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Michad Stem Development Bill Slnic:Hk E.Ifsomeonemakesa noise, a guard (or group if they have been alerted) comes to investigate. If someone becomes outright visible to a guard (they generate a stealth total of 3 or lesst the guards move to sound the alarm unless they are quickly persuaded otherwise.



Top Guard Barracks (A, Bl These barrack are similar to those of the cavalry squad, but they are larger and nicer Iooking. The Top Guard lounge here with their two-handed swords and muskets, unarmored. The 4



..



ft~--------------_ ~.



43



TORC: The POISibility Chalice



equipment is in the room, but it takes them four rounds to suit up. The commander's quarters are full of Core Earth trinkets and fine silks and furs. There is also a journal detailing times that Lance must be oiled (about once every hour), including the hand-scrawled line, "It is annoying to be reduced to a metal man's menial. Sometimes I long to push that button."



Dungeon Building (C) This is the structure which houses the entrance to Amethyst's dungeon, which extends for two levels below ground (seeSceneFour: "WithinAmethysr).lnside the walls there is noth· ing but a dirt floor and a large stone stairway extending down into the darkness. In one comer is thealann, a large bell hanging from the ceiling, with a long rope clapper.



Mess Hall (0) This large build ing has dining tables and a serving counter with a simple stove behind it (wood burning). There is a trap door in the floor, bolted from
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the outside as though to keep something in. The trap door leads to the larder, where all manner of food is stored, including a "refrigerated" (via ice block) section with several low-qual· ity cuts of meat labeled "For Dogs."



the lances. The men's armory locker is located at one end of the building. It holdsa dozen broadswords and chain shirts. There are doors at either end large enough to fit two horses abreast (just lift the bar and pull to open). A large pile of hay fits into the southeast comer of the building.



Cavalry Complex (E, F, G) This set of buildings includes the main stable (El, the housing for the squad (G), and thecommander'squarters (F). The squad room holds all the troopers and their bunks; the equipment and horses are in the stables. If the troopers are surprised in their quarters, they have neither their wea pons nor their armor handy. The commander's quarters are richly appointed, though small. The commander can also be caught without anns or annor. When the alarm sounds, he gives orders to his men concerning mobilization and attack. If he is not able to give commands, the troops' attack is delayed for three rounds. The stables hold six horses and chainmail arm, and leg gear, as well as



Lance Building This building is actuaUy a very tall missile storage facility which failed to transform completely when the invasion occurred. Lance, the golem, resides within unless the alarm is given. Inside with Lance it is quite cramped, and he does not recognize enemies and does not attack until the Deep Guard emerge from the dungeon. The only other item of interest is a control panel which has not undergone transformation. Any Core Earth character who gets a scholar (military) or (science) total of 10 or more recognizes the launch button on the panel. The difficulty for characters not from Core Earth is 18.



Act"'"



If the button is pushed. Lance lets out a roar and stands, marching out of the building if he is still inside. He marches right out of the compound and, in fad, to Leningrad, which is his "programmed'" destination. Once the button is pushed, Lance is under a magical geas. and cannot be stopped unless he is destroyed. This occur· rence naturally alerts the human guard that something is up, and they come to investigate.



Flags Nemesis. suspicion, true identity subplots: In aU these cases, there are enemies (Kanawa corporate meres, gang members of some kind, or the party of dwarves) who have heretofore remained hidden. Now, just as it is most inconvenient (or the secretive Knights, the appropriategroup shows up. H it is a nemesis card, the Nippons appear at the gate, demanding entry and shouting that there are Storm Knights in the compound. This alerts the base, but does not immediately initiate a search. If the Knights keep their cool and lay lowduringtheargu· ments, the Nippons are forcibly ejected. The base stays alert. If it is the suspicion card, the dwarf group appears. They foUow the Storm Knights in and try to ambush the Knights in the dungeon chamber. If there are loud enough noises from this fight, the dwarves nee, thinJcing the Storm Knights are in cahoots with Amethyst. They are Ilostile for pur· poses of charm and persuasion. If it is the true identity card, the dwarves show up to save the Storm Knights' coUective hide if the Knights areabout tomakea terrible mistake or about to fail a stealth check. For example, a human guard sees the group and runs for the alarm. The Storm Knights, trying to remain quiet, fail to knock the guard out during their ac· tion round. Suddenly a thick hand snakes out from around a comer and catches the guard by the throat. He falls to the ground as a stout dwarf warrior appears, bows to the group, and fades into the darkness.



Variables



The Action



Basher: If the Storm Knights still have Basher along. he is not very stealthy and will make a lot of noise and try talking to the various guards unless he is firmly convinced that this is a bad idea. They leave: If the Storm Knights decide to leave, perhaps to get reinforcements, two things happen. One, a carrier pigeon arrives with a m~ sage from Tolwyn. The message says, "Do not despair, I am coming to aid you." Two, a man emerges from the dungeon, stops a guard and says loudly, "The prisoner is to be moved in half an hour. Prepare for our depar· ture." If that doesn't spur the Storm Knights to action, then when they re-tum from whatever side trip they're taking. Babbidge and the Dark Wiz· ard (with chalice) are gone, on their way to Norway (go to act four).



U this scene is run as an aftermath to "Scene Two: Frontal Assault.... then the dungeon falls eerily quiet when the Knightsenter.1t isdark and empty. Theonly denizens left are the mastiffs that roam the halls (see below). If this scene follows "Scene Three: Chameleons," then the defenders are still in place, each in his own chamber or area. Use the map of the lower levels (don't show it to the players) as the Knights make their way through the dungeon.



Cut To... The next step is to enter the dun· geon chambers and search for Bah-bidge. Go to "Scene Four: Within Amethyst." If the sneaking scenario degenerates into open combat, go to "Scene Two: Frontal Assault."



SCENE FOUR: Within Amethyst The Situation Standard. This scene begins when the Knights descend the steps in the dungeon house, to enter Amethyst's underground lair. Describe the scene: The room below the steps is very dark and smells like a wet dog. A faint glow, as if from fire, illuminates the smoothed stone walls of the room and its side corridors. There is a chill wind and, from somewhere, a moaning echo.



Dog Quarters There are cigh' mastiffs (bulldogl hunting dog crossbreeds) that live here. At the moment, they are out roaming the corridors (see the other room descriptions). They have been trained to recognize the denizens of the compound, and will growl and bark at anyone they don't recognize. After a round of that (treat it as intimi· dation), they attack. If the meat from the aboveground larder is thrown to them, they attack that instead of the Knights. The room is filthy; a nest of straw and fur and bloody meat. It smells terrible, but on an nridena QlUdysis total of 12 or more, the Storm Knights n£>tice that there are no mes (or insects of any kind) buzzing about. Very odd.



Mastiff" DEX 12, 5TR 12 (14), TOU 10, PER 13, MIN 6, CHA 4, SPI 6. Skills: maneuver 15, running 13 (limit value 11>' unarmed combat 14, find 14, test (11), intimidation 11. Equipment: Fangs, damage value STR+2.



Desai ption: Mastiffs do not let pain bother them the way some other animals (including man) do. They cannot be knocked unconscious from accu· mulated shock, only from wounds or KO conditions. When they attack, they attack in a frenzy, using "aU·out attack" every round. This means they have an action valueofl7, a damage value of 15, and their effective skill/Toughness on d~ fense is 11/7.
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[Jii() The Possibility Chalice: Map 7 ~ The Dark Wizard's Stronghold Upper Level SbirsDown
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Act Three



Core Earth Chamber The oil for Lance, uzi ammunition. repair parts, and otherCore Earth items are kept in this room. To prevent transformation, Amethyst pays a Stormer realm-runner to rome in once a week and inspect and dean the machinery. This seems to slow the transformation process down to nothing (under the same rubric as playercharacter-owned items not transforming during adventures).



Afire combat total of 16, or a scholar (firearms) total of 8 allows a Knight from Core Earth to put together a functioning uzi out of spare parts. There is a mastiff near here, who comes to investigate the noise and smells of the Storm Knights.



Human Guard There are two mastiffs roaming around outside this chamber. This is the quarters for the human guards who patrol the upper level. They are crowded in here in bunks set one foot apart. The room smells of sweat, and dirtysocks and tunics litter the Aoor. Thereisnothingofanyvalue here, but if the base is not fully alerted then there are up to eight guards playing cards on the bunks (they are unarmored, but carry swords).



Troll Quarters There are two mastiffs roaming around outside this chamber. This is where the three gate.-trolls live, and if anything is messier than the guards' quarters, this is it. It smells of something exotic and disgusting that no one can quite identify. There are three large bunks and attendant personal belongings, but nothing of any value except: payment scrip worth (ifaStorm Krughtcan con an Uthorion paymastersomewhere,somehow)900 tram (about $450).



Deep Guard This chamber houses the Deep Guard when they are not defending the compound or out raiding the nearby villages. if this scene is run after "Scene Two: Frontal Assault,"



the chamber is empty except for spartan fumitureand bunks. If this scene is run following "Scene Three: Chame.leons," there are six Deep Guard (see scene two for stats) in silk armor with two-handed swords. Theirsuitsofring mail hang on the wall.



Viking Chambers There are two mastiffs roaming around outside this chamber. The personal bodyguard of Ame.thyst resides here, but they are hardly ever in their quarters. lnstead, they stay nearAmethyst, asa physical guard to that august presence. The room is dour and spartan, as befits vikings. If this scene follows ''Scene Three: Chameleons," there are nearly full rucksacks atop each neatly made bunk. The rucksacks contain runics, other dothes, a viking helmet (easily recognizable to anyone from Core Earth or Aysle) and some poetry on parchment. It is obvious (no roll needed) that they are an elite group, and are planning on leaving soon. An evidence a1UJ{YSis total 0£14, however, indicates that none of the others were/are planning on leaving. so only the vikings and Amethyst willbegoing,andgomg



soon. if this scene follows "Scene Two: Frontal Assault," then the room is empty of all save the furniture.



Alchemy Room This room is filled with vials, tubes, and bubbling retorts full of noxious chenticals. The Stonn Knights don't have time for a lot of experimentation, but an alteration magic or scholar (alchemy) total of 15 or more tells the Knights that the latest projectseems to be truth serums or mind alteration drugs (useful in interrogations, obviously). The Knights can also spot a completed batch of such a drug. good for four doses, on one of the counters. A find total of 15 can also spot this vial, though the Knights will have no idea what it does. When used, the drug generates a totalbasedona "charm" skiJIof25. The subject makes an active willpower roll;



the results of the charm are read normally. Morethanonedosecan begiven to the subject, even if the previous doses fail.



Wizard's Quarters This is where Amethyst's wizard bodyguard, Polyphebo, resides. This wizard is more of an apprentice than anything else, but he is quite powerful in his own right. The room is spartan, and there are no magical accessories, if running this scene from "Chame.leons," there is a wadded up piece of paper stuffed under the mattress. A Stonn Knight can find it on a find total of 14 or more. It has hand--scrawled notes that say, "'Weakness in master's chamber. Has something to do with name. Color? Letters? Calendar is trapped." This is Polyphebo's note to himself concerning a magical item that can destroy the Dark Wizard. It means "The item of weakness is hidden somewhere in Amethyst's chamber. Its location has something to do with the Dark Wizard's name. Is it based on the color? The letters in "amethyst?" The calendar hanging on the waU has traps in it." You can fill in some of the blanks for the players ifa character can get an evidena analysis total of 12 or more (give more information for higher success levels). There is a mastiff near here, who comes to investigate the smells and noise of the Stonn Knights after about a minute.



Amethyst's Chambers This is the Dark Wizard's dwelling. It is dark inside, suffused with a lowgrade version magt dark that seems to come from everywhere at once. The bed is furnished in rich purple, the carpet is purple, the furniture is purple. On the wall is an elaboratestone calendar, engraved into the wall, depicting the current year to come. One date in each month is circled in what looks like purple paint (the specific dates don't matter). A find total of 12 or more reveals that each circled date on the stone calendar is actually a button. if any of the buttons, except February, are
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pressed, a low humming sound fills the room and thewholedungeon area. If the characters are trying to be stealthy, they have just set offanalann. Defenders rush to the chamber as in "Frontal Assault," and Amethyst prepares to escape, etc. If this scene is run from Scene Three: "Chameleons," and the February button is pushed (Amethyst is the birthstone for February) then a wall panel slides back, revealing a small niche containinga golden medallion. Noone recognizes this medallion, nor can its properties be readily detected. If the niche is found after Amethyst has left, then it is empty.



Carrion Room This room has a simple vennin attraction spell on it. AU the insects, flies, spiders, snakes (you name it, it's in there) in the area are in this one room, along with offal and carrion that even the dogs wouldn't eat. As the Knights approach the room, they hear an omi-
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nous buzzing hum. Looking in, they can see the floor writhing under a blanket of dark insect bodies. Anyone foolish enough to enter the room finds nothing of interest and takes a damage roll with a base of 20.



Trap Room This is the room of legend, the room that Amethyst has prepared for the ones fated to destroy him (all Dark Wizards have such legends that spring up around them). [n this case, the legend states that the one who can destroy Amethystcanonly bedefeated by his own actions. Amethyst has devised a trap to take advantage of this. If this room is entered after "Frontal Assault," then Amethyst is gone, but the trap still activates on its own. Otherwise, the trap springs as the last Storm Knight enlers the room. A find total of 20, or an alertness card, lets a character notice something odd above the entranceway; the trap cannot be



disabled from outside, and if a character begins to work on the trap mechanism from inside, it springs at once. When the trap goes off, Amethyst's voice rings out inside the room. The Dark Wizard's voice is deep one moment, high-pitched. the next, as though both a man and a woman. Indeed, none knows the true sex of the Dark Wizard. "The fates are mine, and what is prophesied is about to take place! Behold the Death of the Four Colors!" the voice cries. Then a large slone slab door descends, blocking the entrance, and the door at the other end locks tight (Ihe door has a weight value of 20, the lock is a difficulty 24). Four nozzles, cunningly hidden in the stone, begin spraying forth four different colors of gas (red, green, blue, and yellow). When the four colors meet in the middle, they combine to form a fifth color, black. When this begins, go into rounds, using only the dramatic skill use box. The Storm Knights may disable each



Act Three



nozzle, one skill letter per nozzle. It is



a Stmrgth or prestidigitlltion check, (depending on the tack they take) of difficulty 13. Theymayalsoatternpt to lift the slab. or pick the lock on the far



door. These are also dramatic skill resolutions. Nobody feels any ill effects. even from the black smoke. until the fourth nozzle is disabled. the door is opened, the stone is lifted, etc.. Don't teU the players how long the characters have in order to accomplish their task. The trap is that the gasses are illu·



sory; only by "their own actions" that is, by actively working to disable the nozzles or to escape the roomdoes the 'gas' gain potency and reality



energy. When the fourth task is accomplished, the black gas already in the room becomes toxic. Each character is affected by a damage valueof26, plus a rolled bonus. Armor is no protection. This effect lasts for one round; then the doors open at either end, and



the gas disperses. The key to avoiding this fate was given by Amethyst himself, when he said "What is prophesied is about to take place:" The Storm Knights must remember the prophesy of the Destiny Map: "Accept the Defeat of the Four Colors." In other words, the key is to 'accept the defeat' and do nothing. If the fourth part of the dramatic skill resolution has not been accomplished after nine rounds, the gas disappears and the doors open. See the sidebar for additional ways to avoid the trap.



Torture Chambers This is a complex of torture stations in a large open space; racks and iron maidens and forges with hot pokers in them are scattered throughout the chamber. The walls indicated on the map are barred, but otherwise open. If the Knights came here after "Frontal Assault," the chamber is nearly empty and eerilyquiel. Through the jungle of bars and torture equipment, the Storm Knights see Babbidge hanging by his wrists from manacles set into the far wall.



F



orgetful Players



This is a tough due, spanning back to a previous adventure. Your players might not remember the prophecy, even with the clue given by Amethyst. You also might be nmning thisadventure as a stand-alone. Some ways to help your players, An idea card cangivea character a hint that the gas does not seem to be affecting them at all. Perhaps it's safer not to rock the boat. An roidence anJllysis total of 20 or more gives this same clue;



Uthis scene follows "Chameleons," they see Amethyst, the vikings, the wizard apprentice, and the chalice, all disappearing up a hidden ramp leading to a spot well outside the base perimeter. Just as the Storm Knights enter, the ramp door slams shut and Amethyst's mocking laughter echoes through. Again, Babbidge is chained to the wall. See the sidebar for more about Babbidge's personality and possessions. Babbidg;e is unconscious; a successful first aid roll allows the wizard tospeak. HetellstheStorm Knights all that has transpired: his suspicions about the chalice, his indiscretion in telling the wrong people, the kidnapping, and the questions that Amethyst asked. It is obvious that the Dark Wizard suspects that the chalice is an eternity shard, and wishes to turn it over to his High Lord, Uthorion. He simply wanted as much information as p0ssible from Babbidge before doing so. Now, the Dark Wizard is probably on his way to Norway in his viking longship, to find Uthorion and give him the chalice. With that, Babbidge gasps and passes out, falling into a deep sleep.



if the character rolling has converted to Kra Buddhism, the difficulty of this check is only 10. If a character says he is trying to disbeUeve an illusion, he may doso on a Peraption total of11 or more. If the characters are about to disable the final nozzle, call for Perception totals from everyone. 10 this case, the difficulty is 22 to detect the illusion. II all else fails, let the characters take their punishment. They're Storm Knights - some of them will survive.



Event The Eyes of the Vampyre Return:



Note: This event relates to the event "The Eyes of the Vampyre" from Act Two, scent four. It does not come into play if you're running the tulvrnture as II stand alone. As the Storm Knights walk the shadowy corridors of Amethyst's dungeons, they get a strange sense of being watched. If they turn to look behind them, anyone getting a find total of 10 or better catches a glimpse of a pair of beady rodent eyes gleaming out at them from the shadows. If more than one Storm Knight approaches the creatu.re, it scurries away out ofsight before the characters can reach it. If a single Storm Knight approaches, the rat leaps out at him from the darkness. This time, it is clear that this is the very same rat from Chislethwaite,and no total is required to recognize it. This time however. the rat does not merely lear a shred of clothing from the victim. It attacks the lone Storm Knight, seeking any exposed flesh it can find with its sharp claws, or in lieu of that, something softer than armor. (U the Knight is completely armored, the rat does not attack.)
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The rat attacks with an unarmed combat value of 14 and its bite has a dam· age value of 12 (its dodge is 18, DEX 14, rou 3). Once the rat has successfuUy drawn blood from its victim,. it immediately scurries away into the darkness. The blood drawn by the rat serves as an even more accurate means of magically tracking the Storm Knights. Any character making an nlidenu analysis total of 10 and a scholar (arctlne lore) total of 12 recognizes the situation for what it is. Someone with the power to control rodents (or shapeshift into one) is. gathering items to magically keep tabs on the Knights. Again, this event has no particular relevance to this adventure, but it does set things up for the next adventure in the Relics of Power trilogy - The Forever City.



Flags Connection: If aconnedion is played here, the Storm Knights run into Amethyst's realm-runner as she in· spects the machinery and equipment in theOiJ Room. She is Kania Koven, a Core Earth bush-pilot type who does some work for Amethyst on the side. Because she knows the Knight with the connection, she agrees not to reveal the Storm Knights' presence, but she will not act for them. She is neutral. She will, however, describe the general layout of the dungeon, and warn ~he Storm Knights about the Carnon Room, and the trap in Amethyst's chamber, She leaves quickly after talking with the Knights. The Gallios Gang: If the Stonn Knights still have the Gallias Gang members with them, then the gang will not descend into the dungeon. They agree to stay at the head of the stairs and guard, but no more. If they are browbeaten about this in any way, they all get huffy and try to leave. Babbidge put to death: If the Knights were unlucky in "Scene Two: Frontal Assault," and tookenti.rely too long, Babbidge is dying when they reach him. He gasps out that he believes the chalice is an eternity shard, and that Amethyst is going to take it to Uthorion in Norway; then he dies. No
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miracles, medicine or magic can save him. In this case the secrets of Babbidge's spell and new knowledge remain secret.



Variables Avoiding the trap room: It is p0ssible that the Storm Knights can avoid the trap room and still confront Arne-



thyst (if they use stone tunnel to enter the torture chamber. for example). If this happens, the vikings spring forward to defend their master while he and Polyphebo make good their es-. cape with the chalice, via a teleport speD that carries them to the boat outside. The vikings faU before the Storm Knights (don't bother playing out the



Act Three



M



ore About Babbidge



Casper Babbidge used to be a Core Earth museum curator; when he was transformed by the waves of altered reality acrom· panying the invasion, hediscovered a predilection for magic. and broadened hisavenueof research into the strange chalice of which he had become sole custodian. To help with this, he invented a new spell (see below). Babbidge is friendly, inquisitive, and talkative. At the rna-menl, however. he is weak and emaciated from continued tor~ ture. if the Storm Knights rescue and attend to him.. he wiD re-



ward them at the end of the adventure by sharing his new speD and synonymous knowledge{deniuns,synonymouswith folk). It costs a character five Possibilities to learn the knowledgeal



rounds), weakening Amethyst's ultimate defense in act four. In this case, one viking can be interrogated; he is loyal to Amethyst, but if forced to talk, he reveals that the Dark Wizard plans to sail across the North Sea to Norway, where he will meet Uthorion and tum over the chalice. Ii the Storm Knights want to stop him, they'll have to do it at sea, preferably in the mixed axiom zone between England and Norway, so that they stand a better chance of usinganymodemweaponsandequlpment. Babbidge will confirm as much of this information as he can, and acts as described in the sidebar.



skill add "1./1 It costs one Possibility to learn the spell. He will also teach diuinJltion ITUlgic to any character that does not have the skill (it costs the character five Possibilities, as usual) for no monetary charge. MesugeWard Axiom Level: 12 Skill: divination/folk 20 Backlash: 22 Difficulty: 14 Effect: 0 Bonus to: range Range: 20 (4 miles) Duration: 29 (1 week) Cast Time: 16 (1 hour) Manipulation: apportation, control Thespell requires the mage to mix a paste made of clay and blue coloring, intoning the message he wishes to leave as he



mixes the paste. To cast the spell he envisions the destination of the warding symbol, and slaps the paste down onto the floor in front of him. A glowing blue ward appears at or near the target 40 seconds after the casting. When any folk approaches the ward, the blue symbol activates and speaks its message, showing an image of the mage as it does so. The message must be fairly simple, no more than 100 words. The spell occasionally goes off in the presence of any tivingcreature,suchasacat. This is a rare occurrence. This is quite a useful "radio" spell for Aysle, since the message always arrives 40 seconds after the casting, regardless of the range achieved. Babbidge is theonly one who knows this spell at the moment.



Awards



Interlude



The Storm Knights get three Possibilities for completing this act. It may be tempting to give four ii they chose the "Frontal Assault," but do this only if they did not choose to fight but were forced into it. Rewarding the Knights for mass slaughter will only teach them bad habits.



The chase is on, and speed and tension are the most important aspects of the adventure now. Don't dwell on the escape from the dungeon, even if the Storm Knights entered by stealth and aU the denizens are still alive. Ignore these encounters by reasoning that when Amethyst flees, most of the minions do as well. Do a quick cut to Robin Hood's Bay and the beginning of act four. There isn't time for any· thing else.



Cut To The Knights continue the pursuit in act four.
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Act Four



The Thunder Below The Major Beat The Storm Knights engage in a desperate pursuit across the North Sea, trying to keep Ameth:rst from bri.nging the Possibility Challceto Uthonon. The act, and the adventure, end at sea with the final victory or defeat of the Storm Knights.



SCENE ONE: The Long Ships The Situation Standard. This scene shifts directly from the end of the previous act, as the Knights pursue Amethyst to Robin Hood's Bay, where the Dark Wizard has a ship waiting for transport to Scandinavia. As the Knights near the bay, describe the scene: The trees are thick here, but up ahead you can see the dazzling blue of Robin Hood's Bay. There are several boats tied up at the docks, including one that is bustling with activity: a Viking longship that is even now pulling out into the open sea.



The Action The Knights may have some longrange weaponry, or they may push movement to attempt to catch Amethyst's ship before it leaves the dock. Unless you want the climactic battle to take place now, don't allow this to happen: a magical wind spri.ngs up, and the viking ship shoots out mto the bay! Now the Storm Knights must pursue. If they have a ship of their own, they can hop right in and take off. If not, there are several yacht-sized boats



tethered at the harbor for them to use. Unfortunately, most are in mediocre shape. It will take several minutes to ready any of these for sailing. If the Knights have a flying craft nearby, they find that it has been hopelessly wrecked by blatant sabotage; it's useJess in pursuit. Once they put to sail, use the chase sequence (see the Torg Rulebook) to determine the distance behveen the two vessels (the relative distance from shore isn't important, if you don't feel like keeping track). Statistics for the longshiparegiven in the sidebar, along with the "standard boat" the Knights get if they need. to steal a ship (page 54).



The vessels begin 100 meters apart if the Storm Knights have their own ship, 500 meters if they have to take time to steal one. They start 1,000 meters apart if the Storm Knights did not pursue directly (for example, they were all knocked unconscious by the Trap Room). The chase is a mood piece. Amethyst, a powerful sorcerer, has summoned up magical storms and is preparing many powerful spells. Have a lightning bolt or arcing fireball e.xp1o: sian wrack the sea near the Kmghts ship, as Amethyst gets the range. The skies darken, the sea gets choppy. Don't forget that they're in a dominant Aysle zone as well, if the Knights have a boat with a motor. At some point within the chase, enact the "Event" below. This scene lasts until the Knights pull to within 40 meters of the viking ship, just as the powerful weaponry on both sides is ready to fly.



Events The Uvwe Seal-Folk: As the chase ensues, the Storm Knight begin to notice seals breaking the wateraround their ship. More and more appear,
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until suddenly one of them makes a mighty leap and lands with a thud on the surface of their vessel. Before anyone can do anything drastic, thefonnoftheseaJ ripples and flows, and suddenly there is a beautiful, and quite naked, woman sitting on the ship's deck. She has slightly greenish skin and webbed fingers. Her name is Karinna Waverunner,and she is an Uvwe shapeshifter. The Uvwe are a peaceful aquatic race, dedicated (as are the Stonn Knights) to the ban· ishmentoftheeviJ High Lords(see 1M Ayslt FantJlsy Sourctbook for more in· formation on the Uvwe). Karinna is the spokesperson for the other Uvwe, down below, who wish to help the Storm Knights catch Amethyst; they know of the Dark Wizard, though they are not aware of exactly what's going on. The Knights can spend the rest of the scene discussing plans with Karinna. Uvwe (human form): DEX 11, STR 7 02l, TOU 9, PER 10, MIN 9, CHA 11, SPI9. Skills: acrobatics 12, maneuver 13, melee weapons 12, swimming 14, first aid 11, tracking 12, faith 10, reality 10, shape shift 12. Equipment: bone knife, damage value STR+3; spear, damage value STR+5. Description: The Uvwe are mostly peaceable and not hugely canny in the ways of combat. If pressed into combat service, they fight valiantly but futilely against the heavily armored knights. There are six of them available as surface combatants; the rest remain in the water.



Variables The Storm Knights catch the vi·



kings too quickly: Ifthe Storm Knights have spells, items, cards or equipment that you can't get rid of, and it gets them too close to the vikings too fast, Amethyst casts a mega·size fog speU. His own ship, oars creaking Slightly (but the echoes make it impossible to follow), glides out of the fog and ~ gains its lead. The Knights flounderin this case. the Uvwecanshow up to lead them out of the haze. This can take as much or as little time as you like. If the nature of the Knights' advan· tage precludes even the fog or mage dark, then Amethyst's ship simply vanishes, to reappear a moment later and about 500 meters further away (or whatever it takes to pace the scene properly). The Dark Wizard has en· acted his Special teleportation spell once again. If the Storm Knights decide to follow Amethyst's ship but not stop it The Knights may feel that they have a better chance of grabbing the chalice



ondryland,onceAmethysthasgotten to Scandinavia. However, due to the violent weather, they must follow fairly close to the viking ship or risk losing it. By doing this, they are subject to Amethyst's fireball attacks. If the Knights opt to use this tactic, go to Scene Three: "Sunk!"



Cut To", Just as things look bright for the Storm Knights. as they and the Uvwe close in on Amethyst, go to "Scene Two: Terror of the Deep."



SCENE TWO: Terror of the Deep The Situation Standard. The Knights are dosing in on Amethyst's ship and, with their Uvwe allies. threaten to stop him and



Flags Connection; Ifsomeone plays a connection card at the beginning of this scene, a friend of the Knights' has a boat at the docks. The Knight with the connection knows the boat bysight and can leave a message before the Storm Knights take off. In this case, they start the chase 250 meters away. RomanC(! subplot A male Knight with this subplot catches the eye of Karinna. This could get sticky later on when she offers to lead the attack against Amethyst's ship.



...
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defeat him at sea. But the Dark Wizard has one final trick. As the Storm Knights get to within 40 meters of Amethyst's ship, or as they begin to effect whatever plan they've cooked up with the Uvwe, describe the fol· lowing: From the other ship. you hear a booming voice that echoes across the waters like a clap of thunder, pronouncing words that you have never heard and cannot understand. The sea beneath you begins to boil and heave, and the Uvwe scream in terror. From beneath thewaves, a huge scaly creature, with a mouth full of white bone, emerges amid a puff of steam.



The Action This is an Ayslish Aquatic Dragon. summoned up by an arcane spell created by the Dark Wizard. The viking ship pulls away from the fray quite rapidly, as the dragon is unlikely to distinguish friend from foe. It is a young Aquatica, but it is still plenty tough enough tosnapup Uvwe inone gulp, and to demolish theStonn Knights' boat if they don't kill it quickly. Young Aquatic Dragon: DEX 12, STR22 (25), TOU 20(30), PER 17,MIN 16, CHA 8, SPI8. Skills: swimming 13, unarmed combat 13, find 18, trick 19,testofwiU 19, willpower 18, intimidation 10 (14), reality 9. Possibilities: One per Storm Knight. Natural Tools: Armor value TOU+l0; tail, swimming limit 11; tail, damage value STR+3; steam breath, damage value 26, range 50/100/250. Description: The dragon can fire a shot of steam breath once every three rounds. It will first attempt to eat the Uvwe - this takes seven rounds then (if they're still around) demolish the Knights' boat using its tail and steam attacks, then snap the Stonn Knights up one by one once they're in the water. It uses its Possibilities to cancel players' card play or Possibilities when their die roll is 21 or over. U the Storm Knights battle the sea
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dragon, the Uvwe frantically try to harass it and draw its attention away. Describe their valiant charges and harrying attacks, and the occasional scream as one is swallowed by the evil creature. To represent the effect of the Uvwe'sattacks, roll a maneuver attack against iteach round, witha basevalue of16. Tell the Knights the dragon roars in anger and flails futilely at the nim· bly darting seals. The best tactic to defeat the dragon is to trick it into exposing its "soft" underbelly (TOU of only 20 instead of JO). or to attack from below. This also holds true for vital blows aimed at the mouth or eyes - in addition to the normal.a/ +4 modifiers, use a Tough· ness of 20 for such attacks. The Storm Knights do not have to battle the monster, however. Instead, they may choose to continue the pursuit of Amethyst. In fact, an Uvwe might shout up at them to do just that. In this case, as the characters' boat pulls away from the conflict, they hear thescreamsof the doomed seal people (a little guilt always adds to thedrama). If they continue to chase Amethyst, let them attack and prepare to board the longship. Bullets,spearsand spells fly back and forth as both ships begin to bum and a pallofsmoke risesabove the battle.



Flags Hero Setback: A Hero Setback can include a character falling overboard, especially if they stayed back to fight the sea dragon. In this case, the fallen character is snapped up whole by the sea dragon if he cannot get back into the boat in his next action round (requires a swimming or climbing total of 17).



If this happens, the Uvwe will sac· rilice themselves and dive into the creatures gullet to drag the stunned Stonn Knight to safety, as long as ei· ther: 1) there is a romanu subplot, 2) the characters did not hesitate to come to the Uvwe's aid when the dragon attacked, or 3) the Storm Knights charmed the Uvwe delegate very well during their brief parlay. Romance Subplot: If the romanu subplot is in effect, the character auto--



matically loses all subsequent Possibility awards for taking the subplot if he does not convince his comrades to stay and fight the dragon to help save theUvwe.



Variables Using the A·Bomb: U your player characters have some secret weapon or devastating attack, it's fine for them to use it against the sea dragon. But if they use this weapon to sink Amethyst, the climax loses some impetus (not to mention losing the chalice). To forestall this, first remember that you're in dominant Aysle territory. Will the weapon work? Don't forget the long.range contradiction rules on page 99 of the Torg RulL Book. Next, remind the players that the chalice will sink into the depths of the North Sea if they simply destroy Amethyst'sship. Maybethe Uvwecan find it and pick it up - and maybe they can't. U all else fails, switch to dramatic rounds and require that this attack be done as dramatic skill resolution. In effect, make it the climax of the adven· ture and it will be more satisfying for everyone. The Storm Knights go underwater to sne...k on board: If the characters don't dose with Amethyst, but instead get close enough to employ SCUBA gear, then they're doing what they should be doing - they're just doing it a little early. In this case, go to the "on board" sectionof"Cat and Mouse" immediately.



Cut To If the Stonn Knights continue the pursuit and abandon the Uvwe, go to "Sunk!" as soon as they are about to board and capture Amethyst's ship. If the Storm Knights stay to help the Uvwe, they lose Amethyst in the gray haze of the day, and must begin to search for him. Go to "Catand Mouse." If they sneak on board Amethyst's ship instead of attacking, go to the "on board" section of "Cat and Mouse."



Act Four



T



he Important Statistics



The Ships The Viking Longship: Tech 7; 25 kph/15 rnph/value9. Pas· sengers: 60; Toughness 20. The ship is 30 meters long, with leather shields decorating the sides;ust above the oarlocks. A crew of 30 rows below decks (15 on a side). A magical wind cast by Amethyst adds to the speed, making it faster than such a ship could normally be. lt is mounted with a small arbalest, requiring the heavy weapons skill to operate; the ar· balest is Tech 12, has a damage value of 21, and has a range of 40/80/150. It fires once every four rounds. Standard Sailing Yacht: Tech 21; 35 kph/25 mph/value to. Passengers 10; Toughness 17. This is the standard pleasure craft the Stann Knights can find tied up at the docks. It has no motor.



Equipment: broadsword, damage value STR+6; spears, damage value STR+s; full scale mail, armor value TOU+7, (causes fatigue penalty).



Viking Warrior: DEX 12, STR 12(8), TOU 13 (20), PER 9, MIN 9, CHA II, SPIIO. Skills: heavy weapons 14, jumping 13, melee weapons 15, missile weapons 13, swimming 13, climbing 14, trick 11, water vehicles 12, medicine 10, test 11, faith 11, intimidation 12. Possibilities: 1.



aUXlY sight, mage light, sunstore, and true fight. He also has modified alteredfireball and wenk-



ness spells.



Viking Clerics There are two viking clerics on board, in addition to the warriors (one at each end of the ship). The clerics have the same stats as the warriors, but also include the focus skill at 11. They do not fight unless at~ tacked. Given the large commu~ oity present on the ship, they will tend to sua:eed at most of their miracles; if you wish, don't bother rolling for their success. instead, assume that once per round they automatically heal or soothe a faUen comrade; if no one needs healing that round, the clerics ward danger against the Storm Knights' guns, adding 6to the difficulty of all shots taken with high~tech weapons that round.



The Viking Warriors There are 30 rowers belowdecks. They do not fight, even if the ship is boarded, because Amethyst ordered them to "row or die." If Amethyst still has his bodyguard with him, there are 19 vikings plus Polyphebo. If the vikings fought a delaying action to escape from the dungeons, Amethyst has only nine warriors with him now.



Possibilities: 17. Equipment: All spells except



Amethyst, the Dark Wizard Amethyst is a very powerful Ayslish wizard, and one of Uthorion'smosttrusted minions. He knows most of the spells in the starting grimoire (the ones Amethyst doesn't know are listed below). Toavoid having to read about every spell, only those that are immediately useful are mentioned in the "tactics" section below. Amethyst: DEX 11, STR 10, TOU9, PER 13,MIN13,CHA 10, SPI9. Skills: dodge 13, prestidigitation 12,stealth 12,swimming 12, alteration magic 18, divination magic 16, first aid 14, trick 15, apportation magic 17, conjuration magic 19, reality 12.



Tactics: As the Knights close, Amethystcasts strength and other enhancement spells on the vikings and himself (you don't have to handle this - the spells account for the viking's heightened stats, and make them immune to all the Knights' folk spells that have a skill total of less than 21). When the Knights get within 40 meters, Amethyst places a mage dark on their ship, then unleashes lightning and altered fireballs (see below). When the Storm Knights emerge from the darkness, headds wenkness to his attacks (see below). By the time the Knights hoard the longship (if it is a frontal assault) Amethyst will be dis· guised as a viking. If he is discovered or if he simply needs to escape, he will fly into the air, heading for Norway. Amethyst had previously prepared the magewind and weather control spells he uses throughout this scene with Polyphebo. Amethyst's fireball and weakness: Amethyst's fireball has a range of 150 meters, and burns for six minutes on the surface of the water. Even if the fireball misses the Storm Knights' ship, they must avoid its area effect to avoid taking damage. It has a base damage value of 20. Amethyst's weakness spell has a base effect value of 13, not 8. These enhancements are due to the Dark Wizard's use of the magic manipulation rules found in the Aysle Fantasy Sourcebook.
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SCENE THREE: Sunk! The Situation Standard. The Storm Knights close to do battle with Amethyst, having left their Uvwe allies behind to face the wrath of the sea dragon. As they prepare to board, describe the following: From behind, far in the distance, you can see geysers of steam and hear the screams of the dying seal people. But there is nothing to be done, for here before you lies the culmination of your quest: somewhere on that ship is the Possibility Chalice!



The Action A huge roll from Amethyst on one of his fireball spells might just put a crimp in theStorm Knights' plans (and act as a sort-of punishment for the Storm Knights leaving the Uvwe behind as dragfln food). Amethyst probably needs a total of 34 to sink the Storm Knights' ship, but he may need more if they spend a Possibility to save it or if they have a tougher ship than the standard yacht. Perhaps a 40 would do it. To get such a total, it's likely Amethyst would need to roll around a 71. Thisisn't likely, but it can be done in Torg-and Amethyst does it. Describe the tremendous shout of triumph from the wizard. The crack· ling energy of fire smashing down onto the characters' ship. The roiling clouds. The shouts of the vikings. A fireball more powerful than any the character.; have ever seen. Amethyst has put every iota of energy he's got into this spell, and gotten extremely lucky to boot. The fireball smashes into the Storm Knights' ship and it begins to sink.. Equipment is washed overboard. Fire and lightning continue to play over the top of the ship as it goes down. The vikings laugh as they hurl spears and taunts over the side of their ship. The player characters' high-tech weapons start to malfunction in the cold water of the North Sea. Their
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bodies freeze in the icy waters. If they've got any smarts at all, the Storm Knightssubmerge, salvage what equipment they can, and hold on to the viking ship. It isn't moving at the moment, as the vikings effect emergency repairs totheirdamaged vessel. After a suitable amount of time, the shipbeginstomove. Require Toughness totals of 11 or more from every character. Those that fail can't hang on (the Uvwe rescue them in a minute or two, having finally escaped the dragon but by then the character is in no condition to fight, and must be taken to the home of the Uvwe, Uvwedragge, for healing. He's out of the battle). Those that make it can climb aboard the viking ship when no one's looking. Weak, bedraggled, and with half their equipment gone, the Storm Knights must prepare to face Amethyst once and for all. For dramatic effect, night falls as theyclimb aboard. Theyhaveafewminutestomakeplans before a guard spots them - then the Scene Five: "Border Battle" begins.



.'



-----:::



Flags Nnnesis subplot: If it is appropriate, the Knights' nemesis can show up ina submarineorplane,and add to the confusion and danger. If the nemesis was something like the Dead Fish Gang, then perhaps one of them snuck aboard the Knights' vessel and now emerges to wreak havoc (or detonates a bomb that sinks the ship). Suspidon, Trueldentity:Thedwarves got left behind at the end of the last act; now they appear on an extremely fast dwarven ship, acting to either help the Knights (drag them out of the water, give them breathing spells) or to hinder them, depending on the subplot.



Variables They have no smarts: It's possible that the Knights will give up when their ship is sunk, and cling to the floating bits while awaiting rescue. If



Act Fo=



this happens. the Uvwe show up in time to help them sneak aboard the



viking ship, although the Storm Knights end up in even poorer fighting condition due to their long wait in the cold water. Have them subtract one from all totals.



Cut To... The Knights are now on board Amethyst' sship. preparing fo,the finaJ rescue of the chalice. Go to "Scene Five: Border Battle."



SCENE FOUR: Cat and Mouse The Situation Su.ndud. This scene occurs if the Knights stayed behind to help the Uvwe defeat the sea dragon. [0 that case, Amethyst pulls away from the battle and disappears into the haze. Now the Storm Knights must find him again. Describe the scene: You sit for a moment, perfectly still, and from somewhere there is a creak· ingofoars, very faint The longship is still somewhere nearby. but you cannot see it. For now, you've lost them.



The Action Finding Amethyst There are a variety of ways for the Knights to find Amethyst. There are several spells that, with Uvwe help. can track the Dark Wizard's ship. and get the Stann Knights back on track. If someone can make two consecutive find totals of 18 or more, they can get a sense of the direction of the creaking noises. By adjusting as they go, they can home in on the vi· Icings. Utheycancommunewithaspiritin the area (particularly a water elemen· tal), they are able to pinpoint the loca-



tion of the Dark Wizard - and the pursuit is on again! If all else fails, the Uvwe begin a search pattern, scattering far and wide to locate Amethyst. The drawback to this method is the amount of time it takes - several hours, dUring which time a contingent of soldiers sails out to meet Amethyst, bolstering his forces considerably. Once they locate Amethyst, the Storm Knights can again try to attack, or to sneak their way aboard the Dark Wizard's ship. With the Uvwe along, the latter is far Simpler than it would have been, and the Uvwewill strongly urge this course of action. This requires the Storm Knights to heave to about half a mile away from the Dark Wizard's ship{s), and swim the intervening ocean. With Uvwe help, they need only generate a swimming total of 9 or more to reach the vikings. If the total is too low, that character suffers a 1(" condition. If the Storm Knightsoumght attack the viking ship, run "Sunk!" How· ever, with Uvwe right there to save them, the characters are able to sneak aboard the viking ship with a mini· mum of loss and damage. See below.



On Board Once at the longship, each Knight must generate a sftalth total of 9 or more in order to climb on board the ship. When the fus' Knight fails, an Uvwe makes a disturbance in order to distract attention from the clumsy Storm Knight. If any other characters fail the sletllth test, they are spotted by the vikings and the battle begins. Once on board the ship, use the viking longship map and ask the players what their characters are doing. They can try to sneak belowdecks to light fires, get to the central cabin to steal the chalice, etc. For each move the Storm Knights attempt that would bring them out in theopen or that would require a noise to be muffled, call for another stealth total of 9 or more. Remember, the first total that's too low is covered. by an Uvwe (in case no one failed while climbing aboard). After that, they're on their own. While they're sneaking around, enact the "Event'" below, then



go back to what the Knights ared.oing. Once the Storm Knights are in position, or once they are discovered, you're ready to go on to the final scene. If they attempt to find the chalice and escape overboard without ever con· fronting Amethyst, then the "Event" can trigger a guard stumbling on the Knights, which starts the fight. There are two vikings in the central cabin, guarding the trapdoor that leads to Amethyst's travel quarters. There are two more vikings, with Amethyst and Polyphebo, in the lower cabin. The chalice resides in a small, locked strongbox in the romerof thecabin. A rough wooden ladder leads from the upper deck to the lower chamber. One viking is standing on a cr0ssbar at the top of the single, central mast. Two others patrol the front of the vessel, and two more the rear (their positions are marked on the longship diagram). If there are any more vikings, they are below decks, half near the forward hatch, and half near the rear.



Events At some point during the preparations for the attack, one of the Knights spots a small fleet of reinforcements approaching on the horizon, flying the black flag of Uthorion. They are coming to meet Amethyst and escort him to Norway,where Uthorion waits to get his hands on an eternity shard. Among the reinforcements are a longship with more viking warriors, and what appears to be a Core Earth destroyer under diesel power. Be sure to point out to your players (if they haven't figured it out for themselves) that if Amethyst meets this group, the Storm Knights won't stand a chance of defeating him. It's now or never.



Cut To... This scene ends when the Knights are ready to or are forced to fight. Co to Scene Five: " Border Battle" for the exciting conclusion of The Possibility CIulliu.
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SCENE FIVE: Border Battle



The Situation . Drnniltic. The Storm Knights are etther ready or forced to take violent action against Amethyst. to defeat the evil presence and rescue the chalice fromhisclutches.lftheStorm Knights are preparing for battle, describe the following: There are several guards milling about, and you can hear one of the vi~ings hail the approaching fleet of remforcements. It's time now to attack, before reinforcements arrive! If they are forced to fight, describe the following:



The man stares at you. then screams an alarm. Theentireshipis mobilizing against you. and the reinforcements are on their way. It looks like it's now or never.



The Action The battle can be quite variable, dependmg on many events that have come in the scenes before.



The Forces The Storm Knights and friends: In the worst case scenario for the Storm Knights. they are weary and bedraggled after crawling aboard the longship foUawing the destruction of their own vessel. In this case, their equipment is damaged (keep an eye out for Hero Setbacks) or gone, and they all take two points of shock damage just before the battle begins. If they failed swimming rolls, they might also have a "K" condition. If they've had Uvwe help and have snuck aboard of their own accord, then they're fresh and ready for action. If they were sunk but have the Uvwe with them. their equipment is okay and they begin the battle with only one shock point apiece. If they have the medallion from Amethyst's quartersback at the strong·



hold, they possess the ultimate means ofdefeating him (although they probably don't realize it at this point). The: Vikings: If the viking guard sacrificed themselves to stop the Storm Knights back in act three, then Amethyst has only a core group of nine warriors plus the two viking clerics. If the group escaped with Amethyst, then there are 19 of them. . If the ~torm Knights took a long time find 109 Amethyst after fighting the sea dragon, increase that number to24due to additional reinforcements. Other Forces: Depending on circumstances, Polyphebo may also bealong. Heuses his listed spells(earth shield still works, but causes the deck to buckle slightly) and tries to protect Amethyst. . If the Storm Knights took a long time to find the ship after fighting the sea dragon, additional forces have arrived in the form of six human fighters. Treat them as "Top Guard" for stat and weapon purposes. Amethyst: Amethyst is drained after the events of the previous scenes, and has taken a wound from spell
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backlash. He is also terrified of the Storm Knights, for he knows the prophecy that one of them will slay him if they come face to face. Thus, as soon as the alarm is given, he disguises himself as a viking and avoids conflict. [f things go badly. he will try to fly away. He will only attack if di.scov· ered and cornered.



The Course of the Battle Even if the Storm Knights can tell which one is Amethyst, they must fight through his defenses first. The human guard, if present, becomes the first line. While they engage the Knights. the vikings prepare spears. pots of oil, and torches. For every round that the human guard holds off the Storm Knights, one torch and pot of oil is readied. Then, all the vikings hurl spears and oil at the Storm Knights. If a character is hit with the oil, a torch follows next round. A character hit with a torch suffers a base damage value of 18 for the next three rounds, in addition to the normal combat effects. Finally, the Vikings engage hand to hand. They fight to the death -ignore any break results obtained from interaction attacks.



A



If there is no human guard, the vikings attack with spears and then swords, skipping the oil and torch phase. Finally, the Storm Knights face Amethyst and his apprentice. If the Storm Knights are relatively fresh and have few functioning ranged weapons, then Amethyst flies away as the last viking falls, cursing the Storm Knights' names and vowing revenge. Polyphebo surrenders, and the Storm Knights have only to get the chalice from belowdecks and get off the burning ship before the destroyer blows them out of the water. If they look weak and have lots of ranged weapons, Amethyst decides it would be better to duke it out here than to try to escape and let them take potshots at him as he flies away. Wounded, hewades in with earth shield, weakness, lightning and fireball spells. A Knight with the true identity subplot card isalsoimmune to Amethyst's spells while he can see the Dark Wizard. That character can easily close hand to hand and finish Amethyst off. Otherwise, run the combat normally. [f Amethyst is mortally wounded, he tries to flyaway regardless of the risk.



methyst's Medallion



The Dark Wizard's medallion (found in his chambers in act three) was created by Uthorion long ago, when Amethyst foolishly engaged the High Lord in a Reality Storm. [n winning the contest, Uthorion was able to drain Amethyst of many of his Possibilities. The Possibilities which were stripped away (mostly representing Amethyst's moral and ethical values) were then magically placed into the medallion and given back to their owner as a symbol. Amethyst cannot restore these lost ~sibilities, and knowing what they represent, he does not wish them to be restored. But because the medallion is imbued



with a sizeable chunk of the Dark Wizard's "soul," it has certain nasty effects which may be used against Amethyst. The medallion wards the character wearing it from any of Amethyst's spells - but only so long as the character can see the Dark Wizard. (therefore itdid not work against his lightning and fireball attacks earlier). The apprentice wiD attempt to place that character inside a mage dark, to keep this from happening. In addition, touching Amethyst with the medallion inflicts an automatic wound result. Holding it on him for four combat rounds kills the Dark Wiz· ard.



Mood The final battle is a heroic struggle against high odds in a difficult environment. Be dramatic. Describe the smoke and the hellish glow from the fires, the reinforcement fleet draWing nearer and nearer, the shouts of the vikings and the effects of the spells and weapons as they fly thick and fast. When theconfrontationcomes with Amethyst, build to the climax. Let the Knights know how dangerous the Dark Wizard is by describing the lightning effects and dark power that seem to emanate from him. And if the Dark Wizard chooses to flee, let him give a dramatic and menacing monologue before he vanishes.



Flags Villain Setback: If this occurs, the running battle crosses over into the mixed zone between England and Norway. This won't harm the villain much, actually, but it certainly makes things easier on the Storm Knights! Hero Setback: You can either have someone fall overboard, or have their equipment fail, if they were sunk and waterlogged in the previous scene. If someone goes over the side, the Uvwe will get him back into the fray as quickly as they can. If the Uvwe aren't around, the character has to shed his armor if he wants to have any hope of climbing onto the ship again. Villain Inspiration: If the charac· ters have been heaving unconscious (or conscious, for that matter) defenders over the side, ignore villain inspiration ifthe Uvwearein the water. They'll take care of the "waking up" problem. If the Uvwe aren't around. the villains' hands appear, clinging to the gunwhales, before they heave themselves back onto the deck, berserk with rage.



Awards When the player characters recover the chalice. they have completed the adventure objective. Give them nine Possibilities each, up to 12 if they really perfonned well (including a trip to the demon plane). They also get the
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standard drama and glory awards detailed on page 65 of the Torg Rule Book: In addition to the Possibilities, the Storm Knights have had access to a new Core Earth miracle, a new spell, a new synonymous knowledge - and an eternity shard. Not bad for a few days' work. The Possibility Chalice Cosm: Core Earth Possibilities: 50 Tapping Difficulty:20 Purpose: To "light the signal fire, and herald the news of Earth." To bea beacon for all Storm Knights, a rally· ing point of resistance to the High Lords. Powers: If a certain action is taken near the chalice (see below), it is p0ssible that from one to three Possibilities may be extended to the character, regardless of whether he attempts to tap the shard or not.



Group Power: Herald Restrictions: Theshard's Possibili· ties may only be used for a skill that does not bring hann to another living being. The "free'" Possibilities are only extended to those actions that involve communications with other Storm Knights, or anything that would help rally Storm Knights together.



Epilogue The Storm Knights have to grab the chalice from belowdecks and leave before the reinforcements show up. As soon as Amethyst leaves the ship, the destroyer starts shelling the Knights - the exploding geysen; get closer and closer. The ship is burning. They grab the chalice and get out.



Over the side is the only way to go, unless an dwarven ship has shown up at some point. If so, they outdistance the pursuit. If not, the Uvwe offer up flippers and pull the characters to safety and a well-earned rest in Uvwedragge as the music rises. If the Uvwe aren't around, the characters will have to dive for it. When it's over, they can return to Babbidge and bring him back home, where he'll share the knowledge he has about the shard over a good meal. But don't forget, the Storm Knights have a final quest to find the Forever City and bring about thecondusionof the Prophecy of the Relics of Power.
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I G Iamemaster Character Records Use this page to record the clarnage to and status of the gamemaster characters in the key encounters. Use the "status" line to record wounds, stymied, unskilled and setback ~u1ts. Each character's Toughness IS repealed on the "Stun Damage" line for easy reference.



~



Act One



Macrobots (3), DEX 8, 5TR 17, TOU 22, PER 14, MIN 8, CHA 3, SPI 3.



Skills: heavy weapons 15, unarmed combat 15, test (l7), taunt (17), intimidation (17), Equipment. Personnel laser. dam-



age value 17; 15 mm cannon, damage value 25, range 4OO/2.5k/4k; 00board propulsion speed 60 mph/4O kph (value 11). t1



Stun Damage (22) K Status 0 f2 Stun Damage (22) K 0 Status '3 Stun Damage (22) K Status 0



~



Act Two



The Dead Fish Gang (tl): DEX 9. 5TR 10, TOU 10, PER 7, MIN 8, CHA 7, SPI 7. Skills: fire combat 11, unarmed combat 11, running 10, first aid 9. test 9 taunt 10, intimidation 11. ' Equipment: Saturday night spedais (.38), damage value 14, range 310/25/SO.lfa 1 is rolled while firing, the gun falls apart, doing a 15 dam· age value to the firer. Knives (+21 12). Chains (+3/13).
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'1 Stun Damage (10) K 0 Status



., Stun Damage (to) K 0 Status



f2 Stun Damage (to) K Status 0



t2 Stun Damage (10) K 0 Status



'3 Stun Damage (to) K 0 Status



.3 Stun Damage (to) K Status 0



Owarven Wa.niors (6): DEX 13, STR 8 (4), TOU 8 (2), PER 13, MIN 8, CHA 10, SPI 8. Skills: dodge 14, melee weapons 16 missile weapons 16, stealth 15, f~d 16, tracking 14, medicine 9, faith 9. Equipment: longswords,damage value STR+6; bows, damage value STR+7, range 10/100/300; dwarven ring, TOU +4.



'1 Stun Damage (8) K 0 Status



.2 Stun Damage (8) K 0 Status '3 Stun Damage (8) K 0 Status



~



t4 Stun Damage (10) K Slatus 0 Troll Soldiers (3): DEX 8, SfR 14 (21), TOU 14 (9), PER 7, MIN 7, CHA 6, SPI8.



Skills: melee weapons 10, unanned combat 11, lifting 17, test of will (10, willpower 10, intimidation 10/(14). Equipment: Clubs, damage value STR+7; full ring mail, armor value TOU+5. '1 Stun Damage (14) K Status 0



.2 Stun Damage (14) K 0 Status t3



Stun Damage (14) K 0 Status



Act Three



Human Guards (8-16): OEX 8. STR 10 (6), TOU 10 (3), PER 9, MIN 8, CHA 7,SPI8. Skills: dodge 9, maneuver 9, missile weapons 10. melee weapons 10, running 9, find 11, willpower 9. Equipment: Swords, damage value STR+6; bows, damage value 15, range 10/40/100; ring mail, ar· mor value TOU+3.



Cavalry Squad (6), DEX 11, 5TR 11, TOU 10 (6), PER 8, MIN 8, CHA 9, SPI9. Skills: beast riding 14, dodge 14, maneuver 12. melee weapons 13, runDing 14 trick 9, test of will 9, taunt (11), intimidation 12, reality 10. Possibilities: 1. Equipment: Lances,damage value STR+7 (18); swords, damage value STR+5 (16); full chain mail, annor



~



.



value TOU+6, (mounted bonus caneels fatigue penalty). First attack is a charge, -5 action, +5 damage, +3/+3 to be hit. Generate a betlst riding total against a difficulty set by the opponent's maneuver value. The levels of success are a bonus to the mounted soldier's action total. and a penalty to the defender's action total when striking back.



t1 Stun Damage (to) K 0 Sbtus



n Stun Damage (to) K 0 Status *3



Stun Damage (10) K 0 Status Human "Top Guard" (5): DEX 12, STR 11 (18), TOU9 (17), PER 9, MIN 8, CHA 10, SPI 7. Skills: dodge 14, fire combat 14, maneuver 13, melee weapons 15, unarmed combat 13, trick 11, test of will 10, taunt 12. Equipment: Two-handed swords STR+7; full Tech 15plateTOU+8;muskets, damage value 15, range 25/40/ 150.



11 Stun Damage (9) K Status 0



n Stun Damage (9) K 0 Status *3



Stun Damage (9) K 0 Status Lance, the Golem: DID< 7,STR 16(24), TOU 24, PER 7, MIN 4, CHA 5, SPI7. Skills: melee weapons II, unarmed



~



combat 11, test (15). taunt (10, intimidation (12). Equipment: giant lance (+8 STR, takes STR 14 to wield). Stun Damage (24) K 0 Status



Mastiff" DEX 12,STR 12(14),TOU 10, PER 13, MIN 6, CHA 4, SPI 6. Skills: maneuver IS, running 13 (limit value 11), unarmed combat 14, find 14, test (10, intimidation 11Natunl Tools: fangs STR+2. Mastiffs cannot be knocked unconscious from accumulated shock, only from wounds or KOconditions. Always attack with an action value of 17, a damage value of 15; their effective skill/Tollghness on defense is 11/7. t1



K



0



Status



0



Status



~



Act Four



The Viking Longship: Tech 7; 25 kmh/15 mph/value 9; Passengers: 60; Toughness 20. The ship is mounted with a small arbalest, requiring heavy weopo"S to operate; the arbalest is Tech 12, has a damage value of 21, and has a range of4O/BO/I50.1t fires once every four rounds.



I



Stun Damage (20) K 0 Status



I



Standard Yacht: Tech 21; 35 kmh/ 25 mph/value 10; Passengers 10; Toughness 17. Stun Damage (17) K 0 Status



penalty).



t1 Stun Damage (13) K 0 Status



n Stun Damage (13) K 0 Status '3 Stun Damage (13) K 0 Status



n K



Viking Warnor (9-19): DEX 12, STR 12 (18), TOU 13 (20), PER 9, MIN 9, CHA 11, SPIIO. Skills: heavy weapons 14, jumping 13, melee weapons IS, missile weapons 13, swimming 13, climbing 14, trick II, water vehicles 12, medicine 10, test 11, faith II, intimidation 12. Possibilities: 1. Equipment: Broadsword STR+6, spears STR+5 (17); full scaJe mail, armor value TOU+?, (causes fatigue



Amethyst.. The Dark Wizard: DEX 11, STR 10, TOU 9, PER 13, MIN 13, CHA 10, SPI9. Skills: dodge 13, prestidigitation 12, stealth 12, swimming 12, alteration magic 18, divination magic 16. first aid 14, trick 15, apportation magic 17, conjuration magic 19, reality 12. Possibilities: 17. Equipment: All spells exceptawoy



sight, mJlge light, sunstore, true litht. and UJeQther control. He also as modified Illtered fireball and weakness spells.



Fireball: Range 150m, damage value 20.



Weakness: Base effect value of 13, not 8. Stun Damage (9) K 0 Status



63



••



TORGIThe Possibility Chalice



Stacks his page outlines suggestions for incorporating the various subplots from the drama deck into The • Possibility Chalice. Not all possible subplots are listed here, so if you can't come up with a reasonable use of the subplot, simply disallow it (see page 66 of the Torg RulebookJ. Included in the adventure text are various "Flag" sections, which give details on how to work specific subplots into specific scenes, so keep an eye out for them as well. Martyr Card: The martyr card can be used the same way as the true identity card (see below), but without the dwarven interference that comes with the true identity. The player of the martyrcard is indeed the one fated to slay the Dark Wizard, as foretold in the prophecies of old. Theonly problem is that the slayer is also slain. The Knight with this card is immune to Amethyst's spells, and can close with and slay the Dark Wizard. Alternatively, that Knight has an intuition regarding the Dark Wizard's True Name (it is "February") if he or she possesses the amulet. In eithercase, when Amethyst dies, the one responsible is slain by a magical eruption of power from the dying wizard. Nemesis Card: There are several possible nemesis subplots, depending on when this card is played, and which one you like the best. In Act One, the Nippon captain can become a nemesis if the Knights escape from the rig site after the Nippon troops have arrived. In Act Two, BasherGalliosorthe leader of the Dead Fish Gang can be a nemesis.lt isalso possible to have Amethyst himself be the nemesis, though this can only ocpu late in the adventure. Romance Card: Karinna Waverunner appears late in the adventure, but she makes a good romance for the last act. The bearer of this subplot must act to save Kannna, no matter what trouble she gets herself into. Give the two romancers time to get to know each



other, even if it means holding up the action a bit. If the subplot is played by a female Knight before Karinna appears, make it KarloWaverunner,ahandsomemale Uvwe, who leaps onto the boat. Mistaken Identity Card: If played in or before Act Two, this subplot leads the hoods in Chislethwaite to believe that the Knight with the subplot is actually a well-known underworld figure, "Father" Guido Capone. They will beextremely deferential and help-ful, but will occasionally ask embar· rassing questions ("Tell us about the Markos Heist, Father.") As noted in the text, Basher will volunteer to accompany the Storm Knights on their quest if this subplot is played. Personal Stake Card: If this is played before the Knights first see Babbidge, then the bearer of the subplot card knows the wizard well- if Babbidge is in trouble, then it's personal! lfthecard is played after the Knights first see Babbidge, it makes less sense for it "suddenly" to become personal. In Act Two, this can be handled by having Tolwyn explain Babbidge's past as a former Core Earth museum curator. At this point, the bearer of the subplot card realizes that he in fact does know this person, etc. After Act Two, Scene Two, this subplot card has no effect. Suspicion Card: Whenever this is played (through the beginning of Act Four, after which it has no effect), Tolwyn discovers some evidence which leads her to suspect that the Storm Knights may actually have been involved in the kidnapping of Babbidge. She dispatches a small party of dwarves to shadow the Knights, and to stop them if they contact Amethyst. This can manifest itself quite easily in Acts Two and Three; in Act Four it requires the dwarves to sail into the fray at an inconvenient moment -but as it is unlikely that they would attack such a powerful wizard as Amethyst,



they will veer off after alarming the viking vessel. True Identity Card: As above, this subplot can manifest any time after Act One through the beginning of Act Four. tn this version, Tolwyn recognizes one of the Knights (belatedly, if the subplot is played after their meet· ing) as the one fated to slay the Dark Wizard. However, the prophecy states that this can only come about if the fated one can meet Amethyst "face to face." To this end, Tolwyn dispatches the same party of dwarves as above, but this time their mission is to protect the true identity Knight at all costs. For dramatic purposes, you might have Tolwyn recognize the fated one not by look but by some action or word. Picksomethingthat Knightdoes in Tolwyn's presence, and have her react with surprise. If asked, she says it was nothing. It will remain a mys-tery to the Storm Knights (unless they really push or investigate for an an· swer). If you wish, you can have suspicion and true identity be mutually exclusive subplots.lf you want to get fancy, you could also let the dwarves havea dual mission, suspecting the one Knight and protecting the other. CampaignCard:Thesubplotsmost suitable for campaign play are nemesis, romance, and misfaken identity. The nemesis can simply survive the adventure, and reappear later for revenge (as usual). The romance can extend into new adventures, since Karinna is capable of holding human form indefinitely (and her yearning to return to the sea, and to have her lover come with her, could create some interesting plots as well). The mistaken identity could have a sort of running-gag effect: criminals all over the world keep mistaking this Knight for Guido Capone, with hilarious results - until the real Capone gets word that there's an imposter running around out there!
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