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Tales of the Æon 
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Part Three - 

The Battle for the Chalice

Previously on Tales of the Æon Society

Following the mysterious illness of Marie's mother Sophie, you brave adventurers were led by the archaeologist Spencer Blackwood in search of the fabled Key which could lead to the discovery of the Crystal Chalice, a mystic artifact capable of curing Sophie's malady.

You travelled to the Scottish border to visit Aberdui Castle in order to obtain the journal of Sir Richard's father, William Radcliffe-Hamilton. You foiled the burglary attempts made by members of the sinister criminal mercenary group, the Contedorri, who, under the orders of an unknown individual, were trying to steal the journals.

You reached the Temple of the Key high in the Alps, only to discover that your companion Spencer Blackwood was in fact your old enemy Heinrich von Kühlschrank, Master of the Mystic Arts! In a deadly chamber of traps where the diabolical German's servant had betrayed and killed Sir Richard's parents, you battled the evil magician. He revealed that it was he who had infected Sophie with the terrible disease, and in an act of righteous justice Marie killed Heinrich.

You were left with the sapphire rod known as the Key to Atlantis and the fact that Kühlschrank was working for the sinister German supremacist group called the Thule Gesellschaft, or Thule Society. With the aid of the Æon Society's Whitley Styles, you used the Key as a dowsing device to locate the ruins of Atlantis, hidden under the ice of Antarctica!

You travelled to Antarctica with your friend Andy Dalton, and there you bravely fought many members of the nefarious Thule Society, who were already searching the lost city of Atlantis for the Crystal Chalice. Knowing that the power of the Crystal Chalice would do great evil in the hands of the Thulists, you defeated the monstrous Hounds of Thule and infiltrated the very depths of Atlantis. Andy was forced to save your lives by leaping into hopeless combat with a hundred Thule Society thugs, and you hope his sacrifice was not in vain.

In the underground Chamber of the Chalice, you encountered the leader of the band of crazed Thulists, Count Orlan. Trapped and gazing down the barrels of two heavy machine guns, you were forced to hand over the Key to Atlantis. Count Orlan released the power of the Key with mystic words, and the glorious Crystal Chalice manifested in the chamber. Orlan had nearly achieved his vile goal of attaining the Chalice and making the Aryan people into tyrannical world rulers, when you heard the sinister booming announcement: 'My name is Doctor Mannfred von Zorbo! Surrender immediately and no furzer harm vill come to you. Here is my varning.' 
The crazed genius and aviator dropped a bomb which shook the foundations of Atlantis, threatening to collapse the chamber you are in.

Today, we find out whether you brave Heroes will foil the plans of evil once more, or if this will be your last ADVENTURE!

Scene One - The Hall of the Chalice

You are standing in a long, open hall. A pattern of crystal tiles on the floor represents the Chalice, which now floats before you, dominating the chamber. It is a cup of glittering, shining crystal floating in the centre of the room. But you do not let the beauty of the artefact distract you from the presence of Count Orlan, whose thin, vulture-like face is torn between amazement at the Chalice and anger at Doctor Zorbo's attack. He is swathed in ornate crimson robes emblazoned with a black Cross, and this is the garb worn by his two henchmen, malevolent-looking thugs with military-grade heavy machine guns mounted on tripods.

Your position might seem hopeless - your own weapons lay on the floor, but the two gunners are very well-armed.

But cracks are widening in the tapestry-laden walls and the ancient stone ceiling, thanks to Zorbo's warning bomb. The three Thulists in front of you are distracted; this may be your only chance to escape their clutches! What are you going to do?

The heroes should be able to find their own way out of this situation. It will likely involve the death of Count Orlan and his thugs, and hopefully the heroes will seize the Crystal Chalice.

Thule Society Thug [Extra]

Strength 4, Dexterity 2, Stamina 2

Initiative 4

Attacks with Heavy Machine Gun, (6[4] L) 5 dice to attack for automatic fire.

Count Orlan

Strength 2, Dexterity 2, Stamina 2

Initiative 4

Attacks with Automatic Pistol, (3L)

Willpower: 7

Character
-1
-2
-3
Dead/Unconscious

Left Gunner





Right Gunner





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

Count Orlan








Scene Two - The Depths of Atlantis

Start this Scene at the moment when the heroes have got the Chalice and defeated Orlan.

There is a terrific BOOM! as another of Doctor Zorbo's Death Balloons crashes into Atlantis. You feel the floor shake beneath you and look up in horror as huge pieces of masonry break from the ceiling and crash into the cracked floor. Are you to be crushed beneath rubble just as you seize the prize?

Then, the floor lurches one last time and then collapses beneath you. You are falling, plunging deep into the darkness below the chamber as the upper level collapses completely into rubble which falls down with you.

The fall is more than 30 metres, and thus deals 10L damage. Silksteel soak does not apply against this damage. Dramatic Editing should be encouraged.

Once this is resolved, read this:

You are in a dark cavern. The faint, shimmering light of the Chalice is not enough to effectively see by. As you inspect your surroundings and the Chalice, you hear a deep voice from behind you.

'Guten Tag, Fraulein. And Herr Radcliffe-Hamilton. So good to see you again, old friends.'

You spin around to see a familiar face very close indeed. Yes, the strong and noble nose, the twisted smile, the sharp eyes. It is Heinrich von Kühlschrank himself, and his high brow is still adorned with a bullet hole. His face drips with blood and you can feel his cold breath. You can see that his body is insubstantial and glows slightly.

The ghost looks you (Marie) in the eye.

'You killed me. I'm back.'

Allow a short exchange of words with the ghost, mentioning that Heinrich is pleased to face the heroes again at Antarctica, where they first met.

Suddenly, a huge voice bellows all around. 'Begone, spectre!'. Heinrich recoils, then smiles slightly. He gazes at the Crystal Chalice for a moment, then the ghastly apparition fades. At one edge of the cavern, you see twin orbs of blue light spark up. The light grows, until it fills the cavern. You realise that the two blue lights are the eyes of a massive sculpted face carved into one of the walls. It's mouth is fully the size of a man, and you hear its voice bellow again.

'I am the Guardian of Atlantis. You hold in your hands the Crystal Chalice of my people, the Cup of Wonders. You must protect it, where I have failed. The Thule Society has pillaged my city, and now another, a Tyrant of the Skies, has come to claim the wonders I was built to guard. Woe is me, for I have failed my people. But I can do one thing. If I do not allow you to escape, I will protect the Chalice. Though the Rod of Kings and the Orb of Warmth will be stolen, I will protect the Cup, the greatest of treasures.'

The only exit is a shaft leading directly to the surface, concealed within the Guardian's mouth.

The Guardian is very knowledgeable, and will talk about the following things if he is carefully befriended.

The Ghost of Heinrich

'A dark spectre indeed, a curse upon the Chalice. Beware him, for he is not done with his plans yet.'

The Chalice

'Use it carefully. Do not betray its power. When Fate decrees that the Cup is to be used, it shall fill with clean water. This is the water of healing. Of the other powers of the Chalice, I will say naught but this - in the hands of evil, the Cup will do evil.'

The Guardian will only tell the heroes the way to escape if they assure him that they intend to stop Zorbo's attempts to plunder the lost city.

The shaft is fairly boring - a long vertical tunnel with foot- and handholds all the way up to the surface.

Scene Three - Zorbo's Victory

You climb out of the shaft onto a rocky outcropping. The ice around you looks thin and cracked - evidently the Orb of Warmth has even begun to thaw Antarctica itself! Perhaps you had expected to see a few of Zorbo's Zeppelins in the sky and his troops in battle with the Thulists?

No. The reality is much worse. Doctor Zorbo's black-clad Sky Brigade have subdued what remains of the Thule Society's expedition. And it is not difficult to see why. High above in the cold grey sky hangs not a Zeppelin, but the greatest of Zorbo's technical masterpieces. A huge fortified castle, built in Bavarian style with tall towers and gothic architecture, perches on a black, rocky crag. But the whole structure hovers inexplicably in the sky - though the base is adorned with many propellers, these are clearly for steering and not keeping the castle aloft. The sight is beautiful and miraculous, but you despair that it is the work of such a crazed mind.

Built into the Sky Citadel's rocky base you can see hangars for some of the Sky Brigade's planes and autogyros. The flying fortress completely dwarfs the two black Zeppelins which float beside it, tethered to high towers. You can see the grinning skulls emblazoned on a last few explosive Death Balloons as they sluggishly float down to Atlantis.

You catch sight of a group of Zorbo's thugs nearby, who shout as they notice you, and soon you are charged by the black-uniformed goons. Their leader is a hulking figure of a man with a snarling face and a clawed mechanical arm made of dull, oil-stained metal.

'I am Kapitän Eisenfaust of the Sky Brigade! You vill surrender in the name of Doktor Zorbo!'

Allow the fight for a few moments, until they are uselessly surrounded or if that doesn't deter them, they are stunned.

Sky Brigade Henchman [Extra]

Strength 3, Dexterity 2, Stamina 3

Initiative 4

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

Kapitän Eisenfaust

Strength 5 (Brawl 5,Might 5), Dexterity 2 (Firearms 4, Athletics 3), Stamina 5 (Endurance 2, Resistance 2)

All other Attributes 2.

Willpower: 6

Attacks with Mechanical Claw (9B, +2 Str for Clinches, Holds and Throws, p.203) or Heavy Automatic Pistol (4L)

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

Eisenfaust








Scene Four - The Eyrie

Part One - A Luxurious Prison

You open your eyes and your vision gradually clears. You are both sitting on a sumptuous couch in a small but fairly pleasant room with red wallpaper. All your equipment and weaponry has been taken from you. In front of you is a coffee table with a bottle of iced champagne, two glasses and two books. The books are both copies of the same text - one is the English version 'Humanity, to the Skies! - A Discourse on Aerial Habitation, by Dr Manfred von Zorbo' and the other is the French version, entitled 'Humanité, aux Cieux!  - Un Discours Sur l'Habitation Aérien'.

A shiver runs down your spine as you see that the room has no windows and no door. You cannot see any way in which you were brought into the room.

Allow a small break to chat and/or read Zorbo's books. The players have been unconscious for 24 hours, so consult the healing chart of p.209 to see if the characters recover any Health Levels.

Part Two - Revenge of the Sorcerer

'Hahahaha.' A voice echoes around the chamber. A cold burst of air hits you, and from nowhere the spectral form of the deceased mystic Heinrich von Kühlschrank appears in the centre of the room. 'Captured by ze good Doctor Zorbo. Hahaha, how amusing. But on to more pressing matters. My strength is growing. For killing me, Marie, you will taste the first of my wrath!'

The ghost lunges at Marie, arms outstretched.

Heinrich will try to grab Marie's face, at which point he tries to control her mind. Pass the note to Chris.

Each round, Marie can make a Willpower roll against Heinrich's Willpower of 7.

If Marie wins, she breaks the sorcerer's mental hold and deals one health level of damage to Heinrich for each net success.

If Heinrich wins, he successfully commands Marie to attack Sir Richard for one round. Chris may choose what attacks to use.

Two people can mentally grapple with Heinrich at once, in which case both roll against Heinrich's single Willpower roll and the results are dictated normally.

Character
Repelled
-1
-1
-2
Disrupted-3
Faded -4
Dispersed

Heinrich








Part Three - Doctor Zorbo

Suddenly, there is a loud mechanical grinding noise as a section of one of the walls swings open - a perfectly concealed door! The burly form of Kapitän Eisenfaust strides through, his clawed machine arm snapping menacingly. Behind him four Sky Brigade guards stand ready.

'Ze Doctor vill see you now. Come viss me.'

<presumably the characters will comply - if not, improvise>

You are marched along long, well-decorated corridors and up a very tall spiral staircase. You emerge in the outer air, atop a tall battlement surrounded by clear blue sky. Eisenfaust and your four escorts join a group of five other Sky Brigade members who all stand in a perfect row, at attention. Standing near the edge, overlooking his headquarters, is Doctor Zorbo. He is tall and dressed in a dark evening suit. He turns his bald head towards you and regards you with an arrogant fire in his eyes, one of which bears a monocle.

'Good day, Sir Richard; Fraulein Belougois. So nice to see you again. I vas surprised enough to see that the Thule Society had taken up residence at 'Atlantis', I did not expect that ze Æon Society vould have sent you to inconvenience me further. I thought that hiring those reprehensible Contedorri would throw you off the scent. But no matter. I haf taken all zat I need from ze Lost City.

Did you know zat there is a tremendous energy source contained within the sphere vich vas heating the City? Once I have discovered its secret it vill become one of my greatest veapons. Already I haf converted another item from Atlantis into a weapon vich you may see later. And zat trifling cup vich you rescued is in fact a powerful Telluric Focus. I haf inspected it much, and taken a sample of ze water, but I cannot discover its operation. Eventually I vill solve ze enigma of ze Chalice, and great power vill be mine.

But look at vat I haf already created. Come!'

He gestures for you to come to the edge with him. Eisenfaust and two thugs direct you to a position next to the aeronautic genius. Looking out over the edge of Castle Zorbo's highest tower, you see that the flying fortress was just a part of Zorbo's grand construction. Amongst the cloud you can see four other floating islands connected to the Citadel by retractable bridges. They are covered with tetrahedral buildings, furnaces, hangars and propellers. You can see the members of Zorbo's Sky Brigade going about their business amongst the white buildings. Each island has several tall chimneys reaching high into the air, which pour out water vapour to conceal the Sky Citadel in clouds.

'Velcome to ze Eyrie, ze eagle's nest of my operation. The bases are constructed from volcanic rock and held aloft by telluric crystals. The buildings are made, using my ingenious architectural designs, with special lightweight metals developed in my laboratory many years ago. Most of the buildings are equipped with lightning conductors to absorb power. And you are standing on ze jewel in my aeronautical crown - Castle Zorbo! Built to my own design in unique lightweight materials, my most trusted men and I live here and oversee my plans!

Zey told me people could not live in the air! Zey laughed at my theories! Zis is ze greatest proof of their folly! Note ze modular design - I could add more islands at a moment's notice. If only zey had listened to me, this could house the population of Chicago by now. But you still cower in your cities, despoiling ze earth ven you could join me in ze sky! Now, you vill vatch me conquer.'

Doctor Zorbo reaches into his jacket and pulls out a small control set. He pushes a button, and with a mechanical whirr a panel on the floor slides aside and a platform rises. On it stands a luxurious, throne-like chair and an accompanying table. On the table lie a few scientific instruments, a radio and the glittering, glassy form of the Crystal Chalice. Eisenfaust drags you back to the line of soldiers, while Zorbo settles himself in the chair. He takes a sip from the Chalice, then, smiling, turns on the radio.

'Kapitän Smythe, report!'

'The Zeppelins have encountered little resistance. As planned, the Positron Flux Emitter neutralised the Police and all present at the Æon Society building. We have secured the city's airspace. The Eyrie may descend as soon as you wish, Doctor.'

'I zink it is time zat ve showed ze citizens of Boston zeir new Master.' Zorbo flicks a switch on the radio and it broadcasts to the whole of his forces.

'Sky Brigade, zis is your Leader! Prepare to Attack!'

Scene Five - The Battle for Boston

This scene is extremely mutable. Here are a few possible paragraphs:

The bridges between the four islands of the Eyrie immediately retract. Doctor Zorbo barks some orders into the radio and his Sky Citadel begins to descend through the lair of thick cloud. As the mist clears, you see the forms of Boston's tall skyscrapers appearing, along with the clear blue of the Atlantic Ocean. You also notice the forms of three black Zeppelins hovering over the city, along with many planes and autogyros. You can hear the roar of the terrified populace.

Materialising with a rush of cold air, the ghost of Heinrich von Kühlschrank appears. Zorbo's goons exclaim in shock and horror, but the crazed genius himself merely looks a little perturbed.

'At last, my chance to seize the Chalice. I know its power, surely it can bring me back!' The spectre lurches towards the mystical goblet, and Zorbo pulls out a vaguely gun shaped apparatus.

'I do not know who you are, and I do not care. I assure you that zis Infinium Despectralyser will end your unnaturally prolonged days faster than an exorcism by ze Pope.'

A vast, black, armed and armoured Zeppelin approaches, its huge propellers whirring. A brass nameplate proclaims it to be the Sky Dreadnought 'Blitzfalke'.

Suddenly, a nearby plane flown by one of Zorbo's men is brought down by a flying streak of metal. You glance down at where the projectile came from, and catch sight of Marie's old friend the scientist Rupert Lintman. He stands on a tall skyscraper and seems to be loading a javelin-like missile into his latest super-scientific weapon.

Kapitän Eisenfaust advances on you through the bowels of the Zeppelin, along with three Sky Brigade thugs. His mechanical arm snaps impatiently, he shouts at you, the words almost drowned out by the massive propeller blades which scythe through the air behind you.

'You vill die now. Zere is no escape!'

Suddenly, black hot-air balloon drifts into view appears nearby. Zorbo stands in the basket with three Sky Brigade troopers.

'Very vell, my esteemed foes. You haf defeated me zis time, but it vill not be long before I strike again! You have proven yourselves worthy adversaries, and I have shown you my greatest creation, the Eyrie. Must we fight forever? Do you not see the truth in my philosophy? Look at zis city! How dirty it is, how foul it will become! In fifty years cities like zis vill poison the earth to death. Zis is my only offer to you - join me, and together we will make the world better!'
Statistics:

Sky Brigade Henchman [Extra]

Strength 3, Dexterity 2, Stamina 3

Initiative 4

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

Kapitän Eisenfaust

Strength 5 (Brawl 5,Might 5), Dexterity 2 (Firearms 4, Athletics 3), Stamina 5 (Endurance 2, Resistance 2)

All other Attributes 2.

Willpower: 6

Attacks with Mechanical Claw (9B, +2 Str for Clinches, Holds and Throws, p.203) or Heavy Automatic Pistol (4L)

Zeppelin Dreadnought

Pilot Dice: 6

Armor: 10 [12]

Weapons:

Heavy Machine Gun: 5 attack dice, 6[4] L (5[2] B for rubber bullets used against civilians)

75mm Cannon: 4 attack dice, 12[8]L

Sky Brigade Fighter Plane

 Pilot Dice: 5

Armor: 4 [8]

Weapons:

Heavy Machine Gun: 5 attack dice, 6[4] L (5[2] B for rubber bullets used against civilians)

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

Doctor Zorbo








Eisenfaust








Character
Repelled
-1
-1
-2
Disrupted-3
Faded -4
Dispersed

Heinrich








Character
-1
-2
-3
Unconscious
Character
-1
-2
-3
Unconscious
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Zorbo's Thug 15





Zorbo's Thug 4




Zorbo's Thug 16





Zorbo's Thug 5




Zorbo's Thug 17





Zorbo's Thug 6




Zorbo's Thug 18





Zorbo's Thug 7




Zorbo's Thug 19





Zorbo's Thug 8




Zorbo's Thug 20





Zorbo's Thug 9




Zorbo's Thug 21





Zorbo's Thug 10




Zorbo's Thug 22





Zorbo's Thug 11




Zorbo's Thug 23





Zorbo's Thug 12




Rupert Lintman





Vehicle
Dented-1
Bashed -2
Breached -3
Demolished

Sky Brigade Plane 1





Sky Brigade Plane 2





Sky Brigade Plane 3





Vehicle
Scraped
Dented -1
Battered -1
Smashed -2
Breached -3
Wrecked -4
Destroyed

Blitzfalke








Eroberer








Zerstörer








Dénouement

· Marie should find a way to cure her mother Sophie who is very sick at St Julienne's Hospital, Orleans. Here is a description which might help:
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.

Immediately, you feel a sudden warmth grow inside Sophie's body. Her paleness changes to a wan rosiness and she looks at you with tear-filled eyes. 'I can feel it, Marie! The pain 'as gone away.'

· A few pointers for the finale:
And so, time passes on. Years and years pass by, filled with adventures and escapades in a darkening world. The Depression of the 1930's hits the world hard, but hope lives ever on, especially in the Æon Society for Gentlemen. Then, the world darkens further with the onset of the Second World War, which costs the lives of many heroes.

At the Æon Society headquarters in Chicago, on the 7th February 1941, with the war at its height and the Society in grave danger of crumbling under the pressure, there comes a knock at the door. You, Marie, are near the door, stood in the trophy room at the Mercer mansion, remembering the time of hope and looking forward to a bright future against all the odds.

Knock, knock, knock.

<allow her to answer the door>

In stumbles a figure, a man of nearly fifty years, a wet overcoat covering his tattered Sky Brigade uniform and clutching a wad of papers. Sir Richard Radcliffe-Hamilton.

<allow James to continue>

· The very end paragraph:
And so it was that the Æon Society stopped Doctor Zorbo in his crazed plan, and indeed, came to an alliance with him against the diabolical secret machinations of the Axis.

Thus ends the story of Sir Richard Radcliffe-Hamilton and Marie Belougois, but without a doubt, there are many more tales to be told - tales of hope, daring, courage and ADVENTURE!
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