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Starship captain, explorer, soldier
of the future, space pirate, spy,
Imperial scout . . . become any
science fiction character!

- . . take a science fiction oy e
; odysse
to the distant worlds of the galaxy, Ywitf}; =

The Game of the Far Fuiture

Distant planets, underground
cities, ancient alien ruins, the
edge of the universe . . . journey
to any science fiction destination!

Build your own starship, explore
the universe, battle alien armies,
save the galaxy or destroy it . . .
create any science fiction
experience!

3 or more players,
ages 12 and older

is science fiction role- friends set off to explore the This package contains 2 booklets
playing, a game where you galaxy. totaling 96 pages of rules, descrip-
become the hero or villain. Each tions, information, and adventure
player is a character of the future This special Starter Edition con- material, a two-sided map, and
. . . Some smart, some strong, tains all the rules you need to two dice. These abridged rules
some brave . . . and each player learn and play , as well as are compatible with GDW'’s com-
decides what his or her character an adventure that you can play as plete line of more than thirty
will try to do. You learn from the soon as you learn the rules. With adventure booklets,
rules about spaceships, laser this Starter Edition, you can also  hardcover books, and boxed sets.
guns, computers, alien creatures, create and play hundreds of other For three or more players and a
and more; then you and your science fiction adventures. referee, ages 12 and up.

Copyright © 1983 by Game Designers’ Workshop, Inc.
Published in the UK under licence from Game Designers” Workshop, Inc. by Games Workshop Ltd., London.




Come toMe
Man-Things

Adventures begin here at GAMES
WORKSHOP MAIL ORDER.

A vast horde of games and
play-aids where |, Agaroth the
Unwashed, and my minions, labour
to deliver the item of your choice
within 7 working days of the
receipt of your order.

NOW READ ON ...

NEW GAMES WORKSHOP
CATALOGUE PUBLISHED! A
At last you can obtain a complete |
52 page illustrated guide to the {3
games Games Workshop sells.
Inside you will find descriptions of &
over 600 games, play-aids and
boxed figure sets, plus THE
SEPTEMBER/OCTOBER

MAILING CLUB NEWSLETTER
complete with caption reviews,
news of future releases, and great
special offers too. OUR GUIDE

TO YOUR GAMES COSTS JUST
50p + 20p P&P.

START ADVENTURING WITH GAMES WORKSHOP MAIL ORDER TODAY!
During September 1983, this selection from our range of new releases are post free to UK gamers

RUNEQUEST GAMES WORKSHQP

The Big Rubble
Griffin Mountain
* Available in mid-September

CALL OF CTHULHU*

The Asylum
The Cthulhu Companion

GAMES WORKSHOP
TRAVELLER® MAIL ORDER,
: 27/29 SUNBEAM ROAD,
LONDON NW10 6JP
CAR WARS* Telephone: 01-965 3713

Autoduel Champions
Car Wars Reference Screen

3 Please mention White Dwarf when replying to advertisement:



OTHERWORLD ARTIFACTS
SET 6: CASTELLATED WALKWAYS
Designed by C.]. Bulis B.A. [Architecture])

g@%ﬂl

This set builds onto the large gateway and 20 scale ft. walling system
introduced with Set 5 and is another addition to our 25mm scale
range of gaming and modelling accessories.

Included in this set are 125 scale ft. of castellated walkway sections
of various sizes, intended for use with two lines of walling with outer
faces set 10 scale ft. apart. Additional wall sections with their base
blocks are also included to add to those from Set 5 to support a
maximum length of walkway.

There are also two 20 scale ft. archways that can be glued to a walk-
way section to ‘“carry" it over the Set 5 gateway and extension
steps to the staircase from Set 5 to allow access to the walkway level.
Boxed Set 6 costs £9.75 inc. p&p.

If two or more sets are ordered, deduct £1.00 from the total cost.
For fully painted sets, add £2.00 per set.

ORDERS TO: Otherworld Artifacts, Westmount House,

49 Kingston Lane, Southwick, W. Sussex. (Tel: Brighton 595353)
Please allow 28 days for delivery.

Overseas orders: Please add 50% for post and packing.
CATALOGUE NOW AVAILABLE - 50p inc. p&p
Barclaycard/Access accepted TRADE ENQUIRIES WELCOME

'lease mention White Dwarf when replying to advertisements

GAMES ROOM

MAIL ORDER and RETAIL SHOP
SPECIALISTS FOR THE SERIOUS GAMES PLAYER
SHOP HOURS: 9.30-1.00 & 1.30-5.30 Monday to Friday

5, Braunstone Gate, Leicester LE3 5LH

Tel: (0533) 549182

.. £3.95
.. £3.95
.- £3.95

A.DRAGON RING in solid bronze or nickel silver . ... ..
B. EAGLE RING in solid bronze or nickel silver . ........
C. SKULL RING in solid bronze or nickel silver .......
D.RIEDER'S AXE PENDANT in antiqued pewter 5cm long and complete

with chain .. wiae n i wie ¥ we T T mp o - 1
E. HAND OF DEATH PENDANT in antiqued pewter 3cms long and complete
WIHIGHBIN oo iien: /e s1ahie o oove i b rasac s e fooa | s b ot 1 35 ... £2.95

ALL POST FREE. CHEQUES payable to RIEDER DESIGN please.

CATALOGUE for Wargames * Science Fiction * Fantasy * Role-playing Games *
Figures & Models * Paints & Accessories * Family Games * Sports Games * Chess *
Traditional Games * Jigsaws * Magazines * Puzzles * Computer Software
Send an SAE and 20p in stamps
DISCOUNTS: Mail Order and visitors receive a discount card worth 72%. Clubs &
schools on application, may have a discount card worth up to 15% on bulk purchases.

Games Workshop
Foretells the Future

At Games Workshop we have the latest scenarios,
supplements, play-aids and miniatures. We can also
tell you about future developments in the games
you want to play and up-coming figure releases.
Next time you visit us in London, Birmingham,
Manchester, Sheffield and Nottingham, find out
what's happening in your hobby and pick up a free
information leaflet too.
WHAT'S NEW AT GAMES WORKSHOP DURING
SEPTEMBER?
Call of Cthulhu: The Asylum * Cthulhu Companion
* Chaosium’s Superworld * Iron Crown’s Northern
Mirkwood * Traveller: Supplement 12 Forms and
Charts * Supplement 13 Veterans™ Tarsus* Traveller
Adventure * Hero Games: Espionage * Star Fleet
Battles: SFB Commanders’ Rulebook * Car Wars:
Autoduel Champions * Reference Screen *
AND MORE

GAMES WORKSHOP STORES ARE NOW OPEN AT:

* Unit 37, Birmingham Shopping Centre, Birmingham B2
Tel: 021-632 4804. Monday-Saturday 9.30-5.30

* 1 Dalling Road, Hammersmith, London W6

Tel: 01-741 3445. Monday-Saturday 9.30-5.30 (7.30 on Thursdays)
* 162 Marsden Way, Arndale Centre, Manchester

Tel: 061-832 6863. Monday-Saturday 9.00-5.30

* 41a Broadwalk, Broadmarsh Centre, Nottingham

Tel: 0602-585744. Monday-Saturday 9.30-5.30

* 95 The Moor, Sheffield

Tel: 0742-750114. Monday-Saturday 9.30-5.30




GAMES WORKSHOPS

GAMLES DAY ‘83

BEAT THE GAMES DAY CRUSH - ENROL
EARLY FOR THE GAMES DAY DRAW

Entry to Games Day Competitions events has, in the
past, been a bit of a struggle. This year we are going
tochange all that, and here’s how: on November 5th
all prospective players will be issued with a draw
ticket. Their name and number will then go into a
pool from which the players and reserves for the
Official Competition events will be drawn. A
second draw will then take place to allocate players
to the Invited Competition events.

We invite you to enter your name for the draw in
advance, and so avoid the Games Day queues. All
names received during September 1983 only, will
be used for a special preview draw that will fill the
first round of each of the competitions listed below
to ensure a promt start to Games Day. These
players will be informed by post during the third
week of October. Undrawn names will then go
foward to the November 5th main draw.

To join the preview draw, simply complete the

Games Day '83 is going to be two great games coupon below and send it, together with an SAE to:
playing days: Games Workshop, Games Day Competition Entry,
27/29 Sunbeam Road, London NW10 6JP. We'll
% Live Action Fantasy Battles with send you your player number using the SAE.
Treasure Trap
* The Sunday Roast - come and see OFFICIAL GAMES DAY COMPETITION EVENTS
lan Livingstone, Steve Jackson and TSR's Official Games Day 83 AD&D Competition
Don Turnbull stew in their own juices ;I'helse?rjl:h for the Chalice of St. Valeron, character
% Egocentral, the Games Players’ Register B EIS: [ty , .
Official Games Day ‘83 RuneQuest Competition
: lee Game_s Day Awards- have you voted yet? Adventure on behalf of the Questworld Cult of
he Fanzine Stand thie White Star
* The Great Games Day Auction _ Official Games Day Traveller Competition
* P_alntmg Competition - single and multi- Official Games Day Battlecars Competition
figure classes Featuring 20mm scale Battlecars, terrain and side-
% Competition, participation and bets for the spectators!
demonstration events featuring adventure, Official Games Day ‘83 Golden Heroes Competition
board and computer games Experience of super-hero comic books essential!

r---—_—_-—————-

OFFICIAL GAMES DAY COMPETITION ENROLMENT
| wish to enter my name for the Competition draw. | under-
stand that should my name not be drawn for the Official
Sunday November 6th 10.00am - 5.00pm AD&D, RuneQuest and Traveller events, it will go foward to
The Royal Horticultural Society’s New Hall, the draw for Invited AD&D, RuneQuest and Traveller events.

GAMES DAY ‘83 [
i
I

Greycoat Street, London SW1 I I enclose an SAE for my draw number.
i
i

Saturday November 5th 10.30am - 6.00pm

ADMISSION £1.25 per day

| wish my name to be entered for possible play in the
following competition(s):

E |

i I

AD&D:D RuneOuest:D Traueller:[l

I Battlecars:D Golden Heroes:D I

i |

| i
|

SEE NEXT ISSUE
FOR A PREVIEW OF
EVENTS AT
GAMES DAY

" Players who enter the draw on this coupon and then
duplicate their entry on November 5th will be disqualified
from the draw.



105 COWLEY ROAD, OXFORD
TEL: (0865) 721348

“We have
something
for everybody

the I
Gameskeeper

THE
GAMES SHOP

We now stock
TORCHLIGHT
FANTASY PRODUCTS

as well as
Dungeons & Dragons * Traveller and most
RPGs and supplements. War Games *
Science Fiction Games * Figures * Bellona
Scenery * Rulebooks

818 LONDON ROAD, LEIGH-ON-SEA

m Tel: SOUTHEND 73308
[p7e== %] Open 9.30-1.30 and 2.30-5.30. Closed Mondays

YOU AREINA
COLD, DARK
ROOM...

You hear a steady, regular shuffling sound
and an occasional grunt which tells you
that something else is here with you. But
you cannot see what it is!

The hair on your neck rises in anticipation. You

break out in a cold sweat. Terror strikes deep into
your very soul. You must act quickly — but what
will you do?

Will you

a) Feel around the walls for a light switch? (Turn
to page 39)

b) Draw your weapon and strike blindly at the
un-named horror? (Turn to page 40)

c) Run for your life? (Turn to page 42)

Turn to the page indicated in one of the above
options to find the results of your decision.

Please mention White Dwarf when replying to advertisements

ouniain

A Complete Wilderness Campaign for RuneQuest

i

By RUDY KRAFT
PAUL JAQUAYS
& GREG STAFFORD

plus new supplements for
Traveller, Star Fleet Battles,
Call of Cthulhu and Car Wars
at these shops in September:




BERKSHIRE

ASCOT Tel:(0990) 20983
JACKSON'S TOY SHOP LTD.

55 High Street,

Ascot, Berks SL5 7HP

Open Mon-Sat 9.00am-5.30pm

Largest selection of games in the area

CHESHIRE

CHESTER Tel:(0244) 24900
ARTS AND CRAFT STUDIO

14,15, 16 St. Michael's Row,

Chester CH1 1EF

Open Mon-Sat 9.00am-5.30pm

CLEVELAND

MIDDLESBROUGH
THE GAMES STORE
161 Linthorpe Road,
Middlesbrough, Cleveland

Tel:(0642) 247553

Open Mon-Sat 9.30am-5.30pm

Discount scheme for Clubs and Games
Groups, plus player contact board.

GREATER MANCHESTER

MANCHESTER Tel:(061) 273 6666
ODYSSEY 7
Science Fiction Bookshop, Unit 7,
First Floor, Manchester University Precinct
Centre, Oxford Road, Manchester

Open 9.30am-5.30pm Mon-Sat
Specialists in SF Books, Film, TV, American
Comics & related items. FGU Games, Chron-
icle Miniatures, Gem & Fireball Dice. Large
premises. The Precinct Centre is just 2 mile
down Oxford Rd. at junction of Booth St.

HAMPSHIRE

SOUTHAMPTON
PASTIMES |1
East Street Shopping Centre,
Southampton

Tel:(0703) 21789

Open 9.30am-5.00pm Mon-Sat

Largest choice of games in the area

HEREFORDSHIRE

HEREFORD
D&D MODELS
23 Church Street,
Hereford

Tel:(0432) 58795

Open 9.00am-5.30pm. Thurs. close 2.30pm

LONDON

LONDON

GAMES WORKSHOP
1 Dalling Road,
Hammersmith, Londan W6

Tel:(01) 741 3445

Open Mon-Sat 9.30am-5.30pm

SPECIAL LATE NIGHT OPENING TILL
7.30 ON THURSDAYS, discount scheme
for clubs and games groups, plus player
contact board.

WEST MIDLANDS

COVENTRY
D.W. GAMES
Shambles Arcade (inside)
21 Hales Street, Coventry

Tel:(0203) 24612

Open 9.00am-5.00pm. Closed Thursdays

10% discount to students (NUS card holders)
over £5.00. 10% with this advert, over £5.00

NORFOLK

NORWICH
THE GAMES ROOM
29A Elm Hill

Tel:(0603) 28140

Open 9.30am-5.30pm
Monday-Saturday

East Anglia’s Favourite Games Shop

NOTTINGHAMSHIRE

NOTTINGHAM Tel:(0602) 585744
GAMES WORKSHQP

41a Broadwalk,

Broadmarsh Centre, Nottingham

Open Mon-Sat 9.30am-5.30pm

Discount scheme for clubs and games groups,
plus player contact board.

SCOTLAND

GLASGOW
FUTURESHOCK
200 Woodlands Road,
Glasgow G3 6LN

We have the full range of new US and British
SF paperbacks, comics and media mags.
Together with thousands of back issues,
secondhand titles, posters, portfolios, hard-
backs, T-shirts, plus a substantial range of
SF & Fantasy games, magazines and figures.
SEND 12%p STAMP FOR CATALOGUE

SOMERSET

KR CRypRRS

Tel:{041) 333 0784

Open 6 days a weelk
1000am to 530pm

158-159 East Reach Taunton
Tel: 85630

STREET Tel:(0458) 46019
{out of business hours)
A PARALLEL UNIVERSE

132 High Street (rear of Bruno’s Hairdressers)

Street, Somerset
Open Saturdays only - 9.00am-5.30pm

Also stockists of SF/F Books, Comic Art,
Posters, etc.

STAFFORDSHIRE

STOKE-ON-TRENT
FANTASY WORLD
10 Market Square Arcade, Hanley

(opp. Lewis’s), Stoke-on-Trent ST1 1NU

Open 10.00am-5.30pm Mon-Sat.
(Closed all day Thursday)

As well as Role-playing Games, Rule Books &
Miniatures, our 2 floors stock Sci-Fi Paper-
backs, Comics, Rock Books & Film Mags. For
directions & map see our full page ad. in WD
43, or else send SAE requesting directions.

Tel:(0782) 279294

7 Please mention White Dwarfwhen replying to advertisement

SURREY
CROYDON
PAT'S TOY SHOP
2 Ye Market, Selsdon Road,
South Croydon, Surrey

Tel:01-688 6542

Open 9.30am-5.00pm
Closed all day Wednesday

SUSSEX

BOGNOR REGIS
GOODACRES

46 London Road,

Bognor Reagis, Sussex PO21 1PY

Open Man-Sat 9.00am-5.30pm

Your Local Toy Master
Toys and-Games Specialists

HORSHAM
GOODACRES

6 Sterling Buildings,
Carfax, Horsham, Sussex

Open 9.00am-5.30pm Mon-Sat
9.00am-5.00pm Thursday

Your Local Toy Master
Toys and Games Specialists

SWANSEA Tel:(0792) 52877
SWANSEA MODELS & HOBBIES LTD.
Plymouth Street,

Swansea SA1 3QQ

Open Mon 8.30am-5.30pm;
Tue-Sat 9.00am-5.30pm.
Open to 6.00 Fridays

Mail Order a speciality

YORKSHIRE

LEEDS Tel:(0532) 692617
MAGPIE MODELS & COLLECTORS SHOP
4 Regent Street,

Chapel Allerton, Leeds LS7 4PE

Open Mon-Sat 9.30am-5.30pm

Mail Order available on Games, Figures
and Accessories

SCARBOROUGH

THE STAMP SHOP

34 St.Nicholas Cliff,

Scarborough YO11 2ES
Open Mon-Sat 10.00am-5.00pm
10.00am-12.30pm Wednesday

Tel:(0723) 65221

AND ALSO AT:
HOBBIES 15 Hanover Road, Scarborough
Open Mon-Sat 10.00am-5.00pm
Closed Wednesday

TO ADVERTISE IN
THE WHITE DWARF RETAIL GUIDE
SIMPLY RING (01) 965 3713
FOR FULL DETAILS




EROIC ADVENTURERS! CHAGS MARAUDERS!

Skarlos: Half-EIf Hero . Phaidon Emiritus: Cleric Enkalon of Garusa: Wizard

Peregrine Redshirt: Wizard Helen: Lawful Adventuress Guardsman Toyne: Chaos Warrior

Oden Grimbeard: Dwarf Hero . Gavin: Lawful Knight Guardsman Heely: Chaos Warrior

Olaf Thorginson: Dwarf Hero . Garlon: Lawful Knight Chorsheema the Impaler: Goblin Champion

Yamato-Talishi: Samurai . Cormanti of Khorne: Evil High Priest
Num-tin: Giant Hobgoblin Champion
Arralrack: Ogre Champion

1%

4

=

*********@B@@B eCICh seft pOS' 'fee*********

Also new this month:~
GIANTS, ARMOURED ORCGS,

& CREEPY CRAWLIES, plus TRAVELLER and
NEW BROO in Blister Packs

Send 5.A.E. for full lists of all our new additions
or 50p and a large S.A.E. with 204p stamp for our
catalogue to: Citadel Miniatures, 10 Victoria St,
Newark, Notts,.

MAIL ORDER CHARGES:

UKz Please add 50p p&p (min 50p, post free over £10)
OVERSEAS: Please add 50% pé&p (£1.00 min).

Please make all cheques/POs payable to:-

i i CITADEL MINIATURES

10 Victoria Street, Newark, Notts, Tel: 0636 77495

’lease mention White Dwarf when replying to advertisements 8



AN VY
A

(HIRLE]E

Issue 45 September 1983
EDITOR: lan Livingstone
STAFFEDITORS: Albie Fiore, Jamie Thomsaon
CONTRIBUTING EDITORS: Lewis Pulsipher,
Andy Slack, Oliver Dickinson, Roger E Moore,
Dave Langford, Mike Costello, Bob McWilliams
PRODUCTION EDITOR: Albie Fiore
ARTEDITOR: Mary Common
PRODUCTION ARTIST: Liz Lindars
PASTE-UP ARTIST: Brian Cumming
COVER: Gary Ward
ILLUSTRATION: Gary Chalk, Trevor Hammond,

Gary Mayes, Alan Hunter, John Baker

PHOTOGRAPHY: Richard Harcourt, Liz Lindars
TYPESETTING: Sushma Solanki
ADVERTISING MANAGER: Clive Bailey
PUBLISHER: Games Workshop Ltd

Printed in England

All carrespondence should be addressed to
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Last issue’s cover was by Alan Craddock, not Jim
Burns as credited. We apologize for the mistake.

his issue bears a significant
I change in our editorial con-

tent. Not one, not two but
three cartoon strips are included.
Few cartoon strips are liked by all
people as humour varies from
personto person. Please give our
strips a chance to settle in, but
give your initial reactions by
answering question 1in The
Reader Strikes Back on page 37.
| hope you take the trouble to
complete the questionnaire as
we would rather react to con-
structive criticism than publish
material that we think you will
like. Besides, we are all robots
here and it is our duty to serve
and obey!
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Dealing with Demons

Dave Morris 13

Part 2: The Lesser Demons in RuneQuest

Stop, Thief!!
The Thieves’ Toolkit in D&D

Marcus L Rowland 17

Irilian
Part 4 of the complete AD&D city

Daniel Collerton 20
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A Warhammer battle scenario

Joe Dever 28

The Reader Strikes Back 37
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26

Readers’ views, questions and comments

RuneRites

edited by Oliver Dickinson 27
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Fiend Factory

edited by Albie Fiore 32
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Elemental ltems: magic items to summon the Fiend Factory monsters
News 35
What's happening in science fiction and fantasy gaming

Super Mole 36
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lure to quote it may result in delay when dealing with your
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OVERSEAS DISTRIBUTORS:

USA: Hobby Game Distributors, 3215 W Lawrence Ave,
Chicago, IL 60625.
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Contributions: The editor will be pleased to consider any pre-
viously unpublished articles or artwork for inclusion in White
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side of the paper only.

All subject matter in Whire Dwarf is copyright of Games
Workshop Ltd.

All rights on the contents of this publication are reserved.
Nothing may be reproduced in whole or part without prior
consent of the publzshers Games Workshop Ltd, 1983.
Dungeons & Dragons™ and Advanced Dungeons & Dra-
gons* are rﬁgnstercd trademarks of TSR Hobbies Inc.

uneQu is a registered trademark of Chaosium Inc.
Traveller'™ is a registered trademark of Games Designers’
Workshop.

The opinions expressed inthe articles and reviews are those
ofthe authors and reviewers and not necessarily those of the
publishers. Display advertising rates and trade enquiries are
available on request.




OPENBOX

Independent reviewers take the
lid off some current games.
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WIZARDS
The Avalon Hill Game Company £14.95

Wizards is a moderately complex game
for two to six players. The setting is a
world of fantastical Enchanted Islands,

within which the players must seek six
Sacred Gems and bring them to Ruktal,
the Druid High Priest, so that he can per-
manently banish the Evil Spirit from the
waorld. The first player to achieve this
epic goal wins the game.

The beautiful artworkin pastel shades
on the box cover is mirrored by the
Beautiful and Exotic language of the
Rulebook. The Introduction describes a
sub-Tolkien struggle of Good versus
Evil, in which Elves, Druids and Capital
Letters abound. This pretentious style is
retained througout and reaches its cli-
max inthe Designers’s Notes, which ex-
plain to the Awe-struck Reader that: ‘In
Gaming, asinRitual and Art, players act
outtruths... When Wizardsis played and
these truths are acted out, their reality is
established both in the Wizard's world
andinourownworld, and the Game has
Power to affect the course of events.’
Canwe really improve the world by play-
ing Wizards?

Shed of its spiritual overlay, Wizards
contains a mass of fine ideas. The
players must first set up the board,
choosing themselves the precise loca-
tion of each Enchanted Isle. Each island
is a full colour die cut tile, covering 19
hexes of sea. This method of placement
ensures thateach game will be different,
and also enables players to co-operate,
so that the terrain is placed in the most
advantageous positions. Unfortunately,
a disadvantage is that the islands do
tend to wander unexpectedly as players
attempt to move their pieces. A clumsy
wizard can make a shambles of the board.

Next, the wizards must find an elusive
High Wizard, Sarcerer or Ruktal, in order
to become initiated into a Magical Order.
After Initiation, players then have to
accomplish Tasks, described on Task
Cards, which are obtained from the
player's mentor or through encountering
the inhabitants of the Islands. Success-
ful completion of Tasks increases a
player’'s Knowledge, Perception and
Power and, when a certain number of
points of each commodity has been
reached, the player will rise a Level.
When he reaches Level IV, the player
may start to collect the Sacred Gems,
and eventually, if he can avoid the
despicable False Wizard who steals
Gems, he can present them to Ruktal
and claim the victory.

Sounds simple, doesn't it? Regret-
tably, movement around the Enchanted
Islands is complicated by Demons, Dra-
gons and Traps, not to mention local
boat shortages, which can leave a
wizard stranded for days. Movement
rates are slow compared to the dis-
tances covered, especially as many
Tasks involve visits to half a dozen or
more widely separated points. Only in
the later parts of the game do the players
obtain ‘Transporting’ spells which
greatly speed up movement. Playerscan
also obtain animals which may help.

Players must co-operate with each
other for the good of the Enchanted
Islands. Each fortnight of game-time the
Evil Spirit will attack and spread Dark-
ness over one island, making it impass-
able. The players can thwart an Evil
Spirit's attack for every ten Tasks com-
pleted. Naturally, if all the Tiles are taken
over by the Evil Spirit, all the players
have lost, so there is a premium on

mutual assistance, such as rescuing
each other from Traps or from being
stranded on an Island without a boat. In
fact, there is little other player interac-
tion, and it is very difficult to hinder
another player’s progress.

The Rules are not easy to understand,
because there are so many special cases,
which overrule the norms. For instance,
a high proportion of the land hexes in-
volve special movement and encounter
rules, to which players must make con-
stant reference. In a small number of
places, the wording is slightly ambigu-
ous, which can lead to misinterpretation
and a great deal of wasted playing time.

In terms of enjoyment, which is what
really countsin agame, Wizardsisasuc-
cess. Though it is at times frustrating, at
othertimesitis compelling and fascinat-
ing. ltis notagame forthe faint-hearted;
one of our games took nearly ten hours
from start to finish, and involved 26
weeks of game-time (one turn lasts one
day of game-time), though admittedly
we were not experienced players. It is
difficult to estimate play balance without
playing the game several times, but the
balance seems to swing wildly near the
end of the game, as first one player and
then another seems on the point of win-
ning only to fail at the final hurdle.

Rules: 5 Enjoyment: 8
Playability: 7 Complexity: 6
Skill: 6 Overall: 7
Alan E Paull
DUNGEON MODULES
12— Tomb of the Lizard King £3.95
I3—Pharoah £4.50
14 —Oasis of the White Palm £4.50
M1 —Blizzard Pass £4.50

TSRinc

Brigands are wreaking havoc with the
southern trade routes, merchants are
wringing their hands and tearing their
hair while demanding that the Count
does something to putan end to this out-
rage. The Count of Eor is looking for
brave adventurers to eradicate the evil
brigands and to seek out the power
behind the attacks. /2 - The Tomb of the
Lizard King is a difficult adventure for 7-9
characters of 5th-7th level designed to
test a party’'s mettle and playing skill. It
is a fast paced adventure which kicks off
with quite a bang or more accurately a
roar. A short wilderness adventure fol-
lows which leads players to the tomb.
Here the real challenge begins. Make no
mistake this is not an easy adventure to
complete, players reluctant to risk their
own characters are encouraged to play
one of those provided with the module.
Getting through with your own charac-
ter is, however, worth it, there are some
nice goodies to be had. Competent and
experienced players will face a chal-
lenge commensurate with their abilities.
Failure to use those abilities to the full
will prove fatal, the tomb is no place for
blundering around in.

DMs who enjoy hamming up their role-
playing will have fun portraying the
party’s guidetothe tomb. He's as looney
as they come and likely to drive a party
crazy. 12 suffers in places by sloppy
printing; fortunately mistakes are fairly
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obvious and should pose no problems
to a competent DM. A good module for
those who enjoy challenging gaming
sessions with plenty of opportunity to be
cautious, thoughtful and aggressive.

Modules I3 Pharoah (5th-7th level)
and /4 Oasis of the White Palm (6th-8th
level) are the first two parts in the Desert
of Desolation series. Driven into the
desert for a crime they did not commit
the players soon become involved in
some excellent adventure situations. In
12 they encounter the spirit of Amun —
Re, Pharoah, cursed to wander the desert
until his tomb is robbed. He begs the
players to remove his Staffof Ruling and
the Star Gem from histomb so the curse
can be broken. Built as a thief prooftomb
the pyramid has so far lived up to its
reputation, butwho canresistthe lure of
the Pharoah’s wealth? The design of the
pyramidis veryimaginative and the use
of wall carvings to provide background
information to the adventure really
brings it to life making it more than just
a collection of rooms.

/4 sees the players arriving at the
Oasis of the White Palm which is on the
brink of turmoil. Shadalah the bride to
be of the shiek’s eldest son has been kid-
napped and the shiek believes her to be
held by his enemies somewhere in the
oasis. So the search begins as players
role-play their way around the oasis try-
ing to discover the missing Shadalah.

13 and 4 contain wilderness maps and
a number of smaller adventures which
complement the main ones. Presenta-
tion is high and a new format is intro-
duced utilising a short paragraph to
quickly describe how the adventure
should be run. This is followed by dis-
tinct listings of Traps/Tricks, Monsters,
Treasures, etc. This system makes it far
easier to find information quickly and
reduced the chance of leaving some-
thing important out in the heat of play.

I3and 4 are both excellent adventures,
they are imaginative, colourful and chal-
lenging. If I5 The Lost Tomb of Martek is
as good as these two the Desert series
will be one of the best yet ranking with
the G and D modules.

M1 Blizzard Pass is a new departure in
module design. A solo adventure for a
thief of 1st-3rd level, it uses the Basic
Rules and deals with the thief's attempts
to cross Blizzard Pass. Instead of simply
printing all the entries clearly TSR have
opted for an invisible ink format. The
module comes with a special pen and
numerous blank boxes, by rubbing the
pen over a box a hidden message is
revealed. Otherwise a standard solo for-
mat is followed.

M1 is fairly easy to complete given a
reasonable amount of luck (if you can’t
hitanything you are goingtodie!)andis
quite short. The invisible ink novelty
soon grows a bit thin after you've tedi-
ously filled in your 4th and 5th box. The
module also contains a short and straight-
forward adventure for a 2nd-3rd level
party dealing with the exploration of the
Pass. M1 is simply not as good as the
Fighting Fantasy Gamebooks, which
have the advantages of being consider-
ably cheaper and longer. M1’s main ap-
peal will lie with children; any just getting
into D&D will no doubt greatly enjoy it.

After a disappointing start in /7 [WD40]
the / series is fast becoming one of the

best available. Presentation is high and
the adventures are excellent. To anyone
looking for interesting and exciting ad-
ventures at these levels | recommend
them most highly. At £4.50 M1 is hor-
rendously overpriced and not worth con-
sidering, it's just too much to pay for
what you get.

2 13 14 M1
Presentation 8 9% 9% 7,
Playability 9 9 9 7
Enjoyment 9 10 10 7
Skill 10 8 9 5
Complexity 7 8 8 5
Overall 9 10 10 6
Jim Bambra
PAVIS: THRESHOLD TO DANGER
ChaosiumInc £14.95

| should begin by declaring an interest:
my name is on the front of this pack, with
many others. The reason isthatitincludes
a Griselda story, The Great Chart Caper,
also various rumours concerning
Griselda and Wolfhead, and the two
dives mentioned in the stories, Loud
Lilina’s and Rowdy Djoh Lo’s are among
listed establishments. All of which is
very gratifying, but | do not intend to let
itaffect my independence as a reviewer,
particularly since none of my offerings
have appearedin precisely their original
form (sigh; sometimes it mattered). |
hope that readers can accept this.

Pavis should be familiar to all RQ
players as the city on the eastern edge of
Prax. Ithasin fact been the site of one of
Chaosium's house campaigns, and as a
result it is probably better known than
any other city of Glorantha, and is a
natural for Chaosium'’s first purely RQ
city-pack.

As is now usual in Chaosium products,
the information provided is given in dif-
ferent booklets, one for the players, one
for GM's, and a third containing scen-
arios. Two large maps are provided, one
of New Pavis and its immediate neigh-
bourhood, the other of the whole Zola
Fel valley, both repeated on a smaller
scale in the booklets; the latter is essen-
tially repeated from Borderlands, which
can be easily co-ordinated with the Pavis
pack. The players’ booklet gives an
account of the richly complex history of
Pavis, shedding further light on that of
Glorantha as a whole, and contains in-
formation on major personalities of the
city, a list of prices, and accounts of local
cults, some previously unknown (Pavis,
Zola Fel, Flintnail and the local Mostali,
and Lanbril, the Thieves’ Cult of
Glorantha, filling a long-felt want). Also
described is Gimpy's Tavern, a major
hangout for adventurers, and The Great
Chart Caper recounts a recent event of
some interest. In the GM's booklet are
accounts of the climate, geography, and
population of the Zola Fel valley, much
fuller detail on the city, including a
breakdown by districts, with close-up
maps, showing the most prominent
businesses and residents, a list of cur-
rent rumours, and encounter charts. All
is presented clearly and well; no stats
are given for the major figures, perhaps
because encounters with them that
would require this are not expected.

There are a few discrepancies —the Chief
Administrator’s name is variously spel-
led Jotoran and Jotaran, and Krogar
Wolfhelm is stated to wear a chainmail
hauberk frequently, which seems to clash
with the rule that no metal armourcan be
worn in city-limits, cited in the Welcome
to the City scenario, and observed even
by the Lunar forces, as stats show. But
such cases are very rare; in general pre-
sentation is excellent (with the fewest
misprints | can remember!), the maps
good, and illustrations effective.

The scenarios booklet may come as a
disappointment to some. Rubble scen-
arios are being held over for a second
box (which is now available in the
shops), and so are two actually adver-
tised on the box, as Chaosium
apologetically explain within. The reason
for this is the length of the Cradle scen-
ario. What we get is a potentially very
useful list of ‘scenario books’, ideas for
GM'’s, an excellent introduction to Pavis,
Welcome to the City, with which the GM
can talk the players through the for-
malities of entry and their first impres-
sions and can embroil them in trouble
with a street-gang — the way that they
handle this is likely to have a marked
effect on their subsequent career in
Pavis, a short burglary scenario for one
or two characters and the Cradle scen-
ario. This latteris an original idea. Essen-
tially, it allows characters to participate
in a known historical event. The PC’s act
as members of a larger group, playing their
part well or badly but not able to affect
the ultimate outcome; the GM is given
the chance to stretch powers of descrip-
tion to the utmost in involving the
players in this heroic deed. For heroic it
is, no less than the defence of the magi-
cal cradle of a giant baby, the first to
appear floating down the river for many
centuries, against the Lunar governor’s
attempt to seize and plunder it, as was
doneinthe remote past, killing the baby
in the process. Allies of the giants, wor-
shippers of theriver, and enemies of the
Empire will combine in this; but the
Empire wields strong forces, physical
and magical. In fact, the scenario is in-
tended primarily for great warriors and
Rune levels, and even these are expect-
ed to have an 80% mortality rate by the
end; but rich reward and/or undying
fame will be gained if the defence suc-
ceeds. The scenario is extensive, and
players can be brought in at several
points; they can, if less high-minded,
even attemptto rob the Cradle while itis
grounded in Pavis, or fight for the
Lunars, who also offer rich rewards. But
the story is told from the defenders’
point of view; it makes a great and
touching tale, full of imaginative des-
cription, for which Greg Stafford and all
his helpers deserve thorough congratu-
lation. | can see no obscurities or prob-
lems in it, but a word to the wise GM:
keep this for the culmination of your
Pavis campaign, for nothing will be the
same after it.

The combination of Borderlands, Pavis,
and the Rubble should make a campaign
that will be difficult to beat for variety and
excitement and (who knows?) defending
the Cradle may become as popular as de-
fending Gringle's Pawnshop, if consider-
ably more dangerous.

Overall: 9 Oliver Dickinson
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CRITICAL MASS

Since | began writing these columns the
Earth has lumbered halfway round its
orbit, an estimated 5,271,009 Langfor-
dian brain cells have succumbed to the
effects of alcohol and bad SF, and about
the same number of pins have been
stuck into Langford-shaped wax images
by lovers of Stephen R Donaldson. Yet
still | continue, with all the stamina and
endurance of a kamikaze pilot. What
keeps me going against such odds? [The
money — Ed]

About Donaldson. Because | made
snide comments on the great man's
lapses into awful, turgid prose, several
fans wish tolure meinto adarkalley and
belt me overthe head with the complete
chronicles of Thomas Covenant, assum-
ing they can lift such a weight. Because |
commented that Donaldson has flashes
of peculiar power and originality, I've
been denounced as a member of that
vile cult the llliterati, by other fans
unshakeable in their devout belief that
SRD is the worst fantasy writer of all
time. | can’t win.

Soratherthan review the rare ‘unpub-
lished' Donaldson poem on my desk (cut
from White Gold Wielder, published in
Australian SF fanzine WAHF-Full ed Jack
Herman), I'll exercise my reviewer's
privilege of quoting a bit. It's called
Scroll the Appalling---

Upon a time he fought a war
With whales beached upon the shore,
For which he has been slightly sung.
His losses there were rather dear:
One ship, two longboats and a spear.
But Scroll could not be reached by fear,
For which he has been wrily sung.
Dead fishes could not him affright:
He flailed at whales all the night.
And when the tide bore them away,
‘How bravely we have won today!’
He said---
For which he has been sung.

Wasn't that nice? Move over Shakes-
peare, Milton, McGonagall...
Downbelow Station by C J Cherryh
[DAW 432pp $2.75; Methuen 432pp
£1.95] was last year's Hugo winner. Other
finalists were John Crowley's Little, Big
[Gollancz; Methuen release imminent as
| write], whose range, subtlety and den-
sity make it for my money one of the best
fantasies I've read; and Gene Wolfe's
Claw of the Conciliator — covered last
issue. Having triumphed over this
opposition and also over May’s exten-
sively hyped The Many-Coloured Land,
Cherryh’s novel ought to be great stuff.
Instead it's traditional stuff. Adequately
but unexcitingly written, long and frag-
mented but not really complex in the
manner of Crowley or Wolfe, Downbelow
Station is old-fashioned 'hard’ SF. It's
about a long and wearisome power
struggle which for the most part is
numbingly realistic: messy com-
promises, forced decisions, lies and
compromise, no room for heroics.
Summary: Earth Company colonized
the stars but Union, vaguely communis-
tic colonial alliance, rebelled, so Earth
built the retributive Fleet, now indepen-
dent renegades; conflict between these
and also Merchanters (traders) focuses
on neutral Downbelow Station, orbiting
the planet Downbelow, home of the
alien hisa. On the station the Konstantins

Critical Mass is a regular science
fiction and fantasy book review
column, edited by Dave Langford.
This issue Dave looks at some
Donaldson poetry, CJ Cherryh’s
latest novel and some books that
aren’‘tostensibly fantasy or SFin
nature.

Downbelow
Expectations

Imethuen]

are in charge, the Lukases rebellious,
and Qis avast quarantine zone of rioting
refugees from Fleet/Union strife. Now
read on...

Trouble with this multisided struggle
(and | havent even mentioned the splits
and double-agents) is that as one’s get-
ting interested in the diplomacy of X, the
action cutsto Y inthe middle of ariot; no
sooner does imminent death have Y by
the short and curlies than we're hurried
off to eavesdrop on the sabotage plans
of Z. It's possible to make this stuff com-
pulsive reading, but Cherryh doesn’t
quite succeed: for all the book’s length,
this jerky crosscutting allows only a few
characters to develop and come alive.

Without disliking the book, | found it
much easier to put down (and to forget
to pick up again) than previous Cherryh.
She doesn’t seem as involved with her
writing as she should be; her former
drive and visual detail are lacking. Here's
the opening sentence of her The Faded
Sun: Kesrith. ‘It was a game, shon‘ai, the
passing-game, Kel-style, in the dim
round hall of the Kel, the middle tower
of the House — black-robed men and a
black-robed woman, a circle of ten.” It
catches the mind; and the shon’aigame

is a symbol running through all the
story; and halfway down the next page
we're sucked into the plot.

Now here’s the opening sentence of
Downbelow Station: ‘The stars, like all
man's other ventures, were an obvious
impracticality, rash and improbable an
ambition asthe first venture of man onto
Earth’s own great oceans, orinto the air,
or into space.” Abstract, vague, windy.
Eight pages of this, no more plausible
than other future-history synopses,
before the narrative proper; many more
pages again until the plotisrolling onits
long course to a conclusion strangely
like the twist endings to each segment of
Asimov's Foundation. In short, Cherryh
can do better than this —though others
have done it far worse.

Recently I've read three enjoyable
books which definitely have that special
aura of SF/fantasy, without actually
being SF or fantasy outright. Try them:

Freddy's Book by the late John Gard-
ner [Abacus £2.50] is a fantasy novel
within a realistic frame, letting the author
(a) make ironic connections between the
story-within-a-story and its supposed
authorthe ‘real’ Freddy Agaard, a young
man distorted into a giant by glandular
imbalance; (b) sneak a fantasy allegory
through under the very noses of suspi-
cious lit-crit academics. The inner fan-
tasy is rather good, and oddly reminis-
cent of R A Lafferty’s work, in particular
The Flame is Green.

If On a Winter’s Night a Traveller by
Italo Calvino [Picador £2.50] is a splen-
didly batty book about books. The hero
is you. The first chapter opens, 'You are
about to begin reading Italo Calvino's
new novel Ifon a winter’s night a traveller...
and goes on to chronicle your efforts to
locate chapter two in a spreading maze
of fascinatingly varied first chapters and
elusive authors. Offbeat and fun. (You
get the girl in the end, by the way.)

Finally, The Rebel Angels by Robertson
Davis [King Penguin £2.95] looks like the
traditonal novel of university life but is
packed with the fantastic. Witchcraft,
forgotten secret arts, erudition, mysti-
cism, a semi-mad scientist called Ozias
Froats seeking the answer to life, the uni-
verse and eveything in carefully gather-
ed and dissected human, er, faeces...
Notforthe squeamish, it features a mur-
der whose inventive nastiness makes
the destruction of whole shiploads of
people in Downbelow Station pale into
insignificance.

There's even something for games
addicts in all these books. Downbelow
Station could be translated chapter by
chapter into the universe of Traveller;
without being ‘gameable’ in that sense,
each of the other three contains bizarre
and novel stuff which might inspire a
receptive GM to create some fiendish
set-piece. If you only read conventional
SF/fantasy you'll only have conventional
SF/fantasy ideas; if you take time out to
patrol the borders and explore the fringes
of the conventional, then who knows?

Aaaargh. | can write no more. | have
set down this brief account of my final
hours; but now itis scrabbling at the
door. Eldritch, loathsome, partly rugose
and partly squaemous, itcomes towards
me, unspeakable, indescribable, that
hellish spawn of the Ancient Old Ones,
the deadline!]
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Hajpool the Wary finished laying
out his third row of copper rods.
‘No Storm Demon’s going to
heatshock me!’, he exclaimed.
His master paused in mid-ritual,
and turned incredulously to his
apprentice. ‘But we're summon-
ing a B’krath, you idiot!’, he
screamed.

It is a rash student of demonic magic
who expects to start his career by sum-
moning the great demon lords and
princes. Such a career would be short
lived. It is best to begin with the lesser
demans, even though their services are
scant beside their masters’ powers.

To the would-be summoner, know-
ledge is most definitely power. His
Demonology score determines how
much he knows about each type of
demon. Any novice will know the names
and general skills of common demons
such as those listed here, but their exact
strengths and vulnerabilities can only be
found outthrough exhaustive study and
calculation. For example, a character
who had done no more than to leaf
through a few compendia of demons
would know that B'krath are stealthful
killers which operate to best effect in
shadow—butitis hardly common know-
ledge that these demons do not barter,
and will only serve in exchange for a pre-
cise quantity of gold.

Demonology rolls are usually made
by the Referee on the character’s behalf,
so that the character can never be
entirely sure that his information about
a demon is correct until he has actually
tested it out. Information is broken down

DEMONS

Demonology in RuneQuest by Dave Morris

Part2: The Lesser Demons

In WD44 the basics of demon magic and summoning in RuneQuest
were covered. This issue we present the lesser demon races and their
abilities and weaknesses, the ways in which they should be dealt
with and the ‘benefits’ they can give the summoner. It should also
prove an easy matter to convert this series to other Fantasy Role-

Playing Games.

for convenience into five categories:

1. The demon’s abilities — POW, hit
points, fighting skill and damage, etc.
A successful Demonology roll means
that each ability is known to within
+25% (randomly determined by the
Referee).

2. Special wards against the demaon,
if any.

3. Thedemon's tractability —the prop-
ortion of friendly, neutral and hostile
individuals among a given demon
race.

4. The deman's probable require-
ments in bargaining.

5.Thedemon's resistance to Binding.
Asuccessful Demonology roll lets the
character know this to within =10%.

Characterstrying to discover these facts
for a particular type of demon check for
them after every 2-20 days (roll two d10).
Thisrepresents the time taken in research
and meditation. The check is made for
each of the five information categories
separately. In each case, if the Referee
makes the character's demonology roll
then he gives the player the correct
information — within the limits given
above. On a fumble the Referee gives
the player completely erroneous infor-
mation. Any other result on the
Demonology roll simply means that the
character has turned up nothing useful
and will need to spend another 2-20 days
in study.

A character might want to double-
check his results: he can go on devoting

- study time to a demon as long as he

wants. Forexample, Hajpool the Wary is
a student with a Demonology ability of
30%, trying to find out about Storm

Demons. Hajpool’s Master has told him
most of what he wants to know, but
insists thatas an exercise he determines
for himself any wards that can be used.
After his first study period, Hajpool is
informed by the Referee (correctly,
because a 27 was rolled) that the
appropriate ward is a fence of sharp cop-
per rods around the perimeter of the
pentacle. Wanting to make sure, Hajpool
spends another 2-20 days in his Master’s
library. This time he turns up no further
information. After six more study periods
Hajpool has twice been told that copper
rods are the proper warding, four times
drawn a blank, once beentold to use gar-
licand once that the properwardis a gold
Life Rune. He realises that the last two
must be incorrect results from fumbles
and that the two answers which agree
are almost certainly the right answer.

Note that because Demanology is a
complex subject, highly liable to error
and miscalculation, the chance of a fum-
ble is twice what it would normally be for
any other skill. A Demonology skill of
30%, for instance, leads to a fumble on
93-00 rather than 97-00.

The following is a list of lesser demons.

The first paragraph is general informa-
tion about the demon that any
demonologist would know or that could
be found in some demon bestiary. The
second paragraph is specialized infor-
mation that can only be discovered
through the right Demonology roll.

B’krath

B’krath are slender, prowling killers —
roughly humanoid in appearance but
with musculature and stance reminis-
cent of a jaguar. The jet-black fur of al>
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[>B'krath makes it particularly adept 4t {q

stalking in shadows (its Defence and
Stealth abilities are halved in bright
light). B'krath fight with their long pow-
erful talons and needle-sharp teeth.

Specialized knowledge: B'krath when
summoned always appear in groups of
three. The summoner thus temporarily
loses 3d3 points of CON! The three
B'krath are identical in their characteris-
tics, reaction to the summoner, etc, and
are in permanent mental rapport (not
mind link) with one another so that they
huntand fight as a team. B'krath will not
haggle over paymentfor their services—
indeed, they never communicate with
humans except to receive their instruc-
tions. B'krath will undertake only assas-
sinations, and must be paid 3000L worth
of gold dust for this.

Porphyrs
Vampiric blue-skinned demans, por-
phyrs are very tall and gaunt and have
all the normal powers of a RuneQuest
vampire. They have bald, veined heads,
eyes of limpid yellow and long seem-
ingly delicate nails. Overits robes a Por-
phyr will wear a silver cuirass with intri-
cate designs worked upon it.
Specialized knowledge: Porphyrs
have all the vulnerabilities of any vam-
pire. They have great difficulty control-
ling their passionate thirst, and the sum-
moner should wear a garlic sash as this
gives an effective Defense bonus of +10%
againsta Porphyr's attacks. The Porphyr
will demand at least one bound spirit
familiar as payment. From this it will
drain all blood and POW, destroying it.

Demon Wolves

Large, black wolves with red eyes. They

have excellent tracking skills and are

best employed as hunter-killers.
Specialized knowledge: Demon

Wolves are partially resistant to weapons

of non-Runic metal (which cause them

only half damage), and moreover any- g2
one striking a Demon Wolf with such a™*

weapon must resist its POW or suffer
one of these curses:

1. Arms paralyzed

2. Struck blind

3. Struck dumb

4. Transformed into a rat

5. Leg withered (halves movement)
6. Horribly disfigured (-10 from CHA)

A curse can be removed with dispe/
magic 2. Demon Wolves take double
damage from aconite-based poisons.
The minimum payment for a Demon
Wolf's services is the sacrifice of a sen-
tient being. They must be summoned by
night, as daylight demoralizes them.

Amorphs

At first glance an Amorph could be mis-
takenfora Gorp-anoozing blob of grey-
mauve protoplasm. But the form of the
Amorph is full of eyes and chattering
mouths, and it will occasionally extrude
temporary appendages.

Specialized knowledge: Amorphs are
best used as guards in dank places or
assassins where there are moats and riv-
ers to be crossed, as they travel freely
through water. Fire causes an Amorph
50% extra damage. Amorphs take 3d3
damageiftheycross aline of eucalyptus
oil, so this makes an excellent warding
material. Amorphs serve in exchange for
a litre of Gorp acid, on which they feed.

Succubi & Incubi
These are respectively the female and
male demons of carnality. Their true
forms are clawed and bat-winged, but
they appear to victims as beings of per-
fect beauty, matching their CHA against
the victim’s POW. Success means that
the victim succumbs to seduction.
Specialized knowledge: What makes
these demons particularly hazardous to
summon is the fact that, if hostile, they
may turn their charms against the sum-
moner and convince him to leave his
Pentacle of Protection. The summoner
should thus chain himself (or herself)
within the Pentacle’s bounds and have
some trusted servant take the keys.
Wearing a silver ankle chain reduces the
demon’s chance of charming by 15%.
Another defence is to drink the juice of
limes, which further reduces the demon’s
chance of charming by 05%. Succubi
and Incubi barter for payment of any
kind — jewels, spell potions, etc—to a
value of about 900L. When they sleep
with a victim they can drain him or her of
1d12 CON (which recovers at the rate of
one point a week). An Incubus has a 3%
chance of impregnating a female victim,
who will later give birth to ademon child
with its father’s powers.

Sraim

Sraim have a giant maggot’s body on
fourlong spidery legs, with a face which
is lumpish and misshapen as though
made of putty. They can detect items
thatthe summoner haslost and will lead
him towards such an item.

Specialized knowledge: Sraim serve
inreturn for at least one dose of potency
20 acid. In addition to biting in combat, a
Sraim is also able to spit its own acidic
venom (potency 5) up to 10m, with an
accuracy of 50%. o o

Pazuzu ‘;7
These demons are thin and manlike. J#F—
Their taut, glistening skin is ruddy- "#
bronze in colour, their leonine manes
are dusty grey and their eagle-like wings
and talons are darkest black. They can
breathe flame up to 10m.

Specialized knowledge: Pazuzu make
particularly useful servants because of
their powers of illusion (they can cast
image creation at will for no POW cost)
and their partial resistance to magic
(one-point battle magic spells cannot
affect a Pazuzu). Pazuzu require pay-
ment of about 750L worth of ivory. Offer-
ing a Pazuzu water brought from an
oasiscauses itto become more tractable
(-10 from its reaction roll).










































































































