning 50 caliber machine 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, divination magic 18, evidence analysis 15, find 17, trick 16, test 17, willpower 18, taunt (11), intimidation 15. Possibilities: two per Storm Knight AttaneKnowledges:darkness4,air 6. Natural Tools: armor +7; wings, speed 11; claws, damage STR+3 (23); arctic air breath,. damage 26, range 350/51-250/251-600. 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 lightning 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 representations of church spires, cathed.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 boatcrew and the Storm Knights themselves. They all become angular graphic representations of themselves, All of their movements become just slightly jerky, as if animated by a computer, If whoever is piloting the boat looks closely, he can see that new instru-



ments have formed on his control panel, including several neural interface 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 opmltion adds and his deck's response rating (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 characters as if they are all 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 nothing. Go to "Going Under,"



Going Under The Knights are in the water, wearing the life-preservers from either the boat or the plane. U they are still in the Aysle dominant zone, the life-preservers 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 appropriate modifiers for those wearing metal armor or the like. Onecharacter can assist another, essentially performing a multi-action swimming.
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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 point each 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 massive 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 cybemetic 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.
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Flags Connection Subplot If one of the players plays a Connectioncard while fighting thedragon,a Britishjet fighter suddenly sl:reaks out of the storm and engages the dragon. The Knight realizes that it must be his old buddy Charlie Fromm,. a pilot in the British aU fa",,! The jet will make three passes (that is, fight for three rounds), then crumble into dust for no apparent rea-



son. Mirage III: speed value 18; Toughness 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 For successfullycompleting thisact, award each player character two Possibilities.



Cut To... Act Two, Belgium. The Knights either disembark from their battered boat, or drag themselvesonto the shore aher being deposited by the CyberUvwe.



Act Two



Act Two



A Moveable Feast The Major Beat



The Action



In this act, the Storm Knights travel across Europe aboard the New Orient Express in search of the mysterious signal fire, and perhaps the leader of



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 major 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, including a casual search through their luggage (find skill of9). If they find any weapons, the officials politely inform the Knights that weapons are not permitted aboard the train. The weapons 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 can attempt 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 Museum Hall, the Knights can put the old coffin dodge to the test. (See the sidebar for more on non-humans in Europe.)



theCy~p~tLondonunde~und



as well. The first scene is fairly straightforward, and itcovers the Knights' arrival at the station and subsequent boardingofthetrain. Thenextsceneoutlines all of the action which takes place aboard the train - character interaction, 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 Express at Midi TrainStation in Brussels. Present the Storm Knights the following 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-decorated uniforms of the New Orient Express greet arriving passengers. At the right side of the ramp is a tree-lined, glass canopied arcade between two rows of shops.
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away from public sight, followed by a



playtTs mil intimidlltion result.



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. Many of 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 masters and are helping the humans fight the invaders. And some non-humans used to be human but were transformed during the invasion. It's all very complicated, and it's giving the lawmakers and civil rights activists fits. Great Britain has been granting full citizenship rights to Ayslish non-humans who help them fight Uthorion. In other European countries, they are treated as potentially dangerous



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



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, Holland and Gennany, claiming to be refugees fleeing persecution from the High Lord Pella/Uthorion. In a few cases, this citizenship hasbeen granted. In France, non-humans are abominations and heretics, to be killed on sight. In general, throughout the world, non-humans are treated with suspicion, hostility,and fear by most people, and may besubject:ed to abuse, threats, and the occasional lynching.



Among this varied crowd, several of the personalities are not as innocent as they seem. Here they are:



The Priest



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 ironwork on 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 porters heft his bloated luggage on 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 themselves, as they wait for a porter to attend them.
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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 miniature 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 Cyberpapacy. 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 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 in a car that has been reserved for "membersoftheChurch," He hasbeen 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 compatriots will track them down and 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



T



he Station Shops



The following map shows the shops in the section of Midi Station 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 in currency from otherCore Earth nationsa whopping SO percent surcharge 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 tobacconist, carrying tobacco products from around the world.



Act Two



(Jill The Forever City: Map 3 ~ Midi Station
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:.i.~l:~~~~~~;i .:~·~:~;;:,' 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 One of theJapanese tourists is actually a Kanawa agent. U the Knights do anything which seems out of the ordinary (like paying for an item with currency from one of the invading realms), or attract attention to themselves 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. The agent is not at all s~ titiousabout his p~taking;hetakes pictures of literally everyone and everything in thestation-asdo the five or six other, real Japanese tourists he's using as cover. It takes a find or Perception total of at 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 analysis 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 backpack), damage value 17; Polaroid camera (Tech level 22); portable miniature fax machine (Tech level 22).



Cut To... Once through the gates and onto the boarding platform. a liveried porter greets the Storm Knights and conducts them to their sleeping compartments 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 of different people who tell them a bewi1deringseriesoflies, 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 Possibility Chalice from them. Then the Knights get off the train.



How the Scene Works The first section of this scene describes 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 VeniceSimpleon-Qrient Express went bankrupt when France was invaded. Fortunately for railroadlovers everywhere, the VSOE's rolling stock was out of the country during the invasion. It was quicldypurchased by a Belgiumbased consortium of European financiers, and, within weeks, put back into business with a new route avoiding France alto-gether.



--0-;'2 ~----------------~ 4 . . ,



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 the standard 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 to begin with conversation and end with conflict. The Knights will be moving around the train, talking to the other characters 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 benefit of everyone- there tire a lot of



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



lithe Knights manage to get through the scene without triggering the dramatic conflict, good for them. Don't arbitrarily force them to fight if their actions do not warrant it.



standard. Once the combat starts, however,



things get real dangerous real fast. The combat aboard thetrainisdramatiJ:. The



The Situation



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 which switch thescene from standard to dramatic conflict: the alarm in the safe (see the service car entry), any attack against Cyber-eardina! 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.



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 regarding the mysterious Signal Fire (if they fell for the captured Bloody Brother's story), and/or the head of the Cyberpapacy's London underground (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) before they depart.



71Ie Fom>er City: Map 4



The New Orient Express Route
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The Gamemaster Characters Horace Blessed Horace Blessed is37yearsold, bald, overweight to the point rotundity, and coarse-featured. He is dressed lavishly in the attire of a 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 is a Core 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 Horace or 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 A yslish 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 off oneof 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 himself if not for a bad case of arthritis in
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his "poo' diseased ling""." When the Knights show any interest in the Signal Fire, Horace offers to sell them the jewel's location. He'll takeSl,CXXJ.OOcash up front 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 his story more plausible. If the 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 persuaded to becomefrintdly. U this happens, 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 Brussels, he was quickly released to the custod.y of the Church Police (after an appropriatebribe or 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. Blessed can 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 get extremely drunk,. while at 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 Orient Express takes 32 hours to make the trip from Brussels to Venice.1t departs Midi Station in Brussels at 11 am on Thursday and arrives at Uege at 12:45 pm. The train arrives in Luxembourg 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 of theOrient Express route.) !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 either scenario, Manwaring does not engage the Storm Knights with aU of his strength. Rather, he simply throws the gospog at his adversaries



and pitches in here and there with a mage dark spell or an intimidation attack. The Onorshian vampyre still does not know what the Knights ultimately intend to do with the Possibility Chalice, 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 conllict. 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 weapons 9, mecom· b!lt 9, melee weapons 9, missile weapons 9, unarmed combat 9, climbing9, 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 Possibilities for having the subplot inylay at the end of this act, instead 0 the usual 1.
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Variables



Awards



U the Knights choose to wait until daylight breaks to approach the plateau (knowing that Mantooth is about), the gospog automatically beat them there, and are waiting in hiding when the Knights arrive. Mantooth has arranged for the attack, 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.



Give each Storm Knight who survived 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 vietorious 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 ends at nightfall ofthe same day, when theStorm Knights light the Signal 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 Possibility 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 Avatarsal the Nile Gods must bedefeated before the Knights can accomplish their task.



SCENE ONE: The City that Never Sleeps The Situation Standard. Following the battle with 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 scene started, 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 make out 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 city streets more or 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 become no more than a tumbled path. About a hundred meters in &ont of you, the path forks, with one branch turning to the northeast. and the other 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 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



8. 50



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 everywhere 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. However, 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 spinning 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 visibility. The sun, once it has reached a certain height in the sky, passes behind 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. There are Egyptian-looking pyramids fIanlok pg. 99), suIfennga -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 disappear. In fact, the powder is dust of invisibility. If a Knight sprinkles the pow· der over himself, he is rendered invisible for an hour.



While the chaJ'acter is invisible, a
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The Forever Open Road - Ifsttar 

INTRODUCTION ... The concept of the Forever Open Road is built on three elements: the ... The provision and operation of our road networks and of the traffic that uses ... The development of a next generation roads implies innovative ways of .... Mea










 








the android - Read Animorphs Forever 

slap the side of his face and I'd burst like a prom-night zit. Panic. Sheer ..... Etain led us up and over the damp, springy grass to a bend in the brook. I did not let ...... Celtic afterlife, so I had my moment of misty-eyed hero worship. Had to ru










 








The Forever Open Road - Ifsttar 

roads in Europe with the sole objective of keeping Europe 'on the move' and .... involved will enable the deployment of advanced (e.g. dynamic) guidance and ..... 4. http://ec.europa.eu/transport/road_safety/pdf/observatory/trends_figures.pdf.










 








the android - Read Animorphs Forever 

Eddie Murphy word and then launched himself into the cleavage of said small ..... the man-made reservoir so that it had, in effect, two waterfronts, one wild and ...... software billionaire or boy genius who is going to join up with this kind of stuf










 








FOREVER GREEN 

SHUFFLE D avant : pas PD avant - pas PG Ã  cÃ´tÃ© du PD - pas PD avant ... Point right toe to right side - Step right foot next to left - Point left toe to left side. 7.8.










 








Realm The Reaper - Read Animorphs Forever 

wildly different existences, all with the identical brain, the identical body, me, always me, and yet... I turned off the ... filthy clothing and not wash at all, but eat a crust of black peasant bread with dirty fingers. ..... "You were humming. Com










 








The Mayflower Project - Read Animorphs Forever 

Jobs wondered aloud. ..... Boxer requested that the Baltimore office search the Melman home. ...... â€œMust be sleepwalking,â€� Jobs muttered out loud, comforting.










 








Realm The Reaper - Read Animorphs Forever 

Stood at my sink in the bathroom I use, the one down the hall, upstairs, my .... What is real in Everworld is the land and water around us. How ...... bottles, each neatly labeled. The chem lab ..... there was no ounce of energy or will to resist in 










 








The Mayflower Project - Read Animorphs Forever 

physical coordination and he had a strong hand ready to grab Jobsâ€Ÿs ..... Tony Andreeson, Jobsâ€Ÿs dad, was still asleep when an FBI woman hit the ...... Thereâ€Ÿs supposed to be a manual release there. .... Untie the gut-knots there, â€žmigo.â€�.










 








proche de la nature forever bee honey forever bee pollen forever royal ... 

de l'eucalyptus, du romarin et de la lavande. Sweet like honey. Le Forever Bee Honey s'associe trÃ¨s bien au yaourt grec, au thÃ© Ã  la menthe, au fromage de.










 








breakdown - Read Animorphs Forever 

what is Mother's work does not necessarily mean they are blind. It implies ... the Quorum had ever dared suggest this extreme measure aloud. ... Mother did not answer. .... grandmother always said a deal with the devil only benefits the devil." .....










 








Forever/Jamais - cloudfront.net 

Verse 1. Les Ã©toiles ont pleurÃ©. Le soleil s'est voilÃ©. Car le Sauveur du monde Ã©tait tombÃ©. Son corps sur une croix. Son sang versÃ© pour moi. Sur ses Ã©paules ...










 








proche de la nature forever bee honey forever bee pollen forever royal ... 

nous ne pourrions ni manger de pommes, tomates ou chocolat ni boire de cafÃ©. Et sans parler du miel dÃ©licieux et des autres produits de la ruche trÃ¨s prÃ©cieux.










 








Conversation - Analix Forever 

6 juil. 2011 - qui parlait de cette propension du champ de l'art, de la production .... car mÃªme s'il suit de trÃ¨s prÃ¨s la rÃ©alitÃ©, aprÃ¨s, dans la fabrication de l' ...










 








plan axe - CicloTRON Forever 

UNLESS OTHERWISE SPECIFIED: DIMENSIONS ARE IN MILLIMETERS. SURFACE FINISH: TOLERANCES: LINEAR: ANGULAR: FINISH: DEBUR AND.










 








isolation - Read Animorphs Forever 

strength. She'd taken out six Riders. But this was different. The Baby was leading Tamara into a Rider camp. ...... was running toward the pyramid, intent on the controls. The Squid ...... wet sound of Kubrick's skin separating from his muscle.










 








breakdown - Read Animorphs Forever 

Very sophisticated machinery but programmable. ... But a machine can't be mad, it can only be ...... "I think it's because my visions of reality are fluid," Billy said.










 








isolation - Read Animorphs Forever 

The One. Everything made sense now. The asteroid that destroyed Earth five hundred years earlier wasn't a result of ..... long â€” a shard of razor-sharp blade.










 








Forever/Jamais - cloudfront.net 

Les Ã©toiles ont pleurÃ©. Le soleil s'est voilÃ©. Car le Sauveur du monde Ã©tait tombÃ©. Son corps sur une croix. Son sang versÃ© pour moi. Sur ses Ã©paules, le poids ...










 








Nothing Lasts Forever 

Alan. Penn. Jason had gone to see him. "I've been following the case in the papers," Penn said. "The press has ...... In the morning, Paige 8aid to Kat, "I'm either becoming paranoid ...... watts of hot white light and turned to the scrub nurse.










 








MEN CARE - Forever Living Products 

assortiment vous offre tout le nÃ©cessaire pour effectuer un dÃ©marrage frais et Ã©nergique. En 4 petites Ã©tapes, vous serez fin prÃªt pour une nouvelle journÃ©e !










 








Chapter One - Read Animorphs Forever 

a week later you can still feel the little knives he stuck in you. ..... Plans within plans, she said thoughtfully, wary again. ..... and legs, stiff with repressed energy. ...... the Great Cosmic All is guiding our steps,' Christopher said, mock-ser










 








Nowhere Land - Read Animorphs Forever 

the way he could transmit Jobsâ€Ÿs speech to the Blue Meanie back in the Tower of Babel. .... 2Face raised the eyebrow on the unburned side of her face. â€œYou.










 








Gonna Live Forever - Mishnock Barn 

Sep 16, 2015 - The term â€œStweepâ€� (a step with a sweep at the same time) was coined by Steve Lescarbeau. Thank you Steve! mishnockbarn.com.
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