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This Adventure is intended for 2-8 Champions characters with
Defenses between 20 and 30 and with 45-60 Active Point attacks.
With minor modifications this adventure could be played by any
number of characters in any point range.

Anyone planning to play in this adventure should stop reading at
this point.

C PROLOGUE )

The chamber stands shrouded in darkness so deep that the
candles, set at several points around a rune inscribed circle,
provide only dim illumination. Slowly, a dull green glow begins to fill
the room.

This glow originates from the gems set into the foreheads of the
three figures that sit around the circle. As the glow intensifies, one
of the men removes a scroll from the center of the circle and begins
to read. The others repeat the incantation and rise slowly to their
feet. Green light lashes out from the gemstone in the forehead of the
scroll-bearer, splits into two beams above the center of the symbol,
and continues on towards the gems of the other two men. Soon all
three are bathed in an eerie green aura, and the chanting grows
louder.

The light reveals several armed men who wait around the
perimeter of the chamber, with their heads bowed either in repose
or reverence.

The pointwhere the light-beams meetbegins to expand. Tension
mounts in the room.

Soon it will happen!

Without warning, two of the chanting cultists collapse in pain; the
light from theirgems dims. The armed figures around the room jump
to attention. Something is going wrong!

Suddenly, the third man screams, the green light dims, then
fades completely, only to be replaced by a malevolent red glow. A
faint wind stirs in the room, and a figure begins to form above the
center of the diagram. From this figure comes a voice that is not of
this world.

“Free, at last! You, mortal, who think yourself a wizard, you shall
aid me in retaking this world. Your guards are useless, as they will
suffer the same fate as your allies did!”

Looking at the smoldering skeletons of his fellow Morbanes, the
man shudders. He fears that this creature is right, and that he now
must do its bidding, regardless of his own desires. He also knows
that now, because his DEMON Lair tried to summon and enslave
a Nether Lord, his world is doomed...

Demons Rule

GM NOTES

ADAPTING THIS ADVENTURE TO
OTHER GENRES

This adventure is designed primarily for use with Champions. For
heroic games, simply ignore the Demons and play up the street
gang aspect of the adventure. In this case, the Demons really are
just tough street punks, out to take control of the streets. For games
set either in the era of pulp adventures or on fantasy worlds, the
setting should be changed as appropriate, and the gangs may be
replaced by small mobs, organized crime, or whatever else fits.
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