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The Wings of Death

If the Storm Knights generate Per-
ception totals of 9, they hear a faint,
metallic sound and feel the rush of air.
Whether or not they go to investigate
the sound, the first rays of sunlight
pierce the fog and provide a glimpse
of a large shape disappearing behind
one of the dunes.

Then the fog swirls in again. No
sound or movement comes from the
dunes. If the Knights generate Per-
ception or find totals of 10, they notice
that the sand appears disturbed near
where they saw the thing. Overhead
the clouds begin to break, and Solange
urges the Knights to forget about
searching for what was probably a
bird and come with her. As the Knights
are about to go with her or press their
search, the creaturesuddenly emerges
out of the sand behind them and at-
tacks.

The creature is Jacquier, a cygoyle.
His job is to patrol a small section of
the French coast and kill any heretics

who attempt to escape the Cyberpa-
pacy by sea. He dislikes the job as
there is little chance for action when
patrolling alargely deserted section of
the countryside.

He was recently informed that a
band of Storm Knights and a woman
would be meeting in his area, how-
ever, and he should be on his guard
against them. His instructions are to
kill the Knights and take a packet of
letters they carry, butleave the woman
alive for the Inquisition. After they are
done questioning Solange, he will be
allowed to have his fun with
whatever’s left of her.

When he saw the Knights arrive, he
burrowed into the sand and came up
behind them to gain the advantage of
surprise.

Jacquier
DEXTERITY 12
Dodge 14, flight 13, energy weapons
14, fire combat 13, stealth 14, un-
armed combat 13
STRENGTH 15
TOUGHNESS 15

PERCEPTION 12

Find 13, trick 14

MIND 11

Test 13, willpower 13

CHARISMA 8

Taunt 11

SPIRIT 14

Faith 15, intimidation 16, reality 15

Possibilities: one per Storm Knight.

Natural Tools: wings, speed value

12; claws, damage value STR+3/18

Equipment: IntDermal Plate, armor

value TOU+8/23; Avro PR ILV

wrist gun, damage value 19, ammo

20, range 3-40/41-100/101-150;

ShocKnucks damage valueSTR+3/

18; low-light eye.

Description: Jacquier is a formi-
dable opponent, not only because of
his strength and weaponry, but be-
cause he is the cygoyle equivalent of a
psychopath with a high level of
bloodlust. This has gained him a
reputation as somewhat unreliable in
situations where subtlety is needed,
and Del Rioknows heistakingachance
expecting him to leave Ducos alive.

Jacquierisextremely arrogant when
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captured in Scene One, the man will
address the Knights in French or bro-
ken English and ask where she is, and
how they could allow her to be cap-
tured. He will appear to be very upset
about the whole matter, and will ex-
press doubts about whether he wishes
to pass them on to Albi under the
circumstances.

During the brief exchange, have the
Storm Knights generate Perception to-
tals. On a 12, the Knights notice that
the man seems to be edging ever so
slightly away from them, and the
shadows seem to be thickening to the
left and right.

Suddenly, the area is alive with
members of the Inquisition. The

Cathari agent (who is secretly in Del
Rio’s employ) dives into the dirt as a
flash grenade goes off. Storm Knights
who made their Perception check can
takea single action before the grenade
goes off, but there is not enough time
to do more before the Inquisitors at-
tack.

As the ambush takes place at night,
the effects of the flash grenade are
potentially devastating. Any Knight
whose eyes were not in some way
protected from the glare will beblinded
for nine rounds. The difficulty num-
bers of any Perception or Dexterity-re-
lated skill uses which require clear
eyesight are increased by +12. Keep in
mind that some magic spells and
miracles do not require sight to cast,
although those which must hit their
targets to be effective (such as a fireball
spell) will suffer the same penalty to
their difficulty numbers.

The grenade will do no permanent
physical damage to the Knights, but
those affected will take two peints of
shock due to sudden disorientation.

There are five cyberpriests among
the ambushers and four Salies resi-
dents who have been well paid by the
Inquisition for their help. They will
take advantage of the Knights” confu-
sion to subdue themand seize Solange
and the documents.

Cyberpriests (5)
See page 35 of the Torg World Book.
Possibilities: one per Storm Knight

Salies Villagers (4)

DEXTERITY 9

Dodge 10, melee weapons 13, stealth

10, unarmed combat 10

STRENGTH 8

TOUGHNESS 8

PERCEPTION 8

Land vehicles 9, tracking 9, trick 9

MIND 7

Test 8

CHARISMA 8

Charm 9, persuasion 9, taunt 9

SPIRIT 8

Intimidation 9

Possibilities: none

Equipment: club, damage value

STR+3/11

Description: Essentially lowlifes,
who would fight for either side for
enough money and liquor. The
cyberpriests brought them along to

40

.














































































