An ADVENTURE! Publication

Tales of the Æon Society 2

THE DRAGON 

STRIKES!
Scene One - A Most Mysterious Occurrence

The population of this city tripled between 1900 and 1910, and in this year, 1924, it hit the one million mark. It was wrested from Mexico three-quarters of a century ago, and is now the centre of movie production in the world. It is one of the jewels of America's West Coast, located in California, right next to San Diego. It is Los Angeles.

You are not visiting LA to learn more about its history, nor even for Marie to visit her loyal friends Captain Andy Dalton of the United States Army and Richard Shoesmith, a prominent doctor, nor for Sir Richard to spend some of his vast wealth. No, your reason is quite different. Whitley Styles of the Æon Society asked you if you might investigate a mysterious murder.

So have you come to stand this room in a small house in Downtown LA.  There are a few chairs and tables scattered in disarray, and several broken crates. Stains of liquid surround the crates, and you can see an unmarked glass bottle on one of the tables. It is clear that this place used to be a speakeasy. It would seem like there had been a brawl, were it not for the crude hole smashed in one wall and the body of a man lying on the floor. The man's torso appears to have been totally crushed, as if by a huge weight dropped from high above - which is impossible in an enclosed room. He wears a sharp suit, now covered with blood, and his hat lies on the floor some distance away from him. He is Tony Spegliani, the owner of the speakeasy and known criminal. Police forensics confirm that he died at around midnight two days ago.

This is a crime scene and therefore nobody is allowed near it unless they are a policeman or a licensed Private Detective. After a call from the Æon Society, however, it just so happens that all the policemen on guard are taking a thirty-minute lunch break at this very moment. That doesn't give you long to get to work! <give handout>

There are several things the PCs can investigate in the room:

· The Tables - These have been knocked around a little and one is completely smashed to pieces. A Tommy Gun lies on one of them, and you notice spent cartridges on the floor and bullet marks on the walls.
· The Crates - These definitely contained bottles of what you presume is home-made gin.
· The Body - Definitely crushed. The ribcage appears to have collapsed, before the internal organs were reduced to pulp. A Medicine Roll at +1 Diff allows a character to learn the following: The massive blunt trauma to this man's body was inflicted by an object roughly five inches across.
· The Hole in the Wall - The brick wall has been smashed, leaving a ragged gap to the outside world. The hole is about seven feet high and four feet across.
Soon it will be nearly time for the PCs to leave the crime scene. Move on to Scene Two.

Scene Two - The Sanguine Prometheus

You move out of the building just in time to see the policemen getting into a black police car outside the house. One of the cars speeds away very quickly. One of Sir Richard's very expensive cars, a Bentley 3-Litre, is waiting for your return. The chauffeur, Barnabas, has put down his newspaper and is starting up the engine. Clearly he expects that you will wish to follow the Police to whatever crime is in progress. Is he correct?

<It is highly likely that the PCs will follow, but don't apply any pressure. Improvise.>

Barnabas drives off after the police car, breaking or bending the occasional traffic law in the process. Your much superior vehicle can catch up with the police with little difficulty. You are moving through a seedy area of LA, then suddenly the police car turns a sharp corner and stops outside a warehouse. The three policemen are getting out. What are you going to do?

<They should enter the warehouse>

Inside the warehouse you see and hear a great commotion. The building is full of crates which have been smashed, revealing the illegal liquor contained within. Three men lay sprawled, all dressed impeccably in black. Three are still active - two young men armed with a pistol and a Tommy Gun respectively, and an old man. The two thugs are firing at an incredible foe. It stands eight feet high, and made of glittering metal. Its form is a crude, angular representation of a human form, with great steel fists and sparkling glassy eyes. The bullets seem to rebound off the mechanical monster's thick metal skin, as it raises a crate above its head with its mighty fists. A great sound of whirring motors, grinding cogs and buzzing electricity comes from the Automaton as it moves, accompanied by the shouting of the old man:

'Help us, damnit! The thing's trying to kill us, just like it killed Tony!'

In the first round, the Automaton will throw the Crate at the old man (a Mafia Boss). A crate thrown by the Automaton will inflict 12 Dice of Bashing Damage. Throughout the fight, the policemen will not do anything particularly effective - they fire their handguns ineffectually at the mechanical contraption of death. The Mafia Boss should be killed.

If the robot is severely damaged, it will smash through a warehouse wall and flee. If the character pursue it, they will find that it has disappeared. It achieved this by entering a mechanical secret door in a nearby wall.

Promethean Automaton

Strength 9 (Brawl 5, Might 5), Dexterity 1, Stamina 5

Attacks with Fist for Str+3 Bashing Damage.

Has Armour providing 5[3] Soak. Against personal level damage, its Soak is 13/8 and any damage reduced to 0 by this does not get any dice to roll.

Character
Scraped
Dented -1
Battered -1
Smashed-2
Breached-3
Wrecked -4
Broken Down

Automaton








Other Health Tables

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

Mafia Boss





Gangster with Tommy Gun





Gangster with Pistol





Detective





Policeman 1





Policeman 2





Scene Three - The Machinatrix

You stand outside the warehouse where the battle with the Automaton occurred. Somehow, the contraption has disappeared. You are in a narrow alley with grey brick buildings on either side. Judging the speed the damaged Automaton was moving at, you are certain it could not have reached the end of the alley without you seeing it. So how did it escape?

The characters should try to figure out how the robot escaped. If they check the walls, say:

The walls are of grey brick, but one of them has a slightly loose red brick on it.

Pulling the red brick will open a secret door as described in the paragraph below. If the characters don't pick up on this, give them a couple of clues (a cog laying right next to one of the walls, a scuff mark where the secret door slid open) until they figure it out.

The red brick shifts easily, and you suddenly hear a loud mechanical grinding sound. Cogs are turning, a motor is spinning - hidden within the wall. You notice a crack appear in the wall, then a large rectangular section of the wall begins to swing outward as if hinged. After a few seconds, an eight-foot high concealed door is open, revealing a narrow set of stairs leading down into a dark tunnel.

<If the characters choose to follow the tunnel, continue> The secret passage continues for a considerable distance, before turning a sharp corner. Five corners, two junctions, four dead ends and at least an hour later, you reach another set of stairs, leading up to a closed door. <Through the door is the next paragraph>

The door opens into a large laboratory. Mechanical contraptions of every description litter the place, whirring, buzzing, grinding, hissing. Motors and wires a re strewn everywhere, connected to fragments of robot body and other inscrutable devices. Standing in a lab coat amongst the confusion is an old acquaintance of the Æon Society. Hephaestia Geary-Wexler, ex-wife of Æon's genius engineer Professor Dixon, the woman is known to the criminal underworld as The Machinatrix. She sells her various incredible mechanical creations to the highest bidder - specialising in semi-intelligent automata she calls Metachines. Her physical appearance is plump and unremarkable, but for the metallic implants she has grafted onto various parts of her body. She is still mostly human, but the mechanical parts are quite disturbing.

'Well, this is an unexpected displeasure! Trespassing on private property is inappropriate and deserves to be punished. Get them, my little pretties!' Two small robots spring to life at her feet. Each is the size of a small dog, apparently designed like fleas, with powerful hind legs and compound glassy eyes. One leaps at each of you, armed with a sharp proboscis!

Insect Metachines -

Strength 4, Dexterity 5(Athletics 4), Stamina 1

An Insect Metachine rolls Dexterity to attack. The Proboscis inflicts 6 Dice Lethal damage and injects a poison which inflicts 4 Dice Bashing per round until no damage successes are rolled.

Character
Dented -1
Smashed -2
Breached -3
Broken Down

Insect Metachine 1





Insect Metachine 2





When the Metachines are defeated, read this:

The diabolical metachines are both destroyed now. The Machinatrix looks somewhat fearful. She glances at a rifle-like object lying on one workbench, but decides she can't reach it before you take action. Resigned, she sighs.

'So, who are you and what do you want?'

She is very unwilling to share any information, though if the players can come up with some very convincing reason. Here are two ideas that spring to mind, though they are by no means the only courses of action open to the PCs:

1. Threats - This will require an Interrogation or Intimidation roll against the Machinatrix's Willpower 7 to gain an item of information. The roll will be at a high difficulty unless the threats are very unpleasant or convincing.
2. Bribery - An offer of at least $150, 000 and Hephaestia's freedom would be enough to convince her to be more forthcoming with information. This amount of money requires Sir Richard to roll 3 successes on Resources. The Machinatrix will not give any information unless she is given a signed cheque for that amount or more.
Hephaestia will tell the PCs the following, (info in brackets is ST only) -

· She has been hired by someone who is currently in LA. (The Ubiquitous Dragon)
· She created the Automaton.
· She is unaware of what her customer has been programming the Automaton to do.
· The Automaton returns to this lab through secret passages all over the city whenever it needs to be repaired. This happened just a short time before the PCs arrived at the lab. The robot then returns to its purchaser for another assignment.
· Her current 'employer' resides in a certain skyscraper in Los Angeles, which Hephaestia will reluctantly reveal the location of, if the PCs promise not to mention her involvement.
· Her 'employer' is a very powerful person, Hephaestia advises that the PCs should not take him on if they value their lives.
The only real lead the players have is the location of the skyscraper, so that is the setting of the next scene. Point out to the players that it will be easier to enter the skyscraper without arousing public attention at night.

Scene Four - Thousand Serpents Tower

You follow the Machinatrix's lead, and, sure enough, you find a skyscraper in downtown LA. The mighty building rises far above you. It is a plain cuboid of glass and steel until the very top, which is in the shape of an Oriental Pagoda of green-tinted glass. The entrance to the building is like the archway of a Buddhist temple, decorated with Chinese letters and a sign in English declaring this imposing building to be 'Thousand Serpents Tower'. Two burly Chinamen stand guard outside the door, and you suspect from the bulges in their suit jackets that they are carrying pistols.

Thousand Serpents Tower is just the setting for any improvised antics which make themselves apparent. The Tower is full of the Ubiquitous Dragon's criminal servants - amoral scientists researching narcotics, members of the Dragon's Coil Tong and mysterious monks of the Order of the Hidden Dragon. The next scene is triggered when the characters reach floor 60, the highest in the building. The scene should serve to fill the time necessary, it can pass very quickly if necessary. It is essential that the Automaton be met. Here are a few useful descriptions-

The entrance hall of the Tower is spectacular. The huge expanse of floor is covered with marble tiles. Great marble statues of Oriental Dragons with sharp claws and fangs stand next to crimson wall hangings embossed with black silhouettes of yet more Dragons. In the distance, a palatial staircase leads up to the next floor and beyond, though there are also elevators. Six men are in the hall, and all of them have noticed your unwanted intrusion. Three are burly Asians dressed in suits, the other three wear loose green robes and carry swords. The ones in green robes have shaven heads, and one of them cries:

'Dare you to defy the Master of the Order of the Hidden Dragon?! We are his servants, and you will be destroyed!'

Suddenly, a nearby wall of the opulent building smashes to pieces! Lumbering through the gap is a crude humanoid form of glittering metal, glass eyes seeming somehow menacing. The Automaton appears to be fully repaired, and raises a fist. Apparently it plans to duplicate the gruesome demise of Tony Spegliani.

Four green-robed warrior monks of the Order of the Hidden Dragon rush into view, swords drawn. One shouts a war cry in some Chinese dialect, then they all leap at you!

Dragon's Coil Tong Member-

Strength 3, Dexterity 2, Stamina 3

Initiative 3, Attacks with Heavy Revolver (4L Damage).

Order of the Hidden Dragon Warrior-Monk-

Strength 3, Dexterity 4, Stamina 3

Initiative 6, Attacks with Sword (8L Damage)

Health Tables

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

Tong Member 1





Tong Member 2





Tong Member 3





Warrior-Monk 1





Warrior-Monk 2





Warrior-Monk 3





Warrior-Monk 4





Warrior-Monk 5





Warrior-Monk 6



































Scene Five - The Ubiquitous Dragon

You have reached floor 50, the highest in Thousand Serpents Tower. You enter the large glass pagoda you saw from the bottom. It really is spectacular to see the design, like some grand Eastern temple of crystal within the wondrous vista of the Los Angeles skyline. The stars glimmer up above, and other skyscrapers surround you. But your attention is soon brought down to the scene before you. On either side of the chamber stands a tough-looking Chinaman holding a Thompson gun and aiming it at you. Another man stands in the room, a tall and imposing Oriental, bare-chested with baggy trousers and a belt - clearly the costume of a Martial Artist prepared for battle. But it is neither the armed men nor the fighter who dominates the room. Sat on an ornately decorated rug, in front of a curtain embossed with a Dragon, which conceals more of the chamber, is another man. He wears a loose black robe with the ever-present oriental Dragon symbol drawn in blood red, his fingernails are long and menacing, and his face is a smiling image of pure evil. His black Eastern mustaches are long and he wears a black skullcap on his head. The face is recognisable - the infamous visage of the master criminal, the Ubiquitous Dragon. Lord of the Eastern hemisphere's criminal underworld, a man responsible for innumerable crimes - renowned for his remarkable ability to always be present, overseeing various criminal activities and striking bargains with allies all over the world in a single day - hence the name 'the Ubiquitous Dragon.' His inscrutable eyes pierce to your very soul as he speaks in a perfect English voice - the voice of an intelligent man who has studied English for many years.

'I expected that you would get this far. I was reading of your impressive defeat of Doktor Zorbo a short while ago, and realised that it would be inefficient for me to underestimate you. First things first, I would not advise using force against me. Fong and Wan are very well-trained.' He gestures at the two men with guns. 

'Two of my very best men. Not to mention Lu Chang, Master of the Order of the Hidden Dragon.' He indicates with one claw-like hand at the bare-chested, unarmed man.

'He is an expert in what you Westerners would call the Martial Arts. Note also that I myself am not entirely unskilled in that area. Your chances are slim - though I suspect that in itself will not dissuade you. Perhaps I should enlighten you about my plan? But how much have you deduced already?'

<The players can respond if they like, guessing at the Crime Lord's intentions>

'Yes. I plan to gain a solid foothold in America, as part of my grand plans. But, you see, there is a great criminal, much like myself, who rules the crime world of the West - you may know of this figure as The King of The World - an exaggerated title, to be sure. At any rate, my attempts at expansion would be ill received by the King, so I chose to hire the Machinatrix to create an Automaton for me. With that Automaton, I could assassinate the Mafia leaders in Los Angeles and take the city - without any of the blame being directed at me. You foiled this part of my plan, though the authorities are not aware of the evidence against me. I offer you a choice - you can report me to the police, I will escape, and my operation in this city will be set back a few years. This will result in the King of the World re-establishing his hold on the city - crime still wins in the end! Alternatively, you can join me.

There is much I can offer to you. The man who raised me taught me well, before I killed him I had learned that every man on earth has his price. Then, when the Ancient Demons granted their power unto me, I knew that I could discover the key to the forces which control our lives. The world is at war, you see. Powers you cannot comprehend battle for our very souls - which side will you choose?

I can offer you so much! What is it you desire? I can offer it, friends. Anything. For example - Sir Richard, I know what happened to your parents! The story reached me through one of my contacts, an interesting tale - I never knew it would come in so useful. To meet the son of those explorers! I will tell of their fates if you join me, my friend.'
<This will develop in any number of ways, but it will probably lead on to the events of the next paragraph>

'I see. So that is the way it is to be, then. What about you, Marie? Is there anything I can offer you? Perhaps you will take interest in this.' The arch-criminal barks an order in Chinese at the fighter Lu Chang, who parts the curtain and goes into the section hidden behind. Soon, he emerges, gripping a man in a shirt and trousers who appears to have been struck and roughly handled several times. His ginger hair is short, and his dark eyes burn proudly, but there is an edge of fear to them. This man is Richard Shoesmith, a doctor and an old friend and follower of Marie.

'Marie! Marie, don't let him-'

'Silence!' shouts the Dragon, as Lu Chang pushes Dr Shoesmith to a position next to the crime lord, who rises and draws a long knife from his robe.

'Now, if you join me, and allow this city to become mine, then this man will not be harmed. If you choose to fight, then I will be forced to sacrifice an innocent man's life.'

<The characters must respond. Likely they will not join the Dragon, or will soon betray him. Even if they join him, the next paragraph could happen anyway - the Ubiquitous Dragon is not a nice man>

The Dragon smiles cruelly. 'Physician - heal thyself!' He stabs the knife hilt deep in Dr Shoesmith's midriff, and he goes down with a yell, falling unconscious.

Now the battle with the Dragon and his men commences!

Fong and Wan-

Strength 3, Dexterity 3 (Firearms 3, Athletics 1), Stamina 3

Initiative 5, Attacks with Tommy Gun (5L Damage)

Lu Chang

Strength 4, Dexterity 4 (Martial Arts 6), Stamina 3

Heroic Inspiration: 4 (Destructive 4)

Knacks: Fists of Stone, One-Man Army, Lightning Reflexes (re-roll 1-3 counts as 4 on Initiative rolls), Untouchable (+3 Difficulty to Ranged Weapon attacks against him)

Initiative 8, Attacks with fist (7B Damage)

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

Fong








Wan








Lu Chang








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

Ubiquitous Dragon Duplicate





Dr Shoesmith





Scene Six - Dénouement

Just tie up loose ends. The characters should be congratulated by Aeon, if the Dragon did not escape then it should be pointed out that he has been sighted elsewhere and his syndicate is at full strength despite their apparent victory.

Dole out experience.

10¢











