An ADVENTURE! Publication

Tales of the Æon 

Society 4


Part One - Quest for The Key

Scene One - St Julienne's Hospital

The clinical white walls of the private room in St Julienne's Hospital are stark and somehow grim. The woman lying in the bed is nearly just over forty years of age, but know she looks emaciated and pained, like a crone of at least four score years. Her hair is fair, slightly touched by grey, failing unfettered about her thin, pallid face. Beside her stands the tall figure of a man a few years older, looking weak with sadness. His face is soft, brown hair framing the features of a troubled man feigning hope and confidence. You, Marie, are stood by the bed - for it is your ailing mother, Sophie Belougois, who lies in agony in this room.

You, Sir Richard, are stood just outside the room. You are comfortably within earshot, but having introduced yourself remain outside out of politeness. Beside you is a ginger-haired man, thin but not gangly, with proud, dark eyes. This is Doctor Richard Shoesmith, a follower of Marie's. He speaks in a low voice-

'I simply can't tell what the problem is. I thought I might no a little something that the doctors here didn't - I have special experience, you see. But whatever the poor woman's got, it can't be identified, let alone cured. Bone aches, sporadic muscle pains, nightmares, dehydration - it just doesn't add up. It'll shatter poor Marie if her mother passes away. But there doesn't seem to be any hope for recovery.'

Inside the room, Sophie says weakly:

'It's so wonderful to see you, Marie. I've had many visitors - friends, relatives - even that Phillipe and his wife. But I've had no such joy as seeing you again, my daughter. <allow conversation>

Suddenly, a man in a brown trenchcoat strides boldly down the corridor and enters Sophie's room. His eyes are dark and his face is hard and angular.

'Good day, Monsieur and Madame Belougois, Mademoiselle Marie. I am Spencer Blackwood - a specialist in this kind of case. I can offer perhaps the only chance of a cure for Mme Belougois. I've seen these symptoms before, I suspect that it is a rare tropical disease - African in origin.'

Pierre looks indignant. 'Who sent you, man?'

'Why, the Æon Society for Gentlemen. It's imperative that I speak to Miss Marie and Sir Richard at once.' <once the pair have consented>

Spencer leads you to a quiet corner in the Hospital, then begins his explanation.

'It was a contact of mine in the Society who told me about the rare disease - I am in fact no doctor. It was assured by my contact that the disease cannot be cured by all the wonders of medical science. I, however, am an archaeologist. I am mounting an expedition to discover an ancient artifact of great power. Legend speaks of it in many forms, though I call it 'The Crystal Chalice'. The greatest creation of an ancient civilization that died millennia ago. Its powers are many and great. There are tales that it can even grant life eternal - or heal all wounds and ills. When Æon heard of the terrible disease your mother has contracted, Marie, they contacted me. The Crystal Chalice is your mother's only hope. If you will join my expedition, we shall find the Chalice. Its wonders will be used for good - and first of all, the Chalice will heal Sophie Belougois. Are you with me?'

<if they don't join Blackwood, then the plot goes to Hell - and Sophie Belougois goes to the afterlife. If they agree, read the next paragraph.>

'Excellent! My intensive research has told me much. But it is a lot to digest - here is an excerpt from my recent notes on the subject.' <use prop>

'There is some hope. A conversation I had with a friend of mine talked of such an object as the Key. I didn't link this to my own search until recently. But, sadly, I cannot speak to this man, my associate. His name was William Radcliffe-Hamilton - your father, Sir Richard. I know of his disappearance, with your dear mother Isabelle - I wondered if perchance he left any of his journals to you?'

<Send Chris out> Sir Richard does indeed have some journals. Your father requested that they not be read unless the direst of circumstances required it. The journals are kept at the old family home at Aberdui Castle on the English-Scottish border.

<allow the scene to develop, run with it. Spencer will decide to sort out the provisions for the trip, agreeing to meet them at London once they have the journals. Cut to next scene as soon as appropriate.>

Scene Two - Aberdui Castle

The scene cuts to a yellowing map of Europe. A red line surges out from Orleans, France, across the channel, a transparent image of a flying plane embossed over it. Your route, represented by the red line, pauses at London and changes angle slightly, before carrying on northwards. Just as the line reaches the England-Scotland border, it stops.

You are picked up at the airstrip by one of the stewards Sir Richard pays to look after the refurbished Aberdui Castle. He drives as fast as possible, but after encountering several delays it is nearly half-past midnight when you see the shadowed form of the tallest stone turret poking skywards. The moon is a wan crescent hanging in the sky.

'Aye, Sir, you'll recognise the Castle up ahead.' says the Steward, 'But I'll introduce it for the young lady and Doctor Shoesmith. Welcome to Aberdui Castle!'

'It's very beautiful, Sir Richard.' Says Dr Shoesmith. <allow short conversation>

The Steward leads you out of the car and round towards the entrance. Suddenly, you notice a dark figure climbing up a wall on the Castle! In fact, there are four men climbing the wall and six standing at the bottom.

'What're you doin'?!' The Steward's cry results in a quiet *pop* as the man is felled by a bullet from a silenced pistol held by one of the men.

Contedorri Thug [Extra]

Strength 3, Dexterity 3, Stamina 3

Initiative 4, Attacks with Light Automatic Pistol (3L) or Blackjack (7B)

Contedorri Cadre Leader

Strength 3, Dexterity 3 (Firearms 5, Melee 4), Stamina 3

Initiative 6, Attacks with Light Automatic Pistol (3L) or Blackjack (7B)

Contedorri Master Thief

Strength 2, Dexterity 5 (Stealth 4, Melee 3, Legerdemain 5, Athletics 4), Stamina 3

Initiative 9, Attacks with Blackjack (6B)
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The scene could go something like this:

· Scuffle with Contedorri Thugs and Cadre Leader outside Castle. Don't forget Dr Shoesmith.

· PCs enter castle in pursuit of more Contedorri.
· Fight inside castle-room decorated with expensive artwork.
· Master Thief finds safe behind a painting, where journals are hidden.
· Fight continues, Master Thief probably beaten, but escapes. Use as many Thugs as necessary. If a Contedorri is interrogated, he will deny everything, but maybe make a vague reference to his organisation. 
· As soon as PCs obtain journals, end scene with description of contents of journal.
The Journals of William Radcliffe-Hamilton

A quick skim through the William Radcliffe-Hamilton's journals, which the thieves were obviously trying to steal, reveals many secrets. It seems that William and Isabella were amateur adventurers of some sort - from their Victorian heyday well into the 20th Century! You hear tell of the defeat of the malevolent Society of Seven, a close escape from the clutches of the vengeful Lord Scrope and a puzzling archaeological mystery about the lost Key to Atlantis. Aha! This must be the correct section. Yes - you can barely decipher William's shorthand script, but he seems to speak of his theories about an 'outpost of an ancient race', clearly the 'resting place of the Key'. He draws a few sketch maps, and with a sudden shudder you realise where the Key was hidden. In a secret cave in the Alps. The last journal entry is dated just before William and Isabelle disappeared. The last words are 'it is simply imperative that I find the Key, whatever the risks. My beloved Isabelle and I will leave tomorrow.' Then, a loose leaf falls out of the journal. <use prop>

The characters should decide to meet up with Spencer in London and head off for the Alpine Temple. The Journal clearly offers a route to the Temple, and in true Pulp style the boring tasks of gathering equipment and travelling are reduced to - 'Do you wish to take any special equipment or such? There is little time to waste, with Marie's mother in such a poor state of health.'

Scene 3 - The Alpine Temple

Part 1 - Arrival

Once again the scene shifts to a map of Europe. A flying plane is superimposed on the map, while a red line moves steadily from the Scottish border down to London, where it pauses. You meet up with Spencer Blackwood, who is delighted to hear of your discovery of the location of the Key. You gather some basic necessities, then the red line surges out from London across the channel. It pauses at Paris, then re-directs itself towards the Alps. The line finally comes to a halt in the middle of the Swiss Alps.

You must proceed on foot from where the plane lands, and it is a solid days walk in the cold. The mountains are truly beautiful, as you rise higher the vistas of snow-capped peaks become ever more breathtaking. You pass the time listening to Spencer's stories of archaeological feats and Dr Shoesmith's remarkably amusing anecdotes. Spencer Blackwood seems an amicable fellow; even if he is a little caught up in his work. Sometimes you think it is hard for him to realise that the illness of Marie's mother is the reason you are trekking in search of the legendary Crystal Chalice - not desire to be renowned for your discovery.

You reach the cave that William's journal directed you to. Upon closer inspection, Blackwood says 'It's clearly man-made. Remarkable - a tunnel leading into the mountain.'

'I can't say I'm quite so enthused.' Says Dr Shoesmith.

Part 2 - The First Challenge

Spencer walks into the shelter of the cave, opens his pack and pulls out a cigarette lighter, four bundles of sticks, some cloth and a bottle of petroleum. Moments later, you are each holding a flaming torch in one hand. Spencer speaks authoritatively:

'Grab anything out of your packs you think we'll need. We'll leave the rest here.' <allow any specific comments> Dr Shoesmith pulls out his medical kit, checking all the equipment.

Soon you are ready to move ahead into the roughly-carved tunnel. It is rough-hewn and long, bending slightly at various points. After a while, it widens out into a smooth walled corridor. The design looks vaguely like a cross between ancient Egyptian and Greek architecture, with circular pillars supporting the ceiling and strange, flowing letters on the wall. The place feels somewhat warmer than the tunnel before. Spencer is struck dumb with astonishment. The corridor continues along until the flickering torchlight reveals a statue on a pedestal in the centre of the corridor. The figure is of a strong young man, with noble features and thoughtful eyes. The sculpture is dressed in strange garb, a loose tunic with a cross-like emblem, bracelets, anklets and a rounded helmet with a feather plume. A shortsword is scabbarded at his side. One of his hands is outstretched, palm-up. Two silver pentagonal slivers of metal embossed with a single curling rune lay in the statue's hand - these are not sculpted, but real.

'Nordican coinage!' exclaims Spencer, 'Incredible.'

'But where's Rocky here gonna spend it?' jokes Dr Shoesmith.

A large section of the corridor ahead is actually a trapdoor into a 40-metre drop onto spikes, dealing 13L Damage. The section of floor is very long, and is triggered by two pressure plates. It is set up in such a way that if a group marhces in line, they will all fall in when the leader depresses the second plate.

This fate can be avoided by taking one of the silver Pentagon Coins from the Nordican statue. If this or any other change is made to the weight on the statue's hand, read this:

There is an ominous grinding click from beneath the floor.
Part 3 - The Chasm

The corridor opens out into a large cavern. There is an enormous chasm blocking your way. Warm air with a slightly noxious smell blows up from the bottom, the crack must be some kind of vent from the boiling bowels of the earth. The chasm is very wide indeed, and so deep that you cannot see the bottom with the light of your torches. The gulf would be uncrossable, were it not for the many pillars that rise from the bottom of the pit. These stop at the top of the chasm, so they form a set of platforms. By jumping from platform to precarious platform one might reach the other side. Each of the pillars is marked with a number of straight lines like a tally system. <use prop>

'Remarkable.' Says Spencer, 'Some kind of ritual system? I'm unsure. Let's try this . . . '

Spencer looks at one of the pillars, judges the distance and makes a running jump. To your horror, he stumbles as his jump takes off, falling short of the pillar and plunging down into the abyss below. <SCREAM>

'Blackwood!' shouts Dr Shoesmith, 'Damn it. We've just lost our expert. Ain't nobody can walk away from a fall like that. God rest his soul.'

· Most of the pillars are fake, painstakingly constructed from thin ceramic and painted. If a person jumps onto one of these, the pillar collapses immediately and the poor victim begins the process of falling into the chasm, probably to their death. 

· Some of the pillars are made of solid stone, however, and these form a path to the other side. The safe pillars are marked with Cube Numbers, namely 1, 8, 27, 64, 125 and 216.

· A jump from one pillar to a nearby one requires an Athletics roll at +1 Difficulty. 

· Occasionally a gust of hot air will rise from the pit and threaten to knock someone off balance.

· A piece of rock might fall from above to cause complication.

· Dr Shoesmith's crossing may be difficult. He has an Athletics total of 4. The PCs will probably want to make a cunning plan to help him across.

Part Four - The Gauntlet

 From the other side of the chasm another pillared corridor leads out. <allow the PCs to walk down it> As you walk into the corridor, a heavy metal door slams down from above behind you, trapping you in the corridor. Then, a small hole opens in the ceiling and water begins to rush in. You'll drown soon if you don't get out - the corridor is quite short with two doors at the end. You can see that the water will soon build to a torrent sweeping down the corridor.

This corridor is simply a collection of nasty traps. It will fill up with water in 7 rounds. Here are a few ideas to spring on the players as they rush down the corridor:

· A heavy block falls from the ceiling above your head! Roll Wits + Athletics at +1 Diff or take 9B damage.

· From a concealed launcher in the wall, a golden spear shoots out to impale you! Make a Dodge roll against a dice pool of 6 or take 7L Damage.
· One of the flagstones suddenly tilts as you stand on it, hurling you off balance. Make a Dexterity roll at +2 Diff or be thrown to the floor for a round.
· An iron portcullis slams down from above to block your way. Make a Might roll at +2 Diff to lift the portcullis, or be trapped. Any sensible solution should be accepted.
· You step on a pressure plate and by some wonder of Atlantean science the knee-deep water in the corridor is electrified for a moment. Everyone takes 3B Damage.
· The left hand door at the end of the corridor is fake and cannot be opened. Only the right hand door leads to the next area.
Don't forget Dr Shoesmith and don't forget that the characters need the Golden Spear.

Part Five - Trial by Combat

In then flickering light of your torches you can see a long oval chamber with a doorway at the other side. The room is filled with suits of strange armour, made entirely of bronze. They seem well-crafted and have a similar style to the garb of the statue you saw near the entrance - an unusual blend of Roman, Egyptian and Aztec design with scale mail, breastplates and feathered helmets. There must be about twenty of the suits in the room, each holding a weapon and a shield marked with the Nordican cross-like symbol. There are spears, shortswords, broadswords, javelins, bows and daggers.

You hear an ominous creaking sound as one of the empty suits of armour actually turns towards you. Its arm moves fluidly to draw a shortsword, and it charges. Other suits also begin to move towards you aggressively!

Animated Atlantean Armour [Extra]

Strength 3, Dexterity 3, Stamina 3

Initiative 6, Attacks with Melee Weapon (7L) or Bow (3L)

Soak: 6/4
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The characters will need a bronze object taken from one of the suits.

Scene Four - The Return of Heinrich von Kühlschrank

The room you enter is large and rectangular. The floor is made up of square flagstones. The two walls on your right and left seem to have indentations in them. Lying against the walls are three ghastly white skeletons clad in unrecognisable remnants of clothes.

In front of you at the end of the room is an alcove. Inside this alcove there is a shrine of some description - a statue of a man without any detail filled in, a faceless, featureless humanoid shape holds a black, glassy obsidian dagger in one hand and a short rod set with a sapphire in the other. He is seated as if in meditation. In front of him, there is a small altar clearly set out in three sections. There are no exits other than the way you entered - this is the final room in the Alpine Temple of the Key.

'We've done it.' Says Dr Shoesmith, 'One last challenge and we'll have the Key and we can leave this godforsaken place.'

Suddenly, you hear a loud gasp of pain from behind you. You see the tall figure of Spencer Blackwood, scratched, cut and wounded, shambling into the chamber.

'Landed on . . . ledge. I was knocked out, couldn't call you. Had to climb out, too slow to catch up with you. You've passed three of the challenges . . . AAAAAAGH! Oh, please, I need some help.' Spencer collapses to the floor.

'My God, man!' says Shoesmith, 'You're bleeding profusely. Oh, no, there could be internal bleeding. I can't do anything for him with a first aid kit, damnit!'

<Allow Marie to heal him, but don't charge Inspiration>

You lay your hands on Spencer and feel warmth rush out of your touch into his body. You can feel his wounds gradually repairing. A few minutes later, Blackwood has recovered.

'Danke schön, Fraulein. I am so glad that you did zat. For a moment I actually sought sat I would not live to claim my prize, or have my revenge. Don't you recognise me?'

Spencer stands up and raises a hand to his face. He seems to tear off his skin, it peels back to reveal a different face. Graudally the mask is removed. Standing before you is a face you recognise. The man's nose is strong and noble, his brow high, his eyes sharp darkness, his mouth twisted into a cruel smile.

'I am Heinrich von Kühlschrank. Master of ancient arts and disciple of the Ancient Order of Thule. I have vaited a long time for sis moment, Sir Richard and Marie! Finally I have a chance to kill you, and vat is more, after that I vill take the Key to my Master and the Chalice shall make my people great again!

It vas a vonderful idea for me to take you along on this little jaunt. I knew that Sir Richard vas the only vun vis access to Villiam's journals, and in order to guarantee your co-operation I infected Madame Belougois with an incurable disease. Only the Chalice can heal her - but you vill never see the Chalice!

Much like your parents, Sir Richard. The never saw the Chalice. If they had not been so uncooperative with my agent, perhaps they vould not have died in this room. My dear servant Hans died too. Hence, there are three skeletons in here.

So now, I have a chance to eliminate you and end your dynasty here. And poor Pierre - the only Belougois will be alone for the rest of his life. And I shall claim the Key and then the Chalice vill bring the Thule Society back into the power they held millennia ago!'

Suddenly, a great stone slab falls from the lintel of the entrance to this room - an impassive stone door blocking your exit. Your horror increases as large spikes protrude from two of the walls, spearing the three skeletons once again. Heinrich seems unfazed as he prepares to destroy you.

· The walls close in at any appropriate speed, probably one row per round.

· When Heinrich attacks with Evil Eye, read this:

'Fool! My occult powers have grown since last we met in Antarctica! Garga mestra glaika TOR!' You feel a terrible, sickening feeling spread through your body as the curse strikes you. You feel violated, horrified and shocked as Heinrich's vile magic oozes past your mental defences.

· If the Golden Spear, a Bronze Item and the Silver Pentagon are placed in that order on the altar, read this:
The door that slammed down to block your exit begins to rise as the statue's left hand opens, dropping a short wooden rod with a beautiful sapphire in it to the floor. This must be the Key to Altantis!

Heinrich von Kühlschrank, Champion of Thule

Strength ••••, Dexterity ••• (Firearms 3, Athletics 4), Stamina •••• (Endurance 3)

Perception ••, Intelligence •••• (Occult 5), Wits ••••,

Appearance •, Manipulation •••, Charisma ••
Initiative: 7

Willpower: ••••• •

Inspiration: ••••• 



Reflective ••


Destructive •••

Knacks: Psychic Hand 'Lorem fulnum ashrek RA!' (see p.164)


 Evil Eye 'Garga mestra glaika TOR!' (see p.166)

Soak: 6/4, with Psychic Hand 8/6
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