An ADVENTURE! Publication

Tales of the Æon Society 1

Peril of

The Hidden Island
Scene One - A Call from the Æon Society

The room is lavish - that cannot be doubted. Expensive artwork hangs on the walls, the furniture is comfortable. There is an ordinary wireless sitting on a small coffee table, not currently switched on, next to a telephone. A long-distance communication radio sits unused in one corner, while in another a mahogany desk is covered with correspondences. The room has no windows, and for good reason - the room is underground. The place you are in is Sir Richard's sanctum beneath Chicago City, Illinois. You are not alone - also sitting in the secret chamber is Rupert Lintman, a Stalwart scientist and old friend of Marie. He has flown all the way from Boston on the East Coast, to spend some of his time-off with you. He has short, black hair and dresses in a casual dark grey suit and white shirt. His kindly face smiles as he explains something to you,

'It's a Stunner!', he gestures at a gun-shaped metal object in his hand, 'Delivers a jolt of electricity at a distance! It can take down a man, I assure you. Been working on it for some time.'

<Allow as much conversation as you see fit, then read this>

Suddenly, the telephone rings. <wait for someone to answer>
'Good day! It's Max here,' you recognise the cultured tones of Maxwell Mercer - the man behind the Æon Society for Gentlemen. A millionaire, a genius, a philanthropist, an adventurer. 'There's a little something which I'd like you and Marie to look into. I'd rather not talk over the phone - can you be at the club by three?'

Scene Two - The Æon Society for Gentlemen

The room is familiar - but it is still incredible. You stand in the Mercer Residence, some of which Max has chosen to make available for the use and meeting of Æon Society. This is the display room. Framed on the wall is a declaration of the Society's grand purpose - to explore the strange and wonderful mystery of the world around us, to advance the state of mankind and to stop those who would limit man's potential. The rest of the room is filled with trophies taken from the Society's adventures. The Skull Necklace of Brujah, a cog from the heart of a Mechanical Man, a fine bone spear used by the Gorilla People of Borneo. Max swaps the displays with others kept in storage so that the room is never quite the same as last time you went in.

Standing in the room are three of the Æon Society's founding members - Annabelle Lee Newfield, a beautiful woman and perhaps the world's deadliest crack shot, Whitley Styles, a young man rescued by Mercer some years ago and trained in martial arts and mental powers and Maxwell Mercer himself. <show the photos of each of these characters as you read>

'Well, I'm going to do something about it!' says Annabelle, before promptly turning and walking past you out of the building. Whitley greets you.

'Ah! It's you! Max and I have just got time to tell you about what you've got to do, and then we have urgent business in Peru.'

'Quite so,' says Mercer, 'So I'll tell you as briefly as possible. Two weeks ago, the US Navy found a man adrift in the Pacific Ocean on a small makeshift raft, far away from any known landmass. When he was taken aboard, he babbled about an Island hidden by swirling mists and rocks that forced a compass to lie. He then collapsed into unconsciousness. The ship's doctor assumed this was normal - but he has not awoken even now! This is highly unusual considering that his only injuries were bruises, cuts and a single small puncture mark on his chest. Blood tests didn't detect any known poison is his system.

But the story doesn't end there. Sarah Gettel found out about this.' You recognise the name of world's most famous journalist of the bizarre, one of Æon's contacts, 'She decided that the Hidden Island must be real, and set off with an aviator friend to find it.'

Whitley interjects, 'She promised me that she'd return 4 days ago. We hadn't heard a word until yesterday. A freighter ship picked up her pilot - totally unconscious on a small makeshift raft just like the other man. He also had a small puncture mark - on his arm.'

Mercer then continues, 'Since we are very busy, what we need is you to travel to the Hidden Island and figure out what happened to Sarah - and how to cure the men who are in comas! We've hired pilots who can find the place where Miss Gettel landed - luckily she sent co-ordinates back when she found the Island, you see. Is all this entirely clear? Would you like to undertake this task?'

<the characters can answer, then the scene ends thus>

Whitley looks at you seriously 'Please bring Sarah back alive. I couldn't bear it if . . . well, you know. Just save her, please!'

Scene Three - Voyage to the Hidden Island

You and Rupert are sitting in the relatively comfortable seats of the Junkers F13 Monoplane which Æon hired to take you to the Hidden Island. The pilot and co-pilot were contacts of the Air Circus - Danger Ace's elite club for aviators. You notice that they do not seem to care about minor details like the fact that their destination isn't shown on any maps, or that the mission will probably be highly dangerous. The cockpit is open-air, but luckily you the passengers can enjoy an enclosed compartment, looking out of the windows at the clouds.

The journey is long, but mostly uneventful - there was a little turbulence at the beginning and you notice a large black Zeppelin towards the end of the journey. Rupert pulls out a compass from his jacket and looks at it.

'What do you think to all this nonsense about the island changing compass directions! Can't be true - it would be as if the island itself didn't want visitors! Good gracious! We've been flying straight west since Chicago, and my compass says we're going North! Sure enough, the compass lies! No wonder nobody found this island!'

<allow a small conversation>

The plane lowers altitude, and the view is obscured by a thick mist which does not clear. You must be approaching the Hidden Island - these are the mists which hide it from prying eyes! Sure enough, a few minutes later you pierce the mist and see the Hidden Island!

It is not huge, but it appears to be covered in a thick, steaming rainforest. At one point you think you see a plume of flame rise from the jungle! The island is dominated by a huge, active volcano! The peak is shrouded in grey cloak of smoke and mist combined, and you think you see a large black object above the Volcano for a moment, then it is lost from view in a swirl of smog. Sarah Gettel's last radio message dubbed the peak 'Mount Flame', before the magnetic rocks of the island interfered with the signal.

<some exclamation of amazement from Rupert, to be followed in kind by the PCs>

The plane dives and prepares to land on the sandy coast of the tropical island. Suddenly, you catch sight of something glittering in the air near the plane - a man of metal, floating on the air! You only have a moment, before the ominous thud-thud-thud of machine gun fire fills your ears. A window shatters, you see smoke from the plane, the sick jolt in your stomach as the plane falls - you’re going to crash! <allow the characters to act to protect themselves>

You are flung forward as the plane comes to an abrupt halt with a horrible crunching of metal from in front and below.

Poorly prepared characters may take a level of bashing damage from the crash. Rupert is knocked unconscious by the crash, and trapped beneath a seat. There are several rolls which need to be made:

· If either of the PCs succeeds at a Perception + Engineering roll they realise that the plane's fuel may well be about to explode! (Which it is) Marie's Dice Pool is 3 and Sir Richard's is 2. The characters only have two rounds to get out of the plane before it explodes!

· Richard is trapped by one of the seats and a quantity of debris from the roof. A Might roll is required to pull him free.
· The door has been jammed by the twisted metal of the frame. A Might roll at +1 Diff is required to force it open with bare hands - but if the character uses an appropriate object the roll becomes Standard Difficulty.
· Read the following when they escape the plane.

You rush away from the plane, just having time to notice that it crashed into a stout tree, crushing the cockpit and certainly killing the pilots, before the plane's fuel catches light! The vehicle explodes, sending shards of metal flying towards you! Make Athletics rolls! <the character carrying Rupert must roll at +1 Diff. A character who fails the roll takes 4 Dice Lethal damage from the flying metal!>

The sounds of the jungle surround you. Insects buzz and chitter, birds call loudly and monkeys screech in the trees. The plants surround you - large trees, small shrubs, fronds and long, trailing vines. The plane is totally destroyed, the pilots tragically killed. Any supplies in the plane have surely been annihilated. Rupert has a wound on his forehead - but it does not look very bad - he should come round soon. You are stranded on a mysterious island - hundreds of miles from civilisation. But what was the flying metal man you glimpsed just before the plane came down? And who shot you down? <allow some conversation and planning, then ad lib a short sequence in which Rupert awakens from his unconsciousness and joins in the general despair. Ask whether the characters have Survival or Navigation to increase tension (they don't!). Ask for plans or strategies, and use your judgement to roleplay these things. Then move on to the next scene.>

Scene Four - Encounters on the Hidden Island

Encounter 1 - Tribesmen

You hear the slight swoosh of a small object travelling rapidly through the air. 

Roll 1 die, if it comes up a success, roll to determine which PC is hit. If a character is hit, read this: A tiny thorn flies into your arm with a painful sting! A character hit with one of these thorns is injected with a poison which can induce a coma. Every 20 minutes after the character is hit, make a Resistance roll. If this roll ever yields no successes, the character drops into a deep coma. This can be cured by only a Touch of Life roll at +2 Diff, a Medicine roll at +7 Diff or a particular herbal cure, which features later in the adventure.

Shortly after the dart's course is resolved:

From the jungle in the direction the thorn flew from, six men reveal themselves! They are short and lithe, dressed in animal skins and with long, unkempt hair. Five of them charge towards you wielding primitive spears, but one remains behind with his long blowpipe.

Tribesman [Extra]:

Strength 3

Dexterity 3 - Athletics 1

Stamina 3

Spear does 6L damage when used by a tribesman.

Character
Hurt -1
Wounded -2
Maimed -3
Dead/Unconscious

The One With The Bearskin Cloak





The One With The Red Loincloth





The One With The Scar





The Young Tribesman





The One With The Blowpipe

















Include as many of the tribesmen as is necessary to keep the combat long enough to be exciting without doing too much harm to the PCs. The fight should only end when Encounter 2 begins.

Note that the PCs would be very unwise to use lethal force against the natives! This is simply unsporting and very inappropriate for a pulp hero!

Rupert Lintman will fight using his Stunner. Rupert rolls 1 dice to attack . If the Stunner hits 3 dice are rolled. If all three come up successes, the target is knocked out for 30 minutes if un-Inspired. If any successes are rolled the subject takes one level of bashing damage. Rupert failed his R+D roll for this item - but is unaware that it is generally less effective than a fist!

Encounter 2 -The Fire-Breathing Dragon Dinosaur!

The attacking Tribesmen suddenly stop. At first you have no idea why. Then you hear a low, rhythmic, rumbling. The footsteps of something very large indeed. The primitives glance at one another fearfully. A great, feral ROAR comes from the same direction and the footsteps speed up! The tribesmen decide to flee in wild terror as the footsteps grow closer!

<allow the characters to choose whether to run or hold their ground. The next passage doesn't really change much either way>

Out from the jungle emerges the source of the noise. A huge, reptilian form you recognise from textbooks. The huge hindlegs it stands on, the sweeping tail, the small clawed forelegs, the long, lizard snout, the gleaming yellow eyes and those enormous sharp teeth! It is nothing other than a Tyrannosaurus Rex! It's green scales shimmer and a tiny wisp of smoke escapes its mouth as it rushes towards you. You seem to remember that this kind of Dinosaur is carnivorous . . .

The characters can behave in any way they see fit. This next text is to reveal the Tyrannosaur's secret weapon - it can breathe a deadly stream of fire from it's mouth!

The dinosaur opens it's terrible mouth and inhales loudly. A second later, a great stream of flames erupts from the mouth, like the breath of some fabled Dragon!

The Fire-Breathing Dragon Dinosaur

Attributes: Strength 8, Dexterity 2 (Firebreath 3), Stamina 7

Soak: 7/4

Attacks: Bite 7L, Trample 8B, Fire-Breath 8L

Health:

OK
OK
-1
-1
-1
-2
-2
-3
-3
-3
-4
-4
Incapacitated















This fight will be tough. If necessary, have the wounded Dinosaur retreat at an appropriate moment or bring in the Tribesmen - on the PCs' side now! Spring the next scene when the dinosaur is evaded or defeated.

Encounter 3 - The Tribesmen Again!

Out of the jungle, the tribesmen emerge. Many of them. They are in a circle, surrounding you. Then, they kneel and lay their weapons on the ground before them. Two more emerge - a young man and an old man. The elder is clad in a cloak and various skulls, feathers and other tokens of authority. He jabbers to the young man in an unknown tongue, then the young man walks over to you. He clears his throat and speaks:

'Hello - strangiers. I am Ku-shek. You have been braaave. You fight Coutlmec. We thought you were like the ones in black - we thought you were soldeers, come to fight. We thought you want Mount Flame like the ones in black. But you do not - you are not cowards! The men in black told us to kill anyone who came to island - we did not! Instead we sting them with pipe, and they sleep, and we send them out to sea! We not kill!

But you not like the ones in black! You are like Saa-raah! She brave! She good! We not hurt Saa-raah! We took her to Mount Flame, where she want to go! She teeech me the lan-gwah, I speak now. The ones in black took Saa-raah - we not know what they do! But we are too fear to fight them. They came to the island, and now live on Mount Flame. They not good.'

Rupert looks thoroughly amazed at the turn of events - he is very quiet for a while, as if digesting the facts.

Ku-Shek is the only tribesmen who displayed the remarkable capacity to learn English from Sarah Gettel in just the few days they spent with her - he is a Daredevil with the Jack of All Tongues Knack. There are a few subjects about which Ku-Shek will talk:

'Saa-raah' - 'She come to island. People not welcome here, but she sweet, she brave, like you! Ones in Black took her to Mount Flame - I no see her after.'

The Ones in Black - 'They come to island long time before Saa-raah. They bad! Their firesticks kill our men! They live up on Mount Flame.'

Mount Flame - 'Sacred! The God of Floating Fire always live there. Now Ones in Black live there. If you want go - we can lead.'

The Island - 'Home. That word is what island is.'

The Flying Metal Man - 'Not know. Flying man? Was he the God of Floating Fire? But the God never leave Mount Flame. The God is Mount Flame. I not understanding.'

A Cure for the Blowpipe Poison - 'Yes. We can cure. There is remedy. We carry with us Bonba fruit - that is cure. Poison is from leaves - this fruit help. When we fight for Tribe leadership, we use blowpipe. Not a real fight, because we can cure! You see? Do you have need of Bonba fruit?'

The characters should hopefully choose to travel to Mount Flame - after all, their mission objective is to rescue Sarah Gettel.

Scene Five - Journey to Mount Flame

Ku-Shek goes over to the old man with the cloak, feathers and talismans - presumably some kind of tribal chieftain or shaman. The two talk in the strange language of the Hidden Island, then Ku-Shek returns to you.

'Mount Flame is sacred. It is wrong for many of my people to go near Mountain. For this reason, I alone will guide you to Mount Flame. But there is something else - it has been bad for this Island that outsiders come so often. It is not the way of the Island. If you want me to guide you to Mount Flame, you will make a promise. No more outsiders are to come to the Island. We are to be left alone.'

<the characters should agree with his terms, or else they stand little chance of ever escaping the island. When they agree, read this>

Ku-Shek nods, and then sets off with you behind. The trek through the jungle is strenuous, but uneventful. Rupert remarks that any biologist would likely be thrilled to see the number of new species on this island. You encounter some harmless, dog-sized beetles and a bird with four feet, amongst other strange animals. Gradually, the jungle thins out around you and the ground rises. You and Rupert have succeeded in teaching Ku-Shek twelve new English words and have learned the basic greetings in his language by the time you leave the jungle.

When you do leave the jungle, your vision is immediately dominated by the vast volcano which is Mount Flame. The craggy tower of rock rises up from the ground, high into the sky. The peak is wreathed in smoke, and above it you can clearly see the bulk of a great black Zeppelin!

'Zounds! A Zeppelin, well I never! The Ones in Black must've come on that, I suppose?'

Ku-Shek speaks, but not in answer.

' I cannot climb Mount Flame - it is holy. This is goodbye, fryends. I must return to my tribe. I wish you well in finding Saa-raah and stopping the Ones in Black. I wish I could help - but I cannot. Remember - the island must not be disturbed. We shall not meet again. Farewell.'

Ku-Shek leaves when the goodbyes are finished. It is to be assumed that the characters will set off up Mount Flame, but use your initiative if they diverge. Just alter the paragraph at the start of the next scene.

Scene Six - The Sky Brigade

As you make your way up Mount Flame, which while being a steep walk is not yet too difficult to ascend on foot. Suddenly, you notice a glinting form in the light of the shining sun. The shimmering shape grows closer, until you realise that it is the very same man of flying metal which you saw just before the plane crashed! <allow a reaction from any characters who feel so inclined> The figure grows ever closer, descending from on high like some kind of steel angel. Then Rupert gasps at the figure hovers several metres above the ground - close enough to be seen for what it is. It is none other than a man - a normal human man, with blonde hair and blue eyes, wearing a cumbersome-looking metallic suit from the neck down. You cannot see how he is held aloft at all - he wears no jetpack, no wings - nothing. His face looks stern and he is holding a Thompson M1921 submachine gun. <show picture of Tommy Gun from CoC 20's Guide> He levels the Tommy Gun in your general direction.

' Hören Sie auf! In der Name der Himmelbrigade! Surrender immediately, in ze name of ze Sky Brigade!' The Sky Brigade? This man is a member of Doctor Zorbo's elite unit! Zorbo - tyrant of the skies, a genius villain known for attacking cities with his black-clad Zeppelin Armada!

'I said SURRENDER!'

Since he is just one man, the characters will likely fight rather than surrender. Don't forget to think of Rupert's actions in this combat! After a couple rounds of combat, introduce this next turn of events -

You hear a droning whirr from above - and then you see the source. A black autogyro is pulling down to land, followed in the distance by two more. These are strange, airborne vehicles with rotating propellers at the front and above, to provide lift and thrust. You can hardly doubt that they contain more Dr Zorbo's henchmen. The first lands this turn, and five men, dressed in black military uniforms leap off and draw pistols!

This fight can go on for as long as is appropriate. Many of Zorbo's men will go down, but there are many of them. Use any means to assure that the Sky Brigade take the PCs prisoner- probably conventional combat or a Knockout Gas Grenade.

Sky Brigade Henchman [Extra]

Strength 3, Dexterity 2, Stamina 3

Attacks with Light Automatic Pistol, Damage: 3L, Carries 1 Knockout Gas Grenade

Sky Brigade 'Flieger'

Strength 3, Dexterity 3 (Athletics 3, Firearms 2), Stamina 3

Attacks with Tommy Gun, Damage: 5L

Wears a Himmelstahl Suit - this allows him to fly and raises his total Soak to 8/5.

Health Tables

Character
Hurt -1
Wounded -2
Maimed -3
Dead/Unconscious

Henchman 1





Henchman 2





Henchman 3





Henchman 4





Henchman 5





























Character
Bruised
Hurt -1
Injured -1
Wounded -2
Maimed -3
Crippled -4
Incapacitated

'Flieger'








Scene 7 - Doktor Zorbo

Part 1  - The Speech

You awaken, groggy, tied to one another, back to back. As your vision clears, you can make out that you are in a rocky cavern. A large super-scientific apparatus seems to be passing a charge of electricity through a large girder of shiny metal. You are distracted from this by the people who are in the room. Firstly, there are about ten black clad members of the Sky Brigade, operating various levers and control panels or inspecting chunks of metal which float in mid-air before them. Secondly, Rupert and a beautiful dark-haired woman are tied together much like yourselves. You recognise the dark-haired, blue eyed woman dressed in manly clothing as Sarah Gettel - the adventurous journalist whom you were sent to rescue. She looks like she is about to speak when a man sweeps into the room from an entrance at one end.

This man is tall, with a bald head, dark clothing and a monocle. His stride is arrogant and his face infamous - this is Doctor Manfred von Zorbo! <show picture>

'Good day, interlopers and lackeys of ze Æon Society. I expected zat ze Society vould send someone to rescue Fraulein Gettel. And here you are. Vell, now I have ze chance to explain to you the glory of my plan! Ven I discovered zis island a few months ago - I realised zat zis Volcano held the greatest resource ever discovered! A particular metal, when separated from the lava, is less dense than air! Yes, I speak of a metal which floats in air, like hydrogen! Incredible - but zat is not all. When treated with my Electromagnetic Molecule-Stabiliser, this metal can be manipulated so that it can change density. In short, zis metal is the ultimate aid to flying. Vis it, I can build flying armour as you have seen, flying tanks, anything!

I called zis metal Himmelstahl. Zat means Skysteel in Englisch. Vis zis metal I can finally prove my theories! Zey laughed at me when I said that man could build cities in ze Sky! Zey told me I was mad - but now I can prove them wrong. Ven my Sky Brigade attacks San Fransisco armed with Skysteel, the verld vill know zat Doktor Zorbo was right all along! Zey vill surrender to me - they vill allow to me to save ze verld from overcrowding and pollution!

Menschheit! Zum Himmel! Hahahahaha!


Ven Fraulein Gettel arrived, I knew I could not let her leave and varn ze verld of my plans. So I kept her here, under guard. But Æon has to interfere! Æon sends rescuers! That Society has thwarted me for too long! Now I will demonstrate my power by killing all four of you. A new verld needs discipline - Æon's haphazard investigations and crusades vill not be tolerated! You vill not vitness the day that I become acknowledged as the great genius zat I am!'

Part 2  -The Death Trap

Dr Zorbo barks some orders in German at his black-clad henchmen, and a few of them proceed to grab you and drag you along the cavern. You soon move out of the Control Room and into a series of upward-sloping tunnels.

'A few days ago, ze lave flow ve vere using to obtain the Skysteel ran dry. Ve are going to have to create a new channel through vich ze magma can flow. Zorbo and his men stop next to a circular shaft with a wooden ladder in it. Zorbo descends first, then his goons carry you down the shaft. You are thrown to the ground, still tied together, in a small cavern. At one end there is a very narrow tunnel and at the other there is a quantity of dynamite placed against the cavern wall. <show the map handout>

'Velcome to ze new Magma Channel. Ven ze dynamite explodes, ze lava flow on ze other side of zat vall will flow through into this chamber. It will then move down the small tunnel to a lab where the Skysteel will be separated and used in the construction of my forces. You vill be in this chamber when the magma is redirected. Your deaths vill be painful.' Doctor Zorbo walks over to the bomb and sets a clock attached to it.

'You have three minutes to chat before you die. Auf wiedersehen, meddling fools!' <allow a retort from any PC or NPC who feels like it, and set your watch for a three minute countdown> The mad scientist and his followers climb up the ladder and disappear - detatching the wooden ladder as they leave. Escape will be extremely difficult. Now you hear Sarah Gettel speak for the first time.

'Well, thanks for coming to save me and all, but what the Hell are we going to do now?'

There is no definitive escape method from this death trap. The characters should remember that they could use Dramatic Editing to help them. Sarah and Rupert are unlikely to be able to help a great deal. Remember that the characters are tied up.

Part 3 - The Daring Escape

This could go any number of ways. Here are a few descriptive passages that may well be very helpful.

You rush back into the Control Room with. Several of Doctor Zorbo's Sky Brigade henchmen are still in here. Two of them are inspecting a pile of your equipment mockingly, then one looks up and shouts 'Was!?' before they all rush to the attack! Sarah balls her fists, and even Rupert makes a valiant attempt to look ready for a fight.

The German collapses, stumbling backwards into a control panel. Several levers are pushed at buttons pressed, then an alarm begins to sound. Several guages move immediately into red danger zones, and Sarah shouts 'Guys? I got a feel for these controls during my stay here, and it looks like the Geothermal Regulation has overloaded!' Rupert replies 'What the hell does that mean?'. 'Boom!'

The cave opens out onto a ridge over the massive, lava filled crater of the Volcano. The boiling, fiery pit occasionally belches forth a globule of molten skysteel, which rises into the air before dropping back into the lava. You can understand Ku-Shek's references to the God of Floating Fire living in this mountain. You notice a mooring rope tied to the ledge near you. It leads upwards and connects to the great black Zeppelin.

Sarah says 'We can escape by climbing up the rope onto the Zeppelin!'

Rupert retorts, 'Are you mad?'

The sound of German voices can be heard from the cave behind you, as Sarah enquires 'Got any better ideas?'

As you climb the mooring rope, the sound of explosion fills your ears as Zorbo's volcano base is destroyed by a roaring fireball just behind you. The mooring rope snaps below you, and now blows precariously in the wind!

You burst into the Zeppelin's main chamber, where Zorbo sits with five henchmen. There is a hatch in the floor which probably leads to the hangar where planes are transported by the Zeppelin.

'Vat? You are alive? My trap failed? Ah, vell. You are now going to be finished off. And don't even zink about using a firearm in here. If a bullet pierces the balloon above us, it will be firery death for all of us. Get zem, men!'

Sarah leaps into the cockpit of one of the Sky Brigade's planes. It has a rear-mounted machine gun.

The enemy plane explodes in a ball of flame! You are nearing the mist curtain at the edge of the spectacular island. Zorbo's fighters won't be able to catch you in there, and before long you'll be back in Chicago celebrating a successful mission! You can see Zorbo's Zeppelin in the distance, limping away in another direction. Zorbo's base is destroyed - he will never use the Skysteel to further his dreams of conquest. Sarah and Rupert grin as you catch you last glimpse of the Hidden Island, before the swirling mists envelop the plane.

Scene Eight - Dénouement

Rupert has gone back to his research in Boston. You and Sarah are now relaxing in the luxury of the Maxwell Mercer Mansion. Whitley Styles and Mercer are there also. Young Whitley looks extremely relieved that Sarah was rescued, and Max is in the middle of his thanks to you.

'Of course, the Æon Society will watch out for anybody - including Zorbo - who tries to go to the Hidden Island. The promise you made to the natives will be respected, and no man will ever use the Skysteel for good or ill. I dread to think of what would have happened if you hadn't stopped Doctor Zorbo. Though no doubt he'll be back to his old tricks soon enough! One of these days we'll catch him!

Well done! You have proven yourselves as worthy members of the Æon Society. You may not be in the newspapers - but Whitley will be sure to mention this tale in the Society Files!

And soon the time will come again for you to heed the call of  ADVENTURE!'
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