Weapon in the Rift Cheat Sheet
Primary Success Condition(s):  The PCs successfully complete their main mission so long as they activate the weapon in Ghalcor's Tower using at least 14 charges.  Doing so earns each PC 1 Prestige Point and the Ghalcor's Spellcraft and Mendevian Commendation boons on their Chronicle sheet.
Secondary Success Condition(s):  The PCs successfully complete their secondary success condition if they both activate the weapon in Ghalcor's Tower using at least 17 charges and prevent Ollysta Zadrian from dying during the scenario.  Doing so earns each PC 1 Prestige Point.
Silver Crusade Faction Mission  "Champion of Ghalcor's Legacy" boon

Must succeed at 2 of the following:


O  use diplomacy or nonlethal methods to resolve area A3

O  directly aid Ollysta Zadrian in her fight against the Shemhazian


O  activate the weapon within four rounds during area A8

O  activate the wepon using at least 22 charges

Ghalcor's Tower
The interior of the tower has floors tiled with stone.  Unless otherwise noted, everburning torches hang from wall sconces at regular intervals; however, the sacred prisms' constant demands for more power have drained away some of the torches' magic, so they only provide dim light.  Narrow pipes near the ceiling channel muted, blue-white light along the building's perimeter, which helps to maintain the defensive field.  Removing a sacred prism (see sidebar on page 10) from its niche extinguishes the torches and the illuminated pipes.  The ceilings are 10 feet in height everywhere except in area A8 (approximately 100 feet).
Crusader HP Tracker
Ollysta (starting hps 801)

Crusader 1 (starting hps 401)

Crusader 2 (starting hps 401)
1   Subtract 10 from the starting hit points if the PCs bypassed the traps in area A1 without disabling them.  Subtract another 10 from the starting hit points if the PCs bypassed the corrupted archons in area A3.  If the PCs significantly assist the crusaders during a round the GM can reduce the damage they take by 5 to 15 points.
Sacred Prism Charge Tracker (orange = starting charges)
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O  O  O  O  O  O  O  O
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A7.1 =
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A7.2 =
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Activating the Weapon1 (in order of performance)
1. Move Action = loading a sacred prism into a control slot

2. Full-round Action = arming the weapon (provokes attacks of opportunity)

3. Standard Action = firing the weapon (requires 2 PCs to do simultaneously (1 delays to match initiatives?) or 1 PC with extended reach)
1 Blind PCs or those who avert their gaze while performing these actions increase the time required by 1 step (move becomes standard, standard becomes full-round, full-round becomes 2 rounds).
Firing the Weapon1:  14 charges = partial effect; 17 = full effect; 22 = demoralizing effect
· +1 charge required for every round abrikandilu spends sabotaging control panel (full-round action [2 rounds for 3 to 4 player groups])2
· -1 charge required with successful DC 15 INT or DC 20 Use Magic Device checks on control panel

· -1 charge required for every 5 the PC beats the above DCs
1 While the number of charges to fire the weapon to receive a desired effect may change, this does not effect prestige and faction success conditions!
2 The abrikandilu become active the round after Ghalcor's spirit disappears.  The one closest to the control panel begins sabotaging the controls (DC 10 Perception check for the PCs to hear this in A7).  The other inspects its surroundings until the PCs arrive.
Weapon Damage1
· 17 to 21 charges2 = holy word spell effect at CL 20 and save DC = number of charges used; CL 10 vs. neutral creatures (unless they have an evil aura)

· 14 to 16 charges2 = similar effect as above, but fails to kill the shemhazian (who flees) and damages the weapon

· 22+ charges2 = similar effect as above, but bolsters the crusaders resolve with resulting flare (see Silver Crusade Faction Mission)
1 Wearing a leather suit from A7 (1d2+1 rounds to don properly) treats a creature's HD as 6 higher when determining the spells effects and gives a +6 resistance bonus on the save.  Halve these benefits if the suit was hastily donned (1 round).
2 see "Firing the Weapon" for adjustments to the number of charges
