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Introduction

(I
lex holstered his pistol
and prodded the corpse
ofthecyberpriestwithhis
foot. Malraux'sagent was
dead, and his plan to as­

sassinate Rotan Ulka, leader of the
Alcashans, had failed. It had been very
close-a hair too slow on the trigger,
and it would have been disaster. Alex
wiped the sweat from his brow and
slumped against the cool stone of the
temple with a mixture of relief and
exhaustion.

"You have done well, Alexander,"
Ulka said, in a voice so deep and res0­
nant Alex could well believe the
Akashans had once been mistaken for
gods on Earth. "My people are once
again safe, and we shall not be so
foolishly trusting again. You have my
gratitude."

Alex nodded. He still wasn't sure
what to make of these aliens - still
wasn't certain he believed that they
wishedonly10help.May"" they'",plan­
ning to grllb the planet for themsdve;
when all this is ovtT ...

UUca's expression darkened, as if
he read Alex's thoughts ... and ptThaps
htdid, Alex said tohimseU. "Still, if the
teachings of the Mohani were correct,
there isa place where you were not in
time. There is a world where it is my
body which lies in the dirt, still as
death."

Seeing Alex's puzzlement, the
Rotan smiled. "Of course, you would
not know of such things. You see,
Alexander, when Apeiros fled The
Place, he created thousands of cosms.
Yet they aU existed within the same
cosmverse, and all was as it should
have been.

"But when the Nameless One, the
IJestroyer, threatened to overwhelm
the cosmverse, Apeiros was forced to
act. He passed his hand across the face
of the heavens, and thecosmverse was
duplicated many times over. Some of
these duplicates varied greatly from
the original, and others not at all ­
and each time you win a battle, my
son, a plane is created where you have
lost. There are an untold number of

such planes, and together they form
the lnfiniverse."

In the distance, Alex could see a
squad of Monitors coming over the
hill, laser weapons aimed in his direc­
tion. He knew they would be trouble
- they didn't like being shown up,
particularly by Storm Knights from a
'1ess advanced civilization." He spat
in the dust and started up the hillside
toward the jungle.

"Wait, Alexander," Ulka said.
'There is much you do not know about
this infiniverse. There are things in the
heavens, and things beneath the Earth,
and all of them could be blessings or
threats to you and your cause. Stay
here, and learn of aD this."

Alexsquinted against the afternoon
sun. The Monitors were gettingcloser,
and there were Gudasko with them.
Alex hated Gudasko; they were un­
predictable and violent. One of them
had taken a chunk out of his arm in
Lima because he wouldn't buy him a
drink.

'Thanks, but no thanks, Rotan,"
Alex said. "My friends are waiting..
and impatient sorcerers tend to start
tossing fireballs in incanvernent places.
But I'm sure we'll run into each other
again. It's going to be a long war."

Alex vanished into the jungle, and
the Rotan's mind followed him until
the Monitorsapproached. 'Was it wise
to let theStorm Knightgo, Rotan?" the
soldier asked. "Perhaps he goes to in­
form the cyberpriests of our strength
and position."

Ulka gestured for silence. "No, Kel,
no. He isa hero, youngone ... on many
worlds."

Worlds Within
Worlds

Welcome to lnfin~Update, Vol­
ume 1. Within these pages, we'D look
back at the first 18 months of the
lnfiniverse newsletter, and ahead to
someof the events soon to occur in the
world of Torg: Roleplaying the Possibil-

ity Wars".
What has happened in the realms

sincethewarsbeginning?WhichHigh
Lords have enjoyed victory, which
defeat, and which are in danger of
being betrayed by theirown Darkness
Devices? All of that is detailed in this
book,along with updated realm maps,
new locations and templates, optional
rules, and two new mini-adventures,
"Dance of the Demons" and '1"abletof
Terror."

Allof theevents related in the realm
chapterscameabout through the pages
of lnfiniverse and the responses of the
subscribers. Dispatches resulted in
Storm Knight triumphs and tragedies,
rumors wereconfirmed as troeor false,
and herald messages let those of us at
West End know what was going on in
a myriad number of Torg campaigns.
All of this information was employed
in the creation of this book-along with
extrapolations from the data we've
received.

Also included in this book are lati­
tude and longitude coordinates for
stelae in the original six realms,as weD
as the Akashanand Tharkoldu realms.
These figures were taken from the
Robinson projection mapin West End's
"war room," so the maps may look
somewhat different when plotted on
flat maps.

What is
Infiniverse?

Back when the concept of Torg first
came into being, the game's designers
hit upon an innovative idea: an inter­
active newsletter which would aDow
gamemasters and players to have a
genuine effect upon the course of the
game's storyline. The idea was that,
given the concept of multiple
cosmver.;es, the Nippon Tech being
adventured in by Party A was in a
different cosmverse from the one be­
ing adventured in by Party B. So each
campaign can be independent of each
other- but if the same thing happens4.
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in a number of cosmverses, it is as­
sumedtohaveaneffeduponthewhole
of the Infiniverse.

The newsletter was not an under­
taking to be begun lightly, as it would
require a great dea1 of record-keeping
to maintain, but it was well worth it­
the fact that the players are an integral
part of the game, and have an impact
upon which productsare released, has
helped make Torga unique and popu­
lar game in the international world of
roleplaying.

Basically, this is the way it works:
an lnfiniverse subscriber has the op­
portunity to work dispatches into his
campaign, and/or confirm rumors
through his party's adventures. The
subscriber then fills out the response
form included with each issue (and in
the back of this book), giving us infor­
mation on the number of Storm
Knights, how well they did, how many
Possibilities they began with and
ended with, and how many of these
were the result of cards. In addition,
the subscriber gets to vote on the truth
or falsity of rumors, and tell us which
realms he feels his campaign most af­
fected this month.

All of this data gets entered into a
massive computer program designed
by Barbara SchIicting. The immediate
result is the mailing of a personalized
response form to the subscriber, con­
taining the results of the dispatches his
group has played, as well as new dis­
patches relating to the realms he has
adventured in. But this is by no means
the end of the uses to which this infor·
mation is put - every four issuesor so,
the West End editorial staff feeds the
data into the computer and comes out
with a rough "progress report" of the

war.
This report gives us the quarterly

averages for all the categories listed
above, as well as a very important
numbers we refer to as '1-figh Lord
points." This helps us to determine
what actions a particular High Lord
has taken over the past few months,
ranging from a very simple action
(such as defending a stelae area) to an
extremely difficult one, such as indi­
rect confrontation with another High
Lord. Each type of action costs a cer­
tain numberof points, so they must be
spent wisely. Some High Lords, like
3327, put all their points into one plan,
hoping it will succeed. Others, like Dr.
Mobius, scatter their expenditures
throughout a numberofdifferent plots
in the hopes of wild, against-the-odds
successes.

Once we've detennined how many
points a High Lord has to play with,
we can see how this fits into his overall
strategy and goals(usuallyoutlined in
the relevant sourcebcx>k). Forexample,
when the realm updateoflssue 14 was
being put together, it was discovered
that the Cyberpope had a large num·
ber of High Lord points - a sufficient
amount to plant new stelae and drop
another bridge. Having already de­
cided that he might be planning ex­
pansion outside of Europe, it was ap­
parent that the time had come for him
to seize the opportunity and drop a
bridge into Quebec.

What other effects have Infinivm;e
subscribers had on the game? Well,
the Tharkoldu realm was originally
planned to be no more than a tantaliz­
ing reference in the first three Torg
novels, with no thought of expanding
upon it. ButTharkold proved sowildly

popular, and the cry for techno-de­
mons so clear, that a ThQrkold
sourcebook was immediately put into
development. And we all know the
devastating impact that has had upon
the Possibility Wars in general, and
Nippon in particular ...

How to Subscribe
Ifyou are not a subscriber, but want

to get involved in the excitement of
Infiniverse, here's how to do it. Sub­
scriptions cost $25 for 12 monthly is­
sues plus the response page with each
issue. Send check or money order to:

lnfiniverse Subscription
West End Games
RR 3, Box 2345
Honesdale, PA 18431

Currently, InfinWerse has dose to
400 subscribers worldwide, and is
growing larger every day. It's been an
exciting time for all of us, and as we
look forward to the future of Torg and
its newsletter, we can confidently say
that the best is yet to come.

This Volume
In this book, you'll find chapters

uJXIating conditions in the initial six
realms, new dispatches and rumors,
two one-act Torg adventures, letters
and herald messages, and new ruJes
and some clarifications of existing
ones. This bcx>k is a companion vol·
ume to Torg: Roleplaying the Possibility
Wars, and you will need the boxed set
to play the adventures contained
herein.
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Latitude and longitude coordinates of the Aysle stelae are given
below:

56°N, HOE
61°N,13°E
68°N,13°E
65°N,15°E
57"N, WE
69°N,200 E
nON,22°E
75°N,28°E
62°N,21°E
66°N,25°E
69°N,31°E
67"N, 31°E
WN, 3O",30s E

IlliInfin;..". Updote

111'1 alek stood watch at thebowofhislongship, wait-
ing for a signal from the
shore. His men were im.~

patient-ithadbeentwo
sunsets since the scouts were to have
returned from their foray north of
Djurgarden, with word that the attack
could proceed. He had begun to fear
that, like so many other campaigns in
recent months, this one would end in
disaster.

It was a hard truth for a warrior to
face, but, in overa year, littleglory had
been won on this strange world called
Earth. Bjanni had promised them
riches and women and wondrous
towns to sack and burn - but all they
had found weresmall, weak men with
powerful weapons that spit fire and
metal. His Vikings had tried every
tactic known to seize the fortresses of
their enemies - to no avail - and
their leader ... Talekcastaglanceabout
to see that he was not observed letting
treasonous thoughts cross his mind.

He could remember when Bjanni
had been a great leader and a true
Viking. When Ardinay (a curse be on
her name) chose to side with the mis·
erable people of this world, it was
Bjanni who rallied the giants, the dark
elves, the dwarves and his own troops
and exhorted them to fight on.

But in recent months, Bjanni had
forgotten the ways of the Viking. His
strategems grew more and more com­
plex,and heseemed tocare moreabc)Ut
an eventual conquest of Oxford than
about the war before him. Discipline
was lacking, bickering between giant
and dwarf had intensified, and some
began to mumble that Bjanni had to be
slain and another put in his place.

Talek smiled a grim smile. He knew
his name had been among those ad­
vanced as a possible chieftain, and
though he was unwilling to soil his
dagger with Bjanni's blood, he would
not weep if news of murder came. He
eyed the city across the waters, envi­
sioning the plumes of black smoke
that would rise when his Viking le­
gions - freed from the shackles of
Bjanni's madness - would bum it to
the ground.

It wasthen that he noticed. the dark­
ness. It had grown colder as well, the
winds biting as they did in the Frozen
Land. Thesun had beenextinguished,

it seemed, but what manner of beast
could swallow a star?

In his final moments, Talek had his
answer. And as the winged fury tore
the life from him with its claws, he
knew that Bjanni had at last been
usurped once and for all.

State of the Realm
The sorcerous realm of Aysle has

been in a state of civil war since Pella
Ardinay stepped off the maelstrom
bridge in Oxford and declared that all
battles must cease. Freed of p0sses­
sion by Angar Uthorion, Ardinay was
determined to revenge herself upon
the Lord of the Dark and save this new
world from the predations ofthe High
Lords.

In the months since then, Ardinay
and Uthorion have been deadlocked,
their forces too evenly matched for
either to achieve victory. Brief victo-­
ries by the armies of Light, aided by
Storm. Knights, have been followed by
bitter defeats on the battlefield.
Throughout, Ardinay has refused to
heed the sweet, seductive song of the
Darkness Device, which has offered
her the power to crush all her enemies
at the price of her soul.

Allof this has resulted in a stagnant
realm which has neither expanded nor
contracted in the months since the ini-

S telae Placement

SOON, SoW
55°N, lo°W
58°N,8°W
63°N,8°W
61°N,2°W
58°N,3°W
56°N,4°W
51°N,1°E
57"N,4°E
6OoN,3°E
64°N,6°E
59°, 3OsN, 5°E
65°N,8°E

tial invasion. Aysle continues to over­
lay England, Scotland, Wales, Ireland,
Norway, Sweden, Finland and the
northern half of Denmark. While
Ayslish agents have been active in
other realms, there have been far fewer
organized operations emerging from
this realm than any other, save the
Living Land. Attempts to plant stelae
in Northern Germany were frustrated
when agents ran intoCoreEarth troops
assembled for use in "Operation: Cen­
tral Fire."

Denizens of the Dark
His inability to expand the realm

has caused Uthorion, in the body of
Viking chieftain Thorfinn Bjanni, to
fall out of favor with Drakacanus. Al­
though he has maintained an outward
show of alliance with CyberpopeJean
Malraux I, privately Uthorion resents
the fact that his fellow High Lord has
been reluctant to provide him with
substantial aid against Ardinay. He
has sensed the growing perception
among the other Possibility Raiders
that his is a lost cause, as well as the
Darkness Device'squest to find a more
"efficient" servant.

All of which perhaps explains his
most recent action, a desperate attempt
to retain power at the cost of his very
humanity ...

8.
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The Death of
Thorfinn Bjanni

Uthorian found the body of Viking
leader Thorfinn Bjanni a useful one
after his defeat at the hands ofTolwyn
Tancred in the Dream Time. A re­
spected chieftain, "Bjanni" was able to
rally the forces of the Dark and pre­
vent the total collapse of this section of
the Gaunt Man's master plan.

As stated above, Uthorion's inabil·
ity to make any progress in his war led
to a growing disgust with him on the
part of both the Obsidian Crown and
various agents of corruption in Aysle.
Eventually, Uthorion's very life was
revealed to be imperiled - someone
had discovered. his presence inBjanni's
formandStormKnightteamshadbeen
dispatched to end his threat.

The initial mystery connected with
this was just who was behind the "kill
order." Rumors focused on Ardinay
(or some other highly-placed agent of
the Light), a vengeful member of
House Daleron, or a Nippon execu-

live. The truth was morestartling than
any individual tale: all three sourres
had been informed through minions
in the service of the Darkness Device,
and all three had contrived to dispatch
Storm Knight parties after Uthorion.
To Drakacanus, this seemed to be a
wayofensuringitsineffectiveservant's
destruction, unless he was able to
prove he was more capable and cun­
ning than he had at first appeared.

The parties converged on Bjanni in
Southern Norway, intent upon his
defeat and death. They caught him
unprepared, and, though he fought
with a fury born of desperation and
claimed the lives of a number of
Knights, he suffered a mortal wound.

With the life draining from him,
Uthorion was granted a respite by the
amvalofhiselitegiantbodyguard, who
engaged the Knights and gave the ex­
High Lord an opportunity to escape.
Still, it seemed as if time had run out for
Uthorion, unless he attempted,one final
bit of dark sorcery ...

For some months, Uthorion had
been working on versions of the sun­
der spirit and possesswn spells which
would work on enchanted creatures
rather than folk (did he, perhaps, fore­
see the dire circumstance in which he
would one day find himself?) With
only moments left, Uthorion cast his
newly-created rites upon a Draconis
Teutonica (a beast at the peak of its
power, used as a mount by an elven
dragon rider).

Thespell was successful: after a few
seconds of great pain and disorienta·
tion, Uthorion willed his now heavily·
lidded eyes to flicker open. Far below
him, he could see the bloody body of
ThorfinnBjanni, its face transfixed with
hatred as thespiritofthedragon looked
up at the one who had usurped its
form. Raisinga massiveclaw, Uthorion
slaughtered his abandoned form and
the creature trapped within it.

RealiZing that he was still too un·
used to the workings of his new body
to be able to battle Storm Knights,
Uthorion willed his wings to carry.9
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him into the mountains, there to rest
and plan.

When heemerged again, it was with
the aimofre-instilling fear in the hearts
of his troops, and yes, in those of the
other Possibility Raiders. He began by
systematically eliminating those who
he knew had questioned the rule of
Thorfinn Bjanni inextremelybrutal­
and public - manners. Those who
sensed the tremendous corruption
within thedragon whosebloodyclaws
tore through the ranks of the Dark
believed it to be some demonic entity
sent from Hades to crush the Ught. It
took little more than that to rally the
leaders of the Vikings, giants, and the
Dark Houses behind him and begin a
new and more aggressive war against
Ardinay's armies.

How Drakacanus hasreaded to this
is unknown. Uthorion has certainly

increased the physical power at his
command as well as his ability to in·
timidate lesser beings. However, the
Darkness Device has not ceased its
search for a new High Lord, appar­
ently waiting for further proof that
Uthorion is once again worthy of its
trust.

Uthorion, never a model of mental
stability, has been driven completely
mad by his immersion in the form of
the dragon. He shifts from the coldly
rational, planning effective strikes
against vital Light bases and keeping
watch on the war in other realms; to
rampages ofdestruction, vows of ven­
geance against Ardinay and Tolwyn
on his horrible lips. Whether his in­
sanity proves to be a boon or a hin­
drance to the Dark war effort remains
to be seen.

Angar Uthorion
(Draconis Teutonica form)·

DEXTERITY 11
Dodge 21, flight 13, maneuver 20,
melee weapons 25, missile weap­
ons 19, running 16, stealth 12, un­
armed combat 24
STRENGTH 27
Lilting 28
TOUGHNESS 23135
PERCEPTION 18
Alteration magic 38, divination
magic35, evidenceanalysis25, find
26,language27, scholar (realmlore)
22, scholar (occu1t lore) 25, tracking
19, trick 35, water vehicles 20
MlND16
Apportation magic 32, conjuration
magic 39, medicine 24, survival 29,
test 33, willpower 34
CHARISMA 8
Charm 21, persuasion 23, taunt 24

10.
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SPIRIT 9
Corruption 30, faith (Corba'aI) 23,
intimidation, 35, reality 32
Possibilities: 90
Arcane Knowledges: death 6, time

2, darkness 7, living forces 2, inani·
mate forces 3,air 2, earth2, fire 2, metal
1, plant 2, water 2, aquatic 2, elemental
5, enchanted 4, folk 2, entity 5

Spells: Many from Pixaud's Practi­
cal Grimoireand from his own creation

Natural Tools:annor,TOU+12/35;
wings, speed value 11; claws, damage
valueSfR+3/30;arcticair breath,dam­
age value36, range 3--50/100-250; 3QO.­
600

• The change in Uthorion's stats
and skills reflects both the changes in
his form and mind since taking the
body of the Draconis Teutonica

The Darkness Quest
In recent months, the Aysle Dark­

ness Device has begun an intensive
search for someone to serve as High

Lord of the realm. Were a new servant
to bechosen, the Devicewould have to
severitsronnectionwith Pella Ardinay
and re-attune itseU to its selection,
possibly even teleporting itseU from
Oxford.

There are currently four principal
candidates for the post other than
Angar Uthorion, all vying for the pres­
tige and power that romes with an
alliance with Drakacanus. The poten­
tial High Lords are detailed below:

The WarriOl of the Dark

The creation ofan Ayslish sorcerer,
this "Warrior of the Dark" is not the
sameas theone who theStormKnights
encountered and defeated near Reidal,
Norway. Although this fearsome
woman warrior looks and acts the
same, she is in fact more powerful
than her predecessor, and slightly
more adept at the use of sorcery.

TIle Warrior of the Dark leads a
small army of half·follc, and, as High
Lord, would enjoy greater support

from these second-class Ayslish citi·
zens. However, it is doubtful that the
notoriously sexist Vikings would be
willing to follow a woman (even an
enchanted one), although her more
aggressive methods would stand her
in good stead with the giants.

Drakacanus appreciates the
Warrior's potential for sheer destruc­
tion and understanding of strategy,
and has already considered ways to
use its power to make her rompletely
independent of her allylcreator, the
wizard Salbane. Indeed, the execution
or domination of the wizard would
probably be the Warrior's "initiation
fee."

Should the Warrior be chosen, look
for a series of bloody battles to erupt
throughout Scandinavia, and possi·
bly half-folk rebellions against the
light in England and Wales.

The Warrior of the Dark
DEXTERITY 14
Beast riding 16, dooge 17, fire com·
bat 15, maneuver 17, melee weap-

.11
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ons 20, unarmed combat 18
STRENGTH 13
TOUGHNESS 11 (26)
PERCEPTION 13
Alteration magic 15,evidenceanaly·
sis 16, find 14. scholar (battle tac­
tics) 16, tracking 15, trick 15
MINDU
Conjuration magic 14, science O~
gistics) 15, survival 14, test 16
CHARISMA 12
Charm 14, persuasion 15, taunt 15
SPIRlT12
Corruption 19, faith (Kalim) 15, in­
timidation 16, reality 19
Possibilities: 25
Arane Knowledges: fire 4, metal

4. darkness 2
Spo""al_fi..ebal/ (;mproved), b!m

bladt, crtQte fmr
Equipment: wheelock dag, dam­

age value 13, ammo 1, range 3-5/10/
25; two-handed sword, damage value
STR+7/22; plate mail, armor value
TOU+15/26 (enchanted permanently
by spell annor of Draconis Metal1ica­
see page 80 of PixQud's Practical
Grimoire),

Description: Tall and beautiful,
with raven hair and a grim. deter­
mined manner, theWarrioroftheDark
dresses entirely in black. Her armor is
encrusted with sapphires. emeralds
and black opals. Her helm is in the
shape of a dragon's head, and she
wears a long, nowing black cloak.

Wotan

The second candidate for Ayslish
High Lord is the scourge of the Aysle
cosm, the Hom Master of the Wild
Hunt. Wotanand hisminionshad been
conspicuous by their absence for many
months before suddenly reappearing
in the skiesabove the realm. their pow·
ers mysteriously increased. But their
lust for blood is apparently asall-con­
suming as ever.

The Wild Hunt has cut a swath
through Core Earth's defenders in
Southern lreland, but more as a diver·
sion for other operations than as part
of a serious attack. Perhaps aware of
Drakacanus' interest, Wotan has
seemed to be everywhere at once in
battIe, displaying a ferocity unusual
even for him.

Wotan's strengths as a High Lord
would be his knowledge of strategy

and tactics and the fear he and his
Wild Hunt inspire in the Ayslish. His
dark retinue would serve to protect
him from those who would wish him
ill, as well as providing him with eyes
and ears throughout the realm.

Wotan's weaknesses are a lack of
subtlety in his plans - no disadvan­
tage when fighting in Aysle, but a
serious flaw when incompetition with
High Lords like 3327 - and his close
association in the past with Uthorion.
Although he has been operating inde­
pendently for most of the war, Wotan
was, at one time, Uthorion's most
trusted servant. Drakacanus may feel
Wotan was tainted by Uthorion's
weaknessormaybeburdenedbysome
of the same obsessions that dragged
down the former High Lord. Also,
Wotan would be phenomenal in lead­
ing his forces into battIe, but he is a
berserker; he would not retreat until
they were decimated. He also has no
head for administration.

If Wotan succeeds to the position,
hecan beexpected to launch an imme­
diate assault on Tolwyn Tancred and
the Home Guard in England. Look
also for Uthorion to attempt to slay
Wotan as vengeance for what he is
certain to regard as a betrayal.

Wotan the Hom Master
DEXTERITY 19
Beast riding 20, dodge 21, flight 20
(speed value 18). melee weapons
21, unarmed combat 23
STRENGTH 21
TOUGHNESS 25
PERCEPTION 16
Alteration magic 20, divination 19,
find 17,language 17, scholar (tac­
tics) 17, tracking 18, trick 20
MIND IS
Conjuration magic 17, survival 16,
test 19, willpower 20
CHARISMA 13
Charm 20, persuasion 25, taunt 21
SPIRIT 14
Corruption 18, intimidation 27, re­
ality 18
Possibilities: 30
Arc:ane Knowledges: death 3, in­

animate forces 5, magic 3
Spells: sfeeletalshield, polymorphism,

cast lasher, dispel magic, mystic shield
Equipment: hom (enchanted ­

used to summon the Wild Hunt),
Tou.ghness 35, range 3--100/400/1k;

two-handed sword (enchanted), dam­
age value STR+I0/31; helmet (en­
chanted) TOU+3/28, with an addi­
tional +2 against magical attacks; ar­
mor (enchanted), value TOU+6/31,
with, with an additional +2 against
magical attacks

Description: A massive figure in
the form of a man, Wotan wears a
distinctive antlered helmet. Rashes of
lightning reveal his true form, that ofa
rotting skeleton riding a blackened
and misshapen demon.

Simon Carr

An unusual candidate for Ayslish
High Lord, Simon Carr is a Core Earth
stormerwho traveled to Aysleshortly
after the war began with the aim of
leamingsorcery. Longadabblerin the
occult arts, Carr had been a professor
at a large Eastern university in the
United States, but was forced to leave
under a cloud ofscandal when he was
suspected of complicity in the disap­
pearances of several students.

Police investigations have been
unable to establish a connection be-­
tween the quiet, brooding educator
and the apparent crimes, but the dam·
age has been done to his reputation. It
was not undeserved - Carr had, in
fact, mwdered the students as part of
(unsuccessful) demonic rituals. When
the war began, he sailed for Aysle and
enrolled at a magic academy, but he
was expelled by Magister Mathea for
what was seen as an unhealthy inter­
est in the magic of corruption.

Since that time, Carr has wandered
Aysle, often in the company of dark
wizards or foul creatures of the realm.
He has studied the mages he has en­
countered most carefully,leaming all
he can from them and then killing
them when they held no further inter­
est for him.

Carr is a man of great intelligence
whose violence is carefu.l.J.y calculated
and executed with a frighteninglycold·
blooded thoroughness. He isobsessed
with necromancyand alchemical texts,
and believes that by merging the two
- somehow distilling the essence of
death - he could achieve immortal­
ity.

He is at present unaware of the
Darkness Device's interest, but if he
could be convinced that massive de-
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struction would further his personal
goals, he would gladly agree to be­
come High Lord. His strengths would
be his intelligence and his ability to
analyze situations without letting
emotions interfere, something which
would make him a worthy rival of
3327. In addition, he would have no
compunctions about torturing and
murdering thousands if it meant he
could live forever. Carr would imme­
diately beginoperations to expand the
realm and quell the resistance within.

Carr's weakness as a High Lord
would be his independent nature,
which Drakacanus would feel com­
pelled to alter to better suit its pur­
poses. While Carr would no doubt
agree to voluntarily disconnect to en­
joy the higher Aysle magic axiom, it is
likely that, were he to become High
Lord, the Darkness Device would al~

ter the realm and cosm's reality. One
could expect the Magic, Social and
Spiritual axioms to remain the same,
but the Technological axiom to be in­
creased by a few levels to allow for
more efficient weaponsofdestruction.

Carr is, at present, a "dark horse'" in
the race for High Lord, as Drakacanus
would prefer an Ayslish native. How­
ever, if none of the others under con­
sideration measure up, the Darkness

Device knows it could do far worse
than to choose this dark, twisted soul
to be its servant.

Simon Carr
DEXTERITY 11
Beast riding 12, dodge 14, firecom~
bat 15, maneuver 12, melee weap­
ons 13,stealth 15, unanned combat
16
STRENGTH 10
TOUGHNESS 10
PERCEPTION 13
Alteration magic 17, divination
magic 15, evidence analysis 19, find
19, land vehicles 15, language 16,
scholar (alchemy) 16, scholar (me­
dieval history) 18, scholar (occult
lore) 18, trick 17
MIND 12
Conjuration magic 18, test 16, will­
power 16
CHARISMA 12
Charm 20, persuasion 19, taunt 15
SPlRIT 10
Corruption 13, intimidation 17, re­
alily 15
Possibilitie~ 25
Arcane Knowledges: death9,dark­

ness 6
Spells: abrasion, concml evil, mJlge

dark, CMlte fear, dettd folk evil, skeletal
shield, talking dead, gra~ assislana, m-

5ions ofdetJth
Equipment: MAC 10 submachine

gun,damagevaJue18, ammo10,range
3-15/25/50; dagger, damage value
STR+3/18; rapier, damage value
STR+5/20; clothcloak;oil lamp; sleep­
ing mat; wristwatch

Description: Carr is tall and hand­
some, capable of being extremely
charming when he wishes to obtain
someone's trust - but generally very
quiet and reserved. He is normally
quitecold with those around him, par­
ticularly those he considers to be his
intellectual inferiors. He has a single­
minded devotion to hisgoals, and clas­
sifies people as those who can be of
use to him, and those who cannot. The
latter are expendable.

Malekere

Another long-shot High Lord pros­
pect, Malekere is an elven follower of
Estar who has acted as the spiritual
leader of that corrupt god's worship­
pers and who traveled with Uthorion
to the realm. Gaining an alliance with
Malekere had beena coup for the High
Lord, guaranteeing him dragon-riding
shock troops for his campaigns.

Never particularly fond of any hu­
mans, Malekere supported Uthorion
for hisown reasons, chiefamong them
a desire to overthrow the benevolent
rulers of the Elveim. When hesaw that
Ardinay's forces had stolen the initia­
tive from the Dark troops, he aban­
doned Uthorion and began carving
out a small empire for himself in north­
ern Finland, His elven warriors have
raided into bothSwedenand the USSR,
but have been reluctant to join in
dwarven or giant excursions against
the Finns.

Malekere is wise and canny, and
firmly believes that the war against
the Lightcouldbe won ifwedges could
be driven between humans and the
other folk of Aysle. He feels certain
that the giants and elves would aban­
don Ardinay if they were shown that
there would be no place for them in
the realm if the Light emerged victori­
ous. He has already crafted insidious
plans to spark mutinies among the
various races, and has succeeded in
winning the loyalty of some of the
Light elves in Finland.

14.



Malekere's weakness lies in his
strength: being virtually immortal (in
comparison to those around him), the
elven candidate is incredibly subtle
and patient. He will wait year.;; for a
plan to be enacted but, when it is, it
will almost certainly succeed. While
not a warrior, his cool, methoclic and
devious manner make him an enemy
to be reckoned with.

Were Malekere to find favor in the
eyes of Drakacanus, elves and other
folk will assume greater status in the
realm, something which may not sit
weD with the humans. His rule could
even result in the resumption of the
human-giant warin thecosm. In addi­
tion, Malekere has expressed veiled
runts that he may know more about
the Akashan realm than others in
Aysle, and he may attempt to use
whatever secrets he possesses about
the Space Gods to his advantage.

Malekere
DEXTERITY 17 (14)
Beast riding 19, dodge 20, lock pick­
ing 18, maneuver 19, melee weap­
ons 21, missile weapons 21, stealth
22, unarmed combat 20
STRENGTHU
TDUGHNESSU
PERCEmONll
Evidence analysis 17, find 16, lan­
guage 15, scholar (elven lore) 18,
trick 19
MlNDU
Conjuration magic 15, test 20. will­
power 20
CHARISMA 13
Charm 19, persuasion 23, taunt 17
SPIRIT 16 (13)
Corruption 18, faith (Estar) 24, fo­
cus 26, intimidation 19, reality 20
Possibilities: 30
Arcane Knowledges: fire 4
Spells: conjured fireball
Miradn:illusorydragon,in{mlo,lIln-

gwJge,passingshtu!ows,plJJgz«,readQura,
rermimote deruI, storm, trap

Equipment: elfmail, armor value
TOU+6/21; ell longsword, damage
value STR+8/23; short bow, damage
value STR+S/20, range 3-10/40/100;
staff, damage value STR+2/17

Description: Malekere isunusually
adept at the warrior arts for a monk,
his explanation for this being that a
worshipper must always be prepared

to defend hisbeliefs or kill on his god's
behalf. He is an ell who always seems
to know more than he reveals, and he
views everyconflict as a game ofstrat­
egy between himself and his oppo­
nent. Uthorion is aware that Malekere
is being considered for the High Lord
position by Drakacanus, and may be
planning an attempt to slay the elven
cleric. Uthoriononly hesitates because
such an attempt may be playing into
Malekere's hands.

The Army of the Light
Thedevastatingdefeat of Ardinay's

army in a recent battle in northern
Scotland has led towholescalechanges
in the organization of the Army of the
Light. Tolwyn Tancred, who was al­
ready the leader of the Ayslish Home
Guard, has been appoir.ted Supreme
Commander of the army, and is work­
ing toward creating leaner and more
efficient units. Tolwyn, her memories
fully returned, has used her knowl­
edge of the tactics used in Uthorion's
original invasion of the Aysle cosm to
counter his maneuvers in the realm.

One major change has been a re­
duction in the number of Core Earth
units fighting within Aysle. Tolwyn
feels the Scotland debacle proved that
the risk of disconnection (followed by
panic and rout) on the part of non­
Aystish troops is too great to risk us­
ing them in battle. The paladin had
made no secret of the fact that she
opposed fielding the army so soon
after its creation, something for which
she was reprimanded by Ardinay.

The Army of the Light scored some
impressive victories in England fol­
lowing the death of Thorfinn Bjanni,
and succeeded in flipping the area in
the north of that country to l18. This
leaves Scotland and Northern Ireland
as the only Dark zones in the United
Kingdom.

A major boon to Ardinay's cause
was the death of the wizard Amethyst
early in the war. Amethyst was slain
by Storm Knights at his newly-eon­
structed fortress at Mount Redenstok
in Sweden while attempting a ritual
which would have restored him to full
life. Amethyst had been one of
Uthorion's most effective lieutenants,
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and hisdeath was a blow to themorale
of the Viking forces in Sweden.

Most recently, units of Tolwyn's
army have been occupied repelling
Viking incursions into Denmark as
well as acting to protect shipping in
the North Sea.

The Home Guard has been most
frequently occupied in ending the
threats of various Aystish creatures,
including reanimated Storm Knights
in Scotland, gorgons in Ireland,
Orrorshan doppelgangers in Oxford
itself, and even faerie crime syndi­
cates near London. Most recently, they
have been attempting to restore order
to the Irish city of Dungarvan, which
has played unwilling host toa renewal
of the age-old hostilities between the
Chamkatt and Polja giants.

A Realm Besieged
The difficulty of maintaining se­

cure borders in the realm of Aysle has
allowed agents of various High Lords
to move in and out at will, working
untold mischief while doing so.

Kanawa representatives have en­
joyed guarantees ofsafe passage from
both Ardinay and Uthorion, as they
sell arms to both sides in the civil war.
They have used this privilege to their
advantage, exploring the realm and
attempting to put their hands on arti­
facts of real or imagined value (among
them the Tablet of Power left by the
Akashans at Cerne Abbas). Recently,
Ardinay issued an order banning the
doing of business with Kanawa Corp.
and its affiliated companies, but it is
not being strictly enforced as yet. In
addition, Orrorshan and Cyberpapal
agents have been known to infiltrate
Aysle, often in attempts to recapture
refugees from their own realms.

The sole bright spot for Ardinay
has been the arrival of the Akashans,
upon whom she has been willing to
bestow the benefit of the doubt. She is
fascinated by the idea of living ma­
chines, and has asked Akashan repre­
sentativeswhat arcane knowledge was
used in the creation of these devices.
The Akashans, in tum, are perplexed
by magic, and a few of the more ad­
venturous Coar have applied for ac­
ceptance at magic academies in the
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realm. Only the elves seem unwilling
to have any dealings with the
Akashans. for reasons they refuse to
divulge.

The Mobius Gambit

The Nile Empire has been the most
persistent and potentially dangerous
thorn in Ays1e's side. Dr. Mobius is
known to have an active dislike of
Uthorion, and was more than willing

to exploit the weakness and confusion
in the fantasy realm. Among Mobius'
schemes directed at Aysle have been
the use of Scorpions of Set. cursed
bugs which spread a particuJarly vio­
lent form of warrior madness; dis­
patching Nile mathematicians and
engineers todisrupt Ayslishcommerce
and transportation networks; and his
most ambitious (and least successful)
plot, thecreationofa simulated aquatic
star which would kill every Ayslish

born under that sign. In addition.
Mobius has been implicated in the
kidnaping of a number of dwarves in
Wales. hoping to put their talents to
use in his "weird science" Iabora~

ries.
The Ayslish have responded by

working to widen the gull between
Mobius and 3327 through economic
sabotage. and have also disrupted
Kanawa operations by bringing
karashishi (stone lions) to life inJapan.

Things to Come
The future of the Aysle realm is a

question with no apparent answers.
Much of it will be determined by who
Drakacanus selects as the new High
Lord, and how well the Army of the
Light will stand up to concerted at­
tacks by their foes.

Inaddition, it is known thatTolwyn
isbecoming increasing!y distracted by
reports coming from the rosm, and
has made noises about returning to
the disk-world and reclaiming her
ancestral lands from her foul brother,
Gareth. Ardinay has warned her that
she would be walking into a carefully­
laid trap, a fact Tolwyn concedes ­
but the warrior has been spending
more and more time brooding about
her past. With the apparent death of
Uthorion, she feels that her major goal
in the realm has been achieved, and
wonders if she could not do Ardinay
more good by winning the cosm back
for her.

In truth, Tolwyn's departure at this
time would be a disaster for the Army
of the Light, but it is a decision she will
have to make for herself. Meanwhile,
she is working to groom a successor
from the ranks of the Home Guard in
the event she does travel up the mael­
strom bridge to settle matters with
Gareth once and for all.

Look for a sudden expansion of the
Aysle realm in the months to come,
possibly putting it in direct competi­
tion with the Cyberpapacy for terri­
tory (it is doubtfuL. after aIL that a new
High Lord would feel the same "'kin­
ship" with Malraux that Uthorion en­
joyed.
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llIllaUdeShOOkhisheadandremoved the cable from
the J-jack in his temple.
The cyberpriests had
come too close this time

- he was unsure how long he had
been tagged before he noticed and
removed it, and he wondered if a net
track might have been instituted. The
Inquisitioncould beon their way right
now, and he had seen more than
enoughevidenceofhowtheyfelt about
netnrn.ners.

At any rate, he had what he'd gone
in to get. Stored in his cyberdeck was
data on Malraux's plans for Quebec
and the rest of Canada. With the Liv­
ing Land all but defeated in the North,
Malraux had itall to himself, and meant
to take advantage.

The Resistance would find this in­
fonnation very useful- providing, of
course, he lived long enough to get it
to them. He glanced out his window
and saw the GWI David Mk. ngliding
toa stop and the Church Policedisem­
barking. Oneaf them gestured toward
his building, and they both
unholstered theirGodMeeters.Claude
gathered up his Delicious and bolted
out the door of his apartment, heading
for the fire escape.

He swung out onto the cold black
iron structure just as the Church Po­
lice entered the building. But luck
wasn't with him - his foot stnJck a
piece of masonry and it flew to the
ground, landing with a resounding
clatteron the cobblestones below. One
of the CPs turned and spotted him.

"Halt, heretic, in the name of the
Cyberpope!" he shouted, already tak­
ingaim. Claudedoubledhispace.Once
on the roof, he could make a leap for
one of the adjoining buildings. He
knew the rooftops well, for they were
the safest route to take to Resistance
meetings.

A GodMeeter slug ricochetted off
the side of the building. close to his
head. He turned and saw one of the
CPs charging up the fire escape. al­
ready halfway to him. He dug into his
pouch belt and pulled out one of the
grenades he had purchased in Lyon,
then rolled it down the ladder.

TheChurchPolicemansaw it a little
too late. He was halfway over the rail­
ing as it went off, sending deadly iron

missiles flying into his back. Claude
didn't wait to see him hit the ground,
instead vaulting to the top of the rain­
slicked roof. The other cop would be
calling in reinforcements, if he hadn't
already.

Claude clutched his deck tightly to
him, trying to protect it from the sting­
ing droplets of water that were com­
ing harder now. He somehow made
the jump to the next roof, and then the
next, then scurried down the fire es­
capeand did his best to vanish into the
crowd.

He would not relax until the infor­
mation was safely in the hands of the
Resistance, and could not be at peace
until the war was won. But a small
battle had been his today, and if that
brought the hint of a smile to his lips,
he felt he could be forgiven for his
indulgence.

State of the Realm
The Cyberpapacy was, in many

ways. a "late starter" in the Possibility

IS.



Wars. Having delayed his arrival on
Earth to allow his agents to prepare
France for its "savior," and then hin­
dered further by his encounter with
Storm Knights in the Dream Time,
Malraux's invasion did not advance
as swiftly as did Kaah's and Mobius'
initial attacks. In addition, his realm
was verydifferent from what hiscosm
had been due to the influence of the
Kadandran images upon the Dark·
ness Device, and Malraux was fon:ed.
to expend precious time simply ad­
justing to the Cyberpapacy and the
GodNet (which he still does not fuUy
understand).

Thus it has only been recently that
theCyberpapacy has been able to suc­
cessfully expand, with the dropping
of a maelstrom bridge into Quebec.
Buoyed by that success, Malraux now
plans major expansions in Europe, the
Americas, and possibly Africa as welL

Malraux is many things - charis­
matic, deluded, intolerant, and coldly
brutal - but his greatest virtue as a
High Lord is persistence. Despite
heavy Storm Knight opposition.. he
hasmoved ahead with hisplans, seem­
ingly willing to pour unlimited re­
sources into projects like his budding
space program. Even setbacks such as
Operation Central Fire have been
turned intoeffective propaganda tools
for the Cyberpapacy.

The Kingdom, the
Power, and the

GodNet
Although Cyberpope Malraux can

point with pride to some successes
since his arrival on Earth, he has also
suffered a numberofserious reverses.
Military losses, difficulties in creating
an efficient space program, and bi­
zarre occurrences in the GodNet have
combined to stymiesomeofMalraux's
short-term plans. He can be expected
to devote more energy toward remov­
ing the "bugs'" from his system in the
coming year, in the hope of prevent­
ing such unexpected complications
from arising in the future.

Malrauxhas,however,beromeonly
the second High Lord (after 3327) to
expand his realm onto another conti-

nent, leaving North America playing
host to the domains of four different
POSSibility Raiders.

Spreading the Faith

TheCyberpapacy hasenjoyed only
twoexpansionssinceitsestablishment
on Earth - the dropping of a mael­
strom bridge intoQuebecCity,Canada
and the placing of a stelae triangle in
Spain. An attempt has also been made
to place a stelae in Gennany (which
was foiled byStorm KrUghts),and there
are reports that stelae may have been
dropped into the Mediterranean, but
it is unclear whether they have been
planted or were intercepted by Nile
agents.

Efforts to dominateSpain ha ve been
helped by pre-existing fractures in the
fragile democratic government there.
Hardliners are calling for a return to
the rigid system that existed under
Franco, claiming that civillibertiesare
a dangerous luxury in a time of war.
Although theSpanishgovernment has
thus far resisted these entreaties, it is
no secret that it ignores them at great
risk to its own continued survival.

The expansion into Canada, how­
ever, was a textbook example of an
experienced Possibility Raider at work,
one who had learned the advantages
ofstealthand secrecy. Having seen his
more open efforts at expansion
stopped by Storm Knight interven­
tion, and bereft of a firm ally with
Uthorion cut off from his Darkness
Device, Malraux realized he would
have to take Quebec quietly. For that
reason, there was no great fanfare as­
sociated with the dropping of the
bridge, as there was when Malraux
arrived in Avignon. As he turned up
the power of the reality storms in
France, the High Lord lessened greatly
the ferocity of those around Quebec.
In fact, the stelae triangle in which the
bridge sits has been adjusted so as to
bea Cyberpapal dominant zone rather
than a pure zone, Simply so that the
presence of an invading realm would
be less evidenl.In this, Malraux took a
leaf from his enemy 3327s book, who
has managed to keep his invasion of
California largely a secret. The most
tellingsignofthe Cyberpapaey's pres­
ence has been a subtle propaganda
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S telae Placement

Current positions of Cyber-
papal stelae are as foUows;

46°N,67"W
45°N, now
49"N, now
39"N,3°W
43°N,3°E
«ON, 'l"E
45°N,4°E
48°N,4°E
46°N,4°E
48°N,8°E
SIoN,3°E
46°N,8°W
SIoN,8°W

campaign to drive a further wedge
between French-speaking Canadians
and English-speaking Canadians.
Malraux believes that anything which
divides potential opponents is benefi­
cial to him.

NaturaUy, there have been reper­
cussions to this maneuver. Malraux
could not keep his power play in
Canada from the attention of Nippon
or the Living Land, nor has the pres­
ence of his realm on the American
continent endeared him to the
Tharkoldu. Barok Kaah has made no
secret of the fact that he does not trust
Malraux or his pledges to not expand
his realm into Living Land territory.
Kaah is particularly well aware that
Malraux is blaming the violent reality
storms in "Tornado AUey" (the strip
of land between the Cyberpapal stelae
and the Living Land stelae) on an "in­
sidious plot" by the denizens of the
Living Land.

As for 3327, his war with Malraux
has intensified since Grand Inquisitor
Bernard Jenet personally oversaw the
destruction of Nippon eyberware fac­
tories in France and the arrest and
executionsofKa.nawa infiJttator...Only
the rigors of the war with the Living
Land and Tharkold have distracted
3327 from exposing Malraux's inva­
sion of Canada.

Resistance groups in Paris Liberte
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are also aware of Malraux's actions in
Quebec, thanks to the actions of
GodNet runners, but all efforts to dis­
seminate the information have been
stopped by the Chmch Police. They
havealso discovered that Quebec was
Malraux's second choice for an inva­
sion site - he had been planning to
drop a bridge into Rio de Janeiro, Bra­
zil, but was informed by his agents in
the "'Peace Through Cod.... party that
thearea was not quite primed for such
a move. Forced to postpone his plans,
Malraux watched in frustration as the
Akashan realm established itself on
the West Coast of South America. AI·
though he is still very much interested
inacquiring territory inSouthAmerica,
he has lately been turning his sights
toward a European expansion, en­
croachment on Mobius' realm, or pos­
sibly moving into traditional bastions
of French influence such as New Or·
leans or Port-au-Prince. It is also p0s­
sible that, should the Living Land suf­
ter further reversals, Malraux may at­
tempt to sweep further intoCanada or
even into the Eastern United States.

Operation Central Fire

German intelligence could not~
lieve its eyes when the data was first
scanned - a GodNet raider had dis­
covered the location of the stelae
planted in the center of the
CyberFrance's "wheel," as well as the
four backups hidden in the same area.
Tearing up that stelae would result in
theenHre wheel collapsing for the brief
time it would take for Malraux'sagents
to replace, and possibly even collapse
the Avignon maelstrom bridge. At the
least, it would distract theCyberpapal
armed forces for Core Earth units to
dosomeseveredamagetoGod'sWord
Industries, the major arms supplier
for Malraux.

Plans were immediately laid (or a
strike against CyberFrance. The first
disappointment for the German mill·
tary was the reluctance on the part of
some Storm Knights to participate in
the operation, feeling that too many
lives would be lost when the stelae
areas collapsed. Eventually, the gov­
ernment contacted the Guildmaster in
Hawaii, who was willing to supply
the needed personnel for twice her

normal fee.
On a cold autumn morning, Ger­

man intelligence agents successfully
penetrated the reality storms sur­
rounding France and linked up with
Storm Knight teams already in place.
Together, they moved along a previ­
ouslycleared route intocentral France
and uprooted the key stelae in the
wheel.

Meanwhile, GodNet raiders did
their best to lure those cyberpriests
monitoring rail traffic in the northeast
into the Net, where they could be dis-
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patChed. This phase wasonly partially
successful, which lessened theamount
o(looting Core Earth (orces were able
to do later in the operation.

Immediately aher the signal was
given that the stelae had been u~

rooted,Germanairunitsbeganbomb­
ing the area around the main GWI
plant near Avignon. Cyberpapal jets
were immediately scrambled in re­
sponse, and a bloody air battle began
high over France. With the GodNet
datapaths being used to send com­
mands to military forces and the
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H ow Do Realms Expand?

1bereare three possible ways
for a realm to expand once it is
established in a cosm. The first,
and most obvious, is simply to
add stelae to the realm, the means
used by Dr. Mobius to expand
his territory. These stelae must
be in a triangular pattern, and no
singlestelae can connect to more
than six others. To connect with
each other, stelae must be no
more than 300 miles apart. Also,
for the reaJity of an area to be
changed, there must be 25,OOJ
nativesof the invading reality or
people willing tobe transformed
present in thestelaearea.lf these
people are not present (such as
in a sea area), the High Lord.

Church Police consumed with quell·
ing Resistance-led. riots, Storm Knights
were able to hijack several trains near
Reimsand Nancy,althoughcasualties
on the trip to Avignon were moder­
ately heavy. With some cyberpriests
still monitoring rail traffic,Inquisition
teams were able to be dispatched to
retake or destroy some of the trains.

With the operation only slightly off
schedule, airstrikes against
Cyberpapal units in Avignon intensi·
fied, and ground forces began a major
attack. Driven back, and now in sen·
ous danger of disconnection,
Malraux's forces retreated to the GWI
facilities to make a final stand there.
Hijacked trains moved into Avignon
at this point, although many of the
German helicopters scheduled to reo·
dezvous there were shot down by
French fighters. Storm Knights and
German troops moved into the more
lightly-defended facilities and began
systematic looting, loading the heavy
equipmenton to trains. Attacksagainst
the other parts of the factory complex
continued, with mixed success.

As the clock continued to tick, a
command decision was made to de­
stroy those GWI factories which had
not been taken. Artillery and air at­
tacks accomplished much of this, al-

must spend an inordinate
amount of "High Lord Points"
(see the "Introduction") to com­
pensate.

The second means of expan­
sion is the dropping of a mael­
strom bridge. This is far more
expensive in terms of possibility
energy and High Lord Points,
but it does allow a High Lord to
spread his realm across several
continents and make it more dif­
ficult for foes to drive him com­
pletely out of a cosmo

A good example of this
method is Malraux's expansion
into Canada. The first step was
to send agents carrying three
charged stelae to Canada and

though Cyberpapal forces rallied suf­
ficiently to prevent total destruction.

It was in the fifth and final stage of
theoperation that the majorCoreEarth
miscalculation was exposed. As the
trains headed for Les Vosges and the
Resistanceand German units began to
pull out, the central stelae was re­
placed, a full twenty minutes ahead of
intelligenceestimates. Retreating units
ran straight into the fierce reality
storms on the Franco-German border,
many soldiers transforming to Cyber·
papal reality. The confusion that fol·
lowed allowed pursuing Cyberpapal
air strike teams to score impressive
hits on the German columns.

Overall, the Cyberpapal forces lost
close to 7500 men, as well as large
portions of the GWI factory complex
and milJions of francs worth of
cyberware and weaponry. Core Earth
armed forces lost slightly over 6000
men, most of them pilots or members
of units which had been unable to get
back into Germany before the storms
returned. More than 4500 civilians
were killed due to transformations
after the stelae were tom down.

The Avignon bridge did begin to
crumble, but did not completely col·
lapse due to the fact that the transfor­
mation wave did not strike Avignon

have the artifacts planted. Once
that is done, the Darkness [)e..

vicecandrop a maelstrom bridge
into the center of the stelae area.
Normally, such areas become
pure zones, but as the Quebec
situations shows, this need not
always be the case.

The third method is that used
by 3327 to expand his realm into
California, detailed in the
"Nippon" Chapter. This is an
extremely risky maneuver - it
sets one High Lord irrevocably
against another, and increases
the possibility that the invading
realm's stelae will be uprooted
before a bridge can be dropped.

immediately after the stelae was up­
rooted. Still, Malraux will be forced to
expend possibility energy to repair
the bridge before it will be safe to
move largeamountsof men and mate­
rial across it to or from Magna Verita.

Strangely, much of the equipment
stolen from GWI did not reach Ger­
many - or, if it did, it did not stay
there long. Nippon agents had caught
wind of the operation in its early plan­
ning stages, and were concerned that
massive amounts of equipment from
GWl might give German scientists the
data they needed to duplicate it in
some areas. This would conceivably
damageNippon'scyberwaremarkets,
already reeling from the loss of seven
factories in France. So 3327 ordered
the theft of much of the equipment,
withsome of it being transported back
to Nippon, and some destroyed. Still,
enough did make it back to Berlin for
researchers to begin trying to pierce
the veil of mystery around its func­
tioning.

Overall, this operation was a loss
for both sides: the Core Earth troops
were not able to gain in proportion to
their lossesand theCyberpapal indus­
trial organization, which is hampered
by the realm's low Social axiom, will
take a long time to rebuild.22.
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Cast Into the Net

Although Malraux'sunderstanding
oftheGodNetremains imperfect,oth­
ers have plumbed its depths, seeking
information to use against the
Cyberpapacy and often encountering
the unexpected.

One of the few pleasant surprises
has been the "Virtually intoXicated"
(a play on "VX") bar, located in the
Net just outside of Tours. Its patrons
tend to be those who are less than
faithful to the Cyberpapacy and more
interested in surviving to deck an·
other day. Information is passed al·
most as frequently as watered-down
VX drinks, and Inquisition efforts to
shut it down have been unsuccessful
SO far. The VX has become a "floating
bar," itsownerand patronsdoing their
best to stay one datapath ahead of the
enemy.

Other aspects of the 'Net are less
benevolent. The Sees exchange has
become the home of a Draconis
Metallica, transported into the region
by a modified extradimensional gate
spell. The dragon is reportedly ex­
tremely unhappy in its new domain.
and has been known to waylay travel­
ers and demand that they find the
AysUsh sorcerer who sent it there and
gethimtoundothespeU. Whilespeak·
ing to them, the dragon casts spells
which force the travelers to return to
Sees once a month, so it can torture
them regularly for their failure to do
its bidding.

Another mysterious peril in the
GodNet is the "spirit surge;" sudden
bursts of energy which erupt through
neural jacks, causing explosions that
kill deckers and wreck entire build­
ings. These surges have struck both
servants of Malraux and netrunners,
and are believed to take place within
seconds of a decker's arrival in Babel
Central. While it was originally be­
lieved thesesurges might be the prod­
uct of some sort of external sabotage,
cyberpriests now say that the point of
origin of the surges is the region of the
GodNet known as Hell. An expedi­
tion into Hell to detennine the source
of the surges is currently being pre­
pared.

Another strange entity is said to
exist in The Deep, resembling a huge,

glowing cylinder, with a myriad of
cyberneticattachmentsofanunknown
nature. Theentity,callingitselfNecrar,
apparently has the power to linkSpirit
chips with thesoulsof those consigned
to Purgatory. This has the effect of
driving the Spirit chips insane, and
making them uselesstotheCyberpope.

The final, and perhaps most omi­
nous, event in the GodNet of late has
been the sightings of VX Tharkoldu
techno-demons moving toward the
region of the Net based upon Dr. Hachi
Mara-Two'sdata plate containing her
memories of Kadandra. It is possible
that,once they haveestablished a firm
holdon Earth, theTharkoldu may plan
to revenge themselves upon the
Kadandrans through the GodNet in
some as yet unknown fashion.

The Knights Templar
One of the most powerful and effi·

cient groups resisting the rule of
CyberpopeJean Malraux is a modem­
day incarnation of the Knights
Templar, the Crusadersof legends who
fought for the Church in the Holy
Land.

The history of theoriginalTemplars
is as mysterious as anything that has
emerged since the Possibility Wars
began. Founded in Jerusalem in the
aftermath of the First Crusade, the
Templars fought throughout the Holy
Land, and the great red cross on their
banners signalled the defeat of many
Moslem armies. Fierce warriors and
pious men of the Church, tales never·
theless spread that the Templars had
leamed forbidden secrets while in the
Middle East which they brought back
with them to Europe.

Once back in France, the Templars
became the bankers for many of the
crowned heads of Europe. Rich be­
yond comprehension, the Templars
came to wield incredible political in·
fluence as wen, often on behalf of the
Church.

By the late 13th century, however,
everything changed. The French gov·
ernment, deeply in debt to the
Templars, decided to destroy them
and steal their wealth. The Church
agreed to comply with this scheme, as
itwas believed theTemplars possessed

knowledge that could one day rock
Christianity to its foundations.
Charges of heresy were levelled
against theTemplars,and many mem­
bers of the order were arrested, in­
cluding their leader, Jaques de Malay,
and several were burned at the stake.
A smaner group escaped with the
"treasureof the Templars" and fled to
Scotland, where they aided in the es­
tablishmentofScottish independence.

But no one ever learned what se-­
crets, if any, the Templars did possess,
nor had anyone ever been able to dis­
prove persistent rumors that the
Templar order survived in some fonn
to the present day. But when the
Cyberpapacy arrived, the Templars
emerged from hiding-first inCamac,
then in Provins. Some of these men
were apparently the descendants of
the original order, and others were
Magna Veritans who had belonged to
similar organizations in their cosmo

Templars can now be found
throughouttheworld, but though they
bear the same name, they are not nec­
essarily all members of the same orga­
nization. The FrenchTemplarseschew
cyberware, while those who have been
spotted battling inSouthAmericacarry
powerswordsand othersophisticated
armaments. Wherever they appear,
they rapidly become a major thom in
the side of Malraux, and he has tried
several times to crush them to no avail.

Little is definitely known about the
Templars, but a few facts have
emerged: the French group is headed
by a man who calls himself "}aques de
Molay," but whether he is a descen­
dant orsimply a romantic is unknown.
The Templars at Camac are report­
edly hiding a highly·placed Magna
Ventan cleric who was driven from
the cosm by Inquisitors. It is believed
the cleric has information whichcould
be used to further weaken Malraux's
standingin theC05m,and theTemplars
are simply waiting for the correct
moment to use it. The Delphi Council
has established to its own satisfaction
that theTemplarsare not being funded
by the Church, but who is supplying
their worldwide network of agents
and how it is being done remain mys­
teries.
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Jaques de Molay
DEXTERITY 12
Beast riding 14, dodge 17, fire com­
bat 16, maneuver 14, melee weap­
ons 17, missile weapons 16, stealth
13, unarmed combat 16
STRENGTH 10
TOUGHNESS 10
PERCEPTION 11
Air vehicles 12, disguise 14, evi­
dence analysis 15, find 15, first aid
14, language(English) 13, language
(Arabic) 14, language (French) 14,
scholar (military tactics) 18, scholar
(Templar lore) 16, tracking 12, trick
15
MIND 10
Medicine 12, test 16
CHARISMA 11
Charm 13, persuasion 17, taunt 18
SPIRIT 12
Faith (Catholic) 18, focus 16, intimi­
dation 16, reality 17
Possibilities: 25
Equipment: Kevlar armor (fash­

ioned to look like armor plate),
TOU+7/17; dagger, damage value
STR+5/15; two-handed sword, dam­
age value STR+7/17; It. crossbow,
damage value21, range 3-10/ 100/200;
9mm Beretta, damage value 15, ammo
9, range 3-10/25/40; crucifix

Description: Though evidently a
productofCoreEarth upbringing (and
still connected toCore Earth),de Molay
acts like a relic from another age, still
believingverystrongly in chivalryand
the ideals of the Templars. Although
he wears modem armor, he disguises
it,and he prefers to use medieval~style
weapons whenever possible, relying
on the Beretta only in emergencies. He
isa masterofstrategy, and his men are
fanatically loyal to him.

Standard Templar (French)
DEXTERITY 9
Beast riding 10, dodge to, fire com­
bat 11, maneuver 10, melee weap­
ons 12, missile weapons 10, un­
armed combat 10
STRENGTH 8
TOUGHNESS 9
PERCEPTION 8
Language (Arabic) 9, language
(French) 9, scholar (Templar lore) 9
MIND 7
Willpower 8
CHARISMA 7

SPIRIT 9
Faith (Catholic) 10
Additional Skills: three at +1 adds
Possibility Potential: some (25)
Equipment: Kevlar armor (fash-

ioned to look like armor plate),
TOU+7/16; dagger, damage value
STR+5/ 13;broadsword,damage value
STR+6/ 14; It. crossbow, damage value
21, range3-10/1OO/2oo; 9mm Beretta,
damage value 15, ammo 9, range 3­
10/25/40; Uzi, damage value 17,
ammo 11, range 3-15/40/100

Note: A few of the FrenchTemplars
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are connected to the Cyberpapaey
rather than Core Earth, but they have
rejected the Cyberpope and have re­
moved their cyberware.

Blasphemy in
the Heavens

Oneof Malraux's earliest ambitions
was the implementation of a space
program to rival that of Earth's super­
powers, with thegoalofboth monitor­
ing the actions of his enemies and
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spreading the power of the COONet.
Early efforts to accomplish this met

with failure. After the first few com­
munications satellites were launched
into space, Storm Knight and Resis­
tance sabotage came extremely close
to wrecking the shuttle program and
did result in the destruction of a num­
ber of valuable payloads. Malraux's
plan to immediately spread the
GodNet through every computer on
Earth (an overly ambitious scheme, to
say the least) had to be put on indefi­
nite hold.

But the Cyberpope and his scien­
tists persisted in their efforts to claim a
share of space, and the result of their
labors was the space station which
now shares the name of Malraux's
satellite network, Firmament. Built
around a huge telecommunications
satellite, the space station currently
boasts a crew of 25, and contains lab
facilities, COONet and standard com­
puter monitoring stations, a small
cyberware manufacturing facility, a
shuttle bay, a medical section, and
space for cargo storage. Once the
United Nations made it clear it would
not intervene in France despite Ger­
man protestations, Malraux was able
to move ahead with confidence and
the station was completed in an aston­
ishingly small amount of time (albeit
with the help of subverted NASA en­
gineers).

With the exception of 3327 and
Jezrael, none of the other High Lords
care a great deal about Firmament, the
concept of a space station being a bit
beyond their understanding. Not sur­
prisingly, the people most concerned
about the station are the Akashans,
who are concerned that the Cyber­
papacy might one day develop inter­
stellar technology and discover the
stargates.

They plan to put a stop to that,
when the time is right.

Although Malraux has postponed.
plans to expand the Net through the
space station, he does have his scien­
tists looking for ways Firmament can
be used to sabotage Nippon's com­
puter technology, as well as its na­
scent space program. How long 3327
delays before taking some action to
prevent the use of the station against
him is unknown.

Firmament Adventure Hook

The Resistance has received word
that a cyberware breakthrough has
occurred. in the research labs on Firma­
ment. However, all data on it is re­
stricted and stored. in heavily guarded
vaults in the Firmament construct in
the GodNet.

The Storm Knights are contacted.
and asked to jack into the 'Net and
follow the datapaths from Venasque
through the multitude of satellites in
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the network and finally into Firma­
ment itself to retrieve the information.
They are also warned that the inquisi­
tion knows the Resistance is after this
data, and 'Net monitors have been
instructed. to be especially vigilant.

The Knights successfully enter the
'Net, and fight their way past a multi­
tude ofCyberpapalGuardians to reach
the Firmament construct. But just as
they have reached. their goal, they are
assaulted by the Beast of the Apoca­
lypse. Locked in fierce combat, the
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Knights are stunned when the Beast
taunts them with the news every
decker fears: the Inquisition has suc­
cessfully traced their VX images back
to the locationsoftheir physical forms.
and will be breaking in any second to
slay the catatonic b<xlies of the heroes.
TheStorm Knights have to flee back to
their bodies or be trapped in the
GodNet until they die.

The Coming Days
The Cyberpapacy can be expected

to go from a potential threat to Core
Earth toanextremelyseriousone, with
Malraux eager for revenge on the rest
of Europe and aflame with the urge to
expand. The Tharkoldu demons are
exactly the propaganda tool he had

been hoping for, and Cyberpapal in­
cursions and conquestscan nowbecast
in the light of "'saving innocent lives
from those techno-demons of the Pit."

Expect Malraux to take advantage
of 33275 problems in CaWomia and
step up his program of sabotage
against Kanawa facilities. The
Cyberpope feels that it is imperative
that Nippon Tech be eliminated as a
threat prior to the return of the Gaunt
Man, as it is unlikely the Orrorshan
High Lord will look favorably upon a
stalemate between 3327 and Malraux.

In addition, exploration and map­
ping of the GodNet is set to increase
sharply as soon as the Angel-[)emon
war has drawn to a close, as Malraux
tries to learn just how to make use of
one of his most unique and powerful
assets.

As for the Akashan realm, Pope
Jean Malraux I is worned about his
"new competition.'" While all the in­
vading High Lords are worned about
the new reality trees and the deadly
Comaghaz virus, the Cyberpope has
more to fear. The heretical "Space
Gods" have not only stymied immedi­
ate expansion into the resource-rich
continent of South America, but they
threaten the basis of his faith. Their
hedonistic, sinfully fluid acceptance
of all religions - and not just that of
CyberCatholicism - and their scorn
of holy technology have convinced
Jean Malraux that the "Space Gods"
are nothing more than a blasphemous
race of evil devils who must be ex­
punged from the Earth.
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1111 ~~~lookOOhom~deto side, making sure his
brothers and sisters still
accompanied him. They
had experienced many

different sensations on behalf of the
gextdess this day, and Raal could smell
on the wind the scent of dead things.
Hedid not need toseethem to know it
was the fleshy dead ones and their
firesticks, yearning for release from
their barren existence.

Not having an understanding of
time as humans know it, Raal was
uncertain how long he and his tribe
had been walking. They had been in
the Northern Land when things sud­
denly began to change - without
warning, the optants' miracles ceased
to work, and thedead ones wereburn­
ing the village and slaughtering the
warriors. No longer hidden by the
Deep Mist, the lovers of Lanala were
tempting targets, while all about them
camals and borr akas began trans­
forming into strange creatures and
then falling before the invaders.

Raal knew that Lanala still held
sway in the Western Land, and he
gathered his people for the long trip
through the dead lands to sanctuary.
Many were gifting Lanala with panic
and rage, and, while he understood
the joy they found in these strong
emotions, they hindered the march by
theirbehavior. Heinstrocted hisgotaks
to slay them as a warning to the others
that Lanala wished them torejoin their
brothers in her domain, and all ener­
gies must bedirected toward that goal.

They had been assaulted by the
humans many times on the journey,
and lost several of the bibe. Others
had changed for no apparent reason,
and began toying with the dead things
left behind by the attackers. Raal or­
dered them cast out of the bibe and
left to die.

Now the enemy was just ahead,
filled with fear and hatred and, in
Raal's eyes, as close to Uving as they
would ever come. He instructed his
optant to bless the tribe with increased
strength, but the miracle inexplicably

failed. U it was lanala's will that they
fight in her name, but without benefit
of her blessing, so be it. Raal motioned
his warriors forward, relishing the
thought of the pain that would be
inflicted and received for the goddess
this day.

State of the Realm
Although Baruk Kaah is in that se­

lect group of High Lords who have
seen some major expansion of their
realms, he has also suffered more tell­
ing defeats than any other Possibility
Raider. In the first 18 months of the
war, Kaah has seen two of his three
maelstrom bridges come down, a hot
war with Nippon Tech, and the birth
of several rebellions against his rule.
He has been (unknowingly) betrayed
twice by his Darkness Device, Rec
Pallen, and he has been forced intoan
uneasy alliance with the Tharkoldu.

The positives for Kaah have been a
moderately successful campaign to
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wheelieand fly oversomegnarled roots,
skid up a slope, and duck into a cave. I
hear the party march on down the path,
and know I'm safe .•.

"That's when 1 hear the growl be­
hind me. There's nothing worse thana
carnal whose sleep has been dis·
turbed."

One side effect of the stelae that
have been destroyed has been an in­
creasing number of transformed
edeinos traveling about. Someof these
have joined Storm Knight parties in
combatting the High Lords, whileoth­
ers are acting as spies for the Saar
among the Core Earth forces. Perhaps
the most unusual of these transformed
edeinos is the one known only as
"Elvis," who modelled himself after
the legendary rocksinger. Despitecon­
certed efforts by edeinos hunting par·
ties to track him down and slay him,
he has eluded pursuit. Besides the fact
that he is acting as a storyteller, the
edeinos despise him because they are
fairly certain that "blue suede shoes"
are dead things.

Elvis the Edeinos
DEXTERITY 10
Beast riding 11, dodge 12, long
jumping 11, maneuver 12, melee

The ustem Land

34°N,76°W
36°N,noW
38°N,TrW
41°N,74°W
47"N,76°W
44°N,SOOW
42°N,83°W
38°N,88°W
41°N,94°W
44°N,9Q"W
47"N, ll7"W
49"N,82°W
52"N, 79"W
55°N,S'rW
52°N, 'XY'W
WN,93°W
46°N,96°W

Current positions of Living Land stelae are as follows;

The Western Land

34°N,114°W
37"N,112°W
3S"3OsN,I06°W
38"N,I02°W
44°N,I05°W
4soN,I12°W
SI°N,118°W
4O"N,109"W
42°N,114°W
46°N,ll7"W
53°N,127"W
48°N,128°W
44°N,12rW
44°N,l2SoW

S telae Placement

cartoonists, and bards of all sorts. Af­
ter brutally murdering these men and
women, the storytellersare hung from
trees as warnings to others. While there
are no accurate figures, it can be as­
sumed that this slaughter-spree has
significantly slowed the tearing up of
stelae in the Eastern Land. With story­
tellers not there to spread tales ofglory,
the people cannot be refilled with pas.
sibilities,and thus their lives are at risk
from a second transformation. It is for
that reason that Storm Knights in the
Eastern Land have been making pil­
grimages toSouth America in the hope
of obtaining reality trees.

"It's a dangerous profession, that's
for sure," storyteller Evan Gore has
been quoted. as saying. "I'll be riding
through the jungle on my chopper,
trying to steer in that damn mist, and
the next thing I know, hrockt spears
are flying. I duck my head and let out
the throttle, and 1can hear the lizards
behind me, screaming loud enough to
drown out the engine noise.

'11ten I've got a choice: head for
safety and risk leading the edeinos to •
resistancecommunity,ortrytok:Jsethem
in the mist. I choose the latter - the
people in those villages rely on me, and
I can't put them in danger. So I pop a

The Eastern Land
Thedefeat ofBaruk Kaah's forces in

Silicon Valley apparently inspired
Storm Knights in the Eastern Land to
strike at the Saar. Within four months
of the invasion, Knight parties had
ripped up a stelae in Canada (near the
shores of Hudson Bay) and a stelae
near the southern border of Virginia.
This prompted Kaah to order increased
security around the interior stelae,
made up of flame warriors, gospog,
and ravagonson loan from Thratchen.

The Eastern Land has also been the
site of Kaah's storyteller elimination
program_ With the help of Orrorshan
"'advisors," edeinos have been stalk­
ing the jungles seeking out authors,
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eliminatestorytellers inhis realms and
a tremendous expansion into Nevada,
Arizona, Montanaand Wyoming. This,
combined with the actions of Storm
Knights in blocking Nippon plans in
the west, has allowed Kaah to retain
his position as Saar of the edeinos (at
least it seems to be Kaah - see 'The
Vengeance of Thrakmoss,'" below).

BarukKaah
DEXTERITY 16
Beast riding 19, dodge 18. long
jumping 18, maneuver 20, melee
weapons 21, missile weapons 20,
running 17, stealth 20, swimming
17, unarmed combat 21
STRENGTH 19
Climbing 21, lilting 22
TOUGHNESS 18
PERCEPTION 13
Evidence analysis 14, find 19, sur·
viva118, test of will 19, willpower
18
CHAR1SMA14
Persuasion 17. taunt 16
SPIRIT 20
Faith (Keta Kalles) 28. focus 25, in­
timidation 23, reality 35
Possibilities: 60 (or more, if he has
recently lapped his Darkness De­
vice; see page 88 of the Torg
Rulebook).
NaturaJTools:c1aws,damagevalue

STR+3/22; teeth, damage value
STR+2/21; tail, damage valueSTR+1/
20

Equ.ipment: Itrockt spear, damage
value STR+3/22
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weapons 14, running 11, stealth 12,
unarmed combat 13
STRENGTHlO
ClUnbrngl2,liftingl2
TOUGHNESS 11
PERCEPTION 8
Fmd 11,land vehicles (motorcycles)
12,language 11, tracking 10
MlND8
Artist (musician) 13, survival 11,
test 10
CHARlSMAlO
Charm 13, persuasion 13, taunt 12
SPIRIT 10
Faith ('The Big Man Upstairs") 13,
reality 17
Possibilities: 10
Natural Tools:claws,damagevalue

STR+3/13
Equipment Harley (Tech 22, speed

value 160/100/13, pass. 2, TOU 14);
gilltar; kJ1apsack; batterypack /0,gill'"

Quote: "Baruk Kaah ain't nothing
but a hound dog, crying all the time."

Kaah's plans for the Eastern Lands
include a raid on Detroit launched

from the Land Below, and increased
vigilance in the northern reaches, as
the High Lord does not for a moment
believe Cyberpope Malraux's assur·
ances that he will not spread his realm
south from Quebec. The proximity of
a CyberpapaJ maelstrom bridge has
Kaah extremely nervous, and his most
trusted lieutenants in theEastem Land
have been instructed to monitor the
area known as "Tornado Alley" (the
reality storm area between the Uving
Land zonesand theCyberpapal zones)
and report any change to him as soon
as possible.

Kaah has also been having difficul­
ties in New YorkCity, and these can be
expected to increase in the coming
months. Mobius has ignored theSaar's
warnings to withdraw his shard hunt·
ing teams from the city, and they can·
tinue to plunder the Metropolitan
Museum of Art and oth(.r sites, acca·
sionally coming into conflict with
edeinos. In addition. the street gangs
have become restive of late, with a
splinter group of the Links burning
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gospog fields in Central Park and de­
stroying a number of third·planting
gospog. This has sparked concerns
within the New York Metropolitan
Protectorate that edeinos attacks on
the area might increase, but so far this
has not taken place. It is possible that
Kaah's problems in the Midwest and
the Western Land have distracted him
from dealing with this increasingly
explosive situation.

One threat that has been dealt with
has been the useof the Delaware River
by the Spartans to ferry supplies. The
edeinas are now firmly in control of
New York riverfront tows, stretching
from Narrowsburg to PortJervis, mak­
ing it impossible for the Spartan ca­
noes to make any landings. In addi·
tion, aquatic Living Land creatures
now populate the deeper portions of
the river, making traveling the waters
dangerous. The National Park Service
headquarters in MilanviUe, PA has
been burnt to the ground, and those
resisting the edemos in this area are
now scattered and disorganized.
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The Northern Land
Theoriginal conquest of the North­

ern land,accomplished with thedrop­
ping of a maelstrom bridge in Fort
Providence, was theresult ofa master­
ful bit ofdeception by Angar Dthonan
and has led to Baruk Kaah's most ig­
nominious defeat. Uthonan, seeking
tospur Kaah to squander his resources,
convinced him that taking an area of
Canada with virtually no population
would force Core Earth troops to
spread their efforts and fight a multi­
front war.

This was, in part, a success ­
Canada did have difficulty dealing
with the invasion, and theirconfusion
may have helped Malraux drop his
realm into Quebec:. And Kaah was
able to take advantage of the isolated.
nature of the Northern Land to per­
form experiments with osthangs and
flame warriors. However, the edeinos
themselves were now spread too thin,
and Kaah was unwilling to divert suf­
ficient resources to protect the stelae
areas. This strategic decision tvould
lead to the collapse of two pure zones
and a tremendous blow to the Saar's
prestige among his people.

Organized resistance to the edemos
in Canada was led by a transformed
Nile hero known only as "Major
Mapleleaf." A former Mountie,
Mapleleaf rallied the other members
of his organization and those Canadi­
ans who had taken to the wilderness
in the wake of the invasion and began
a successful series of hit-and-run at­
tacks against the edeinas.

Major Mapleleaf
DEXTERITY 15 (12)
Beast riding 16,dodge 16. fire com­
bat 18, melee weapons 16, missile
weapons 17, stealth 16
STRENGTH 11
TOUGHNESS 10
PERCEPTION 10
Evidenceanalysis 12, find 11, track­
ing 13, trick 13
MINDS
Survival11, test 9
CHARISMA 12 (9)
Charm 15, persuasion 14, taunt 13
SPIRlTI0
Intimidation 12, reality 14
Possibilities: 24

Inclination: Good
Powers: two super-attributes,

added to Datmty and Charisma, for
an adventure cost of 6; chameleon
power in jacket, adventure cost 5 (sty­
mie flaw worth three possibilities ­
the death or serious injury of a fol­
lower; stays until end ofscene or until
it is revenged)

Equipment: padded jacket (Nile
gadget), armor value TOU+4/14, and
chameleon power (value CHA+5/17,
range self, duration six rounds); .455
Webley revolver, damage value 15,
ammo 6, range 3-10/15/40; modern
compound bow, damage value
STR+7/17, range3-10/100/250;spear,
damage value STR+4/14, range 3-5/
25140

Mapleleafs activities attracted the
attention of both Kaah and Storm
Knights. A party of edeinos and
stalengers weredispatched to ambush
Mapleleaf and his band, but were
stopped by Knights. With the aid of
information provided by the Mountie,
the Knights proceeded to tear up the
southern-most stelae in the Northern
Land, causing the collapse of the Fort
Providence bridge.

Rec Pakken, sensing what was 0c­

curring.. was able to sever the connec­
tion between the bridge and Takta
Ker, and an immediate exodus of
edemas and other Living land crea­
tures from Canada to the Western Land
began. Core Earth troops took advan­
tage of this to harry the edeinas' col­
umns, delaying their progressand kill­
ing large numbers of Jakatts. Very few
survived to make it south.

Major Mapleleaf is now focusing
his attentionson the Cyberpapal zones
around Quebec, and Malraux's repre­
sentatives there havealready branded
him a heretic (a title he bears proudly).

The Vengeance of
Thrakmoss

Baruk Kaah's setbacks have led a
numberofedeinos to tum against him
(for more informationon this, see "The
Western Land," below). But no oppo­
nent proved to be more dangerous or
lethal than Thrakmoss, and at this
point, it is still unclear whether or not
he was successful in the lnfiniverse. It

isquite possible that theSaarcurrently
ruling the edeinos is in factThrakmoss
clothed in Baruk Kaah's form.

Using the power of Death roused
by him on Tuta Ker, Thrakmoss was
able to travel down a dimthread into
Chicago. There, he and his cult of Rec
Stalek kidnapped members of the
Great Neck resistance community, in­
tending to sacrifice them to Death as
part of a ritual that would place his
spirit in Kaah's body. It is known that
edeinos loyal to Baruk Kaah and par­
ties of Storm Knights opposed
Thrakmoss, and there was a major
battle in the Temple of Rec Stalek on
Takta Ker. As yet, reports have only
begun to flow in from these parties,
and it isunknown whetherThrakmoss
succeeded in his vile plot. If so, the
Living Landcan beexpected tochange
radically over the next few months,
with the edemas adopting the use of
dead weapons and the probable less­
ening of the severity of the Deep Mist.

RecPakken
It would have been impossible for

Thrakmoss to have moved his plan
forward were it not for a decision by
the Living Land Darkness Device, Rec
Pakken, to look the other way. The
Devicehasgrowndisgusted with what
it perceives as Baruk Kaah's inability
to visit sufficient amounts of destrue-­
tion upon this new world, and has
begun casting about for a new High
Lord to replace him.

Along with the Kefertiri Idol, Rec
Pakken has been exploring the Land
Below, hoping to find a sufficiently
brutal candidate (see Chapter Four,
'The Nile Empire"). But given the
proximityofNippon,Cybe<papaland
Tharkoldu zones, Rec Pakken is impa­
tient to find someone to take Kaah's
place, and was willing to give
Thrakmoss the opportunity to prove
his worth.

lfBaruk Kaahsurvived Thrakmoss'
assault, he must suspect that Rec
Pakken was aware of what was going
on. This may result in a wedge being
driven between the Saar and his Dark­
ness Device, something the Storm
Knights could possibly use to their
advantage.34.
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RecPakken
OEXTERITYO
STRENGTH 0
TOUGHNESS 200
PERCEPTION 20
Evidence analysis 30, find 28, trick
38
MIND 35
Test 45, willpower 50
CHARISMA 4ll
Charm 47, persuasion 43, taunt 50
SPIRIT 55
Faith (The Nameless One) 65, focus
70, intimidation 60, reality 70
Possibilities: Untold thousands
Powen: All powers listed on page

88 of the Torg Ru'tbook.

The Western Land
Most of BaNk Kaah's plans and

schemes have revolved around the
Western Land, and he is striving to
accumulate sufficient possibility en­
ergy to allow him to have another

bridge dropped in this area to replace
the one that was destroyed. His desire
to completely conquer this area has
led him into an unholy alliance with
Jezrael and the Tharkoldu, as well as
to alienate a number of his followers,
who are repelled by his apparent will­
ingness to work with those who love
dead things. (In truth, Kaah has every
intention of betraying the Tharkoldu
as soon as Nippon is crushed, some­
thing which is unfortunately not a se­
cret to Jezrael.)

In terms of stelae area, Kaah has
enjoyed Significant expansion in this
area. Following the loss of the Sacra­
mento zone and the Western Land
bridge to the forces of Nippon Tech
(see Chapter Five, "'Nippon Tech'"),
the High Lord began looking else­
where for territory to conquer. With
the benefit ofadvice from Thratchen's
agents, Kaah ordered the planting
sevenstelaein the Western Land.These
served to extend hisdomain asfareast
as the Kansas/Colorado border, in-

duding chunks of Arizona and New
Mexico. A new maelstrom bridge has
been dropped into the vicinity of Den­
ver,CO,andJakattshavepoured down
from Takta Ker and transformed the
new stelae areas to dominant zones.

OneofKaah's earliest plots was the
use of benthe to control the emotions
of Living Land creatures. Stoked into
a rage by the small organisms, the
beasts would then rampage against
edeinas tribes that weredisloyal tothe
High Lord. This plan was defeated by
Storm Knights in the area, answering
Delphi Council requests to adhere to
the Storm Knight Registration Act.

The edeinos have also been unsuc­
cessful in planting two newstelae,one
in Tennessee (see "'Breaking New
Ground" in Full Moon Dnnv) and one
inCentral City, NE, which would have
resulted in the United States being cut
in hall.

The ongoing war with Nippon 0c­

cupies much of Kaah's time, as the
edeinosworktodislodge3327sagents
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from Sacramento, while Kanawa ex­
ecutives devise new and more devi­
ous ways to wipeout the Living Land
denizens. Storm Knight intervention
prevented a Nippon plot to poison the
water supply in Oregon, thus killing a
score of edeinos and hundreds of re­
sistance community members. With
the techno-demons from Tharkold
pressuring Nippon from the south,
Kaah has ordered efforts to undo the
"Miracle of Sacramento" redoubled.

A number of edeinos groups have
joined with the Fresno tribe in oppos­
ing Baruk Kaah and his plans. Some
have joined. with Storm Knights and
Core Earth forces, feeling that the in~

vasion of Earth was not the will of
Lanala, but rather the action of the
dead thing to which the Saar has en·
slaved himself. Others believe the in­
vasion could becarried out with much
more efficiency, and have splintered
off from the main body of Jakatts to
follow other leaders. Kaah has reacted
swiftly and violently to this develop­
ment, and a number of ambitious
edeinas have met untimely endsat the
hands of the Saar's elite guard. The
common method of disposal is to tear
the offender to pieces and leave his
various parts in a pile in the center of
the rebellious village. So far, this does
not seem to have discouraged grum­
bling against the Saar, but, with the
exception of Thrakmoss, there have
been few active insurrections.

Future plans for the Western Land
include further expansion into Ari­
zona and New Mexico, and possibly a
push toward Texas to threaten the seat
of the US government. Kaah is not
overly concerned about Tharkold at
this point - he feels that, with their
realm being sostrong, his forces would
be able to crush both the techno-de­
mons and the Race with little diffi­
culty. He has no intention of doing so,
however, until Jezrael has fulfilled her
bargain with him - the complete de­
struction of Nippon Tech's holdings
in California.

As noted above, Kaah is worried
about Malraux's efforts in Canada. He
has rejected offers of aid against
Nippon by the Cyberpope, and has
been informed by stormers that
Malraux points to the Living Land as
a place conquered by the Evil One.

Kaah believes that a few successful
raids in the Quebec area would put
Malraux in a difficult position, forced
to explain how his forces were unable
tostoptribesofsavage "demons" from
menacing the faithful.

Core Earth
Most of the events taking place in

Core Earth during the first 18 months
of the war will be covered in detail in
the upcoming Delphi Council World
Book, Volume I. However, four aspects
of the current world situation have
had their roots in lnfiniverse, and so
are collected here.

The High Lord of Earth

A year after the initial invasion,
Malcolm Kane, former minion of the
Gaunt Man, made his bid for power.
Feeling that he had been spurned by
his master, Kane allied himself with
an Orrorshan sorcerer named Kibos
and launched a search for Core Earth's
Darkness Device. His plan: to make
himselfa High Lord, carveouta realm,
and eventually frustrate the Gaunt
Man by becoming Torg himself.

He found something quite differ­
ent than what he had bargained for: a
battered, amnesiac Darkness Device
from a conquered cosm which, was
convinced it was the Aztecgod of war,
HUitzilopochtli. Willing to play along
for the sake of sharing in its incredible
power,KanebecametheDevice'sHigh
Priest and began to return part of
Mexico to the days of the Aztec Em­
pire.

Unfortunately for Kane, he was
pursued by Storm Knights who had
followed his trail from Orrorsh. In a
pitched battle atop Huitzilopochtli's
temple in the ancient city of
Teotihuacan, thepl'Oto·High Lord was
defeated by the combined mightof the
Knights and slain. The Darkness De­
vice, in tum, was tricked into return­
ing to its own devastated cosm, where
it is believed it will pose no threat to
Earth in the future.

(The results of High Lord of Earth
recorded here were compiled by tabu­
latingthosesubmitted on the response
forms included with the adventure.

High Lord resulted in the single high­
est total for a true/falsequestion in the
history of Torg, with the creation of the
Aztec Empire coming in at False (%).)

The Storm Knights'
Registration Act

Oneof the first actionsof the Delphi
Council was the creation ofa measure
which would requireaUStonn Knights
operating within the United States to
register with the government. The
stated reason for this was that, in a
time of war, the government had a
right to know what resources it might
have at its disposal at any given time.
Those who signed were promised fi­
nancial and other aid from the Delphi
Council, and those who refused were
threatened with censure and outlaw
status.

Despite the resistance of most Stann
Knights to this measure, Congress (in
the aftennath ofa bentheassault on that
august body) did give its approval to a
slightly watered down version of the
bill. Although it strictly limits punitive
actions which can be taken against non­
registering Knights, there are docu­
mented cases of "Sweeping Crews" at­
tacking Knight parties who were sus­
pected of aiding resistance communi­
ties or "friendly" edeinos tribes. No ac­
tion has been taken by Congress to in­
vestigatethesereports,anditisbelieved.
that the Delphi Council may be block­
ing any efforts to do so.

The Storm Guild

In the wake of early defeats in the
war, the need for some sort of organi­
zation and finandal support forStorm
Knights became increasingly evident.
Onestepwas taken in this direction by
a mysterious woman known only as
"The Guildmaster," who has master­
minded the creation of an organiza­
tion known a5 TheStonn Guild, based
in Honolulu, Hawaii.

Little is known about the Guild~

master or her group. There have been
reports that she recruits both Stann
Knights and stonners - and even tal­
ented ords - to accomplish her mis­
sions, offering the inducement of large
sums of money (the size of her per­
sonal fortune is said to be Virtually
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incalculable), She is said to tolerate no
rebellion among her staff, which is
said to number in the hundreds. It is
also believed that she keeps dossiers
on Storm Knights, both those in her
service and those yet to be offered her
"sponsorship." As yet, no Storm
Knight has reported attempts at coer­
cion on the GuiIdmaster's part, but
she is an aggressive recruiter.

The Five Realms

In the early days of the war, a new
roleplaying game appeared from a
small company called S&:W. EntiUed
1M Five RDllms, the game offered the
players thechance tobeStorm Knights
battling the lon:es01theCyOOpapac)',
Orrorsh, the Uving Land, the Nile
Empire, and Aysle(Nippon Tech was
not included, perhaps because the US
government has never officially ac­
knowledged that it is a realm).

The game was not only timely, but
eerily accurate, as published adven·

lures began to reveal details of High
Lord plots that only confidantes of the
invaders (or the Stonn Knights in­
volved) could have beenaware of. Just
as the game's popularity had seem­
ingly reached its peak, the creator, Jeff
Mills was kidnapped by Nippon
agents. Knights speculated that per­
haps the Kanawa Corporation was
interested in discovering just where
Mills was getting his infonnation.

Later, Mills just as mysteriously
reappeared, now the focus of Delphi
Council attention. Rather than submit
to "debriefing," Mills and his staff
vanished into Oregon, and are con­
tinuing to publish the game through
black market channels.ln recent weeks,
new versions of the boxed set entitled
'The Seven Realms," and featuring
the Space Gods and Tharkold, have
appeared.

There is even a rumor that an ex­
pansion set (including a new Japanese
realm) is floating around, but no game
distributors admit to seeing it.

Biosphere II
One of the most fascinating scien­

tific projects tobe begun since the start
of the war is the research centerknown
as Biosphere II. Located on a 2-1/4
acre ranch 30 miles north of Tucson.
AZ (still a Core Earth dominant zone),
the structure was intended to be a
blend of biology and technology, a
miniature world in which experiments
could be done on the "greenhouse ef­
feet" and other environmental threats
to the world.

Within the centerare seven climate
zones, each with its own flora and
fauna: a tropical rain forest, savanna,
fresh and saltwatermarshes, an ocean,
fog desert, farming area and human
habitat. Thirty-E:ight hundred species
of animals and 250 typesof insects are
contained within the 5 million cubic
feet ofthe complex. Monitored by5000
sensors, it was believed that the staff
would be able to better understand
Earth (Biosphere I) through the work
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done here.

In the early months of the war, this
private institution was taken over by
the Delphi Council, which has since
replaced the staff with government
scientists. Among the experiments
currently being conducted. here are
tests on edeinos being held in the rain
forest area, to determine how they
"create" the Deep Mist; tests on cap­
tured Nile residents with pulp pow­
ers, to get at the exact nature and limi­
tations of those powers; and studiesof
Ayslish sorcerers and the nature of
magical energy. It is believed that all
of the subjects of these experiments

are being held against their will.
The center is now guarded by 100

Spartans, with a number of the work­
shop areas having been converted for
their use and exterior barracks built to
accommodate them. In addition, the
town of Oracle, where the complex is
located, has beendeclared off-limits to
non-DelphiCouncilemployees. Acon­
tingent of US Marines is currently in
place in Oracle to enforce this direc­
tive.

BlosphereDispoweredby3.2mega­
watts of electricity, with computers
keeping temperatures and humidity
levelsconstant.Ocean tides and waves

are mechanically generated, and arti­
ficial rain stored in tanks for distribu­
tion as required.

Biosphere II Adventure Hook

Investigators into the nature of
magic at Biosphere D have inadvert­
ently drawn the wrath of mage-kill­
ers, that peculiar breed of monster
whose sole purpose is the slaying of
sorcerers (see Cretltures of Aysle). It
seems that Ayslish investors in the
conjuring fuhlres market fear that the
Biosphere experiments might lead to
the creation of new wizards, which
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S telae Placement: Tharkoldu and Akashan Realities

Here are the latitude and longitude coordinates for the Tharkoldu
stelae placement in Los Angeles:

34°N,118°W
34°N,116°W
35° ,11'rW

would drive the prices of their shares
down and create an Aysle-wide de­
pression. Thus they have taken the
unusual (and dangerous) step of hir­
ing mage-killers to kill the sorcerers
being used as test subjects, and any
staff member who might get in their
way as weU.

Learning of this while in Aysle, the
Knights must make their way to Ari­
zona and stop the mage-killers before
they lay waste to the center and its
occupants in their bloodlust.

Looking Ahead
How long Baruk Kaah stays in

power and is able to keep his realm a
viable one depends on how well he
deals with Jezrael and Malraux, both

of whom have now staked. claims in
North America and have offered their
aid against Nippon. Kaah must form
an alliance with at least one of the two
of them, and risk being caught in the
middle of a four-way conflict which
would surely lead to his destruction.

Inaddition, Kaahissaid to begrow.
ing increasingly concerned. about the
Land BeJow, a place said to be filled.
with primitives who would have little
trouble functioning even under the
harsh laws of Lanala. Already, there
have been attacks on the Living Land
from that quarter, and it is only a mat­
ter of time before Kaah will be forced
to respond in kind.

To keep the glassed-in areas from
burstingdue to hot airexpansion, iglocr
shaped buildings on either side of the
main structure are equipped with steel
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plates riding rubber doughnuts, which
go upand down as the air expands and
contracts. In this way, they act very
much lil<e lungs ",,!he building.

Space Gods and
Tharkold

The two newest realms to enter the
lnfiniverseofTorgare the "SpaceGod"
(Akashan) realm inSouth America and
the Tharkoldu realm in Los Angeles,
CA. Neither of these is receiving ex­
tensive attention in this volume, only
because neitherexisted. during the first
18 months of the war covered here.

However, lnfiniverse subscribers
were the first to discover that strange
apparitions (actually mental projec­
tions) of Those Who Wait had been
seen around Machu Picchu. Theywere
also the first to learn that a dimthread
had beendropped from theTharkoldu
cosm,and a techno-demondispatched.
tomeet with Thratchen, the first warn­
ing that Tharkold planned. a return to
Earth.

For more information on Tharkold
stelae and Anshan reality trees, see
the TMrkold and Spoa Gods SOUl'Ce-­

books.

And here are the coordinates for the Akashan reality trees. Keep in
mind that, because reality trees are not stelae, they need. not be placed in
a triangular pattern, nor is there a mandatory distance that must be kept
between them.

5"5, 75°W
6"5,81°W
6°3055, 77"W
6°3055,74°W
8"5,76°W
7'5, now
6"5,70"W
9"5,7O"W
8"5,68°W
11"5,75°W
11"5,66°W
12"5,72"W
12"5,69"W
13"5,74°W
15"5,73°W

14"5,71°W
13"5, 67"W
17"5,71°W
16"5,66°W
18"5,67"W
21"S,68°W
22"5,66°W
24"5, 69"W
24"30sS, 67"W
26"5, 69"W
26"5, 67"W
28"5,68°W
29"5, 7O"W
29"5,65°W

32"5,70oW
33OS,65°W
35"5,700 W
36OS, MOW
37"5,71°W
38OS,63°W
40"5, now
41"5, WW
42"5, now
43"5,68°W
45"5, now
46"5,68°W
48"5, now
5O"S, 69"W
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CHAPTER FOUR

The Nile Empire~
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1.1 n the parlance ofthe un-derworld,Jake Faith isan
enforcer. It is his job to
instill fear. through vio­
lence or threats of vio-

lence. He works for whomever offers
him the most royals,and hethoroughly
enjoys his chosen occupation.

But today. Jake runs down a Cairo
alleyway. heart pounding in hischest,
lungs fighting for air, sweat pouring
oHhis brow. Today, for the first time,
Jake Faith knows the true meaning of
fear.

He wheels around the romer, his
eyes darting backand forth as he looks
for anopen doorway, a bar, someplace
he could duck into and get away from
his pursuer. There are none - even in
this city. the nightspots close eventu­
ally.

He struggles to remember the lay­
out of the neighborhood. The next al­
ley ends in the brick wall of a tene­
ment, and there's a fire escape that he
could climb. Once on the rooftops, he
could find a way to escape. For a mo­
ment, he felt wildly grateful that he
wasn't tangling with one of the guys
who could fly.

He slOds into the alley. He can hear
the measured steps of the hunter on
the street - how did he find him so
quidcly? He embraces the blank brick
wall, reaching for the rusted metal of
the ladder.

Reaching, but not finding. The fire
escape is jammed, the bottom rung of
the ladder just beyond his grasp. And
now there's nowhere left to run.

Fear turns the comer.
He wears a broad-brimmed black

hat, and dark garb that seems to melt
into the shadows. The eyes are pierc­
ing and the voice is cold like a winter
wind. He is not fatigued by the chase;
he is amused.

"Your race is run, Jake," he says,
moving his hand slightly so that the
glow of the street lamp reflects off the
automatic he holds. "Now we will
la1k.•

'1 don't know nothin'!" Jake pro­
tests, all bravadogone. He has a gun in
his pocket, but does not dare reach for
it. He has seen what the Whisper does
to fools.

"A statement not ordinarily open
to debate," the Whisper replies with a
mirthless chuckle. "But you were in

the Blue Hawk withan officeron leave
from Super Battlegroup Mobius. He
had been drinking heavily, and you
were asking all the right questions. I
want his answers."

Jake ran a bluff. "He didn't say
nothin', Whisper, I swear! Just some
stuff about the Mecca massacre, stuff
that was in the Oarion!"

The Whisper drew closer. Jake felt
like the Mystery Man'seyes weredriv­
ing him back into the wall. "You area
liar, Jake. I do not like liars. Where J
come from, we shoot men like you in

ways that allow them to suffer for a long
time before they die. We call that justice
in Terra."

Terror somehow lent Faith courage.
"Youcan'tdothat,Whisperl Igotrights!"

The Whisper's rasping voice grew
even quieter. "Yes, you do, Jake. You
have the right to tell me what I want to
know, before I grow impatient. You
have the right to walk out of here on
yow own two legs if you do, and no
one need know that you talked to me.
I will use your knowledge to right a
wrong.
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'1:f you wish to remain silent, Jake,
you have only the right to bleed."

Jake Faith had been many things in
his life: thief, henchmen, smaU-time
hood with big plans. He had never
stepped in front of a speeding bus, or
put himself between a slug and a
squealer. He thought for all of two
seconds before singing a song in the
right key.

And the Whisper laughed ...

State of the Realm
Dangerous. Unpredictable. Glori­

ously insane and invariably lethal.
Phrases that have been used to de­

scribe both the Nile Empire and its
masked High Lord, Dr. Mobius. The
Terran expatriatehas carved his Tenth
Empire in the sands of North Africa,
mixing the magic of ancient Egypt
with the bizarre weird science and
pulp figures of his native cosmo The
resuJt has been a realm where Storm
Knights have numerous opportuni·
ties to foil the plans of a Possibility
Raider, as weU as the introduction ofa
wild card into the already strained
relations between the High Lords.

S telae Placement

Mobius has relied on a number of
elements for hissuccess: weird science
gizmos that tilt the balanceofpower in
his favor in most conflicts; huge
battlegroups armed with 19305 tech­
nology; strange Egyptian magic; and
an almost pathological unwillingness
to devote all his energies toward a
single plan. Mobius thrives on insti­
gating twelve schemes at once, then
watching to see which one bears fruit.
In this manner, although some of his
plots may be frustrated, more subtle
ones are allowed to proceed unnO""
rieed.

A Realm Triumphant
In recent months, Mobius' combi­

nation of military might, complicated
strategy, and utter madness have re­
sulted in major gains for the realm in
three areas. This has more than made
up for minor setbacks, and even the
loss of an important stelae.

The Nuclear Card

In the wake of the initial invasion.
Libyan leader Muammar Qaddafi be­
lieved he had discovered a kindred
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spirit in Pharaoh Mobius. Here would
bean "Arab" leadercapableof uniting
the various nations of the Middle East
and leading them in a jihad against
Israel.

One can imagine his surprise when
Mobius' legiOns poured into southern
Libya, mowing down aU resistance
and marching inexorably toward Tri­
poli. In a desperate gambit, Qaddafi
ordered a nuclear bomb be planted in
the oil fields, and used the threat of its
detonation to blackmail Mobius into
halting the attack.

The High Lord agreed, with every
intention ofsomeday overcoming this
thermonuclear obstacle and continu·
ing his conquest. But Qaddafi under·
estimated his opponent's resolve, and
believed he had achieved a stalemate
which wouJd last - beyond appeal­
ing to some of his former allies (like
the Soviet Union) for economic and
military aid, he did nothing.

This was a mistake. Working from
rough sketches of a nuclear device
stolen from an IsraeU military base,
Mobius' scientists were able to devise
a means ofdisabling the bomb. Under
the cover of darkness, shocktroopers
dug up the weapon and it was ren­
dered harmless. Immediately thereaf-

Current latitude and longitude coordinates for Nile Empire stelae are listed below:

33°N,11°E
32°N, IrE
32°N,21°E
32°N,2rE
32°N,31°E
2B°30sN, 9"E
2B°30sN,14°E
2BoN,18°E
2BoN,24°E
28°N,28°E
28°N,33°E
29"N, 37"E
26°N,41°E
25° ,36°E
24°N,11°E
24°N,16°E
24°N,21°E
24°N,25°E
24°N, JOOE
23°30sN, 34°E

23°N,38°30s
E 23°N, 43°E
n O N,14°E
n O N,18°E
nON, nOE
n ON,27"E
n ON,32°E
2l°JOsN,37"E
2l"30sN,41°E
n O N,46°E
18°N,15°E
18°N,200E
l8"N,24°E
lSON,28°E
l7"3OsN,33°E
l7"3OsN, 38"E
lSON,42°E
15°N,18°E
15°N,21°E
15°n, 26°E

15°N,31°E
14°30sN,36°E
14°JOsN,40oE
14°N,4soE
12°N,19°E
12°N,23°E
11°30sN,28°E
11°30sN,32°E
ll oN,37"E
10"JOsN,4loE
8"3OsN,21 oE
8°N,25°E
7"3OsN,29"E
'r'N,34°E
7"N,38°E
SON,22°E
SON,26°E
40J0sN,31°E
4°N,3SoE
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ter, Battlegroup Sesetek poured into
northern Libya, facing only token re­
sistance.

In a panic, Qaddafi fled into Alge­
ria, seeking asylum (which was
granted). Mobius' agents were able to
plant additional stelae throughout
Libya, and the realm now extends into
thesouthem tipofTunisia. Largenum·
bers of transformations have taken
place in Libya, and the ranks of
BattlegroupSesetekhavebeenswelled
bydefections from Qaddafi's military.

Bridge to the Dead

Mobius' second major maneuver
was the dropping of a second mael­
strom bridge into the '1...and of the
Dead,H near the city of Aseb in Ethio­
pia. Troops under the command of
Colonel Hassed AI·Sidda were as·
signed to guard the bridge, and rapidly
acquired a reputation for their brutal
treatment of the native Ethiopians.

Although the new bridge provided
Mobius with some obvious gains

(easier access to the diamond·rich re­
gions of South America, for one), its
true purpose was to facilitateexplora­
tion of the mysterious Land Below.
The High Lord's agents constructed a
weird science levitation device near
one of the tunnel entrances to enable
the transport of men and material into
the caverns.

Mobius is a man who dislikes de­
feat, and the unexplained disappear·
ance of Major Hopten·Ra and his ex·
pedition to the Land Below has
plagued the High Lord since the war
began. The unwillingness of the
Kefertiri Idol to provide him with any
information on what lurked below the
jungles of Ethiopia puzzled him (see
below), and increased his determina­
tion to discover the secrets of this new
land.

Hassed AI-Sidda was ordered to
send a detachment of 100 men into the
Land Below. After an absence of three
months, the lone survivor of the expe­
dition somehow found his way back,
driven mad by the sights he had seen.

Though Al·Sidda dismissed his tales
of leopard men, strangemonsters, and
tunnels that seemed to go on forever,
Mobius believed there was at least
some grain of truth in what the crazed
shocktrooper said. Al-Sidda was pro­
moted totheofficeof regional marshall
of Battlegroup Red Hand.

Mobius is intrigued by the Land
Below, a place he believes must be
filled with untold riches and secrets
that could lead him to ultimate power.
Although the members of Al-Sidda's
old regiment are markedly reluctant
to travel into the tunnels, they have
been doing so with increasing fre-.
quency, feeling that risking death in
that tenible place is preferable to the
assured. execution that would await
them if they disobeyed the orders of
the Pharaoh himself.

The Mecca Massacre

Saudi ArabianGeneral Abdel Assad
reacted with disbelief when he was
handed the satellite reports, but their
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message was all too clear: Battlegroup
Neteru was on the move, heading to­
ward Mecca and a confrontation the
Arab nations had feared since thecom­
ing of Mobius.

Despite the fact that it lay within
the stelae boundaries of the Nile Em­
pire, Mecca, the Islamic holy city, had
been largely untouched by the High
Lord and his minions. Within its an­
cient walls, We went on much as it had
before the invasion, due largely to the
fact that it was a CoreEarth hardpoint.
But as Saudi, Syrian and Iraqi troops
began scoring small successes against
Nile troops, those in power knew it
was becoming more likely that Mo­
bius would strike at Mecca in an effort
to gain a psychological victory over
his foes.

Despite the objections of High
Priests Ahkemeses and Royal Builder
Muab, Mobius ordered that the whole
of Battlegroup Neteru be thrown into
the fight. The results were not surpris­
ing to the High Lord's military men­
battling ina region where their Tech 21
weapons were facing Tech 23 hard­
ware, the shocktroopers were ham­
mered by their foes, taking nightmar­
ish casualties and forced into retreat.

Itwas here that the CoreEarth forces
made their first mistake, attempting to
pursue Neteru's troops back toward
the Red Sea. Once in the Nile zones
(which had flipped to dominant as a
result ofthe recent militaryoperation),
the Saudi, Syrian, Iraqi and Jordanian
troops found their gunsceasing to fire,
their tanks stalling in the unforgiving
desert. Rallying, Neteru's men drove
them back into the city and prepared
to lay siege.

Mobius was not satisfied with a
stalemate. Hedispatched Battlegroups
Natatiri, Red Hand and Ramses to the
site, with orders to conquer Mecca or
level it. Having learned from their ex­
perience, Core Earth troops remained
within range of the hardpoint as much
as possible, lobbing artillery from the
heart of the city into the Nile lines.

Casualty figures continued to rise
among Mobius' forces, something the
High Lord responded to this by order­
ing three regional marshalls executed
forincompetence(oneofwhomwould
be replaced by Hassed AI-Sidda).

Crowing increasingly obsessed with
crushing the holy city,Mobiusordered
the construction of a huge statue of
himself in a martial pose as a monu­
ment to his eventual victory over the
Moslem troops.

Within Mecca, the situation began
to grow more desperate. Strafing runs
by Cu-88 Herusents against supply
convoys had led to shortages of food
and water in the city, and, despite the
pounding his armies were taking, it
was beginning to look as if time was
on Mobius' side. This was despite ef­
forts by both Cyberpope Malraux and
3327 (in a rare instance of cooperation
between the two) to provide arms and
equipment in an effort to crush Mo­
bius and eliminate him as a player on
the board.

Desperate,Syrian and Saudi troops
attempted to break the siege at the
BattleofJeddah, only to see their hopes
dashed when a lone MBll-Nekata
managed to evade Iraqi fighters and
drop a reality bomb upon the battle­
field. Entire annored columns sud­
denly ground to a halt, becoming no
more than easy targets for Battlegroup
Ramses' MK-l Aperehens and Mk-13
Kheperas.

Now convinced that victory was
truly in his grasp, Mobius played his
two trump cards: he ordered Super
Battiegroup Mobius to begin a very
conspicuous march toward the Red
Sea, as well as the activation of the
artificial sun for possible use against
Mecca. When reports of this reached
Mecca, Arab military commanders
were forced for the first time to con­
front the poSSibility that their sacred
city might be destroyed.

Valiant Stann Knight efforts led to
delays in the embarkation of Super
BattlegroupMobius. Byconvincingthe
High Lord that massive uprisings were
planned for Egypt and the Sudan in
the coming weeks, they forced him to
leave his troops in Thebes to deal with
any trouble that arose.

But his ploy had done its work.
With both supplies and morale low,
Mecca's defenders fell before a con­
certed attack by the four Battlegroups.
Nor was Mobius' effort hurt by the
intimidating effect of a single burst of
the artificial sun, which incinerated a

small area on the outskirts of the city.
A triumph it was for the Nile High

Lord, but an extremely costly one.
Battlegroup Neteru has been deci­
mated, and the other three military
units have also suffered severecasual­
ties. The nations of Islam have put
aside their personal differences and
united in opposition to Mobius. OPEC
has agreed to slashoil pricesas a means
of undercutting the Nileeconomy, and
terrorism directed against Tenth Em­
pire targets has increased sharply.

Most dangerous for Mobius is the
growing perception among the other
High Lords that his martial escapades
have left him dangerously vulnerable
and madder than ever before. Sources
in the Imperial Palace report that he is
planning horrible revenge on those
nations whose troops battled his at
Mecca, and a number of Battlegroup
officers are reportedly looking over
their shoulders for fear that they did
not conquer the city fast enough tosuit
the High Lord.

In addition, the Mecca expedition
may have diverted Mobius' attention
just long enough for Malraux to ce­
ment his plans for an invasionof north­
ern Africa.

The Jerusalem Factor

No one can enjoy success all the
time, not even Dr. Mobius. His most
telling defeat thus far has been the loss
of a stelae located adjacent to Jerusa­
lem, which has placed the strategi­
cally important Suez Canal back in
Core Earth hands.

'This particular stelae has always
been unstable due to its proximity to
Jerusalem, a major Core Earth
hardpoint (due to the fact it is a sacred
site for three major religions). While
the High Lord's troops wereoccupied
in Saudi Arabia, an Israeli strike team
uprooted the stelae, causing two tri­
angles to collapse. Israeli troops are
said to be massing along the Suez for a
possible attack against the Nile Em­
pire. It is doubtful Mobius will make
any concerted effort to recapture the
area in the near future, due to the
decimation of his troops in the Mecca
effort.
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The Hand of Dr.
Mobius

Asstated above, the Nile High Lord
is renowned for his ability to keep a
numberofplots running concurrent!y,
thus ensuring that no single defeat
will result in a serious setback.

Among the schemes hatched by
Mobius since the invasion have been:

-Adopting the disguise of
"Deathhawk:' Mobius led a popular
revolt against Wu·Han's troops in
Cairo. His success in this endeavor
earned him the trust of a number of
Stonn Knights and pulp heroes, who
he planned to lure to the Pyramid of
Giza and incinerate with his artificial
sun. Only swift action by a rarty of
Knights saved hundreds 0 people
from certain destruction;

- 'The creation of an apparent "time
machine;'" one so placed as to prove a
_pling target 10, Stonn Krugh". In
truth.. the device was a disintegration
box which caused those who entered it
tobe utterly destroyed. Over15 Knights
met their ends in that hellish chamber
before the truth was discovered;

-The use of a specially--designed
billboard to hypnotize foreign diplo­
mats into revealing classified infor·
mation;

-The kidnapping of the Soviet am·
bassador to Japan, in an effort to learn
the secrets of the Russian psychic pro­
gram, codenamed "Project Omen";

-Increasing research into the passi·
bility of constructing reality bombs
which would createwnesofnon·Nile
realities;

-The sponsorship of a number of
new villaingroups, including theTarot
Gang. pulp villains disguised as fig­
ures from the EgyptianTarot deck; the
Crescent Blade, a revival of the ancient
sect of Assassins; the Ra Warriors, evil
counterparts of the Terran Rocket
Rangers; and the Pharaoh Force, pulP'"
powered secret police;

- Thedispatchingof"weird science"
submarines to battleCyberpapal ships
in the Mediterranean.

Among Mobius' future plans are
efforts to capture African uranium
mines and the construction of ura·

nium.-etemium reality bombs which
would have much greater power and
a larger radius ofeffect; tentative plans
to block Malraux's designs on Africa
by conquering Greece and Cyprus,
thus threatening Italy; and, in his most
audacious scheme, gifting his fellow
High Lords with statues of himself­
statues that conceal weird science
giz.moswith theftarpower. These will
be used to drive the other High Lords
and their advisers into statesofirratio­
nal paranoia and lead to crippling in·
temal purges.

The Kefertiri Idol
Dr. Mobius' Darkness Device has

shown a willingness to do the unor·
thodox in its zeal to carry out the edicts
of the NamelessOne. Despitetherapid
success of Mobius (having conquered
ninecosms ina mere30 years), the Idol
was taking no chances that its High
Lord would prove disappointing in
the future. It began casting about for a
possible replacement, unwittingly
aided by Mobius himself.
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•
WhentheNileHighLordand Baruk

Kaah decided a link was needed be­
tween their two realms, the Kefertiri
Idol and Rec Pakken were instructed
to create a tunnel between the two.
Theireffortsresulted in an unexpected
event - the creation of a vast tunnel
network in the Earth created by the
possibility energy of the Darkness
Devices and the imaginations of the
people of this world. The caves al­
lowed access to a slew of fringe reali­
ties, and the Darkness Devices
watched, fascinated, asanentirely new
land revealed itself to them.

The Kefertiri Idol and Rec Pakken
have chosen to keep the existence of
the Land Below to themselves, which
is why the Idol has been ofsolittle help
to Mobius in his efforts to explore it.
Both Devices have dropped
dimthreads into the area, and are at­
tempting to develop a native ofone of
these new worlds into a candidate for
the position of High Lord and possi­
bly that of Torg as well.

How long the Idol will be able to
hide this duplicity from Mobius is
unknown, nor is it clear how Mobius

would react to this news. It is clear
that, while the Device is pleased with
the conquest of Libya and the creation
of more dominant zones, it considers
the conquest of Mecca to have been
wasted effort, barring the appearance
of any related benefits in the immedi­
ate future.

The Kefertiri Idol
DEXTERITY 0
STRENGTH 0
TOUGHNESS 225
PERCEPTION 30
Alteration magic 35, divination
magic 40, Egyptian religion 39, evi­
dence analysis 45, find 33, hiero­
glyphics 41, mathematics50, scholar
(master criminal) 45, trick 50
MIND 35
Apportation magic 44, conjuration
magic 46, engineering 50, hypno­
tism 55, test SO, weird science 45,
willpower 55
CHARISMA 45
Charm 49, persuasion 50, taunt 55
SPIRIT 40
Faith 51, focus 51, intimidation 60,
reality 55

Possibilities: Untold thousands
Powers: All powers listed on page
88 of the Torg Rulebook.

Pulp Powers
Here are a few new Nile pulp pow­

ers which can beused, withoneexcep­
tion, for characters of both Good and
Evil inclinations. They differ in format
slightly from those presented in The
Nile Empire Sourcebook. We have in­
cluded a "System Limit" stat, which is
the power's system limit value when
incorporated into a gizmo.

Absolute Vision

Adventure Cost: 3
Value: Perception +6
Range: self
Tech Rating: 25
System Limit: 12

Absolute vision endows the charac­
ter with two sensory enhancements;
exponentially increased eyesight and
360-degree vision. When attempting
to see an object normally within a
character's field of vision, the power
value is used rather than thecharacter's
Perception. If using the power to see a
full 360 degrees in a circular are, the
charactermust use the poweras oneof
his actions, suffering the One-On­
Many multi-action penalty. This ac­
tion does not usually require a die roll,
and theplayermaychoosetoplacethe
360 vision action last among his
choices.

Example: While investigatingadark
alleyway in Luxor, "Hawkeye"
McManus hears agruff voice behind
him, saying, "Move only the parts
you WQnt shot, buddy." He mils on
his absolute vision toget all imageof
who is behind him. He also wishes to
throw a kllife over his shoulder to~

ward the man menacing him. Since
that is a multi-action, HaWkeye's
player declares that the throw is his
primary action, making it DN+2 to
accomplish successfully. The use of
absolute vision, his secondary ac·
tion, is at DN+4, but no roll is re~

quired (just seeing the man isa simple
action).

Hawkeye's player rolls well,spoil­
ing the thug'saim by pinning his coat
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slt'tVC! to acrate. Hawkeye then says,
"/always looka man in the~ before
Ikill him. Ifyou don't tell mewho you
are working for, I'll turn around and
look in into yours.~ ... two ..."The
thug~ in before Hawkeye reruhes
thrtr.

Brainbuster

Adventure Cost: 3
Value: Mind +5
Range: 15 meters
Tech Rating: 28
System Limit: 10

Brainbuster inflicts mental damage
upon a target. To use, the character
must make eye contact with the target
for a full round (a Dexterityor maneu·
ver against the target's maneuver). If
the contact remains unbroken, the
character generates a power total
against the target's willpower or Mind.
Targets can actively resist using will­
power of Mind. The result points are
read as damage on the Combat Re­
sults Table (treat mental damage the
sameas physicaldamage, except men­
tal wounds can only be healed by time,
psychology, or certain special powers).

Brainbuster cuts both ways, how­
ever; if the target's Mind proves too
powerful and the attacker achieves
negative result points, the attacker
takes damage rather than the target.

Example: Dr. Dynamoconfronts Dr.
Mobius. Staring intently into the
hood, Dynamo is surprisnl to find he
can make eye contact with the High
Lord. He has apowervalueof17,alld
rolls a 9 to generate a total of 16.
Mobius has aMind 0/23; 16·23 =-7,
so Dynamo takes seven result points
ofdamage. This equals aknockdown,
K and two shock points. The hero
drops like astone as Mobius Ctlckles.

Fir. BlastlFir. Wall

Adventure Cost: 5
Value:: Strtngth +10
R""ge, :>-10/25/40
Tech It.tinll' 30
System Limit: 10

This power allows the user to shoot
a jet of flame from his hands or project
a wall of fire in a circle, with a two and
a half meter radius centered upon the
user.

The damage value of both the fire
blast and the fire wall is equal to the
power value. The firewall can be main­
tained only as long as the user concen­
trates - if he performs anything other
a simple action while projecting the
wall, it will cease to exist.

Thefire wallcan be maintained fora
maximum number of rounds equal to
the users Toughness, after which it
takes six rounds for the power to re­
charge.

Successful use of the fire blast power
(when used as a weapon) causes the
user to suffer two shock points ofdam­
age.

Ic. Blastlle. Wall

Adventure Cost: 5
Value: Strengtll +10
R""ge, :>-10/25/40
Tech Rating: 30
System Limit: 10

Allowing theuser todraw upon the
moisture in the air around him and
transform it intoa devastating iceblast,
this power is useful everywhere but in
the driest desert.. This can be used
either as a weapon against a foe or to
create a protective wall.

Use of the ice blast against a foe
requires a successful Dexterity roll
against the dodge or Dexterity of the
target, and can be used against more
than one target using the relevant
multi-action chart. Ifused asa weapon,
the blast has a damage value equal to
the power value.

An ice wall formed by the user can
not bemore than three times his height.
Its Toughness is equal to the power
value. The duration of the wall's exist­
ence is dependent upon the concen­
tration of the user. Should he perform
anything other a simple action, the ice
in the wall will revert to moisture and
evaporate within one round (his pulp
power was keeping it stable).

The ice wall can be maintained for a
maximum number of rounds equal to
the user's Toughness. After such use, it
takes six rounds for the power to re­
charge.

Successful use of the ice blast (when
empk>yed asa weapon) causes the user
to suffer two shock points of damage.

Chapter Four II

Magnetism

Adventure: Cost: 2
Value: Strength +10
Range:: 30 meters
Tech Rating: 28
System Limit: 13

Mllgnetism grants powerover those
substancesaffected by magnetic forces,
particularly ferric metals. The power
gives its bearer the ability to tempo­
rarily "polarize" himself and act as a
Living magnet. When "polarized," the
charactereitherattracts or repels most
ferric material within the power range.

To polarize, thecharactermust gen­
erate a bonus number. Generating a
positive bonus means the power has
been successfully activated, and the
user is "polarized" as he wishes. A
zero bonus (roll of 11 or 12) means the
polarizing forces cancel out, and the
character neither attracts nor repels
metals, so the power fails. If the char­
acter generates a negative bonus, the
bonus is treated as a positive number
and is added to the power value, but
the character is "'polarized" contrary
to his wishes - a potentially disas­
trous event.

The magnetism wielder may attract
or repel a total weight of matter equal
to their magnetism total. Matter pushed
or pulled movesataspeed value equal
to one-half the magnetism total. The
weight value of the caster does not
come into play, and he will not find
himself being pulled toward a heavier
object.

Polarization lasts for fiverounds.lf
an already polarized character wishes
to reverse the polarization, a new total
must be generated. If the character
generates a positive bonus number,
the polarization is indeed reversed and
adjusted to the new power total. Tum­
ing 0(( the power before the polariza­
tion naturally expires also requires a
new total; in this case, positive and
zero bonuses cancel the power.

Sonic Scream

Adventure Cost: 6
Value: Strength +5
Range: 10 meters
Tech Rating: 27
System Limit: 9

This power allows the user to emit
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a sound in the ultrasonic range, which
can cause tremendous pain to unp*
tected targets within range. Thepower
is hurled using the Charisma skill, and
the damage value of the scream is
equal to the power value.

Sonic SCTttlm can be used to attack
more than one target at a time by tak·
ing into account the relevant multi·
action penalties.

The user is fatigued (hvO shock
points) each time he generates a posi·
tive bonus number when attempting
to invoke the power. As with theeledro­
ray power, he has the option of not
applying the positive bonus number
in exchange for avoiding the fatigue
penalty.

Withering Touch

Adventure Cost: 10
Value: Toughness +10
Range: touch
Tech Rating: 30
System Limit: 16

This power allows its wielder to
literally kill with a touch. A person
possessing this power touches his vie­
tim her bare flesh and generates a
power total versus the victim's Tough­
ness. U the power total is greater, then
the result points are read as damage
on the Combat Results Table. In addi·
tion, for every toOIlnd the target sui·
fers, sheappare:ntly ages 10 years and
loses one point off her Dexterity,
Strength and Toughness attributes and
aU related skills. Immortal characters
are immune to this power.

Fortunately, the effects of wither·
ing touch are not permanent. Provid·
ing the character survives the initial
attack, 12 hours rest per wol/nd re­
ceived will cause the "aging" and at­
tribute loss to reverse itself. Medicine
and first aid have no effect on reducing
the aging, but certain miracles, spells,
and powers may.

Only characters of Evil Inclination
may use this power.

New Skill
This has been included here instead

of in the new rules section because this
new skill pulp power (power) is a skill
only usable by characters with pulp
powers that require a roll.

Pulp power (power) reflects theexpe­
rience a character has with his power.
For example, if the Fire Master. a pulp
villain with the firt blllst power uses
his power a lot, he should get better
with it. He can develop adds in pulp
power (fire blast).

The skill pulp power (power) is de-­
pendent on which skill is being used
by the power. Obviously, super-at­
tributes and super-skills do not use this
new skill, nor do other powers that do
not require theirown skill roll to use (a
super-skill doesn't require a skill roll to
access; it's always there).

Pulp power (fire blast) would be a
Daterity·based skill,because the char­
acter needs to generate a Daterity t~
tal to hit. Mind control is a Mind-based
skill.
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Thegamemaster has the finalsay as
to whether the pulp power (power) skill
canbe used by a characteror not. Uso,
it is a skill that costs ten possibilities to

Nile/Land Below Pulp Powers Table leam the first time (a character cannot
be "taught" the use of this skill), but

Power Adv. Cost Value Range Tech System the cost is then normal afterwards.

Level Limit Pulpp<)W<'<p<)W<'J is used unskilled
by Nile heroesand villains possessing

Absolute Vision· 3 PER+6 self 25 12 pulp powers.
Adrenaline 3 TOU+2 self 26 9
Animal Com nion 3 CHA+5 unl. 26 5

The Villains ofAnimal Friend 3 CHA+2 voice 26 7
Brainbuster'" 3 MlN+5 15m 28 10 TerraChameleon 5 CHA+5 self 27 9
Claws 2/3 5TR+3 self 25 10

When the Mystery Men discoveredDarkness 3 5TR+5 5m 27 12
Dazzle 3 5TR+2 25m 20 12 that their old foe, Dr. Mobius, had

Disper.;a] 5 TOU+I0 self 31 5
escaped to another cosm to pursue his
mad dreams of conquest, the heroes

Electro-ray • STR+I0 10/25/60 27 7 wasted no timein pursuing him. Now,
Far Vision 2 MlN+lO value 25 10 they battle the Nile Empire High Lord
Fear • CHA+2 15m 27 7 throughout the Middle East and Ai-
Fire Blast» 5 STR+I0 10/25/40 30 10 rica, alongside Storm Knights from
Ai ht 3 DEX self 2. 12 Core Earth and other realms.
Fog Screen 3 TOU+5 10m 21 13 But what of the world they left be--
Force Field 5 TOU+lO 5 30 10 hind? Abandoned by its most power-
Grow 5 5TR+7 self 30 5 ful protectors,Terra hashecomea play-
Ice BIas~ 5 STR+I0 10/25/40 30 10 ground for costumed villainsand their
lllusion 6 MlN+2 value 28 9 violent gangs, and the heroes who re-
Invisibili • MlN+lO self 31 13 main on that beleaguered planet are
Jump 2 DEX+3 self 23 6 hard-pressed to contain their evil.
Magnetism· 2 STR+I0 30m 28 13 Thus, the Mystery Men have asked.
M a-Hearin 3 PER+5 self 25 10 that any Storm Knights who have the
Mega-Scent 3 PER+5 self 27 6 courage should travel to Terra, there

Mega-Sight 3 PER+5 self 25 10 to challenge some of the most insidi-

Mind Control 5 MlN+5 5m 28 8 ous foemen ever to darken a rogue's

Mind Reading 5 MlN+5 25m 28 7 gallery. Among the villains currently

Regeneration 5 TOU self 27 6 stalking Terra are:

Runnin 3 DEX self 22 10
ConundrumSense Magic 1 PER+7 value 28 9

Shrinking 12 DEX+5 self 31 5 As a child, the man who would one
Sonic Scream· 6 5TR+5 10m 27 9 day become Conundrum was ronsis-
Super Attribute 3 none self 27 PRO tently blamed for acts he had not rom-
SuperSkill 3 none self 26 PRO mitted, and he was brutally punished
Swimmin 3 DEX self 20 9 by his parents. This had thecombined
Teleportation 5 TOU self 30 8 effect of embittering him toward all
Wall Walking 3 DEX self 27 6 authority, and leaving him with a
Water Breathin 2 none self 26 6 pathological fear ofapprehension and
Withering Touch·t 10 TOU+I0 touch 30 16 punishment.
X-Ray Eyes 3 STR+5 vision 25 20 Conundrum's first criminal act was

the murder of his parents, accom·
• Denotes new pulp power. plished by tampering with the brakes
tThis power can only be used by those of Evil Inclination. of their car in such a way that it re-
"'PRO'" indicates that no gizmo can be built which uses this power. sembled nonnal wear and tear. In one

evening, he set fires at his home, the
school he had attended, and the hospi·
tal in which he was born, effectively
destroying all records of his existence.
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Then for aU practical purposes a man
with no identity, he be<:ame Conun­
drum, a master criminal whose signa­
ture, strangely, became crimes with­
out any clues left behind.

Even with the relatively primitive
police science of Terra, Conundrum's
career might have ended qUickly had
he not encountered the Silent Partner,
a mysterious man of apparently un­
limited means who outfits and ad­
vises pulp villains in exchange for a
small percentage of their take. He pro­
vided Conundrum with a black
bodysuitwoven from a special "weird
science" material that leaves no fibres
behind at a crime scene. In addition,
the Silent Partner gave Conundrum
the fonnula for a chemical solution
that bestows the dispersal power upon
him. Finally, he gave him instructions
on how to create dispersal grenades
using the fonnula.

Combined with his own natural
abilities, the potion and costume al­
lowed Conundrum to slip in and out
of crime scenes unnoticed. His fear of
capture leads him to carefully elimi­
nate all possible clues after commit­
ting a crime, making him extremely
difficult to track down. Though the
Mystery Men have frustrated a num­
ber of his schemes, they have never
caught him, nor even learned who he
is behind his ebony mask.

Conundrum True Identity:
Unknown

DEXTERITY 13
Dodge 16, lock picking 14, maneu­
ver 15, missile weapons 16, stealth
17, unanned combat 14
STRENGTH 10
TOUGHNESS 11
PERCEPTION 10
Evidence analysis 15, find 14,
scholar (master criminal) 11, trick
13
MIND 9
Science(chemistry) 11, test 12CHA·
RISMAll
Chann 13, persuasion 15, taunt 12
SPIRIT 11
Intimidation 13, reality 17
Inclination: Evil
Possibilitie~ 21
Powers: dispersal, adventure cost 5,

value TOU+10, DEX4 penalty when
in use (see page 70 of The Nile Empire
sourcebook). Conundrum's dispersal

power has a stymie flaw - if he is
unmasked, he is stymied anytime he
uses his power until he gets his mask
back on or the scene ends. The flaw is
worth three Possibilities when in­
voked.

Equipment: black bodysuit and
mask; dispersal grenades, blast radius
0-5/10/15. These have the dispersal
power at a value of the target's
TOU+10. Duration of the attack is a
number of rounds equal to the target's
raw Toughness. The grenades are ef­
fective against both organic and inor­
ganic matter, and Conundrum nor­
mally carries four on a job. Conun­
drum must be solid to throw a gre­
nade.

Description: Mystery Men ftJes list
Conundrum as probably being in his
late 20s, cunning and intelligent. He
tends toward theft rather than mur­
der, but has been known to kill with­
out compunction when in danger of
being captured.

Mind-Master

Dr. Matthew Kent wasa highly suc­
cessful police psychologist when he
decided there was more profit to be
had on the other side of the law and
assumed the mantle of Mind-Master.
Noone realized that his triumphs with
hardened criminal patients stemmed
from a head injury he had suffered as
a child which left him the power to
cast illusions into the minds of others.
Kent was able to transmit comforting
images to patients when they behaved
correctly, and frightening ones when
they did not.

Fora while, Kentexperimented with
manipulating his patients into com­
mitting crimes for him, but found sec­
ond-hand evil lacked the thrill he de­
sired. Eschewing violence, he em­
barked on a criminal career in which
he pitted the power of his mind and
illusions against the minions of the
law.

Of all the Mystery Men, only Dr.
Alexus Frest has been able to consis­
tently resist the power of Mind­
Master's illusions.Thevillainhas made
numerous attempts to kill Frest, but
failed each time. Now that thescientist
has left Terra, Mind-Master is bent on
destroying all ofFrest's inventions that
remain behind.

Mind-Master True Identity:
Dr. Matthew Kent

DEXTERITY 10
Dodge 12, fire combat 12, maneu­
ver 11, stealth II, unanned combat
11
STRENGTH 10
TOUGHNESS 10
PERCEPTION 13
Evidence analysis 15, find 14, trick
17
MIND 17 (14)
Science (psychology) 19, test 18,
willpower 19
CHAR1SMAU
Chann 14, persuasion 14, taunt 13
SPIRIT 11
Intimidation 13, reality 14
Inclination: Evil
Possibilities: 25
Powers: Mind-Master has the illu­

sion power, adventure cost 6, value
MIN+2, (see page 71 of TheNile Empire
sourcebook). He also has one super­
attribute, applied to Mind, for an ad­
venture cost of 3. Mind-Master has a
stymie flaw - if one of his targets
shakes off an illusion in the round it is
cast, Mind-Master is stymied until the
scene ends, or he successfully uses an
illusion on that target.

Equipment: .38 revolver, damage
value 14, ammo 6, range 3-10/25/50

Description: Mind-Master hides
behind a facade of respectability, and
uses his position in the police depart­
ment to gain hot tips about payroll
shipments, valuable museumexhibits
and the like. He is not above using his
illusions to attempt to frighten foes to
death.

The Raplor

Klaus Schmidt was an aerial ace
during the lastofTerra's World Wars.
Decorated by his government and
lauded by his peopleas a hero,Schmidt
thoroughly enjoyed his newfound
fame.

Unfortunately, as people learned
more about Schmidt, they grew less
enamored of him. He was a gambler, a
wastrel, and, it soon turned out, a
murderer: during a crucial bombing
mission, Schmidt had shot down one
of of his own squadron so that he
could be the first to hit the target (and
reap the attendant glory).

Reviled by the press and cast aside
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by the public, an angry Schmidt de-­
cided to use his talents to make war on
society and reclaim the notoriety heso
cherished. Schmidt fashioned a c0s­

tume for himself, consisting of his old
aviator's uniform witha maskattached
to the helmet, then assembled a gang
of crooked barnstormers. Together
they broke into a military base and
made off with six Gu88-Herusents
("tenor hawks."')

The citizens of Terra's large cities
soon came to fear the frightening
screamof the Gu88s. As ""TheRaptor,'"
Schmidtdemanded ransom payments
from variousTemmmetropolisesand,
when the municipal governments
failed to pay, he and his Flock made
strafing runs down midtown streets,
bombed train stations and radio tow­
ers, and reduced defiant citizens to
cowering sheep.

The Raptor's reign of terror was
temporarily halted when "'Diamond'"
Jack Murphy took to the air in a plane
of his own devising and shot down
hall of the Raptor's flock. Schmidt re­
turned to his secret base and, over the
coming months, recruited and trained
a new group of pilots. With the aid of
the Silent Partner, Schmidt rebuilt his
private air force and has recently re­
newed his attacks on the citizens of
Terra.

The Raptor True Identity:
Klaus Schmidt

DEXTERITY 11
Acrobatics 12, dodge 13, fire com·
bat 14, heavy weapons 15, melee
weapons 13, missile weapons 15,
prestidigitation 12, unarmed com­
bat 13
STRENGTH 10
TOUGHNESS 10
PERCEPTION 16 (13)
Air vehicles 19, find 17, scholar (air
combat techniques) 18, tracking 17,
hick 18
MIND 10
Test 11
CHARISMA 10
Charm 12, persuasion 12
SPlRlT9
Intimidation 10, reality 14
Inclination: Evil
Possibilities: 16
Powers: suptT-Qttribut~ applied to

Poaplion, adventure cost 3
Equipment: 9mm Luger, damage

value 15, ammo 8, range 3-10/25/40;
dagger, damage value STR+3/17;
Gu88-Herusent,speed value400/250/
15, TOU 18, pass. 2 - armament, four
.55 Onslaught machineguns, damage
value 26, amm08, range3-250/1 k/2k;
.30 Khaifu machinegun,damage value
25, ammo 11, range 3-250/lk/2k;
bombs (4), damage value 25, burst ra­
dius 0-3/8/15

Description: The Raptor is an arro­
gant, egotistical man who desires at­
tention,. positiveor negative, above all
else. The sky is his element, and he
specializes indaring aerial maneuvers
designed to catch an opponent off-
guard.

Typical Flock Pilot (11 total)
DEXTERITY 8
Dodge9, fire combat9, heavy weap­
ons 12, melee weapons 9, missile
weapons 9, unarmed combat 9
STRENGTH 8
TOUGHNESS 8
PERCEPTION 10
Air vehicles 13, hick 11
MIND 8
Test 9
CHARISMA 7
Charm 8, persuasion 8
SPIRIT 7
Intimidation 9
Additional Skills: two at +1 adds
Indination: Evil
Possibilities: some (40)
Equipment: K08 pistol, damage

value 15, ammo 8, range 3-10/25/60;
dagger, damage value STR+3/17;
Gu88-Herusent (see above).

Heroes of Terra
The Mystery Men of the Nile Em·

pirearean organizationofheroes from
Terra.Theorganizationwas conceived,
organized and led by Doctor Alexus
Frest. Mobius had held Frest's family,
threatening to kill them ifFrest did not
cooperate with the Pharaoh's twisted
schemes. Working under the threat of
this terrorism, Frest designed or built
literally dozens of gizmo prototypes
for Mobius.

Frest's family was rescued by one
of Terra's famous costumed heroes,
the sensational Guardian. Upon hear­
ing of the Guardian's feat, Frest him­
self escaped Mobius' laboratories.
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From that moment on, Frest dedi­
cated his life, and his considerable tal­
ents, to fighting Mobius. Using the
Guardian as a spokesman, Frest se­
cretly organized a meeting of Terra's
most renowned heroes. He told them
of Mobius' secret invasions of other
cosms, and of his planned invasion of
Earth. Frest asked them to join him to
fight Mobius' evil, wherever that evil
might be. He asked them to take a
solemn pledge:

"We, the Mystery Men ofTerra, do
pledge ourselves to each other and
our quest. We shall fight to end Mo­
bius' reign of tenor, even at the cost of
our own lives!'"

Dr. Frest builtanextremelycompli­
cated gizmo which gated the heroes to
the cosm of Core Earth, a gate which
could be used only once before the
gizmo would bedestroyed by the flow
of intercosm energies. The Mystery
Men volunteered to leave their own
world to save another.

Organization

The Mystery Men are shictly an
underground organization. There are
very few ords who know any of the
membership or whereabouts of the
Mystery Men. Only sworn members
are given the secret hand signal which
identifies them asa Mystery Man. (The
signal is two fists flat against each
other, knuckle to knuckle.)

The public is aware of the existence
of the Mystery Men, as well as some of
their more notable accomplishments.
Mobius' propaganda machine has
done its best to belittle these daring
deeds, but they have only fueled the
fire. Empireofficials have branded the
Mystery Men "outlaws" and "terror­
ists," and they have posted rewards
for information leading to the appre­
hension of these brave beings.

The symbol of the Mystery Men is a
stylized rendition of the same two-fist
motif represented by their hand sig­
nal. Most members incorporate the
symbol into some part of their attire.

The original founders of the Mys­
tery Men are their leadersonearth. Dr.
Frest coordinates the actions of the
organization as best he can, while the
Guardian sees to it that they are car­
ried out..53
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Dc. Alexus Frest
DEXTElUTI6
Dodge 7, lock picking 8
STRENGTH'
TOUGHNESS 8
PERCEPTION 14(13)
First aid 17, land vehicles 15, lan­
guage 18, scho!ar{cosm theory) 19,
scholar (engineering) 19, trick 16
MIND 15 (13)
Medicine 18. science 21, survival
16, test 19, weird science 22, will­
power 16
CHARISMA 10
Charm 11, Persuasion 15
SPIRIT 9
Reality 11
Inclination: Good
Possibilities: 11
Equipment: slide rule, beaker of

chemicals (tog scram value of 12),
hyperlenses(x-rayeyesvalueof14,mega­
sight value of 16, ultra-sight valueof 12),
boom belt (teleportatiorl value of 10),

Skill Notes: Dr. Frest has super at­
tribut~ added to his Perception and

Mind, for an adventure cost of three.
He has a power sttback and a stymie
flow. Whenever a villainmocksorcha1­
lenges Frest's scientific acumen, and
makes a successful ttst, trit::k, or taunt
against Frest, Frest loses his confidence,
and his super attribute (or the dura­
tion of the scene. The stymie applies to
all of his mental skills for the duration
of the scene. The flaws are worth nine
Possibilitieseachscenetheyareinvoked.

Dr. Frest rarely ventures into the
field anymore, although he is ron·
stantly on the move to avoid the zeal·
ous attention of the Nile Empire's
Overgovemors, particularly Janya
Paterski. He has a keepsake, a pair of
safety goggles with a 9mm Walther
P38 slug embedded in its left lens, as a
reminder of just how close Paterski
has rome to accomplishing her mission.

Dr. Frest has two projects to which
he devotes time when a gizmo is not
urgently needed. The first is the de­
signofa Mountain Fortress,one which
could act asa secure base for theMy~

tery Men. He is extremely interested
in contacting any character's with
Egyptian engineering who might be
sympathetic to his cause.

The second project is AE·7, a sell­
aware weird·science robot- at least
that is what Dr. Frest hopes it will be.
AE's one through six were less than
successful, although AE·2 still putters
around the lab trying to be helpful, but
it acquires the correct tool. compo­
nent, material or notebook less than
hall of the time.

The Guardian
DEXTERITY 15 (12)
Acrobatics 19, dodge 17, long jump­
ing 16, maneuver 22, melee 19. run­
ning 18. stealth 16, swimming 16,
unarmed combat 27.
STRENGTH 15 (14)
Climbing 18, lifting 17
TOUGHNESS 13 (11)
PERCEPTION 12
Disguise 15, find 14, first aid 13,
land vehicles 15. language 13, trick
1354.



MIND 9
Test 11, willpower 12
CHARISMA 9
Charm 11, persuasion 11
SPIRIT 10
Intimidation 11, reality 11
Inclination: G<xxl
Possibilities: 44
Equipment:diamond-tipped cane;

damage value STR+5 (22 max), has
five charges of electric shocks, inflicts
stun damage value 18 on target upon
contact (this damage is in addition to
the damage done by the blow), shoots
50 feet of coiled rope with spring-re­
leased grappling hook); fabri-steel coat
adds +6 to Toughness; steel-heeled
shoes, damage value STR+3; ultra­
sight mask (ultnJ-sight value14).

Skill Notes: The Guardian has two
super attribute powers for an adven­
ture cost of six. The Guardian is under
a special curse inflicted bya High Priest
of Anubis. Whenever a character with
faith in the Egyptian religion gener­
ates a focus total equal or greater than
the Guardian's Spirit, he loses his su­
per attributes for the rest of the scene.
This power flaw is worth 12 Possibili­
ties each time it is invoked.

The Guardian wears a long dark
blue coat and a dark blue mask with a
gold letter "G'" embroidered on it. He
carries a long black cane with a strik­
ing diamond tip. The Guardian is in
superb physical condition, and has
unparalleled hand-to-hand fighting
skills.

The Guardian is a natural leader of
this intrepid group, because he battled
Mobius for years on Terra and is inti­
mately familiar with the evil genius'
tactics; no Mystery Man has fought
evil for more years than the Guardian.
The Guardian's presence and experi­
encedemand respect. TheotherMys­
tery Men give him that respect.

Leader of the Mystery Men is not a
position the Guardian covets. The
Guardian isnot even the hero Dr. Frest
had originallychosen to lead thegroup.
When the Guardian and Dr. Frest first
met to discuss the group, they each
agreed that Dr. Mystico would be the
best choice to lead the group. But
Mystico vanished, and rumors from
sourcesclose toMobius' advisers claim
that Dr. Mysticohas been killed. Frest
urged the Guardian to become the

leader as the need for the Mystery
Men was apparent. The Guardian
agreed, but often wonders whether or
not he is the best hero for the job.

The Guardian holds a personal
grudge against Pharaoh Mobius. Mo­
bius' sources could not locate the
Guardian's family, or even ascertain
whether the Guardian still had a fam­
i1y. But the evil mastermind did dis­
cover that the Guardian had roots in a
village called Allendale, and that the
hero still had an interest in the village.
So Mobius had every villager killed
on the off-<:hance that he would kill
someone important to the Guardian.
The hundreds of goons and villains
who performed the task were given
specific instructions to cause as little
damage to the properties as possible,
to leave thetownstanding.The last act
was toreplacethesignsoneread upon
entering the town with signs which
said:

Allendale
Popu/atioll: 0

Dr. Mobius, mayor

After that ghastly night, Allendale
became a ghost town as no one dares
resettle there.

Mary Ann McKay
Mary Ann McKay is a spu~ky

young reporter who at one hme
worked for Terra's NrnJ York Sentinel.
She won the Terran Pulitzer Prize for
a series of exposes on Dr. Mobius, but
unfortunately was unable to print her
last story, describing Mobius' discov­
ery of Ihe cosmverse.

Mobius captured the intrepid re­
porter and brainwashed her into
changing the thrust of her newspaper
column. Mary Ann began to write
scathing critiques of what she called
the "psychotic vigilantism" of Terra's
costumed heroes.

TheGuardianand Dr. Frest worked
together to free Miss McKay's mind.
Everythingcame back to her suddenly,
and she tried to expose Mobius'
cosmverse schemes, but it was too late.
Mobius had left Terra for good.

The Guardian invited Mary Ann to
join the Mystery Men, knowing that
her special skills might be of great use
to them on Earth.

Since the invasion, Mary Ann has
joined the realm-wide daily, Nile
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Newsday, based in Khartoum. Using a
special code developed by Dr. Fresl,
Mary Ann sends hidden messages to
the Mystery Men in the articles she
writes every day. The Guardian uses
her column as his primary communi­
cations source.

Mary Ann is also a very knowl­
edgeable source concerning Mobius
and his operation. Through her inves­
tigative research she has uncovered
more about the evil Pharaoh than any
other person outside Mobius' inner
circle.

Mary Ann McKay
DEXTERITY 9
Dodge 10, fire combat 11, lock pick­
ing 13, maneuver 12, stealth 11,
swimming 10, unarmed combat 10
STRENGTH 7
Climbing 9, lifting 9
TOUGHNESS 7
PERCEPTION 13
airvehides 16, disguise 15, evidence
analysis 20, find 16, first aid 15, land
vehicles 17, language 14, scholar
(Dr. Mobius) 20, trick 16, water ve­
hides 15
MJNDIO
Artist (writer) 15, artist (photogra­
pher) 13, survival 12, test 12, will­
power 12,
CHARISMA 1I
Charm 15, Persuasion 13
SPIRIT 9
Faith (Christian) 14, intimidation
13, reality 11
Inclination: G<xxl
Possibilities: 26
Equipment: portable reel-to-reel

tape recorder, note pad, 22. revolver
(carried in purse) with special weird
scienceammunition designed by Frest;
damage value 18, hairpin (gives +1
bonus to tock picking).

"'Diamond" Jack Murphy
"DiamondJack"" is a world-famous

crime-fighter, adventurer, big game
hunter, architect and escapeartist. His
reputation as a millionaire playboy is
equally as impressive, and his society
connections have always allowed him
to rub elbows with the elite.

But the side of Diamond Jack that
very few know is that dedicated to
serving the common good. Jack did
not squander hishard-earned millions,
rather he used the money to surround

.55



ililnfiniverSl Update

himself with brilliant men and women
who could all help him to "givesome­
thing back'" to society.

This elite group of intrepid adven­
turers is known as facds of Justice.
1bey are a diverse group, represent­
ing a wide range of talents and abili­
ties, many of them Terra's finest at
what they do. They work out of the
team H.Q., a high-tech yacht known
as "the Island."

Not long ago, Jack got involved in a
treasure hunt, leading him to an an­
cient wonder which was buried be­
neath the Great Pyramid of Giza in
Terra's Egypt. There hestumbled UPJn
ancient magics which opened the way
to Khem. Jack and his young assistant,
Kwok, were captured after a week­
long pursuit and a series of desperate
encounters with the forces of Doctor
Mobius. There they were thrown into
the "Pit of Dread," an ancient well,
filed with ravenous crocodiles blessed
by Sebek.

But Mobius had underestimated his
foe, forgetting that Diamond Jack was
perhaps Terra's greatest escape artist.
U not for Sebek's blessing, it would
have been a relatively easy trick for
Jack to escape with his assistant. As it
was, they just managed to escape.
Jack's right hand is indented with the
scars given him by a crocodile's bite.

When they escaped, however, Jack
and Kwok were stunned to find out
that they were no longer on Terra! This
mysterious isle of Khem was actually
in a different reality, a different cosmo

Separated from the tremendous re­
sources and backup talent of facets of
Ju.stice, Jack and his youthful sidekick
struck out from Khem in search of
their own home cosmo Instead, they
found themselves in an embattled re­
ality known as Core Earth.

Before long, Jack and Kwok made
contact with the Mystery Men. The
Films ofJustict came to Earth with the
rest of the Mystery Men, and now
mentor and team are reunited.

"Diamond" Jack Mwphy
DEXTERITYU
Acrobatics 15, dodge 17, fire com­
bat 18, long jumping 14, maneuver
13, melee IS, running 15, stealth 18,
unarmed combat 17.
STRENGTH 10
Oimbing 12

TOUGHNESS 11
PERCEPTION 13 (12)
Air vehicles 14, find 15,firstaid 14,
land vehicles 14, language 16,
scholar (architecture) 15, trick 15
M1ND10
Artist (painter) 13, science 12, sur­
vival13, test 15, willPJwer 13
CHARISMA U (10)
Charm 18, persuasion 15
SPIRIT 10
lntimidation 14, reality 12
Inclination: Good
Possibilities: 19
Equipment: pearl-handled colt re­

volver; damage value 15, lock picking
set (+3 to lock picking skill).

Skill Notes: "Diamond" Jack
Murphy has super attribute with an
adventure cost of three.

The Wraith
To most, the Wraith is known as a

mysterious being who, for some un­
known reason, isdedicated to protect­
ing the human race from the cryptic
evils of the occult. Hundreds of thou­
sands thrill tohisexploitsaschronicled
byC MichaelStone, probably the best
known pulp author in the Nile Em­
pire.

In truth. the Wraith is actually Dr.
Mystico, a hero who disappeared
about two years ago. Dr. Mystico
fought a glorious, doomed battle
against Ahkemeses, Rama-Tet, Muab
and dozens of minions. The trio suc·
ceeded in banishing Dr. Mystico to the
netherworld. When Mystico was ban­
ished to that limbo, a creature from the
netherworld was simultaneously sent
to earth in exchange, to "keep the bal­
ance," as the ritual required.

But Mystico had anticipated his
defeat. He had long studied the Book
of the Dead, and understood the reli­
giousmagicof the Nile. Heprepared
several hundred pages of mystically
imbued papyrus. He discussed an
outline with C. Michael Stone. C.
Michael Stone then wrote an 80).)00
word origin story for the Wraith,
chronicling his ascent from the
netherworld topossess thebodyof the
netherworld beast, escaping the hor­
rors of the netherworld. The demon
that was sent to Earth had retained its
evil visage, but it housed the incred­
ible mind ofDr. Mystico to become the
Wraith. Writing the story upon the

mystic papyrus mimicked the spells
in the Book of the Dead, only in re­
verse; Dr. Mystico's soul was given
safe passage to Terra where he took
possession of the demon.

Once back on Terra, Mystico de­
cided to use his "death'" to bestadvan­
tage. He took on the persona of The
Wraith, and was able to pick up his
work where he had left off, with none
of his old enemies suspecting that
Mystico was alive again. Other than C.
Michael Stone, no one knows of his
new persona - not even his former
student and sidekick Kid Mystico.
Naturally, C. Michael Stone's story
can never be published.

As the Wraith, Mystico has found
himself to be possessed of new and
PJtent PJwers, brought on by his de­
mon persona. Darkness and fear are
the weaPJns of the Wraith, and he
uses them to battle those who would
bringthesesameweaPJostobearuPJn
unknOWing humanity.

The Wraith joined the Mystery Men
onTerra, journeyed to Core Earth, and
now roams the dark alleys and shad­
ows from Luxor to Alexandria.

The Wraith
DEXTERITY U (9)
Acrobatics 19,dodge15,longjum~
ing 16, maneuver 13, running 13,
stealth 19, unarmed combat 15
STRENGTH 14 (S)
Climbing 15, lifting 15
TOUGHNESS 13(10)
PERCEPTION 13
Alteration magic 17, divination
magic 16, disguise 14, Egyptian re­
ligion 16, hieroglyphics 16, find 15,
first aid 14,language16,mathemat­
ics 18,scholar(arcanelore} 18, track­
ing 14, trick 16
MIND 11
ApPJrlation magic 15, conjuration
magic 15, hypnotism 16, test 11,
willPJwer 17
CHARISMA 10
Persuasion 11
SPIRIT 11
Faith (Egyptian) IS, intimidation
17, reality 15
Inclination: Good
Possibilities: 26
Equipment:netherdawshavedam-

age value of STR+6, but are used only
when the demon personality takes
hold.
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Millthemilltics Spells: Animate
mummy,wlcuJatewttlkness,communewith
crickets, contempllJtion, crocodile kgion,
dalth shout. dd«l17JQgic, dream, find taI­

ter, mesmeriu, prepare mummy, rot, sun­
dew, umd offml,wing 0(,'''-

Skill Notes: The Wraith has three
super attributes and the following
powers darkness 19, fea, l2,. fog screen
18, mega-scent 18, ultra sight 13 for an
adventure cost of 24. Whenever the
Wraith gets involved in a violent con­
frontation, there is a chance that his
emotions wiJJ give the demon's per­
sonality a chance to reassert itself. The
demon (who is Possibility rated with 6

Possibilities) generates a Spirit total
from a value of 15. The total is com­
pared to the faith value of the Wraith.
Result points are read on the Intimi­
date/ Test column. Ifa stymied results,
the Wraith is stymied for the scene;
this counts as a stymie flaw for all
powers, worth 24 Possibilities. A set­
back or worse allows the demon's evil,
violent personality to take over for a
scene; this is a setback flaw for all
powers worth 48 Possibilities. The
demon personality gains a Possibility
each time he successfully stymies the
Wraith, or worse.
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The Icarus Club
Nestled in the poshest section of

Thebes, the exclusive Icarus Gub is a
gathering place for the "movers and
shakers'" of the Nile Empire: wealthy
traders, Imperial councilors, and even
the occasional overgovemor.

One walks through the beautiful
golden doors into a marble-floored
lobby, there to have your staff taken
by a well-groomed manservant. From
there, you have the choiceofspending
your time in the luxurious bar/ restau­
rant, pursuing thestudyofyour choice
in the library, or simply relaxing in the

~ Infiniverse Update: Map 3
KeyThe Icarus Club
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5. Library

0 6. Bar/restaurant

® 7. Stairs to wine cellar
8. Secret door

V 9. Bennington's office

G) V 10. Restroom
I ® 11. Stairs, ® ~ 12. Wine cellar

~ 13. Secret panel

I .L ..6. (f) 14. 'Welcoming" room

I~
15. Trader's room

0 @, l= 16. Bennington's lower

@1 1= level office..l- I? "Green rooms"
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common room with your fellow club
members.

But there is a darker side to the
IcarusOub,onecatering to a distinctly
different clientele. For the club is in
truth a front OOn "crime exchange" ­
a place where gangs and pulp villains
can trade for specialists required for
particular jobs (say a safecracker for a
big heist in Alexandria, or a torch to
light up a paper that's been critical of
the Empire). In exchange, they pro­
vide henchmen or specialists of their
own to other gangs to be used in their
operations. Theexchangethenreceives
a percentage of the take from these
crimes.

This unique facet of the club is the
brainchild of Paul Bennington, for­
merly the pulp villain known as the
Asp, whogaveup hiscostumed career
in favor of more lucrative (and safer)
criminal pursuits. Bennington hassuc­
cessfully transplanted his operation
from Terra to Thebes, and has shown
a willingness to deal even with Storm
Knights (providing the price is right,
and negotiations are handled dis­
creetly, so as not to arouse the ire of
Mobius).

One reaches the exchange offices
by entering the club's wine cellar and
rapping aset numberof times(changed
daily) on the rear wall. Visitors are
then asked to provide the day's pass-

word, and if this is done satisfactorily,
a portion of the wall slides away and
admits the newcomer.

All exchange guests are frisked
upon entering, and then conducted
into the trader's room. Here Benning­
ton's men man a bank of phones and
keep track of the availability of spe­
cialists on a "big board." Spirited bid­
ding wars have been known to erupt
between rival gangs over talented
lockpicks and wheel-men, which is
part of the reason Bennington rarely
allows clients to visit the exchange
(bloodshed is bad for business, and
might disturb the wealthy people
lounging in the rooms above).

This underground complex also
features Bennington'soffire(complete
with wall safe - this safe rarely has
more than 5000 royals in it at anyone
time. Bennington avails himself of the
services of an as yet unknown under­
world bank). There is also a series of
small "greenrooms" for valued "items
of exchange" to relax while deals are
being worked out.

Icarus Club Adventure Hook

A file revealing the secret identities
of many of the Mystery Men has been
stolen and is being kept in the huge
vault of an underworld mastermind,
theCreen Knight. Getting into thesafe

requires the services of "Digits"
McCoy, the Nile's most adept safe­
cracker who is currently in hiding fol­
lowing a job in Cairo. It is up to the
Storm Knights to find McCoy.

The Icarus Club proves to be the
only means of contacting McCoy, and
Bennington is perfectly willing to pro­
vide him, if the Knights will do a little
job for one of his clients - assassinate
one of the Mystery Men!

There are plans afoot for a major
raid on a gold warehouse in Thebes, a
job which is certain to attract the atten­
tion of the Mystery Men. The perpe-­
trators requested back-up from the
Icarus Gub, good trigger-men who
would be able to take out the pulp
heroes when theyarrived on thescene.

The Knights are left"with a serious
problem: failing to carry out the as­
signment means the Mystery Men will
be destroyed by having their identi­
ties exposed. In addition, the gold that
is to be stolen belongs to Mobius, and
is being used to fund his expansion
into Libya and Tunisia. With no way
to contact the Mystery Men, the
Knights best option seems to be to
challenge the might of the heroes and
subdue them, without getting them­
selves killed. If they can convince the
Mystery Men of the urgency of their
mission, they might be able to enlist
their aid.
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Latitude and longitude coordinates for Nippon stelae are as follows:

IIIi InjiniVtTSt Update

yuchi Kanawa allowed
himself a rare display of
emotion, mouthing a
curse as he read over
7710'5 de-scrambled re­

port. The situation in California had
grown worse - khi Entertainment
stock had dropped another 50 points,
withonlytheHouston-basedkhiPub­
lishing still showing a modicum of
profit. Four more executives had been
found murdered, their bodies torn to
shreds.

Damn the lbarkoldu, those moth­
erless sons of filth! He had been ex·
pecting some hostile action from them
should they return, butnot this single­
minded obsession with spilling
Nippon blood. The Western US, once
the site of his greatest coup, was be­
ginning to be a serious and unprofit­
abledrainon the resourcesof his realm.

Daikoku was not pleased.
The techno-demons' timing had

been ... inconvenient, to say the least.
WithOrrorshgrowingmoreandmore
unstable and the Hellion Court on the
verge of open rebellion against
Thratchen, the horror realm was ripe
for takeover. Upon3327sorders, strike
teams had already been assembled to
go in and ripupstelae, replacing them
with those of Nippon Tech. When the
greatand mightyGaun'Man returned,
he would find he had no realm await·
ing him.

An ex",llen' plan, frustrated by the
actionsofa hordeofmetallicmonstrosi­
ties and their cow of a High Lord.. The
secretive leader of Nippon cleared the
screen of his laptop and began to com­
pose instructions for his trusted em­
ployee. TheTharkoldu wouldsoonleam
that in the game of revenge, they were
merechildren who had to be taught the
folly of annoying their elder.; ...

State of the Realm
Of the seven High Lords involved

in the invasion of Earth, 3327 has en­
joyed the most spectacular success.
His realm has expanded at a faster rate
than any other. save perhaps the Uv­
ing Utnd. He has discovered ways to
profit from the Possibility Wars, seIl­
ing arms to both sides in the confUct.
His home cosm of Marketplace has
been relatively quiet, with the preda-

lions of the priests of Palan less of a
problem now than they had been in
months past. And most importantly,
he has maintained his rover as a
wealthy industrialist among those in
power in Core Earth. despite efforts
by various factions to expose him as a
High Lord.

Butoflateit has begun to appear as
if 3327 has outsmarted himself in the
first 18 months of the war. His actions
have alienated. the other High Lords,
withonly the weakened Uthorion and
the notoriously untrustworthy Mobius
still willing to deal with him. The need
to protect his investments in Califor·
nia from the Tharkoldu has forced
him to divert his energies from ex·
panding farther into China, and the
Cyberpapaey has successfully rooted
out and destroyed his manufacturing
facilities in that realm.

Currently, the Nippon Tech realm
encompassesall ofJapan,Taiwan,and
South Korea, with a maelstrom bridge
in Osaka; an area along the Southeast­
ern coast of China, from Nantong to
Foochow, including the port city of
Shanghai; the southern section of

S telae Placement

22-N, 11~E (South China Sea)
24-N, 123-E (East China Sea)
2S-N, 123-E (East China Sea)
SO-N, 129-E (East China Sea)
33-N, 134-E (Phillipine Sea)
35-N, 13~,30s E Qapan)
3TtN, 145-E Qapan Trench)
38-, 3OsN, 141-E Qapan)
43-N, 145-E Qapan)
45-N, 141-E (La Penouse
Stmt)
41'N, 138'E (Sea of Japan)
36-N, 136-£ (Sea of Japan)
37", JOsN, 132'E (Sea of Japan)
35'N, 13O"E Gapan)
4O'"N, 1~,JOsE (North Korea)
36-N, 12TtE (South Korea)
32-N, 125-E (Yellow Sea)
38-N, 123-E <Yellow Sea)
34-,30sN, 122-E <Yellow Sea)
Jo-N, 121-E (Shaozing, China)

North Korea; and a pure zone sur­
rounding the city ofSacramento, Cali·
fomia, where the second Nippon
bridge is extant.

Core Earth hardpoints in the realm
include the Imperial Palace in
Chioyoda-Ku; Peace Park in
Hiroshima, ground zerofortheatomic
bomb that levelled the city in 1945;
and Matsue Castle in Matsue, a mu·
seumofandent samurai weaponsand
armor. The Nippon realm has thus far
proven to have the fewest hardpoints
ofanyof those established in thecosm.
and those that do exist do not stand
out because there is not a radical dif­
ference between the realm and pre­
invasion Japan.

The High Lord 3327's approach to
hardpoints has been distinctly differ·
ent than that Mobius or Baruk Kaah,
who persist in attempting to capture
them by force. Whenever possible, the
Kanawa Corporation uses its Subsid­
iaries in real estate to tender offers for
hardpoint sites and prevent their use
by opponents of the High Lords. Seri­
ousnegotiationsarecurrentlycontinu­
ing for the purchase of Matsue Castle,

25-N, I19-,30sE (Formosa
Strait)
32-N, 11TtE (China)
27-N, 116-E (China)
4O-,30sN, 125-W (Cape
Mendecino)
38-N, 11S-W (Nevada)
36-N, 12o-W (California)
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though the Imperial Palace refuses to
negotiate.

In the wake of recent setbacks, 3327
has begun crafting plans for a major
coup which will rock the other High
Lords and shift the balance of power
back to Nippon: the dropping of a
maelstrom bridge into Beijing and the
commencement in earnest of the con­
quest of China.

Baptism of Blood
When 3327 went into the invasion

of Earth, he had no intention of being
a meresheep in theGaunt Man's flock.
While he respected theOrrorshanHigh
Lord's power, he had his own agenda,
whichdid not inelude his honifically's
becoming Torg. He saw the potential
forgreat profiton Earth,and anysmall
reluctance he might have felt about
betraying Salisbury was dispelled
during the period the Earth's rotation
was slowed by the Orrorshan Infernal
Device.

This was a hard lesson, one appar­
ently unheeded by the other High
Lords, that the Gaunt Man felt no o~
ligation to be loyal to them. In keeping
with his own realm's Law of Intrigue,
3327 decided to take steps to upset the
"great plan" to conquer Earth.

His first, and most fateful, stepalong
this path occurred in the Soviet Union
in the early days of the war. Kanawan
representatives provided aid and in­
formation to the Soviet government
which, combined with the psychicser­
vices of Russia's Project: Omen, re­
suIted in the destruction of the
Tharkoldu maelstrom bridge and the
end of their hopes for invasion.

Although he well knew this would
enrage the Gaunt Man, he counted on
that High Lord'sdirecting his wrath at
the incompetence of Kranod and the
Tharkoldu. In addition to forestalling
the anival of another technologicaUy­
superior realm, the assault on the
Tharkold bridgesolidified the Kanawa
Corporation's reputation asa firm ally
of theCore Earth wareffort. This led to

Chapter Five iJI

billionsofyen in business with the US,
Europe and Africa.

It is doubtful that 3327 regrets hav­
ing taken this action, but he did not
foresee the savagery of the eventual
Tharkoldu response, which has se-­
verely damaged his operations in the
United States (see below).

Early Setbacks
Flushed with initial success, 3327's

lieutenantsbegan toput lessemphasis
on the secrecy of their operations and
moreon intended results which would
win their High Lord's favor. This was
astrategicmistake,onewhich revealed
the fact that a High Lord controlled
Japan to a number of Storm Knights.
The immediate result of all this was
the termination of a number of top
executives and their replacement by
men and women whose methods of
operation were more in line with those
favored by their High Lord.
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Chapl... Five III

The Relics of Power

The first such operation was the
pursuit of the Possibility Chalice and
the Forever City. It was a Nippon sat­
ellitewhich pierced. the artificial cloud
bank surrounding the Himalayan site
of the Signal Fire. As information be­
gan to flow in pinpointing the site of
the Chalice off the roast of Thailand,
steps were taken to acquire it. But by
using a Kanawa firm to attempt the
salvage operation (rather than an
untraceable undersubsidiary), thecon­
nection between that mega-eorpora­
lion and the invasion began to be re­
vealed.

Later, Nippon operatives came out
second best in the race to reach the
Forever City. With the revelation that
the lighting of the Signal Fire resulted
in the arrival of the Space Gods, and
their subsequent interference in
Nippon'S South America operations,
the failure to comprehend and disable
this device looms large.

An III Wind

Thesecond early failuredid, admit·
tedly, have a few positive benefits for
Nippon. Kanawa Corporation set out
to ruin the reputation of the Do-Lung
Conglomerate and exterminate a cell
of Sons of the Wind at the same time.
Convincing Do-Lung (through falsi­
fied documents) that the martial arts
masters occupying a Shinto temple in
Hong Kong had no legal claim to the
land, Kanawa sold the land the temple
rested on to Do-Lung. The Sons of the
Wind were given 30 days to vacate,
and Chinese police were called in to
enforce the order.

Storm Knight interference pre­
vented a bloodbath, but the main 0b­
jective had been achieved: Do-Lung's
directors were humiliated and forced
to sell the finn to Kanawa. In a flash,
3327 controlled major chunks of real
estate in Hong Kong, which he pro­
ceeded to cover with steel and glass
skyscrapers. In addition, financial
hooksweresunkintotheBankofHong

Kong.. paving the way for the placing
of"A1M machine'" stelae in the city.

Then things began to unravel. An
opposition conglomerate, Taihachi,
begancombatting Do-Lungoperations
in Hong Kong. Kanawan lieutenants
made the decision to set the Yakuza
upon the troublemaking firms, and
were foolish enough to let Storm
Knights establish a connection be­
tween them and the Japanese gang­
sters. Another piece had been placed
in the Nippon puzzle, and another of
3327's weapons had been compro­
mised.

TheforcesnowcontroUingDo-Lung
proceeded regardless. Corporateninja
began planting stelae, and plans were
made for the dropping ofa maelstrom
bridge into the Do-Lung skyscraper
headquarters. Officials in the Hong
Kong government were bribed and
subverted and the social order in the
city began to break down.

But too much information had been
leaked to the Knights, and they acted,
pulling up stelae and preventing the.63
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dropping of the bridge. The operation
was an extremely costly failure for the
Kanawa Corporation, significant
enough to attract the attention of 3327
and spurhim to takea moreactive role
in operations.

The Hand of 3327
Angered by this series of failures,

3327 called a special board meeting to
reiterate to his lieutenants the impor­
tance of secrecy and stealth in their
operations. The meeting was high­
lighted by the execution of the presi­
dentofKanawa Enterprises, Nippon's
first US-based firm. This action sent a
shudder through the rest of the
Kanawan corporate structure, and
helped to drive home 3327's point.

The Nippon High Lord immedi·
ately initiated. two successful pro·
grams, the harassment ofOrrorsh and
the western expansion of the realm.
Nippon's holdings expanded rapidly,
moving through Korea and across the

Yellowand EastChina seas intoChina.
Progress was slowed. somewhat by
the fact that Nippon's aggressive capi·
talism went against the grain of haTd­
line Chinese communism. The Chi­
nese resisted the imposition of this
economically harsh reality, and high
government officials began to myste­
riously "expireofnatural causes at the
end of great lives."

Then 3327 also used his political
influence to "persuade" the Japanese
Diet to offer a 40 billion yen economic
aid package to China, as well as make
minor trade concessions and call for
greaterdiplomaticdialogue. Thestated
reason for this was to improve rela­
tions between the two countries, but
the true purpose was to make the Chi­
nese government more amenable to
the idea of Japanese investment. Pre­
mier Li Peng looked. upon the offer
with favor, concerned as he was with
instability in the Soviet Union and the
Orrorshan conquest of Indonesia.

Li Peng might have been less en­
thusiastic had he known that Nippon

interests were also actively support­
ing the democratic reform movement
in China. Although he has been forced.
to tum his attention from that huge
nation in recent months, the acquisi­
tion of territory in Asia remains a pri­
ority for 3327.

The California Coup

The Nippon High Lord's most in­
spired (and unexpected.) maneuver
took place not in Asia, but in the con·
tinental United States. Seeing that
Baruk Kaah's forces were weakening
in the Western Land, Nippon at­
tempted. an unprecedented theft: Liv­
ing Land stelae around Sacramento
were pulled up, with Nippon stelae
being used to replace them. A Nippon
bridgedropped into the city, and Kaah
suddenlyfound himself fighting a two­
front war.

While this did not result in a tre­
mendous increase in possibility en­
ergy for 3327, it did have a number of
beneficial effects. It ensured. that the
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port of San Francisco would remain
open for the receipt of Nippon goOO.s;
buoyed the spirits of Core Earth na­
tions everywhere, making them feel
.they could beat the invaders and en­
couragingthemtopurchasemorearms
from Kanawa's Hachiman arms divi­
sion; and, obviously, it gave ippon a
foothold in a land likely to welcome a
profit-<>riented reality.

in the wake of the coup, the "Sacra­
mento Miracle" became a major me­
dia event throughout the US and the
world. Kanawa representatives, with
the assent of the Delphi Council, be­
gan purchasing land and buildings in
the Sacramento area to build a "weap­
ons factory west." Business in the area
has improved dramatically, with hard
sell replacing soft peddling and many
residents who survived the Living
Land occupation being forced out of
their homes by ruthless financial rna-

M ikoTzun

An enigmatic, beautiful
woman, Miko Tzun has proven
to be one of 3327s most ruthless
and tenacious foes. SerVing
Hanhl Ud., the mysterious firm
which stands neither with
Kanawa nor the Rauru Block,
Tzun has made a reputation for
swift thinking and the ability to
improvise in the face of unex­
pected developments.

Tzun's most impressive act
was the firebombing of Korubishi
Plastics, an undersubsidiary of
Omi Electronics. What made the
sabotage so effective was the
planting ofevidence implicating
Nile Empire agents, which
served to cool relations between
3327 and Mobius for some
months afterward..

Relatively little is known
about Tzun. Storm Knights have
managed to determine that she
is not a native of Marketplace,
but rather a Core Earther who
transformed to Nippon axioms.
She is said to make more yen in a
year than most mega-eorporate

neuvers.
Kaah, ofcourse, was an annoyance.

Working hand-in-glovewith theSpar­
tans, Nipponagents began working to
exterminateedeinos in California and
bring resistance groups "home" to the
Nippon zone. Their most ambitious
effort was an attempt (frustrated by
Storm Knights) to poison the water
supply in an area of Washington state
and slaughter hundreds or edeinas
(and thousands of resistance commu­
nity innocents as welJ). Kanawa has
also used brainwashed, transformed
edeinos to foment rebellions against
Baruk Kaah in the Western Land.

Kanawa Enterprises' California of·
fice went so far as to construct an
amusement complex built around a
theme of the Possibility Wars being
{ought around the globe. The park,
known as KanawaWorld, features
rides and displays relating to some of

CEOs, but the money is placed in
a Swissbank account. She issaid
to dislike firearms, but has killed
more than 25 agents of 3327 in
her briefcareer. She recently dis­
appeared for some months, and
it is believed she was undergo­
ing intense training in the mar­
tial arts and the techniques in­
volved in successful disguise.
Where Tzun's loyalties lie re­
mains a mystery.

At least one concerted effort
hasbeenmadebyKanawaagents
to apprehend her. An assault was
made on a Tokyo townhouse
and, though she escaped, it is
said her lover was not so fortu­
nate. In the weeks that followed,
she tracked down and brutally
murdered all of the men involved
in the attack, leaving their bod­
ies in front of the Kanawa Cor­
poration headquarters inTokyo.

MikoTzun
DEXTERITY 12
Dodge 14, fire combat 13, ma­
neuver 14, martial arts 16, melee

Chapter Five iii

the realms (Nippon itseU is excluded,
ofcourse. That is except for a commer­
cial celebration of Japan's technologi­
cal achievements known as
"TechLand." Plans fora Cyberpapacy
exhibit were scrapped after protests
from religious groups.)

The largest portion of the park is
devoted to AysleLand, primarily be­
caused warves, elvesand Ayslish seek­
ing employment havebeen more than
willing to rungamesand putonshows
for tourists. Visitors can engage in
SWOrdplay with real Vikings, learn
some rudimentary conjurations from
Ayslish sorcerers (actually, only nov­
elty magic tricks) and see a dragon up
close (a baby Draconis Terra, who is
overfed and kept sedated most of the
time).

EdeinosLand is popular for its live­
action version of "Uzard Hunt," and
its romantic "TunnelofLanaIa,.. where

weapons 14 missile weapons
13, running 14, stealth 15. un­
armed combat 14
STRENGTH 10
Climbing 11
TOUGHNESS 10
PERCEPTION U
Disguise 15, evidence analysis
14, find 14, land vehicles 13,
scholar (espionage) 15, trick 16
MIND 10
Business 12, test 15, willpower
15
CHAR1SMA 12
Charm 17, persuasion 16, taunt
14
SPIRIT 9
Intimidation 15, reality 16
Possibilities: 20
Style: Red Lotus (master)
Equipme.nt: S-L stiletto, dam­
age value STR+6/16; electro­
stars,damage valueSTR+5118,
range 3-5/10/15; personal ra­
dar vest; 35mm microcamera;
Alliedmicro-transmitter;smoke
screen pellets/lenses; eIectrorue
Iockpick; eIectrorue safecracker;
Omi signal scrambler
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lovers can snuggle as they travel
through the Deep Mist d hJ fog rna·
chine. OrrorshLand has been the least
popular tourist attraction, primarily
because some of the monsters are 0b­
viously fake. and others (particularly
one lycanthrope who lost control and
mauled a Florida family) are all too
real.

The coup did leaveopen a window
of vulnerability, however. Where Ja­
pan and China were largely proof
against the interference of other High
Lords, the assault on Kaah was the
equivaJentof waving a red flag in their
faces. Malraux and Thratchen offered
aid to Kaah in his war with Nippon,
but with littleeffect against the Nippon
defenses.

What has damaged 3327's plans for

R edWind

Many people - agents of
other realms as well as Market·
place or ippon natives - have
attempted to strike at 3327 and
his empire. The Rauro Block, the
priests of Palan, the Kashi and
the ShiJc.i all have made the ef·
fort, but none have been so suc­
cessful as the female assassin
known only as "Red Wind ....

Armed with what witnesses
described as a miniaturized
crossbow that fires explosive
bolts, Red Wind pierced security
at 3327's Nijo Castle stronghold
and killed executives from
Borubokan Textiles and Soto In·
dustries. Severely injured in the
attack was 7710, whoat that time
was the High Lord's liaison with
Marketplace. Over 30 MarSee
troopers were slain and three
Kanawa R·1 Defense Robots de­
stroyed in the attack as well.

Red Wind first appeared in
Shanghaishortlyafter3327made
inroads there, and it is believed
she is of Chinese descent. She
has been linked in intelligence
reports with the mysterious
agent dubbed "Haiku," who has

expansion has been the arrival of the
Tharkold realm in Los Angeles. Its
new HighLord,Jezrael. hastakensteps
to revenge herself and her people
against Nippon. Kanawa investments
in LA havebeen destroyed, executives
slaughtered. and progress in Califor­
nia brought to a grinding halt by the
actions of techno-demons. Now that
3327's fear of Jezrael and Kaah form­
ing an alliance has borne out, he is
pouring vast amounts of yen into the
defense of his stelae triangle there. He
is hoping that he may receive uninten­
tional aid from the Cyberpapacy in
resisting the Tharkold, as Malraux
hates the hellish creatures almost as
much as the Nippon High Lord does.

The ultimate result of theTharkoldu
terrorism has been a lossofconfidence

crossed katanas with 3327's op-­
eratives in the past. The reward
for Red Wind's capture has re­
cently been increased to 10 mil·
lion yen. Shewas last reported in
Taiwan, meeting with local busi­
ness leaders who may have been
attempting to retain her services.

"Red Wind" (real name un­
known)

DEXTERITY 13
Acrobatics 15, dodge 18, en­
ergy weapons 15, fire combat
19, lock picking 15,longjump-­
ing 14, maneuver 16, martial
arts (Red Lotus) 19, melee
weapons 17, missile weapons
17, stealth 19, unanned com­
bat18
STRENGTH 11
Climbing 12
TOUGHNESS 10
PERCEPTION 12
Evidence analysis 15, find 16,
firstaid 14, language 14, track·
ing 15, trick 16
MlN011
Artist (actress) 14, meditation
13, test 15, willpower 13
CHARISMA 13
Charm 18, persuasion 18,

in the Kanawa Corporation, and
ripples of uneasiness throughout the
Japanese business community. The
Nikkei took a week-long dive some
months ago, plunging more than 55lX)
points. A numberofcorporationswere
forced to borrow money in place of
issuing stock.. In addition, the Ameri·
can Security and Exchange Commis­
sion has begunan investigation of ille­
gal stock transactions on the part of
Kanawa subsidiaries in theirpurchases
of US firms.

All of this has forced 3327 to open
his coffers and spread a bit more yen
throughout the business community
to quiet fears and refrain from doing
too much wholescale corporate sabo­
tage. Even though there are a number
of Rauru Block firms open for take-

taunt 16
SPIRIT 12
Intimidation 16, reality 16
Possibilities: 25
Equipment: LOV 9mm,

damage value 16, ammo 12,
range 3-10/25/40; hand laser,
damage value 17, ammo 20,
range 3-30/100/200;5-LstiJetto,
damage value STR+6/20;
throwing stars, damage value
STR+3/17, range 3-5/10/15;
lriMesh armor, TOU+3/20;
mini-erossbow, damage value
22/19, range 3-10/150/300­
crossbow bolt does initial dam·
age of 22. If missile weapons re-­
suit was Good or better, bolt
embeds itself in target and ex­
plodes one round later, doing
damage value 19. Target must
generatea Strength total of 12 or
a first aid total of 14 to pull shaft
from body before explosion.

Description: "Red Wind" is
an incredibly beautiful, unbe­
lievably lethal woman. She first
attempts toc1uJnn opponents­
if they fail to surrender to her
wiles, she flies into a rage, and
her resistance to tQunts drops
by three.
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over, sudden business failwes at this
time would only increase investor's
fears of an economic coUapse.

1heKanawa Corporation isalsocon­
_plating expomng rudimentazy fu­
sion technology from M..-ketplace to
lessen Nippon's dependenceon natural
resources exported from other nations.
He sees the need to purchase oil, coal
lumber and steel from the US and Eu­
rope as a major weakness of his realm,
and one his enemies will be quick to
exploit, given the opportunity.

A Gathering of Foes
Noother High Lord has madedeal­

ings with other realms so great a part
of his overall strategy as 3327 has.
Whether it isselling arms to resistance
organizations or trading information
to Uthorion in return for access to
North Sea oil rigs, Nippon agents can
be found throughout the world.

Among their recent exploits have
been:

• An attempted raid on the Potala,
the famed "golden palace" in Lhasa.
Tibet which once housed the Dalai
Lamas. The agents were instructed to
search for and acquire etemityshards,
but were stopped bya combined force
ofStorm Knightsand Chinesesoldiers.

• An expedition to Ceme Abbas.
England, to recover an ancient tablet
connected to the Space Gods. This
mission proved to beunsuceessfuldue
to Storm Knight and Cyberpapal in·
terference.

• Numerous incidents of corporate
espionagedirected against Hantu Ltd.
and its mysterious "special projects
director," Miko Tzun.

Aside from the Living Land, 3327
has turned his realm's power against
the Cyberpapacy and Onorsh most
frequently. He has conquered. a great
deal of territory which Thratchen had
coveted (and would surely have taken,
had he been in contact with Heketon).
The Nippon High Lord has overseen
several cyberware manufacturing op-

Chapter Five Illi

erations - from within the Cyber­
papacy itself! - and sold the equip­
ment to members of the Resistance.
This maneuver has been checkmated
by the Inquisition'sdestructionofmost
of theNippon facilities inCyberFrance.

One of 3327's most cunning (and
successful) plans has revolved around
Ayslish conjuration futures, the bad:.­
bone of that realm's economy. Two
Nippon operatives recently made large
investments in the market, driving
futures up tremendously. Ninja assas­
sins were being deployed to kill mid­
and low-level conjurers to ensure that
the valueof those still living increases.
Profits from this project were being
diverted to finance oil drilling in the
North Sea.

As stated above, currently only
Mobius and Uthorion are still dealing
with 3327. Uthorion purchases large
amounts of equipment from the
Hachiman Arms Division of Kanawa,
and Mobius is continually fielding
proposals for trade agreements from
the Nippon High Lord. Mobius is re-
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portedly fascinated by the advanced
tech used by the denizens of 3327'5
realm, and 3327 would love to get his
hands on a Nile reality bomb.

Research and
Development

. Like a shark, the technology of
NIppon must everadvance ifthe realm
is to stay competitive with those of the
other High Lords. Along those lines,
3327 has placed increased emphasis
upon mastering the principlesofeyber
technology, both to maintain parity
with the Cyberpapacy and to better
resist incursions by Tharkold. In addi­
tion, Nippon scientists are currently
studying samplesof Akashan biotech­
nology, and agents are attempting to
acquire reality tree seeds for possible
reproduction in the laboratory.

Realm researchers have also
dabbled in genetics, with one of their
greatest successes thus far being the
creatures known collectively as
"Project V." These beings, six meters
in length with wing spans of seven
meters, were bred to protect nuclear
plantsand other hazardous areas from
saboteurs. They have chitinous armor
and wings much like those ofa hornet,
along with teeth and claws capable of
shredding metal like tissue paper.They
are able to thrive in irradiated areas
which would prove fatal to humans.
Given their success as guardians, 3327

has directed that theybeused inoffen­
sive operations against Cyberpapal
and Core Earth power facilities.

Project V
DEXTERITY 16
Dodge 17, flight 18, maneuver 17,
stealth 18, swimming 17, unarmed
combat 19
STRENGTH 24
TOUGHNESS 18123
PERCEPTION 11
Tracking 15, trick 13 (19)
MIND6
Survival 21, test 05)
SPIRIT 5
Intimidation 18, reality 14
Possibilities: aU
Natural Tools: armor, TOU+5/23;

wings, speed value 12;claws, damage
value STR+2/26; teeth, damage value
STR+3/27

The Immediate
Future

The Nippon Tech realm has as­
sumed a defensive posture for the time
being. Whilesalvosarestill being fired
against Orrorsh, Cyberpapacy,
Tharkold and the Living Land, 3327
has diverted most of his resources to
the protection of his extant stelae ar­
eas, rather than the conquest of new
ones. He continues to map out ambi­
tious plans for expansion, but until the
threat of Tharkold has been lessened

(or better yet, ended completely), he is
wary of putting them into action.

Anotherarea ofconcern forthe High
Lord is the sudden reluctance of the
Delphi Council to intervene on the
part of Kanawa-owned corporations
in the United States. Should theCoun­
cit take the plunge and admit to them­
selves that he is a Possibility Raider
like Kaah and the others, 3327 could
rapidly see his American markets dry
up and a major source of natural re­
sources disappear. Many of his covert
operativesare currentlyat work gather·
ing infonnation on council members,
with an eye toward blackmailing them.

Should the Tharkold situation con­
tinue unabated, 3327 is planning to
cement a firm alliance with Mobius
against the Cyberpapacy. If the Nile
Empire's High Lord agrees to keep
Malraux's forces occupied, it will free
Nippon agents to war against Jezrael
and her techno-demons. Given the
relatively small size of the Tharkoldu
re~lm, ~27 is confident he could pre­
vatl SWiftly enough to allow him to
put the rest of his projects on-line with­
out undue delay.

The wild card in this hand is Storm
Knight activity. Nippon resources are
currently spread quite thin - a series
of hard, fast strikes on key areas by
Knights could seriously cripple3327's
future operations, and possibly leave
him vulnerable to utter destruction at
the hands of his enemies, both internal
and external.
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orthington paused for a
long moment before
pushing open the~
mentdoor.Hecouid hear
the footsteps of his com·

rades as they explored the floor above
him. They had been reluctant to split
the party, but with so little time re­
maining before sunset, the search of
the house had to be done quickly.

He stepped into the musty cham­
ber, chill and damp lilce a tomb ... an
apt description. indeed, if what he
suspected was lnle. A rat, red eyes
gleaming in the light of his lantern,
skittered across the floor in front of
him. It left behind a pile of bones ...
humtln? ... it had been gnawingon and
retreated into a hole in the wall.

Worthington stepped carefullyover
piles of masonry and rubble. It would
not do to twist an ankle now, not with
night only a quarter how away. He
adjusted the neckJaceof garlic around
his neck. and groped in his pack until
he felt the reassuring solidness of his
hammer and stake. This night would
betheend ofTarleton and his thirst for
blood.. This night would see revenge
for what the monster did to sweet
Catherine.

He pushed aside a spider web and
held his lantern before him. There, just
before him, rested the coffin, sealed
against the threat of any shaft of sun­
light. Moving around it, he tore the
boards from the high windows, allow­
ing golden light to flood the room.

There was no need to call the oth­
ers. He felt strangely calm, now that
the time had finally come to do the
deed, as ifa shackle had been loosened
round his soul. He put down his pack
and took out the toolsofhis newfound
trade, took a deep breath and, with a
sudden, savage motion, flung wide
the lid of the coffin.

Empty.
The rats that filled the basement

squealed as if in pain and ~an to
dash madly about. His mind tord him
that he had simply made a mistake­
Tarleton had gone to ground some­
where else this night - and he need
oniy pour the Holy Water into the soil
that lined thecoffin to despoil it for the
vampyre's use.

But his heart had begun to beat
faster, and sweatcollectedon his brow,

and he could hear the rushing of his
blood in his ears. Then from behind
him came a hideous sound, much like
the keening wail of a bean sidhe
Worthington had onceencountered in
Aysle. He turned, stake raised -

Before he could complete his mo­
tion, an iron grip closed around his
wrist, squeezingas if to grind the bones
to powder. He cried out and dropped
the stake, then raised his eyes to look
into those of ... the vampyre. The
undead creature stood smiling, sun­
light bathing his face and form, but
doing no harm to its evil countenance.

Tarleton released his hold, and ges­
tured toward the bright beams of the
setting sun. "You old fool!" he said,
laughing. "I am not one of those
vampyres! I fear neither sunlight, nor
running water, nor that odoriferous
herb you wear about your nedd You
have failed, my dear Worthington, as
your companions will fail - yes, I
know where they are. Your daughter
isattending tothemevenas wespeak."

Worthington charged the creature,
and was batted away like an insect.
"Catherine told me of your ... anti­
quated notions about vampyres, old
man. It amused me to allow you to get
this far, so confident in your victory,
only to snatch it away from you at the

last moment."
Seeing an opening, Worthington

grabbed the stake from the floor and
plunged it into the vampyre's heart.
Tarletongrimaced inmomentarypain,
and then pulled the bloody piece of
wood from him and threw it aside.
"An impressive instrument, indeed,
but it holds no terror for me. The
method of my death is known to my­
self alone, and you will not live to
learn it.

"But Iwill confess to being flattered
by your attentions," Tarleton said, fix­
ing Worthington with his gaze and
holding him paralyzed like a sparrow
before a snake. "You are a most inge­
nious, if misguided, man. And you
will make an excellent addition to my
legion of the dark."

Worthington's last thought was of
Catherine, his last sensationa stinging
pain in his ned:. before death claimed
him.

Three days later, he would rise
again, at Tarleton's bidding. Ina week,
he would stalk and kill the only mem­
ber of his vampyre-hunting party to
have survived the foray to Tarleton's
lair. Hewould ... exist... for six months
as oneof the undead, beforean Ayslish
paladin would discover his true death
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Current positions of Orrorshan stelae are as foUows:

116°e,6OS
120oE,9"S
124°E,12OS
128°E,1105
12soE,lSOS
mOE,SOS
lJ80E,3OS
114°E,3O"S
111°E,JoN
113°E,7"N
116°E,4°N
119"E,l°N
m O E,2"S
126°E,4OS
128°E,7"5
129"E,3OS
126°E,00
124°E, JON
1200E, SON
117"E, BON
118°E,12°N

and behead him with a sword blessed
by the Sacellum.

State of the Realm
Despite all the terrors visited upon

it during the Possibility Wars. much of
the world can be grateful that events
have conspired to keep the realm of
Orrorsh from spreading beyond Indo­
nesia. Within thatdarkrealm, monstrous
horrorsstalk the night,slaying the inno­
cent and thriving on the fear created in
the survivors. In the twisted halls of
I1Imound Keep, Thratchen paces rest­
lessly - if he leaves the realm. he risks
incurring the vengeance of JezraeI and
the Tharkoldu. U he remains, he faces
almost assured destnJction on the day
theGaunt Manat last emerges from the
maelstrom in which he is held prisoner.

Unable to gain control of Heketon,
the Orrorshan Darkness Device,
Thratchen has vented his frustration
on Storm Knights operating in his
realm, as well as on the agents of 3327.
Distracted by the arrival of Tharkold
in LosAngeles,Thratchen hasaUowed
the members of the Hellion Court per­
haps too much leeway in pursuing
their own agendas, something which
might pose a future problem both for
lhetechno-demon and theGaunt Man,
once he makes his inevitable return.

Meanwhile, Orrorsh continues to
stand as the most lethal of the realms,
with only the bravest (or perhaps most
foolhardy) Storm Knights willing to
set foot in thedomain of horror. A lack
ofstelae has made it impossible forthe
realm to expand, and this has allowed
Nippon Tech to conquer much of the
territory the Gaunt Man was known to
have coveted. It remains to be seen
when the reckoning for that action
will come.

A History of Horror
Though without the leadership of

the Gaunt Man, the Orrorshan Night­
maresand their minions have fulfilled
his dark dream of spreading fear and
death throughout Indonesia. Theenor­
mityof the sheer terror that permeates
the realm is staggering, and the death
toll among Storm Knights has been

extremely high. Storm Knight re­
cruiter/organizers, like Hawaii's
Guildmaster, are now taking special
care in choosing operatives for mis­
sions in Orrorsh - the choice is be­
tween sending agents of the highest
calibre,and risking their loss, or send­
ing expendable Knights, and risking
almost certain failure of the mission.

Without a strong High Lord domi­
nating the area, it has fallen more and
more upon the individual Nightmares
to maintain control of the death rate in
the realm. This has been a mixed suc­
cess, with a number of valuable hor­
rors having to be exterminated when
they wentoutofcontrol. Most recently,
the werewoUValniar wenton a killing
spree in the village of Altshire and his
master, Toral, was forced to dispatch
vampyre Kerim Bey to kill him. Storm
Knight interference resulted in the
deaths of both Valniar "'nd Bey, al­
though whether Bey met his true death
is unclear.

Here are some of the more signifi­
cant events to have taken place in
Orrorsh over the first 18 months of the
war:

S telae Placement

92°E, "JON
94°E,4°N
98°E,0°
10J0E,3OS
lQ40E,6OS
lOsoE, SOS
l1JOE,l1OS
115°E,10"S
112°E,7"S
119"E, 130S
lOsoE,5OS
lOsoE,3OS
102"E,1°N
ggoE,4°N
96°E, 'l"N
98°E,ll°N
101°E,8°N
l04°e, SON
107"E,3°N
l1QOE, lOS
113°e,405

Chapter Six IlIi

Kibos and Kane

OneofThratchen's earliest projects
was an effort to gate in a fellow
Tharkoldu, Ba.lezar, with the aid ofan
Orrorshan sorcerer named Kibos.
Working with a former operative of
the Gaunt Man, Malcolm Kane, Kibos
oversaw a string of brutal ritual mur­
ders in Singaporedesigned to provide
him with the occult power to open the
way to the Tharkold cosmo

(Why Thratchen wished to bring
another techno-demon to Orrorsh
might be a puzzle to some, as he him­
self had been responsible for the de­
structionof the Tharkoldu dimthread.
The explanation is that Balezar had
long ago submitted to Thratchen, and
owed him total loyalty. Thratchen
hoped to use him as a spy in the
Tharkoldu cosm, after providing him
with instructions on what to look for,
with Kibos' spell acting as the means
of transportation.)

Unfortunately for Thratchen, the
plan went wrong. By choosing
Singapore as the site for the ritual.
Kibos ensured Storm Knight interfer-

121°E,90N
124°E, "JON
12"JOE,4°N
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ence (the NightmareSkutharka's will­
ingness to allow some technological
devicestofunctionhasconvincedsome
Singaporeans that their city has been
}lIlaffected by the invasion, and some
areas have become in·realm bases for
Knights). Kibos and Kane were forced
to flee the city before the ritual could
be completed.

They fled to Borneo where, again
acting ostensibly for Thratehen.. they
made an effort to retrieve the mystic
talisman known as the Black Eye. The
ebony gem provided the ability to see
into the future, at the price of total
insanity. Working with a band cECore
Earth renegades and Orrorshan
gospog, they succeeded in wresting
the gem from the chief who possessed
it, only to have it taken from them in
tum by a group of Storm Knights.

At this point, Kibos panicked, and
fled with Kane and thesurviving raid­
ers to the island of Ninjoku. The
Knights foUawed, walking into the
middle of another of Thratchen's
schemes - that of using the residents
of this Storm Knight haven as sacri­
fices to bribe the local volcanogod into
destroying the island. The Storm
Knights prevented this from happen­
ing. and were able to win the deity to
their side, resulting in the burningofa
number of Orrorshan gospog fields.

Now out of favor with Thratchen,
Kibos readily agreed when Kane sug­
gested an expedition to Belize to search
for another object of power. Little did
Kibos know at the timethat what Kane
was seeking was a Darkness Device of
his own (see Chapter Three for the
results of this quest).

The Mark of Maletrelius

Efforts by Maletretius to subvert a
cult of demon worshippers and use
their rituals to increase his power met
with success, despite efforts by Storm
Knights to stop him. Maletretius has
gone into hiding following more re­
cent dashes with Knights, and is said
to be planning a rebellion against his
Nightmare,Sabathina.Hischancesfor
success may have been increased by
her preoccupation with the creation of
a vampyre coven in the Cyberpapacy.

Here are the post-ritual slats for
Maletretius:

Maletretius
DEXTERITY 13
Acrobatics 22, dodge 20, maneuver
18, melee weapons 17, running 18,
stealth 22, unarmed combat 20
STRENGTH 17
Climbing 19, lifting 19
PERCEPTION 12
Alterationmagic16,evidenceanaly­
sis 14, find 15, language 15, scholar
(arcane lore) 16, trick 18
MIND 15
Occult 21, survival 18, test 24, will·
power 24
CHARISMA 14
Charm 26, persuasion 21, taunt 17
SPIRIT 11
Faith (Orrorsh) 17, intimidation 21
Possibilities: 25
Powers: life drain (Strength), inftc·

tion, regenerate, sJuJpe clumge (wolP, rt­
sistana to nonrIlJl UJtQpons, attack ftmn
rtSistana (l7Ulgiatl physial1 dal7Ulge)

Corruption Value: 25
Feu Rating: 2
Peneverance DN: 23
Weakness: gold, rose thorns
True Death: immolation
Natural Tools: fangs (STR+l/18)

Ciwpler Six iii

The Nocturna

Thousands of years ago, the cosm of
Orrorsh bore witness to the creation of
an obscenity. a som=- sedw:ed by the
occult penned a tome called the
Noctuma. Within its blood-red covers
are collected spells, curses and arcane
knowledges, the knowledge of which
would drive even the strongest man
mad.

Forcenturies the book, unable tobe
destroyed byany known force, passed
through some of the most infamous
hands in Orrorsh, Gaea and other
cosms conquered by the Gaunt Man:
seers, occultists, demon-worshippers,
and maniacs, and all of their names
were cursed by its evil.

The Noctuma wassmuggledacross
the maelstrom bridge into Indonesia
shortly after the invasion, and is cur­
rentlyhiddensomewhereintherealm.
Efforts by Storm Knights to retrieve
the book have, in general, not been
successful, and a number of Knights
have even succumbed to the book's
power and had to be slain by their
comrades.

It is believed the tome is currently
being used in the preparation ofsome
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grand destructive stroke. but who has
it and what they plan remains a mys­
tery.

The Diabolical Dr. Sconce

Among the busiest of theOrrorshan
Nightmares in recent months has been
Dr. Wilhelm Sconce. In his continuing
quest to impress Heketon and secure
the High Lord's position for himself,
Sconce has implemented a number of
fiendish projects.

His most successful thus far has
been the discovery ofa means to draw
human souls out of possessed bodies.
thus giving the demon within free
reign. The souls are then trapped
within marionettes, which Sconce im·
prisons and tortures to gain informa·
tionand pleasure. It isbelieved that he
used anoffshoot ofthis process to gain
long·range control of the bodies of
Victorians without harming their
minds, leading distinguished citizens
to kill themselves before witnesses, all
the while screaming for someone to
stop them.

A less successful effort has been
one to sew together 66 corpses of
Scarabuusi victims and transform
them into a single monstrous creature
with the aid of a spirit from a Waiting
Village. The problem has been in find­
ing the right number of corpses, as
lesser Horrors and creatures of
Majestic's jungles often feed on the
corpses of the unfortunate, leaving
little left for Sconce to work with.

Sconce's most conspicuous contri~

bution to the Orrorshan efforts to ex­
port the Power of Fear has been his
creationofdemonic beings resembling
rakshashas, the demon guardians of
Hell in Hindu mythology. Thesecrea­
tu.res have launched attaclcson popu­
lation centers as far away as India,
with devastatingeffect. Sconcehas yet
to reveal whether these beasts are the
result of occult rituals or simply pre­
existing demons surgically altered.

Sconce's Rakshashas
DEXTERITY 12
Acrobatics 14, dodge 16, flight 18,
long jumping 13, maneuver 14,
stealth 15, unarmed combat 17
STRENGTH 13
Climbing 15

TOUGHNESS 14
PERCEPTION 13
Find 16, tracking 18, trick 15
MIND'
Survival 13, test 12
CHARlSMA9
Charm (20), persuasion (21), taunt
OS)
SPIRIT ,
Faith (Orrorsh) 10, intimidation 17
Possibility Potential: none
Power Rating: 5
Powers: magical resistance, blurform,

silence
Corruption Value: 16
Fear Rating: 1/2
Perseverance ON: 14
Wukness: severe weakness to 0b­
jects made of bronze
True Death: freezing
NaturalToots: claws,damage value

STR+3/16; fangs, damage value
STR+2/15; wings, speed value 12;eye­
beams, damage value 21, range 1040/
80/150

The Coming of Tarot

A vampyre is nonnally one of the
most fearless of monsters. Combining
formidable powers with keen senses,
near invulnerability and great intelli­
gence, they can be among the most
difficult to lay low.

But that is by no means the case in
Java, where vampyrecovensaremeet­
ing to devise ways to deal with a new
nemesis, known only as "Tarot." He
first appeared six months into the war,
leaving behind a trail of vampyric
corpses, each with the Tarot cards for
Death and the Devil laid in an "X"
pattern on the creature's chest. Wit­
nesses describe him as a young man
wearing Victorian dress and carrying
a medical bag.

More of Tarot's background has
come out recently. The son of a Victo­
rian scientist, Tarot led as happy a
childhood. as possible in Gaea, given
the presence of the Gaunt Man and his
minions. After the death ofhis sisterat
the hands of vampyres, his father set
to work devising a cure for the curse
spread by the undead creatures. Half­
insane with grief, he tested the serum
on his son,only tosee him transformed
intoa vampyre-likecreature. In a panic,
he attempted to slay Tarot, but suc-

ceeded only in starting a fire which
took his own Life and destroyed his
notes on the serum.

Tarot soon discovered that while
he had many of the abilities of the
vampyre, the fact that he had attained
his powers via a serum, rather than an
occult ritual or the bite of another
vampyre, spared him the corrupting
effects. He confined his lust for blood
to animals, knowing in his heart that
were he to bite another human, even
an enemy, his soul would be lost.

Tarot set off on a crusade to elimi­
nate the threat of vampyres, and per­
haps one day develop an antidote to
theserom which transformed him. He
has worked alone throughout his cru­
sade, fearing that tospend an extended
pericxi of time around humans would
make the temptation to draw upon
them for sustenance too great.

"Tarot"
DEXTERITY 11
Acrobatics 13,beast riding12,dcxige
15, fire combat 14, lock picking 12,
maneuver 14, stealth 13, unarmed
combat 15
STRENGTH 13
TOUGHNESS 12
PERCEPTIO 11
Evidence analysis 13, find 15,
scholar (realm lore) 14, tracking 13,
trick 14
MJND12
Medicine 14,science(chemistry)14,
test IS, willpower 15
CHARISMA 13
Persuasion 16, taunt 17
SPIRIT 10
Faith (Sacellum) 14, intimidation
18, reality 15
Possibilities: 25
Power Rating: 9
Powers: hypnosis, life drain, infec­

tion, demrntal alteration
Weakness: severe weakness to sil­

v...
True Death: none
Natural Tools: fangs, damage value

STR+2/15
Equipment:CoItPeacemaker,dam­

age value 19, ammo 6, range 3-5/15/
40; wooden stake, damage value
STR+3/16; hammer, damage value
STR+3/16; garlic; Holy Water; cruci­
fix

Gamemaster note: It is unknown
how Tarot was able to take on the
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Powers ofa corrupt vampyre without
becoming corrupt himseU. Though he
believes itwas because of the serum, it
is more likely that Tarot's father took
the Corruption upon himseU, thus ac~

cidentally saving his son's soul.

At War with Nippon

Much of Thratchen's energies have
been devoted to achieving revenge on
Nippon Tech, both for its successful
efforts to prevent the Tharkoldu inva~

sian of the Soviet Union and its con­
quest of territory Thratchen had cov­
eted for Orrorsh. Until the arrival of
theTharkoldu in Los Angeles,Orrorsh
had been Nippon primary opponent,
both on its own and through its al1i~

ance with Baruk Kaah and the Living
Land.

One of the earliest successes in this
war was the discovery by Orrorshan
occultists of a means of summoning
back to this plane thespiritsof Nippon
executives forced to kill themselves
(or slain) by MarSee as a consequence
of failure. These spirits have given
Orrorshan agents information on how
best to sabotage Nippon operations,
pointing out key computers within
the Nikkei network that would be ripe
for mystical assault.

Another major offensive has taken
the form of special computers which
are actually occult devices, produced
at an Om.i Electronics plant in China
with the aid of the Nightmare
Skutharka. These computers act upon
the human mind, increasing paranoia
in executives and leading them to be­
tray their companiesbefore they them~

selves can be betrayed. After the ac­
tion has been taken, the computer
erases all of the distorted data it had
been feeding the executive, leaving
Nippon authorities with no clue as to
why the betrayal took place.

Thratchen has also authorized the
transport of Orrorshan talismans to
China, in hopes of bringing to lifesome
of the the horrors of Chinese mythol­
ogy to harass Nippon projects in that
region. In addition, increasing num~

bers of ninja vampyres have been sent
to Tokyo, and a number of key execu­
tives in Kanawa firms have been slain
and enslaved by these creatures.

Look for a stepped~up campaign of
terror against Nippon if the Gaunt

Man should return, as he has no less
reason to hate 3327 for his actions
against the Tharkoldu than does
Thratchen.

New Horrors
A number of new Horrors have

come into being since the publication
of the Orrorsh sourcebook. Many of
these will be detailed in the upcoming
Creatures of Orrorsh supplement, but
here are a few samples with which to
whet your appetite:

Raggs

A creation of the Nightmare
Ahjebax, Raggs is a bestial creature
who gains strength from the hatred
and disgust many people feel for the
poor, the homeless, and the disenfran~

chised. Wearing the tattered clothesof
a poverty~stricken human,anda wide­
brimmed hat to conceal his horrifying
features,Raggsmovesamongthepoor
in San Antonio, TX and periodically
dismembers oneor two. Hetimes these
incidents very carefully so as to attract
the most media attention, hoping to
sow political dissension as well as fear.

Raggs has killed close to 25 people
at last count, and city~widemanhunts
have failed to tum up any clue to his
identity. Already, homeless advocacy
groups have begun charging that the
police are not doing as much as they
could because the victims are poor.
This has widened the rift between the
middle-class and poor in the city, and
strengthened Raggs even more.

Raggs
DEXTERITY 11
Dodge 14, maneuver 13, prestidigi~
tation 14, running 14, stealth 19,
unarmed combat 17
STRENGTH 12
Climbing 15
TOUGHNESS 11
PERCEPTION 14
Evidence analysis 15, find 16, lan~

guage (English) 15,language (Span­
ish) 15, tracking 18, trick 20
MlND9
Artist (actor) 12, survival 13, test 14,
willpower 14
CHARISMA 10
Charm 15, persuasion 15, taunt 12

SPIRIT •
Faith (Orrorsh) 9, intimidation 14,
reality 12
Possibilities: 18
Power Rating: 7
Powers: cold aura, animal control

(rats), blur fonn, darkness
Corruption Value: 20
Fear Rating: 1
Perseverance DN: 14
Weakness: stymie weakness to

bright light
True Death: removal and burning

of heart
NaturalTools:claws,damagevalue

STR+5/17; teeth, damage value
STR+3/15

Equipment: tattered clothing

Lurkers

Lurkers are minor Orrorshan de­
mons, servants of Dr. Sconce, who
take pleasure in tormenting children.
Descriptions of lurkers vary widely,
although they are almost always de­
scribed as haVing huge claws, sharp
teeth, and blood·red eyes.

The usual method ofoperation for a
lurker is to use his power of elemental
alteration to slip into a house unseen
(through the chimney, ora crack in the
window) and take up residence in a
closet or under a bed. There he re­
mains until dark, when he emerges
and terrifiesany children in the house.
If an adult is summoned, the lurker
transmutes to mist so he cannot be
seen, and then returns to his natural
stateas soon as the child isalone again.

Lurkers are relatively cowardly
creatures, and rarely enter into com~

batunlessina pack. Whensurrounded
by 20 or 30 of their fellows, lurkers
happily rend and tear whoever they
encounter. They are occasionally used
for simple jobsby various Nightmares,
those not seen as crucial enough to
waste a more effective Horror upon.

Lurker
DEXTERITY 9
Acrobatics II, dodge 13, maneuver
12, prestidigitation 12, running 11,
stealth 14, unarmed combat 10
STRENGTH 7
TOUGHNESS.
PERCEPTION 11
Tracking 13, trick 15
MIND 7
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Test 9
CHARlSMA 12
Persuasion 16, taunt 17
SPIRIT 8
Faith (Orrorsh) 9, intimidation 16
Possibility Potential: none
Natural Tools:claws,damagevalue
STR+3/10; teeth, damage value
STR+2/9
Power Rating: 3
Powers: elemental alteration, dark vi-

sion
Corruption Value: 12
Fear Rating: 1/2
Perseverance ON: 11
Weakness: stymie weakness when

exposed to daylight
True Death: being laughed at by a

child it is attempting to frighten

Thermoslith

Thecreature now stalking the Mag·
nalia Research Station Georgia was
once a researcher for ChemCorp, the

manufacturers of REAL·PEP. He was
doused by a batch of the chemical
transformed by Ahjebax and trans­
formed into a snake-like monster com­
posed of both fire and ice. Christened
a "thermoslith" by Ahjebax, the beast
has been slaying workers at the re­
search station for the past several
months, and Kanawa agents havebeen
unable to stop it.

The thermoslith's presence is nor­
mally heralded by a sudden increase
or decrease in the temperature of a
room. It attacks by wrapping itself
around its victimand then either freez·
ingor melting him. (Thermoslith must
make a successful unanned combat at·
tack to seize a victim. Strength total of
14 required to break its grip.
Thermoslith will alternate heat and
cold attacks when in combat.)

Thermoslith
DEXTERITY 13
Dodge 14, maneuver 14, stealth 15,
unarmed combat 16

STRENGTH 13
TOUGHNESS l'
PERCEPTION 7
Tracking 12, trick (11)
MIND 6
Survival 10, test (15)
CHARISMA 6
Charm (25), persuasion (30)" taunt
(13)
SPIRIT 8
Faith (Orrorsh) 9, intimidation 18,
reality 12
Possibilities: 8
Power Rating: 6
Powers: cold aura, fire attack
Corruption Value: 17
Fear Rating: 1
Perseverance DN: 15
Weakness: seeing its reflection in a

mirror
True Death: being doused with

gasoline while using its fire attack.
NaturalTools: fangs, damage value

STR+2/1S
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CHAPTER SEVEN

'.....

DISPATCHES

&RUMORS

1.1 mongtherontinuingfea-tures of the lnfin~

newsletter is the "Dis­
patches and Rumors"
section. Dispatches are

adventure hooks, things that we know
for a fact are going on in the lnfiniverse
and which require investigation by
Stonn Knights. Rumors areexactly that
- things which might or might not be
talcing place, and reader reaction de­
termines the truth or falsehood of these
events.

The Response Form
The mechanism by which readers

interact with West End is the Response
Fonn, one of which is included in the
backofthis book. This form allows the
subscriber to teU us which dispatches
his group has played and how well
they succeeded, and also allows them
to cast their votes on rumors. Refer to
the response form on page 127 while
reading the following section, which
explains the various sections of the
sheet.

Campaign Number

AlIlnfin~subscribers receive a
Olmpaign Numbtr - this allows us to
keep trackofsubscriptions inourcom­
puter and make sure the mailings get
out right. If you are already an

Infin~subscriberandarerespond­

ing to the dispatches and rumors in
this book. write your campaign num­
ber in the space provided. U you are
not an Infiniverst subscriber, you can
still respond -simply write "NA" next
to "Campaign Number." Your re­
sponses will be factored in along with
those of regular subscribers.

Storm Knights

Enter the number of playercharacter
Storm Knights in }'OU' group. Do not
include any Stonn Knight gamemaster
characters who might have become in·
volved in your adventure.

Dispatches

Each dispatch in this book has a
number (I -4). In the boxes provided,
list the numbers ofany dispatches your
group has played.

Rumors

Each rumor in this volume also has
a number (1.7). In these boxes, list the
numbers of any rumors your party
investigated. You need not go through
all of them ifyou do not wish to - it is
perfectlyacreptableto respond toonIy
one rumor,oronlyonedispatch.Then,
in the space after the slash, write '1'"
or "'F' to indicate whether these rumors
are true or false in your campaign.

Adventure Realms

This is where thingsgeta little tricky.
Under this section, the various realms
of Torg are listed. First check off each
realm in which a significant scene of
your adventure took place (i.e., if you
fought a major battle in Nippon, and
uncovered an important clue in the
Nile Empire, you would checkoff both
of those. U you passed through the
Cyberpapaey, but nothing of import
happened there, you probably
wouldn't check it aID.

Next you must determine which
realms were most affected by your
adventure. These are rated on a scale
0(0 to 10, with 10being tremendously
affected and Obeing no effect at all. For
example, if you stopped a Kanawa
plot to sabotage the Rauru Block in
Tokyo, you would probablyputa "10"
next to Nippon. U you accomplished
this, but it led you to a bigger pial in
the Nile Empire, which you also
stopped, you might put a "5" next to
Nippon and a "5" next to the Nile
Empire.

Your adventure realm numbers
MUST add upto 10. That means i( you
adventure in two realms, you have to
make a judgment call: were they both
Ss,orwasonea6andonea4? A 9and
a l?Upon what realm did your group
have the most impact? Remember,
realms you just "passed through"
probably only get a 0 or at most a 1.
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Advenhue Outcome

TIle adventure outcome measures
just how well your group did in their
mission on a scale of 1-9. Often, dis­
patches explain the requirements for
achieving certain numbers, i.e., if you
stopped Mobius from blowing up
Cairo, you receive an adventure out­
come of 6 or above. If he was able to
blow up part of Cairo, you receive a 3­
5. If the whole city has been blasted to
rubble, you get a 1·2.

Here are the explanations for each
numerical rating:

1: A complete failure. The Knights
failed in their mission, and gained no
knowledge that can help them in fu­
tureadventures. It justdoesn't get any
worse than this.

2: A serious loss. The Knights failed
in their main mission, but may have
achieved a secondarygoaIorga there<!
some information they'll beabletouse
later on.

3: A cosily victory. The Knights
succeeded in their mission, but have
fewer resources (including Possibili­
ties) than they began with.

4: A decent victory. The Knights
accomplished their mission, broke
even on Possibilities, and gathered
information they can use later against
the High Lords.

5: Success. Achieving one's goals
and ending up with a surplus of Pos­
sibilities rates an adventure outcome
of5.

6: More than Successful.Toachieve
a 6, the Knights must meet the same
criteria as for a 5, plus playa glory card
at some point in the adventure.

7: Really heroic. Harder to achieve
than a 6, the Knights must have met
the goals listed above, plus sparked
the people with their story (see page
104 of the Torg Rulebook) and resolved
any subplot cards in play. There must
have been at least one active subplot
for a 7 to be awarded.

8: Outstanding heroism. Sameas 7,
except that two glory cards must have
been played in the adventure.

9:]ust plain incredible.The Knights
accomplished all the conditions of 8,
and did it in SO spectacular as manner
that you, as the gamemaster, felt it
deserved extra recognition.

Again, this rating requires a judg­
ment call by the gamemaster, based
on how the players performed and
what their characters achieved.

Starting and Ending
Possibilities

Next to Starting Possibilities, list
the total number of Possibilities the
Storm Knights had at the beginning of
the adventure. Next to Ending Possi­
bilities, list how many they had when
the adventure came to a close (make
sure toadd these up before the players
begin spending them to improve their
characters.) Next to Card Total, list the
number of ending Possibilities the
Knights gained as a result ofdrama or
glory cards.

Herald Mess~ges

This is a space to write any mes­
sages you wish to send out into the
Infiniverse. See Chapter Nine, "Her­
ald Messages:' for examples of these.

How do Rumors
Work?

Many people ask us how we deter·
mine whether or not a rumor is trueor
false, and how we figure out the nu­
merical value that YOU'll find listed
next to them in each month's "Rumor
Update." Irs actually quite simple, as
the following example will show:

We publish a rumor staling tlUlt
the forces of Dr. Mobius trapped and
tiffed three Mystery Men in a bar in
Luxor,detl.1ing asevere blow to Storm
Knight operations in that city. In the
month after it's sent out into the
Infiniverse, we receive six responses
to it, four True and two False.

W, find ,,,-difference__ ,,,­
two totals l1y subtracting, ending up
with 2. Sina there wert moreTroes
Uwn Falses, we know that (for now)
it's true. We then check the Bonus
Chart, and find the total someone
must generate to get a bonus of +2
(15). Thus, the rllmor is True OS) to
start, and will go up or down as the
months pass. After four months have
ptlssd from ,,,- publica'ion uf th,
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rumor, we publish "The Wrtlp-Up,"
stillingonaandfor all whetheror not
the rumor is l11u in the lnfiniverse.

DISPATCHES
Dispatches, unlike rumors, are al­

ways true. When readers send in re­
sponse forms indicating that they have
used a dispatch in their campaign, we
send out a Customized Response that
continues the dispatch. If the Knights
succeeded at their original mission,
then they get one type of Customized
Response. If they didn't, then they get
another. Weeven have "mixed result'"
Customized Responses.

Here are some dispatches you can
respond to:

Cyberpapal divers off the coast of
Cassis, France (near Marseilles) have
stumbled upon a cavern containing
10,000 year old drawings of animals
and people. The divers had been seek­
ing treasure reputed to have been lost
in this area centuries ago, but discov·
ere<! instead the undersea cave.

Preliminary examinations of the
drawings revealed that the creatures
depicted did not all resemble those .
known to exist on Earth. In !..ddition,
other inscriptions resembla:fmaps of
the cavern, with figures apparently
symbolizing devices giving off heat
and light included in the sketch.

Unfortunately, little more has been
learned of the cave. The initial party
returned to Avignon with their find­
ings, but a second party sent to ex­
plore the cave did not. Malraux has
ordered the entrance sealed, but work
has not yet begun on that project, so
there is still time to discover what
secrets the cavern holds.

Storm Knights must proceed care­
fully, however. The cave is guarded
by a sea creature apparently made of
stone, approXimately six meters in
length and looking something like the
classic "sea serpent." Its preferred
method. of attack is to blend into the
side of an underwater mountain until
its prey is inside the cave, and then
attack., blocking off the entrance and
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thus cutting off the only apparent av­
enue of escape as it does so. Whether
this thing is a creature of the Land
Below or something quite different
remains unknown.

Stone Serpent
DEXTERITY 12
Maneuver13,stealth22,swimming
20, unarmed combat 16
STRENGTH 30
TOUGHNESS 21130
PERCEPTION 8
Find 1L tracking 14, trick 13 MIND
6 Survival 14, test 12
CHARISMA 6
Charm (21), persuasion (25), taunt
(13) SPIRIT 6
Intimidation 21
Possibilities: none
Natural Tools: stone hide, armor

valueTOU+9/30;teeth,damagevalue
STR+2/32

Note: The Stone Serpent operates
under the axioms of the Land Below,
as listed in that volume.

A previously unknown typeofalien
has made its presence known in Peru
in recent weeks. Three creatures call­
ing themselves Salek have come be­
fore the Akashan High Council and
officials of the Peruvian government
claiming to be the last survivors of a
race decimated by the Lorbaat. They
have accused the Akashans of being
accessories to the murder of their race
by not destroying the aggressive
insectoids when they had the oppor­
tunity.

According to the Balek, Lorbaat
warships attacked their planet shortly
afterthe Akashanarmada left for Earth.
As their world is located in a part of
the Star Sphere never explored by the
Akashans, there were no Monitors to
protect them from the merciless
slaughter. The Lorbaat did not wish to
conquer-merely to destroy, and that
they did, leaving the planet a radioac­
tive ruin. Only these three escaped to
tell the tale, following the path their
instruments recorded for the armada
to seek the help of the Rotan.

The Lorbaat have denied that there
wereany plans formulated for such an
attack, and, for that matter, deny ever

having heard of a race such as the
Balek. The charge has brought to the
surface many instinctive Akashan
prejudices toward the Lorbaat and
widened the rift between the two races.

And that is exactly what the Balek
wished. Though they were aware of
both the Akashans and the Lorbaat,
they have never had contact with ei­
ther race. The three aliens happened
to bescouting in the general area of the
stargate to Earth, and followed the
Akashans to this verdant, green (if
war-tom) world. Unfortunately, their
craft was destroyed on landing, and,
although they did manage to salvage
some parts out of which they plan to
build communications gear, they are a
long way off.

Ambitious, the Balek believe that
by setting the Lorbaat and the
Akashans against each other, then al­
lying with the side that will appar­
ently be victorious, they could eventu­
ally come to dominate the Akashan
realm.

Although the Rotan is concerned
by their claims, his attention is re­
quired elsewhere and he has yet to
announce a decision. Storm Knight
action is reqUired to prove the treach­
ery of the Balek.

Balek Warrior (3)
DEXTERITY 10
Dodge 14, energy weapons 13, long
jumping 11, melee weapons 12,
stealth 11, unarmed combat 11
STRENGTH 12
TOUGHNESS 11
PERCEPTION 10
Find 11, space vehicles 18, trick 15
MIND 7
Test 10
CHAR1SMAll
Charm 13, persuasion 13, taunt 12
SPIRIT 7
Intimidation 9
Possibility Potential: some (60)
NaluraITools:claws,damagevalue

STR+3/1S
Equipment: erkajblaster, fires pen­

cil-thin beam of laser energy (the pre­
ferred method of attack of these three
is to shearoff the limbs ofan opponent
(using vital blows), which can then be
sold to cyborg-eonstruction houses),
damage value 27, ammo 30 (recharge­
able power pack), range 80/300/600;

translator
Description: Baleks are not really a

race, as such, although their various
social levels do share similar charac­
teristics. Balekwasa prison world long
before the Akashans moved out into
space, where the scum of various gal­
axies was dumped. Over the centu­
ries, these various aliens bred and their
descendants are now taking advan­
tage of the fact that their origins are
unknown to most other races. While
the Balek could not be classified as
evil, they are certainly unscrupulous
and definitely amoral. These three
Balek are roughly three meters in
height, and are humanoid in all re­
spects save for their hands, which con­
sistofcrustacean-likeclaws. Their skin
is dark reddish and it looks tougher
than normal human epidermis.

A teamofOrrorshan monster-hunt­
ers has disappeared near New lon­
don (Padang), following their discov­
ery of a plot to chemically synthesize
fear, and then introduce the solution
into the food supply of entire towns.
The sheer terror produced would be a
greatboon to the "ecology" ofOrrorsh,
and the ability to guarantee massive
amounts of fear would go far toward
promoting its creator to a position as a
Nightmare, or even a spot on the Hel­
lion Court itself.

The last report received from the
Orrorshans indicated that a portion of
Padang had been given the solution
and had turned on the monster-hunt­
ers, apparently moved by an uncon­
trollable fear of them. For their own
safety, the Victorian government was
planning to take the intrepid team to a
place where they would be sheltered
from the maddened mob.

Unfortunately, thatplace turned out
to be Oldane Hills, a lunatic asylum
just outside of Padang run by Dr.
Terrence Oldane. It is here that those
who persist in accusing certain Victo­
rians of being under the influence of
Horrors are sent to rest and recuper­
ate; it is here that those gibbering idi­
ots who have somehowsurvived mon­
ster attacks are dispatched to recover;
it is here that even Stann Knights can
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get some time away from the war in
Orrorsh; and it is here that all of these
are used by OJdane in hisexperiments
to create a chemical formula for fear.

Oldane must be stopped before he
ensures a steady supply of fear in the
realm and strengthens Orrorsh even
further against outside attack. Oldane
does have a trio of amphids to protect
him, but relies also on his inmates,
who can be induced to fear (and thus
hate) anyone the doctor chooses.

Dr. Terrence Oldane
DEXTERITY 9
Dodge 11, fire combat 11, melee
weapons 11, stealth 12, unarmed
combat 10
STRENGTH 9
TOUGHNESS 9
PERCEPTION 11
Evidence analysis 15, find 13,
scholar (realm lore) 13, trick 16
MINDU
Medicine 18, science (chemistry) 17,
science(psydUatry) 17, wiIlpowed7

CHARISMA 13
Charm 14, persuasion 15
SPIRIT 9
Intimidation 11, reality 16
Possibilities: 15
Equipment: Rutherford single bar­

rel pistol, damage value 14, ammo 1,
range 3-5/ 15 /25; hypodermic syringe
with fear serum.The fear serum has an
effect value of 18, and a successful
IJ.lUlrmed combat attack is required to
inject it. Have player character gener·
ate a Toughness ron against serum ef­
fed value to see if chemical takes ef­
feet.

If chemical does take effect, the re­
sult points for theserumare measured
against the target's Mind. Compare
the results on the Intimidation Col­
umn of the '1nteraction ResultsTable."
On a Player's Coil, sheer panic makes
the target break and attempt escape,
heedlessofhisownsafety.Theserum's
effects last for three minutes per injec­
tion.

Agents of Aysle, Orrorsh and the
Cyberpapaey have converged on the
city of Rangoon in Burma, and are
apparently in competition for a pow­
erful eternity shard rumored to be lo­
cated there. Located within the famed
golden temple known as the Shwe­
dagon Pagoda, the shard they seek is
the Maha Ganda ben.

The bronze ben, weighing over 23
tons, is said to be enchanted so that it
cannot be removed from the temple.
The first of its kind was given to the
Buddhist temple in 1485 by King
Dhammazedi, but was stolen by a
Portuguese mercenary in 1608. The
mercenary planned to melt it down to
make cannons, but, misjudging the
weight, he allowed the bell to fall into
the river (taking him with it). Neither
man nor bell were ever recovered.

The second Maha Ganda bell was
forged in17l9.In 1826, Britishsoldiers

.81



III/nfini""'" Update

stole the bell and planned to ship it to
Calcutta, but again, the bell fell into
the waters and they were unable to
recover it. Burmese natives later at·
tached bamboo poles to the bell and
thus caused it to float to the surface.

Since that time, it has rested on the
northwest terrace of the pagoda and
been considered inviolate. It is said
that if an effort is made to remove the
bell from the temple a third time, a
great tragedy will befall all of Burma.
Storm Knights must make an effort to
prevent the agents of the invading
realms from stealing the shard.

The Maha Ganda Bell
Cosm: Core Earth
Possibilities: 50
Tapping Difficulty: 19
Purpose: To guard the followers of
the path ofenlightenment from evil
and ignorance
Powers: The Maha Ganda Bell pro­
vides a +3 to Mind- or Perception·
based actions to all seekers of truth
within a five-meter radius of itself

Group Power: Stelae Sense
Restrictions:Seekersofknowledge
must be willing to share what they
have learned with others to use this
shard. The bell's possibilities may
not be used to augment violent ac­
tions, only those which involve the
quest to avoid violence.

RUMORS

Tharkoldu techno-demons are said
to be experimenting with a new form
of Relictin V which would restore the
dead to more than just a mockery of
life, but actually restore their flesh and
allow them to pass for the living. They
would, of course, retain their taste for
flesh, but would be able to procure it
far more easily since their victims
would not detect their undead state
immediately. If successful, the

Tharkoldu plan to step up their cam­
paign of spraying cemeteries with
what will be dubbed "Relictin VI."

Nile agents sent to Crete to investi­
gate the possibility of expanding the
realm to that area found more than
they bargained for, with only one sur­
viving to return to Thebes with the
news. While exploring a monastery
near Rethymnon on the north coast of
Crete, they were attacked by what were
apparently the specters of 19th cen­
tury monks. According to legend, this
monastery had been the sight of a
decisive battle between monks and
invading Twks, which ended when
BOO clerics set off a storage room full of
gunpowder, killing themselves and
massive numbers of the enemy.

Whether or not these ghosts truly
existed, or are being simulated for
some unknown reasen, or are just a
soldier's delusion, is unknown.
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Nippon agents in Eastern China
·havereported encountering a number
of giant lizards resembling Ayslish
dragons. They did not appear to be
hostile, and, upon doserexamination,
differences wereseen in the scalestroc­
tureand the height and length of these
creaturesasopposed tothoseof Aysle.
Local villagershavedaimed thatthese
are, indeed, specimens of the dragons
that are featured throughout Chinese
mythology. A few natives have gone
so far as to whisper that the dragons
have returned to protect their land
from encroachment by the Japanese,
and, when the time is right, willleveI
the glass and steel palaces of the en·
emy.

Whether this is true, or simply the
product of wild optimism, remains to
be seen. But the Nippon agents are
knowntobetreadingmorecautiously,
and an investigation is underway to
determine if accursed Ayslish magic
could be somehow responsible for the
sightings_

Cyberpope Malraux has been in~

tensely disturbed of late by reports of
a war taking place in the GodNet be­
tween Seraphim. Principalities, and
Archangels against Archdemons and
their Mephistophelian hordes. Both
groups claim to be serving masters
other than Malraux, but the truth or
falsehood of those claims has never
been determined.

What is known for certain is that
the battlesapparently began in Purga-

tory when demons surged up the
datapaths from Hell. Conflicts have
been reported in the Trash and Cata­
combs areas, and have even spilled
into outlying areas of church ex­
changes. The cause of the conflict is
not apparent, but Malraux knows that
if it is not stopped, the GodNet could
well be tom asunder. It is said he has
instructed some of his eyberpriests to
look the other way if Storm Knights
should attempt to mediate the dis­
pute.

Berlin has seen an upswing in hor­
rible slasher murders since the execu­
tion of Operation Central Ftre. Many
people of the streets, the middle class,
and even the military have been found
torn apart, apparently' by metallic
claws. Fear and anger are becoming
commonplace emotions in the large
city of Germany.

And Cyberpope Malraux has as
much as claimed responsibility. Broad­
casting over the airwaves his sermon­
ized propaganda, he blames "the lead­
ers of the Germanic nations for incur·
ring the Wrath of the One True God's
Most Faithful."

But there are things that just don't
quite click. While the Cyberpope's
minions, his HOGs and Hospitallers,
are not above excessive cruelty and
violence, the occurrences in Berlin are
even above their ability. Reports of
people being kept alive and tortured
for days and the atrocities that have
been committed against the flesh are
too derived and planned for Malraux's
minions. While they kill, and kill cru·

eUy, they do not have the ... finesse
displayed by the Berlin slashers.

Rumor states that Malraux is actu­
ally covering up for another malev~
lent force - the Tharkoldu. It is wen
known that the demons of Tharkold
hate the Cyberpapacy - if only be­
cause it reminds them of Kadandra
and Hachi Mara-Two-but this is the
first indication that Malraux fears that
anger. It is suspected that he is cover­
ing up the truth to hide the fact that
Tharkold maybeoperatingin his back·
yard, apparently unopposed.

Despite the mixed success of the
invasion of Sacramento, it is apparent
that the High Lord 3327 - "Ryuchi
Kanawa" - may be beginning an at·
tempt at capturing another seaport on
Americansoil.Nipponoperativeshave
been purchasing, driving out, or oth­
erwise moving into areas ofSan Fran­
cisco, another free port in the United
States.

While this may be a costly opera­
tion, it is apparent that 3327 worries
about the possibility of losing Sacra·
mento - either to the Tharkold de­
monsoreven toCore Earth itseU. More
and more, Kanawa has lost favor with
the American Delphi Council, one of
the few governing bodies in the free
world that still consider Japan an ally
in the fight against the possibility raid­
ers. U Kanawa goes ahead with this
further encroachment on the US, he
may becosting himselfa valuable min·
ion and even his cover as a Core Earth
businessman.
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CHAPTER EIGHT

... " ..

The Best of
YOUR LETTERS

•

long with the unprec­
edented influence
infiniverse subscribers
have over the course of
the game, there is a tre­

mendous amount of interaction be­
tween the game's designers and its
players in the letters pagesof the news-­
letter. Questions are asked and an·
swered and suggestions are given for
directions thegaming audiencewould
like to see Targ travel in.

Included below are some of the
more interesting (and/or most fre­
quently asked) questions culled from
the pages of Infiniverse.

In the Worldbook and The Living
Land sourcebook, the rules say that
when certain things are used (i.e.,
magic in the Living Land) it cre:ates a
contradiction_ Does this mean the
Everlaw ofOne eliminates thecontTa­
diction without having the character
make a contradiction check, and he
must now try to relink?

- Robert Maxwell
Athens,GA

A contradiction check is always
necessary to disconnect. Causing a
contradiction is the first step; the sec­
ond crucial step is being suppressed
by the Everlaw of One, which only
happens when a character fails a con­
tradiction check.

The rules are unclear as to how the
faithJfocus powers work. Could we
have some more detailed explanation
and/or some examples?

- Jeri Haley IBrianMudd
Twin Peaks, CA

Faith is used to provide the power
fora miracle by tapping into thespiri­
tual belief of the faithful character.
Focus is used to gather this energy for
a single purpose, which is the miracle
at hand. Both are necessary for a
miracle; the focus skill is the more
closelyassociated with the knowledge,
rituals and skills of the clergy. Strong
belief is sufficient for faith.

The character who benefits from
the miracle must provide the faith for
the miracle. Another character may
provide the focus; if a character with
focus is the beneficiaryof the miracle's
effect, then he uses his own faith to
generate the miracle.

I§!ti)
How can a character convert over

to a new reality and still remain a
possibility-rated character?

- Stephen G. Dycus
Evansville, IN

The crux of this answer lies in the
fact that it is not possible to transform
a possibility-rated character into an
oni. Even if you strip a stormer of all
possibilities and reality adds, he re­
tains possession of the reality skill (at
zero adds), and thus is capable ofstor-

ing and using Possibilities.
Storm Knights can only be trans­

formed as a result of reality storms,
and not simply by disconnecting and
living for a time in a different realm.
Thus an Ayslish mage may be caught
ina Nile reality stormand transformed,
losing aU his Possibilities and retllity
adds. But he retains the skill- when
next he adventures, he may gain
Possibilities at the end 6f a successful
mission, which could be used to pur­
chase an add in reality.

Templates which list a character as
being "Nile Empire (transformed)" or
"Cyberpapacy (transformed)" are of­
ten characters who were reality-rated
prior to their transformation, and have
regained some Possibilities through
their actions since their transforma­
tion.

I§!ti)
Are characters tied to their home

cosm's World Laws while in another
realm? lfnot, can Nile Empire charac­
ters shift away from their strict Good
orEvil inclinations? Can Nippon Tech
characters use their stealth and decep­
tion bonuses outside ofNippon Tech?

- Tim. Martin
Altamante Springs, FL

World laws, likeaxiOInS, are part of
a character's reality. To use a world
law (yours) in another reality requires
a contradiction check (with the excep­
tion of characters in the Akashan/
SpaceGods realm, due to their Law of
Acceptance. See the Space Gods84.
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sourcebook fordetails). A NipponTech
character who is using the deception
bonus makes a contradiction check
when using pn-5UJlSiol1, even though
ptrSWlsion. is allowed in every realm. U
a Nile Empire character is using any
ability or power from the Nile cosm,
she must also use the world laws. But
ifshechose to forego the use ofall Nile
skills and powers, she would be able
toignoreherworJdlaws(trusamounts
to voluntary disconnection and a char­
acter must reconnect after doing it).

Players whoenjoy roleplaying their
charactersshould know that the:irchar­
acters see their world laws as part of
the way the world rttzlly works. Oper­
ating under different world laws
would seem quite alien to the charac­
ter. Still, Storm Knights are heroesand
unusual people, so they can voluntar­
ily disconnect when they must.

9li
In the Torg Rulebook on page 90,

gospog arr sAid to neverbe possibility

rated. YdTheLivingLandsourubook
says that the gospog of the first
through fourth plan tings may usefire­
lanns under the Living LAnd reality.
How is this possible?

- Patrick Flanagan,
Freehold, NJ

The Gaunt Man created gospog to
provide serviceable troops, no matter
what cosm was being invaded. The
key realization was that, while allliv·
ing things were part of one reality or
anotherat all times, the unliving could
be mixed, as the existence of mixed
zones proved. Orrorsh was uniquely
suited to pnxluce unliving troops.
Cospog are "wallcing, personal mixed
zones," a mixture of the invading and
the invaded cosms. They may use the
tools of either cosm. Whenever they
enter a third cosm they must roll for
disconnection only if the task would
cause a contradiction in both of the
cosms which make up the gospog. A
Nippon Tech gospog is really a

Nippon/CoreEarthgospog,soitcould
use laser weapons of Tech 24 in Core
Earth, but it could not use eyberware
in any realm. They do not count as
mixed zones for other characters, i.e.,
anedeinoscould notstandona gospog
and cast miracles in Core Earth with­
out fear of disconnection.

9li
How lire skill Ildds done for

shllpechllngus?
- Tony Perkins

Moscow, ID

A shapeshifter must be from
Orrorsh, and sJulptsJrifting must be his
tag skill. A shapeshiher's total at·
mOOtes must be the same in all forms,
though they may be distributed dif­
ferently. The Spirit attribute has to re­
tain the same total.

TIle shifter has two completely dif­
ferent sets ofskills, and a player has 16
skill points to assign toeach form (with
three going to shDpeshifting). The hu-
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man is confined to those skills appro­
priate to his template type, and the
animal to those appropriate to him.
On a shapeshifter's template. all skill
numbers are divided by a slash, with
the human value on the left and the
animal form. on the right. Some skills,
like fir< comba', could be used by the
human but not the animal.

The skill value depends upon the
form. the shapeshifter is in. For ex·
ample, Matt has a Daterity of 9 and
one add in dodge, giving him a skill
value of 10. But when he turns into a
wolf under the full moon, his Dexterity
increases to 10 - he still has one add
in dodge, but his skill value is now 11.
However, his fire combat adds are use­
less in wolf form..

\W)
1) WhatistheToughnessofamael­

strom bridge?
2) After fifth-planting gospog are

haroested, does a field become use­
less? Can anotltersd offirst planting
gospog be plantul?

3) Is it possible for a character to
invoke a nality storm against an­
other citiun of her horru cosm?

4) Does an objed in a hardpoint
work even if its power source is out­
side the hardpoint? For example,
would therr In dectricity in Philadel­
phia, a known hardpoint, if its power
pla.nt was in a Living Land pun zone?
What if the power plant worked but
the power lines passed through a pun
zone?

- Dan Viger,
Bronx,NY

oMaelstrom bridgeshavea Tough­
ness ranging from 50 to 75. To destroy
a bridgehead. the average Toughness is
55. TheToughness ofan entire bridge is
75 or more. When Eddie Paragon blew
up California's Living Land bridge in
TM Nightmare Dream, heeither rolled a
215 (for a bonus of +46) or played a
MR"Y' <Md.

2) The field may be used for a new
planting of first-generation gospog.

3) Reality storms may be invoked
against characters in their home cosm
by characters from another cosm (if
transformed, they switch to the other
cosm). If two characters are from the
samecosm, a reality storm may not be
created, no matter what realm they are
in.

4) Moving the electricity is a long­
range contradiction. It would be p0s­
sible for possibility-rated characters
in a mixed. or dominant zone, or in a
pure zone providing a reality bubble
was created. Philadelphia has electric­
ityonJybecauseofemergencygenera­
tors.

\W)
Can a character with pulp powers

use them in the GodNd?
- J. Higginbotham

Lilchfield Park,. AZ

If a Nile hero somehow found her­
self within the GodNet, she would
find that her powers worked - to
some extent. Nile powers are part of
that person, so they would be a part of
that person's VX self. However, cer·
tain powers would be ineffective
within the GodNet - the super-Qt·
tribute of Strrngth, for example.

Devices can be brought into the
GodNet as long as the Storm Knight
has the Mind value necessary to gener­
ate the VX image (see page 25 of TM
G<JdNet). However, it would be the
Mind of the Knight that gave the de­
vice its power - the device itselfdoes
not actually exist in the Net.

\W)
Can last' weapons destroy

vampyns? Aftu all, a laser beGm is
concentrated light.

- Greg Detwiler,
Williamsburg, PA

Traditionally,vampyresare vulner·
able tosunfight, a specific kind of light.
Flashlights and torches have no effect.
So hewould not necessarily be vulner­
able to the light from a laser.

But, keep in mind that Orrorshan
vampyres are not traditional
vampyres. In that realm, not all
vampyres are vulnerable to sunlight,
and some might even have a resis­
tance to energy weapons. In addition,
eventhoughavampyremightbekilled
by a conventional weapon, unless the
method used was that of his true death,
his soul will simply return in another
form. to menace the Knights.

\W)
Could illusions be Intterapla ined?

The nles for casting an sketchy.
- John Maurer,

Nashville, TN

illusions are magical "cheats" be­
cause they use magic to simulate real­
ity and may be disbelieved. Other
spells are real for their duration.

Disbelieving takes an action (Mind
orwillpowercheck). Anyone not choos-­
ing to disbelieve accepts the illusion as
real Find the value of the believers on
the Many-{)n-0ne chart and add it to
the disbelief difficulty for other char­
acters. Only characters within the
spell's area of effect or whose senses
are affected by the spell are used for
this check (for example, if1000 people
believe in the existence of an illusory
bridge, but none of them can see it or
are within the spell's effect, they are
not used for the Many-{)n..Qne. The
gamemaster shouldn't tell the charac­
ters a spell is an illusion; they must
decide lor themselves what they will
attempt to disbelieve. Characters can
waste several rounds trying to disbe­
lieve a spell that is real).

Characters from Nippon Tech and
the Living land are apt to disbelieve
because magic doesn't work in their
realities. In Aysle, magically trained.
individuals will attempt to disbelieve
when they think it isappropriate; most
common peopleoftencan't distinguish
between realm magic and illusion
magic Once a character has accepted
something as real. he will not attempt
to disbelieve until prompted to disbe­
lieve the spell.

The spell ends once anyone disbe­
lieves the illusion.To those w ho disbe­
lieved, the spell's effect disappears.
Those who believed. will perceive re­
ality but also will have lingering per­
ceptions of the illusion. Wounds and
damage caused by illusions do notwn­
ish when the illusion is disbelieved ­
they are real damage because the illu·
sion was, for all intents and purposes,
real at.the time they were inflicted.

\W)
Is it possible to purchQM back is­

sues of Infiniverse?
- Dennis M. Bohannan

Los Angeles. CA
Back issues of lnfiniverst are avail·

able direct from West End Games at a
cost of $3.00 per issue. Please specify
which issues you want in a cover letter
with your check or money order.
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CHAPTER NINE

.-HERALD MESSAGES
I.

When the Storm Knights lit the
Signal Fire in the Forever City,
they unknowingly opened. a line
of communication between Earth
and the Star Sphere, home of the
Akashans. Messages recounting
the exploits of Storm Knights be­
gan being beamed into space, and
it was these which the Akashans
intercepted and took to mean the
Fire had been relcindled.

ll1fil1i'verst has also intercepted
many of these communications,
and some of the most interesting
are collected here. All of these
weresubmitted byll1fil1~sub­
scribers during the first year of
publication. For your perusal:

The "Stillworld'" is no more.
Earth turns on its axis once again
due to the valianteffortsofa group
of Stonn Knights.

- Scott Mitchell
Chicago, It

We havesparked Giza with two
stories and Tokyo withone. There
is an etemityshard sunk in Tokyo
Bay from theNileEmpire. Nippon
Tech is stealing eternity shards to
sell to the highest bidder.

- Seth Rutledge
Charlotte, NC

FOR SALE: PBY Seaplane, re­
cently "'acquired" from the Nile
Empire. Hassustainedsomecom­
bat damage, but still flies well.
Fullyanned.

WANTED: AIM-9L Side-

winder missiles or AfM-132B
ASRAAM. Need 4 mounting on
somewhat modified L24 Learjet.
Contact Hummingbird in Paris,
France.

- Michael Levay
Roscommon MI

..... Need a breather
-my F-15 eutsout on me while

fighting with this mothballer,
takes everything I got to operate
theejector, then I climb up hereon
the tailof thisheapwhen itcrosses
my chute. Well, it can't get any
worse ... Oh, great, that's just
great!"

- Grayson Steward
Somewhere over the
Nile

Have any of you ever tried
recalibrating a reality bomb from
the Nile Empire? Say, setting it to
Core Earth standard axioms and
letting go? Dr. Mobius won't like
it at all.

-DuaneTant
Fairfax, VA

Storm Knights investigating
disappearanceofa statuetteat the
New Smithsonian in LA. discov­
ered an ancient race (but possibly
new invaders) on Easter Island.
High Lord Uthorion has surfaced
in a new·body. He seeks the Eyeof
Morgathni, and now seeks it in an
alien cosm ... beware!

- John Kahane
Ottawa, Canada

"If the twoof you are that sweet
on each other, I know a very lib­
eral priest of Dunad who lives
nearby .....

- Jacona the Mage,
to the lovely human-Uvwe
couple who are obviously
infatuated with each other

The spirit of Sir Lancelot is re­
siding in a robotic construct and
living in CyberFrance. He (with a
group of Stonn Knights) helped
recover Excalibur from Lake
Michigan.

- leff Campbell
Corvallis, OR

After a few minor setbacks, the
Renwick agency rescued Prof.
Templeton from thegospogoccu­
pying the Empire State Building.
In desperation, the gospog called
on thedreaded "El Crakken," who
Jennifer Renwick sent hurtling to
a fiery death from atop the Em­
pire State Building. Next stop, the
Cyberpapacy!

- Paul B. Hyson
Alloway, NJ

Miracle in the underside of
New York. Catherine has been
resurrected! Father says they are
all doing well.

- Susan and Lee Manges,
Allentown, PA

Mobius has a pet German sci­
entist who is working on a
cybertech/weird science combo.
We blew his lab but he and his
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robotic gorilla escaped. We think
he has a second lab in Khartoum

- Sean Hotland
Oregon City, OR

If you've done a thousand im­
possible things today, come drink
your coffee at the Realm Runner
Cafe. Located in downtown New
Orleans, this is where the elite
meet after handing a High Lon:!
defeat. Dining, dancing and
drinks. Rated "four stars.'"

- Jeff Campbell
Corvallis, OR

"Hey,gospog, yourmotherwas
a side salad at McDonald's!"

- Edmond the Werewolf

Ndatos are just disguised
Orrorsh pirates. Satellite photog­
raphy shows reality storm front
in Antarctica. Team Australia re-

ported cities of ice and steel, and
axioms unlike any of the other
realms in Antarctica. Further in­
vestigation is being prepared.

- Mark L. Chance

While investigating Neusch­
wanstein Castle, we found a map
that led us into the Nile Empire to
recover (drumroll, please) the
Holy Grail. Pursued by Nile
shockrroopers through the Land
BelowI we reemerged in Canada
and extinguished the flame of the
Northern lands, Testacha.

- J. Higgmbotham
Litchfield Park, AZ

When flying in the living Land,
all I can say is, "it's all in your
glide path."

- Duster
The Martian invasion of Terra

has been crushed by an alliance of
Storm Knights and pulP heroes
known as "Astrologers fOJ" Jus­
tice." All of them have training in
divination magic and will now at­
tempt to undermine Mobius'
home base in exchange for the
Knights' aid.

- Gregory Detwiler
Williamsburg, PA

The original Rider-WaiteTarot
deck has been found in Madrid,
and seems to bean eternity shard.
Is this linked to recent vampyre
hunter activity in Orrorsh? Film
at eleven.

- Brian Schaner
Lake Worth. FL

Polyphebo,
It has come to Our attention

that the Storm Knight Olin and
his Qut-worlder comrades are88.



riding from Land's End to Ox­
ford. It is Our will that they not
reach Pella Ardinay. lf you wish
to retain Our favor, do not fail.

- Thorfinn Bjanni

S/W1M Storm Knight seeks
sensitive, intelligentS/W/F. Must
enjoy weird science, moonlit walks
on the beach, and grinding High
Lords into a mangled, bloody
pulp. Ability to reload quickly a
plus. No fatties or Iycanthropes,
please.

A joint Soviet-Sudanese thrust
into the Nile Empire has yielded
spectacular success. With the aid
of the Soviet psychic group, six
stelae were deactivated. In retali­
ation, Mobius has had four
psychics murdered by Nile assas­
sins_In otherdevelopments, com­
mandos from Battlegroups Wu
Han and Sesetek have captured
Crete and Cyprus.

- Patrick Aanagan,
Freehold, N)

"The Reality Rangers are no
more - send more fools!"

-Dr. Mobius

Inclination/seduction can be
used againstdivine mummies. But
it does lead to some unusual situ­
ations ...

-Jim Ogle
SocorTo,NM

Working with the Metropoli-

tan Protectorate in New York, the
Plague Paladins have valiantly
fought off Delphi Council Spar­
tans and rescued President Dou­
glas Kent, taking him and 300 citi­
zens of Long Island on a barge to
Charleston, SC.

-Tasha,
Plague Paladins

S/W/F Storm Knight is eager
to hook up with S/W/M from
Infiniverse9 and 10. Ask in Rio for
"J.J."

Extracosmic beings
- come join the Knights of

Niceness, a Nile-based super
group_ All applicants considered.

- Mega-Spa~w

Eternity shard located on Lib­
erty Island recovered, lost to Nile
agents, recovered, lost to Nippon
agents, stolen from Nippon by
Nile agents, and at last recovered
by Storm Knights, only to have it
teleport to France. Shard was
bronze plaque set in base and has
teleport power. Gearing up for trip
to Cybe'l"'pacy.

- William Gill
Corpus Christi, TX

Fred the Galactic Guardsman
is dead. He detonated four gre­
nades, destroying himself and an
Orrorshan occult object and sav­
ing the lives of his comrades and
the entire resistance community
01 Shelby.

Chapter Nine ati

Fred was a Storm Knight's
Storm Knight, and henever teased
me about wearing the crown of
King Pellinore everywhere. We
gave him something called a "Vi­
king funeral" in the Living Land.
He will be sorely missed.

- Skippy the Edeinos

Dear Moby,
Muab and ImageMaster are

dead, so you can't transform Ha­
waii. Hoping to prevent any hard
feelings, I will send back the ste­
lae if you send me adequate post­
age.

- Your Storm Knight,
The Gray Ghost

Mega·Sparrow -
I wish to apply for member­

ship in the Knights of Niceness.
My qualifications:
• High School Graduate, GPA

3.9
• Masters Degree in Weird Sci­

ence
• Flight, Electro-Ray and Foret!

Field
• Own a half-dozen assorted

eternity shards
• Pull up an average of two

stelae per week
• Eat gospog for breakfast
Hope to hear from you soon.

- Shu, King 01 the Sky

Life is a lot more valuablewhen
you are strapped to an altar.

- Casey Childers
Rex,GA
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CHAPTER TEN

NEW RULES
&

I_I edodically, lnfini.m,
providessubscriberswith
new rules, clarifications,
corrections,orothergame
aids. Many of these are

suggestedbyquestionsasked by read­
ers, or "house rules" sent to us which
we consider solid enough to adopt
intothe "official"canon. Included here
are some of those which have already
been published, along with some new
ones.

Increasing Skills
OverTime

The skill roles cover the spending
of Possibilities to increase skills, and
this is the quickest way for a Storm
Knighttoadvance. Buta Storm Knight
may also train to gain skills; training is
the only wayan Ord may improve his
skills.

To train, a character must devote
himself exclusively to training in that
.kill, spending right houn a day, at
least 2S days a month to count as one
month of training. The number of
months needed to improve a skill is
equal to the value of the number of
Possibilities which would be required
to raise the skill to the next level.

Exampu: A character wishes to im­
prove his running from +3 fa +4 in
running.ltwould nquirt four Possi·

bilitits to rQi~ t~ skill.~ VQlla of
four is six. so fMathletewould Juwe to
train for six months to raise his nm­
ning skill to +4.

The same rule applies for learning
the first add ina skill, so training for +1
in alteration magic, without a teacher,
would require 10 Possibilities, or 100
months training.

AStonn Knight may either train for
a skill add or spend Possibilities for
the add. He may not mix and match.
Theonly skill increases possible for an
On! are through training.

Gamemasters should emphasize
the story elements of player character
training - the difficulty of finding a
teacher, the tests that must be passed,
etc. For example, an entire adventure
couldbe built around a characterseek­
ing a Sons of the Wind temple where
he could receive milrtiol arts training.
Remember, possibilities are not magic
-they don't just "giveskills" to char­
acters; skill acquisition should be
worked into the story.

Card Play and
Group Size

Group size does affect the pro~

abilities of card combinations being
played from players' hands. We bal­
anced the card deck for what we con­
sidered. to be the m06t likely size of

groups, which is three to six players.
From the lnfiniverst! responses, it is
apparent that many people are play­
ing in groups which do not fit in this
range. The following optional rules
help keep game balance when you
have fewer or more than three to six
players.

On~ Player: The player receives
eight cards. Each time he starts a card
pool, he may play three cards. Play of
a lmdership card allows the player to
add two cards to her own pool, then
refill her hand to eight. A rally card
also completely refills the hand. Su~
porler cards may be played to support
a gamemaster character, or the player
may discard it immediately upon
drawing it in favor of another card.

Two Play~rs:Each player receives
six cards. When each player starts a
card pool, each may play two cards
into their pool.l..mdership cards allow
the player to refill her hand to six. A
rally card completely refills each
player'. hand.

Three to Six Players: Card play is
unchanged.

S~ven or More Players: The maxi­
mum number of cards a player may
trade and lor receive through play of
ltadership cards in a round is six. So if
a player receives two cards from the
play of a leadership card, she may
only trade four cards that round. This
limit balances the superior card selee-90.
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_ CHARACTER RECORD SHEET

Cosm:Aysle

Background:From the timeyou were
a child, you had the happy talent of
being able to calm monstrous dragons
with your soft words. As you grew
older, you found the creatures would
let you fly with them through the skies,
and you soon joined the ranks of the
dragonriders.

You fought many battles among the
clouds, but it was not until you came to
Earth that you met any of the people
you were trying toronquer face to face.
You found them not very much differ­
ent from your friends on Elveim, and
could not understand why Ardinay
demanded their destruction.

When it was revealed that the Lady
of the Light had been possessed, you
wasted no time in offering your ser­
vices to her anny. Tolwyn of Tancred
welcomed you, butsaid that your abili­
ties would bestbeput louse by the side
of Storm Knights, and she introduced
you to a group. Now you fight beside
them against those who would bring
death and despair to this new land.

Personality: Brash and impetuous,
you are happiest when you areon your
mount and soaring high above the
realm. You are firmly convinced that
most problems arise from the fact that
somany mustspend their liveschained
to the ground.

Equipment: elfmail, armor value
TOU+6/14; lance, damage value
STR+S/13; short sword, damage value
STR+4/12; sword scabbard; glass mir­
ror; sleeping mat; silken cord; cloth

IlIuolnIlon by VakrWV-.J.-k

cloak; Draconis Aysle (see pages
110-111 of the Aysle sourcebook);
400 trades

Quote: "He is truly agreat, proud
beast. See the rich, golden color of
the flames he breathes?"

Skill Notes: See the "Determin­
ing Magic by Birth" chart on page
23 of the Aysle sourcebook to dis­
cover your innate magical skill and
knowledge. Your tag skill is beast
riding.

NOTES
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@iiJi1i'i CHARACTER RECORD SHEET

Calm: Aysle (transfonned)

Background: Confronted in the East­
ern Land by a panicky Ayslish Stann
Knight, you found yourselfon the busi­
ness end of an invoked reality stann.
Suddenly, your world view changed
- you realized that there was more to
life than just watching the grass grow,
and that someonewho believes in truth
and justice hasanobligation todosome-­
thing about it.

Onceyou had convinced the Ayslish
youdidn't intend to bite him, heagreed
to take youon as an apprentice paladin.
Unfortunately, he died in battle before
he could finish teaching you the things
you needed to know. You now carry
his sword, and try to live up to his
memory.

You recently made your first trip to
Aysle, and were surprised and flat­
tered to discover that people mistook
you for a smaller version of the proud
and fierce dragons that fill the land. It's
anerroneousimpression you haveused
to good advantage in battle with
cutpurses and highwaymen through·
out the realm.

Personality. You are determined to
prove that you can be just as noble as
the next guy. You spend a great deal of
time reading the classics, trying to learn
what a chivalrous paladin is supposed
to be like.

m.-.*",..,. v..... VaIuMl<

Equipment: bronze armor,
TOU+4/14; broadsword, damage
value STR+6/15; torch; sleeping
mat; 100 trades

Quote: "No, I am not a dragon.
But Ido appreciate thecompliment. H

Skill Notes: Your tag skill is me­
1« wetlpons. You must take one add
in honor.

NOTES
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Cosm: Land Below

Background: All your life, you have
heard the tales of how the edeinos
armies destroyed the ustanah, driving
them autoE the mountains ofTakta Kef
and forcing the few survivors to take
refuge underground. Long have you
dreamt of introducing Baruk Kaah to
the sensations of death.

How your tribe came to be in this
lush, savage world is lost in the dim
recesses of the past. But when you first
encountered Storm Knights, and
learned that edeinos were ravaging
another world beyond your own, you
chose to accompany them. At last, the
opportunity you had longed for had
arrived - the chance to avenge your
ancestors.

Many of your comrades are not as
single-minded as you, and treat the
war as if it were a game. You consider
them fools, and feel compelled to re­
mind them the fate that surely awaits
them all should the High Lords tri­
umph.

Personality; You know what it is to
be part of a conquered people, and are
determined to lead your tribe back to
greatness. You havea special hatred for
Core Earthers who are collaborating
with the edeinas.

Equipment: c1ub·atlatl, damage
valueSTR+3/13; crystal disks, damage

'"'".......... "', ,.,_., _h....ft/D_ ...;II

t,
~

Q~
valueSTR+3113, range.J...l 0I40I100

Quote: "One day, my people will
reclaim what is rightfully theirs. If I
must wait patiently until that time
comes, I can at least keep myself
amused by slaying edeinas."

Skill Notes: Your tag skill is me­
lee weapons.

NOTES
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illilnfiniverse Update

Dance of the Demons

Gamemaster Note
Mini·adventures or adventure

hooks are frequently featured in the
pages of lnfiniverse. These allow us to
support this ever-expanding game on
top of our regular product schedule,
and provide more swiftly the kinds of
adventures the players have asked for,
in the settings they most enjoy.

The major thrust of this adventure
is the Knights' search for the three
fragments of a ritual that can destroy
the demon, Azoreth, whileat the same
time being ritually prepared for sacri­
fice to the demon. The preparations
consist of three steps - bathing in
fresh blood, speaking to a dead man,
andslayinga maiden. Youshould have
the Orrorsh sourcebook at hand to
play this adventure. In addition, one
of the player characters should have
divilUllionldilrkness at a total of 14 or
higher, although the adventure can
still be played minus this aspect.

It is possible that the Knights will
"break out of the box" and not un­
dergo one of the steps in your adven­
ture. That is not the end of the world,
nor the end of the adventure - it
simply means that if a Knight is killed
in the final battle, his soul won't go to
Azoreth. He'll still be just as dead,
though, and Azoreth, being a gener­
ally nasty guy, willstill preferhim that
way.

If the Knights take another route,
you may have to shuffle things around
a bit. The important thing is to make
sure they get the piecesof the ritual, or
they are DEAD in the last scene. If you
must put a fragment in a different
room than it is in this scenario, go
ahead. Even if you have to shift a
monster from one place to another
because they patently refuse to go
down the dark tunnel, well, do what
needs to be done. The adventure
should still work fine. But remember;
this is Orrorsh.

Even Storm Knights die horribly.

The Major Beat
Summoned by an urgent plea for

aid from a comrade, the Knights ar­
rive in Surabaya in the realm of
Orrorsh. Their friend does not appear
at the inn he had specified for a ren­
dezvous, but someone else does - a
Victorian gentlemen, Josiah Winslow,
who claims to have employed their
missing colleague. He explains that
his house is infested by demons, and
the Knight was helping himfight them
before he mysteriously disappeared.
He asks the Knights to return to his
home and aid him, and perhaps dis­
cover the fate of their friend in the
process. As they depart, the Knights
notice the first signof the supernatural
- a pentagram the color of blood has
formed on the floor around where they
had been seated.

Returning to Winslow's home, the
Storm Knights meet the rest of his
household - a grim and frightened
manservant, Stark, and Winslow's
beautiful, ethereal, and strangely sad
daughter, Eva. They gather a bit more
information about the circumstances
surrounding their friends' disappear­
ance, (including a note from Stark
implying all is not as it seems) and
witness a few minor poltergeist occur·
rences. They are then shown to their
rooms for the night.

As darkness settles over the house,
the Knights hear a strange, slithering
sound from behind the walls. Explo­
ration reveals a hidden panel that
opensona passageway, leading down
into the unknown. The Knights inves­
tigate, only to stumble upon the hor·
rifle sight of huge leeches. When the
creatures are defeated, they burst,
drenching the Knights in blood. The
Knights find a journal that reveals that
Winslow is an occultist who has been
experimenting with spells to summon
demons to this plane. One such spell
ended in disaster, with the demon
demanding Winslows' soul in pay­
ment for his intrusion in matters be-

yond his ken. Winslow went so far as
to offer Eva's soul instead, but the
demon refused. That,itseems, was the
origin of the infestation.

Further down the passage, they
come to Winslows' occult laboratory,
where they find the body of Stark,
impaled on spikes which had erupted
from a wooden door. At his feet is an
occult tome, featuring a spell that al­
lows the caster tospeak with the dead.
Under its influence, Stark tells them
that Winslow had originally hired their
comrade to help him find the true
death of the demon, Azoreth, butwhen
they were two-thirds done, WinSlow
hit upon a better plan. He would trade
the souls ofStorm Knights for his own
at the stroke of midnight on this very
night!

The Knights only hope is to find the
pieces of the ritual that will destroy
the demon. The first was to be buried
with their friend in the lower cham­
ber, butStark is unsure if Winslow did
it. When they open the sealed coffin,
they attacked bya chthon, and find the
first two quatrains of the ritual.

The Knights discover a second pas­
sage that leads back to the main floor
of the house. There they discover that
escape is impossible - a slimy growth
has covered the outside of the house,
and resists all attempts to pierce it. On
the way to find Winslow, they are met
byEva, who, it seems,castsnoshadow.
She pleads with them not to hurt her
father, saying their friend is not dead,
but has been hidden by her since she
realized the extent of her father's mad­
ness. She asks them to wait a moment
and then come up to her room.

When they arrive there, they find
the door locked. Breaking in, they find
their friend dead, his body horribly
mutilated. When they tum upon her,
she metamorphoses into a monster
(the demon had, indeed, accepted
Winslow's offer to claim his daugh­
ter>. Just as they deliver the killing
blow, she becomes Eva againand dies.
On their friend's body, they find the
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Key
1. Main entrance
2. Foyer
3. Living room
4, Closet
5. Dining area
6. Kitchen
7. Stairs to basement
8. Music room
9. Bathroom

10. Lounge
11. Winslow's study
12. Library
13. Stark's quarters
14. Ooset
15. Bathroom
16. Secret panel
17. Guest bedroom
18. Winslow's room
19. Eva's room
20. Lounge
21. Library

second part of the ritual.
The Knights find Winslow in his

occuIllibrary,Confronted, heexplail1s
that, even with the ritual, Azoreth is
too powerful to be defeated by mere
mortals. He had searched his library
for the third part of the ritual. but
decided it would be easier simply to
trade the souls of others for his own.
As the Knights begin to search for the
third part of the ritual, disembodied
hands attack them. They find the third
piece of the ritual.

In the climactic scene, Azoreth ap­
pears, revealing he intends to take
Winslow's soul as well as that of the
Knights. He tells the Knights that they

have unwittingly taken all the steps in
a ritual that makes them fit to be de­
monic sacrifices - bathing in blood,
spealcingwith the dead, and slaying a
maiden. The Knights must defeat the
demon to have any hope of escaping
the house alive.

Adventure
Background

Dr. Josiah Winslow was a medical
man in Victoria who becameronvinced
that hiscolleagueswere moresuccess­
ful than he because they made use of

sorcery to aid them in their researches.
Winslow turned to the black arts, ig­
noring hispracticeand becomingmore
and more immersed in necromancy
and the rituals used to summon de­
mons. Shunned by his fellow physi­
cians, Winslow was more than happy
to travel to Earth with his manservant
and hisdaughter to continuehiswork.

In Surabaya, heattempted his most
ambitious spell yet, calling the demon
Azoreth to Earth todo his bidding. But
Winslow foolishly left out part of the
ritual. angering Azoreth, who de­
manded that the doctor forfeit his soul
in payment.
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Winslow hired an Orrorshandetec­
live, Jeffrey Watson, to help him find
the means to destroy the demon.
Watson worked diligently on the
project, falling in love with Eva in the
process. Discovering Winslow's true
plan to placate the demon. Watson
tried to secretly get help from his fel­
low Knights, not realizing that Azoreth
knew all. The demon allowed him to
summon the Knights through Eva,
then unleashed the creature she had
become to slay him. The demon ac­
cepted Winslow's terms, and agreed
to aid himinseeing to it that the Knights
wouJd be ritually prepared for their
sacrifice.

The Perseverance Difficulty Number
for this adventure is 19.

SCENE ONE:
Doctor of Demons

The Situation
St.t.ndard. The Knights arrive in

Surabaya, summoned by a message
from Storm Knight Jeffrey Watson. In
a Vidorian tavern, the White Bengal,
the Knights encounter Dr. Josiah
Winslow, a man beset by terrors and
claiming to have information on
Watson's fate.

Read aloud or paraphrase:

Th~ White Benga' is pacud with
Victoria" soldius and tradesmen,
seeking thefeeling ofsafety thatcomes
in numbers. Even here, though, the talk
focuses on the many terrors that thrive
in Orrorsh - the pack of werewolves
defeated by a Victorian regiment last
week, the cleric found tom to pieces in
the jungle, the mysterious rash of
bloodless corpses found in Surabaya,
which hIlS spal'ud fears ofvampyres.

You can still recall the urgency i"
the message your friend and fellow
Stonn Knight, Jeffrey Watson, sent
you. He implied that he htul stumbled
upon something homole, and it WIIS

more than he could handle alone. He
lISud that you meet him in this in" on
this ne, but looking around, you see
"0 sign of him.

The Action
Once the Knights are seated, the

innkeeper, Jenkins, a big, friendly sort,
comes over, welcomes them, and asks
their names and what they'll have to
drink. He recognizes the name of one
of the Knights, and asks if he recalled
receiving a letter posted from Surabaya
from a man named Watson. When the
Knight says yes, the innkeeper looks
relieved - a woman had brought the
letter to him to be mailed, and he was
concerned it might not have reached
its destination.

Uasked, Jenkins recalls the woman
as being young and quite lovely, but
she wore a cloak and seemed to want
to keep her face hidden. He vaguely
recalls meeting Watson once, and
thought him a "right gentlemen," but
hasn't seen him in some days and
doesn't know where he might be.

On a find or Perception roll of 8, the
Knights notice a crimson stain on the
floor near the table. Jenkins will not
seem surprised to see it, saying people
spill wine in the inn all the time, and
that he will send someoneout to clean
it up.

After a minute or two, a taU, thin
figure enters the inn and walks pur­
posefully toward the Knights' table.
As the soldiers move aside to let him
pass, a few cast hostile glances at him.
He approaches the Knights, reaches
into his pocket, and removes a dagger
which he hands to the Knights, saying,
"I believe you know the gentleman to
whom this belongs."

The dagger has the initials ''J.W.''
carved into the hilt. A Mind roll of 8
allows the Knights to recall that Jef­
frey Watson carried just such a
weapon.

The visitor introduces himseU as
Dr. Josiah Winslow, a physician just
outside Surabaya. He won't reveal to
the Knights his interest in the occult,
but attempts to pass himself off as an
innocent victim of the supernatural.

Or. Josiah Winslow
DEXTERITY 10
DOOge 11, fire combat 11, maneu­
ver 11, stealth 13
STRENGTH 9
TOUGHNESS 9
PERCEPTION 13

Alteration magic 21,evidenceanaly­
sis 22, find 22, first aid 25, language
21, trick 24
MIND 13
Conjuration magic 21, medicine 24,
occult 23, test 23, willpower 23
CHARISMA 18
Persuasion 20
SPIRIT 15
Faith (Sacellum), reality 19
Possibilities: twoperStorm Knight
Arcane Knowledges: entity9, folk 8
Spells: detlth hQunt, madness
Equipment: "lemon squeezer,"

damage value 11, ammo 7, range I-51
8/12; dagger, damage value STR+31
17

Powers: None
Corruption Value: 15
Weakness: None
True Death: None; not a horror. At

his death, his soul would normally go
toa Waiting Village, but it has already
been claimed by Azoreth

Goals: To attain occult power gain
fame and fortune therefrom; immedi­
ate goal, to placateAzorethso he won't
take his soul

During the conversation with
Winslow, have the Knights make find
or Peraption rolls (a totalof threerolls,
one at the start of the conven;ation,
one in the middle, and one at its end).
The difficulty numbers of these rolls
are 22, 16, la, respectively. If the
Knights aresuccessful, they notice that
the stain on the floor has begun to
spread, assuming the shape of penta­
gram surrounding the table.

Winslow provides the Knights with
the following information:

• His house has been the target of
demonic attacks for the past three
weeks. Furniture moves of its own
accord, blood drips from the walls,
unearthly screams are heard at all
hows. It has disturbed his work and
frightened his household, and he has
been concerned that theirsafety might
be threatened. They attempted tosim­
ply leave the houseand liveelsewhere,
but the demons followed them - and
bei.nga proud man, he decided to fight
the creatures and drive them from his
home.

• He is aware of Watson's letter to
the Knights - indeed, had his daugh­
ter, Eva, post it. He had hired Watson
to investigate the occurrences at his
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home and help him discover a means
ofdriving the demons out. Mere days
ago, Watson disappeared while re­
sea.rching methods of exorcism, and

'only his dagger was left behind.

• The atmosphere at the house has
grown worse in the days sinceWatson
vanished. He had told Winslow that
his fellow Storm Knights would be
able to help, and he has come to plead
for their assistance. He is, of course,
willing to pay for their services- 100
sterling a Knight to accept the posi·
tion, and another 100after the demons
had been destroyed or forced to leave.

• Winslow is unable to explain why
the demons have targeted him. He is
an honest, churchgoing man. and his
researches do not extend beyond
means to prolong the lives of his pa­
tients. But, then, many people have
been struck down, seemingly at ran­
dom, by the horrors of this land.

• If the Knights are prepared to
leave, he has a carriage waiting out­
side to take them back to his mansion.

If the Knights comment on the hos­
tile looks the doctor is getting from
someofthebarpatrons, Winslow com­
ments that no doctor can save every
patient, and often relatives hold the
medical man responsible for acts of
the Lord..

When the Knights notice the penta­
gram, have them make a Pusevuana
check against a difficulty number of
19. (If theydo not notice it until theend
of the conversation, it will be com­
pletely formed.) Ifthe Knights attempt
to touch the stain at any time, they
suffer bums, taking damage value 15.
Winslow is afraid of the pentagram,
and states it shows the demons have
even followed him here.

Variables
If the Knights fail to notice the pen­

tagram, a cleaning woman dispatched
by Jenkins comes over to clean it up,
and suffers a seared hand.

Flags
If a Personlll Stake card. is played,

one of the Knights had been a close
friend of Watson's, and is determined

to take on this mission to discover the
truth about his disappearance, and
avenge him, if necessary.

If a Suspicion card is played, one of
the Knights does not trust Winslow or
his version of events. Winslow takes
notice of this, and targets that Knight
for assault later in the adventure.

Perseverance Awards
Award the Knights one Persever­

ance point for encountering Winslow,
who is ostensibly in "need of help."

SCENE TWO:
The Blood of

Innocents

The Situation
Standard. The Stann Knights en·

counter the first of Azoreth'screatures,
and learn that their host is, in fact, an
occultist responsible for the coming of
evil entities to this plane of existence.
The Knights also discover that
Winslow had goneso far as to offer the
soul of his daughter to the demon.

Read aloud or paraphrase:

Winslow's home is a great, ram­
bling mansion high on II hill just out­
side of Surabllya. Although the
grounds are wild and overgrown, the
house itself shines as if brand new.
The door is opened by a stocky man in
a dark suit, who Winslow introduces
as his manservllnt, Stark.

The Action
Stark greets theStann Knights,and

takes Winslow's hat and coat as the
doctor enters. He says no more to the
Knightsthanheabsolutelymust,afraid
to voice any kind of a warning in ear­
shot of his employer. If any of the
Knights are wearing a hat or coat,
Stark offers to take it from them. If
they refuse, he politely insists (Stark
has persuasion at10) - when he reaches
out for it, he presses a note into the
Krughrs palm.

Dance of tire Demons Ii

The note reads;

"MllSt spellk with you tonight.
Wllit until the hou'u is quiet. Until
thOl, ~ on your gullrd and do not
advance boldly into the dllrk. You lire
beingused by II Pownfar more deadly
thlln you can imagine, and are ingrrat
dlinger. H

Winslow offers the male Knights
brandy and cigars, and if there are any
female Knights, calls for his daughter
Eva to comedownand meet hisguests.
(If there are no female Knights, Eva
will rome down of her own accord.)

Eva is young and beautiful, per.
haps 22, with black hair, blue eyes,
and a pale complexion. She wears a
flowing white gown and gives the
impression of being quite delicate,
perhaps even sickly. She reluctantly
welcomes the Knights, but with some
prodding from her father, grows more
effusive about how desperately they
are needed and how frightening the
situation is.

At this point, a find or Perception
total of 10 reveals that the brandy de­
canter is rising into the air. It rues
directly at one of the Knights (its ecto­
plasmic tosser has missile UJeQpons at
13). If it hits, the decanter does dam­
age value 15.

At this point, all hell breaks loose.
Furniture upends, the ceiling begins
to crack,. the gas lights flicker, Eva
screams, etc. Feel free to toss a few
more objects at the Knights, but try to
keep actual physical damage to them
ala minimum. Thisisintended merely
to unsettle them. Have the Knights
make a Perseverance roll.

The tumult lasts for only 30 sec­
onds. Eva leaves,sobbing.and returns
to her room. A shakenWinslowapolo­
gizes to the Knights and offers them
dinner. If they accept, the meal is un·
eventful.

After the meal, Winslow shows the
Knights to their rooms. The rooms are
spadous,with largebaywindowsand
comfortablebeds. If there is more than
one room, owing to the number of
Knights, theyshould beadjoining. with
a connecting door between them.
Winslow wiD bid the Knights good
evening. saying he intends to retire to
his study and will see them in the
morning.
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Searching the House
It is possible that at this point in the

adventure, or later on, the Knights
may wish to surreptitiously search
Winslow's home. U so, consult your
map and the following capsule room
description'S below. Rooms not in­
cluded have nothing of interest to the
Knights.

Stark's Quarters

A small, neat bedroom. The bed has
not been slept in. There is a desk, a
dresser and a closet. A find or Percep­
tion total of 8in the desk will turn up
the beginning of a resignation letter
Stark was writing to Winslow, citing
"health reasons."

A find or Perception total of 8 in the
closet will reveal a "lemon squeezer"
pistol.

Lemon Squeezer
Tech 19, damage value 11, ammo 7,

range-15/8/12

Downstairs Closet

Cloaks, hats, anything the Knights
gave Stark to hang up.

Dining Room

A find or Perception total of 9 under­
neath the table reveals a small pouch
of tobacco with the initials '1.W." on it,
apparently dropped there at some
point.

Kitchen

Fairlycommon, except for somejars
of blood on ice. A science (biology) total
of 12 will hint that it is animal, not
human, blood.

Stairs to Basement

The basement is dark, creepy, sus­
penseful and empty. You cannot get
into the tunnels from here.

Winslow's Study

If the Knights arrive here just to
talk, Winslow chats with them while
he is apparently reading his medical

journal. If they are coming convinced.
he is an enemy and demanding an·
swers, cut to Scene Five.

Library

The tunnels emergehere. Thebooks
are mainly dry medical stuff. A few of
them have old blood spatterson them.

Upstairs Bathroom

Very nice and well-appointed, ex·
cept that thebathroom mirror has been
smashed..

Knight Rooms

Completewithsecretdoor and tun­
nel. Cut to "Tunnel of Terror."

Winslow's Bedroom

A listof the Knight's names, under­
neath that of Watson, which has been
crossed off. A hurriedlyscrawled. note
reading "Pentagram appears."

Eva's Bedroom

When the Knights arrive here, cut
to Scene Four.

Tunnel of Terror
Allow the Knights to settle in, then

have them make Perception rolls. On a
7, the occupants of one room hear a
noise coming from behind the wall
opposite the window. It isa wet sound,
as if something slimy were crawling
along the inside of the wall.

If the Knights seek the source of the
noise, they find thatitdefinitelycomes
from the opposite side of the walt and
there is no room there. On a Perception
or find total of9, oran engineering total
of8, the Knights spot what might be a
secret panel in the wall. The only way
to be certain is to tap on that area and
see if it sounds hollow - the instant
the Knights strike the panel in any
way, it slides open, revealing a wide,
dark tunnel sloping downward. As
the light spills into the passage, the
Knights notice whatappear to besmall,
circular prints made in blood on the
floor of the tunnel, clustered close to­
gether. There is no sign of their cause,

or of the source of the sound.
Once all the Knights have entered,

the panel slides shut behind them.
There is no handleorotheropeningon
the inside for the Knights to try and
open it with, and the panel has been
treated. withAzoreth's tough doorspell,
which has left itwith a Toughness of40.

If the Knights move on in the pas­
sage, they round a comer and encoun­
ter the giant leeches. (If the Knightsare
spending too much time trying to break
down the door, have the leeches crawl
toward them). There are as many
leeches as there are Knights - they
average a meter in length, are whitish
and engorged. with blood. They are
clinging to the walls, floor and ceiling
- if the Knights are proceeding in the
dark, one of them might step on a
leech. Either way, have the Knights
make a Perseverance roll when en­
countering the leeches.

The Knights automatically have the
initiative when encountering the
leeches. If at all possible, 00 NOT
have the leeches attack the Knights
first, but only respond to their almost
certain attack. The leeches are effec­
tively blocking the passage, and the
Knights must get past them to go on.

Once they are engaged, the leeches
attempt to wrap themselves around a
Knight and squeeze him to death prior
to draining his blood.

Giant Leeches
DEXTERITY 10
Maneuver 11, stealth 14, unarmed.
combat 12
STRENGTH 15
Climbing 18
TOUGHNESS 11
PERCEPTION 5
Find 11, tracking 12, trick (18)
MIND 4
Test (16), willpower (17)
CHARISMA.
Charm (25), persuasion (25), taunt
(20)
SPIRIT •
Intimidation 15, reality 11
Possibility Potential: none
Natural Tools: suckers. Once the

leech has made a successful ummned
combat attack, thus wrapping itself
around a victim, it makes use of its
suckers, which cause intense pain, to
kill or knock unconscious its victim, at
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which point it begins raining blood.
The suckers do damage value 16 per
round after the victim is trapped. To
remove a leech requires a Strength to­
tal of 15 or the slaying of the creature.

Power Rating: 1 (dark vision)
Corruption Value: 16
Fear Rating: 1
Weakness: none
True Death: any death
Note: When leeches are KO'd,

killed, or incapacitated in any way,
Azoreth will cause them to burst,
spraying the blood they had drunkon
anyone or anything within a three
meter radius. This does no damage to
the target.

If the Knightsattempt to simply get
past the leeches and continue on their
way, the leeches follow. Once the
Knights have defeated the leeches,
their clothes should be covered in
blood.

Have the Knights travel on for an­
other minute or two, and then make a
Perception or find roll. On an 8, they
find a book in the middle of the pas­
sage, as if someone threw it down
while in a great hurry. Uponexamina·
tion, it will be revealed tobeWinslows
journal, with the last entry dated four
days ago. The last few entries read as
follows:

"June 21. The time has come. All of
my work, all of my planning, will
come to fruition this night. At last, 1
h,uu the knowledge to summon
Azoreth to this plane and make him
do my bidding. And my commandwill
be that he take vengeanu upon my
colleagues who branded me a 'black
magician' and drove me from their
dark towers ofacademia. Tonight, as
Azon.>th rises from theflames, the chain
of events that will lead to the deaths
of those hypocrites will have been be­

8""'
"June 22.1 cannot explain it. 1 read

the runes, 1bumt the incense, 1 drank
from the skull, all as prescribed in the
ritual. Butwhen Azoreth appeared, he
refused to serve - he was angry at
being roused from his slumber, and
demanded my soul as as payment for
my folly. 1pleaded, even offeringEva's
soul - he licked his great, foul lips
and muttered, "A tasty morst:l, in-

deed, and weak - weak souls taste
lovely. But I would have yours, mor­
tal."1pledged to deliver him my spirit
atmidnight on July the 5th. 1 feel as if
1will go mad.

"June 24. A light shines through. 1
have retained the servius of a Stonn
Knight,JeffreyWatson-hehasprom­
ised to help me find the mode of
Azoreth's true death and to slay him.
Naturally, 1did not tell him that 1am
responsible for the demon's arrival,
and 1 am confident that1 can keep my
fascination with the occult a secret
from him for as long as need be.

"June 30. Watson and 1 have made
some progress. But 1 believe he sus­
pects - perhaps Azoreth told him the
truth as a further means of tonnen ting
me. Eva is also behaving strangely,
and 1 begin to believe she and Watson
have fallen in love. This mustnotbe­
once the demon is destroyed, 1 will
have to deal with Watson."

If the Knights glance further down
the passage, they see what appears to
be the flickering ofa torch from within
a chamber. To continue their search
for the truth, they must plunge deeper
into the bowels of the house.

Dance of the Demons II

Perseverance Points
Award the Knights two Persever­

ance points forconfronting the leeches
and one for finding the journal.

Variables
If the Knights are reluctant to enter

the passage, have them hear Stark
screaming from deep within it. Then
run the leech encounter.

If the Knights do manage to escape
through the secret panel without ex­
ploring the rest of the passage, cut to
Scene Four and have Eva teU them at
some point that they will find an im­
portant clue at the end of the passage.

Flags
If a Romance card is played, Eva

may be attracted to one of the male
Stonn Knights, or Winslow to a fe­
male Knight.

U a Nemesis card is played, one of
the Knights has had dealings with
Azoreth before,and perhaps lost loved
ones to the demon's clutches. He is
determined to destroy thedemononce
and for all.
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SCENE THREE:
DeadMan
Tells a Tale

The Situation
Stmdard. The Knights discover a

dead (but possibly talkative) butler, a
shallow grave. a nasty surprise. and
the first step on the road to Azoreth's
destruction.

The Action
The Knights proceed down the pas~

sageand entera largechamber, within
which they come upon a ghoulish
sight. Read aloud or paraphrase:

You enter Q large chllmbn hnm
from th~ ellrth bmeath the house. In
tlu fllrcomn of the room is Q shallow
drprrssion with II pile of frtsh earth
&cullth it, and Q man-sized coffin on
II pedestal. But the room is dominated
by II great wooden door, and the hor­
rible figure affixed to it-Stark,look­
ing like nothing so much liS a broken
doll. Viciously sharp wooden spikes
sum to have spnmg of their accord
from the door and impaled the ser­
tumt, and now, thei, tips clotted with
blood Qnd gore, they kup him sus­
pmded abow the floor. A dusty vol·
.,me lies open at his fut.

Subtract a Perseverance point from
the Knights for seeing this sight. Have
them make a Perseverance check.

A medicine total of 8 reveals that
Stark has been killed within the last 15
minutes. The Knightscan, if they wish,
remove his body from the spikes, at
which point the spikes will vanish.

1£ the Knights examine the volume,
a Ptraption ornridorceanalysis total of
8 reveals that it is a book of spells,
unlike any grimoire ever seen by the
Knights. The words on the exposed
page look as if they were burnt into the
parchment.Theother pages in thebook
are made of the same paper, but are
blank.

The spell contained in the book is
entitled "'Speak with Dead," and is
listed below:

Speak With Dead

Axiom Level: 12
Skill: divination/darkness 14
Backlash: 12
Difficulty: 13
Effect Value: 16
Bonus Number to: duration

Range: 5 (10 meters)
Duration: 12 (four minutes)
Cast Time: 10 (90 seconds)
Manipulation: control

To cast this spell, the sorcerer must
be in the presence of the corpse he is
targeting. He must reach out and ma­
nipulate the body's jaws to simulate
speech, while saying. "Speak to me
from beyond the darkness, talk to me
of things beyond the grave."

1£ successful, the body will be ca·
pable of speaking in the voice it used
whilealive for the duration of the spell.
Whether it will choose to speak, and
whether it says will be the troth, is
entirely up to the corpse.

Stark (as speaking corpse)
DEXTERITY 0
STRENGTH 0
TOUGHNESS 6
PERCEPTION 8
Trick 9
MINDS
Willpower 9
CHARISMA 8
Charm 9, persuasion 9, taunt 9
SPIRIT 7
Intimidation 8
Possibilities: none

If Stark is asked about any of the
events described in Winslow's jour­
nal, he confirms them all save for the
doctor's offering Eva'ssoul to Azoreth,
which he is not sureabout. Hecan also
provide the follOWing information:

• Watson and Winslow completed
two--thirds of their research into
Azoreth's true death before Winslow
decided to abandon the quest.

• Winslow reasoned that, even if they
uncovered the proper method, they
lacked the will to be able to defeat
Azoreth. Winslow decided that he
would strike a deal with the demon,
by luring Storm Knights to his home
and offering their souls in exchange
for his. The trade is supposed to take
place at midnight tonight.

• Watson disappeared shortly aher
Winslow conceived this plan. Stark is
not sure what happened to him, but
believes Winslow killed him and
placed him in the coffin in this cham­
ber, intending to bury him in theshal­
low grave.

• Stark had been aware of the passage
constructed underneath the house, and
had beenintending to visit the Knights
by way of the secret panel and give
them this information before he was
killed. Evidently, Azoreth was aware
of his plans and acted to stop him.

• Stark knows nothing about the
leeches.

After he has imparted the above,
Stark mouths prayers and then gib­
berish before his voice fades com­
pletely. Casting the speD again has no
additional affect onStark (itonly works
once per corpse).

1£ the Knights examine the coffin,
they find it is nailed shut. There is a
hammer (damage value STR+3/18)
lying on the floor. Removing the nails
is a simrleaction -let the Knights get
most 0 them out, and then call for a
find or Perception roll. On a 9, they hear
scratchingcoming from inside the cof­
fin, as if whatever was inside was try.
ing to get out.

If the Knights stop pulling nails out
at that point. the coffin lid splinters
and a chthon, a two meter high crea­
ture made of the bodies of insects,
attacks them.

Call for a Perseverance check.

Chthon
DEXTERITY 11
Dodge 14, flight 15, unarmed com·
bat 16
STRENGTH 14
TOUGHNESS 16/25
PERCEPTION 9
Hnd 12, ""eking 12, trick 12 OS)
MINDS
Test (15), willpower 15
CHARISMA 11
Taunt (15)
SPIRIT 8
Faith (Orrorsh) 15, intimidation 14
Possibility Potential: none
Power Rating: 2
Powers:armor-defeatingattack(in-

sects swarm between armor and skin
and strike)

106.



Dance of the Demons Ii

Fear Rating: 1
Weakness: None
True Death: impalement with

wooden stake
Natura) Tools: pincers, damage

value STR+S/19; layered bodies as
armor,1'OU+9/2!S; wings, speed value
11

After the creature is defeated, a Per·
aption or find total of 9 allows the
Knights to see a scrap of paper float to
the ground. Upon it is written the fmt
of the three parts of the ritual needed
to destroy Azoreth, and it reads as
follows:

Th~ dnrton's defeat we do uek,
And so th~ verst's we do speak,
Their linn the knivn that we shall

plunge,
The dnrton's evil to apunge.

OfAwreth, we would be free,
This rihull, its parts are three,
The first will open wide the door,
And the dnrton shall stalk never-

more.

The Knights can go through the
wooden door and continue up the
passage, emerging in the dining room
on the first floor, or they can attempt to
go back the way they came. Either
way, cut to "Scene Four. Deliver Us
From Eva."

Variables
U the Knights should somehow get

out of the tunnel before reaching
Stark's chamber, cut directly to Scene
Four. Eva can provide them the infor­
mation that a piece of the ritual is in a
chamberat theendofthe tunnel, which
should spur them to go gel it.They can
encounter Eva's mutated self either
before or after they explore the cham·
her, gamemaster option.

If the Knights somehow avoid kill­
ing the Chthon. but survive the en­
counter. The paper can be blown to­
wards them by a mysterious wind.
Azeroth wants them to find it SO they

can keep going.

Perseverance Points
Award the Knights two Persever·

ance points for finding Stark's body,
one for encountering the chthon and
defeating it, and two for finding the
first part of the ritual.

SCENE FOUR:
Deliver Us
From Eva

The Situation
Standard. The Storm Knights dis­

cover the fate of Jeff Watson and the
second piece of the ritual, while Eva
Winslow lets herself go.
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The Action
No matter where the Knights exit

the passage (their room or the first
floor), this scenecanbe run essentially
as it is written. H the Knights pass
through a room with a window, a
P~ion or find total of 8 reveals a
yellowish oozecovering the outersur·
face of the glass. (It also covers the
exteriorof aU outside doors.) Have the
Knights make Perseverance rolls.

The ooze is a creation of Azoreth,
designed to keep the Knights trapped
in the house. It is a sentient creature,
but will take nooffensiveaction against
the Knights. Itsonly purpose is to take
punishment without yielding. It will
immediately reseal any holes made in
ituntiJ it is destroyed,oruntil Azoreth
is banished bom this plane of exist­
ence, at which point it will fall away
and dissolve.

The Ooze
DEXTERITY.
Stealth 13
STRENGTH 11
TOUGHNESS 40
PERCEPTION S
Triclc (20)
MINDS
Test (25), wilIpow... (25)
CHARISMA.
Owm (35), persuasion (35), taunt
(35)
SPIRIT 8
Faith (Orrorshl 13, intimidation 21
Possibilities: none
Power Rating: 3
Power: regeneration
Corruption Value: 15
Fear Rating: 1/2
Weaknesa: frigid air <stymil! weak­

ness)
True Death: defeat of demonic

mast...

After what they have learned in the
tunnel, the Knights should be anxious
toescape (difficultbecauseoftheooze),
find the rest of the ritual, and/or find
Winslow. Once they begin seMclring
for any of the above, have them en­
counter Eva, looking anxious and fe­
verish. She calls the Knights aside and
whisperstothemthatsheknowswhere
they can find their friend,JeffWatson.

Whetherornot the Knights ask. she
will volunteer the fact that she and
Watson had become romantically in·
volved, and he had even talked of
asking for her hand when all this was
over. But then she learned of her
father's horrible plans for Watson and
his friends, and grew fearful that her
father would never let himescapealive.
So she hid him in her room, and se­
cretly took a note from him to be sent
to the Knights. Unfortunately, her fa·
ther found out about the note, though
he did not discover Jeffrey, thank
Heaven - Winslow decided that
Watson had Simply saved him the
trouble of luring Knights in, and de­
cided to take advantageof the note for
his own purposes.

If the Knights are willing, sheoffers
to take them up to her room to meet
with Watson, who has a second piece
of the ritual. If the Knights want proof,
she offers to go up to the room and
return with the piece of the ritual
(whichshe willdo). Butshe insists that
Watson must speak with them, to tell
them the locationof the third and final
part of the ritual.

An inclinJltion check of Eva will re­
veal a mixture of good and evil. A
successful trw sight check reveals her
true form, and causes her to mutate
and attack. Cut to '1 Fall to Pieces.'"

If the Knights absolutely refuse to
accompany her, even after they have
received the ritual parchment, she
mutates and attack them right then.
Cut to '1 Fall to Pieces."

If the Knights do agree to accom­
pany her, cut to "Doesn't He Look
Like Himself?"

Eva Winslow (human form)
DEXTERITY 9
Dodge 10, stealth 11
STRENGTH 8
TOUGHNESS 8
PERCEPTION U
Fmd, triclc 13
MINDtt
Willpower 12
CHARlSMAU
Charm 14, persuasion 13
SPIRIT 11
Faith (Sacellum) 12
Possibilities: none
Corruption: 20

Note: Eva Winslow is deranged,
and is not aware of what she mutates
into or the true condition of Jeff
Watson. She troly believes that he is
safe and weU in her room,. and in this
form. does want to help the Knights.
While in this form, the only evidence
of her new nature is her corruption
value.

Doesn't He Look Like
Himself?

Eva leads the Knights up the stairs
and down a carpeted hallway, all the
while signalling them to be quiet.
When they reach thedoorto her room.
she opens it, peek in, and then beck·
ons the Knights to enter. If possible,
she enters last, and doses the door
behind them. If not, she moves t~

ward the door once all are inside and
shuts it.

Read aloud or paraphrase:

The room is large and tastefully
decorated, dominated by a canopied
bed. A dressn rests against one wall,
littered with a mi"or, a brush, and a
small bottle of perfume. On the far
sideof tlu room, flJang IJ window, is IJ

wicker-chlJiri"which IJ man sits. Only
the top of his heQd is visible over the
blJck of the chlJir, IJnd he IJppears to be
guing thoughtfully IJt the wlJning
moon, its light filtered through the
oou thQt covers the window.

If the Knightscall out to Watson, he
doesn't respond. If they move to where
they can see him, it appears as if he is
sleeping in the chair - eyes closed,
looking quite peaceful. If they nudge
him or touch him in any way, they
hearasoftsound likeaneggshell crack·
ing. Small, then larger cracks appear
on his head, until the pieces ofms face
collapseand red goo spills all over the
shoulders of his coat. Similar cracks
appear in his neck and hands, and
soon his entire body cracks open, and
a suit filled with bloodygelatin sags to
the floor.

Automatically subtract one point
from the Knights' Perseverance for
this, and then have them generate a
Perseverance total.
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I Fall to Pieces
The Knights turn and see Eva

screaming and writhing in pain. Bits
of her face are beginning to flake off,
and soon larger and larger pieces of
flesh are being sloughed off her body,
like a snake shedding its skin. When it
is done, Eva has mutated into a crea­
ture that seems to be composed of
fungus and pus. Sheshambles toward
the Knights, intent on their destruc­
tion.

Before she attacks, she explains in a
voice like breaking glass that her fa­
ther was duped by Azoreth - the
demon did indeed claim her soul, as
an appetizer of sorts. Her human half
is mad, unable to bear the thought of
what it changes into.

The Eva Monster
DEXTERITY 11
Dodge 14, maneuver 14, stealth 13,
unarmed combat 15
STRENGTH 15
TOUGHNESS 15
PERCEPTION 9
Find 10, tracking 12. trick 14
MINDS
Test 12
CHARISMA'
Charm (9), persuasion (18), taunt
10
SPIRIT 11
Faith (Orrorsh) 16, intimidation 17
Possibilities: none
Power Rating: 5
Powers: shape change (value 26);

burning touch, damage value 25 - Eva
must touch an unarmored spot on her
target (which may require a vital blow
attack,dependingon theintended vic­
tim). Hertouchfeelslike fire, and when
an enemy is lcilled, his inner substance
is liquified. This effect does not make
itself known until after the target's
death.

Corruption Value: 20
Fear Rating: 1
Weakness: Evasuffersan automatic

setback for a round if shown herreflec­
lion in a mirror while in creature form

True Death: any

If the Knights escape the room, Eva
pursues until she is destroyed. Her
own willpower will be fighting for
control all through the battle, causing

her to transform back and forth be­
tween human and monster. Her hu­
man half will plead with the Knights
to slay her, which the Knights can do.

If they kill her in monster form,
she will transform back to human as
the death blow is landed, so the blow
is delivered to an innocent maiden
and not a creature. Once she is de-­
feated, the Knights can inspect the
room-iftheydonotalreadyhavethe
second piece of the ritual, a Perception
or find total of9 reveals that the second
piece of the ritual is floating in the
gruel that was once}effWatson. Pick­
ing it up is a simple action, but a will­
power total of 10 is reqUired for the
Knight to beabletobring himself to do
it.

The second part of the ritual reads
as follows:

Undo the lock, fling wide the gate,
Its lust for death it will not sate,
Blow, winds of Hell, and him

surround,
Fingers of flame, drag him down.

Evil undying is his repute,
In our midst, he's taken root,
Burn him. for his thousand sins,
As we finish, it begins.

Perseverance Points
Award the Knights two Persever­

ance points for Watson's death and
their resultant determination to de­
stroy Azoreth, two for destroying Eva,
and one for finding part two of the
ritual.

Flags
Any Knight who had a Romance

subplot going with Eva has to gener­
ate a willpower total of 10before he can
bring himself to fight her directly in
her monster form. If he chooses not to
make the roll, he can still attempt to
trick, test, taunt or intimidate her.

If the monster is incapacitated, but
not killed, she begins calling for
AzorethtocomeanddaimtheKnights.
She takes whatever action possible to
force the Knights to lcill her.

Dance of the Demons iii

SCENE FIVE:
Oh, Bring Back My

Demons To Me

The Situation
Standard. The Knights confront

Winslowand uncover the third partof
the ritual, but not without effort.

Read aloud or paraphrase:

With two pieces of the ritual in
hand, you have ill least a slim. chance.
of Qvoiding the fate Winslow and
Azoreth have planned for you. But
you must find the third verse, and
judging by the timepiece in Eva's room,
you have only 30 minutes to do it.

The Action
The Knightsshould be wiseenough

to assume that the third piece of the
ritual-theone which was not uncov­
eredbyWatson-issomewhereinthe
materials he was researching. The most
logical place for these to be is
Winslow's study, the very place the
doctor said he would be for part of the
evening.

If the Knights haven't a clue as to
where to go, let them start searching,
but warn them that the clock is ticking.
Don't let them waste a lot of time­
build up a little suspense if you'd like,
but get them into the study soon.

The study door is unlocked ­
Winslow expected the Knights to be
too paralyzed with fear by this point
to mount any opposition to his plans.
Thus, he is not expecting them, and
will not mount overt opposition to
them when they arrive.

Interrogating Winslow

Winslow, of course, denies every·
thing, and attempts to persuade the
Knights that he was telling them the
truth. He is genuinely shocked at the
news about Eva (he didn't know
Azoreth had claimed her).

He tells the Knights that he was
busy searching for the third piece of
the ritual when they arrived. He offers
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to let the Knightsexa.mine the book he
was perusing to bolster his story. His
medical journal is also lying on his
desk.

Both books have the madmss spell
foeu&ed into them. Any Knight who
touches one of them is attacked by the
spell, which gives him paranoid delu­
sions that his comrades actually in­
tend to sacrifice him to Azoreth to
savethemselve5, and this whole search
for a scrap of parchment is an elabo­
rate ruse.

Madness

Axiom Level: 13
Skill: llJtuationlfolk 20

Bac.klash:. 16
Difficulty: 15
Effect Value: 15
Bonus Numbe.r to: effect

Range: 10 (100 meters)
Duranon: 29 (one week)
Cast Time: 9 (one minute)
Manipulation: control, duration

Effect value is compared to the
target's Mind. On a MinimJll through
Good success, the character is insane
only for the duration of this scene. On
a Superior or better success, the target
is deranged for the remainder of the
adventure.

Winslow maintains a fair-sized li­
braryofoccult tomes, inwhich Watson
found the first two pieces of the ritual,
and in which, presumably, the third
could be found. Winslow offers to
help the Knights search, but if they
refuse, he simply sits quietly.

He won't be completely inactive,
however. He attempts to cast the death
Munt spell on the nearest Knight, pro­
viding the target with vivid images of
his own death.

Death Haunt

Axiom Level: 12
Skill: conjurJltWnlfolk 19
Backlash: 18
Difficulty: 12
Effed Value: 21
Bonus Number to: effect

Range: 7 (25 meters)
Duration: 9 (one minute)

Cast Time: S (10 seconds)
Manipulation: control, duration

The target of this spell is obsessed
with images of his own death for the
spell's duration. He sees the images as
concrete, 3-D images.

Compare the final effect value of
the spell to the victim's Spirit. The
result points are read through the
Power Push Table, and the final result
pointsareadded to thedifficultynum­
ber of any task the victim attempts
while under the influence.

The images are real, so the victim
does not get to make a Mind or will­
powtr roll to shake off the effects.

Hands Across Orrorsh

Winslow'sbookshelvesareroughly
25 meters high. A find or Perception
total of8 will reveal to the Knights that
there is something on top of them, but
not enough of it is visible to determine
what it is. It looks as if Winslow had
hidden something up there.

If the Knights reach up, they will
find a number of packages (equal to
the number of Storm Knights). When
they unwrap the doth, they will find
themselves to be holding disembod­
ied hands! (Once one has been freed,
the others will free themselves within
one round.)

Call for a Perseverance check.
The hands will immediately begin

climbing up their arms and trying to
make attacks on their throats. The
hands will not attack Winslow - they
were created by him, though they now
serve Azoreth.

Disembodied Hands
DEXTERITY 12
DodgeIS, stealth 16,unarmed com­
bat 16
STRENGTH 14
Climbing IS
TOUGHNESS 13
PERCEPTION 9
Tr.>cking13
MIND.
CHAR1SMA6
SPIRIT •
Faith (Orrorsh) 12
Possibilities: none
Power Rating: 1
Power: attack fonn resistana. melee

and missile tDeQpons (TOU+I0)
Corruption: 12
Fear Rating: 1
Weakness: None
True Death: Any death

The hands attack by getting close to
their target's throat and then making
an ulUlnned combat attack. If it is suc­
cessful, it does damage with its Strength
every round it is attached. Pulling the
hand free requires the victimora com­
panion to generate a Strength total
greater than the Strength of the hands.

Searching for the Ritual

The third part of the ritual is indeed
on the bookshelves, along with in­
structions on how to use it against
Azoreth.

Finding these last pieces of parch­
ment requires a Peraption or find total
of 12. The final part of the ritual reads
as follows:

The final verses now we reach,
The final sermon now we preach,
Begone, dark one, back to the Pit,
Only for Hell are you fit.

Rising above nameless dread,
With spirit strong. these. words are

read,
Heedless of all fear and pain,
We ballishA.wreth from this plane.

Instructions for Use
By the end of the adventure, it is

likely that at least some of the Knights
will have been ritually prepared for
sacrifice, while others may not have.

The instructions for the use of the
ritual state that it must be read aloud
in the presence of Azoreth. with each
of the six quatrains being read by a
different person, if possible (see be­
low). It will take six rounds to com­
plete the reading. The reading must
be uninterrupted - if, for instance. a
Knight is in the middle of a verse and
is struck down, the Knights will have
to start the ritual over at the begin­
ning. U, however, he has not yet begun
his reading when he is killed, some­
one else can grab his fragment and
read it.
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The ritual is most effective if it is
read by those who have been pre­
pared for demonic sacrifice, while
those who have not fend off Azoreth.
This may not work out in your adven­
ture - there may only be six Knights
left alive, or there may not be six who
have been prepared for sacrifice. If
that is the case, anyone can read a
quatrain - but make clear that those
who have been prepared for sacrifice
MUST read a quatrain if they are able.

If there are fewer than six Knights
left, the one who read the first verse
can read the last, etc.

Ifa ritually prepared Knight iskilled
before the ritual is finished, his soul
goes to Azoreth, who torments it for
eternity.

Variables
If the Knights should fight with

Winslow and kill him, it is not a wicked
act, nordoes it adversely affect the rest
of the adventure. They can find and
use the last piece of the ritual without
him.

If the Knights do not find the ritual,
have either Winslow or one of the
hands snatch the book from the shelf
and try to get away with it. Once the
book has been identified, it takes only
a find total of 9 to tum up the parch·
ment.

If prior to Scene Five, the Knights
have failed to take part in the steps
preparing them for demonic sacrifice
(bathing in blood, speaking with a
dead man, and slayinga maid) Azoreth
will simply be out to slay them and
Winslow in Scene Six. He will be un·
able to claim the Knights' souls, and so
will just want them dead on general
principles.

Perseverance Points
Award the Knights two Persever­

ance points for confronting the hands,
oneforconfrontingWinslow,and three
for finding the last piece of ritual and
the instructions.

SCENE SIX:
Smolder When You

Say That

The Situation
Dramatic. A prettystraightforward

scene - the Storm Knights encounter
the menace that is Azoreth, and either
banish him back to the netherworld or
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get turned into charcoal briquets.
Read aloud or paraphrase:

CiocksQllOTJnthehouse begin toll­
ing midnight, thm cetUe to function.
Suddmly, then is II flllSh of light, un·
holy ~lIls of lllughter lind II stmch
like rottingflesh. Azoreth hlJS IIrrtved.

Have the Knights make Tou.ghness
rolls against a difficulty numberof8 to
keep from getting sick from the smell.
If they fail, they take twoshock points.

Azorethappears in a ban of fire, the
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classichomed,claweddemonofChris­
tian mythology. His appearance actu­
ally seems to warp physical space, as
he towers 6.5 meters high (Knights
receive an automatic +5 to attempts
to make physical attacks on Azoreth,
Mause of his size),

Azoreth
DEXTERITY 11
Maneuver 15, stealth 15, unarmed
combat 17
STRENGTH 20
Lifting 18
TOUGHNESS 35
PERCEY110N 16
Alteration magic 20. divination
magic23,evidenceanalysis 19, find
19, language 18. tracking 17, trick
20
MINOtt
Test 21, willpower 20
CHAR1SMAU
Charm (25), persuasion 19, taunt 20
SPIRIT 20
Faith (Orrorsh) 25, intimidation 25.
reality 2t
Possibilities: 10
Power Rating: 7
Powers: fire attack, magiaJl resis-

Ulna, WIIrd brtGCh
Corruption Value: 22
Fear Rating: 3
Perseverance DN: 19
True Death: Reading of the three-

part ritual of banishment
Arcane Knowledges: plant 4, folk 5
Spells: tough door, youth,boilingblood
Namra! Tools: claws,damage value

STR+S/25; teeth, damage value
STR+6/26

Description: Azoreth is a sadistic,
arrogant demon who enjoys making
his victims active participants in their
own destruction. He has no intention
of honoring his bargain with Winslow,
but plans to take his soul along with
those of the Knights..

Knowing that the Knights have the
rihlal that can destroy him, he will
attempt to slay the Knights first.

Reality Storms

Even if the Knights have overcome
the Power of Fear, by having a Perse­
verance value of 31 (the ON +12), in·
voking a reality stormagainst Azoreth
is really not a good idea. Besides the
fact the demon will probably win, the
storm will completely fill the room,
malcing it impossible for the Knights
to read the banishment ritual. U the
Knights want to try this option, well,
it's their funeral

Azoreth, Mon Amour
When Azorethappears, he scoffsat

the Knights for thinking theycan match
his power. He reveals to them that the
things they have done - bathing in
the blood of the leeches, speaking to
thedead man,and slaying Eva -were
all part ofan elaborate ritual designed
to make them fit sacrifices for him.
Now that he hasarrived, hewillclaim
their souls.

Winslow mouths prayers to the
demon at first, until Azoreth gets
around to telling him that he is to be
slain too. If Azoreth has the opportu·
nity, he swats Winslow like a fly, kill·
ing him and then wrenching his
screaming soul from his body.

Adios, Azoreth
The Knights will have to read the

complete rihlal for Azoreth to be ban­
ished. This requires three uninter­
rupted rounds of reading - if the
Knight doing the rite is interrupted, he
must begin again.

Azoreth will attempt to destroy
whichever Knight is reading the ritual,
using his powers.

Note that the parchment upon
which the rite is written is an occull
object, and immune to Azoreth's
flame and talons.

Azoreth taunts the Knights that

when he is done with them, their souls
will besent back to Earth to inhabit the
bodies of monsters in the thrall of the
Gaunt Man.

His primary goal is to kill the
Knights and take their souls before
they can read the banishment ritual.

If the Knights succeed in reading
the first two quatrains of the ritual, a
door appears in the space behind
Azoreth. It opens, revealing a bright
white light, and a howling wind swirls
through the room. It makes it difficult
to hear (-4 modifier to any Perctpfion
roils that require hearing), butdoes no
damage to the Knights.

If the Knights succeed at reading
the second pair of quatrains of the
ritual.. great flaming hands emerge
from the doorway and reach for
A20reth.

If the Knights read the final two
quatrainsof the ritual, thehands seize
Azoreth and drag him back through
the door, screaming in rage. The door
closes after him..

If the Knights are interrupted at
any point in the ritual, the effects al­
ready present vanish, and the rihlal
must be begun again.

Variables
IftheKnightsfleetheroom,Azoreth

appears wherever they run to, laugh·
ing maniacally. If the Knights split up,
Azoreth pursues the one bearing the
parchment.

If a Knight is slain in the battle with
Azoreth, banishing the demon will
not restore life to him.

Awards
Award each surviving Knight 10

Possibilities, plus 1 or 2 more for supe­
rior roleplaying. If Azoreth survives
on this plane, then nobody gets any
possibilities (and they'd better be
dead).
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Tablet of Terror

Prologue
Rama-Tet approached his pharaoh

cautiously. Although the forces of the
Tenth Empire had achieved a glorious
victory over the enemy at Mecca. Mo­
bius had seemed tense and distracted
of late. The old vizier knew that in
such a mood, his master was capable
of anything.

"Your pardon, Revered One:'
Rama-Tet said quietly. "I bring news
from the Land of the Dead,"

Mobius turned tohim, hiseyes blaz­
ingthroughtheslitsinhishood.11len
speak. RaIna-Tet! The sands of Time
will not cease to flow in anticipation of
yourmessage,andeverymomentmay
be crucial to the success of my plans!"

Even Rama-Tet, who had seen Mo­
bius enraged, hysterical, and flushed
with victory, was taken aback by the
Pharaoh's vehemence. "We have re­
ceived a message from Professor
Hulov. The translation of the hiero­
g1yplUcs has begun. and a partial ren­
dering of the inscription is included.
Would you have me read it?'"

Mobius nodded and sank back into
his throne, his fingers drumming on
its golden arms. Rama-Tet unfolded
the parchment and began to read.

"'When Isis, Osiris, tmd Ra are
joined,

WhmHorussmiles, and Sebek seeks
the darkness,

Thm all shall M as it was ... '

"'There is more, Revered One, but
the translation is not yet completed. If

Mobiushad risen and wasaruciously
pacing thel'OOm, his fists clenched, his
body seemingly gripped. by some
nearly uncontrollable emotion. "It is
enough. and more than enough:' he
rasped. "Tell me, Rama-Tet - who
besides you and 1 have seen or heard
the contents of this message?"

1t was sent over the wireless by
Harlov, and our operator, Fahoud,

brought it directly to my chambers. To
my knowledge, no other eyes have
seen these words. If

Mobius nodded, and then snapped,
it is well for you that I still have need
of your services. Vizier. These are my
commands: have Fahoud, and any he
might have spoken to since this mes­
sage arrived. executed immediately.
Who is currently in command of the
Land of the Dead bridge outpost?"

'Withso manyof the seniorofficers
of Battlegroup Red Hand engaged in
theconquestofMecca,MostHolyOne,
I believeCaptain Karim Ardebil holds
that honored position....

Mobius returned to his throne, but
his restless had not abated. "Contact
Captain Ardebil and order the imme­
diate arrest and execution of Harlov
and any assisting in the translation.
Have the tablet shipped. to Thebes.
Understand, Rama-Tet: its translation
must not be completed, and any who
have read so much as a line of the
inscription must die....

Rama-Tet wisely said nothing to
reveal his confusion at Mobius' or­
ders. After all. the inscriptionsounded
like a thousand others that had been
encountered by Imperial historians
since coming to this world. Why was
the Pharaoh so concemed by this one?

But a servant of Mobius learned
quickly toask no questionsand follow
orders. Leaving the throne room,
Rama-Tet set off to issue the orders
that would lead to thedeathsofHarlov,
Fahoud and any otherssounwiseas to
allow their eyes to wander across
words inscribed thousands of years
before.

The Major Beat
"Tablet of Terror" is a one-act ad­

venture which takes theStorm Knights
from the Nile Empire to the Land Be­
low, there to rescue an archaeologist

from pursuing shocktroopers and the
myriad dangers of the domed world
of Merretika.. At theend of the quest is
a shocking revelation inscribed on an
ancient tablet, one which promises
both opportunity and great peril for
Dr. Mobius, High Lord of the Nile
Empire. You will need The Land Be­
low supplement to play this adven­
ture.

The Storm Knights are in Ethiopia
when word comes from the Mystery
Men: an archaeologist hired by Mo­
bius to translate an Egyptian tablet
found in the "Land of the Dead" has
disappeared. Last seen fleeing toward
the levitation device which leads to
the bizarre Land Below, Professor
Harlov was being pursued by Nile
shocktroopers, apparently bent on re­
trieving the tablet and "killing the
messenger." It is believed Harlov es­
caped into the Land Below, and will
need Storm Knight aid tosurvive there.

Once past the guards and down the
dimthread to Merretika, the Knights
find that Harlov and a companion did
indeed pass this way, only slightly
ahead ofthe shocktrooperparty.Their
trail leads through the Mountains of
the Beast to the domain of the Pyrian
Fire Tamers, where they discover that
an elderly man was captured by the
strangerace. Freeing him requires that
theStorm Knights defeat a roguecrea~

tureof the flames who has been threat­
ening the Pyrian village.

With that done. they find that the
elderly man is not the archaeologist,
but her father. The true Professor
HarlovwascapturedbyDarooniWasp
Riders, who intend to use her as the
sacrificial victim in their Hatching
Ceremony.

The Storm Knights must brave
shocktrooper ambushes, bizarre and
deadly creatures, and the fierce
Darooni warriors to save Harlov from
certain death, retrieve the tablet, and
learn the secret of its inscription.
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Adventure
Background

ProfessorSandra Harlov discovered.
the tablet whose existence would one
day threaten her life whileon an lmpe­
rial-sponsored archaeological dig in
Ethiopia with her father, Maximillian.
Although she was no friend ofMobius
or his minions, such expeditions were
far more difficuJt to undertake with­
out the approval of the Pharaoh.

The tablet's hieroglyphics were
unmistakably Egyptian. yet there was
noeasy explanation for how it wound
up SO far south in Africa and SO near
the surface of the sands. At Mobius'
behest, she began to translate the tab­
let, and sent off partial results to
Thebes. Mere hours later. she received
a warning fromoneofher bearers that
Nile shocktroopers were coming for
her, her father, and the tablet.

Her only avenue of escape was the
tunnel tatheLand Below, and tablet in
tow, she and her father bluffed their
way past the guards and journeyed to
Merretika. The shocktroopers pur­
sued, and the pair were forced to trek
through thedomed world, desperately
seeking sanctuary and facing a very
bleak (and possibly very brief) future.

SCENE ONE:
A Passage to

Merretika

The Situation
Standard. The Storm Knights are

asked by the Mystery Men to find and
rescue an archaeologist believed to
have fled into the Land Below from
pursuing shocktroopers.

Read aloud or paraphrase:

In the brit:{ time you hllve bun in
what the Nile denizens clIllMthe l...ilnd
of the Delld," you hllw d«id~dthllt is
II vt:ry IIpt phrllSt:.. In II IlInd wh~
stllrvlltion lind dellth hllve IIlwllys
bun fixtures, the people now must try
to surviw in the hllrsh grip of the Nile
Empirr. In tht: timt: sina tht: mul­
strom bridgt: droppt:d, things hllvt:

grown progressivelyworse in this IIrrll,
lind it's believed that Stonn Knight
activity might inspirr apopular rrsis­
tanu mavt:mt:ntagainst tht: Pharaoh's
troops.

Tonight, you reuived a message to
meet a courier from Cairo mar the
Nile-Core Earth border in central
Ethiopia. What he brings you is un­
known, but the sitt: of the rendervous
- an abandoned diamond mine ­
implies that secrecy is of the utmost
importallU.

The Action
The message the Knights received

was from a man named Luther Hill,
who they may know (personallyorby
reputation) to be an agent of the Nile
Mystery Man known as The Whisper.
11lediamondminetowhichtheytravel
is well·hidden in the jungle and has
long been undisturbed, having been
played out long before the Nile troops
arrived.

The message said for the Knights to
approach the mineopening and speak
these words: "We come seeking a gem
of price, and are prepared to pay."
Once they do so, a hand will appear
out of the darkness and beckon them
inside.

The Knights may bring a light
source in with them if they wish to­
if they do not have one, their contact
advises that they all link hands and
follow him. After a few moments, they
round a bend and come into a lighted
cavemfilled with radio apparatusand
maps of the Nile Empire.

This is the "office" of Luther Hill,
from which he contacts the agents of
The Whisper based in this part of the
world. He is a small man, almost
mousy in appearance, but with a mind
that's razor-sharp and a genius for
organizing.

Luther Hill
DEXTERITYS
Dodge 9, fire combat 10, lock pick·
ing9,stealth 10, unarmed combat 9
STRENGTHS
TOUGHNESSS
PERCEPTION 12
Air vehicles 14, evidence analysis
17, find 17, first aid 14, land vehicles
14, language (Egyptian) 13, Ian-

guage (Aramaic) 13, scholar (realm
lore) 15, trick 16
MlND14
Artist (actor) 15, science (electron·
ics) 17, weird science 17
CHAR1SMAll
Charm 12, persuasion 13, taunt 14
SPIRIT 10
Intimidation 12, reality 15
Indination.: Good
Possibilities: 20
Equipment: 9mm P38, damage

value 15, ammo 8, range 3--10/25/60;
binocuJars; camera; backpack radio;
shortwave radio; flashlight; jungle
gear; rope; imperial military uniform
(rank: shocktrooper footsoldier,
Battlegroup Red Hand)

Hill invites the Knights tosit down,
and hands them a sealed envelope.
Inside, the Knights find a message
from The Whisper, and a photograph
of an elderly, bearded man and a
young, beautiful woman with blonde
hair. Both are clad in khaki outfits
appropriate for work in the jungle.

The message reads as follows:

Friends,
Professor Harlov, a noted archu­

ologist, is being pursued by Nile
shocktroopers, who are reportedly
seeking a rrcently-discovered Egyp·
tian tablet Harlov was translating.
Harlov fled to the La.nd Below eight
days ago using the levila tion machine,
with the shocktroopers following
shortly after.

There is apparently something on
this tablet that Mobius fears. It is
imperative that we find it - and
Harlov-and learn the secret itbears.
Regrettably, my agents are occupied
on other matters at the moment, and
so 1 must ask you to undertake this
mission. 1have instructed Luther Hill
to give you any lIid you might requirr.

- The Whisper
If the Knights are completely in the

dark about the Land Below and the
levitation machine, Hill will explain
that the weird sdena device was con­
structed to transport N i1e troops down
a tunnel and into a strange and won·
draus place called ''Merretika.H Hill
himself has never been there, but the
tales of the place refer to savage tribes
and dangerous creatures.

Hill tells the Knights that thedevice

114.



is currently guarded by five veteran
shocktroopers. There are normally
more guards, but many have been
ca1Jed away to fight in Mecca, and the
device's creator, Dr. Halim Hoffel, is
in Thebes consulting with Mobius on
the situation. Hill also tells them that
someone must stay on the surface to
operate thedevice, and will volunteer
to do so for the party.

Hill offen; them any equipment he
has (save the P38 and the shortwave
radio) to take with them on their j0ur­
ney. He strongly suggests that they
take the backpack radio and contact
him when the levitation machine is
nearing the ground, SO he can shut it
off. (For further information on the
levitation machine, see page 30 of The
umd Below).

Flags
Ua Suspicion card is played, Hill is

uncertain whethertheKnightsarewho
they claim to be. He knows ofmany of
their past exploits, and quizzes them
on these events to ascertain the truth
about their identities.

If a Personal Stake or a Connection
card is played, one of the Knights
knowsSandra Harlev, and can tell the
others that she is the archaeologist and
the old man her father.

U a Romance card is played, one of
the male Knights is attracted to
Sandra's picture. U the card is played
by a female Knight, Hill will fall in
love with her and want to protect her
from danger.

Come Fly With Me
There are a number of ways the

Storm Knights can gain access to the
levitation machine and thus to
Merretika. They may attempt to take
the device's chamber by force, and
have Hill send them down; they may
attempt to trick the shocktroopers into
thinking they arestormers ordered by
Mobius to join the search for Harlov;
or one of the Knights may disguise
himselfasashocktrooperand use that
to get himself and his friends into the
chamber. Let them use whatever
method they feel will be mos' effec­
tive.

Hill shows them the way to the
tunnel leading to the levitation ma­
chine chamber. Keep in mind that,
because of the dropping of the Nile
bridge, this area is now in a Nile pure
zone.

Asingleshocktrooperstandsguard
at the mouth of the tunnel and the
otherfourare inside tbechamber. They
are hostile to any efforts to persuade
or charm them. unless the person tak­
ing the action is successfullydisguised
as a shocktrooper, in which case their
attitudes are friendly.

Shocktroopers (5)
DEXTERITY 9
Beast riding 11, fire combat 12,
heavy weapons 12, melee weapons
10, missile weapons 11, unarmed
combat 12
STRENGTH 9
Climbing 10
TOUGHNESS 9
PERCEPTION 7
Find 9, first aid 9, tracking 9, trick 9
MIND 7
Survival 9, test 9, willpower 12
CHARISMA 7
Taunt 9
SPIRIT 9
Faith (Egyptian) 12, intimidation
12
Inclination: Evil
Possibility Potential: few (SO)
Equipment KK81 (damage value

19,ammo 24, range3-40/ 400/ 1k); gre­
nades (2). damage value 19; bayonet/
knife, damage value STR+4/13; back·
pack radio; flashlight; field kit

Once the Knights are past the first
guard, they have to crawl through the
exceedingly narrow tunnel to reach
the chamber in which the device rests.
It will take three rounds to get through
the tunnel, and Sfrmgth totals of 6 are
required to pull one's self along. U a
Knight fails a roll, he cannot progress
that round, and those behind him can­
not progress until he is moving again.

If a hero setback occurs, one of the
Knights maysuddenlydiscover he isa
trifleclaustrophobicand really doesn't
like crawling on his belly through a
narrow tunnel. Handle this as you see
fit.

When the Knights emerge from the
tunnel. they find themselves in a dr·
cu1ar, vaulted chamber roughly 12

Tablet ofTem>' Illi

melers in diameter, guarded by the
four remaining shocktroopers. In the
center of the room is a two-and-a-half
meter hole, which looks like thedassic
"bottomlesspit.H Dominatingoneside
of the cavern is a three meter high
weird science device, a round disk
with a barrel pointing straight down
into the pit.

After they either trick or dispose of
the shocktroopers, the Knights must
activate the machine (a wtird sciDla
total of12 tooperate, ifHill is not there
todo it. In that event,oneofthe Knights
has to stay on the surface to operate
the device, or else instruct a
shocktrooper how to turn it off when
they signal). Once it's turned on, the
Knights can step into the beam and
can be levitated to the bottom. The trip
will take 8 hours and 15 minutes, and
while in the beam, all Duttrity-based
skills will suffer a +6 to the difficulty
numbers.

Flags
U a Mistaken Identity card is played,

the shock.troopers are convinced that
the Knights are a civilian inspection
team sent to observe them by Mobius
becauseof their error in letting Harlov
get down the the land Below. At­
tempts to ptrswuh, infimidllte or trick
the guards receive +3 bonuses.

Hitting Bottom
When the Knights reach the end of

their journey, they must radio the op­
erator of the device to slow the speed
so they do not crash into the floor of
the cavern (if they fail to do this, the
shocktrooper guard at the bottom will
do so). U they tricked or persuaded the
guards to send them down, the
shocktrooper on watch at their desti­
nation willbeexpecting themand will
welcome them, providing directions
on how to reach the Nile outpost in
Merretika.

U the Knights took the devicecham·
her by force, and did not avail them­
selves of the opportunity to disguise
themselves, they have to disable the
10neguardat the bottom(use thesame
stats as the other guards). A find or
PtTaption total of 8 while searching
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his body will reveal a map from the
chamber to the Nile outpost in
Merretika.

Variables
U the Storm Knights failed in their

first effort to get access to the levita·
tion machine, they must either try
again or find some other way to reach
the Land Below. Their best hope of
doing the latter would be to find some
Ethiopian villagers who might have
seen strange creatures emerging from
caves in the area. The Knights should
be aware, though, that besides being
dangerous, trying to reach Merretika
through the cave networkcould mean
years spent wandering the tunnels.

Once the Knights have reached the
bottom of the Nile pit and obtained
directions to Merretika, cut to Scene
Two.

SCENE TWO:
0, Brave New

World, That Has
Such Creatures

In It ...

The Situation
Standard. The Storm Knights get

their first taste of life in the Land Be­
low, and their first clues to the track
taken by Professor Harlov.

Read aloud or paraphrase:

As you emerge from thecavemsand
into the jungle that marks yourentrance
into the domed world ofMerretika, it is
hard to believe that the legends about
this place - tales that it is a world of
perpetualsunlight-aretrue. Forabove
you stretches a green canopy that filters
the light from the yellow orb, and in the
distance you can hear the cool sound of
a river rushing. Plants the like of which
you have never seen before grow from
the jungle floor, and the area is alive
with sound: screeches, roaIS, strange
roes, and one scream that sounds al­
most ... human.

The Action
The Knights have essentially two

options here: they can head directly
for the Nile encampment to see if
Harlov wascaptured and is being held
there, or they can investigate the
screamthey have heard. If they choose
to do the latter, cut to "Native Son." If
they head for the Nile camp, cut to
"Stories Told 'Round the Campfire."

Native Son
If the Knights choose to track down

the source of the scream they heard, a
find or Perception total of 9 reveals it
came from deeper in the jungle. After
a round, it comes again, and this time
a find total of 7 reveals the source is
just ahead.

The Knights break through the
brush intoa clearing. Thearea isdomi­
nated bya massive tree, so wideacross
that no man, not even a giant, could
put his arms all the way around it.
Hanging on for dear life from a limb is
a naked boy roughly one meter tall,
with dark hair and brownish red skin.
At the foot of the tree are three arhet
crams, creatures which resemble
crocodilesand are roughly four meters
in length with grey hides. They have
"treed" the boy and are waiting for
him to tireand fall soas tomakea meal
of him.

Arhol Crom (3)
DEXTERITY 8
Running 12, stealth 10, unarmed
combat 12
STRENGTH 8
TOUGHNESS 10
PERCEPTION 3
Find 10, tracking 9, trick (8)
MIND 2
Test (15)
CHARISMA 2
Charm (12), persuasion (1), taunt
(8)
SPIRIT 3
Intimidation (8)
Possibility Potential: none
Natural Tools: hide, armor value

TOU+2/12; teeth, damage value
SIR+4/12; tail, damage valueSIR+1/9

Note: Oncebitten by an arhet cram,

a Strength total of 16 is required to pry
open the creature's jaws.

If the Knights attack, the creatures
respond byforgetting the boyand turn­
ing on them. If they areable to slay two
of the creatures, the third departs to
find an easier kill.

Once the creatures are gone, the
boy climbs down the tree and speaks
excitedly to the Knights in his native
tongue (Ohibi). A language total of 12
is required to understand him. If the
Knights fail the roll, theboy tries speak­
ing in broken Egyptian he has picked
up from the Nile shocktroopers who
camp nearby. A langtUlge total of 9 is
required to understand this.

The boy tells the Knights he is a
member of the Ohibi tribe, and his
village is nearby. His name is Taka­
bet, and he was gathering roots and
berrieswhen thearhetcromssurprised
him and he was forced to climb the
tree.

If the Knights ask about the Nile
camp, Taka-bet tells them that there
was much shouting and moving about
there at the time he found the helmet
nest (that's the best he can do as far as
fixing the time), and because of that,
he has been told not to allow any
strangers to approach the village on
pain of death. Though he considers
the Knights his friends for saving him
from the crams, he won't tell them the
way to his villageoragree to take them
there.

If the Knights askabout the Harlovs,
Taka-bet recognizes the descriptions.
He saw them on the same day the
people in the camp were so excited.
They were heading "Wul-Heleph"
(away from the sun) along the "Wild
River." Taka-Bet gladly shows them
to the banks of the river, and tell them
that beyond it is the valley of the
Keefee. But he can offer no advice on
how to cross the- waters, because the
Ohibi do not know how - and be­
sides, the people the Knights seek did
not go this way.

If the Knights show the boy the
photographof the Harlovs, he isbadly
frightened by it. A persuasion total of
13 will be necessary for the Knights to
convince him they are not devils who
shrink people and trap them forever
in magic squares. If they fail to per-
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suade him, Taka-Bet runs off at the
earliest opportunity. Attempts to pur­
sue him are difficult, and require a
tracking total of 18. He leads themaway
from the Ohibi village, and once they
give up the pursuit, tracking totals of 8
are required to find their way back to
the dearingor to the banksof the river.

If the Knights decide to follow the
information Taka-Bet gave them and
avoid the Nile camp, they can follow
the Wild River. It is quite easy to pick
up the trail of the Harlovs, because a
squad of shocktroopers were follow­
ing it as well, and their footprints are
everywhere in the soft earth. Trading
totals of 6 allow the Knights to follow
the path.

CuttoSceneThree, "'The rtre Down
Below."

If the Knights wish to check out the
Nilecamp, cotto "StoriesTold 'Round
the Campfire."

Stories Told 'Round
the Campfire

The Nile encampment is largely
deserted. Ten of the soldiers, indud~
ing Field Major Achmed Tunakakan,
have gone with theshocktroopers sent
down from the surface to find the
Harlovs. Due to fears of Storm Knight
involvement in the situation, the two
shocktroopers remaining have been
armed with 7.92 KARsas well as their
standard swords.

St~lthtotalsof10 allow the Knights
to approach the camp undetected. Per­
aptian totals of 9 allow the Knights to
overhear the troopers' conversation.
They can learn the following:

• The majority of the encampment's
force went a week ago with five elite
shocktroopers sent by Captain Abdeli
in pursuit of the Harlovs. They were
following the trail along the Wild River,
into territory the shoc.ktroopers have
never explored..

• The morale of the troops is low fol­
lowing Abdeli'sorderthat Footsoldier
Assel be shot for allowing the Harlovs
to get past theencampment at all. Con­
sidering that no one knew they were
fugitives from the Empire, it seems
unfair that the camp's troops were
being punished for not stopping them.

• The shocktroopers doubt either the
Harlovs or the search party will ever
return. Thetales theOhibi havespread
about some of the things that lurk
Wul-Heleph make it sound far more
dangerous than a mere 15
shocktroopers could handle, let alone
civilians. Privately, the two are hope
that if the expedition meets with di~

saster, the encampment will be closed
and they can be transferred back to
Khartoum.

The Knights can, of course, attack
the camp if they wish to. They will be
able to find radios, food supplies,
swords and KARs.

• 117



IlIiInfin'"""" UpdDt,

Shocktroopelli (2)
See stats above.
Additional Skills: two at +1 adds
Possibilities: 1
Equipment: 7.92 KAR, damage

value 19, ammo 14, range 3-40/400/
lk; sword, damage value STR+6/15;
knife, damage value STR+4/13; field
kit; rope

The Knights can also, if they wish,
sneak past the camp and leave the
guards undisturbed (stetllth totals of 9
to accomplish this). But if the guards
spot the Knights, they immediately
attack, unless they are outnumbered
by more than 2 to 1. U that is the case,
the guards flee, abandoning the camp­
site to the Knights.

Variables
U the Knights visit neither the Nile

encampment nor the clearing, they
wander around until stumbling upon
the trail left by the shocktroopers pw­
suing the Harlovs. That cuts down on
the amount of time they have to act in
Scene Five.

U the Knights are captured by the
shocktroopers, the troopers tie them
up and hold them for interrogation by
the senior officers when they return.
The Knights must escape or risk fail·
ing in their mission.

Once the Storm Knights are on the
trail of the shocktroopers and the
Harlovs, cut to Scene Three, "The Fire
Down Below."

SCENE THREE:
The Fire Down

Below

The Situation
Standard.TheStorm Knights travel

through the Mountains of the Beast
and find one of the Harlovs a captive
of the Pyrians.

Read aloud or paraphrase:

Aftu days of following the trail
through dense jungle, you emerge into
a startlingly beautiftd savannah, tall
brown grasses dancing in the wind

and odd·looking trees with what ap­
pear to be violet berries. In the dis­
tam:e, you can see a great mountain
chain, and from somewhue beyond
the mountains, plumes of smoke rise
into the air.

A tracking total of 6 reveals that the
trail of the shocktrooper squad contin­
uesontoward the mountains. Thetrek
across thesavannahand into the moun­
tains of the beast, but the following
can be used to make it a little more
interesting.

The Dalberry Tree

U the Storm Knights wish to take
berries from the trees in the savannah,
a science (botany) total of9 reveals that
they are quite edible. The only other
way to find out is to taste them, and
the Knights will probably find them
quite tasty.

Within moments of consuming
them, however, the Knights find them­
selves surrounded by Keefee - hu­
manoid warriors only 30 centimeters
tall who consider the tree and its fruit
to be sacred. They demand an expla­
nation from the Knights for why they
ate of the tree (language total of 12 to
understand them, unless one of the
Knights speaks Keefee, in which case
the total need is6). Uthe Knights refuse
(or are unable) to answer, the Keefee
begin herding them toward themoun­
tains. They fight the Knights only in
seU-defense, but they make it dear to
the Knights that they are not wanted
in their lands.

U the Knights are able to explain to
the Keefee that they did not realize the
tree's significance, the warriors accept
their word, but ask that they not eat of
the tree again (as only Keefee are al­
lowed to do so). U asked about the
Harlovs and the shocktroopers, the
Keefee gesture toward the Mountains
of the Beast, and warn the Knights not
to go there. Uasked why, they pant~

mime the actions of a giant ape, and
repeat "Ungrosh" overand overagain.

Keefee Warriors (20)
DEXTERITYS
Dodge 10, melee weapons 9
STRENGTH_
TOUGHNESS 5
PERCEPTION 8

First aid 9, language 9, tracking 9,
trick 11
MIND 9
Artist 10, medicine 10, survival 10
CHARISMA 9
Persuasion 10, taunt 11
SPIRITS
Faith (Raya) 9
Additional Skills: two at +1 adds
Possibility Potential: some (36)
Equipment: pole-axe, damage

valueSTR+l/5

Cat Got Your Tongue?

As the Knights walk through the
valley, they see in the distance a herd
of creatures resembling elephants. At
that moment, a find or Perception total
of8allows the Knights to hear a throaty
growl coming from off to their right.

Atop a rocky outcroppingcrouches
a smileodon, the great sabertooth cat
of the Merretikan plains. It is focusing
its ire on the Knights because they are
between it and its prey. If the Knights
move on peacefully, the smileodon
goes back to its hunt. U they take hos­
tile action toward it, the cat attacks.

Smileodon
DEXTERITY 12
Dodge 14, longjumping14, maneu­
ver 14, stealth 15, unarmed combat
15
STRENGTH 13
TOUGHNESS 15 (17)
PERCEPTION 13
Find 15, tracking 16, trick (14)
MINDS
Test (17)
CHARISMA 6
Charm (10), persuasion (11), taunt
(12)
SPIRIT 7
Intimidation 14
Possibilities: none
Natural Tools: fur, armor value

TOU+2/17; teeth, damage value
STR+3/16; claws, damage value
STR+2/15

Description: The smileodon is a
squat, stocky great cat with curved
canine teeth (resembling the extinct
sabretooth's) that reach lengths of up
to 20 centimeters. Not being a particu­
larly swift creature, the smileodon ti­
ger relies on ambush to down its prey.
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Ungrosh

At some point after they reach the
foothills ofthe Mountainsof the Beast,
have the Knights sight Ungrosh, the
20 meter tall ape who dominates the
mountain chain. He is currently occu·
pied eating a herd of elk-like crea­
tures, and takes no notice of the
Knights, but it's good forthem toknow
he's around. Hewill, ofcourse, react if
the Knights should be so foolish as to
attack himorcause lotsofcommotion.

Ungrosh
DEXTERITY 13
Running 20, sWimming 16, un-

armed combat 17
STRENGTH 28
Oimbing 31, lilting 32
TOUGHNESS 26
PERCEPTION 20
Find 23, tracking 22
MIND 7
Test (16)
CHARISMA 6
Taunt (2)
SPIRIT 13
Intimidation 19, reality 15
Note: Ungrosh's movement limit
value is 14 do to his great size and
stride.
Possibilities: 9

Natural Tools: fur, armor value
TOU+2/28;fists,damagevalueS1'R+l/
29;lo!Ih.damagevalueSIR+2/:»,-..p­
ing attack. damage value SIR+5/33

The River With No Boltom

After passing through the moun­
tains, the Knights come upon a raging
riverbeyond which a small villagecan
be seen. The Knights must O'OSS the
river to reach the settlement.

There are a number of ways to do
this, including leapingacrossorbuild­
ing a makeshift bridge. U they find a
narrow point in the river, a leap can be
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made with a long jumping or Duterity
total of 13 (ifyou want to make it really
difficult, have a cloud of steam rise up
from a nearby Java flow to obscure the
opposite bank, and add +3 to the diffi­
culty of the jump).

Felling a nearby tree so that it
bridges the water is a simple action
(provided the Knights havesomekind
of equipment with which to do the
job). Once it's down across the water,
will takes two rounds to get to the
otherbank. with Datmtyoracrol:lctics
rolls of 10 required to keep from fall­
ing into the water.

U a Knight does fall into the water,
a Datmty total of 8 allows another
Knight to catch him. and a Strmgth
total of 9 hauls him back on to the
bridge. Knights have one round after
someone falls in to attempt to grab
him. After that, the unfortunate one
must generateswimming totals of 21 to
keep from being carried downstream
by the current and reach a bank. Bar­
ring the quick tossing of a rope or
successful swimming totals, the cur­
rent sweeps the Knight along for 10
rounds until the river empties into a
lava flow and evaporates (damage
value 24 per round from the lava). The
Knight suffers damage value 11 per
round he is swept along, as water gets
into his lungs. Every other round, the
Knight may attempt a Dexterity total
-on an 11, he grabs an overhanging
branch, and a Strength total of 10 lets
him pull himself out of the water.

If the Knights don't wish to cross
the river, have them generate find or
Perception totals. On a 7, they spot the
elder Harlov walking through the vil­
lage, apparently guarded by armored
soldiers carrying swords and spears.

Some Say the World
Will End in Fire ...
The villageseen from the other side

of the River With No Bottom was one
of the frontier outposts of the Pyrian
Fire Tamers, a militaristic race that
thrives in the harsh, inhospitable
southern region of Merretika. They
are slender and pale skinned, with
finely-<hiseled features.

SfmIth totals of 10 allow the Storm
Knights to approach the villageund~

tected. Evidence QnJllysis or Perception
totals show that the majority of the
people in the village are laborers who
are hard at work, while the perimeter
is patrolled by warriors armed with
melee wetlpons. U the Knights have not
seen Harlov yet, they do so now.

U the Knights fail the stmlth rolls
and are spotted, or attempt to attack
the guards to rescue Harlov, a fight
breaksoutMidwaythroughthebattle,
no matter who is winning, a fire priest
intervenes.Cutto"AnOfferYouCan't
Refuse."

If the Knights approach the village
in peace, they are taken directly to the
fire priest. Cut to "An Offer You Can't
Refuse.'"

lAnguage totals of 12arerequired to
understand the rueTaDler's language.
Only the fire priest iscapableofspeak­
ing tongues the Knights are familiar
with (smatteringsofEnglishandE~
tian picked up from Harlov and other
Knight parties which have passed
through the area).

Typical Pyrian Thrall (10)
DEXTERITY 10
Dodge 11, melee weapons 12, mis­
sile weapons 11, unarmed combat
11
STRENGTH 9
Climbing 10
TOUGHNESS 9
PERCEPTION 9
MIND 8
CHARISMA 9
Taunt 11
SPIRIT 10
Faith (Karruk) 11, intimidation (12)
Additional Skills: three at +2 adds
Possibility Potential: some (45)
Equipment: leather and bronze ar-

mor, TOU+3/12;spear,damagevalue
STR+4/13; bronze sword, damage
value STR+4/13

An Offer You
Can't Refuse

Midway through any battle with
the thralls-or if the Knights enter the
village peacefully-anaged male fire
priest named Tora Sil Kel demands
their attention. Once the Knights have
made itclear theyseek theelder Harlov
and hisdaughter, the priest takes them

to see the old man, who is unharmed,
but a prisoner.

The priest explains that Harlov ar­
rived in their village acting like one
afflicted with madness, pleading for
Pyrian aid against one of their neigh­
bors. Naturally, the Fire Tamers re­
fused-theywarattimesoftheirown
choosing. against their own enemies,
not those of others. If asked about the
shocktroopers, Kel is unawareof their
presence in the area.

But they are not a heartless people,
and are willing to let Maximillian
Harlov go if the Knights will do them
a small favor. It seems a caleacon. a
huge lizard creature that thrives in
lava pools, has gone rogue and begun
attacking the village (which explains
why there are only 10 thralls left). Aid
from the city of Tanta Kallar has not
arrived yet, and if there are any more
attacics, the entire population of the
village will be slaughtered. U the
Knights will defeat the creature, the
Pyrians will let them and Harlov go
free.

Tora Sil Kel
DEXTERITY 8
Dodge 9, melee weapons 10, un­
armed combat 9
STRENGTH 8
Climbing 9
TOUGHNESS.
PERCEPTION U
Find 13, first aid 13, trick 15
MIND 11
Medicine 12, test 13, willpower 13
CHARISMA 13
Charm 14, persuasion 15, taunt 14
SPIRIT 12
Faith (Karruk) 15, focus 16, intimi­
dation 12, reality 15
Possibilities: 11
Miracles: cloud of ash, Darok's

breath, flame aura (see page 73 of The
Land Btluw).

Equipment: kniJe, damage value
STR+3/11; robes; bronze and cloth
headdress

U the Knights reluse the deal, Kel
tells them they are free to leave, but
Harlov must remain to be used as a
sacrifice to appease the caleacon's an­
ger. If the Knights attack the priest,
thralls attempt to kill Harlov right then
and there. If the Knights fight their
way through the thralls and save
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Harlov, make their way back across
the river and way from the Pyrian
lands, cut to Scene Four, "Sunday in
the Savannah with Shocktroopers."
But keep in mind that the Knights will
have made enemies of the Pyrians,
and a Fire Tamer hunting party can be
expected to be on their trail through
the restal this adventureand any time
they retum to the Land Below.

U the Knights agree to fight the
caleacon, cut to "Beast of Flame."

Beast of Flame
The Pyrian thralls show the Knights

the lava pit in which theca1eacon lives,
but won't approach too closely. The
lava pit lies at the bottom of a steep
depression, and sttGlth totals of 11 al­
low the Knights to get to the edge of
the slope without attracting the
creature'sattention. It has recently fed,
and is near slumbering in the pool
However, because of its deep orange
color, it is diffiaJ.lt to pick out against

the lava (find or Perception of20 to spot
it).

U the Knights make any loud noise
or do anything to rouse the beast (it's
a light sleeper), it opens a heavy-lid­
ded eye, assesses the situation, and
rears up out of the lava to attack the
Knights. The caleacon will fight to the
death, and the Pyrian thralls flee at the
first sight of it. If the Knights do spot
the creatureand continue to use ste/llth
as they approach the ideal spot from
which to attack, they automatically
get initiative in the first round. They
can, ofcourse, use ranged weapons or
explosives to attack the beast, butonce
the fight hasbegun, the caleacon makes
every effort to close with them.

Caleacon
DEXTERITY 10
Swimming 12, unarmed combat 14
STRENGTH 21
TOUGHNESS 21 (25)
PERCEPTION 9
Fmd 12. trick (10)
MIND'

Test (12)
CHARISMA 3
Charm (13), persuasion (12), taunt
(10)
SPIRITS
Intimidation 22, reality 12
Possibilities: 5
Natural Tools: hide, armor value

TOU+4/25; fangs, damage value
STR+4/25; claws, damage value
STR+2/23; heat attack, damage value
20, range 25/50/100 (note that crea­
ture suffers fatigue result whenever
using heat attack)

Note: creature receives a +2 bonus
to Toughn~ ag~t heat-based at­
tacks, and a -2 penalty against cold­
based attacks.

When the Knights have defeated
thecreature, the Pyriansallow Harlov
to go free with them. He takes them to
an extremely narrow part of the river
over which he had jumped to reach
the Pyrian settlement (long jumping
total of 10, water penalties same as
above), Once they are out of Pyrian
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territory, cut to Scene Four, "Sunday
in lheSavannah withShoclc.troopers."

Flags
Ifan ldttl card is played, one of the

Knights realize that a creature which
lives ina scorchingly hot environment
might be vulnerable to cold.

If a Rotnilnce card is played, one of
the natives is attracted to a Knight,
and will wish him/her to stayand join
the tribe.

Variables
If the Knights fail to defeat the

caleacoJ\. they must find another way
of getting Maximillian Harlov away
from the Pyrians.This probably means
breaking in and freeing him, with the
repercussions mentioned above.

If the Knights fail to defeat the
caleacon and (ail to save Harlov (or he
gets killed), they must move on with­
out him. They can go back across the
river and pick up the shocktroopers'
trail again (tracking difficulty of 8),
which leads them into Scene Four.
Though Harlov does have valuable
information to give them, they can
make it through the rest of the adven­
ture without it, if need be.

SCENE FOUR:
Sunday in the
Savannah with
Shocktroopers

The Situation
Standard. 1be Knights learn of the

horrible fate which awaits Sandra
Harlov, come upon a shocktrooper­
Leopanl Man battlefield, and iI they
ad quickly enough, gain an ally in
their quest to save the archaeologist.

U the Knights have failed to save
Maximillian, cut directly to '1Jlood of
the Leopard." Otherwise, read aloud
or paraphrase:

It has been several hours since you
left the Pyrian camp ,.;th the elder

Harlov, and he has yet to speak. Now,
as the jungle comes into view once
again beyond the savannah, he seems
to overcome his grief and recount his
tale of horror.

The Action
Harlov tells the Knights what hap­

pened after he and his daughter,
Sandra, reached the Land Below and
made it past the Nile encampment.
Occasionally, his voice breaks from
grief, and he frequently implores the
Knights to help himsave hisdaughter.
He is obviously still in shock from his
experiences.

Maximillian Harlov
DEXTERITY 8
Beast riding 9, fire combat 9, long
jumping9, melee weapons 9, stealth
10
STRENGTH 8
Climbing 9
TOUGHNESS 8
PERCEPTION 11
Evidence analysis 14, find 15, first
aid 13, land vehicles 12, language
(Egyptian) 13, schow (historian)
14, tracking 12, trick 12
MIND 13
Science (archaeology) 14, survival
15, test 14
CHARISMA 10
Persuasion 12, taunt 11
SPIRIT 10
Intimidation 11, reality 15
Possibilities: 9
Equipment: jungle clothing; first

aid kit

Maximillian gives the Knights the
following information:

- Although he does have a degree
in archaeology, it is his daughter who
is truly renowned in the field. It was
her idea to do a dig in Ethiopia, which
has become so much richer an area
since the coming of the Nile Empire.
Although both resented Mobius and
the other invaders, they felt it more
prudent to work with them in the in­
terests of science than to openly op­
pose them.

- Sandra's interest had been
piqued by the discovery of a tablet
covered with apparently Egyptian hi­
eroglyphics in an area where artifacts

of that cultureare rarely found. Sandra
completed a partial translation, and
came to the conclusion that the tablet
was not from Earth at all, at the time
the shocktroopers came for them.

- After they escaped into the Land
Below, they pushed themselves for
days to stay ahead of the
shocktroopers. Both had experience
surviving in the jungle, even one as
strange as this, and it served them
well.

But when they reached the western
sectionof the world, they found them­
selves near a river and a gorge whose
contents were obscured by fog. Sud­
denly, bizarre warriors harnessed to
giant wasps rose out of the mist and
began to pursue them. They fled into
the jungle, whereSandra hid the tablet
(Harlov is not sureexactly where). But
before they could escape, the wasp
riders were upon them. Sandra was
scooped upand carried into the gorge,
and Maximillian heard one of the war­
riors refer to the "hatching ceremony."

- He knows at least some of the
shocktroopers were in pursuit of him
as he fled east searching for help to
save Sandra. He stumbled into the
Pyrianvillage, but theyrefused to help
and took him prisoner. The rest of that
tale the Knights know.

-HehasnoideawhyMobiuswoukl
fear the translation of the tablet so.

Blood of the Leopard
When the Knights reach the border

between the savannah and the jungle,
they come upon a scene of carnage.
Read aloud or paraphrase:

'I'herr is suddenly a stillness in the
air, and the smell of death you haTJe
come to know so well in YOllr adven­
tures. In the air, carrion eatns haTJe
btglm tocircu. SomethinghasOCOIm:d
lip ahead, something which promises
another~ danger to your party.

When the Knights push through
the brush, they see what was a battle-­
field as recently as a few minutes ago.
The corpses of shocktroopers lie on
the ground, their bodies tom openas if
by the claws of the predatory cat. Be­
side them are the bodies of warriors
dad in leopard skins, most of them122.
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stabbed or shot. In the center of the
field, a warrior lies upon the ground,
wounded, about to be stabbed by a
wild""Yed shocktrooper.

It does not matter if the Knights
used stealth or not when approaching
this area - both ofthose still livingare
too absorbed in their private conflict
to notice newcomers. The Knights
must make a snap decision - try to
stop the shocktrooper, or allow him to
kill the fallen warrior.

If they make the attempt, and
wound or miss him, he flees into the
jungle (the shocktrooper is already
woundedandsufferingfromfourshock
at this point). If they do not try to stop
him, he kills the prone Leopard Man.
In that event, they can make an at­
tempt to capture theshocktrooperand
learn what they can from him.

If they choose the latter course, cut
to "The Shocktrooper Sings." U they
save the Leopard Man. cut to "Un­
likely Ally."

Unlikely Ally
The Leopard Man is suffering from

a wound and will benefit from first
aid. If the Knights fail language rolls
(difficulty number of 12), Harlov may
be able to communicate with the war­
rior. If successful medical treatment is
done, the warrior grasps the hand of
the one of the Knights and proclaims
him a friend.

The Leopard Man explains that his
hunting party was ambushed by the
shocktroopers and many lives were
lost. His band had been hurrying back
to their village, because there was talk
that the Darooni Wasp Riders were
preparing for a ceremony. This meant
the Leopard Men had to beware that
none of their children were stolen for
use as sacrifices by the dwellers in the
Misty Go'Se.

U the Knights ask the Leopud Man
about the Hatching Ceremony, he ex­
plains that the Darooni kidnapone not

of their kind, paralyze her, and then
the queen wasp lays her eggs inside of
the captive. When the eggs hatch, they
devour the victim. The ceremony is
due to occur in two days, and the
Darooni warriors are already sailing
up the Tall River to reach the gorge in
time to witness it.

Saka AU, the Leopard Man
DEXTERITY 10
Acrobatics 12, dodge 13, maneuver
12, melee weapons 14, stealth 13,
unarmed combat 14
STRENGTH 13
Climbing 14
TOUGHNESS 11
PERCEPTION 10
Tracking 11, bick 13
MlNDS
Survival 10, test 11. willpower 11
CHARISMA 9
SPlRIT 10
Faith (Holuku) 12, focus 12, intimi­
dation 14
Possibilities: none.123
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Equipment leopard claws, dam­
age value STR+3/16, +2 to climbing

Saka Att declares that the person
who saved him to be worthy of re­
spect. and gifts him with a pair of
leopard claws. If the Knights teU him
that they areon their way to the gorge
tosavea friend from the Damoni Wasp
Riders, he offers the help of his tribe.
Many of the Darooni are off gathering
food for the feast which follows the
Hatching Ceremony, so until the war­
riors on the river arrive, the gorge is
lightly defended. His tribe will harry
the Damoni on the waters and delay
theirarrival togivethe Knights timeto
save their friend, as payment for their
bravery.

After saying this, the Leopard Man
wishes the Knights good luck and re­
turns 10 the jungle.

Once the Knightsbetiti.n theirt:rek to
the gorgeand their confrontation with
the Darooni, cut to Scene Five,
"Darooni, Where is Thy Sting?"

The Shocktrooper
Sings

Whether or not the Knights saved
the Leopard Man, they may have cap­
tured the shocktrooper who was
threatening him (same stats as those
above). U they successfully interrogate
him, he reveals that his shocktrooper
squad had been ordered to follow
Maximillian and capture him, while
Field Marshal Tunakakan and the five
elite troopers searched theareaaround
the gorge forthetablet. He also reveals
that one of the veteran troopers had let
slip that the tablet was a Terran arti­
fact, not one native to Earth, which
had apparently been smuggled down
the bridge into the Land of the Dead.

CuttoSceneFive, "'Darooni, Where
is Thy Sting?'"

Flags
If a Connection card is played, the

shocktrooper recognizes one of the
Knights as the person who saved him
from gangenforcers in Cairo (heowed
money on a gambling debt). He offers
to guide the Knights back to the gorge,
but deserts at the first sign of trouble.

Variables
Uthe Knights neither save the Leop­

ardMannorcapturetheshocktrooper,
they have to proceed to Scene Five
without the information they pro­
vided.Ifone of the Knights is wearing
ashocktrooperuniform, theparty may
be set upon by Leopard Man hunters
before they reach the gorge, who be­
lieve them to be responsible for the
massacre of the other band.

Should one of the Knights be a Nile
hero and wish to attempt an Inc/jmJ­
tion S61uction on theshocktrooper, it is
possible. But, good or evil, the
shocktrooper is not brave and will not
be much help in a fight.

SCENE FIVE:
Darooni, Where is

Thy Sting?

The Situation
Dram..tic. The Knights learn what

happened lotheshocktroop""sean:h­
ing for the tablet, and must execute a
daring rescue ofSandra Harlov before
she is used as part of the dreaded
Hatching Ceremony.

Read aloud or paraphrase:

The Misty Gorge is Qpldu of feQr.
It is the home of d fedrful rQce who
hQve tQmed giQnt WQSPS to serve dS

their mounts, dnd judging from the
legends of the Ldnd Below, CQre little
dbout Qnylives beyond their own. But
it is to this SCQr in the eQrth thQt you
mustgo ifyou QU to fulfill yourpledge.

The Action
As the Knights pass a small cavern

along the path to the gorge, a shot
rings out from within it. A human
voice with an Egyptian accent warns
them away, and the next moment, a
Nile field marshal will emerge, hold­
ing a pistol on them.

This is Achmed Tunakakan, com­
manding officer of the Nile outpost in
the Land Below. Heorders the Knights

to stop where they are, and if
Maximillian is with them, demands to
know where the tablet is.

Field Marshal Achmed
Tunakakan

DEXTERITY 11
Dodge 14, fire combat 13, heavy
weapons 12, maneuver 12, melee
weapons IS, stealth 12, unarmed
combat 13
STRENGTH 12
TOUGHNESS 9
PERCEPTION 9
Find 12, hieroglyphics 11, scholar
(small unit tactics) 14, trick 11
MIND 12
Survival 14, test 13, willpower 14
CHARlsMA9
SPIRIT 10
Faith (Egyptian) 13, intimidation
14, reality 14
Inclination: Evil
Possibilities: 15
Equipment: 7.63 Mauser, damage

value 14, ammo 8, range 3-10/15/40;
sword,damagevalueSTR+6/18;back­
pack radio; rope; crude map of the
gorge

Tunakakan is obviously shaken,
and tells Harlov and the Knights that
he and his men were attacked by giant
wasps. He escaped, but his men were
carried off by the wasps to their nests
in the gorge. He knowsSandra Harlov
is down there-atone point, themists
cleared, and he saw her being brought
to a crude temple near the wasp nests.
But all he cares about is the tablet and
getting away from this hellish place.

The Knights have to overcome him
before they can move on. Tunakakan
refuses to help them, as he is too fright­
ened of facing the wasps again. He
givesthemacrudemaphedrewofthe
gorge Heeling that if they rescue
Sandra, she will lead them to the ta~
let, which can then be recovered after
they return to the surface world).

The Gorge
Tunakakan's directionscan give the

Knights a general idea of where the
temple is in the gorge. If the Knights
formed an alliance with the Leopard
Men, they need not fear the arrival of
Darooni coming upriver. If they did
not earn the bust of the Leopard Men,
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within 10 minutes of their arrival at
the gorge, canoes carrying Darooni
begin arriving.

The Knights have essentially two
pPSSible approaches (see map): they
can cross the TaU River (swimming to­
tal of 10) below the gorge, and then
descend into it on the same side as the
temple. This means they are roughly
two kilometers from the nearest
Darooni home, but also means they
have to descend directly past the wasp
nests. Theycan also descend on the far
side of the gorge, cross the river, and
sneak through the Darooni settlement
to reach the temple and Sandra.

Most of the wasps and wasp riders
are away from the gorgeseeking food,
so there are only about 100 Darooni
and 10 wasps in thegorge.The Darooni
are scattered along the length of the
river, and the wasps are all in the
nests.

A Long Way Down

Descending the gorge is no easy
task. Visibility is extremely poor (+10
to the difficulty number of any skill
which requires having clear vision of
objects more than a meter away while
descending). Thecanyon waUsareslick
shale and descend for a kilometer. If
the Knights descend on the far side of
the gorge, they have a four kilometer
hike to reach the temple.

Scaling the gorge walls requires a
climbing total of 14, and the standard
falling rules apply (see page 52 of the
Torg Rulebook). If the Knights have
mountaineering gear, the difficulty is
11; if they are using daggers as pitons
and vines for rope, the difficulty is 12.
Magic or flight powers can also be
used to descend the gorge.

With most of the wasp riders gone,
there is little chance of the Knights
being spotted on the climb down, un­
less they discharge a weapon or do
something else to draw attention to
themselves. Once they are on the
ground, they need stenlth totals of 12
whenever they are near settlements to
keep from being spotted. Any Darooni
who attack in the village have the same
stats as the wasp riders detailed below.

If the Knights are descending past
the nests, they need stealth totals of 16

to keep from rousing the insects. If the
rolls are failed, two wasps emerge
immediately, and one more every five
rounds until nine are out (the queen
will remain in the nest until all the
others are defeated).

Giant Wasps (to)
DEXTERITY 10
Flight 14, maneuver 12, unarmed
combat 11
STRENGTH 13
TOUGHNESS 12
PERCEPTION 8
Trick (8)
MINDS
Test OS)
CHARISMA 4
Charm (20), persuasion (20), taunt
(2)
SPIRIT 6
Intimidation (16), reality 11
Possibilities: all have 'hree Possi­
bilities
Natural Tools: stinger (damage

value 17); wasp venom (damagevalue
16; if KO results, victim is paralyzed);
wings, speed value 11; carapace, ar­
mor valueTOU+l/13

The Temple

The Darooni temple consistsof four
three meter tall wooden posts sup­
porting a roof of dried mud and
brambles. An altar madeof wood rests
below the roof, and it is here that
Sandra is bound, awaiting the time of
the ceremony.

The temple is guarded by six: wasp
riders and a Darooni priestess. If
the Knights descend past the wasp
nest and rouse the insects, the
temple guard will be forewarned
and waiting for the invaders. If the
Knights descend on the far side but
are spotted in the settlement, the
guard will still be forewarned, but
the wasps will only emerge if sum­
moned by the priestess.

Darooni Wasp Riders (6)
DEXTERITY 11
Beast riding 14, melee weapons 13,
missile weapons 14, unarmed com­
bat 12
STRENGTH 9
TOUGHNESS 9
PERCEPTION 10
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Direction sense 13, tracking 13
MIND 9
CHARISMA 8
SPIRIT 11
Faith (Olakaa) 12, intimidation 12
Additional Skills: two at +2 adds
Possibility Potential: some (37)
Equipment: lance, damage value

STR+4/13; javelin, damage value
STR+3/12; javelin venom, damage
value 15, but only causes "K" or "0"
results

Oarooni Priestess
DEXTERITY 9
Beast riding 10, melee weapons 10,
unarmed combat 10
STRENGTH'
TOUGHNESS 8
PERCEPTION 9
Direction sense 12, trick 11
MIND 10
CHARISMA 8
Persuasion 9
SPIRIT 11
Faith (Olakaa) 15, focus 14, intimi­
dation 14, reality 14
Possibilities: 10
Miracles: call giant wasp (difficulty

8, community rating 8, range 15 (1k),
duration NI A, summons wasp to in­
voker); wasp touch (difficulty 11,com­
munity rating 12, range touch, dura­
tion N I A, poisons victim with effect
similar to wasp sting- damage value
16, and if KO results, victim is para·
lyzed for one hour).

The Great Escape
If the Knights did not rouse the

village on their way through, no one
there is aware of the battle at the
temple, and the Knights can get
through it with only light opposition
on their way out (save, of course, for
those giant wasps chasing them).

Climbing difficulties and mist pen­
alties are identical to those for getting
into the gorge. Once the Knights are
safelyaway from the edgeof the gorge,
the wasps will give up pursuit and
start seeking about for another victim
to use in the ceremony.

Once the Knights are safely into
Leopard Man territory, cut to "After­
math."
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Variables
If the Knights fail to save Sandra,

they may make another attempt dur­
ing the ceremony. She will have been
rendered cataleptic by then. Medical
treabnent does her no good in that
state, butshecomes outof the coma on
her own when the miracle's duration
lapses, in two weeks. If the eggs have
alreadybeen laid inher, she isdoomed,
because medical treatment to remove
them would kill her in her weakened
state.

If they fail to save Sandra and can­
not make another attempt, they can
search for the tablet on their own. A
find or Perception total of 18 is required.
to locate it. Translating requires a
scholar (hieroglyphics) total of 17, or
transporting it to someone on the sur­
face capable of doing the job. If they
recover the tablet and get it translated,
cut to "Aftermath."

If the Knights are being over­
whelmed in the battlewith the Darooni
and/or the wasps, there are a few
things that can be done to give them a
fighting chance. Maximillian will
gladly sacrifice his life to save his
daughter, if need be. Also, the Leop""
ard. Men may mount an all-out attack
on the Darooni inconjunction with the
Knights' rescue efforts, which could
provide the distraction they need. Use
these events as you see fit.

Aftermath
Once safely away from the Misty

Gorge, attention can betumed to deci­
phering the rest of the tablet (see diffi­
cu1tynumbersabove). Whenthetrans­
lation is completed, the inscription is
revealed to read:

"When Isis, Osiris and Ra are
joitU!d,

When Horus smiles,
And Sebek seeks the darkness,
Then all shall be as it was.
When warriors spring from the

blood of the righteous,
When a fledgling star is cast from

the heavens,
AmQf-Ra shall return."

Amat-Ra was the Terran pharaoh
who preceded Sutenhotep/Mobius in
that cosmo Overthrown in a bloody
coup led by Mobius, Amat-Ra was
mummified alive, but before dying,
he pronounced a curse on his mur­
derer. This curse has dogged Mobius
throughout all his years, siphoningoff
much of the possibility energy he ab­
sorbs from cosms and bringing about
the failure of many of his schemes.

A "return" of the dead pharaoh
would represent both a threat to Mo­
biusand a golden opportunity to (per­
haps) end the curse that has robbed
him of some of his greatest triumphs.

For further information on Amat­
Ra, see pages 9-13 of The Nile Empire
sourcebook.

There are any number of ways the
Knights can return to thesurface world.
The Leopard Men might give them
information on another exit, or have
knowledge of another levitation de­
vice (at least one is known to exist in
the Land Below); the Knights could
perform a trick on the Nile troopers in
the device chamber using their back­
pack radios and have themselves
broughtup;orashocktrooperencoun­
tered in the Land Belowcould beforced
to signal for the device to be switched
on.

Adventure Awards
IT the Knights recovered the tablet

and saved both Sandra and
Maximillian, award them 8 Possibili­
ties.

IT the Knights recovered the tablet,
but were able to save Sandra only
(Maximillian dying by some means
other than his own sacrifice), award
them 6 Possibilities.

IT the Knights saved both Harlovs,
but failed to regain the tablet, award.
them five Possibilities.

IT the Knights recovered the tablet
but could not save either Harlov,
award them 4 Possibilities.

If the Knights did not recover the
tablet, nor save either of the Harlovs,
they receive no Possibilities for this
adventure.
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