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In fabled antiquity, there lived a great king of
the lands which border Arabia and India.

His queen begal him fwo lusty sons, Shahrivar
and Shahzaman, who were much renowned,
When the king died, Shahrivar ascended to his
father’s throne, and Shahzaman became Sultan
of Samarkand.

The two brothers ruled their kingdoms well for
tweniy years, ai the end of which Shahriyvar felt
a great longing to see his younger brother. He
promptly dispatched his vizier to Semarkand,
where Shahzaman was overjoyed to learn of his
brother’s invitation.

Shahzaman had barely feft his kingdom, when
he thought of a present he wished to bestow upon
his brother. He hastened back to his private
chambers, and found_his wife in the arms of a
Nublan slave. Aghast that his queen would
dishoror him so, ke drew his sword and slew them
both. He then returned to his retainers, and
Jjourneyed to be reunited with his brother.

Shahiriyar refoiced to see his brother, and held
Sfeasts and revels in Shehzeman’s honor. Buil

Shahzaman was sick at hearr at the thought of
his wife’s perfidy. Shahriyar was troubled by
Shahzaman’s distraught condition, and proclaim-
ed a great hunt in hopes of lifting his brother’s
spirits, but Shahzaman's despair was so great that
he would not stir from the palace.

Whilst Shahrivar was off at the hunt,
Shahzaman wandered miserably through the
courtyards. At length he espied Shahriyar’s
queen, a woman of wondrous beauty. He thought
ta greet her, when he saw that she and her slave-
girls were cavorting with Nubian slaves. The
thunderstruck Shahzaman reasoned that his
misfortune was less than that of his brother’s,
and at once his spirits lightened.

That evening, Shahrivar, sore perplexed by his
brother’s changing moods, requested an explana-
tion. Shahzaman told him all. Shahriyar dectared
hie could not believe his wife would be unfaithful,
but decided to test her. The next day, the brothers
pretended to go on a hunt and returned (o the
patace in secret. Thus a distraught Shahriyar saw
his queen’s bawdy revel,

As soon as Shahzaman left the kingdom, the
Sultan Shahriyar ordered his wife and all her
slaves piit to death. Thenceforth, he made it his
cusiont to marey a virgin each night, and stay her
the next morning. In the ensuing vears, many of
his people fTed the kingdom with their daughters.
At last came the day when Shahriyar's vizier could
Jfind no maidens for his master to marry, save for
his own daughters, Sheherezad and Dunyazad.

Sheherezad was a perfect daughter in every
way, versed in the wisdom of sages and the legends
of greuat sulians. Perceiving her father's distress,
she declared to him her willingness to marry his
master. '

A fter Shahriyar fay with Sheherezad, she wepl,
Sor she could not bear fo spend her tast night
without the company of her younger sisier.
Dunyazad was swmmoned (o the palace,
whereupon the two sisters tearfully embraced.
Dunyazad asked Sheherezad to tell one of her
Sabulous tales, so that the night might pass more
pleasantly. Fuscinated, Shahrivar stayed to listen
as Sheherezad began her tale...
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1. INTRODUCTION

In Arabian Nights, you become a hero or
heroine in the tales Sheherezad told to the spell-
bound sultan. You can enjoy these tales by
yoursell, or with a group of two to six players.

You and your friends will enter the world of
the seven voyages of Sindbad, of Ali Baba and
the forty thieves, and ol Aladdin and the magic
famp. You will discover this exotic and fabulous
world, then become an important part of it, and
ultimately tell tales to rival those of Sheherezad
herseif.

Y ou begin with the standard game, upon which
the three other versions are based. Here your
character becomes a hero in the unfolding of
several stories. Once you have an understanding
of the ancient Arabian culture, you can then add
richness and sophistication to the tales with the
adventure rules. You may wish to play alone with
the solitaire rules, Then there is the storytelling
concept, which is new to games but not to your
experience. You and your friends will vie to enter-
tain each other by telling tall tales.

Once you huve read pages 3 to 7, you are ready
to play this game, That's it — 5 pages. The rest

0

Arabian Nights is a paragraph-system
boardgame. During the game, you will en-
counter all sorts of strange beings and
creatures. You will then refer to one of the
lettered reaction matrices, which will offer
several options, You must choose one of
those options. A paragraph in the Book of
Tales will describe the results ol your
decision.

A paragraph-system game is based on the
same idea as the ““choose your own ending™
books which you can buy in any bookstore.
The books, however, contain a single
“‘adventure,”” which you can only play
through one or two times. In contrast, this
game is highly replayable because:

e over 1001 adventures are included;

* you must compete against the underlying
game system and the other players; and

* the system gives you greater conirol aver
events — you decide which cities to visit,
which skills to begin with, and so on.

_|:] Because of all these features, we may not

How Arabian Nights is Played

|

be exaggerating when we say that the game
will be played as long as the tales of Sind-
bad and Aladdin are remembered.

The Easieslt Way to Learn
the Rules

Have someone else teach them to you,
Failing that, you'll have to read them
yoursell.

Don’t worry if you don’t retain all the
rules on the first read-through. You're not
studying for a test; you’re picking up the
outline of how the game works. When you
play the game for the first time, expect to
refer back lo the rules to refresh your
understanding of how the game works. The
table of contents at the beginning of the rules
should help you find a particular rule when
vou need to refer 1o it.

If, however, you simply can’t find the
answer Lo a question, you may write us, and
we'll try to provide one. See the box below
for instructions.
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of this booklet (and the Book of Tales) consists
of background material and elaborations upon
the standard game.

The Thousand and One Arabian Nights await
you. Come, be our honored guest!

2. COMPONENTS

Each copy of Arabian Nights includes:
® One 22" by 17" mounted game map
= One sheet of 160 cardboard counters
» One rules booklet
¢ One Book of Tales
» Six B2 " by 52" player displays
* One 8Y:" by 11" reaction matrix display
¢ One 8% " by 11" component summary
® One 82" by 11" merchant display
® One deck of 64 cards
e Two dice
* Two plastic bags
® Dne game box
If any of these are missing or damaged, see the
box at the bottom of this page for instruclions
on how to get replacements.
The components are described more fully in
the “*Component Summary. "’

3. ARABIAN NIGHTS IS FOUR
DIFFERENT GAMES

The rules are divided into four sections. The
first section is for the Standard game, the sec-
ond for the Storytelling game, the third for the
Adventure rules, and the fourth for the Solitaire
game:

(3.1) The Standard Game

The Standard game is Lhe simplest version ol
Arabian Nights. 1t should be used when there are
new players, more than 4 players, or when you
want to complete a game in less than 2 hours.

-D Copyright ©1985 West End Games, Inc.
““Tales of the Arabian Nights'' is West End's
name for its game of fantasy adventure.
Trademark applied for.

Lf any of the game’s components are damaged
or missing, please write:

West End Games, Inc.
251 Wesl 30th Street
New York, NY 10001

In

Indicate which components are missing or
damaged. Include a stamped, self-addressed
envelope for speedy reply. As a resull of the
delicate registration reguirements for game
counlers, counters will sometimes be
misprinted, with small portions not being whol-
ly contained within the counter area. West End
cannot replace such counters unless they are
wholly illegible or otherwise unusable.

West End will answer guestions about the

game's rules: write 10 the above address. U-
Enclose a stamped, self-addressed envelope or
international reply coupon with your questions.
Questions must be typed or legibly printed. For-
mal your ¢uestions so they can be answered
“yes™ or ‘‘no” or with short responses.
Although we welcome comments and sugges-
tions about the game background and the
system itself, we cannot promise to respond to
such guestions, because of the press of work.gj




(3.2) Storytelling Game

This is a unique game, allowing players to spin
tales in the true tradition of the Arabian Nights.
It is simple to play, but presents its own
challenges.

(3.3) Adventure Rules

The Adventure rules make the game more
rewarding and challenging — but add about an
hour-and-a-half to playing time.

(3.4) Solitaire Game

Arabian Nights can also be played alone. This
game requires knowledge of the Adventure rulés.

THE STANDARD GAME

4. SETTING UP

(4.1) Sort and Place the Deck and
Counters

Up to six people can play Arabian Nights at
once.

Before beginning, each player takes a player
display and one of the six colored sets of player
counters. There are six counters in each set. Place:
= The character counter on the map in Baghdad,
¢ The “‘Destiny Points’ and “‘Story Points”

markers on the player display on the Destiny

and Story Tracks; each marker goes in the **1”
box of its track.

* The ““Wealth" marker on the player display
in the **Poor'" box,

Keep the Origin and Destination markers for
later use.

Place the Treasure counters in the box top or
a cup.

Sort the skill counters by type.

Shuffle the deck of cards and place it to one
side, Place the “'Ist Deck’’ marker next to the
deck. Exception: [n a two-player game, place the
“2nd Deck™ marker there.

Each player rolls two dice. High roller will go
first; other players follow in clockwise order.

(4.2) Choose Your Character’s Gender

Each player decides whether he will play a male
or female character. (Note that the back of each
character counter is printed with a female
character; use whichever side is appropriate.)

You may wish to read the Note to Western
Readers at the end of these rules if you choose
to play a female character.

(4.3) Record Viciory Formula

Each player must decide how many Destiny
points and how many Story points he will need
to win. He writes the numbers he chooses on a
piece of scrap paper — but the two numbers must
add up 1o 20. (For example, you could decide-you
needed 12 Destiny points and 8 Story points.) You
may keep the numbers you choose secret from
the other players. See Winning, section 5.)

(4.4) Choose Your Skills

Each player in turn chooses one skill counter.
You may choose any skill, except for Major Magic
{which can only be learned in the course of the
game). Repeat this step two more times, so that
all players have three skills, Place the skill
counters (*T’ side up) in any box at the top of
your display.

5. WINNING

There are two ways to win the Standard game
of Arabian Nights:
1) by fulfilling your formula of Story and Destiny
points and reiurning to Baghdad, or
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2) by becoming a Sultan and returning to Baghdad
{see section 6, Last Turn of the Game).
The usual way to win is through your victory

formula, which you choose when setting up. If

you have the points necessary to fulfill your vic-
tory formuleg, and return to Baghdad and siay
for an entire turn, you win. Note that, during the
turn that you remain in Baghdad, the other
players can do various things to either keep you
from winning, or share in the victory with you.

You should keep vour victory formula secret
from the other players until it is fulfilled, at which
time you must announce that you have met your
goals. (See section I5, Story and Destiny Poinis.)

6. LAST TURN OF THE GAME?

When a player enters Baghdad with the Sultan
status, or after earning the right number of
Destiny and Story points, ecach of the other players
has one last turn. The *“last turn’' of Arabian
Nights is very exciting. At the end of the “last
turn,”’ one of four things may occur:

* No one wins, and play continues,

= The first player wins.

* More than one player wins. [n fact, if all players
are in Baghdad and have fulfilled their victory
formula or have the Sultan status at the end
of the game, they all win.

® The first player loses and another player(s) wins.
In the example below, the last player would be
the sole winner if he fulfilled his victory for-
mula or had the Sultan status, All's fair,,.
Example: You have won by entering Baghdad

with the Sultan status, However, in his turn the
last player also enters Baghdad and plays a Special
card which makes you lose a status. Since you
are no longer a Sultan, no one can win at the mo-
ment, and the game continues.

7. GAME SEQUENCE

Each player takes his turn of Arabian Nights
as follows:

(7.1) Pass the Book of Tales

If your turn is just starting, you should be
holding the Book of Tales. Give it to the player
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on your left, who now becomes the reader for
your turn.

(7.2) Check Statuses and Treasures

If you have any status or treasure markers on
your player display, the reader announces their
effects before you move. (See Statuses, section
13 and Treasures, section 14.)

(7.3) Move

You may move as far as your wealth level
allows. (See Movement, section 9.)

(7.4) Encounter

When you have ended your move, you must
immediately check for an encounter. Do so by
drawing the top card from the deck, unless you
occupy a Place of Power. (See Encounters, sec-
tion 11.)

(7.5) Cards and Dice

After your encounter has been resolved, you
perform, in order, these special actions:

1) Card play: If you have fate cards, you may
play them if you meet the requirements. {See
The Cards, section 10.)

2) Conditional skills or statuses: [f you have any
conditional statuses or skills, you must make
a dice Toll to see whether the status or skills
are lost.

8. THE BOOK OF TALES

The Book of Tales is the heart of Arabian
Nights. DONOT READ THROUGH IT! [f you
do, you may limit your enjoyment of the game.

During the game, the reader will often be call-
ed upon to refer Lo one of the paragraphs printed
in the book. A number in bold type is printed at
the beginning of each paragraph. Al various
times, the reader will be asked to turn to a par-
ticular number in the Book and read the
paragraph which follows aloud, :

Sections 11, 13 and 14 describe how the Bock
of Tales is used.

9. MOVEMENT

You may move each turn (unless you have a
status which prevents movement). You are never
required to move, (Exception: see 9.2, Places of
Power). The maximum number of spaces you
may move {5 determined by your wealth.

(9.1) How Far You May Move

Look at the Wealth Track on the player display,
A land movement rate is printed above each box
on the track, and a sea rate below each box, Your
movement rate is determined by the box your
Wealth marker occupies.

Your character may move as many spaces on
the game map as your movement rate. A move
is a land move if it is between two spaces which
are connected by a land route, and a sca move
if the spaces are connected by a sea route. (Note:
The nature of the space does not determine
whether a move is by sea or by land; the nature
of the route determines it.)

You may combine movement (that is, move by
land and sea in the same turn) but you may never
exceed either of your limits.

Example: [f you have a sea rate of 5 and a land
rate of 2, you may move a maximum of five
spaces, no more than twe of which may be by
land.

(9.2) Opportunities to Enter Places
of Power

Each of the Places of Power has a one-way ar-
row leading from it. You may not normally enter
Places of Power. During the game, you may
receive an ‘opportunity to enter' a particular



Place; when you are given the right to enter, put
your Destination marker in the Place of Power
space. You may then enter that Place; if and when
vou do, remove the marker.

If you begin your turn in a Place of Power you
st leave it thal turn, unless you have a status
which prevents you from moving.

(9.3) Movement and Encounters

Attheend ol your movement, you must check
to see if you have an encounter (even if you did
not actually move your character),

An encounter may give you a free move (Ex-
ample, *‘free move to any coastal space,’”) or
“‘magically transport’’ you to a new space; in this
case, you do not check for a second encounter.

10. THE CARDS

The deck ol 64 cards contains both Fale and
Encounter cards. Encounter cards cause en-
counters; up to two Fate cards can be saved and
played later.

(10.1) When to Draw Cards

When you finish moving, draw the top card
from the deck. (Exception: If you end your move
in a Place of Power, you do not draw a card.)

[f the card you draw is an Encounter card (the
illustrated cards) vou have an immediate en-
counter. {See Encounters, section {1.) If it isa
Fate card (with the upside-down text), you keep
it and have no encounter,

Two-Player Games: Draw Iwo cards and
choose the one you want. Discard the other
immediately.

(10.2) Using Fate Cards

There are two types of Fate cards: City cards
and Special cards, (The upside-down part of the
fate card is only used with the Adventure rules.)
City cards contain the name of a city and a series
of results numbered from ‘1' to *6°. If you oc-
cupy the city named on a City card, you may play
the card alter your encounter for the turn is over.
When you play the card, roll a die. The roll in-
dicates the number of the resull vou receive. App-
ly the result immediately, then discard the card.

The cards use the abbreviations **D pts."” for
Destiny points and *'S pts."' for Story points. [F
the result tells you to gain or lose Destiny points,
Story points, or Wealth, move the appropriate
markers on your player display. A card may also
indicate a gain or loss of a skill or status; place
or remove the appropriate skill or status marker
fsee sections 12 and 13).

Ignore the words **if merchant’ or "'if quest™
when they appear on a card result {these are used
only in the Adventure game). For example, if the
result was "*score 2 D pts. if Merchant™ you would
just gain 2 Destiny points.

If you end movement in a space which is also
occupied by another player’s character, you may
play a Special card after resolving your encounter,
Apply the effects of the card, and then discard it.

One Special card allows a player to “‘use any
skill against'’ the other character. This card is used
only with the Adventure rules, and has no effect
in the Standard game. If youdraw it, discard and
draw again,

(10.3) Discarding Fate Cards

Y ou may never have more than two Fate cards
at one time. When you receive a third Fate card,
you must discard one of them immediately {but
not necessarily the one just drawn).

(10.4) Changing the Deck

When there are no more cards in the deck,
reshuflle the discards and re-use. Also change the
“Deck” marker (to ““Znd Deck’ when you
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reshuffle the cards for the first time, to ““3rd
Deck' when you reshuffle again).

11. ENCOUNTERS

When you have an encounter, you will face
some challenge or opportunity and decide how
to react. Your choice, along with your skills and
statuses, will determine how you are affected by
the encounter.

(11.1) Do You Have an Encounter?

After your move, you must draw a card
{whether or not your character moves), If the card
is a Fate card, keep it; no encounter occurs this
turn, If it is an Encounter card, you must resolve
the encounter.

Exception: Do not draw a card if vou end
movement in a Place of Power; encounters im-
mediately occur in Places (see below).

(11.2) The Encounter Charts

Y ou must now determine what your character
has encountered.

e |f you drew a Terrain Encounter card, deter-
mine what kind ol space your character oc-
cupies. (The Component Summary shows
what the terrain types are.) Look at the bottom
of your card, find the number printed next to
your terrain type. The reader finds that
paragraph number in the Book of Tales.,

MALNETIC
MOUNTAIN

Sauntain o lsbaml: 4
Sea: I RFarea: 3
Dyeagry A Cin f

Sindbad occupies a sea space; his player draws
the “Magnetic Mountain'' card, so the Reader
would turn to paragraph 2. If Sindbad were in
the mouniain space, the Reader would instead
{urn to paragraph 1.

Note: One terrain type on each Terrain En-
counter card is asterisked (*); the illustration ap-
plies only when the encounter occurs in that ter-
rain type. (This has no effect on play, but we men-
tion it so you won’t be confused when you draw
the Rhinoceros card and no rhinoceros appears.)
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¢ [f you drew a Character Encounter card, refer
to the Deck marker. Find one of the three num-
bers printed on the Encounter Card; which one
you use depends on which Deck marker is cur-

4

rently next Lo the card deck. The reader finds
that paragraph number in the Book of Tales.
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Deck
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First 7

Deck

Since the “2nd Deck”” marker is being used,
the Reader turns to paragraph 90; if the ““Ist
Deck" marker were in use, he would turn to
paragraph 85; and {f the "3rd Deck’’ marker were
used, (o paragraph 99,
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(11.3) Encounters in Places of Power
If you are in a Place of Power (and therefore
drew no card), find the number printed in the
FPlace of Power space. The reader finds that
paragraph number in the Book of Tales.

(11.4) Encounters Caused by City
Fate Cards

Some City Fate card results produce an en-
counter. When a player plays a City card and rolls
such a result, the reader turns to the paragraph
number printed on the City card, or the player
goes immediately to the reaction matrix, if no
number is given. A City Fate card encounter can
occur even if the player has already had a nor-
mal encounter in the same Lurn,
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The player goes to Banius, and plays this card.

He rolls a die; on a roll of:

= [, his weailth level is reduced by one.

® 2, he gains 3 Destiny points if he has any status,
1 point otherwise,

® 3, he gains one random treasure if he has any
status (nothing otherwise).

* 4, he pains the ""Lost"’ status.

» 5, he gains the ""Acting & Disguise’" skill.



e 6, he has an immediate encounier (even if he
already had a encounter this turn). He must
decide whether he wishes to encounter an
‘Efreeteh, u Thief or an Old Man. If he chooses
the 'Efreeteh, the Reader turns to paragraph
114 (which will be an encounter chart); if he
chooses the Thief, the Reader turns to 97; if
he chooses the Old Man, he goes directly to
Reaction Matrix H, and chooses an option us-
ing the ""Old” fine of the matrix.
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(11.5) Determining What or Who Has
Been Encountered

The first paragraph the reader turns to is call-
ed an “‘encounter chart.' Each encounter chart
contains a list of 6 or 12 numbers. Roll one die
and add:

* 2 to the roll if the encounter is in the Wild Area
(see Component Summary).

* 1 to the roll if you have between 5 and B Destiny
points, and 2 if you have 9 or more, (These ad-
ditions are printed on the Destiny Track on your
player display as a reminder.)

* If your character is in a space which has a black
number printed next to it, add that number 1o
the roll.

Once you have found the modified roll, the
reader reads the description next to that number
on the encounter chart,

o

=

Here is a typical encounter chart:
4.

1) Lost Merchant (J)

2) Wicked Hag (C)

3} Mad Slave (D)

4) Friendly Merman (H)
5) Mild Storm (G)

6) Lonely Princess (A)
7y Malicious Merman (H)
8) Crippling Thirst (G}
9) Beautiful Sheals (G)
10) Crippling Thirst (G)
11) Mad Captain (H)
12) Terrible Storm (G)

Suppose you have 9 Destiny points. The
encounter occurs in a Wild space which has
ablack **2" printed next toit. If you rolled
a six, it would become a twelve (2 lor the
black number, 2 for your Destiny total, and
2 for the Wilds), The reader, looking at
paragraph 4, would tell you that a twelve
means you have encountered a Terrible

Storm.
= e

(11.6) Choosing Reaclions

Next, you must refer to one of the reaction
matrices and chooses a reaction,

The reaction matrices are printed on a card-
stock display; it should be given to the player.
He must determine which reaction matrix is us-
ed. There are eleven matrices, labelled with a let-
ter from “A’ to “K.” When a character en-
counter occurs, the matrix letter is printed next
to the character name at the Lop of the card, When
a terrain encounter occurs, the matrix letter is
printed on the encounter chart next to the descrip-
tion. (In the example above, the G’ reaction
matrix would be used.)

Find the adjective which yvou found on the en-
counter chart on the left-hand column of the reac-
tion matrix. {In the example above, you would
find the word *“‘Terrible” [for Terrible Storm].)

At the top of thie matrix appear a number of

options. You must choose one of these options
as your reaction to the encounter.
Read along the line next to the adjective. If one
of the option columns contains:
® a star (%), you may not choose that oplion.
® the letters *'NE" (**No Encounter™), vou may
choose that option, but if you do, the encounter
is over immediately.
» 3 number, you may choose that option.
Note: You may only choose the “‘Court’ op-
tion if your character is of the opposite sex from
the character you are encountering,
o

Here is a sample portion of a Reaction
Matrix:

&
> & x
> & sy FE
e FTFCS
Terrible 703 #* 701 699 * &

In

(11.7) Finding The Award Paragraph
If the player chose a numbered option, he must

roll a die. If he rolls;

e | or 2, subtract one from the option number;
the reader turns to that paragraph in the Book
of Tales.

® 3 or 4, the reader finds the paragraph with the
same number as the option in the Book of Tales.

® 5 or 6, add one to the option number; the reader
turns to that paragraph in the Book of Tales.

(11.8) Reading the Award Paragraph
The reader reads the award paragraph aloud
to the players. At the end of the paragraph, a cryp-
tic code will appear. 1L will look something like
this:
D2/S1/W + 1 (Max: Poor)/Storytelling

The number printed next to the ‘D’ is the
number of Destiny points gained (or lost, if it is
a negative number). In the example above, the
player would gain two Destiny points.

The number after the *S’ is the number of Story
points gained (you can never lose Story points).
In this example, the player gains one Story point,

The ‘W’ refers to the number of wealth lcvels
gained or lost, and the maximum or minimum
this award can give. In the example, you would
gain one wealth level, but your wealth could not
be increased above “*Poor’' by the award,

Skills and/or statuses may be named in an
award. These skills and/or statuses are gained im-
mediately. The award above gives the player the
Storytelling skill. (See sections {2 and 13, Skills
and Statuses.)

Sometimes the awards will include & treasure,
either a specific one (such as ‘Ionian Gems (154)")
or a random one (‘Trea*’). If you get a specific
treasure, look through the cup or box cover and
pick it out. Note that Treasure counters are
printed with different treasures on the front and
back sides. If someone else already has the
treasure you are awarded, or has the treasure
printed on the other side of the same counter, you
are out of luck.

[f the award says ‘Trea™’, pick a treasure
counter at random from the cup and place it on
the table; then roll a die: On a 1-3, you get the
treasure which is showing; on a 4-6, you get the
treasure on the back of the counter.

Note: Sometimes an award paragraph will give
additional special effects. Simply do what the
paragraph tells you to do.

12, SKILLS

Often a skill will help you get a better award.
Keep this in mind when choosing reactions; for
instance, if you have the *‘Weapon Use' skill,
choosing ‘attack” is more likely to produce a good
award, whereas if you have ‘Courtly Graces', you
would want to ‘converse’ or ‘guestion’. During
the game, you may receive new skills,

Note: The Bargaining and Evaluation skills are
most useful to a Merchant (see the Adventure
rules). They are much less useful in the Standard
pame. You may still take these skills in the Stan-
dard game il you wish,

Each skill counter is printed on both sides, At
the beginning of the game, all of your skills are
aL ‘T* (talent) level, so they are placed with the
red side face-up. During the game, your skills can
increase to ‘M’ (master) level; when they do, flip
the counters to the yellow side.

(12.1) Talent Skills

Most award paragraphs are divided into several
sections, one of them labelled “*NO SKILL," and
one or more labelled with skill names. When the
reader reads your award paragraph, he should
read the first section of the paragraph, then ask
you if you have any of the skills listed directly
below the first section. (He does not read the
awards aller the skills, he just names the various
applicable skills.)

s If you don’t: He reads the “*NO SKILL" sec-
tion and the awards it gives.

¢ If you do: He reads the section and award print-
ed after the skill name instead.

« I[ several skills are listed, and you have more
than one of them, you may choose (0 use any
one of them.

¢ Sometimes a heading will be printed with the
word ‘mandatory.’ In that case, you must use
that section if you have the skill, even if other
choices are available.

[y

Suppose you were directed to award
paragraph 328;

328 'Your atlentions are fitting and pro-
per, but if you would truly honor me, you
must grant me your aid.”

INO SKILL: The task is beyond your
capacities and you cannot help. S1,

COURTLY GRACES: Your courtly
skills assist you in commending your
benefactor to the object of his/her desire.
In gratitude, a wondrous gift is bestowed on
you. S1/D1/Trea*/(Q:S.

QUICK THINKING: Your ruse gains
your benefactor an audience with the object
of his/her desire. Impressed with your wit,
your benefactor teaches you a bit of his ar-
cane skill. S1/D1/Minor Magic/Q:5S.

Results of paragraph 328: If you have
neither Courtly Graces nor Quick Thinking,
you gain | Story point. If you have Courtly
Graces, you gain | Story point, | Destiny
point, and a random treasure. {lgnore the
legend "*Q:S8", which has effect only in the
Adventure rules.) If you have Quick Think-
ing, you gain 1 Story point, | Destiny point,
and the Minor Magic skill.

If you have both skills, you may choose

which of the two skills you wish to use,

Note: Things other than skills sometimes af-
fect paragraph awards. For example, some
paragraph sections are headed with Status names,
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or *FEMALE’ {meaning only female characters
use this section).

(12.2) Master Skills

If you have skills at Master level, you can con-
trol your own fate to a greater degree. Do not
roll immediately for the award paragraph (see

71.5). Instead, the reader checks all three possi-

ble paragraphs first, to see whether one or more

of your Master skills are listed.

® [ they are not listed: Resolve the encounter in
the normal way (roll the die, check for ap-
propriate skills, etc.).

* If one of your Master skills is listed in one of
the three possible paragraphs, you may choose
to go to that paragraph without rolling the die,
(You may still roll instead, if you prefer.) Note
that it is not incumbent upon the reader to in-
form you if one of those skills has ‘mandatory’
after it.

Example: Suppose your option choice results
in the paragraph number 728, and you have the
Minor Magic skill at Master level, The reader
would look through paragraphs 727, 728 and 729
to see if the Minor Magic skill is listed in any of
them. If it is, you could then choose either to go
directly to that paragraph and receive its awards,
or 1o toll the die normally.

(12.3) Receiving Skills

You get new skills whenever an award contains
a skill name. For example, ‘D1/Piety’ would give
you one Destiny point and the Piety skill. New
skills are received al the Talent level, unfess you
already have the skill. In this case, if you afso
have 7 or more Destiny points, your Talent skill
becomes a Master skill (just flip the counter over).
If you don’t have encugh Destiny points, or if
you already have the skill at Master level, you
gel nothing.

(12.4) Conditional Skills

Occasionally, you will be granted conditional
skills. These are of four types: *7 or less’, ‘6 or
less', ‘1 use’, and ‘companion skills’. Conditional
skills have the same effects as normal skills. When
a paragraph awards you a conditional skill, take
the appropriate skill counter, but place one of the
white condition markers on top of it to remind
you that it is a conditional skill. The only dif-
ference between conditional skills and normal
ones is that you keep normal skills until you are
specifically instructed to lose them; conditional
skills can be lost as explained below,

o Skill 7 or less and skill 6 or Jess: during the Cards
and Dice part of your turn, roll two dice for
each such skill, If your roll is equal to or less
than the number listed, you fose that skill. (You

can lose a skill that you just gained that turn.)

» | Use: when you use the skill to affect the oul-
come of one encounter, you lose the skill.

» Compuarnion skiils: these represent the skills of
people travelling with you. They are tied 1o a
status (such as Married or Beloved). Place the
companion skills in a pile on top of the status
to which they are tied. 1f you lose the status,
you lose the skills.

If you are granted a conditional Talent skill
tor a skill you already have, ignore the conditional
skill, If you are granted a conditional Master skill
for a skill you have at Talent level, keep both
counters on your display. You are considered a
Master until you lose the conditional skill.

It is up to the other players to remind you to
roll for your conditional skill. If you forget to
do so and no one reminds you, you do not roll
for that turn and automatically retain the skill.

(12.5) Losing Skills

Skills may be lost, either permanently or tem-
porarily. Certain paragraphs will instruct you to
lose & particular skill. If you have that skill at
Talent level, remove it [rom your display. IF you
have the skill at Master level, turn it back to its
Talent side.

Skills may also be losl due to the effects of a
status. Such effects are temporary. Place all such
skill markers underneath the appropriate status
marker. When vou lose the status, you regain the
skills,

Note: Remember to place companion skills or
rop of the status markers they are tied to; place
temporarily-lost skills under their status marker.

(13.2) Losing Statuses

Il the status is later lost, simply remove the
marker and all skill markers on top of it from
your display. Return all skill markers that were
under the status marker to the top of your display.

You may never have more than one status, If
you receive more than ong, you lose all but one
of them immediately. Remove the extra statuses
in the same order in which they were received.

Example: You got the Blessed status last turn,
and receive the Scorned and Diseased statuses in
a paragraph this turn, You must discard Blessed
and Scorned (this was the order you got them)
to bring yourself back to one status.

Statuses can also be lost through paragraph
awards.

(13.3) Conditional Statuses

Siatuses, like skills, can be conditional, The
same rules as for conditional skills apply —i.e.,
vou roll for removal during the Cards and Dice
part of your turn.
¢ Statuses are never ‘1 Use."

» Some statuses apply only for 1 Turn, A *1 turn’
status is removed at the end of your next turn
(i.e., if you have a ‘| turn’ status that was not
received this turn, you lose it).

(13.4) Effects of Statuses

The number in a status box refers the reader
to the paragraph which describes the effects of
that particular status. The instructions of that
paragraph must be followed in any turn you have
a given status, nol just on the turn you acquire
that status.
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13. STATUSES

When something oul of the ordinary happens
to your character (such as being turned into an
ape or becoming Beloved), he receives a status.

(13.1) Receiving Statuses

You can receive a status in an award, from a
Fate card, and sometimes from another player.
Refer to the player displays: 28 status boxes are
printed at the top of the display, ranging from
“Accursed’” to “*Wounded.”” When a player
receives a status, place one of the white *‘Status™
markers on Lop ol the appropriate status box,
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It is up to the other players to remind the reader
to do this, Any time a player performs an action
which ignores the effect of his status, someone
must point this out before the end of his turn,
or the action stands.

Example: A player with the ‘Insane’ status is
required to allow another player to choose his
reaction in encounters. [f the player forgets and
chooses his own reaction (and no one points out
that he is Imsane), the action stands.

Some statuses prevenl you from moving. Some
lower your movement rate by one space, (This
is indicated in the status’ box.) Both land or sea
rates are lowered. For example, il you have
Princely wealth, your movement rate is normal-



ly 3 by land or 5 by sea; if your rate was lowered
by one you could move 2 by land or 4 by sea.

14. TREASURES

The treasure counters represent many of the
fabulous and magical items found in the Tales
of the Arabian Nights. Each treasure is printed
with a paragraph number; when you receive a
treasure, the reader should read that paragraph
aloud 1o learn the treasure’s uses and effects.

15. STORY AND DESTINY
POINTS

Story and Destiny points help you win the game
{see section 5}, they also have a number of other
effects, These are summarized on the Story and
Destiny Tracks on the player displays.

(15.1) Story Points

* When you reach 3 Story points, you gain the
Storytelling skill at Talent level (if you already
have Storytelling and 7 or more Destiny points,
increase il to Master level).

® At 7 Story points you gain one wealth level if
your current level is fess than Respectable.

= At 9 Story points, you may take a new skill at
Talent level. If you have 7 or more Destiny
points, you may instead raise one of your Talent
skills to Master.

Once gained, Story points can never be lost.
(15.2) Destiny Points

* At 5 Destiny points all your encounter rolls have
‘1" added to them for the duration of the game.

* At 7 Destiny points, you are eligible to receive
Master level skills,

* At 9 Destiny points, all your encounter rolls
have *2' added to them for the duration of the
game.

Destiny points can be lost, If you lose enough
Destiny points to drop you below one of the ef-
fects on Lhe display, that elfect no longer applies.
Note that if you drop below 7 Destiny points, you
are no longer eligible to receive Master level skills.
You still maintain the ones you have.

16. WEALTH

Your wealth level represents how rich you are.
The curious may wish to know that wealth levels
are not an arithmetic progression. it takes less ‘uc-
tual’ money to go from Poor to Respectable than
to go [rom Respectable to Rich.

(16.1) Wealth and Movement

Your wealth level determines how fast vou can
move (see section 9), Your sea rate increases as
you buy better and faster ships; your land rate
slows, as you gain a larger and larger entourage.

(16.2) Gaining Wealth

Wealth can be gained as part of an award, from
another player {see below), from Fate cards, or
by selling treasures. Wealth may never exceed
‘*Fabulous’, You may not have Fabulous wealth
unless you also own a (reasure, as indicated on
the player display.

(16.3) Losing Wealth

Wealth can be lost in award paragraphs, or by
spending when opportunities are given in the
Book of Tales.
¢ Your wealth level may never fall below Beg-

gar. If you are a Beggar, an instruction to lose

a wealth level is ignored; ol course, you may not
spend a wealth level as long as you are a Beggar.

« If you have Fabulous wealth (and therefore a
treasure) and you lose the treasure, your wealth
level drops Lo Princely immediately.

(16.4) Giving Wealth to Other Players

Certain statuses can be removed if you give a
wealth level to another player. (The status
paragraphs say when this is so.) If you give
another player a wealth level for.this or any other
reason, the following rules apply:

You can give a wealth level 1o another player
in your space only during your turn, and you must
do so either before or after (but not during) your
move.

You always go down one level. The other
player’s level only rises if your new level is at least
as high as his old level.

Example: If you have Princely wealth, and give
a level to a player who is Rich, you go down to
Rich and he goes up to Princely.

Example: If you are Rich and give a level to
a player who is also Rich, you go down to Respec-
table, but he does not go up to Princely.

YOU HAVE JUST READ ALL YOU
NEED TO READ.

You can play the Standard Game immecdiate-
ly. If you prefer, or if you have played several
times and wish to add sophistication (and play-
ing time) to the game, you may continue with the
Storytelling and/or Advenlure rules.
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THE STORYTELLING GAME

Tales for a Thousand and One Nights

We marvel at Sheherezad’s feat — telling one
thousand and one tales, one a night for almost
three years — bul the Book of Tales contains the
seeds of that many lales and more. These rules
use those seeds to create a true storytelling game
— a game true to the spirit of the Tales of the
Arabian Nights, combining the pleasures of social
gaming and the entertainment of dramatic
storytelling.

Try this version of the game afler vou’ve played
the Standard game several times and have gotten
a feel for how that game works and the flavor
of the adventures found in the Book of Tales.
Warning: Don’t be surprised if you feel a little
awkward the first lime vou play this version of
the game. YOU HAVE NEVER DONE THIS
BETORE! There aren’t any other games like this.
However, il you are the adventuresome type of
person that will buy this game, you are the kind
ol person whoe likes innovation and new
cxperiences.

Note: The Storytelling game can be played with
either the Standard or Adventure rules. The Stan-
dard game is preferred, since storytelling adds to
the game’s length. 1t is best played with at leas?
four players; many players feel uncomfortable
telling stories at first, but a large number of
players all of whom are cheerfully making fools
of themselves makes things more congenial.
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17. RULES CHANGES

All Standard game rules are used in the
Storytelling game, with a few modifications:

* Game Sequence: Keep the Book ol Tales dur-
ing your turn. Do not pass it to the player on
your left, You act as your own reader,

¢ The Award Paragraph: When you come Lo the
award paragraph in an encounter, do nor read
it aloud! This is where the storytelling part of
the game begins.

18. TELLING YOUR STORY

Your encounter paragraphs are the basis for
the story you will tell to the other players. You
will dramatize and embellish the story lor your
listeners, just as if you were Sheherezad telling
her stories to the Sultan so he wouldn'l put her
to death.

Y ou will not be put to death if you fail 1o tell
a story. That doesn’t seem appropriate in a family
game, Instead, if you tell a good story, and tell
it well, you will receive extra points and other
awards. Important: Youw do not have ro tell a
story! 11 you decide nol to tell a story, you don't
lose anything — you just don’t receive the extra
points or awards.

Storytelling Procedure

When you have an encounter, read the
paragraphs quietly to yourself and take one
minute to prepare to tell the story. You get two
minutes to tell your story, or as much of it as you
can tell in two minutes. As you tell your story,
the other players may add sound effects, extra
dialog, and appreciative noises at your direction,
Then you will propose awards and the other
players will vote to determine the actual award
YOU TECEIVE.

Preparing to Tell the Story _,

The story you will tell shofild be based on the
being or event you have encountered, your chosen
response (Court, Grovel, Attack, etc.), and the
outcome as described in the Book of Tales
paragraphs. I a secondary paragraph is ap-
propriate (if you have the appropriate skill, status,
or possession), you may choose that paragraph
as usual and take it into account in your story,

You have one minute to read the paragraphs
and gel ready to tell your story. Then you have
two minutes to tell your story. You must begin
your story by the end of the one-minute prepara-
tion period. Your story ends after three minutes
of preparation and telling, but you may use less
than a minute to prepare if you like.

Telling the Story

Your story should follow the basic outline
described in the paragraphs, with the same set-
ting, characters, and events, You may invent ad-
ditional events, add new characters and cir-
cumstances, embellish the details, even wander
from the original paragraphs Lo a certain extent,
but don't abandon them completely, or Lhe other
players should deny you the additional awards,

Y our basic purpose, other than earning points
and awards, is to charm and entertain vour fellow
players. *“The tale is in the telling,”” and below
in section 20 we give you some suggestions on how
to tell a good 1ale.

As you tell your tale, encourage the other
players 1o participate. Prepare them before you
start your tale by assigning additional roles or
sound effects, or simply point at other players
in the middle of your tale, encouraging them to
provide a whistling desert wind, crowd noises, the
cackle of an evil wizard, or the sigh of a love-
sick prince.



Three minutes after you have begun your
preparation for the story, the other players should
tell you lo stop, whether you have completed the
tale or not. {The other players always have the
right to waive the three-minute limit if they are
entertained enough to want you (o continue, but
it is a practice that should be discouraged, or the
game will run to all hours.)

Reading the Paragraphs Aloud

After you- time is up, read the paragraphs for
your gncounter aloud so the other players can
compare your story with the one in ithe Book of
Tales, Il you have considerably enriched the
original paragraphs in your telling, the other
players should vote lor additional awards. If you
have failed to account for the events, characters,
and settings given in the paragraphs, they should
be less generous in their awards,

Proposing Your Additional Awards

When you've finished reading the paragraphs,
announce an award that you think you ought to
receive (n addition to the awards you would nor-
mally receive as listed in the award paragraph.
The proposed additional award should be of the
following form:

¢ One point for experience (either Destiny or
Story});
PLUS

* An additional award for excellence (either a ran-
dom treasure, a wealth level, a specific status
or skill, an opportunity to enter a Place of Power
or another Destiny or Story point},

Note: The act of storytelling should not be con-
fused with the Storytelling skill,

Selecting the Best Supporting Player Award

After you propose your own additional awards,
secretly wrile the name of another player that you
feel should receive an award for “‘Best Ac-
tor/Sound Effects/Audience in a Supporting
Role.** That player will also receive addilional
awards that you receive,

Voting for Additional Awards

The other players now vole, one at a time,
beginning with the player on your left. Each
player votes on whether your story was
Unremarkable, Satisfactory, or Outstanding.
(You yoursell may not vote.)

If the majority vote that your story was
Unremarkable, vou receive only the awards listed
in the encounter paragraph — no additional
awards. Better luck next time.

[f the majority vote that your slory was
Qutstanding, you receive the normal paragraph
awards, the experienge award (a point of some
kind) and the excellence award.

In any other case your story is assumed to be
Satisfactory, and you receive the normal
paragraph awards PLUS the experience award
(the one point of either kind you suggested), but
not the excellence award (the treasure, wealth
level, status, etc., you suggested).

Making the Best Supporting Player Award

You now reveal the name of the player that you
selected as best supporting player. That player

receives the same experience award that you do.

If you didn't get any additional awards, he doesn’t
either, The best supporting player never receives
any of your normal paragraph awards.

After the Tale is Told
Once the story is told and the awards voted on,

the “Encounter’ part of your turn is over, and
you proceed to the “Cards and Dice'' part.

19. JUDGING AND VOTING
FOR ADDITIONAL
AWARDS

Three things can improperly influence a
player’s judgment of another’s story: 1) reluc-
tance to give something to an opponent that will
help him win; 2) the desire to use votes to influence
other players to become allies or enemies; and
3) reluctance to publicly judge another person’s
creative efforts.

Many other games promote competition and
diplomatic maneuvering. This is the only one
which promotes storytelling. To appreciate this
game at its best, suppress your competitive and
diplomatic urges and emphasize your apprecia-
tion of a good storyteller. Be objective when you
vote on awards, and consider whether the tale was
entertaining and well told, not whether your vote
will damage or improve your chances of winning.

Making public judgments of others’ creative
efforts always creates a tough social situation.
“My, you made that dress yourself? Err....
Nice.”" “My, what a wonderlul idea for a new
casserole — liver and fruit cocktail — how
original."

Remember these principles as you prepare your
votes:

L. Play nice, When in doubt, be generous and
supportive.

2. Reward improvemenl as freely as you reward
achievement. As folks catch on, they get better
and better at this type of game.

3. Some of us are natural storytellers. It is our
job to inspire and encourage the others by our
efforts, not to crush them under the burden of
our casual competence. Don’t gloat or be scorn-
ful. Applaud effort and improvement. Offer sug-
gestions. Make others feel good.

4. At least in the beginning, play mainly with
good [riends, folks you trust, Later you can bring
the gospel to the uninitiated.

Section 20 offers objective criteria for judging
the quality of stories and the skill of their tellers.
Keep these in mind as you vote, and refer to them
specifically when you tell the player what your
vote is. “Gee Doug, you really had a lot of detail
and creative ideas in that one, but you forgot com-
pletely about the beggar you were supposed to
encounter. I vote Satisfactory."'

20. STORYTELLING TIPS

This section serves two purposes: first, to help
the player prepare for and tell a good story; and
second, to suggest standards to guide the au-
dience/voters in evaluating his tale.

(20.1) Effective Storytelling

Here are five things to look for in good
storytelling:

Exploit Your Own Experience

When telling a tale, use your own experiences
to help bring the tale to life. By **experiences,”
we tnean both personal experience — events you
yourself have participated in — and vicarious ex-
perience — experience you have gained through
reading, TV, movies, and so on, Use these to lend
added depth to your story and to create the illu-
sion that you are telling of something you have
seen or done yourself,

Telling a story as if il were your own creates
an emotional bond between the storyteller and
audience. When the paragraph setting is a crowd-
ed city street, think of your own feelings when
caught in the crush of human flesh, If the
paragraph features a powerful ‘Efreet, recall a
film or cartoon genie and keep hinl in mind as
vou tell vour tale.

Creative Imagination

As you tell your story, don’t hesitate to im-
provise, add details, follow impulses, and make
up new characters and events. Don’t expect to
be creative and clever all the time — sometimes
your paragraphs just won’t inspire you. You can't
force yourself to be creative, but you can
recognize and exploil creative impulses when they
appear,
Develop the Background and Sense of Place

The setting of the Tales of the Arabian Nights
15 a time and place very different from the modern
Western world. Try to capture the atmosphere
of Arabic culture — the piety of the dervishes,
the power of the sultans, the sordid shrewdness
of the beggars, the mystique of distant lands, the
marvels of the magical world. As you play the
game, you will become more familiar with the
customs, beliefs, and settings peculiar to the Tales
of the Arabian Nights,

Provide a Dramatic Role for Your Audience

Though it is entertaining to be an audience for
a good storyteller, it is even more fun lo par-
licipate. Whenever possible, give other players
the chance 1o play minor roles, improvising their
responses to your characters, or let them provide
sound effects — storm winds, crashing thunder,
the reserved murmur of the Caliph’s viziers, the
cruel taunts of the hunchbacked jailor.

Use Voice and Gesture (o Dramatize the Action

Stand up. Wave your arms. Climb up on your
chair, Shout through cupped hands to simulate
the powerful commands of the djinn. Act out a
sword tight. Pantomime your stealthy entry into
the rich merchant's house, and your shock when
you open a chest to discover a magical guardian.
Put emotion and emphasis in your voice where
necessary — inanger, terror, scorn, and misery.
Even when simply narrating facts, exaggerate the
rise and fall of your voice, just as if you were
reading a story to a child. Overdo it, Be a ham,
If you are an adull, forget that you have a respon-
sibility to be restrained and dignified,

(20.2) Elements of a Good Story

The basic elements of the story vou tell should
come from the paragraphs: the plots, the
characters, and the setting. As you read the
paragraphs in (the one-minute preparation period,
po over these basic elements: what happens in the
story I'm going 1o tell; who are the characters;
and where does the story take place? You may
want to add a few characters or events, but don’t
forget — you have a limited time to tell your story.
[f you make il too complicated or invent too many
new clements, vou will find it hard to deliver the
story in the time allotted,

Budget your storytelling time. If the setting is
mmportant (for example, if your character is
threatened by a storm or whirlpool), spend time
describing the setting, If the characters (or
creatures) are important (for example, the
mermen, the roc, or a wicked vizier), make sure
they get described properly. If the story is a comic
sequence of increasingly absurd situations, make
sure you have time enough to get through them
all,

If the story has a moral (and in the Arabian
Nights, they often do), emphasize that moral as
vou tell the story and when you reach the
conclusion.

Keep the mood of your story consistent, 1f it
is comic, keep it comic throughout, If you want
a pathetic tragedy, start out pathetic and end
pathetic.

One distinctive feature of the Tales of the Ara-
bian Nights is its use of ‘the-tale-within-the tale.’



Often the narrator will start out telling one tale,
then tell another tale to illustrate some point in
the original tale. For example:

"My daughter came to me and said she wished
to marry this poor ne'er-do-well. I told her the
Sollowing story about the foolishi merchant and
the raunchy stave girl:...

oo

... and 5o the merchant was properly chastened
Sor his unwise actions. And through this rale,
I demonstrated the folly of marrving beneath your
station. Nonetheless, [ gave her permission (o
marry this ne’er-do-well, and it came (o pass as
f predicred...."”’

The most important tool of effective storytell-
ing is concrete detail in describing the setting and
characters. Visualize them — the echoing
darkness of mysterious caverns, the rich ornamen-
tation of the Sultan’s audience room, the grotes-
que warts and wrinkles of the old hag’s face, the
glittering evil eye of the Magian wizard, the vast
and empty silence of the City of Brass. Don't
forget the senses other than vision — the sting
and stench of the smoky housefire, the tremble
and chill of the terrible storm, the roar of the lion.
(20.3) Using Game Elements
Exploit Your Statuses and Skills

Use your statuses and skills as improvisational
cues to make your story appropriate for your
character, Even if your skills or statuses are not
listed in the paragraphs, think of ways that your
character’s distinctive abilities and limitations will
fit into your story. For example, if your character
has Piety, Wisdom, Storytelling and the
Respected status, and you choose to honor a
Friendly Sage:

"... and the venerable wise man was so moved
by iy tale that he wept and begged me to become
his companion, that he might share my wisdom
and experience, and achieve enlightenment.”’

Angling for a Specific Award

Suppose you really want a treasure, and you
choose to 'rob’ the *All-Powerful Wizard.” Even
if there is no treasure award mentioned in the
award paragraphs for your encounter, you can
set your story up in such a way that the other
players may award you the treasure. Portray the
wizard as extremely powerful, and describe in
glowing detail the wondrous treasures he has in
his cavern. Tell how you used each and every one
ol vour skills just to stay alive, and how at last,
through desperation, courage, good fortune, and
the will of Allah, you managed to snatch a
marvelous sword and flee for vour life, bleeding
profusely, only steps ahead of the wizard’s evil
minions., How could they refuse ta reward such
heroic exploits as these?

Summary: When telling a story or deciding how
to vote, keep in mind:
1. Exploit your own experience.
2. Use your imagination.
3. Be true to the background and mood of the
Arabian Nights.
4. Provide roles for your audience.
5. Use voice and gesture to dramatize the
action.
6. Be consistent,
7. Provide concrete detail.
8. Exploit vour skills and statuses.

21. AN EXAMPLE OF
STORYTELLING

You have received an encounter with a
‘Destitute Beggar’ and, foul cur that you are, you
decide to ‘rob’ him. You find the appropriate

paragraphs and learn that none of your skills are
mentioned, so you will have to use the ‘no skill’
paragraph as the basis for your story. Here are
the main and ‘no skill" paragraphs:

You are so amazed at the wealth of this apparently
destitute soul that you cry out in surprise.
NO SKILL: Another hears you, and you are ap-
prehended in the act. Your victim turns out to
be a vizier who is sojourning among the people
to learn of their condition. D1/Imprisoned.

Here's your preparation:

Setting: Not given, but the streets of the city
where you encountered the bepgar (Damascus)
will do. Figure a big crowd, merchants and ven-
dors hawking their wares like in Raiders of the
Lost Ark. Later, when you are judged, you'll be
in the Caliph's chambers, surrounded by advisors
and sumptuous wealth, and finally in the prison
cell, with a taunting hunchback and hours among
the cold, clammy stone walls,

Characters: The robber — yourself — and the
beggar/vizier are the main characters. The crowd,
the citizens or soldiers who arrest you, the court
of the Caliph when you are judged, and the hun-
chback, are minor roles you may assign to other
players or play vourself. If you have time, give
a thought to visualizing the minor characters.

Plot: 1. You see a seemingly harmless beggar.
Slime that you are, desperate for money, and too
weak to handle tougher game, vou attack the
wrelch. 2. You open his ragged coat and discover
robes of many hues and of the finest silks. You
shout in surprise, and others notice you standing
over the beggar. You are quickly clubbed to the
ground by an angry mob and taken before the
Caliph. 3. In his chambers, The Caliph explains
why he has sent his vizier among the poor — to
see about their welfare. He curses you for your
own behavior, and condemns you to prison, 4.
You are locked away in a jail cell, with no com-
pany but a cruel hunchback. However, the
solitude and hardship gives you time to reflect,
and you decide to lead a virtuous life henceforth,

You figure that the Wisdom skill would be an
appropriate additional award to ask for. You ask
the players to provide the noises of a busy
marketplace and the court of a rich Caliph. You
assign the role of the beggar-vizier who gets
pounded and the unpleasant hunchback jailer, but
you reserve the Caliph’s role for yourself, because
you want him to be completely sympathetic to
you,

All this planning takes place in seconds, but
vou think vou have enough to start, so you begin
telling your story.

You start off with a quick description of the
crowded streets, getting the players into the act
with crowd noises. You describe the beggar-vizier,
encouraging the chosen player to look and act

-beggar-like. You tell the other player to stand and

face away from you. You pantomime sneaking
up behind the beggar as you tell your tale, then
mime clobbering the beggar, encouraging the
other player to slump and moan convincingly,

You continue through the outlined events, en-
couraging the other players to participate where
appropriate, acting out anything dramatic with
voice and gesture as you develop your tale.

Suddenly, in the middle of telling your story,
you realize that your Beguiling talent might help
you with the Caliph, so you improvise a quick
twist (o the story. (Hail to the Creative
Imagination!)

When the Caliph chastizes you for abusing the
vizier, your response is to plead that the very thing
that the Caliph hoped 1o learn by sending out the
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disguised vizier — the condition of the people —
is the reason for your attack. You are so hungry
and poor, as are the rest of the people, that you
are reduced to crime to stay alive. The Caliph is
admonished, and decides to alter the terms of your
imprisonment to labor in his service, where he
may speak to you of the affairs of the common
man.

Alas, you have planned a bit too much, for you
run out of time just as you are presenting your
plea to the Caliph. You give a quick summary
of the rest of story ideas vou had intended (o
develop, then read the paragraph aloud Lo the
others. Then you make your proposal for an
award — a Story point for having a dramatic ex-
perience, and Courtly Graces skill, for becom-
ing a confidant of a Caliph. You jot down the
name of the player who did the beggar-vizier as
best supporting player, for he was mosl
cooperative and dramatic in his moaning,

The other players consider for a moment, then
announce their votes. One votes only Satisfac-
tory, because he thinks you tried 10 twist the in-
tent of the paragraphs too far, but the others vote
Qutstanding because your tale was full of action,
violence, and drama, and they liked the little twist
at theend. You get a Story point and the Courtly
Graces skill, as does your choice for best suppor-
ting player. Don't forgel that you gel an addi-
tional DI and the Imprisoned status from the
paragraph itself.

THE ADVENTURE RULES

These are a collection of optional rules which
the players may choose to add to the Standard
game of Arabian Nights. Each rule can be used
separately, or with other adventure rules. Each
adventure rule adds rich detail to the game, as
well as some time and complexity.

22. QUESTS

Instead of using the normal victory conditions,
you may choose to undertake a quest. (Other
players may, if they wish, opt to continue using
the normal victory conditions.) When playing the
quest, you are assumed Lo be on a great quest for
the Sultan of Baghdad., He secks an item of won-
drous power, or perhaps the hand of a particular
maiden in marriage. When you have completed
Iwo quests, you win by returning to Baghdad.

(22,1) Starting the Quest

The upside-down part of a Fate card is called
a Quest card. If you have no Quest card at the
beginning of your turn (¢ither because you are
taking your first turn, or because you have just
completed a quest), get one by drawing from the
deck until you get a Fate card (discard any En-
counter cards), then turn it upside-down. The be-
ing named is the first person or thing you need
to find.

(22.2) Going on a Quest

Each Quest card is printed with a name and
a paragraph number. The name is the person or
thing which can help you fulfill the quest, The
number is that of a paragraph in the Book of Tales
which lists other important information. You
should look up the paragraph as soon as you get
the Quest card.

Each guest paragraph has two parts: a special
table for fulfilling the quest, and a list of several
spaces on the board. When you reach one of these
spaces, you have found the being listed on the
card, and can roll on the table,

(22.3) Fulfilling the Quest

You can fulfill the quest in one of two ways:



» Have a successful encounter with the listed be-
ing, or

* Arrive at one of the spaces listed in your quest
paragraph, and make a successful roll on the
table,

It is possible to find the being listed on your
Quest card through the normal encounter pro-
cedure; if you do, follow the regular procedure
in all ways. If the letters ‘Q:S' (‘Quest Success’)
appear in the final paragraph, you have suc-
cessfully completed that quest. 1f *Q:8" does not
appear, there is no further effect,

Il you arrive at one of the spaces listed on the
quest card, you may roll one die on the quest table
printed in the quest’s paragraph to try to com-
plete that quest. (Roll during the Cards and Dice
portion of your turn). You only get one chance
to roll,

* Add all the appropriate modifiers listed in the
paragraph to your die-roll,

s If the result includes a “Q:8’, you have fulfilled
your quest (in addition to the other listed ef-
fects), Otherwise you have not completed your
quest.

(22.4) Extending a Quest

You will not always be able to complete your
quest on the first card. Instead you will be refer-
red to someone else who can help; this is called
extending the quest. (This result appears frequent-
ly on the quesi tables.) When your quest is ex-
tended, draw from the deck until you get a Quest
card (just as if you were starting a new quest).
Put the new card on top of your earlier quest

card(s). Now you must find this new being Lo com-

plete your quest.

You may voluntarily elect to extend your quest
but only if you are:
¢ having an encounter with the object of your

guest. (You may wait to see if you get the ‘Q:S’

first.); or
® in one of the spaces listed in your quest para-

graph (you may not roll before deciding to ex-
tend the quest).

Note: Most of the quest table modifiers include
‘ + 1 to the die roll for each additional Quest card
in the current quest.' This means thal each time
you extend your quest, you will get an additional
plus one to the die for your next roll, It might
be to your advantage to extend a quest rather than
roll, both to avoid possible bad consequences of
failing a roll, and to get the extra + | on the next
part of your quest.

(22.5) Winning the Quest

Once you have finished your first quest, you
draw a new Quest card.

Once you have received Q:S results for two
complete quests, you win by entering Baghdad.
The other players then get their last turns (See
section 6).

(22.6) Rules Changes

Do not ignore the *1f Quest”' gualifier on the
Fate cards.

23. MERCHANTS

Instead of using the normal.victory conditions,
you may choose to play a Merchani. (Other
players may, if they wish, opt to continue using
the normal victory conditions, or to use the Quest

victory conditions.) When playing a merchant,
you try to accumnulate great wealth and stores of
treasures, The easiest way to do this is by trading
the products to be found in the cities around the
world, If you enter Baghdad with Fabulous
wealth (which means you must possess at least
one treasure), you win. Only players who an-
nounce that they will play a merchant may engage
in trade,

If at least one player announces that he will
be a merchant, during set-up put all the trade
route (yellow arrow) counters in the box bottom
or in a cup.

(23.1) Beginning Trade

All cities on the map (except Baghdad) have
two or three products listed next to them. These
correspond to the products printed on the Mer-
chant Display. Trade consists of connecting pro-
ducts on the display with trade route counters,
and travelling to cities with connected products,

If you end your turn in a city, and you had an
encounter in that city this turn, you may start a
trade route. You are never required to start a
route.

To start a trade route, draw a trade route
counter from the cup. You must decide how many
counters you will draw.
® You may draw one counter for each level by

which you reduce your wealth.
¢ [f you have Bargaining at Talent level, you may

make one free draw. If you have Bargaining
at Master level, you may make two free draws.

Example: You have Bargaining at Talent level,
and spend two wealth levels; you may draw a total
of three counters.

(23.2) Placing Trade Routes

Once drawn, trade route counters must im-
mediately be placed on the Merchant Display.
Counters are placed in the empty boxes, never
the product boxes. They may be played in one
of the following ways:

* {0 point away from one of the products available
in the city you occupy.

* 1o continue a chain started by a previous ar-
row. The point of one arrow must aim at the
base of the next. If a trade arrow points izte
a product box, that box may be counted as an
intervening arrow pointing in any direction.

' Jade

¥ |

Arrow B is correctly placed because il leads
away from a product box; arrow C is also cor-
rect because its base abuis the point of arrow B.
Arrow A is incorrect; it does point away from
the Jade box, but it points toward the side of ar-
row B, instead of its base. Arrow D is also incor-
rect; it points away from an empty box, instead
of a product box or another arrow. Arrow E Is
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incorrect afso, since it is placed ''sideways"’; ar-
rows must always be placed squarely in a box.
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(23.3) How Trade Routes
May be Placed
» Trade route counters may be placed from any
or all of the products in the city you occupy.
® All counters drawn together must be placed im-
mediately. They may not be ‘saved’ for later use.
* You may not place a counter in such a way that
it points toward another counter, but touches
the side or point of that counter instead of its
base.

® Important: Only trade counters for which you
spent wealth levels may be used to continue a
chain. Trade counters drawn because you have
Bargaining can onfy be used to starf a chain.
Furthermore, a **free Bargaining’’ counter can-
not be used to start a chain if the chain starts
in a product box that already has a chain leading
away fromit. A **free Bargaining’’ counter can
only start & chain from a product box that is
not already the beginning of a chain.

Salt Hides

Paper | Grain

The Merchant player spends one wealth fevel
to obtain one trade counter, He has Bargaining
at Talent level, s0 he oblains a second counter
Jor free. He announces that the first counter he
draws will be the one for which he speri wealth,
and the second will be the ""Free Bargaining”
counter. He draws counters A and B,

Counter B can only be used (o start ¢ chain,
so he places it as indicared, Counier A cannot
be placed to continue that chain, because its base
is along the flat side of the counter, instead of
a diagonal, This is unfortunate; if Counter B
could have been used to continue a chain, the Mer-
chant could have played it in box X, which would
have given him a completed trade route from Aloe
to Grain.
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When there are no more trade counters in the
box bottom or cup, take all the previously used
counters and put them back in the bottom or cup.
[f there are no more counters available, no new
trade counters may be placed until some are cash-
ed in (see below).

(23.4) Making Profits

If a chain of arrows leads from one product
box to another, you may '‘cash in* the chain by
entering a city where the “‘destination product’
is available. When you cash in, remove all trade
counters along the chain from the Merchant
Display, and place them to the side,

If two or more separate routes point to the
destination product, you may cash in on any or
all of them. If you choose to cash in, you may



not draw any arrcws at that city that turn, You
must have an encounter in order to cash in.

No chain may be cashed in if it points from
a product back to itself, orif it is between 2 pro-
ducts that are both found in the same city you
are currently in.

When you cash in. you gain wealth. The
number of wealth levels gained equals the number
of arrows and product boxes in the chain, nof
counting the starting product and the ending pro-
duct. 1f you could cash in for three or more wealth
levels at one time, you may instead take a treasure
from the cup. (If you do this, you gain no wealth
levels, repardless of the length of the route.)

l
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The trade route that goes from Salt to Salt can-
not be cashed in, because routes which return to
their origin are valueless.

If the Merchant is in a city with Perfume, he
can cash in the route which goes from Aloe to
Perfume. He would gain three wealth levels by
doing so, since there are three trade counters in
the route, He could afso cash in the route from
Hides to Perfume, which would give him one
more wealth level, Instead, he could go to a city
with Textiles; he could then cash in the whole
route from Aloe to Perfume to Textiles, which
would give him a total of 5 wealth levels, because
the route contains four trade counters and one
intervening product box (Perfume). He could also
{racle in the route from Hides to Perfume to Tex-
tiles, but this would only give him one more
wealth level fbecause Perfume and the arrow fromi
Perfume to Textiles cannot be counted twice).
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(23.5) Evaluation

Certain trade route counters are marked on the
back with a wealth symbol. If you have Evalua-
tion at the Talent level, you may use any counter
marked ‘1 Wealth T/M.” If you have Evaluation
al Master level, you may also use the counters
marked ‘2 Wealth M." When drawn, these
counters may be used as regular trade arrows, or
placed ‘Wealth’ side up in any product box on
the display.

When you cash in a chain which contains such
counters, you score one additional wealth level
for each ‘1 wealth’ counter, and two additional
levels for each ‘2 wealth' counter.

(23.6) Multiple Merchants

If more than one player is a merchant, one mer-
chant may cash in (i.e., steal) a chain started by
other merchants. All other rules apply.

(23.7) Winning as a Merchant

A merchant player wins by accumulating
Fabulous wealth (which implies the possession of
at least one treasure) and entering Baghdad. He
must still have the wealth and treasure after the

other players have iaken their last turns. (See sec-
tion 6).

23.8 Rules Changes

Do not ignore the *“If Merchant” qualifier on
the Fate cards.

24. INTERACTIVE CARD PLAY

These rules will allow players to have more con-
trol over their fates and encounters.
(24.1) Set-up

When using this rule, deal five cards from the
deck to each player at the start of the game. Cards
that a player holds in his hand never apply to that
player; instead, those cards are given to other
players, as explained below.
(24.2) Encounter Procedure Change

After moving, do not draw from the deck to
see if you have had an encounter. Instead you
ask another player for an Encounter card, I he
has one or more, he must give you one (his
choice). This will be your encounter.

[f he has none, he discards his entire hand and
draws five new cards, but you have no encounter
this turn.

(24.3) Fate Cards

[f you have one or more Fate cards, you must
give one to the player who gave you your en-
counter. If he had no encounter for you this turn,
he does not get a Fate card.

If you have no Fate cards, discard your hand
and draw five new cards. He does not get a Fate
card this time.

Fate cards you receive from other players are
kept face up in front of you, and are used as in
the Standard game (they may not be given to other
players nor do you discard them if you draw a
new hand). As before, you may never have more
than 2 of these Fate cards.

(24.4) Quests

Lf you are using this rule in conjunction with
the quest rules, a questing player should ask so-
meone for his Quest card, He does nof give a Fate
card in return. If the asked player has no Quest
card, he discards his hand and draws five new
cards; he must give the quest player a Quest card
from his new hand. If he stitf has no Quest card,
he discards again, and keeps on going until he
finally receives one.

25. NO STATUS LIMIT

In this version, you do nol discard statuses
when you have more than one. You lose them
only when directed by a paragraph or a condi-
tional status roll. Beware: It can become a bit dif-
ficult keeping track ol the effects of several
statuses at once.

26. USING SKILLS ON OTHER
PLAYERS

(26.1) How to Use Skills

Any time you end your turn in the same space
as another player, you may announce that you
are using one of your skills against him at the end
of your turn. Using a skill costs you Destiny
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points: 5 if you are using a Talent skill, or 2 if
you are using a Master skill. Skills may only be
used once per turn against one other player.

(26.2) Defending Yourself

If you do not have the skill that is being used
against you, there is nothing you can do except
suffer. If you have the same skill at Talent level,
you may pay 5 Destiny points to avoid the out-
come. If you have the skill at Master level, you
may pay 2 Destiny points to avoid the outcome.
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(26.3) The Skills and Their Effects

Given below are the various skills that can
be used against other players, and the effects.
Il a skill is not listed, it cannot be used
against another player,

Acting & Disguise: The player you use it
against gains 1 Story Point. You may take
I Treasure from him, or gain 2 Story points,
Appearance: You may give characters of the
opposite sex the ‘Love-struck” status, or
characters of the same sex the ‘Envious’
status.

Bargaining: You may trade one Wealth level
for one Treasure of your choice from yvour
chosen victim,

Beguiling: You may give your victim the
‘Enslaved’ status, or you may steal one of
his statuses (but not ‘Sultan.')

Luck: Both roll a die. If you roll equal or
higher, you gel one Wealth level from him
{but see rule 16.4). Otherwise, there is no
effecl.

Major Magic: You may give the other any
status you wish.

Minor Magic:You may give the other the
‘Ensorcelled” or ‘Under Geas’ status.
Piety: You may give the other the ‘On
Pilgrimage’ status, or give him one Destiny
point and take three Destiny points for
yourself.

Seduction: You may use this only against
characters of the opposite sex. You may give
the other the ‘Enslaved’ or ‘Lovestruck’
status, or take one wealth level fbut see rule
16.4).

Stealth & Stealing: You may take one Wealth
level (but see rufe 16.4) or one treasure. I
the other player pays the Destiny points to
avoid the effects of this, you get the 'Im-
prisoned’ status.

Storytelling: The other gains one Story
point, but may not move during his next
turn. He still has his encounter normally.
Weapon Use: You may give the other the
‘Wounded' status. I:u
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THE SOLITAIRE GAME
27. SETTING UP

When setting up for solitaire play, repeat the
set-up for the Standard game plus the Merchant
and Quest rules, but do rof take a hand of cards.




28. WINNING

To win the Solitaire game, you must fulfill all
three victory conditions: that is, you must fulfill
your formula, gain Fabulous wealth, and ¢om-
plete 2 guests. You must do this before you finish
the deck.

Il you believe yourself to be an expert game
player, increase the number of points in the for-
mula or start with the Deck marker on the *3rd
Deck" side,

29. PLAYING

o Use the Quest and Merchant Rules (sections
22 and 23).

* When drawing cards from the deck, draw two
cards and choose the one you want. Discard
the other immediately.

e In all cases where ‘another player” is supposed
to be designated to make a decision, lose one
Story or Destiny point (your choice), and make
the decision vourself.

e If you are told to request a card from another
player, draw one¢ from the deck instead, {1f you
are told to request a specific type of card, draw
and discard cards until you receive a card of
the necessary type.}

e All cards which can be used 'against other
players’ have no effect.

» Be very careful about the effects of statuses.
If you make a mistake and forget to implement
a status effect, there is no one to remind you.
Penalize yourself a Story or Destiny point (vour
choice) each time you discover you have made
a mistake.

o If you have a Master skill, when you read the
three award paragraphs to check for your skills,
you may ignore “mandatory’’ paragraphs.
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ot the end of the thousand and first night,
Sheherezad asked the Suitan Shahrivar for a
boon.

“You have but to ask, and it shall be granted, ™
he replied,

She went into the nursery, and brought forth
the three sons she had borne Shahrivar during her
telling of tales. She kissed the ground before his
feet, and asked him to spare her fife so that she
could love and raise their children,

Shahriyar was overcome with emotion, and
declared that Sheherezad had already been par-
doned before she presented him with the first of
their sons. He embraced her and his three sons,
and proclaitmed o festival in her honor.
Sheherezad kissed his hand, and called down
blessings upon him,

The people rejoiced to hear of Sheherezad’s
salvation. The very next day, Shahrivar summon-
ed all of his nobles to his throne room. He then
called upon his vizier, Sheherezad’s father, and
bestowed upon him g magnificent robe of honor,
Shahriyar rold his assembled courtiers: My
vizier's daughter has been the salvation of her peo-
ple, and the instrument of my repentance.” So
saying, he conferred robes of honor upon all
present,

The celebrations continued for months. The
Sultan showered alms upon the poor and reedy,
and all of his subjects banqueted at his expense

Sor ninety days and nights.

Shahriyar became a wise and just ruler, and
lived happily with Sheherezad for many years,
untif they were visited by the Destroyer of all ear-
thiy pleasures, the Annihifator of men.
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A Note to Westem Readers

The Thousand and One Arabian Nights rank
among the world’s most famous short story col-
lections. These stories are a melding of Arabian
and Indian folk tales, with just a sprinkling of
Chinese influence. In broad strokes, the tales
paint a picture of a world of extraordinary
treasure, earthy lusts and uncomplicated ethics.
There are fabulous creatures, from enormous roc
to powerful sorcerer to everpresent ‘efreet {also
known as djinn or genie); what distinguishes this
from other mythologies is that even the every-
day barber, beggar or hunchback is described with

« a sense of wonder, It is this intimate view into
an alien culture that has made these tales the most
popular Arabic work in the Western world and
raised them to the status of a universal classic.

Westerners who have litile previous contact
with Arabia or [slam may be confounded by the
ethos and culture they will discover in the Book
of Tales, For allits fantastic trappings, the world
of the Arabian Nights is that of a very real, exotic,
vital and sophisticated culture. The societal values
are just different: for instance, our heroes thought
nothing of casually killing someone to gain some
small convenience as long as that someone was
an infidel,

The one design liberty taken was in the por-
trayal of women in the game. The female was
deflinitely the lesser sex in medieval Arabia. Fur-
ther, it appears that three-guarters of the
‘heroines' were busy seducing and betraying the
nearest men; the virtuous others often had the
distressing habit of dying to prove their essential
goodness, We have represented the female
characters in the game as the best, bravest and
mosl fortunate of these heroines. Still, we sug-
gest you not forget that you are in a hostile society
when you play a female adventurer.

These books were of great use in the prepara-
tion of this game, and are recommended to those
of you who wish to read the tales:

N.J. Dawcod’s Tales from the Thousand and
One Nights (Penguin Classics) is a condensed ver-
sion. Dawood, an Arab scholar, has written the
modern translation which is at once the most

faithful to the source material and the most
readable. His narrative style is straightforward
in everything from dialogue to earthly lusts, which
makes this telling inappropriate for young
children.

E.W. Lane’s The Arabian Nights' Enter-
tainments ot The Thousand and One Nights
{Livres de France and East-West Publications)
is probably the best-known translation of the
tales. Lane and his 19th Century English contem-
poraries gave the Arabian Nights their place in
the popular literature of the Western world, but
they were ruthless bowdlerizers of the stories. This
version uses much flowery language and is
thoroughly sanitized,

By contrast, Richard Burton's The Book of the
Thousand Nights and a Night (which is out of
print) is both highly salacious and the definitive
English-language compilation. Burton, the first
non-Moslem to see Mecca and an adventurer par
excellence, is as interesting as any Arabian Nights
character. His telling is quite, quite bawdy, but
the prose is 50 dense that modern readers will
struggle through it.

An Historical Atlas of Isfam (E.J. Brill), edited
by William Brice, was the starting point for the
map. Geography is, at best, incidental to the tales;
place locations in the Arabian Nights are more
often than not given as so many days’ journey
by horse in such-and-such a direction from
Baghdad. Islands and places of power were
generally reached by our heroes after a raging
storm or magical beast or what-have-vou had
tossed them around so much that they had no idea
where they were. The final rendering of the map
combines appropriate cartography and period
flavor.

The reader will undoubtedly agree with us that
the Tales of the Arabian Nights are splendid
fables. But the tales are more than just pleasing
fantasies: they are a faithful reflection of the time
and place in which they are conceived. With
Arabia and Islam resurgent, the Tales of the Ara-
bian Nights can still teach while they entertain us.

Eric Goldberg
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Tales of
; ; The Gazetteer
C the Arﬂb!fnsthhm The Gazetteer lists all of é.'nt mlu}s on the map and their g:ncrfa:l iug:lpfgs. Use it t% ﬁ:dm the loca-
m nen mmar&r tion of the cities you should visit if you have City Fate cards. l[‘ v signifies the civilized (tan) area
0 I"]' € u in the center of the map; NW, SE, etc., refers to the appropriate quarter of the map.)
It is also used by Merchants in the Adventure Game. It lists each of the products, their locations
ﬂf[_iﬂﬂﬂ;t i:'fTiﬂfl;ﬁ' o | on the Merchant Display, and the cities where they can be found.
e of Tales is used 1o resolve encounters
and 1o find out about the treasures, statuses and J‘-g'i:rﬂh:?r
quests. Each of these has a paragraph number ; ;
associated with it, which the Reader uses to find City Name Location Product Lﬂ:‘ﬂqﬂﬂ City
the appropriate paragraph in the Book. The bot- Adrianople NW Aloe E4  Gaya
tom outside corner of each page in the Book lists Alexandnia W Amber D1 B?lm l?ulgars
the paragraph numbers printed on that page. Antioch p Camphor B2 P'an-P'an
* Status paragraph numbers are printed in Kio% 2 Carpet E3l  Hamadan, Muskat
the boxes on the Player Displays. Baghdad Civ Cloth Al  Makka
* Treasure numbers are printed on treasure Balts NW Corn Gl Constantinople, Herat,
counters. Bantus SW Rome, Tiflis :
* Encounter numbers are printed on En- Basra Civ Dates E6  Basra, Tripoli, Zarand]
counter cards, the Reaction Matrices, and in Place . Dye A6 Damascus
of Power spaces on the board. Bilma SW Ebony B} Tana
» Quest numbers are printed on the upside- Bulgars NE Fish €6  Balts, Tiflis
down portion of Fate cards, Constantinople  NW iumlt E‘]S ;lflrat "
. Cordoba NW . LS By Ay
The Reaction Mairices , Glass Cl Damascus
. o . Damascus Civ Gold F2  Bantus, P'an-P'an,
The Reaction Matrix Display contains 11 Daybul SE Timbukty
matrices labelled from A to K. When you have a Grai Fs Al dria. L,
; aya SE rain exandria, Leon
an encounter, vou will be referred o one of these, = Gurn Gs Daybul
either by the letter printed on a Character En- Hamadan Civ Hides F4  Bilma
counter card or the letter printed next to the en- Herat ME Honey B2 Cordoba
counter description in a paragraph. You find the Kiev NW Fortes D2 Adrianople, Samarkand
adjective which describes what you have en- e NW Iron El Antioch, Shiraz
countered on the left-hand side of the Matrix and : Ivory A4  Bilma P'an-Pan Zaila
choose one of the options at the top of the Matrix; Lhasa NF e D3 Samarkand :
the two combine to produce a paragraph number. Makka Civ Jewels F6  Gaya, Serendib, Tana
. Muskal Clv Musk BS  Su-Chou
Player Displays P'an-P'an SE Paper D5  Alexandria, Lhasa, Su-Chou
Each player uses one of the six Player Displays. Rome NW Pearls G6  Basra
The status boxes at the op are used to record Samarkand NE Perfume F3 Samarkand
your statuses; place a siatus marker in the ap- Serendib SE Porecelain Al Muskat
propriate box if you have a status. _‘m - Resin D6 Daybul
Skill markers are placed anywhere on the Shiraz NE Salt D4 Timbuktu
display. Su=Chou ME ngdﬂ.lwmd G2 Tana ]
The Destiny, Story and Wealth tracks are us- Tana SE Silk G4 Zarand]
ed with the Destiny, Story and Wealth markers Tiflis Civ Silver C5  Adrianople
to record the number of Destiny and Story points : SW Slaves B4  Bantus, Kiev
you possess, and your Wealth level. Your Wealth T“I'ﬂh'“_km Spice C3  Makka, Serendib
level determines your land and sea movement Tripal: SW Sugar A3 Antioch
rates, as indicated by the track; if vou have a cer- Zaila SwW Tea E5  Su-Chou
tain number of Destiny or Story points, you Zarandj NE T!ﬂhlcs 3 Hamadarlj
receive special benefits, as indicated. Timber A5  Constantinople, Leon,
Lhasa, Zaila
The Merchant Display Wax Bl  Shiraz
] . . Wine C4  Cordoba
The Merchant Display is used only in the PR
Adventure Game. Trade counters are placed on Wool c2 Rome, Tripols
it to show trade routes.
Map Surmmary
DO NOT BACK-FOLD THE This is a Place of Power. This is the Civilized Area F .
MAP! If you do, you are likely to s o Fower Einn;t add to encounters @} Forest
end up with a two-piece map. In- erel. —t)
stead, gently press down on the
‘.‘IHE'I;:S to make the map lie fat. Sea .
—]
This iz a eity. S0 is this.
Mountains
Desert
! )
This is the Wild Area (most
FOR TJ;ES.T of the map is wild). 4& Island
I7
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- and place it in any convenient

Counter Summary

This is a Character counter. It iz placed on the game-map to indicate
}n{rl:mp:hﬂtlm Use the front if your character is male and the back

These are Origin/Destination counters. Use when directed to do so by
Ll}nwrﬂlﬂphh or when you receive an opportunity to enter a Place

This is a Destiny Points marker. Pl::enﬂnrht[]uﬂuminkmyaw
Player Display to record the number of Destiny points you possess.
:fd:.;mm more than 9 Destiny points, Mip the marker to its * + 10"

This is a Story Points marker, It is used like the Destiny marker, but
is placed on your Story Track to record the number of Story points
YOU POSSess.

This is a Wealth marker. Place it on the Wealth Track on your Player
Display to record your current wealth level.

This is a Status marker. Place it in the appropriate status box on your
Player Display when you receive a status. The back is a Conditional
Status marker; it is used when you receive a conditional status, and
indicates how you lose the status (in this case, if you roll a 7 or less
on two dice during the Cards and Dice part of your turn).

This is a Skill connter. When you learn a skill, you take a skill counter
place on your Player Display. All skills
begin at ““Talent*” level (*'T** side face-up); they can increase to
“Master"* level, when the counter is flipped to its “‘M" side.

This is & Treasare coumter. The number is the which describes
it. Note that each treasure counter is back- with a different
treasure; if one treasure is in play, the other may not be used.

This is a Trade counter. It is used only in the Adventure Game, and
is placed on the Merchant Display to establish trade routes between
product boxes. The back of some trade counters are printed with Wealth
symbols; these can be used to add to the value of a trade route.

This iz a Special Fate card.
Quest legend

FUEL ~ TTARHIHA AN

SPECIAL

If you ender the same space
s anodher player, you may
chiose his reaction im his
HEKL ENCOUNET.

&

%

If you end your move in the same space as another

player's character, you may play a Special Fate
card and follow its instructions,

When the First deck marker is in use, go to the

- paragraph indicated in the upper left-hand cor-

ner; when the 2nd deck marker is used, go to the
paragraph indicated in the upper right-hand cor-
ner; etc.

This is a Terrain Encounter card.

¥OLCARD®

g ¥

283K

Moualgn: T2 lslansd: T4
Sea; T3 Forest: 17
Dieseri: 1 Ciw: 4

In an encounter, use the paragraph number next
to the name of the terrain type you occupy.

This is a City Fate card.
/ﬂnm legend

LIET - LAHJOH A

KIEY ————T1—City

name
I Lese | skild
ter 1 of;
Secrel T pdnnr 'FJ}]
ra | ale
¥ Gam | Wealth if _‘-"'-A;m

d Gam 3 D pis g i
Eﬂpﬂ-:.fphnn:

5 Gaan | Treasare foe 2D
& Give anoiher player aay
FTrTm

If you end your move in the city named on the
card, you may roll on the Fate table and do what
it says. Il you draw this as a Quest card, the quest
legend tells you what you must seek, and what
paragraph you turn to to help you find it.

Copyright £1985, WEST END GAMES, INC.
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NE'ER-DO-WELL (D)
97

108

BEGGAR (C)

105

ELEPHANTS'
GRAVEYARD>

G

BB PN

Mountain: 25 Island: 28
Sea: 26 Forest: 29%
Desert: 27 City: 30

WARFLEET*

Fe oy

_,_,‘l_:d

2B X

Mountain: 47 Island: 80
Sea: 78* Forest: 55
Desert: 79 City: 56

SLAVE (D)

107

HUNCHBACK (C)

101
SERPENT*
Mountain: 37* Island: 39
Sea: 4 Forest: 40
Desert: 38 Ciy: 41
CRYSTAL

PALACE*

1l

Mountain: 31 Island: 34
Sea: 32 Forest: 35
Desert: 33 City: J6*

THIEF (D)

97 92

106

YALLEY OF
DOGS*

Mountain: 81* Island: 34
Sea: 82 Forest: 40
Desert: 83 City: 46

PALACE OF
100 CLOSETS*

Island: 63
Forest: 64
Desert: 62 City: 65*

Mountain: 35
Sea; 61

ENCHANTRESS (B)

117

109 110

Mountain: 52 Island: 54*

Sea: 53 Forest: 55

Desert: 19 City: 56
BARBER*

Mountain: 7 Island: 66
Sea; 14 Forest: 67
Desert: 21 City: 68*



SAGE (A)
85 90

SEX-CHANGE
SPRING*

#4&

‘EFREET (B)
84 88

PAVILION OF
THE BLACK GIANT*

E)

Mountain: 75 Island: 4
Sea: 76 Forest: 11
Desert: 77* City: 51

DENDAN*

e K

Mountain: 42 Island: 45
Sea: 43* Foresi: 7
Desert: 44 City: 46

MAGNETIC
MOUNTAIN*

B N

Mountain: 1* Island: 4
Sea: 2 Forest: 5
Desert: 3 City: 6

Mountain: 13 Island: 16

Sea: 14 Forest: 17

Desert: 15* City: 18
RHINOCEROS*

2B K

Mountain: 57 Island: 58
Sea: 28 Forest: 59*
Desert: 31 Ciy: 60

YOLCANO*

A K

Mountain: 72 Island: T74*
Sea: 73 Forest: 17
Desert: 3 City: 24

HAG (C)
86 91

100

‘EFREETEH (B)
114

PRINCE (A)

ELEPHANT*

e K

Mountain: 69 Island: 16

Sea: 2  Forest: 70*

Desert: 9 City: 71
ISLANDS

OF CAMPHOR*

%f

——
——— T —

2B K

Mountain: 19 Island: 22
Sea: 20 Forest: 23
Desert: 21 City: 24

LION*

R K

Mountain: 47 [sland: 14
Sea: 48 Forest: 50
Desert: 49* City: 51

PEARL DIVING*

Mountain: 7 Island: 10
Sea; 8% Forest: 11
Desert: 9 City: 12



£7€1 - LiH4OHd

TIE] - NYINEAW

B0E1 - AAVZIA

OIEL - HELLAEAAA,

KIEV

BANTUS

DAYBUL

SAMARKAND

—

Lose 1 skill

-

Lose 1 Wealth

Lose 3 Dpts. if STEALTH

Become BEASTFORM

2 Encounter 1 ol 2 Gain 3 D pts if any status & STEALING otherwise 2 Gain APPEARANCE if
Puissant Soldier (J) otherwise gain 1 D pt. lose 1 D pt. _ playing HERO
Secret Trapdoor (F) 3 Gain | Treasure {f any 2 Ga_iP_I Treasure for 3 Encobnier | of:

3 Gain | Wealth if status | Wealth Old Man (H)
WEAPON USE or 4 Become LOST 3 Become BELOVED Wizard (88)
STEALTH & STEALING 5 Gain ACTING & 4 Gain LUCK U’ playing Slrzmgc Artifact (F)

Gain 3 D pts. if playing
QUEST

DISGUISE

QUEST

Gain 1 Wealth if any status

Gain 1 Treasure for 2 D pts.

Give another player any
status

-}

Encounter | of:
‘Efreeteh (114)
Thief (97)

Old Man (H)

Encounter 1 of:
Beggar (105)
Greedy Captain (H)

Gain 3D pts. if COURT-
LY GRACES otherwise
gain 1 D pt.

Gain | Wealth (max: poor)

6

Gain 1 Treasure

00£1 - HSIAYAA 0ZEL - INVHOMANW £I£1 - HA'T009 90€1 - AAIHL
P'AN-P'AN
SERENDIB TRIPOLI BALLS
1 Lose 1 skill
2 Encounter | of: T et ek 1 Lose | Treasure
Enchantress (115) : 2 Lose ALL statuses
Blind Man (H) 1 _Become IMPRISONED 2 Encounter 1 of: 3 Mak T 1
Thief (92) 2 Gain SCHOLARSHIP Hag (100) i
3 Gain 1 Wealth 3 Encounter 1 of: Slave (H) -
(max: respectable) Friendly Merman (H) Fine Beast (I) 4 Make another player
4 Gain 4 D pts.if QUICK Prince (102) 3 Gain 1 Wealth (max: rich) encounter:
THINKING otherwise Sad Gooleh (H) 4 Gain 2D ptsand 1S pt if Thief (106)
gain 1 D pt. 4 Gain | Wealth (/S pts 27 STEALTH & STEALING 5 Gain | Wealth jf any
§ Gain 1 Treasure for or for 1 D pt, otherwise no award status
1 Wealth 5 Gain 2 S pis if 5 Gain | Treasure if 6 Gain 1 Spt.and 1 Dpt. if
6 Become ON MERCHANT MINOR MAGIC LUCK otherwise no
PILGRIMAGE 6 Gain 1 Treasure for | skill 6 Gain ROBE OF HONOR award
SI€1 - LA9¥AA, 61€1 - ¥HIATOS POETL - NIVEAVD £0£1 - NAAIVIN
BILMA
LHASA - TANA ADRIANOPLE
1 Gain 1 Treasure if
WILDERNESS LORE
1 Lofse 1 Wealth 2 Give any status to 1 Lose 1 Wealth or 3 D pts e
2 Gain 4 D pts if PIETY another player 2 Gain 2 D pls. Diick: Creafutes )
otherwise gain 1 D pt. - : ' bl L
. 3 Gain ENDURING 3 Gain 1 Treasure for 2 Gain 1 Wealth if
3 Gain 1 Treasure for HARDSHIP if any 2 D pts. l\:lERCHANT
1 wealth level status = .
4 Become BELOVED 4 Encounter 1 of: if playing MERCHANT 2P
5 Gain STORYTELLING L i O 5 Gain weapon use [/ AMEs et plagiinicss
6 Encounter | of: AECE (109) playing HERO :
Thief (106) Houie A (D 6 Encounter 1 of: 2 Beome B
Talking Beast (1) 5 Gain | Wealth Wizard (88) 6 Gain LUCK (if D pis. 2 9
Old Man (H) 6 Gain 1 8§ pt. Merry Brigands (H) gain LUCK at M)

SOET - TTAM O -HA AN

FTEL - SSHONRIA

LIEI - AOVS

60E1 - SSTMINVHONA

SPECIAL

SPECIAL

SPECIAL

SPECIAL

If you enter the same space
as another player, you may
choose his reaction in his
next encounter.

If you enter the same space
as another player, you may
use any one of your skills
against him at no D pt. cost.

I you enter the same space
as another player, you may
choose his reaction in his
next encounter.

If you enter the same space
as another player, you may
take 1 status from him.




9IE1 = ADNIUJ OLET - HALAAUAA, 80£1 - QUAVZIM 60€1 - SSTHLNVHONI
r ; BULGARS
GAYA ZARANDJ ROME
1 Encounter:
1 Lose 1 Treasure Merry Brigands (H) %
1 Encounter: 2 Become BELOVED 2 Gain | Wealth 1 Encougter;
CoFa Game (H) 3 Gan STEALTH & (max: respectable) Horrible Creatures (I)
2 Ga:;(.lri\é\;ealih STEALING 3 Qaip 3 S‘]_)‘l.s. i _ 2 T;’I&lg:;}:]l?ther player lose
(m. - ) 4 Encounter 1 of: STORYTELLING — -
3 Gain 1 S pt. Mad Soldier (J) otherwise gain | S pt. 3 Gain 4 D pts if any status
4 Gain 1 Treasure if Wicked Vizier (H) 4 Gain 1 Treasure for mhc"‘;“;’f gain 1 37"'
MINOR MAGIC 5 Gain 1 Wealth 1D pL. 4 Gain FE?SUTL‘ if
5 Become LOVE (max: rich) 5 Become SEX- SHAMAN L
STRUCK 6 Gain 3 D pis if CHANGED 5 Lose ALL statuses
6 Gain BEGUILING if WEAPON USE other- 6 Gain ENDURING 6 Gain SEDUCTION for
527 wise gain 1 D pt. HARDSHIP I D pt.
PTEL - SSHONIH LIET - NVIN 8I£1 - AVOHHAY L1 - OVH
= TIMBUKT ALEXANDRIA
ZAILA R HERAT
1 Become ACCURSED 1 Gain WEAPON USE
R 2 Gain BEGUILING for 1 wealth level
Wicked Vizier (H) 3 Encounter | of: 2 5’;?;‘_‘3:)’?‘;“1‘“0(‘67) 1 1—0?8 2 D pts _
7 Gain 1 Wealth 753 Prophet (90) Wizard (84 2 Gain 1 Treasure if
i EON eI 5 23 Enchantress (115) Saeiiie WISDOM
3 Gain 1 S pt. Egg of Roc (I) mall AR areih) 3 Become UNDER GEAS
4 Gain | Treasure for 4 Gain 1 Wealth i/ 525 3 g;::sl Wealth if any 4 Gain WISDOM
2 D pts. 5 Gain 5 D pts if MAJOR - 5 Encounter 1 of:
5 Become BLESSED MAGIC otherwise gain 4 Gain 1 S pt. Beggar (91)
6 Gain STORYTELLING 1 D pt. 5 Gain | Treasure {f S 28 Ne'er-do-well (92)
ifS26 6 Gain 1 Treasure 6 Lose ALL statuses 6 Gain 1 Wealth {f HERO
T0E1 - SANYOIIH 1OET = AAVIS LOEL - ISVAd LIET - ADVS
CORDOBA
SU-CHOU LEON SPECIAL
1 Lose 1 “T" skill
2 Encounter 1 of: 1 Become ENVIOUS 1 Lose ] Wealth If you enter the same space
Beautiful Maiden (1) 2 Improve 1 skill from T to 2 Gain 3 D pts if any status as another player, you may
Prophet (90) M if D29 otherwise gain 1 D pt. immediately proceed to any
Sla_ve (107) 3 Encounter 1 of: 3 Gain 1 Treasure for 1 Place of Power, provided
3 Gain | Wealth Hungry Gooleh (H) wealth level you own at least 1 Treasure.
(max: princely) Prince (93) 4 Lose ALL statuses
4 Gain 2 S pts. if playing 4 Gain 1 Wealth if playing 5 Gain WISDOM if
QUEST MERCHANT D pts. 25 :
5 Gain 1 Treasure if 5 Gain 3 D pts. if any 6 Encounter | of:
Spts=27 status ‘Efreet (84)
6 Become PURSUED 6 Gain 1 Treasure Merry Brigands (H)

91€1 - ADNIHA

ITE€1 NOVHHONNH

PIET HAIZIA

SIET - LAAUAd,

SPECIAL

SPECIAL

SPECIAL

SPECIAL

If vou enter the same space as
another player, you choose
whether you gain 2 D pts. or
you and he both gain 5 D pts.

If you enter the same space
as another player, you may
give him any status which
YOU POSSess.

R

If you enter the same space
as another player, gain 1 D
pt. and advance the DECK
number marker.

N

Having this card up cancels
the effects of one other
player's Special card as he
tries to use it against you.

R




m e .
Crafty S07 & SIE 524 41'4
Dangerous *“'-’”"353 * 517 526 !21"‘""!! -H.’I
Destitute 461 204 w 512 523 195 *x 396
Diseased + 186 * NE 457 & 480 534
Disguised * « 227 NE 245 531 471 340
Drunken 421 500 494 515 &« 461 479 &
- Dying * * 491 NE 457 & * *
Fachanted 418 % 368 514 x 427 483 &
Friendly * 509 493 233 235 & - 478 537
& 37_; ‘f? q‘alr > &ié’é Heart-remding * 506 491 NE 521 -~ 480 - 543
& 3 F J F & & Hideous 462 503 491 NE 458 259 & ~ 535
S v v O v ¥ | |jgipaotie 0% 10505 TH9T 81T & x| 482 S4)
Beautiful 236 * 23t NE 303 = 302 298 301 Impudent 463 199 488 514 209 229 472 392
Destitute 185 204 =+ NE « 206 % 185 Insane 465 502 495 "3 & S0 484 &
Disguised % 203 241 NE 245 195 244 % 198 Lovesick 467. & 489 NE 308 229470 - 388
Doomsaying 322 & % 326 x 324 *x * 321 Possessed 424 ok 215 516 361 424 485 &
Enchanted & 293 & "NE 295 229 206 297 20i Powerful * *. % 518 280 258 476 448
False 198 201 % NE « 195 192 19 200 Toothless 461 08 492 NE 456 195 478 534
Foolish- .- "224 & 226 NE * 228 221 227 223 Ugly 461 508 492 NE 235 229 % 537
# « 231 233 235 195 238 214 236 Wicked 462 348 487 . 182 525 258 474 539
200 % 214 515 - & Z1B 211 213 209 :
Handsome 236 % 231 NE 303 * 302 214 301
Healer 318 & 277 NE 320 218 % 298 319
Imprisoned 185 189 % NE 186 % 187 +# 185 b S
Lonely 185 307 231 233 - 308195 309 214306
Lost 185 287 220 NE 287 195 187 290 287 j" & *aﬁ Tﬁy j G’? fiéé,’ .f
Lovesick 186 202 214 NE % & 302 298 203
Mad 222 TR 226 NE 209 229 283 213 199 | | Adulerous  S467% TSTEVNETS67 (551 385 602 %o
Powertal 20 « 277 NE 274 * 212 % 210 Armed « 199 « NE 563 553 * * 403
Vengeful 261 266 214 263 265 259 267 % % Busy * 560 574 NE & "195 287 Sk
Wealthy 21 &« X7 NE 24 &« M2 215 2710 Crafty 462 &« & 382 523 550 « 594 538
Wicked- 198 % 256 217 237 258 192 254 % ﬂﬂﬂ:d -l:l ;g? 3:4 ;{Eﬁ'r g; 5:] SE__‘&*-_'
3
Wise 36 & 231 NE "8 218 "% 252 249 mﬂmﬂ'__ 61 40 487 NE & 195 29655 %
Foalish 461 508 227 NE 461 290 3598 &
Greedy 462 199 256 513 523 551 581 “SERGEAE. [
Happy 461  -231 NE 235 & SB7 594 JN9
i = Lovesick 467 200 489 NE 308 % 584 605 388
| ‘f fﬁf ﬁ&lﬁ'ﬁ Mad * 353 370 NE * 324 290 596 %
3 fh- v Needy 461 204 w S12 521 %« 297 399 39
All-Powerful 341 331 340 & 435 Powerful * % 220 NE 248 * * .k 446
Beautiful 330*314133192*431#,5.445 Repentent +# 556 576 NE 305 & 589 < 388
Bloodthirsty 344 354 365 381 281 427 441 343 2340 Runaway $47 312 S73 NE 313 549 S87 601 388
Bumbling 336 357 375 NE 397 229 336 126 451 Skiliful % 558 & 381 347 427 x = 5W0
Cold 347 350 373 NE '\ 418 186 414 447 Wealthy * * 214 NE 270 218 214 & &
Crafty 346 358 370 381 345 330 238 w392 | | Wicked 464 355 227 263 524 258 214 595 448
Demonic 339 354 366 516 344 428 * 343k | | Wise k 509 229 NE 236 & 257 592 332
Disguised 335 353 241 NE & 425 329 408 4 | C
Doomed # 361 369 3BS. %« 187 399 36l
Evil < 345 & 0 364 380 264 218 346 4i1. 341
Kindly 334 214 233 1395 195 301 400 453 ~ W f-: I
Learmed 330 358 214 NE 392 420 » & 434 ™
Lovesick 329 350 214 233 388 & 302 401 1388 : 'H
A BNECES . 365 N N 42}, LSRR Caves of Al-Kolo-Ats 1281 1284 1287
Mighiy 340 * + NE 280 215 439 404 341 :.t City of Brass 1326 1329 1332
Needy * 203 & 384 396 & 206 401 337 Dusky Land 1371 1374 1377
Noble 333 * 372 NE 249 420 301 405 33r Haunted Howse 1290 1293 1206
Powerful 3] # 364 NE 27t 217 440 409 =« Jewelled Fortress 1335 1338 1341
Practical Joker 338 357 376 3B2 1394° 424 192 406 450 Lake of Colors 344 1347 1350
Self-Sacrificial 332 360 37[ NE /332 4I9 433 403 4 Stonehenpe 1272 1775 1278
- Trapped * 293 NE 390 431 35% 390 Undersea Kingdom 1362 1365 1368
Yengeful - 3437335 _Jﬁ.*# -261 !ﬂ tzz 265 4127 403 Valley of Diamonds 1353 . 1356 ~ 1359




Reaction

M #N 1
v . Mairix . B
an C‘lﬂhtﬁ Display l & & Uﬁ‘“’& -r;' 3.‘5* 2 i &
/ < -y S R v ‘4’ o
. l Angry 945 % A %052 & L% ko 948
Baby * 949 939 954 % & w948
F Carmivorous * 864 B63 x 866 * k%
;?H d' j’ Dark 912 914 % 881 916 * 9I8 913
1 é”
; Egg of 944 943 941 &  *  k 0w 944
* Ancient 113 * ok 1|1~_;r 1118 1124 |129 Enchanted 930 904 893 89S 901 889 786 903
Distant Lo * % NE 1091 1092 Fine: 876 * 936 x 934 922 % NE
Fabulous 1110 uus # « NE 1108 1105 * Flying *# 947 % 883 885 * * NE
Glittering 1065 1079 1075 1070 1086 % 1084 & Ghostly 930 932 &« B30 900 BB% 919 93]
Guarded 1101 1104 + * NE 1102 1103 % Giant 870 869 872 873 867 * K  *
Hidden 1S & & & 1121 1116 1123 1130 Horrible 912 * & 879 915 * x 914
Jewelled 1133 & & 1148 NE 1151 1154 1147 Hungry 929 927 924 923 % 926 * 929
Minor 1095 1098 * & NE 109 1097 =* * Playful 947 947 & 953 * 0k  x  M7
Mysterious 1139 = & 1148 NE 1150 1155 1146 Talking 911 905 B892 910 908 8§90 907 905
Rulned -~ 114 & & * 1120 1116 1125 1128 | | Unknown 784 780 938 - 897 899 781 785 903
Secret 1141 % & 1143 NE 1142 1156 1144
Sky 5% % % NE 11331134 1132 - -
Small 1068 1078 1076 % NE & 1085 & - L
Strange 1066 1080 1074 1071 1087 % (083 j’ ' - i
Wonderful 1067 1081 1073 1072 NE. * 1082 & -
. ;\‘? 1—3 = j jjﬁ
Beautiful & % 231 233 845 301 301 298
Chesting 858 855 B0 NE 854 * 851 581
2 o S o F 8 | |t e
. * * ok
& &S j G U [ e e (D —
Badly 608, 'w 616 625 * 621 612 617 Foolish . 461 558 226 NE B4&_ -+ 221 228 513
Beautiful 662 NE 664 659 * 661 674 Friendly * 478 230 233 846 236 238 252 842
Black 751 737 T4B 741 650 T4 k& Garrulous 461 % 214 515 838 209 207 213 837
Crippling 765 * * TI5 TI0O x T66 % Handsome 259 563 231 NE 846 301 834 585 841
Dark - 639 642 643 658 650 644 654 o602 Imprisoned * 189 x NE 391 18 (87 & W
Gnawing 63 * % T4 TN * 167 % Lonely * 304 493 385 % 306 309 290 83
House 680 683 682 691 & 685 G6RE 682 Lost % 286 229 NE 826 186 824 589 829
Huge 752, & 747 740 *x T45 k& Lovesick * 203 489 NE 388 203 822 583 388
Magical 705 710 707 716 ‘T8 TI3 x 09 Mad 550 355 487 NE * 3ME * 214 *
Mild 694 697 694 *x Kk 695 x 696 Powerful 427 % 374 NE 280 249 441 = &
My sterious 638 NE 645 657 648 644 653 645 Puissant 819 » 817 NE = 270 43 = -%i4
Mystic 721 711 72974 % T3 % 73 Vengeful 259 265 811 263 808 806 267 . 803
Rock 629 634 630 631 * x 634 635 - Wealthy 2IE » 277 NE 79z 271 272 T§9 %
Sand 754 x 758 756 % & 760 759 Whirling 800 * 576 NE 796 795 & 799 *
Terrible A & Tl % kT k69 Wicked 195 199 256 NE 483 198 192-254- 539
Treacherous 671 677 666 659 # 667 669 = i
Yanishing * NE 724 & 721 73 721 %
-3
e “\? é’ T‘:‘
: — _ A ) ~ ‘_é' v ‘} &
TN T RS TIIE,
< & Apelsland = = NE + » & 1162 » w1159
;éiv{m{’ #J The Barber 1167 1169 1165 1168 % *  * %
e - n® W ! k Crystal Palace NE & & » LI72 1175, #9%%.
Blind 986 4« NE 988 982 983 985 . 989 | | Dendan 1180 1181 1179 % 1182 % 1178 +
Bloodthirsty * 969 971 « & 968 « 92 Elephant 5 PR g e L e £
Con * 996 999 993 995 4 & &k 4| Flephant'sGraveyard NE % ® % 1191 1192 1194 *
Fearful * 1062 % 1055 & & 1055 1057} | iundsof Camphor NE % & 1199 & % % 1197
Friendly 1042 + NE 1044 + & J43 & Lion 1203 1204 |1r.12 12061205 * * *
Greedy 1045 1052 x 1048 1051 “Wip k& Magnetic Mowitiin 1209 + 12:: 1211 x o * ok
Hungry % 1035 1032 1028 "« 1034 % 1030} | palace of 100 Closets NE * 1115 1218 & %
Mad - ax 1061 & 1058 &+  * T1058] | 'pavilion of the
- Malicious 1047, & 1039 * 1043 1038] }° Bieck Giant ﬂp&m m;__;z:u x Kk x %
Merry & 963 NE 957 964 964 959 » Peart Diving * 1230 1231 1228 1269
Multitudinous * & 973 x *x 966 960 Rbine 1135 ‘!'EH 1234 L 2 SN R RN 5
Old 976 .. « NE 990 980 979 977 & Serpeni 1241 1242 [240 % 1243 & & *
Sad 1027 % NE 1028 % % 1026 1030 | |“Sex-Change Spring 1286 # % & ‘92471 *
Strange 1005 4002 1000 * % - % 1001 %[ | Valley of Dogs NE 1253 1255. % 12521251 « =
Wicked 1021 1015 1019 1021 1016 «  1023" & Yolcane, NE 1266 & % 1264 ®# & &
Wools -,31;@ NE 1012 1009 # 1010 = | Warfleet 1260 1261 * 12581259 * & &




Not A
Rules Book!

This book contains over 1001 adventures for
use with Tales of the Arabian iYights. IT you

read this before plaving, you will ruln your en-
Joyment of (he game.

Instead, read the rules of play in the 12 page
folder (vou only need to read the fiest T pages

| to play). Section 8 of the rules describes how
15 the Baok of Talesis used.
gir l Copyrizhi QI‘.H‘Q,% End Cames, Ing,
vard Code Summary. in any encounter); see-the Quest Game for its A Glossary of Unfamiliar
L L ) R T fllnﬁ"ﬂﬂ.-lhﬂﬁn L v
ctal spaﬂl.':‘wﬁhbtﬂh fendiand ______t. : ;;_m Creatures and Characters
S ~— 1Q:X: Quest Extension (used only:in the Quest Dendan: a very large sea creature notorious for

point). :
L= 4 RES.: Wealth level Respectable.— will kill a dendan.
(5i=gain o .'SEUTTPDII'IE-], [_l'l—r 3 ;
L Sill reduction of ;KILLSIEL}TU_ SES:skills and Elatu:;!ﬂa]:lpta.f Roc: A very, very large bird. |
Jeve] kil to Talent- = RGMAH _ChPl"ThL LETTERS when they Gool- and Gooleh: Male and female ghouls . {
- - determine which part of an Award paragraph you . (human-flesh-eating monsters). ‘.

jent-leved skill. You can use : ; f
: = read {e.g., a paragraph beginning ‘BEGUILING ;
i Huse skill to fulfill 2 skl o etir gnﬂm that skill); when they ‘Efreet and *Efreeteh: Male and female genies

i Game). : 5 swallowing ships; legends say that a human voice

,_; _"-._. i wmmmﬂfawphmi“th:awﬁ {E.hﬂ kﬂﬂ\‘-m as jil'll'l. H.I'Id maﬂdﬁ-},
: _*ﬁ level from skill of your code at the end of a paragraph, statuses are in Dervish: A devout Islamic holy man, usually a
-haice; you can use 2 Companion skill or 1 use Roman Type, and skills are in Jrafic Type. hermit (somelimes crazy). i
skill 1o fulfill this penalty. W2 Wealth level (W +1 ma;;ntch:p:tga# ane Magian: Evil, fireworshipping religions sect- ° .'
=5: (iulest Success; in the Standard Game, this Wealth level to a maximum of Rich; if Wealth WL 3 : f
ward cancels statuses under certain circum- at Rich or greater, no effect. W-1 (Min:Poor) Vigier: An advisor, usually 1o a sultan. - 5 |
sances (e.g., the Fated-status paragraph states = lose one Wealth level to a minimum level of S ee page 64 for Fdd‘f‘ﬂﬂﬂf usefu :
' Jose that status if you receive s (:Sresult - Poar; if Wealth at Poor or less, no effect). information. oo E =
.:---'.'.'i Rock Slide (G) . 10 Bloodthirsty Brigands (H) 7 1 Destitute Merchant (I 3
e 2 Rock Slde(G) = o 11 Ancient City (F) 2 Armied Thief (D) i
| 3 Bloodihirsty Brigands (H) 12 Ancient City (F) 3 Mild Storm (G) S e
ST 4 Lonely Paince (A) - 4 Rock Slide (G) : _
| g T'l'ljl'sﬁt Fire {E’} | . 4 1 Last Merchant m 5 Sad Goaleh m} -. : $ :
i 6 hinor Treasure (F) : 2 Wicked Hag (C) & Badly Lost (G) = 5 |
- 7. 5ix ptifact (F). 3 Mad Slave (D) 7 Bloodthirsty: Brigands (H) A e i E
~ | 8 Magnetic Mountain (X) 4 Friendly Merman (H) : § Secrer Trapdoor (F) et
1 9 Magnetic Mountain (K) : 5 Mild Storm (G) 0 Horrible Creatures (I s . 3
' 10 Magnetic Mountain (K) § Mallcious Merman (H) 10 Mysterious Trapdoor (F) ; L
11 Magnetic Mountain (K) 7 Malicions Merman (H) 11 Magical Storm {G) :
’ I i 12 Mag:nl.?ii_: T'-luum_am (K] & Fearful Captain (H) 12 Ruined City (E)
HEGE e : g \ g Beautiful Shoals (&) 3. M : i :
3 :':&}The Magnetic Mountain was a terrible hazard to 10 Treacherous Shoals (G) L ;Elgiris;sfnf:hﬂs e ke
ose whose travels brought them near — the 11 Mad Captain (H) S FacnditMer e e : —
Jodestone heart of the mountain attracted metal with 12 Terrible Storm (G) riendly_Mermian (H) e
B ; - e orm { 4 Greedy Capiain (H) ] gt
:gqrrlblc force. It was not until 2 hero wiclding the G R
 magical Brass Bow broke the spell that the area 5 1 Talking Beast (I} - : -4 h’:""ﬁ" aptain (H) :
' -;bibmmﬂ safe for merchants and other travellers: 7 Friendly Hunchback (C) g }:inmm“mlw[}; '
- > = PR 2 s 3 Wealthy Ne'er-do-well (D) riirg FE Em-:; pﬂﬂ?l}{ )
{2 1 DusuicdiBezsan() 4 Enchanted Maiden (1) 9 Pearl Diving (K) >
| o - 5 Sad Gooleh (H) & S s oo o
- _ : = T 10 Pearl Diving (K) e ., -
S o6 Hungry Gooleh (FI) 7 =, 11 Pearl-Diving (K. - -
7 Dark River (G) : iving (R
g i ) 12 Pearl I:lwulng (K) b o
9 Secrel _.[.mpﬂdmm: (FY - Mear the coastlines and islands of the warld were
]ll'.IHM:.rstic Ll aften to be found iuge pearibeds, where experient-.. E:
11 Talking Beast (1) : _ ed and lucky divers could reap great riches — ifthey _
12 Ancieat City (F) could survive the tecrible perils that lurked beneath o
5 ' the waves, ; :
& - 1 Hideous.Beggar (C}. : 9 1 Dying Hag (C) _
2 Cheating Merchant (1) - . 2 Wealthy Merchant (J) i
. TR . - 3 Skillful Thief (D) g 3 Badly Lost (G)
1 Greedy Ne'er-do-well (D) 4 Doomsaying Prophet (A) 51, # 4 Sand Storm (G) -
2 Lovesick Maiden (J)° ' -5 Fine Beast (1) o 5 Unknown Beast {I) 3 i
3 Badly Lost (G) & Beautiful Princess (A) : | 6 Dld: Man (H) iy
4 Destitute Prophet (A _ 7 House Fire (G) 4= 7 Multitudinous Brigands (H) - i _
A% : & Powerful Wizard (B) et 8 Hungry Creatures (L) R P o
9 Bloodthirsty. Brigands (H) ] =9 Sand Storm (G) ;
10 Mysterious Trapdoor (F) ! 10 Harrible Creatures (1)
11 Strange Artifact (F} ’ 11 Multitudinous Brigands (H)

12 Ruined City (F) 12 Wonderful Artifact (F)

\‘_,’ _
2946) /
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10 1 Qld Man (H)

2 Diseased Hunchback (C)
3 Mad Prophet (A)
4 Powerful Dervish (1)
5 Malicious Merman (H)
6 Strange Customs (H)
7 Beautiful Shoals () —
§ Talking Beast (1)
9 Mysterious River (G)

10 Terrible Storm (G)

11 Ruined City.(F)

12 Wonderful Artifact (F)

11 .1 Foolish Slave (D)
~ 2 Ugly Beggar (C)
3 Garrulous Dervish (X)
4 Mild Storm (G)
5 Meery Brigands (H)
6 Dark River (G)
7 Enchanted Beast (1)
B Dark Creatures (I}
9 Ghostly Beast (I)
10 Glittering Artifact (F)
11 Hidden City (F)
12 Wonderful Artifact (F)

.12 1 Lovesick Thief (I}

2 Blind Man (H}

3 Garrulous Soldier (1}
4 House Fire (G)

5§ Possessed Hunchback (C)
6 Minor Treasure {F)

T Con Garne (H)

£ Crafty "Efreet (B)

9 Unknown Beast (1)

10 Mystic Fire (G)
11 Strange Artifact ()
12 Wanderfal Artifact (F)

13 - 1 Disguised Soldier (J)
' 2 Runaway Slaye (I
3 Mad Sage (A)
4 Mild Storme ()
5 Mild Storm (G)
6 Mystic Fire (G}
7 Magical Storm'(G)
% Old Man (H)
"9 Flying Creatures (1)
10 Fabulous Treasurc (F)
11 Fabulous Treasure (F)
12 Wonderful Artifact (F)

14 1 Repentent Thief (D)
2 Imprigoned Maiden (J) £
3 M Prophet (A)_ -
4 Mild Storm (G)
§ Malicious Merman {,'ITJ'
& Fearful Captain (H)
7 Glittering Artifact (F)
B Enchanted Beast (I)
& Treacherous Shoals ()
10 Mad Captain (H)
“ 11 Terrible Storm (G)
12 Fabulous Treasure {F)

15 1 Blind Man (H})
2 Strange Customs (H).
3 Sand Storm (G)
=4 Unknown Beast (I} =
5 Hungry Gooleh (H)
6 Minor Treasure (E)
~7 Talking Beast (I} -
& Pavilion of the Black Giant (K}
9 Pavilion of the Black Giant (K}
10 Pavilion of the Black Giant (K). -
11 Pavilion of the Black Giant (K)
12 Pavilion of ithe Black Giant (K)

It was herethat the famous w:g.-agc'r Sindbad met
a fearsome crearure resembling the Cyelops of Greek

e =,

miyih; this horrible giant put men on spits and cooked —-

"'~, them. Sindbad and his few surviving friends heated
" the spitsin the'fire one night, andused them to b]ml:l
% the Giant, I.hus effecting their escape.

{fﬂ*i"#j

S T
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16 1 Destitute Beggar (C)

2 Destitute Me'er-do-well (D)

3 Lonely Maiden (1)

4 Mild Storm (G)

5 Beautiful ‘Shoals (&)

6 Treacherous Shoals (G)

7 Unknown Beast (I)

8 Gresdy Captain (H)

& Mysterious, River ()
10 Malicious Merman (H)
11 Ancient City (F)

12 Wonderful Artifact (F)

17 1 Garrulous Merchant (J)

2 Lost Sage (A)
3 Foolish Me'er-do-well (D)
4 Hideous Hunchback (C)
£ Mild Storm (G}
& Ghostly Beast (T)
7 Dark Creatures (I}
8 Dark River (G)
& Magical Storm (G)

10 Small Artifact {F)

11 Jewelled Trapdoor (F)

12 Wonderful Artifact {F)

18 1 Impudent Hag ()
2 Cheating Merchant (J)
3 0Old Man (H)
4 Armed Thief (I
5. Brange Customs (H)
6:Con-Game (H)
T wystie Fire (G)
8 Hungry Creatures (1)
9 Enchanted Beast (1)
10 Secret Trapdoor (F)
11 Ruined City (F) E:
12 Wonderiul Artifact (F)

19 1 Foolish Ne'er-do-well (D)
2 Mad Soldier (5
3 Dyying Beggar (C)
4 Droomsaving Propher (A)

§ Rock Slide (G)
6 Sad Gooleh (H)
T Multtudinous Brigands [H}
8 Dark River (i)
9 Horrible Creatures (1)
10 Talking Beast (1)
11 Jewelled Trapdoor (F)
12 Hidden City (F) o

20 1 Disguised Dervish (J)
2 Mild Storm (G) -
3 Skillful Thief (1Y)
4 Insane Hunchback [(C)
3 Friendly Merman (H)

_ & Fearful Captain (H)

T Black Whirlpool ()
8 Glittering Artifact {F)
9 Huge ‘Whirlpool (G)

1
1
H

lﬂMadCaplqmﬂﬂ i

11 Small Arntifact (Fr-
12 Terrible Storm (G)

21 1 Diseased Hag(C) . — ——
2 Whirling Dervish (5}
3 Whirling Dervish (¥)
4 Destitute Prince (A)
& Hungry Goolsh (H)
6-3and Storm (G)
T Flying Creatures (1)
% Bloodthirsty Brigands (H)
9 Learned *Efreet (B)

10 Mysterious Trapdoor (F)

11 Jewelled Trapdoor (F)
12 Wonderful Arnifact (F)

32 1 Lovesick Ne‘er-do-well (D)
12 Needy Thiefl (D)
3 Friendly Hag (C)
“ ;4 Steange Customs (H)
',. 5 Beautiful Princess (A)
6 Wicked Yizier (H)

—

25
3 Dving B==
4 Imprison=s = {J)
2 Hungry ]
6 Mystic Fes i
7 Secret Trapdace {F) :
 Flying Crestesss{FF
9 Mysterious Raves #i5)

7 Guarded Treasure (F)
& Islandz of Camphor (K)
8 Isiands of Camphor (K} 7

10 Isiands of Camphor. (K) L

11 istands of Camphor (K) =1
12 Jsiznds of Camphbor (K) 1 B
mm&mmﬁ:mmm .
af=
datﬁh'ﬂ'ﬁ:h#
but, des o= =mt
hewk 2nd = dove. =

10 Talking Bezs {Ih . - .
11 Terrible Seem G} -
12 Wonderful aﬁn-m :

26 1 Runawsy ) I
2 Handsome ﬁ?‘ : S
3 Lost Szg= (A3 a
4 Lovesick Hag ()
5 Friendly Merman (H)
6 Beautifol Shoais {(G)

9 Malicious Merman (H}) = :
10 Dark Creatures () - LE
11 Black Whirlpool (G) '
. 12 Black Whiripcol (G) :

27 1 Garrulous Sage (A) — _
1 Drunken Beggar (C) ' g s
3 Mad Thief (D)) ; TR
4 Friendly Maiden () | i
5 Sand Storm (G) 4, waac
& Merry Brigands (H) T
T Mysterious River () e
£ Hungry Creatures (1) R
9 Merry Brigam‘:'s{ﬂ]__% = t

10 Egg of Roc (I g
11 Small Artifact (F) £
12 Wonderiul Antifact - (F)

28 1 Impudent Hunchback (C)__ L
2 Drunken Ne'er-do-well (D} +-.-4
3 Old Man (H) S S0E
4 Wicked Dervish (T) e
5 Mild Storm (G) S e
6 Small Artifact (F)o o= Fag = o por
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i 3
7 Greedy Captain (H) 9 Treacherous Shoals (Gy - T Dark River (G)
8 Ruined City (F) 10 Mysterious River (G) & Horrible Creatures ()
9 Magical Storm (G) 11. Horrible Creatures {T) O Demonic ‘Efrecteh (B)
10 [t:-'liihd Eapt?in (H} 12 Fabulous Treasure (F) 10 Secret Trapdoor (F)
11 icious Merman (H) 35 1 Repentent Ne'er-do-well (D 11 Hidden City (F)
~ 12 Treacherous Shoals (G) i S (D} 12 Wonderful Artifact (F)
29 1 Badly Lost (G) . 3 Crafty Hag (C) 41 1 House Fire (G)
1 2-Badiy Lost {G) 4 Merry Brigands (H) 2 Hypnotic Hag (C)
3 Unknown Beast (I} & Mild Stormy [G) 3 Fine Beast (1)
4 Minor Treasure (F) 6 Unknown Beast (T) 4 Strange Customs (H)
5 Minor Treasure (F) T Unknown Beast (I) 5 Unknown Beast (I
6 Small Artifact (F) g Mysterious River (G) & Imprisoned Princess {A)
T Guarded Treasure (F) 9 Ghostly Beast (I) 7 Bloodthirsty Brigands (H)
& Elephant’s Graveyard (K} 10 Hungry Gooleh (H) & Mighty Wizacd (B) i1
9 Elephant’s Graveyard (K) 11 House Fire () 9 Secret Trapdoor (F) | 1
10 Elephant™s Graveyard (K) 12 Myvsterious Trapdoor (F) 10 Gliteering Artifact (F) {
: (o 11 Elephant’s Graveyvard (K) . 11 Guardad Treasure (F)
.'-"‘E.E?h 12 Elephant’s Graveyard (K} ot 11, gﬁﬁiﬁdﬂé&gﬁﬁ}: ) 12 Wonderful Artifact (F)
— That place out of legends, where wounded ele- 3 Imprisoned Maiden (J) 42 1 Adulterous Neler-do-well (D)
phants go to die. This is not so remarkable — until 4 Badly Lost (G) 2 Friendly Beggar (C)
cone considers the incredible wealth of ivory (o be 5 Imprisoned Prince {A) 3 Healer Sage (A)
found there. & Minor Treasure (F) ¢ Merry Brigands (H)
o Fou 7 Glittering Artifact (F) 5 Mystic Fire (G)
i) § Crystal Palace (K) 6 Crafty “Efrectch (8) -
3 Con Game (H) 9 Crystal Palace (K) y 7 MJ_.'st-:u'_amLs Ei_\':r {3}
4 House Fire (G) 10 Crystal Palace (K) 8 Glittering Artifact (F)
5 Lovesick Prince (A} 11 Crystal Palace (K) & Jewelled Trapdoor (F)
E s’!mngc Euﬂﬂms {H} 12-'::1?'5!3] PEIEC‘I‘.‘.‘ {K} 1“ Jﬂwt“fq Trapd.-ll;lﬂr m s
7 Bloodthirsty Brigands (H) A place out of legend — a palace — built by a 11 Bleodthirsty Brigands (H
% Talking Beast () king entirely out of glass. Within, his children were 12 Wonderful Artifact (F) |
9 Mighty ‘Eftesteh (B) kept as virtual prisoners, for helived in fear of others i §
10 Secret Trapdoor (F) trying to usurp his grear power. 43 1 Friendly Merman (H)
11 Guarded Treasure (F) 1 Badly Lost (G) i
12 Wonderful Artifact (F) 37 1 Badly Lost (G) & TEANIL. Saprein. (H) : H
: 2 Flying Creatures (I) 4 Treacherous Shoals (G) :
31 1 Drunken Hag (C) 3 Dark River ((3) S*Malicious Merman (H) -« | = H
2 Lost Merchant (T} 4 Ghostly Beast () 6 Mad Captain (H) i
' 3 Repentent Thief (D) 5 Hungry. Creatures (1) 7 Black Whirlpool (G) :
| 4 Blind Man (H) 6 Dark Creatures (T) 8 Dendan (K) :
¢ . 5Egg of Roc(T) 7 Horrible Creatures (T} 9 Dendan (K) :
¥ & Mysterious Trapdoor (F) 8 Serpent (K) 10 Dendan (K) 3
T Dark River (G) 9 Serpent (K) 11 Dendan (K) : pl
8§ Merry Brigands (H) 10 Serpent (K) 12 Dendan (K) :
2 Mn?r ressure (F) 11 Serpent. (K) The dendan were the largest, most fearsome
10 Talking Beast (I} 12 Serpent (K) : £ de Th e capable af
11 Tecrible Storm () Of the slant variety: i s are said o dﬁ:m:ens_ o l:-h!:_ i e e pa‘ |
12 Guarded Treasure (F) glant variely, tnese strpe swallowing a ghip and'all its crew in one gulp; even
S swallow men whole. Other tales are told of much Mermen feared the dendan. However, the dendan—— |
3% 1.Adulterous Slave (D) smaller serpents that inhabit certain valleys . . . tales could not abide the voice of a true ‘son of Adam’

2 Lovesick Begpar (C)
—~3-Mild Storm (G)

of deadly poisonous fangs . ...

(human being), and one taste of human flesh would
kill a dendan instantly. Itis from the bodies of such

4 Friendly Merman (H) o ; Eﬁ::dndé:iﬂ:g{g:} creatures that the mystic treasure dendan oil comes. :
3 Mild Storm (G) 3 Friendly Princess (A) : : !
6 Doomsaying Prophat (A} 4 Sad Gooleh (H) @1 Dl.':SLIlut-E Thief (I L
7 Mad Captain (H) 5 Sand Storm (G) 2 Wicked Prophet (A) i
2 Mad Captain 'I:H:!'_ 6 Small Artifact II} 3 Sand Storm (G : I
9 Black Whirlpool (G) 7 Egg of Roc (I) 4 Sand Storm (G) i

: 10 Small Artiface (F)
2 11 Terrible Storm (G
i 12 Huge Whirlpool {G)

331 Happy Neer-do-well (I¥-
i 2 Dizguized Merchant (J)
3 Dangerous Hunchback {C)
4 Sand Storm (G)

ErE 5 Foolish Prince (A)

6 Strange Customs (H)
T Hungry Creatures (T)

12 Strange Artifact (F)
- ¢34 1 Ugly Haz (C)

8 Mystedous River (G)
o Multitudinous Brigands (H)

10 Mystenous Trapdoar (F)

11 Glittering Artifact (F)
12 Wonderful Artifact (F)

30 1 0ld Man (H)

2 Impudent Beggar (C)
3 Runaway Slave (D}

4 Destitute Merchanit (J)
5 Imprisoned Prophet (A)

i
i
it 8 Hungry Gooleh (H) 6 Sad Gooleh (H) 3 False Sage (A} _
! 9 Egg of Roc (1) 7 Malicious Merman (H) 4 Wicked Dervish (J) =1
; 10 Sand Storm (G) 8 Mysterious River (G) 5 Friendly Merman (H) : P
] 11 Egg of Roc (I) 9 Horrible Creatures (I) 6 Mild Storm (G) :

10 Dark Creatures (I)
11 Ancient City (F)
12 Wonderful Artifact (F)

5 Multitudinous Brigands (H)

6 Multitudinous Brigands (H)

T Ezg of Foc (1)

& Horrible Creatures (I)

9 Mysterious Trapdeor (F}) - it
10 Ruined City (F) e {{
11 Fabulous Treasure (F) : :

S 12 Wonderful Artifact (F) ' i

45 1 Repentent Ne'er-do-well (D) i
2 Wicked Hunchback (C) :

T Strange Custorns (H)
8 Strange Custorns (H)
9 Fearful Captain (H)

2 Friendly Soldier (1) 10 Mysterious River (G) : 1i
3 Destitute Thief (D) 40 1 Badly Lost (G) 11 Black Whirlpool (G) : ;
4 Beautiful Shoals (G) 2 Badly Lost (G) 12 Wanderful Artifact (F) So
5 Fearful Captain (H) 3 Wicked Beggar (C)

6 Strange Customs (H)
7 Strange Customs (H) :
8 Learned Wizard (B)

4 Greedy Thief (¥
& Garrulous Dervish (J)
& Fine Beast (T)

46 1 Lovesick Beggar (C)
2 Foolish Slave (D)

3 Lost D:r'-'isl'_n E)




4 False Prophet (A)
5 Mild Storm(G)
i Con Game (H)
T Wicked Vizier (H)
8§ House Fire (G)
9 Bloodthirsty Brigands (H)
10 Horrible Creatures (T)
11 Jewelled Trapdoor (F)
12 Wonderful Artifact (F})

1 Lovesick Hunchback (C)
2 Lonely Soldier (T}
3 Foolish Thief (D)
4 Small Antifact (F)
5 Rock Slide (G)
& Sad Gooleh (H)
7 Strange Customs (H)
& Enchanted Beast {T) .
9 Flying Creatures (I) =il
10 Black River (G)
11 Guarded Treasure (F)
12 Wonderful Artifact (F)

1 Happy MNe'er-do-well (I
2 Dangerous Beggar (C)
3 Foolish Princess (A)
4 Friendly Merman (H)
5 Beautiful Shoals (G)
& Malicious Merman (H)
T Fearful Captain (H)
8 Treacherous Shoals (G)
9 Hungry Creatures: (I)
10 Small Artifact (F)
11 Huge Whirlpool (G)
12 Huge Whirlpool (i)

1 Fine Beast (1)
2 Enchanted Beast (T}
3 Sad Gooleh (H)
4 Talking Beast (I}
5 Hungry Creatures {I)
& Egg of Roc (I}
T Ancient City (F)
‘B Lion (K)
9 Lion (K}
10 Lion (K)
11 Lion (K)
12 Lion (K)

A fearsome beast in any culture, the lion was
thought by the Arabs to be tamable by soft words
and a pleasing countenance. It was also considered
to be quite intelligent — possibly capable of speech.

50 1 Drunken Slave (DY)

1 Insane Beggzar (C)

3 Garrulous Maiden (I}

4 YVengeful Sage (A)

5 Badly Lost (G)

& Merry Erigands (H)

7 Hungry Gooleh (H)

& Unknown Beast (I)

9 Dark River () e,
10 Demonic ‘Efreet (B)
11 Fabulous Treasure (F)
12 Guarded Treasure (F)

1 Destitute Sage (A)

1 Wice Thief (D) =Ly

3 Insane Hunchback (C)

4 Enchanted Soldier (J)

5 Mild Storm (G)

& Strange Customs (H)

T Wicked Vizier (H)

& Trapped 'Efreet (B)

9 Mysterious Trapdoor (F)
10 Glittering Artifact (F)
11 Fabulous Treasure (F)
12 Fabulous Treasure (F)

1 Lovesick Slave (D)

2 Foolish Maiden (I}

3 Insane Hag (C)

4 Vengeful Princess (A)
3 Rock Slide (G}

6 Ghostly Beast (I)
(764 B

49

51

&
T Dark River {G)
& Bloodthirsty Brigands (H)
9 Secret Trapdoor (F)
10 Ruined City (F)
11 Magical Storm (G)
12 Wonderful Artifact (F)

1 Wise Slave (D)

2 Dying Hunchback (C)

3 Healer Sage (A)

4 Mild Storm (G) -

5 Puissant Soldier (1)

6 Friendly Merman:(H)

T Greedy Captain (H)

£ Malicious Merman (H)

9 Blooadthirsty Erigands (H)
10 Terrible Storm (G)
11 Huge Whirlpool {G)
12 Hidden City (F)

54 1 Lovesick Hag (C)

2 Badly Lost ((3)

3 Sad Gooleh (H)

4 Dark Creatures (I)
5 Minor Treasure (F)
6 Horrible Creaturss (I)
T Small Artifact (F)
& Ape Island (K)

9 Ape Island (K)
10 Ape Island (K)
11 Ape Island (K)
12 Ape Island (K)

In this truly wretched place; fearsome apes lived
in the mountains of a small island, invading its one
city each night. They would slay and eat anything
they found there. The populace therefore lived on
small boats each night, and only returned to the city
during davlight:

55 1 Wise Slave (D)

2 Lost Soldier (J) :
3 Disguised Hunchback (C)
4 Mild Storm (G)

5 Badly Lost (G)

& Merry Brigands (H)

T Dark River (G)

8 Sad Gooleh (H)

D Strange Artifact (F)
10 Mysterious Trapdoor (F)
11 Ancient City (F)
12 Wanderful Artifact (F)

1 Toothless Hag {(C)

2 Greedy Thief (D)

3 Old Man (H)

4 Housze Fire (G)

5 House Fire (G)

6 Garrulous Prince (A)

7 Strange Customs-(H)

8 Practical Joker 'Efrecteh (B

9 Talking Beast (I) o
10 Wicked Vizier (H) R
11 Dark Creatures (1)
12 Fabulous Treasure (F)

1 Meedy Me'er-do-well (D)

2 Dangerous Beggar (C)

3 Mad Maiden ()

4 Wise Prince (A)

5 Mild Storm (G)

& Badly Lost (G)

7 Mystic Fire (G)

8 Mystic Fire (G)

9 Multitudinous Brigands (H)
10 Horrible Creatures (I)
11 Glittering Artifact (F)
12 Glittering Artifact (F)

1 Busy Slave (I

2 Destitute Merchant (J)

3 Insane Beggar (C)

4 Healer Sage (A)

5 Badly Lost (G)

6 Merry Brigands (H)

T Unknown Beast (T)

56

38

B e e —

9 Mysterious River 65
10 Demanic ‘Efrect |
11 Glittering Artifzcz 8
12 Wonderful Artifzc: (8

=5 1 Mild Storm (G)
i £ Creatures (1)

61 1 Ugly Hag (C)

2 Skillful Thief (D)

3 Wealihy Merchant (J)
4 Badly Lost (G)

5 Malicious Merman (H)
6 Malicious Merman (H)
T Fearful Captain (H)

8 Treacherous Shoals (G)
% Self-Sacrificial Enchantress (B)
10 Huge Whirlpool ()
11 Hidden City (F): -
12 Strange Artifact (F)

1 Busy Slave ()

2 Wicked Sage (A)

3 Insane Begzar (C)

4 Badly Lost (G)

5 Sand Storm (G) =

6 Eeg of Roc (I) s

7 Flying Creatuzss (I}

8 Flying Createsss (I}

9 Multiindinoss Bagands (H)
10 Glinesmng Areacs (F) -
11 Anci=: Cv (F)

12 Wioadorssl Axtifact (F)

63 1 Fools: Soldier (1)
= Rammwsay Neter-do-well (D)
3042 Ma= (H)
4 Esc==sted Hunchback (C)
5 Eacy Lost (G)
& S22 Gooleh (H)

¥ T=ong Beast (I)
- & Eucden City (F)
Fire (G}

18 Bi=ck Whirlpool (G)
11 Bizck Whirlpool (G) ~
12 Mysterious Trapdoor (88

&4 1 Heart-rending Hag (G}
2 Badly Lost (G) -
3 Armed Ne'er-do-well
4 Mild Storm (G) .
5 Dark River ()
6 Badly Lost (G)
7 Hungry Gooleh
8 Enchanted Beast
9 Minor Treasurs

i
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10 Horrible Creatures (1)
11 All-Powerful Wizard (B)
12 Strange Actifact-(F)

C 65 1 Crafty Me'er-do-well (Y
] 2 Minor Treasure (F)

3 Beautiful Princess [A)
4 Small Artifact (F)

5 Glittering Artifact (F)
& Guarded Treasure (F)
T Strange Artifact (F)

8 Palace of Closets (K)
9. Palace of Closets (K)
10 Palace of Clozats (K)
11 Palace of Closeis (K)
12 Palace of Closets (K)

~ There are many such palaces in the Tales — palaces

- resist such a temptation?

66 1 Adulterous Thief (D)
Et 2 Mad Soldier (J)

3 Old Man (H)

4 Fearful Captain (H)

5 Beautiful Princess (A)

6 Gresdy Captain (H)

7 Beautiful Shozals (G)

& Minor Treasure (F)

g Friendly Merman (H)
10 Malicious Merman (H)
11 Smell Artifact (F)

12 Wonderful Artifact (F)

67 1 Drunken Thief (D)

2 Mild Storm (G}

3 Mearry Brigands (H)}

4 Hypnotic Beggar (C)

5 Badly Lost (G)

6 Puissant Soldier (1)

7 Hungry Goaleh (H)

% Lovesick Enchagtress (B)
@ Dark River (G)
10 Jewelled Trapdoor (F)

' 11 Hidden City (F)
FF 12 Wonderful Artifact (F)

-+ 68 1 Happy Slave (D}

2 Crafty Beggar (C)

3 Mad Sage (A)

4 Mad Prophet (A)

5 Con Game (H)
———&-Strange Customs (H)
it 7 Vengeful Prince (A)

i & Barber (K)
[ 0 Barber (K)
10 Barber (K)
11 Barber (K)
12 Barber (K)

o
!
"
Tk
1.
ik
R
.

warrn heart, and true mystic abilities.

69 1 Foolish Thief (D}

2 Wicked Beggar (C)

3 Lonely Maiden (1)

4 Mild Storm (G)

5 Wealthy Princess (A)

6 Mystic Fire (G)

7 Bloodthirsty Brigands (H)

& Badly Lost (G)

O Mysterious River ()
10 Ancient City (F)
11-Terrible Storm (G}

12 Wonderful Adtifact (F)

70 1 Flying Creatures (1)
2 Badly Lost {G)
3 Uinknown Beast (I}
4 Unknown Beast (I)
5 Dark Creatures (I)
6 Small Artifact (F)

o filled with 100 rooms or closets, all locked, One is
ruseally given the keys with the admonition.! “do not
open the one-hundredih dos=t ! How could any hero

This incredibly garrulous fellow drove a young
prince almost to the point of suicide {or murder) with
his incessant butting-in and chatter, However, behind
that mask of inanity there lurked a sharp mind, a

e

T T e T s

5
7 Guarded Treasure (F)
8 Elephant (K)
9 Elephant (K)
10 Elephant (K)

11 Elephant (K)
12 Elephant (K)

A creature fairly well known in its habits, the
dephant was relentlessly hunted for its tusks, Often,
however, the crafty beast turned the tables on its
humters.

71 1 Destitute Hunchback (C)
2 Friendly Prophet (A)
3 Mad Me'er-do-well (D}
4 Whirling Dervish (1)
5 House Fire {(G)
6 Con Game (H)
T Strange Customs (H)
& Wicked Vizier (H)
9 Cold Enchantress (B)
10 Fine Beast (T
11 Fine Beast (I)
12 Wonderful Artifact (F)

72 1 Impudent Hunchback (C)
2 Wicked Me'er-do-well (I}~
3 Handsome Soldier
4 Lonely Prophet (&)

5 Mild Storm (G)

6 Mystic Fire (G)

T Blogdthirsty Brigands (H)

& Ghostly Beast {I)

& Horrible Creatures (1)
10 Small Artifact (F}
11 All-Powerful Enchantrest (B)
12 Magical Storm {G)

73 1 Cheating Merchant (I}

2 Lonely Prophet (A)

3 Diseased Hunchback (C)

4 Friendly Merman (H)

& Beautiful Shoals ()

6 Treacherous Shoals (G)
7 Maliciout Merman (H)
# Fearful Captain (H)
9 Graedy Captain (H)

10 Terrible Storm (G)

11 Black Whirlpool (G)

12 Huge Whirlpoal (i)

T4 1 Neady Me'er-do-well (D)
2 Powerful Slave (D)
3 Lovesick Maiden (1)
4 Mad FProphet (A)
5 Rock Slide (G)
6 Srrange Customs (H)
T Strange Customs (H)
£ Voleano (K)
9 YVoleano (K)

10 Valcano (K)

11 ¥oleano (K}

12 ¥olcano (K) _
Aswell as being a dangerous place to travel near,
a vileano was often the temple of evil Magian fire-
worshippers, into which they were fond of throw-
ing young herges as sacrifices. -

75 1 Mild Seorm (G)

2 Badly Lost (G)

3 Rock Shide (G)

4 Badly Lost (G)

5 Unknevwn Beast (T)

& Strange Artifact (F)

7 Blind Man (H)

& Mysterious River ()
9 Mysterious Trapdoor (F)
10 Enchanted Beast (1)
11 Ruined City (F)
12 Wonderful Anifact (F)

76 1 Drunken MNe'er-do-well (D)
2 Lost Prophet (A)
3 Dangerous Hag (C)
4 FPowerful Dervish {J)
5 Badiy Last (G)

77

R

6 Cold Enchantress (B)

7 Unknown Beast (I)

g Mad Captain (H}

0 Beautiful Shoals (G}
10 Black Whirlpoaol (G)
11 Huge Whirlpool (G)
12 Wonderful Artifact (F)

1 Lovesick Soldier (J)

2 Lost Maiden (3}

3 Badly Lost (G)

4 Ezg of Roc ()

5 Lost Prince (A)

& Lonely Princess (A)

T Ghostly Beast (1)

8 Sex-Change Spring {K)

0 Sex-Change Spring (K)
10 Sex-Change Spring (K)
11 Sex-Change Spring (K}
12 Sex-Change Spring (K)

Originally thought te be hidden in the “efrect-
haunted Dusky Land, this innocent looking foun-
tain caused the sex of any who drank from it w
change. Mo self-respecting hero would stand for such
a thing!

T8

1 Armed Slave (D}

2 Mild Siorm (G)

3 Puissant Soldier (J)

4 Merry Brigands (H)

& Multitudineus Brgands (H)
6 Vengeful Enchantress (B)
7 Guarded Treasure (F)

8 Warfleet (K)

9 Warflaar (K
10 Warfleat {K)

11 Warfleet {K)

12 Warflsar (K

Large, armed fleets were not common (they were
liabhle to be destroyed by storms, or eaten by a pass-
ing Dendan). They occasionally were sent by war-
ring nations or used as merchant convays; someiimes
they were composed of large numbers of pirates.

79

gl

1 Lonely Soldier (1)

2 Friendly Beggar (C)
3 Foolish Thief (1IN

-4 Garrulous Sage (A)

5 Badly Lost (G)

6 Egg of Roc ()

7 Sand Storm (G)

8 Hungry Creatures (I}

o Mysterious River (G)
10 Unknown Beast (T)
11 Secrer Trapdoor (F)
12 Wonderful Artifact (F)

1 Mild Storm (G)
2 Wicked Vizier (H}
3 Badly Lost (G)
4 Friendly Merman (H)
§ Strange Customs (H)
6 Dark River (G)
7 Mad Captain (H)
& Beautiful Shoals (G)
© @ wivsterious’ Trapdoor (F)
10 Strange Artifact (F)
11 Ruined City (F)
12 Wonderful Artifact (F)

1 Old Man (H)

2 Badly Lost (G}

3 Badly Lost (G)

4 Rock Slide (G |

5 Hungry:Creatures (I
6 Trapped *Efres1 (B)
T Ghostly Beast (1)

8 Valley of Dogs (K)
9 Valley of Dogs (K)
10 Valley of Dogs (K)
11 Valley of Dogs (K)
12 Valley of Dogs (K)

This closed-in valley was rumored to be full of wild

and vicious dogs — and vicious highwaymen as well,

{65-81)



82 1 Destitute Thief (I))

1 Dying Beggar (C)

3 Mild Storm (G)

4 Handsome Prince (A)
5 Malicious Merman (H)
& Greedy Captain (H)
7 Beautiful Shoals (G)
g Mad Captain (H)

9 Huge Whirlpaol (G)
10 Terrible Storm (G)
11 Ruined City (F)
12 Ruined City (F)

33 1 Toothless Hag (C)
2 Disguised Slave (D)
3 Blind Man (H)
4 Exg of Roc (I)
§ Foalish Prince (A)
& Sad Gooleh (H)
T Multitudinous Brigands (H)
& Mystic Fire (i)

4 Drunken
5 Drunken
6 Disouised

93 I Friendly
2 Foolish
3 Destitute
4 Lonely
5 Disguised
& Wealthy
84 1 Kindly
2 Practical Joker
3 Trapped
4 Crafty
& Vengeful
6 Mad
25 1 Kindly
2 Lovesick

3 Bumbling
4 Moble

84 1 Kindly 7 Mad
2 Bumbling 8 Mad
3 Needy & Ewil
4 MNeedy 10 Vengeful
§ Disguised 11 Doomed
& Trapped 12 Mighty
85 1 Lonely T Disguised
2 Garrulous 8 Mad
3 Destitute 8 Yengeiul
4 Foolish 10 Wicked
& Friendly 11 Enchanted
G Imprisoned 12 Enchanted
86 1 Friendly T Crafty
2 Friendly & Dwing
3 Drestitute 2 Possessed
4 Impudent 10 Wicked
5 Ligly 11 Drangerous
& Disguised 12 Powerful
87 1 Friendly 7T Imprisoned
2 Foolish 8 had
3 Destitute & Vengeful
4 Handsome 10 Vengeful
& Disguised 11 Wicked
& Wealthy 12 Powerful
88 1 Kindly T Crafty
2 Needy 8 Yengeful
3 Bumbling 2 Evil
4 Bumbling 10 Powerful
5 Lovesick 11 Mighty
& Disguised 12 Mighty

89 You follow over hill and dale, through thick
undergrowth and lonely wasteland. Finally the snake
disappears into a hole in the ground, and you still

% Enchanted Beast (T}

10 Mighty ‘Efreet (B)

11 Stcange Artifact (F)

12 Hidden City (F)

have no idea where vou are,

MO SKILL: You fall to your knees, weeping and

eursing. S1/Accursed/Last

WILDERNESS LORE: You recognize this area
as a dry stream bed, and follow it. S1/Piefy/Laost

(7 or less}
90 1 Friendl, T Wiga
2 Feolish 8 Imprisoned
3 Garrulouws 9 Enchanted
& Deglituie 10 Wicked
5 False 11 Mad
6 Disguised 12 Provverful
21 I Toothless T Crafty
2 Destitute 8 Possessed
3 Dving % Hypnotic
4 Diseased 10 Hidegus
5 Digeazed 11 Ingane
5 Enchanted 12 Dangerous
9% 1 Happy T Crafty
2 Foaolish B Crafty
3 Gresdy 9 Disguised
f82-111)
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101

102

103 Of course — the fabled Jewelled Fortress! st&tus
MO SKILL: Fres move to and immediate encoun-
ter at the Jewelled Fortress. D181/ Lose Lost/

5 Ewil
& Crafty

1 Happy

2 MNeady

3 Greedy

4 Foolish

5 Foolish

6 Lovesick
1 Friendly
2 Foolish

3 Destitute
4 False

& Garrulous
6 Wise

1 Friendly
2 Foolish

3 Destitute
4 Wice

5 Imprizoned
6 Healer

1 Impudent
2 Dying

3 Diseaszed
d Crafty

5 Disguised
6 Wicked

1 Friendly
2 Impudent
3 Ugly
d Destitute
8 Dispuised
6 Drunken
1 Friendly
2-Handsome
3 Lonely

4 Lovesick
3 Disguised
& Imprisoned

Wounded {1 wrn)

MINOR or MAJOR MAGIC (Mandatory): Your
own aura of magic triggers the sleeping Guardian
of the Fortress. You are suddenly embroiled in a
mystical battle with a powerful foe! Roll 2 dice, ad-
ding 1 for Mafor Magic:

2-7 A deep voice booms, *“You may not enter!™

You are hurled far away, and your thoughis are

clouded. D2/31/Designate a player to-place you

&

10 Armed
11 bad
12 Wicked

7 Vengeful
& Wicked
9 Mad
10 Mad
11 Enchanted
12 Powerful

T Ewil
& Powerful
9 Mighty

10 Bloodthirsty

11 Demonic

12 All-Fowerful

7 Disguised
B Vengeful
9 Mad
10 Doomed
11 Mighty

12 All-Powerful
86 You have neither the will nor the ability to com-
plete such & set of tasks as would be required.
MO SKILL: However, Allah smiles upon difigencs
and resolution as well, D1/Lwck (1 Gse)/Tost
PIETY: However, Allah allows vour efforts to suc-
ceed, despite the bmits of your ability and endurance. 106 1 Happy
You praise his generosity, and promise to spend miors
time at your devotlons. D2/51/ Luck/Tose Lost

T Disguised
& Disguised
9 Crafiy
10 Armed
11 Mad
12 Wicked
7 Imprisoned
8 Vengeful
9 Mad
10 Mad

11 Doomsaying

12 Poawerful

T Healer

B Healer

2 Vengeful
10 Mad
11 Wicked
12 Powerlul

7 Hypnotic

B Hideous

? Hideous
10 Enchanted
11 Dangerous
12 Powerful

T Lowvesick
& Dying
9 Diseased

10 Heart-rending

11 Possessed
12 Insane

T Wealthy
# Enchanted
O Nad
10 Wicked
11 Wicked
12 Powerful

within 4 spaces of Jewelled Fortress

* 8+ You subdue your powerful foe with a spell of

e e R e e e e i L o

e mm ==

sleeping. Gain S:aluﬂﬁg_{li‘i'-ﬁlf.ﬂ?_f
MﬂgichnxLaan-ae..m.;aningmmm,
COUNter at Inc-!luda‘i.;mm SR

104 They allow }'ﬁl.-]jn-[‘-:! tut:-lrﬂm# E'...h,,.p.}...-u.
blindlolded and reveal none of their secrets.

MO SKEILL: You see your chance to escape, but
fail as they ware oo suspicious. They offer you the
chance to redeem yoursell by performing a few rob-
beries. You mray refuse or accepl:

{f you refuse: they beat vou cruelly and leave you
for dead. S1/D1/Wounded (6 or less)/Lost

ff your acceps: you bungle the job. D1ACutlaws
Los= Lost.

STEALTH & STEALING: You can easily get
away at any time, or perhaps stick around and par-
cpate in a few robberics.

LﬂH}'ﬂh escape; 51D Enduring HardshipsLose
5t

[f you assist in the robberies: D-1/W + 2 (Max:
Rich)/Stealth & Stealing/Lose Piatvs Loge Ln::-.';[

105 1 Destitute T Crafty a
2 Drunken 8 Insane
3 Diseased 9 Wicked
4 Impudent 10 Enchantad
5 Dving 11 Hypnatic &
6 Heart-rending 12 Powerful
T Armed
2 Wise & Crafty
3 Skiliful 9 Greedy _
4 Drunken 10 Wicked
& Wealhy 11 Powerful
6 Repentent 12 Powerful
107 1 Wise 7 Crafty
2 Meady & Adulterous
3 Busy 8 Mad F
4 Drunken 10 Wicked e S,
5 Runaway 11 Wickedem——— — =i
6 Armed 12 Powerful — —
106 1 Happy B e ——
2 Destitute BGreedy = - — =
3 Lovesick 9 Adulterous == e
4 Foolish 10 Crafty
5 Wealthy 11 Wicked
& Armed 12 Wicked
109 1 Friendly 7 Wealthy
2 Lost & Enchanted
3 Beautiful 9 Yengeful
4 Imprisoned 10 Wicked
5 Destitute 11 Mad *
& Disguised 12 Powerful — 3
110 1 Friendly 7 Imprisoned 1
2 Lonely 2 Disguized 3
3 Lovesick 9 Vengeful :
4 Beautiful 10 Wicked
5 Beautiful 11 Powerful
6 Lost

12 Powerful L

111 Accursed You have fallen under a terrible
curse, with bad Iuck to follow you through all the
—rest of your days — unless the curse can be removed.

EFFECT: Another player gives you a number in

place of your die roll. When you have to roll the

die/dice for any reason, ask any player what number

he wants vou to use. (He may, if he wishes, examine

the Book of Tales before he gives you a number)
. Lose one Merchant Ammow when you gain this

TO LOSE: After the player has given you a
number, roll the die/dice to determine if vou lose
the status. IF the aumber voulroll is more then ane :
paint from the number that was given, you are no
longer Accursed,

If you.get 2 Q¢S result in an encounter with a be-
ing from Feaction Matrix B, you lose this status,

If you give 2 Wealth !w:lt-f&_l'.lzm_}:fl:m Ul'r_u"#n'al;f
who has Major Magic, you b fhix =tat B

EXAMPLE: You are instrusted to roii: m-n dice-
in an encounter. The player Voo trave ciscn: -‘m-s
you that your number is 11, Yoitrhen roll the diza:

ona 0, 11, o 12 you wgujds[ﬂbrnm-m_n.i =




s re— == =,

\-n_te :-'n.. Eﬂs:-lh: status, (You siill wse the 11 for that
tm:mml:er, a\:en if you subsequently lose the status.)

A2 Theyias -ﬂ'-s:' Fnu to a wooden stake, and let the
z ?-l_ltl:b—_E_ll__{l_'rﬂ_,_"‘:'_“ﬂﬁ.-di} their work on vou,

T NOSKILL: When you pass out, they realize vou
are a weakling and leave, D}/ Enduring Hardship
SCrippledsLost

ENDUEING HARDSHIP: You sneer, laugh, and
teli ribald jokes. Impressed with your fortitude, they
take you into their band. S1/D2/W+1 (Max:

Respectable)/Lose Lost/ Oppariinity (o enter Caves
of Al-Eolo-Als

113 1 Friendly T Lost
1 Lovesick % Imprisoned
3 Beautiful 9 Mad
4 Beautiful 10 Wicked
3 Wealthy 11 Enchanted
6 Wealthy 12 Powerful
114 1 Kindly 7 Learned
T Meady 8 Dhsguised
3 Bumbling 9 Craflty
4 Self-Saceificial 10 Mad
5 Beautiful 11 Evil
6 Moble 12 Powerful
115 1 Kindly T Doomed
2 Bumbling & Vengeful
3 Beantiful 9 Mad
4 MNoble 10 Evil
o Dnsguised 11 Powerful
6 Crafty 12 Mighty
116 1 Kindly T Ewil
2 Lovesick 8 Bloodthirsty
3 Beautiful 9 Bloodthicsty
4 Trapped 10 Mighty
5 Vengeful 11 Demonic
o Mad 12 All-Powerful
Ti7 i Kandly 7 Cold
+ Bumbling B Mad
2 Lovezsick 9 Evil
=4 Beautiful 10 Mighty
- S:Beautiful 11 Mighty
o-Vengeful 12 All-Powerful

115 Beast Form  You have been turned intoan ape
by 2 being with great power. You retain your in-
iclligence and the power of speech, but find it hard
to get along: in the world of men.
EFFECT: You cannot chooss the Court reaction
- on the Reaction Matrix; il you are ever forced 1o
Court, you immediately get the Scorned status.

You cannot score Destiny points.

You cannot gain the Appearance gkill while in
Beast Form, If vou already have it, place it under
the Beast Form Status marker; it is useless umil you
lose Beast Form.

Loss one Merchant Arrow when vou gain this
status.

TOLOSE: If vou get & Q15 result in an encounter
with any being on Reaction Matrix A or B, vou lose
thizs siamus. EY

——1f you give 8 Wealth level to a player in your space
who has Major Aagic, you lose this status,

119 Beloved: A handsome man/beautiful woman
has fallen madly in love with you, and will not sleep
or eat until you return this love. Wherever you go,
hesshe follows, writing poetry and professing hﬁﬂm
great love,
EFFECT: Decide whether to accept or reject
his/her love.
I vou accept: you must score 2 Destiny points
while Beloved to becormne Marcied.
(Adventure Game) Immediately gat a Quest card.
If you successfully complete this Quest while still
Beloved, get the Married status. This guest s +3
on the Cuest rable.
£ voue reject: Roll 2 dice, and add 1 for each of
_riiv:-ﬁu.lmwﬂsr.sm.ls that you possess: Feguifing,
Ci n.'; Chemrei ey Subtract 1 for Appearance.
.-c-—'f ﬂ:uuu mﬁ';:; less, o to 777
2= ol i 1, oll again
i _lfjllﬁ"‘“ r-R-m mare, g0 10 778
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TO LOSE: There is no special way 1o loss this
status. When vou do loss it dent forget to discard
the CQuest card.

120 Blessed  You have the protection and blessing
of a patron, as well ac the blessing of The Most
Powerful of Us All.

EFFECT: You pick a number in place of vour die
rall. When you have to roll the die/dice for any
reason, ¥ou say what number you want, Thig iz the
number you vse. (You may, if you wish, examine
the Book of Tales first.)

TO LOSE: After saying what number you will use,
roll the dies/dice 1o see if you loss this staius, If the
number you roll is more than one paint from the
number vou called, you lose this status.

EXAMPLE: You are supposed to roll 1 die on
a City Fate Card. You say that you will use a 5 in
place of that roll. Then you roll to determine if you
lose this status. If vou rofl a 4, 5, or 6, you kesp

_the status. On any other roll, you lose it, (You still

use the 5 for that Fate Card roll, even if vou subse-
quently loce the status.)

121 Crippled You have received a painful and in-
capacitating injury. Although your mind is as sharp
as ever, your twisted visage would teach wisdom to
those whe would fearn it,

EFFECT: Your movement is reduced by one. You
cannof gain the Sediction or Appearance skills, If
vou alrcady have them, they may not be vsed uniil
you fose this status (put them under the status chit).

In any encounter with a being from Reaction
Marrix A through D, J or H, double all Story peint
awards.

TO LOSE: If you get a On:5 result with any being
from Eeaction Matrix B, vou lose this status. I[f vou
give & Wealth level to a plaver in your-spzce who
has Major Magic, you lose this status.

EXAMPLE: A Crippled player who is Foor may
move 3 maxisnum of two spaces; no more than one

* of which may be by sea.

122 Determined  Your soul is resolute, and you will
nod ke swayed from the course you have se6, no mat-
ter what the obstacles:

EFFECT: Once per encounter you may decide to
reject the award paragraph you receive. If vou do
this, you must go back vo the Reaction Matrix, and
choose a different reaction.

123 Diseased  You have contracted a terrible illness.
I is mot fatal, but it is painful and incapacitating.
EFFECT: Your movement is reduced by one.

If you pay three Destiny points while in the same
space as andther player, you may give him this status.
o0 any turn, instead of 2 normal encounter, you
may pay one Wealth level and encounter a Healer
Sage (Matrix A).

l[!-.rI1i1I]upi: Status Game) Gain the Scorned status

as we

TOLOSE: If you give 2 Wealth level to a player
in your space who has Scholarihio, yvou lose this

- SEatus.

EXAMPLE: A Diseased plaver, who was Poor
would move a maximum of two spaces, no more than
one of which may be by sea.

114 Enslaved- - You have become a slave due to bad
luck, lack of finances, and/or malevolence on the
the part'of others.

EFFECT: Each turn you designate another player
to.be your "master.” Any Destiny points Or (reasures
you score during your turn go to him instead of you.

Lose one Merchant Arrow when vou gain this
stanus,

TO LOSE: You may ‘buy vour freedom” if you
gain a Wealth level whife Enslaved (vou cannotl use
Wealth levels gained before vou became Enslaved).
You simply expend the new Wealth level Ino other
player geis it) and lose the status.

If your Story point total breaks 10 vou lose this
status, If you became Enslaved with 10 or more Story
poinis, you nesd 1 point more to be sei free.

IT you give 8 Wealth level to a player in your space
who has Borgaining, vou lose this status.
125 Ensorcelled  You have been put under a spell.
Your feet seem 10 betray your wishes, as you find

yourself travelling at another’s whim.
EFFECT: Each turn another player of vour choice

‘decides where to move your piece.

Lase one Merchant Arrow ‘when vou gain this
status.

TOQ LOSE: At the end of your turn, you and the
player who moved your piece roll | die esch. If you
roll higher, you lose this status. If you roll equal or
less than the other player, vou rémain ensorcelled.

If you give a Wealth level toa player in your space
who has Major Magie, you lose this status,

126 Envions Yowhave seen that which has driven
you mad with envy. You cannot rest until you have
obtained vour desire.

EFFECT: You cannot win while envions.

. In any encounter in which ‘Rob® is a passible reac-

bton, yvou must choose it.

TO LOSE: You may pay 3 Destiny points 1o ex-
change this status for the On Pilgrimage status.

If you receive two Wealth levels or a treasure in
any one encounter, you lose this status.

If you give a Wealth level 1o a player in vour space
who has Wisdom, you lose this status.

127 Fated You are part of a greater destiny — your
fortune has been foretold, and your name is known
to those with the power (0 see inte the future.

EFFECT: Do not roll to determine who you will
meet on an Encounter chart. Designate another
playar to decide.

(Interactive Card Play Game) The player whe you
ask for an Encounter card will decide whe you meet
in the Encounter chart,

TO LOSE: If you get a 08 result you lose this
status.

EXAMPLE: You are instructed te roll on 'E
counter chart 1. Sinee yvou are Fated, vou desigriate
another plaver, wholooks at the chart and decides
you will meet ‘Bloodthiesty Brigands.®

128 Griel Stricken  The tragedy vou have undergone
has left you with 2 broken heart and tears in vour
eyeas, You are unable to eat or sleep due [0 your over-
whelming griaf.

EFFECT: While Grief Stricken, vou may not use
any Talent level skills during encounters; Master level
skills may only be used at talene devel.

If you spend 2 Destiny points and have the
Sterytelling skill (regardless of level), you may make
another player in your space Grief Stricken as well,

Lose one Merchant Arrow when you gain this
Status.

TO LOSE: When your Story point total becomes
8 or more, you lose this status. If you become Grief
Stricken with 3 or more Story points, You must score
one additional Story point to loss this status.

IF you give a Wealth level to a player in your space
who has Sroryielling vou lose this status,

12% Imprisoned You are being held against your
will for lawiul or unlawial reasons.

EFFECT: You may not move while Imprisoned.

You do not have normal encounters while Im-
prisoned — instead, you always encounter a humch-
Berck (the one who brings you food and water). Use
Reaction Matrix C and the paragraph number cor-
responding 1o the current déck number: Deck one:
86; Deck two: 91; Deck thres: 101 :

Lose one Merchant Asrow when you gain this
status.

- TO LOSE: If you get a Q:5 result from your en-

counter with the hunchbeck; you lose this status,

When your Story point total becomes 10 or more,
You lose this status, If vou became Imprisonsd with
10 or more Story points, you must score one addi-
tional Story point.

If yvou give a Wealth level to a player in yoor space
who has Beguiling or Srealth and Stealing, you lose
thiz status.

(F12-129)



I3 Insane  You have been driven mad by visions
too terrible for mortal man.to behold.

EFFECT: Another player will pick your reaction
in an encounter. Each time vou have an encounter,
designate another plaver. He will choose your reac-
tipn on the Beaction Maorix display (t miust be a legal
choice).

Lose one Merchant Arrow when you gain this
status,

TO LOSE: IT you get a Q.5 result from an en-
counter with a being from Reaction Matrix A or B,
you lose this status.

131 Lost -You are somewhere in-the vast reaches
aof the world, but exactly where vou cannot tell. You
are lost.

EFFECT: You may nol move,

Each turn you may follow the normal encounter
procedure for the space you are in, or you may have
the encounter *Badly Lost® (Matrix G).

TO LOSE: Various encountér paragraphs under
‘Badly Lost” will specifically state that you may lose
the *Lost’ status.

If you give 8 Wealth level to a player in vour space
with Hilderness Lore, you lose this status, (This ap-
plies even im & city space, as vou are assumed (o be
lost in the wild lands around the city.)

132 Love Struck ~ You have met the most beautiful
manSwoman you have ever beheld! You cannot rest
until you have courted and married this spectacular
creature.

EFFECT: This turn, instead of a normal en-
counter, roll 1 die:
* 1-3 Encounter  Beautiful

Soldier (Reaction Matrix J).
* 46 Encounter Beautiful Princess/Handsome

Prince (Beaction Matrix Al

Mote: You must choose the Court option in this
encounter.

TO LOSE: Immediately tose this status after your
special encounter.

133 Married  You have achieved a blissful state of
matrimony. You now have 2 husband/wife,

EFFECT: You gain 1 Story point when you get
this staius.

The next city you enter {or-the city vou are now
in} is where you make vour home. Leave vour Origin
chit there.

A fter you have an encounter in another city, you
miust return o vour home before vou may end your
LLLCRL i ANy other citics,

Each time you réturn home, you gain 1 Story
point.

Each time you return home, you may roll 2 dice:
+ T You have an ugly child, become “Grief Stricken’
* 3.7 Mo effect
# £-10 A child! Score 1 D point
# 11-12 A child whose visage resembles that of the

full moon! Score 2 Destiny points and become

Eespected.,

134 On Pilgrimage - You have vowed 1o make 2 hioly
quest in order to gain knowledge and insight into
the ways of Allah.

-EFFECT: You cannol win the game while On
Pilprimage.

Place your Destination chit in any city not within
three spaces of Makka. You must enter and have
at feast one encounter in that city, then you must
g0 o Makka and have @t lzast one encounter. At
that point your pilgrimage is complete and you lose
the status.

If you successfully complete a pilgrimage, you
score 2 Destiny points and | Story point. You also
raceive Predy at one level higher than vou now have
it (if you already have Frecy at Master level, vou get
no-benefit).

TO LOSE: On any furn You may give up your
pilgrimage at the cost of 3 Destiny pis.

135 Qutlaw - You have committed a heinous crime,
for which you have been outlawed and ourcast from
the kingdom.

(130146}

MaidensHandsome

&

EFFECT.: Mark the city nearest to the space you
are in with your Origin chit. (If 1wo or more cities
are equidistant, designate another player to choose
which one.)

If you have an encounter in that city, unless vou
pick the *avoid® reaction, you autematically receive
the Imprisoned status at the end of your encounter.

If vou get the Dutlaw staivs a second lime
{anywhere on the board), at the end of that encounter
move your piece directly to the city with your Origin
chit and become Imprisoned.

Lose one Merchant Arrow when you receive this
ctatus,

TO LOSE: There is no special way to lose the
Outlaw status. However, if vou do, don’t forget o
remove vour Crgin.chi.

EXAMPLE: You receive the Outlaw status in an
encounter in Herat. Leave vour Origin chit there.
A few turns later you get the Cutlaw stames again,
in Rome. Your piece is immedizately Imprisonad in
Herat.

136 Pursped  Due to your great fortune or other
wonderful attributes, you have 2 jealous foe who
would like nothing 50 muwch as to see you hurled 1o
the bottom of a well.

EFFECT: Each time you have an encounter, if
‘vengeful® is one of the possible resulis liszed in the
encounter chart, no die roll is made; instead the ba-
ing encountered is automatically “vengefl?

TO LOSE: If you receive a (:5 resuli in any en-
counter with'a vengeful being, vou foss this state.

EXAMPLE: A Pursusd plaver gets an encounter
card foran "efreet (paragraph 84). Since “vengefnl”
is one of the listed possibilities, the sncounter is
automatically with a vengeful “efreet. If vengefol had
not been on the Iist, the player would have rolled
normally.

137 Respected . You have gained the respect of the
mighty, 2nd vour repulation 15 enhanced .

EFFECT: In any encounter with humans from
Matrix A-D, H, or J, yoo may roll 2 second time
for an Award Paragraph if you don't like the firet
result. The second roll stands.

EXAMPLE: A player with *Bespected” mes(s a
mighty ‘efreet, grovels, and rolls 4 2. Turning to the
appropriate Award Paragraph, he finds he will be
Imprisoned for a turn unless he has Pigfy. Since he
doesn’t, e chooses 1o roll again. This time he gets
a 5, which allows him to use his Courtly Graces,
138 Robe of Honor = You have been bestowead with
a ‘robe of honor', a measure of the esteem in which
Your mentor holds vou,

EFFECT: Gain one Destiny point immediately.

Get the Wisdant skill at one level higher than vou:

currently have it. Place the zkill chit on top of the
status chit. If you lose the robe vou lose the extra
skl lewvel,

(Multiple Status Game) Receive Respected at 6
or less:’

139 Scorned  You have done some very foolish
thing, or been made a fool of by another. -
EFFECT: All your subsequent Destiny point
awards are changed to Story point awards.
You may receive no new Wealth levels or skills,
TO LOSE: You may trade this status for the On
Pilgrimage status at the cost of 1" Destiny point.
If you give 2 Wealth level 1o a player in your space
who has Courtly Graces, you lose this status.
EXAMPLE: A Scorned plaver receives an award
of DIYS1LAW + 1. Instead he gets 2 Story poins. (Mo
Wealth allowed, Destiny points change to Story

poinis)

140 Sex-Changed A great magic has been worked
Upon You —¥ouare now a member of the opposite
sex. [Although in manyways this may not seem like
a particularly terrible disaster, no right-thinking
character in the Arabign Mights would stand for such
an gutrage.)

EFFECT: You cannot win while 5e:c-chung£~d

Flip your counter over. There are no other special

effects, (Don't forget to take your new sex into ac-
count when having encounters.)

TO LOSE: If vou get a -5 resull in an encounter
with a being from Reaction Matrix B, you lose this
status.

IT you give a Wealth level to a player in your space
who has Major Magic, you lose this stats.

Don't Forget to fMip your counter back over when
you lose the status.

141 Sultan SPECIAL: To become a sultan vou
must have a total of 12 D and 5 points scored (other-
wise receive the vizier status instead). The ultimare
goal! Allah has blessed vou with great wealth and
a great kingdom!

EFFECT: Once you are a sultan, vour wealth
automatically becomes Princely, unless you have a
treasure, in which case it becomes Fabulous.

If you can enter Baghdad while still a sultar, you
win the game (see-6. Lasr Turn of the Game?).

142 Under Geas - You have been givenan irresisti-
ble quest which you must fulfill, This quest is part
oath, part curse.

EFFECT: You cannol win the game while Under
Geas,

You must score 3 Destiny, poinis to complete the
Cieas,

{(Adventure Game) To fulfill the Geas, designate
a player to give you a Quest card. Fulfill the Quest
nommally (asin the Quest zame) and the Geas iz lifted.

TO LOSE: You losa the status when you complete
the Geeas, or you may break the Geas al any time
for & Destiny points.

If you give & Wealth level to a player in your space
who has Plefy or Major Magic, youlose this status,

143 Yizier You have received the exalted position
of advisor 1o the sultan; vou control great power in
the kingdom.

EFFECT: You receive 1 Destiny point and 1 Story
point immediately.

Add one o vour level of Courtfy Graces and
Wisdom. Place the skill.chits on top of your status
marker. Losing the status loses the extra skills.

Place your Qrigin chit in the city nearest to where
you received the status G two or more are equidis-
tant have another player choose one).

Each time vou have an encounter in another city,
¥Ou must-Teturn (9 ¥Our origin <ty béfore vou may
end vour turn in another city.

IT you can get your Piefy and Schofarskie both
to Master level, vou may trade the Vizier status for
the Sultan status.

144 Camnelian Idol VALUE: One Wealth lTevel
(Max: Rich)

SPECIAL: You may trade the idol for any skill
at the Talent level, or at the Master level (if vou have
7 Destiny points). However, on the turn vou da this,
select another player. That player will pick vour reag-
liod in your next encounter.

145 Snakeskin Bed  VALUE: Ofie Wi:all;h IE‘-‘E:]
{Max: Respectable) ——

SPECIAL: You may use the bed once durmgeaLh
Cards and Dice phase to remove one of the Tollow-
ing statwses: Wounded, Coppled, or Diseased. When
using the bed in this fashion, roll two dice: If you
roll 5 or less, the bed is lost; 6 or greater, you keep
the bed. - -

146 Magic Lamp  VALUE: Na value

SPECIAL: On any turn, you may use the lamp
o have an encounter with an “efrest (94) or ‘efrectch
(116} on Beaction Matrix B. Add 6 to the encounter
rofl. When used in this fashion; the lamp is not used
up.

Instead of summoning an “efreet/eh, the lamp may
be used o obtain any one of the following: & Wealth
level, & treasure, a skill ar Talent or Master level (if
you qualify}, an Opporiunity 10 Enter a Place of
Power, or any status other than Sultan. If vou use
the lamp this way, roll two dice: On a 7 orless, the
lamp is lost, and you have an immediate encounter
with & Vengeful “‘Efreet (Reaction Matrix B).




137 Sparkling Spear VALUE: One Wealth level
(Max: Princely)

SPECIAL: The Sparkling Spear is fearsd by the
Jinn, a5 it has the power to destroy them despite their
great magic, In any sncounter with an ‘efrest/eh,
you may receive 3 ‘NE' result at the cost of 1 Destiny
point (after secing the Award Paragraph).
Eil?ndnn Ol VALUE: One Wealth level (Max:

T

SPECIAL: This oil is taken from the body of a
huge sea-creature. It allows the one whose body s
anainted-with the ofi to travel underwater a5 on land,
O any turn that you begin in or move onto a sea
gpace, you may trade in the oil and move to any sea
gpace on the board. The Dendan Oil may also be
traded for the Opportunity to enter the Lindersea
Kingdom,

149 Magic Cakes VALUE: No value

SPECIAL: These cakes give good fortune to their
bearer — but only after they are given away. Upon
entering the same space as another player (during
your turn onlyl, ¥0U may pass them to the other
player and immediately gain the Blessed status. The

cakes may never be given to one who currently has

the Blessad satus.

150 Golden Bridle "-I'ALU'E One Wealth level
(Max: Princely)

SPECIAL: Thisitem has th-l: power to conirol en-
chanied and magical beasis of all kinds. In any en-
counter with "beasts’ or “creatures’, you may reject
the first award paragraph and roll again.

151 Magic Tunic = VALUE: One Wealth level (hax:
Eespectable)

SPECIAL: This item has embroidered an it the
silhouette of yvour own true love, You may trade the
tunic and 4 Destiny points to become Married.
(Adventure Game) vou may draw a quest (put the
funic chit on the card). When that quest is Fulfilled,
automatically trade the tunic for the Married status.

152 Brass Horseman  VALUE: Two Wealth levels
(ax: Princely)

SPECIAL: Thiz item points the way m. the lost
City of Brass (among other geeal treasuces), In any
turn, ¥ou may draw the top card from the deck. If
it is not a Fate card which names a city, discard and
draw again mext turr. 1315 a Fate card which names
a city, place the horseman on the card. When you
arrive at that city, you may move immediately to the
City of Brass and have an encounter, The horseman
is refurned o the cup.

153 Mapgic Saddlebapgs  VALUE: One Wealth level
(Max: Poor)

SPECIAL: These saddlsbags are a never-cnding
source of focd. With them, you may never drop
below Penniless wealth. At the end of any Cards and
Dice phase in which you are a Beggar, move your
wealth marker up to Penniless.

154 lopiam Gems VALUE: Two Wealth levels
(Max: Princely)

SPECIAL: These gems carry with them a charm
of good huck: rmmexdiately receive the Blessed status.
When/if the Blessed status is lost, you may spend
2 Dpis. (o got it back.

155 Gold Seal Ring VALUE: One Wealth level
(Max: Rich)

SPECIAL: Alittle-known facet of the story of
Aladdin, the seal ring was a part of the treasure con-
taining the lamp, and was almost as powerful as the
lamp itszlf. On any tum, you may have an encounter
with an ‘efrest (34) or “efrecteh (116) from Reaction
Matrix B, Add 3 to the encounter roll.

Otherwise, you may attempt 1o use the ring to gain
I Wealth level or a skill at Talent level. When at-
tempting this, roll two dice: If the roll is 8 or greater,
you are successful; if the roll is 7 or less, you instead
have an encounter with a Vengeful ‘Efreet (Reac-
tion Matrix B) and lose the ring.

156 Yellow Kohl VALUE: Mo value
SPECIAL: The Yellow Kohl was said by an evil

2

wizard to have the ability to turn common metals
mio gold. Whenever vou receive a skill, you may ex-
pend the Yellow Kohl and receive two Wealth levels
instead.

157 Copper Drum  VALUE: One Wealth level
Max: Poor)

SPECIAL: When beaten, the copper drum
magically summoned all the animals in the area, and
they were always abedient to the summaoner, On any
turn, you may move | space further by land than
your regular movement. The drum is rof expended.

158 Flving Carpet VALUE: One Wt.aldi level
(Max: Respeciable)

SPECIAL: Yes, this is it. The legendary flying
carpet. On any turn vou may forego your normal
move and go to any space on the board, including
a Place of Power. The carpet is returned to the cup
when used.

159 Sword of Invisibility VALUE: One Wealth
level (Max: Rich)

SPECIAL: This sword is normal in appearance
but makes its wielder invisible to the human eve. You
receive Heapon Use at the Talent level and Stealth
and Stealing at the Talent level (or Master level if
you qualify) when you get the sword, (Place these
skills on the treasure counter. Losing the sword loses
those skills.)

160 Celestial Planisphere VALUE: One Wealth
level (Max: Rich)

SPECIAL: This crystal ball had great powers —
if the user knew how to call them farth. If you have
Minor Magic, during the Encounter phase you may
draw two cands and take the one you want, {In the
twg-player game, draw three cards and pick one. It
playing with the Interactive Card Play rules, you may
look at any one player’s hand before deciding who
(o take a card from.)

In addition, the Planisphers had the power ta
destroy a whole city. If you have Major Maglc, you
may expend 3 Destiny points to place the chit on any
unoccupied (by character or origin/destination
marker) ¢ity — except Baghdad or Makka — on the
map. The Planisphere is expended for the rest of the
game, and no player may ever enter that city.

161 Kohl Pot - VALUE: No value

SPECIAL: This is not the same as the Yellow
Kohl. This Kohl gives its user the ability to see the
invisible world (just rub some Kohl on one eve). But
beware of greed! Rubbing the magic Kohl on borh
&yes resulis in blindness!

You may (rade the pot for a free draw from the
deck, If the card 15 an Encounter card, have that en-
counter. If it is a Fate card you may keep it. You
may also choose to trade the Kohl Pot for a draw
from the deck pfus a treasure, but you immediately
incur the Crippled status.

(Interactive Card Play Game: You may trade in
the pot for a free deaw from your own hand.)

'.IR%"?&].ME& Fish VALLUE: One Wealth level (hiax:
SPECIAL: These fish are actually enchanted peo-
ple, and they are found in the Lake of Colors. If
you can obtain a Q:5 result in an encounter with a
being on Reaction Matrix. B, the fish-will be re-
transformed and the grateful people will give you
the Vizier status. The treasure is expended.

Instead, the fish may be traded for the Opportunity
to-Enter the Lake of Colors.

163 One Hundred Keys  VALUE: One Wealth level
(Max: Poor)

SPECIAL: This ring of keys unlocks the Palace
of Closets — but you may open all the doors save
the one-hundredth. Do not unlock the hundredth
door! You may not receive the Imprisoned statusg
while you have the keys.

164 Ebony Horse VALUE: Two Wealth levels
(dMax: Princely)

SPECIAL: This mechanical horse was given as a
gift to a powerful sultan; it has the ability 1o fly.

However, its maker is constantly sesking to get it
back. You may move to any space on the board ex-
cepl a Place of Power. Each time the horse is used
thiz way, you immediately have an encounter with
a Vengelul Sage (Reaction Matrix A) in place of vour
nommal encounter. Afiter the encounter, roll two dice:
If you roll § or less, you lose the treasure.

Ef_rsh];rass Bow VALUE: One Wealth level (Max:
ic

SPECIAL: The Brass Bow was given 1o a young
hero to end the threat of the Magnetic Mountain.
It alzo had the ability to kill magical beings. Get the
Fated status when you receive the bow, and watch
for it to appear as a modifier vs. strange artifacts
and the Magnetic Mountain.

166 Book of Hiddem Treasure VALUE: One
Wealth level (Max: Fabulous w/another treasure;
atherwise, Princely)

SPECIAL: This book was used by the learned 1o
digcover the location and meaning of many wonder-
ful magic items. If you have Scholarship at any level,
you may read the book and gain the Opportunity
to Enter any Place of Power. If vou have Schofar-
s-‘r{h at Talent level (and 7 Destiny points), vou also
gain the Master level in Scholzrsfip. The book is used
up when read.

167 Protective Talisman  VALUE: One Wealth level
(Max: Respectable)

SPECLAL: These talismans are well known as pro-
tection against the power of the ‘efrects. If you en-
counter an “¢frect or “efresteh, you have the option
of immunity from all or part of the Award
paragraph.

EXAMPLE: If an Award paragraph gave the
result of *D2/81/Imprisoned,” you could take the
Destiny and Story points and ignore ‘Imprisoned.”
168 Glant Diamonds  VALUE: Fabulous wealth
(with another treasure; otherwise, Princely wealth)

SPECIAL: These diamonds have no special
abilities.

168 Eaple Censer ' VALUE: One Wealth level (Max:
Respectable)

SPECIAL: If incense is burned in this censer,

‘eirests will find themselves irresistibly drawn,

- However, the censer grants no power over the jinn,

On any turn, you may have an encounter with an
‘efreat (94) or ‘efrecteh (116). Another plaver chiooses
what tvpe you meet. Unless youw get a Q:5 result, the
Censer is lost.

E;nlghﬂ Bead VALUE: One Wealth level (hvax:
SPECIAL: This bead, when incanted properly,
had many powers tied to its five faces. You may
choose five skill chits from the pool. These may be
taken af Talent level, or at Master bevel if vou already
have that skill at Talent level and otherwise qualify
for Master level skills {that is, vou have 7 or more
Destiny points). Place them on top of this treasure.,
They may be used as *I use’ skills to alter paragraphs.
If you lose the treasure, vou lose any unused skill,
If you wish, vou may instead trade the Bead for
Minor Magic (at Master level if you qualify).

171 Hairless Ape  VALUE: Qne Wealth level (Max:
Rich)

SPECIAL: This apeis actually an *efreet of great
power, and if treated kindly, will grant favors to jts
master. If you have HWisdom, Appearance or Plety,
the Ape may be traded for one of the following: 2
Wealth levels, a free move 1o any space on the board
{including & Place of Power), or any skill at Master
level (if wau have 7 Destiny points).

172 Brass Trumpet VALUE: One Wealth lavel
{hax: Respectable)

SPECIAL: This item, when placed at the pate of
& city or on one's person, will blow of its own ac-
¢ord when enemies pass near. You are not affected
by the skills of other players who enter your space,
nor by any Fate cards they may have. You may ig-

(I47-172)




nore all or part of an Award parzgraph in an en-
counter with a *wicked" being.

173 Thunderboli Sword  VALUE: One Wealth level
(Max: Respectable)

SPECIAL: This sword was unbeatable in baitle,
As long as vou hawve the sword, you also have
Wegoon Use at Talent level {or Master level if vou
alsg have 7 Destiny poinls).

174 Stonehenge  Stonchenge is the mystic power
ceniter. of the infidels of the far Morthwest, In this
place, it is said, men catled “*Druids’ gain great and
dangergus powers by striking black covenants with
powerful *efreets.

You approach the circle of stone as a group of
figweres enter; they are cowladin black and chant in
a strange longue. Armed guards before cach entrance
admit only the-priests: gawkers and lookers-on are
kept outside. Sefect ome af the following choices, and
refer fo Reaction Malriv E. Youir maw

CHOICE 1: Anempt 1o disguise yourself as a pricst
and cnier the circle (o participate in the rites.

CHOICE 2: Attemapt to knock a guard-our and
sneak into the ceremonial. circle 1o destroy the
infidels.

CHOICE 3: Remain outside to observe the in-

fidels* ceremonies, so that vou can describe them (o
your suelian,
175 Caves of Al-Kolo=Als ~ These ang the very caves
o which the evil wizard ted Aladdin. [t is ramored
that within are great treasures: huge rooms filled with
gold and silver, a tree which grows jewels, and the
infamous Magic Lamp and Seal Ring. Only through
grear magic may one enter the caves, and only
through great Juck and determination may one
emerge alive, . .

You stand before the entrance to this fabulous
cave, 1t is blocked by stone and magis. You cannot
easily break through. Select one of the following
choices, and refer to Reaction Mairix E. You may:

CHOICE 1: Usze your magical power to gain cn-
trance 1o the caves. Once inside, use spells o pro-
tect vou from whatever guardians may lurk about,

CHOICE 2: Seak another entrance fo the caves.
Rely on your sword and wits to protect you.

CHOICE 3: Find awizaed; promise himy ashare
of the treasures within if he will aid you in entering
the caves. :

176 The Haunted House This house, in the center
of a vast city, 15 Enown 1o be haunted. Many have
entered, but none have passed the night in salery —
indeed, none have returned alive.

You have vowed to break the curse of the house,
for which the sultan has promised a great ceward.
You enter the house at-dusk, and the carly evening
passes peacefally. Then a volce calls out your name
and says, “What shall I do with it?" Sefect one of
the following choices. and refer 1o Reaclion Malrix
E. You mray: .

CHOICE 1: Say nothing.. Wait o see what
develops. Hide.

CHOICE 2: Call put, "“Whao dares 1o haunt this
house? Inthe pame of Allah'Tsummen vou forth!"™
Use the power of your faith 1o roust the evil from
the house.

CHOICE 3: Be polite, Someone has addressed you
by name, Reply, © Just put it over in the ¢orner, thank
you.

177 The City of Brass - The fabled City of Brass
lies somewhere farto the west. Many search for the
city, for it-is said to contain the key 1o great wealth
and power. The city's gatesare surrounded by mar-
ble 1ablets bearing verses which are tesiaments 1o the
Putility ef pride: those who ignore the warnings and
enter the city often meet a grisly fate.

Yowhave been searching for days when you come
upon'a brass statue of a horseman; the horseman's
spear points almost due west. You wisely decide to
teavel west as the spearpoint directs and 5000 come
1o the ouiskirts of a mighty city. The city’s gates are
shut and locked. Sefecr one of rhe following cholces,

{(173-187)

ia

arnd refer to Reacifon Mairin E- You sray
CHOICE 1: Explore the area outside the city,
recording the werses when you: find them. Doonot
attempt Lo enter the city.
CHOICE 2: Send someone 1o scale the walls and
view the intecior of the city. Look-for an entrance.
CHOICE 3: Call upon Allah 1o make an eéntrance
for you, that yau might explore the city.

178 The Jewelled Foriress - The Jewelled Fortress
is & place out of legend, built by a great king to be
a paradize on earth. To punish ils presumpluous
king, it-is'#aid, the day after iis compiction Allah
the Almighty poisoned and made barren the fand
for hndreds of miles aroand.

You have tcavelled far. Before vou, amidst the
cald, lonely wasteland, stands the fabulows fortress,
its glory somewhat dimmed by the years of dust and
rain. Select.ane.of the following chofces, and refer
bor Reaction Marrix E. You may:

CHOICE 1: Gaze uwpon the handiwork of man,
then compare it to the handiwark of Allah. Do not
try to enter the Tortress at all.

CHOICE 2: Approach and enter the fortress,
counting on the grace of Allah (o protect you.

CHOICE 3: Begin looting the fortress by rermoy-
ing the gems from the walls, Then work your way
inside 1o find the treasure chambers.

179 The Lake of Colors - For frecing an “efrect from
a boutle, a simple fisherman was granted a reward
of four colored fish. He sold the fish to a sulian 1o
eat ithem for supper. As they were put into the pan
to be conked, the fish spoke of 2 far-off cty of doom
and of a promise (o which they had been sworn. You,
hearing this amazing story, resolve to go to the city
and seek the answer to the mystery of the alking fish,

The ¢ity iz dark and forbidding: all the buildings
are made of black baselt. From far within one
building yvou kear anpuished moans, from another,
awoman crying. Select one of the following choices
and refer to Reaction Moirix E. You may:

CHOICE 1: Investigate the sounds of moaning
(o see what aid you can render. Perhaps the one
moganing can reveal the answer to the mystery.

CHOICE 2: Investigate the sounds of ¢rying —
but move stealthily. Observe and lisien.

CHOICE 3: Investigate,; but stay away from the
inhabitants. Try 1o determine the answer 1o the
mystery withowr endangering yourself.

180 The ¥alley of Diamonds  The Valley of
Diamonds 15 known to contain two things: huge
diamonds of incalculable value, and tiny serpents
of incredible deadliness. To get the diamonds, rer-
chanis throw animal carcasses into the valley; at
sunup, rocs carry the carcasses back up the moun-
tainsides 10 2at. The merchants then frighten the rocs
away and remove the diamonds stuck in the meat.
It is said that the famouws adventerer Sindbad walk-
ed the valley and lived:

You have come through secret wavs o the lower
portion of the valley, where vour heart leaps at the
sight of the giant diamonds and ‘quails at the sight
of the deadly scrpents. Sefect one of the follawing
chofces, and refer to Reaction Matrix E. You may:

CHOICE 1: Try 1o tneak past the serpents, col-
lect as many diamonds as possible, and sneak back
ithe way you came. ;

CHOICE 2: Pick up whatever diamonds you can,
then wait for an animai carcass 1o Fall. Hide in the
body wntila roc brings vou out of the valley and a
merchani Tescues youl.

CHOICE 3 Attempt to slay all the serpents that
livein the valley, making it zafe for-men 1o walk.
Perhaps Allah will grant you the power to do this.

181 The Undersea Kingdorm  The Undersea
Eingdorm is a vast and varied empire of mermen (and
mermaids) that few land dwellers ever see. It con-
tains citits without aumber, vast wealth, and in-
habitants who have a burning curiosity aboul.and
great admiration for the “sons of Adam.” But the

perils of this great land are also great: the Dendan
swim these waters, and they are the most ferocious
Creatures in existence,

ou have met 2 merperson who has the same name
asvou. You become great friends; and hesshe of-
fers 0o take you on a tour ol the kingdom. Select
oneaf the Yollowing choices, and referto Reaciion
Marrix E. You may:

CHOICE I: Look at everything, bur without
touching or intéracling.in any way. :

CHOICE 2: Try to learn as much about the sea
people as possible. Be Friendly and helpful,

CHOICE 3: Convince one of the sea peoples® kings
to embark ona conquest of his neighbors, with you
as leader.

152 The Dusky Land - The Dusky Land is the dweli-
ing place of the “efrects and jinn; it 15 another plane
of existence that fow may visit. A land of mystical
places and enchanted powers, thers is no telling what
yvou may find here.

You are wandering -aimlessly when . you hear
strange and terrifying sounds coming from beyvond
the next hill. You go to investigate. Sefecr one af the
Jfollowing cholces, and refer to Reaction Matrix £,
You may:

CHOICE 1 Go to the hill to investigate the
spunds, bul stay out of sight and use no magic (o
ﬂi'ﬁ'E AWway VOur presence.

CHOICE 2: Advance over the hillside with
weapons drawn and magic blaring. Make vourself
a power known throughout the land!

CHOICE 3: Summon zn “efreet to you using
minor magics. Have him investigate and report Lo
vou on what 15 taking place.

183 Mo Award

184 Your professions of respect impress your
listener.

MO SKILL: You are told things that Gl vour heart
with: wonder. 51

SCHOLARSHIP: You learn of an arduous and
hazardous ronte to the fabled Jewelled Fortroess,
S1/D1 05/ Opportunity to enter Jewelled Fortress

STORYTELLIMNG: You begin a contest of
storyvielling, and the svening is spent in pleasant
discourse. You are honored for your wit and
knowledge (he found the tale of Abu-Hasan's fart
particularly funny). S2/D 1L Respected W+ 1 (Wax:

" Respectable)

185 . *Though thereis/little vou ¢an do for me,*

_says the other, **I nonetheless thank you for your

kind and generous spirit.”

BOSEILL: 1 shall rermember vou if fortune ever ..

smiles upon me once again."" DI Courtly Graces’
= Ry
2 WISDOM or PIETY: “You have lifted the pall
from my heart. I regret that [ have litile to reward
vou with, but perhaps my noble and beloved brother
can assist you.™ You receive directions For finding
thig warthy. D1/ Immediate encounter with Friend-
Iy Prince (Matrix A} Respected (I use)

186 ““You fool,” cries the ong, ""of what use 1o
me s his?"”

MO SKILL: D= 1/51/3corned (7 or less)

ENDURING HARDSHIP: You acquaint the
other with your ownmisfortunss, and your methods
for surviving them, thus lightening his burden. 5101

STORYTELLING: You tell the tragic tale of the
cuckaolded fefrest. “If such can befall even a mighty
jinn, then our own misforiune is light."" Your listener
takes heart to enduwre his trigh, 51,02/ 5oy telfing
or Wisdom

187 UBe silent,” cries the other.

MO SKEILL: " Get away, worm.™ The other seems
enraged al your presumplion. D =1/51

APPEARANCE: “Your words are poorly timed
and show want of sense, but'the perfection of your
form nonetheless gives-me some comfort. Lel me
teach vou of proper deference 1w your superiors.””
DA Cowrdly Graces

:
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185 ““Ithank vou for your Kind words. Ah, if things
were but different.”

MO SKILL: 51

WISDOM: Your fresh evalpation of the other’s
situation leads to an obvious solution and a happy
conclusion. SEDIADSChoice  of  Beloved ! or
Blessed.

ENDURING HARDSHIP: Your dogged deter-
mination to relieve the suffering of the other brings
2 happy conclusion; but he/she is unhappy with some
of the things you must do aleng the way. S1L/D2Y
W1 (Max: Poor)/(kS
159 “Cuickly,” cries the one, *'the key hangs there
o1 the wall!' Releace me befiore my jailor retums!**

MNO SKILL: Alas, nosooner have you opened the
door when the guard retoms and cries the alarm.
You are both captured. DiJImprisoned

LUCK or OME HUNDRED KEYS: The jailor's
errand keeps him bosy, and you get the right key
on the first v, The other rewards you For your
assistance. DI/SEAW =1 (Max: Rich)/Gns
190 The imprisoned one is quite despairing. *You
cannot help me, I fear.™

MO SEILL: Mo Awzard

PIETY: Youszy, “‘there is no power butin Allah
the Supreme.” Your quotations from the prophet
show the imprisoned one his fate in a new light, and
he iz chesred, D1/ Enduring Hardehip

191  The other eagerly-accepts vour professions of
Towve, and suddenly you find yourself married — all
in such haste you hardly know what has occurred.
You soon realize your spouse 15 a cruel ryrant.

MO SKILL: You suffer in silence, as Allah has
decread vour fate. DI/ Enduring Hardship

LUCK: Your spouse dies suddenly of a mystedous
iliness — only a short time after the ceremony. You
profess great sorrow as vou reckon the estace,
DI/S1/W + 1 (Max: Rich)/ Q5

FEMALE (Mandatory): Your spoussdics sudden-
Iy, 2 short time after the ceremony. Unfortunately,
2l his possessions go 1o his older brother, as the laws
decres that wives do not inherit, 51/

192  You are duped into 2 false marriags as a part
of 3 cruel jest, but the deception i revealed Lo you
by a faithful servant.

MO SKILL: You manage (0 escape embarrasment
and a horrible spouse, D1/Luck

SEDUCTION: Your spouse is chaseensd by your
devotion, and becomes in turn a devoted, loving com-
panion. D1/31.A ppearance/ Married
193 Before your plans can progress any further,
vou find that the other 15 not the noble person you
thought, but a-wicked tricksier.

MO SKILL: The falze one has you imprisoned 1o
copczal the decaption. DI/Imprisoned

ENDURIMNG HARDSHIP: The false ane has you

Iocked away, but your noble bearing and dignity.

softens the beart of your hunchbacked jailor, and
wou o permitied 1o escape. As you fles, you learn
thzt the fzke one has declared you an outlaw.
= LMD ot

194 Alboweegh the one scems harmless, something
deep within woa tells that this person 15 dangerous!
Abandoning any other plans you might hn'-'e had.
you stiack!

MO SKILL:The other shricks in d:sma}' and ElL‘ﬂ;,
and iz quickly lost to sight. 51

WEAPOHM USE: Your guick thrust ends the
other’s life. Upon examination of his/her effects,
the one turns out (o be an evil Magian fire-
warshipper! ¥ou are glad you trusted the instingt
Allah zent you. S1/D1/Blessed.

195 Your swift anack is met by 2 more swift and
sure defense. You are struck senseless. 51/ Wounded
(7 or lesz)

196 Your swift attack lays the other at your feet
hefore onlookers can react. Guards for the sultan
are on hand, and take youinto custody, demanding
o know the reason for your action.

1!

NOEKILL: Your profests thar the other radiated
‘an aura of evil’ are unsubstantiated, and vou are
imprisoned as is only rightful. S1/Imprisoned

COURTLY GRACES: Your impassioned defense
involves the suspicion of evil intent on the part of

Cyourvictim. You soon have the court belisving that

the other was an old enemy of vours who slew your
parents and abducted your sister. You are awarded
the possessions he was carcving, and are let free.
32/D1AW + 1 (Max: Res.)

197 The other offers vou a job, which you accept.
You are paid quite well,- bat so00n vour master is
revealed as a wicked liar, and you are caught up in
his punishment.

MO SKILL: You flee to avoid the death penaity.
DI 51 (Max: Respectable)/Outlaw

BEGUILIMNG: Your guick tongue convinees the
sultan that you were a blameless dupe. You manage
to enrich yourself from your former master's posses-
gions before vou leave him oo his fate, DI/SEIAW +2
(Mlax:Res. ) Wounded (6 or less)

198  The other takes advantage of your vulnerable
position and attacks you.

MO SKILL: You are robbed and left for dead.
D1/ =1 (Min: Penniless)/Wounded (& or less)

WEAPON USE: The other has not reckoned on
your skill with arms. You draw your weapon and
wound him in one swift stroke, The other manages
to egcape. D131/ Fated

199 Your gifiz are chesrfully accepted.

NO SKILL: In hopes of garnering more favor,
vou add to the value of yvour gifts with additional
items. Once these things are in his/her hands, the
other forgets you instanily. DLAW =1 (Min: Poor)

STEALTH & STEALING: When vou discaver
that the other has na menton of acknowladging your
gifts, vou endeavor tosteal them back, and your
repuiation is enhanced. D1/51/5ealth and
Srealing

20 The one asks your aid in arranging an audience
for him with one of vour friends, a very influential
merchant.

MO SKILL: You/do so willingly. Your friead is
duped and cheated when the other turns out 1o be
a false swindler, and you are blamed for your poor
judgement. D1/Scorned

ACTING & DISGUISE or BEGUILING: Your
experience with treacherous people aleris you that
the orher intends a swindle. You denounce him to
vour friend, D2/ Wisdom

FEMALE {Mandatory): You beligve the other in-
tends a swindle and demounce him to all who will
listen. He spreads a counter-rumor that you are
a spurned lover. 51/5comed
201 You try to get the other’s attention, but he

‘seems distracted, and rudely ignores your actions.

MO SKILL: You take umbrage at this rudeness,
and stalk off in & huff. Envious

COURTLY GRACES: You realize that there is
nothing you can do, and quietly apologize for wasting
the other’s time. The one snaps out of his/her revery,
and apologizes in turn, The other then proceeds to
tell a tale of woe, about & wonderful person of no-
ble bearing who refused to marry any but rovalty.
Your commiserations lighten his/her load.

--Ssztmed with Minor Magic (Companion skill)

i ] m of-the number of those who are about
to perish and the cause of my death will be nathing
else but my love and desire and exceszs of my
transpart. | beg deliverance from the affliction T'suf-
fer.” The one begsyou (o assist in arranging a mar-
riage to & wealthy nobleman/woman.

MO SKILL: You have little ability along this line,
and you politely decline: 51

COURTLY GRACES: Your words in the right
ears greatly facilitate the achievement of the other’s
desires. D1/W+ 1 (bMax: Respectable)/Q:5

SEDUCTION or APPEARANCE: Inthe course
of vour match-making, you fall in love with the closs
confidant of the noble. For true lovers there is no

impediment, and the donble wedding is remarked
upon by all. D281/ Married A0S

203 ““Your aid is deperarely needed, [ have litle
now to reward vou, but if yvou ean be patient, I pro-
mise a valuable pavement later. " Koll 2 dice, add one
for each of Luck, Quick Thinking:
* 2-7 The other cannot make good his promise.
D1 = §(Min: Poor)

# B4 The other's fortunes turn (with your kelp) and
the promized reward appears. DLW == 1 (Max:
Rich)/C:5/ Bargaining or Scholarship

204 The unfortunate one accepts your aid and
thanks you.

MO SEILL: Because of his poor state, ke cannot
TEILIN YOUE Zenerosity in any way, DNARS

LUCK: The fortunes of the one you aided improve
dramatically, and ¥ou are remembered as one who
was generous in time of need. The favor is repaid
in turn when you are in need. D2/YW+ 1 (vax:
Respectable)/Blessed (1 use)

I05  The onelooks at vou with a wild gleam in his
eves. His rage builds, and he shouts, “*You ham:: the
temerity 1o show pity 1o me?™

NO SKILL: He calls down curses upon you!
D1/ Accursed

STORYTELLING: You quickly relate the fable
of the dog which pitied its master, and this comforts -
his soul and he decides vo make you his companion
for the pleasure of your company. D1/51/Blessed
with Scholarship and Cowurtly Graces at Master
[(Companion skills)

206 - The other tells a trazic tale of the loss of wealth
and position due vy the machinations of a wicked
vizier. Because of this wretched condition, there is
no hope for the two of yvou. S1/Gref-stricken

207 -“Ah," cries the one, ' vour visage is like that
of the full moon, and you are wise beyond your years,
A most fitting companion you would be, even1o
Tayalty!™

MO SKILL: * As soon as my financial affairs are
in order, we can be married.” D1/Beloved/Q:S

LUCK: Your beloved is embroiled in a legal bat-
tle for recovery of an estate, but the day afier your
betrothal, new evidence is found, and your love's
estate is restored. You are married in wealthy bliss.
D2751/W + 2 (Max: Rich)/Q:5/Married

208 “0Oh yes, well let me tedl vou this tale 1 heard
from a fisherman. . . or maybe it was d slave,
Anyway, ... ." The other speaks incessantly for
hours, without pause for food or rest.

MO SKILL: Although a tale or bwo i5 interesting,
it is also driving vou mad. 517 Inzane {6 or less)/ En-
during Hardship

ENDURING HARDSHIP or ACTING & DIS-
GUISE: You sit with a semblance of rapt attention
throughout the interminable blathering. Your host
is Immensely pleased by your receptiveness, and
presents you with a great treasure, saying, 1 have
been so lonely. You are the first o stay and listen
in such a long time.” D252 Cowrtly Gracess
Trea*/ 8

209 “'Come," savs the other, “pass the night with
me that I may be cheered by your conversation.”'

MO SKILL: You provide brief respite to the other’s
restlessness, and are rewarded by being forced 1o re-
main indefinitely for your host’s enterta.mmem
S1/Ensiaved

STORYTELLING: Your skill as a st-::ll'}’lf]i:r is
greatly appreciated. You are offered meager wealth,
and a staunch companion in exchange for remain- -
ing to enjoy the hogpitality of your host.

You may accept or refece the affer.

If youaccepe: You quickly find out that the other

intends to keep you with him forever, DL/STAY +.1

(Max: Respectable)/Enslaved /.5

(188-209)
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{f you refect The other is offended and has his com.
panions throw vou in a dank dungeon-like esll.
D152 Imprisoned.
FEMALE {(Mandatory): You quickly realize that the
other has more on his mind than conversation.
Unbappy at the unwanted attention, you make a
break for the door, and flee inte the night.
S2/Grief-stricken

210 The other is desperate for an audience. Sinee
¥ou seem cooperative, you are held captive and
forced to listen to ingane babbli ng for nights on end.

NG SKILL: You see little that you can do save
suffer. D1/Imprisoned (7 or less)/ Enduring
Hardship

STEALTH & STEALING: Yeu encourage the
other to continue far into the night, pretending that
you are Fascinated with every word. His chatter i
so dull that he puts himself to sleep. You make your
escape and help yoursell 1o the other’s purse as com-
pensation for your suffering. DI1/S1/W+ | (hax:
Poorl Acring & Dispuise

211 “'msorry,” says the other, *but I'm not sure
I wish to marry you. You talk oo much,™

MO SKILL: The other decides (after much think-
ing out loud) that you would make a fine spouse (al-
though you are no longer sure ¥ou wish 1o be mar-
ried). You are wed, and each day is a living hell, un-
til the divorce. DN/S2/ Accursed/Insane

WISDOM: You realize that you have no desire
ta be wed to this creature, so you point out all FOur
own flaws. The other refuses the marriage. D2/ Cheick
Thinking
212 You succeed in making off with the other, but
soon wish you had failsd. You are being driven mad
by the incessant chatter.

MO SKILL: You cannot bring yourself to aban-
don your profits. D1/W +1 (Max:Respectable)/
Insane

COURTLY GRACES: Realizing the impending
loss of your sanity, vou politely excuse yourself and
flee For vour life. D2/S1/ Wisdam

213, Your scheme is completely suceessful but yon
realize that your profits could be enhanced with 2
ransom, 0 you take the other along. Unhappily he
has nothing of value on his person, and no one is
interested in ransoming him. Your captive cats like
a horse and talks without pause.

MOSKILL: This goes on for many weeks as ¥ou
stubbornly look for somesne to take this person of f
yvour hands; D1/ Accursed/ Enduring Hardship

APPEARANCE: Your captive is taken with yOu,
and a complete reversal of personality occurs, The
now meek-and-retiring character of your captive fills
you with wonder. D2/S1/1f opposite sex. Love
struck/Q:S

214 Your victim cries out, and people nearby come
to his aid. You are beaten and taken prisoner, then
taken to a Prince of the Faithful. who administers
a stern justice.

MO SKILL: You suffer greatly in your confipe-
ment. DI Wounded (7 or less)s Imprisoned

ENDURING HARDSHIP: Your punishment is
diffieult, but vou learn well from it. D2/ Lose Stealth
& Stealing/ Wisdom/ Piety

215 Youattack in darkness, but cannot overcome
your victim before he cries out and you must flse.
Mo Award

216 . You recognize the one as someone who hates
you, and you flee from his sight. The next place you
BD, however, he is there before you! This happens
again and again.

NQ SKILL; Fear trickles like ice down vour back,
and you finally tell him you will kill him if Nou see
him again. D1/Pursusd

PIETY: You recognize this as the will of Allah,
and speak to the other. *‘Fate has cast us together,
50 let us make the most of it You become stalwart
companions. D2/51/Fated with Weapon Use and
Wisdom (Companion skills)

(210-235)

2

217 You cannot escape the other’s servanis; they
catch vou and threw vou in a well.

MO SKILL: They torment you for many days. Di/
51/ Grief-stricken/ Imprisoned

LUCK: A scorpion drops on vour head. You
quickly kill it, then wonder where it came from. Your
search reveals a small crevice leading to a foreotien
treasure room! You koot the place and escape through
2 hidden trap-doar. D2/52/W + 2 (Max:Rich}/ Trea*

218 His sneering grin and whining voice drive vou
almost mad with fury: you attack.

MO SKILL: The other falls instantly: in minutes
life has left him. You are overwhelmed by remorse,
D1/Grief-stricken

WISDOM: Scant inches from the other’s throat,
you realize that murder will gain you nought: you
lower your sword. D2/51/Piery

21% The other grovels in helpless terror and sur-
renders his purse 1o you.

NOSKILL: You fles, chuckling at the ease of your
crime. D1/AW =1 (Max: Respectable)

WEAPON USE or BEGUILING: You terrorize
Your victim until he pleads for his life and discinsss
to you the placement of all his treasures, D2/W 3
(Max:Princely)/Trea*/():5
220 Theother cheerfully marries vou, then wastes
all your wealth in lavish EXLIAVAZANOES,

NOSKILL: You are l¢ft 3 broken man, D1/W-3
(Min:Beggar)/Married

WISDOM: = You learn from voor mistake
(although not in time 1o help yourself), and tell vour
slory a5 & warning to others. D2/W-3 (Min:Pen-
niless)Married/ Storyrelling

FEMALE (Mandatory): Your husband syes for
divorce and leaves vou with many bad debts, Wealth
(o Beggar/D1

221 The other thinks vour actions are VELY amusg-
ing, but cannot fathom just what it is FOU want.
NOSKILL: You eventually give up. Mo Award
SEDUCTION or APPEARANCE: The object of
your attentions is overwhelmed with love, and PT=
fligate with gifts and ather dernonstrations of affec-
ton. DI7W 41 ﬂbia.:-::RﬁpmabI:]Ia"Eetmrcde:S
222 "You?" cries the other. ““You dare make ad-
vances to me? " You do not show proper respect for
my station! Guards, take this miserable one aargyi
NOSKILL: The guards come, and the'one throws
you in prison for a while to teach ¥OU MmAanners,
D1/ Imprisoned (6 or less)/Conrtly Graces
WEAPON USE: With inspired swordplay you
overcome the guards and win your freedom. You
doubt you will be welcomed here in the future.
D151/ Weapon Use/Qutlaw (6 or less)

223 “Ah, hmmm," mutters the cther, “very nice.
Hmmrm, yes. Your deference is of COMFSE Proper [0
anc of my station... Hmmm. Oh, are you still here?™
NO SEILL: “Guards, show this one oul.” You
are esoorted to the door, DI
BEGUILING: You begin a line of Ingenious, pro-
fu=e and imaginative flattery. The other basks in YOARE
blandishments, then gives You a bag of coins. D1/
W+1 (Max: Rich)
224 . “0Oh, how charming,” eries the other. “{h,
my advisors, [ ammost pleased with this one. Sure-

Iy his talent exceeds all my other fools and jesters.”

You are captured and each day forced to perform
exactly as you did on that frst meeting.

NO SEILL: You can find no escape. D1/
Enslaved/Beguiling

STEALTH & STEALING: You stuay the layout
of the fool's abode; when the time i< right vou snatch
up a purse and make your escape through an un-
guarded windaw, D2/SLAW + 2 (Max:Princelv)/Q:5

225 "Ah, ves,” the other peers at you with eyves
that have lost the gleem of intelligence. *“Would Yol
like a purse full of gold?
MO SKILL: Younad dumbly and receive the gald!
Allah be praised! D1/W 4] {Max: Rich)/ Q5
QUICK THINKING: Suchan OppPOTiMnity is not

to be missed! You pour on every ounce of your
charm; the other glves you almost his entire esiaga!
D251+ 3 (Max:Princely)/ Trea*/Q:5

216 You prepare & little entertainment with some
accomplices, and vour  scheme i sucesssfal
However, in spite of his fancy dress, your victim has
no wealth.

MO SKILL: Sadly, you let him oo D

COURTLY GRACES: You discover that your vic-
Him i a numb-wit, his wealth entrusted to relatives.
You spirit him away and demand 2 large ransom for
his release. D2AW + 2 (Max: Rich)

227 Your victim may be a fool, but he is not 50
foolish 4 to fall Tor your scheme. The other’s com-
panions turn out (o be armed bodveuards.

MO SKILL: You are caught and imprisonsd for
your erime. DN/ Imprisoned

ACTING & DISGUISE: You were, of course,
disguised, and were able to escape unharmed and
unrecogmzed. D1/81/Owick Thinking

228  The one you stalk divines your intent and flees.
MO SKILL: You lose him. DI
QUICK THINKING: As he runs, vou shout,
“Thief, thief!"" Bystanders gladly help you overcame
your victim. You carry him of f and gain g fine ran-
som. DL/S1I/W +1 (Max:Rich)/Q:5

229 Your victim stands his ground and defends
himself valiantly. Nonetheless you avercome him:
however, the other has nothing of value.

MO SKILL: Worse vet, he has recognized you:
you become a hunted criminal. D1/ Ouilav

LUCK: Your victim doss not recall your features
and identifies another as his asszilant. The innocent
man i5 to hang, You cannot let an innocent man die
for your erime — you come forward and canfess,
The Sultan is impressed with your courage: he par-
dons you and engages you to catch other criminals.
D3/S1/Robe  of Honor/Q:5/W+1 (max:
Respectable)

23 MO SKILL: The atheris shocked by your abuse
of his innocent gestures, He hands over his purse
to you, but later utters a powerful curse on vour head.
D-l/W+1 (Max:Respectable) s Accursed

PIETY or WISDOM or COURTLY GRACES:
Your heart tells vou it would be indecent to accost
this generous person, no matter how desperate you
dare. Instead, you earnestly and forthrightly ask for
his aid. He kindly intraduces ¥ou to some of his in-
fluential friends. D2/ Any skill a1 Master level {1 use)
231 Your crime is prevented and ¥ou are capiured,
but Allah is compassionate and your judge merciful;

NOSKILL: Your confinement is short and brings
you closer to Allah. D1L/Plety/ Imprisoned {7 or less)

STEALTH & STEALING {(Mandatory): Your
reputation weighs heavily against you, however, and
the maximum penalty is levied: D1/1 mprisoned/W-1
(Min: Beggar)/ Wisdom
231 The one suspects you of foul intent. Instantly
You are set upon by guards and brought before the
sultan, who, vou learn, is a distant relative of the
one accusing. D1/ Imprisoned
233  Eyeing each ather with disapproval, you give
the ather a wide berth.

NO SKILL: You both go vour separate ways,
breathing a.sigh of relief, D1

LUCK: The other-is. suddenly attacked by 2
deranged hag. Impulsively you aid in subduing her.
You strike up 2 conversation and find that the One
knew your father well. He extends his hospitality,
and undertakes the smoothing of your roed to des-
tiny. D2/0:8
234 You unwittingly give offense to the other.

NO SKILL: His/her response i cold. D-1

COURTLY GRACES: You perceive what you
have done, and immediately attempt to right the
situation with fine words. He/sheis receptive to your
requests. D208

235 Youare embraced as a guest, and the other’s
Iriends are impressed at the honor shown you.

e )
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WO SKILL: You are taken to the other’s house
and enjoy many nights of pleasurable company.
D151/ Respected /Q:5

APPEARANCE: In the other’s house is a vouth
of exceptional beauty. You are smitten with each
other — your happiness is assured! D2/S1/Lucks
Lowve-struck/Beloved

FEMALE (Mandatory): In the other’s house is a
youth of exceptional beauty. You are smitten with
each other, but he confesses that he is betrothed to
another. It can never be,” he says sadly. D2/517
Love-struck/Grief-stricken

436 You begin an interesting conversation. **There
15 @ legend I know,” says the other, “‘about a
mysterious kingdom beneath the waves. "

NOSKILL: You find the tale interesting, but ses
ng value injt. 51

SCHOLARSHIP or STORYTELLIMG: His tale
enables you to find this wondrous kingdom. $1/
D1/0Q:3/0pportunity to enter Undersea Kingdom

237  The other looks at you speculatively.

MO SKILL: *“You are too kind,"” he says.
“However, there is little 1 can do for vou, I'm
afraid.” Mo Award

STORYTELLIMG: He then asks if you have any
talent at entertainment. Your tales delight him, and
he offers to aid vou in whatever way he can.
[11/51/0Q:5/Blessed (1 use) -

238  The other is hesitant. “My father would be
furious if he saw me ¢ven talking to you!™

MNOSKILL, FEMALE (Mandatory): You have no
choice but to withdraw. D1/ Wisdom

ACTIMNG & DISGUISE: You disguise vourself as
a physician. The object of your affections feigns a
distressing malady, and you are summoned (o her
bedside. The father's suspicions are allayved, and vou
spend a night in pleasant dalliance. D2/S1/Sedue-
tion/ Q.57 Beloved

233 MNOSKILL: ff the ocher is male: he flushes with
pleasure, and, feeling as though his heart would
burst, he embraces you. Dl/Beloved

ff the other iz fermale: she raises her veil and makes
signs at you with her eyes. D1/Beloved

LUCK: The object of your desire desires vou as
intensely, and a guick - marriage is performed. Your
future happiness is assured. D2/Married

240 MO SKILL: You are so amazed at the wealth
of this apparently destitute soul that you cry out in
surprise, Others hear vou, and you are caught in the
act. Your victim turns out o be a vizier sojoucning
among the people 1o learn of theic condition. Eoll
2 dice and add 1 each for Wisdom, Beguiling, Quick
Thinking:
o 2-7 You are jailed for your crimes. D1/ Imprisoned
e 3+ You plead in yvour defense the very thing the
vizier was trying to find out: the condition of the
people (i.e., yourself) is so bad that you must rob
for a living. The sultan is impressed and your
judgement is light. D2/51/Imprisoned (7 orless)
ACTING & DISGUISE: You study the actions of
vour intendead victim: something seems out of place,
You soon discover that he is a disguised vizier-and
confront him and ask him of his purpose. Impress-
ed with your discerning nature, he asks you to join
the sultan’s court as an honored advisor. D2/81/
Wisdaom/Respected /BEobe of Honor

241 Your victim seems helpless and falls ac your
feet in a faint. You greedily reach for his purse —
and a scimitar is flashed in your face.

MO SKILL: The other professionally cuts vou to
Tibbons, D1/Cripplad

WEAPOM USE: You dart back in surprise at the
suddenly revealed weapon; drawing vour own sword
¥ou put up & desperate defense. Realizing you are
gutckassed, you escape at the earliest opporiunity,
suffering from many wounds. D2 Wounded (T or
lezz)s Weapon Ulse

242 Your endeavor succeeds quite well.
NO SKILL: D1/W+2 (Max:Rich)/Srealth &
Stealing

EVALUATION or SCHOLARSHIP: Yourecog-
nize the special nature of one of the items you have
obtained. DAY +2 (Max:Rich)/Srealth & Sreal-
ing/Trea*

243 The one seems cool and uninterested.

MO SKILL: “I'm sorry,”” hesshe says. "It can
never be,”" D

SEDUCTION or APPEARANCE: You speak,
and make known your intentions, The one gazes in-
to your eyves and eries “My reason is captivated! T
dem smitten with your elegant shape, your laughing
mouth and your merriment! Prolong this leave-
taking that it may hasten the termination of my life
through love for thee. ™ Obviously you have made
a big hit with your intended. D2/31/Beloved/ A p-
pearanced ()5
244  “Oh, please,” cries the other, “T do not ap-
preciate vour intentions, and you endanger me with
your attention. [ am disguisad to avoid scrutiny, and
you will bring danger vpon me.”

MO SKILL: The other disengages from your grasp,
and rushes off, D1/51

BEGUILING or STEALTH & STEALING: You
hold the other cloze to you and demand a ransom
far concealing the secret. You extort a large sum from
vour desperate victim. D-1/W+2 (Max:Rich)/
Bepuiling
245  ““Yowurwords are most charming, ™ the ofher
says hurriedly, ““but I am in great peril and must —

MO SKILL: A horde of dark, ugly men appear,
throsting vou aside and seizing the other. Your ttrug-
gle in the ather’s defense is rewarded with a rain of
blows. DI/ Wounded {6 or less)

WEAPOHN USE: A horde of dark, ugly men ap-
pears, trying to get at your companion. You fend
them off long enough for both of you to escape. The
other is most grateful. D2/51/W + 1 (Max:Res) or
Courdly Graces (1 wse)Determined

246 You chat briefly with the one (whom you
believe to be a commeoner). Later, you leam that your
companion was in fact one of nable birth.

WO SKILL: Your tale of this meeting amazes the
crowd. 51/5torvelling

WISDOM or PIETY or SCHOLARSHIP: Your
companion was greatly impressed with vour spesch
and wisdom, and vou are later invited (o enjov the
other's hospitality. All are moved by vour dignity
and insight. D2/S1/Respected s Wisdam

247 You spend many hours conversing with your
companion about the foolish ways of man and the
inscrutable ways of Allah.

MO SKILL: You leave armed with new insights
into the meaning of your own life. D1/ Wisdom/Q:5

SCHOLARSHIF: You impress your host with
your learning, and he gives vou a gift which, he says,
will be most useful to one of vour insight.
D2/ Wisdon/ Trea*

248 NO SKILL: The one sneers at vou, “You are
obviously unused (o discourse with civilized men.
I'wall hold my displeasura this time, but do not come
before me again without leaming the behavior of
courteaus folk.”" Dl 3
COURTLY GRACES: “Your manners are impec-
cable and your speech exceedingly fair. Let me repay
the pleasure I gain from your company with this small
gift.” D1/ Wisdom/W + 1' (Max:Respectable) 1 Q:5

249 The one recognizes you, and beckons, “*Come

close and attend. I have heard a prophecy which con-

cems your future.” Roll 2 dice and add two for Lick,

Fated:

@ 2-7 The prophecy is obscure and wnreadable.
D2 /Fated

e 84+ “Your fate is shrouded in mystery. Your
destiny lies in a distant land of legend and wonder,
where weal or woe hang in the balance bf each ac-
tion.” D351 0pporunity 1o enter Place of Power
of your choice

250 “If you would truly honor me, there is a task
Iwould have you perform. If you are successful, 1

will reward wou bevond your wildest dreams.”
D2/51AW 4 1 (Max:Rich)/Q:X/Place two random
treasures under your origin counter ai this location.
Have another player place your destination marker
anywhere on the board. If you reach your destina-
tion and return £ your origin, you get both treasures.

251 A sudden twist of fate robs you of success and
precipitates you into the hands of the other's guards.
D1/Imprisoned (6 or less)

252 Yourintended victim is easily taken and quite
epoperative, He tries 1o convince you of the error
of your ways with wise words and composed
behavior.

MO SEILL: His wards cause vou to reflect and
be filled with shame at your past behavior. Abash-
ed, you humbly beg to become his companion, and
he graciously conscnts. D2/Gricf-stricken (1
turn)’ Wisdam ;

DETERMINED (Mandatory); You are unmov-
&d by your victim’s words, Unfortunately, it seems
your victim has no wealth, and vour abduction of
such & respected one earns vou the hatred of the
righteous. DI/Pursued "Outlaw

253  Your clever plot works perfectly. Your victim
is taken without a struggle, and there is no delay of
the ransom for such a distinguished personage.

MO SKILL: If only the other had not seen yvour
face and recognized you.., DI/W 4+ 1{Max:Rich)/
Outlaw,/ Qi85

ACTING & DISGUISE: You conceal your iden-
tity during the abduction: the other doesn’t recognize
vou, D2/ 4+ 2 (Max:Rich)/Q:S

254 Despite the vigilance of the fuard, the one is
taken. The pursuit is diligent, and the one's evil
charms are working on youw.

MO SKILL: You cannot resist him and fall bensath
his spell. D1/ BeguifingsLose Wisdonr and Plees
Ensorcelled

DETERMINED: You are not so easily taken by
simple hypnosis, but you are weakening. You may
retease him, or Iry 1o persevere!

If your refease him: D1/ Lose Determined

I vou hold ot roll 2 dice and-add 1 each for
Beguiling, Minor Magic, Major Magic:
¢ 2.7 You fall under his influence. D1/ Beguifings

Loze Plefy/Enslaved
e B4 You hold out against his hypnotic evil, and

it i£'he who gives in; he arranges o have his ran-

som paid. D3FSLAW +2 (Max:Rich)/ QiS5
255 The one leaps back, erying, "' Guards, guards!™
Suddenly there are armed men all around you,

MO SKILL: Eesistance iz useless, and you are
taken. The other is furious, and orders vou tortured
until you repent. DI/ Wounded (6 or less)

WEAPOMUSE (Mandatory): Although resistance
i5 uscless, your reliance on force of arms is deeply
ingrained. You fight back, and the results are un-
fortunate. D1/ Wounded/Crippled

256 While searching the other’s dwelling you find
that all the valuables are well-hidden.
MO SKILL: Roll 2 dice and add 1 each for Evalua-
fion, Luck:
* 20 You grab some items and then run. They all
turn out to be worthless. D1
e 10+ You discover that the lamp you have taken
has some interesting properties. D2/51/Magic
Lamp {146}/ Licck
SCHOLARSHIP or MATOR MAGIC: You note
the Oriental orizgin of a battered lamp; recalling the
power of the Oriental sorcerors and their lamps, you
eagerly smatch it up and experiment. D2/51/Magic
Lamp (148)/ Minor Magic

257 Youare caught in the act, and brought before
the sultan for judgement. “‘Perhaps,’” he says, “if
I thought you were a generous man in the sight of
Allah, T would spare you.™

NO SKILL: You may offera bribe or cecepd your
punishment:

If you affer @ fribez roll 1 dic and add 1 for Courtfy
Giraces:

{236-257)
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* 1-3 “You dare offer a bribe 10 a peince of the
faithful! ™" You are dragged away to the deepeast
dungeons. D1/ Imprisoned

* 4+ Hesmiles and acoepts your Kind gift; then finds
you not guilty. S1/01

I you accept your punishment: D1/ Impriscned

06 or less)/ Enduring Hardshin
FPIETY: You take him at his word, and call several
witnesses who testify that you are a generous man
in the sight of Allah. He is forced to free you.

D2/ Piety

258  Your sword flashes, but the other is also
skillful.

MO SEILL: In face, he is far more skilled than
you, Joon you must fles, licking your. wounds,
D/ Wounded (6 or less)

WEAPON USE: Tales of your viciory over this
formidable opponent are told far and wide for vears,
A wealthy man hires you as fig personal bodyeuard.
D2/527 Weapon UsedW + 1 (Max: Rich)/ Respected

250 “Help!" your victim - screams,. narrowly
avoiding your blow. Guards are coming -- ﬂ.udt'h-:_-.r
have blocked your escape route,

MO SKILL: A desperate defense wing you
through, and vou flee, free but wounded, D1/
Wounded (& or less)

QUICK THINKING: You dash into a nearby
dwelling, where the inhabitants scatter in alarm. In
the confusion vour pursuers are delaved, and you
arc able (o escape. D2/ Luck

260 The other whips out his sword, *"MNo mercy!!

he cries and skillfully presses his attack,

You may flee or stand and fight:

I vou flear DI Wounded (7 or less)r/Scorned
ff you fight: roll 2 dice and add 2 for Detérmin-
ed, -Weapon Use:

* 3-8 You strugele bravely, bub are overcome.
D1/ Wounded (6 or less)

* 04 You manage to hold off your opponent
through sheer determination. He salutes vour
courage and departs, bidding vou to leave with
your freedom. D2/Determined Q5

261 The one pins you with an icy glare, and
demands to know why he should not slay you im-
mediately. You begin babbling incoherently.

MO SKILL: “*Very well,” he laughs. "*Your ab-
jeat grovelling has earned you vour life, However,
a beating never killed anyone."” DI /Scorned

BEGUILING: You earn the contemnpt of the other,
and he ignores you totally. His encmies enfoy a hearty
laugh at his expense, however, for you insulted him
mightily while babbling. D1/ Quick Thinking/dc-
fing & Disguize/(1:5

262 “Ahal!™ Shouts the one. **You are the one [
have sought for many miles, through hardship and
injustice! Prepare to yield your life for vour crimes!™

MO SKILL: You take advantage of the other's
long ticade to take Might and disappenar into the
crowd. DN

LUCK: In his fury, the other attacks hastily and
stumbles at your feet. He is at vour merey, and you
take this opportunity ta rid youself of his annoying
threats. At the game time, you hate to leave his purse
unattended, D2A05W + 1 (Max:Respectable)

263  The other, covetous of your wealth and dignity,
has sworn never to rest until you are desiraved. The
pursuit is relentless and the revenge is mercilass,

MO SKILL: You are soon stripped of vour wealth
and pasition in society by the backbiting and rumor-
mongering of the other. D1/W-2 (Min:Penniless)s
Pursued/Scorned

EEGUILING: In a disguise, you speak to the other
of yourself and discover why the other hates you.
With this knowledge vou are able 1o make amends
and (strange are the ways of Allah!} become suc-

cessful  business - partners. DI1/S1/W42
(hlax:Respectabie) 105/ Borgaining
(258-278)

14

26d - The othier’s vengeance is bitter and cruel, but
(formuenately) does not touch on vour affairs.
FEMALE (Mandatory), MO SKILL: You hear hiz
tale: he was wronged by a woman, and hates all
women. You fear the bitter hatred of the other and
avoid further contact. Mo Award
BARGAINING: Although youwish to avoid con-
tact with this bitter man, you never let anything stand
in the way of business. DI/W =1 (Max:
Rich)/Luck/You may place a Merchant Arrow
pointing away from amy product on the Merchant
Display
265 . "I have been seeking my brother for years. He
has wronged me and my wretched mother, and [ shafl
not rest until his perfidy is repaid. | would be most

. arateful for any aid."™ Boll 2 dice and add 1 each

for Quick Thinking, Weapon Use, Stealth & Stealing:

* 3-8 You are unable to aid the other. DI

* 9+ You bring the wicked brother to justice by fin-
ding evidence of hiz crimes. The other is most
grateful, DE/S1A0S Ay 1 skill ar Master (1
use)s I other 15 of opposite sex, Baloved

266 ""Your impassioned words and charm have
distracted me from my vengeance, which [ sce now
to-be but conceit and vanity. Thank vou for your
guidance. Please accept this gift.”

MNOSKILL: If the other is of your sex= DI/ W+ 1
(Max:Bich)/ 05/ Courtly Graces

If the other & of the opposite sev: the gift is 2n
evéning of delights, D1/ Seduciion/Beloved Q5

WISDOM: “One of your vast knowledge would
surely find interest in this.” The gift is 2n ancisnt
text of great value. D2/51/Baok of Hidden Treasure
(166)

267 ““You have made vour wishes clear to me. If
you aid me in my search for justice, Ishall consider
what you ask.”
NOSKILL: Roll 2 dice and add 1 each for Quick
Thinking, Wisdom:
® 2-7 You lack the necessary skills to aid the other,
and hesshe goes on'his/her way. D
# &+ With your help a criminal is brought to justice.
The one is now free to spend time with you and
learn of your charming personality. D2A0:S/11 op-
posite sex, Beloved
APPEARANCE: The other is 20 taken with you
that hefche forgets vengeance and returns vour at-
tentions wholsheartedly. D2/IF opposite sex, Beloved
and Sed:mrfoan:S
268 ' “Ilove you,”” replies the other, “but [ cannat
rest until justice is brought to the wicked thisf whom
I pursue.™
MO SKILL: “I'm sorry.'* The other continues on
his/her way. D
DETERMINED: You are 5o smitten with the ather
that you vow to aid in the vengeance, D2/51/ Love-
struck with Stealth & Stealing (Companion skill)

2g9 'T‘hc one looks upu:rn you for a moment before
speaking.
NO SKILL: **I am tﬂaas:-d. with your conduct.

Your speech. and manners are evidence of fine

bresding and education. Any soltan would be
proud 1o speak to you as a companion.”” D1/ Courily
Graces/Robe of Honor/Q:3
STEALTH & STEALING or BEGUILING {(Both
Mandatory): ** Your reputation precedes you, lount!
Begone from my sight at once!”™ Scorned

270 The other looms over you like a vengeful
demon, *“Yes?'" he booms. ““What do yvou want,
worm?"’

MNOSKILL: Your nerve fails vou and you flee his
presence. D-1/51

DETERMIMNED or ACTING & DISGUISE: You
maintain your poise and confidence in the face of
the other's intimidation. “Well,"* he savs, **It ap-
pears you are made of stern stwff, T ¢an usea person
of your character...”” You obtain a position of trust
and confidence. D2/ Wisdom W + 1 (Max:Rich)/
Regpected

271 - The other glares. **You seek only to gain pro-
fit at-my expense, do you not?""

MO SKILL: The other will have no'dealings with
vou at all. Scorned

FPIETY: The other's initial skepticism decreases
as the sincerity of yvour character is revealed. You
finally earn the other’s trust, and he grants you your
desires. D2/Respected or Beloved/Q:5

BEGUILING (Mandatory): Your confidence in
your wit and tongue lead you attempt to trick the
ather, when it is obvious that he is skeptical of voor
character. D1/Lose Beguiling/Scormned

272 The one looks at you reflectively. *‘Dueto my
wealth and powers, I find myself constantly ap-
proached by false friends and lovers. Though [ ad-
mit [ am impressed with your charms, [ must assums
vou to be the same until vou prove otherwise,”

MO SKILL: Although you know in your heart that
you are nod false, the'other will not give vou a chance
Lo prove it. D1

SEDUCTION: You give the other lessons in the
amorous arts, whichohesshe finds most instructive
and useful. DL/O:SAAT opposite s2x, Beloved. 1f same
e, Respected

273 You make a very favorable impression on the
other, and he invites you to dine with him. When
the plates of food are brought out, they are empty!
*Dxo you enjoy my fine cuisine?"” he asks a little later,
after *eating’ a huge meal. -

N ERILL: You- are totally baffled by his
behavior, think him mad, and politely cxcuse
voursell. 51

ACTING & DISGUISE: You fall in with his
playacting, pretending 1o also enjoy the meal, The
joke goes on long enough, however, and finally vou
Itap up and give him & tremendous bash on the neck.
"Why did vou do that?'" he cries. *“Why, there was

a large bug ceawling on youw,™ vou reply, He iz
delighted that yvou were willing to share his ecoen- |
tricity, and orders real (and sumptuous) food. He |
then begs you to remain as his companion for a while. . .

DI1/52/ Beguifing

274 “Come, sit here with me and share my
hospitality, and I will share with you the tale of how
I came to achieve this station...”" The story tells af
poverty and shiftlessness as a youth, incredible good
fortuns in stumbling across a hidden vault filled with
exofic treasures, and subsequent prudence and
wisdom in the management of affairs.

MO SKILL: You are inspired to follow this ex-
ample, D1/Choice of Luck or Wisdom/(Q:5

STORYTELLING: You repay the courtesy of
vour host with the elling of vour own life’s story,
which is a lesson to everyone of the folly of seeking
wedlth and adventure. Your host is deeply impress-
ed with your sagacity and humility. DE;EEIS:‘&:;}'!EH-
ing/Robe of Honoe/ QS a

275 ““Your bregding and -':i:lucatian are certainly

superior. Every man of my wealth and station should

have such a one (o advise him.** Boll 2 dice and add

1 each for Luck, Wisdom, Scholarship:

» 2-7-The evil one robs you of your freedom and
enslaves you that you might remain with him.
D2/ Enslaved 3

® B+ The other hires you as his advisor, Others are
jealous of your success, D2/W+ 1 (Max:Rich)/
Pursued/ 0:5

276 When ssiting out to rob the wealthy, one must
expect 10 encounier superior safeguards against such
nefarious: activities.

MO SKILL: Mot only do you Fail, but vou are cap-
tured, and the sultan deems it fitting that you be
enstaved (o your intended victim. D1/Lose Stealth
& Sreafing Enslaved -

ACTING & DISGUISE: Enowling the safeguards
10 be elaborate and powerful, you impersonate a ser-
vant sent (o ferch an item by your master’s imperious
demand. Your whining and pleading convince the
guards, and you bear away a rich prize. DX/ Begreii-
g/ Trea* /(x5
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257 You comes 2cross 2 veritable treasure trove just

== vou hezr 2 geend approaching.
D SEILL: You may flee immiediately or altempt
S0 gred one drmr

I you flee= your escape is suceessiul, though you
=xe smpiv-hendsd. DI
I poss rersaain: 1ol 2 dice and add 1 each for Luck,
Seholardhip:
= 7§ You ook 100 long to select the right ftam: you
were captured. DI/ Impriconed
= 7-10 Yoo make off with a valuable bauble.
D2/W = 1 (Max:Rich)

= 11+ You make off with 2 valuable magic item.

D2 Trea™

EVALUATION or MATOR/MINOR MAGIC:
You discern =mong the treasures an item of great
waine =nd zm Bem of fblad powers. D2/0nE/ Choice
of W= 1 (Max-Phncsly) OR. Trea*

27%  VYou f2 & with = shrewd thisf who will aid
¥ou In the robbery you are planning.

B0 SE01 - TE= wealthy one has set a thief to
c2och = theef wous companion is inhis employ. You
scco——odatimaly stumbile into the trap, and they
ekl wich gles == they throw you in the dungeon.
D1 EmprisonedW-2 (Min:Poor)

EEIGL PG Your own untrustworthiness causes
w40 dewer oo companion, and you look into
5= Seckeroe=d. You find that he is in'the employ
off womr meencied victim, s0 you cleverly trick him
e pmalis BE se=m 2 traitor to his employer;, while
s =cap=wh the gold. D2/51/Quick Thinking/
= = 1 (Mi=x:Respectable)/Qi5
7% [f you had known that the powerful one is in-
Semoes for his cruelty and misanthropy, you would
pewer heve approached him. You seem fortunate,
Borsever, Tor he savs ina honeyed voice, "It is my
ooy 1o occasionally reveal the generous side of my

. What favor may I grant you?*

B0 SETLL: You make your request. Roll 2 dice
ﬁr_' =4 1 =ach for Appearance, Wisdom:

27 Fe explodes in rage at the presumption of your

segeest DiSAccursed
= &~ Hegrants your favor willingly! D2/ Choice of

W = I (Max:Rich) or Q:5 or 52

BECGUILING, COURTLY GRACES: Your tact
2o predent tongue lead you to make a reasonable
cegmest while avoiding the powerful one's wrath.
Wowr request §s granted graciously. D2/Choice of
W =1 (Max:Respeciable) or Q:5 or 51
20 Though rich and powerful, the one is also
Eoown for kindness and generosity. 1 appreciate
wour plight,” says the other. **Perhaps I can use my
i=finence 1o assist you." D1/Blessed/ Q5

251 The other, being deeply traubled and unable
20 fieep, 35 i & termible mood. He sits in sullen silence
25 = smens to your request, and you wish you were
s Amuce me with a tale,” he says finally,
“amd periags wou shall feave here alive.”
SODVSENLL - Boll 2 dice and add one each for Ae-

ﬁq& Disrere. Determined, Enduring Hardship: -

2.3 W omare perified; vou cannot speak. The other
e W behind a horse. DI1/Lose
Eacd Woendad (6 or less)
= § - Womrezle srikes the other's fancy and he per-
s o o keave — ynfulfilied. D1
STOESTTELLING: Your terror inspires you to
co= of woes @nest performances, and the other
gremsiely ments your [avor. D2/51/8feryredl-
iy Blessed 7 o less)/ Q15
SEDUCTION (If opposite 22x): You relieve his
eleelessness through other means, D2/Belaved

282 The cthes Bstens intently to your words while
chewing =heiraciedly on his sleeve.

NO SKTLL: When you finish, he raises his arms
and cries, “Guards, take this revolling worm away.
The presumpiion of addressing me thus is a crime
‘of =normous propostion. MNow, summon my viders."
A yon are lad away, vou see three dogs (dressed in
the finet robes) being led in. D1/Imprisoned

OUICK THINKING, WISDOM: You realize that

13

the other has had his turban wrapped too tightly
about his brain for many years; and you forget about
vour request. Instead vou flatter the other Lo exeess,
and escape the madman at the first apporiunity.
D2/ Courtly Graces/ (5

283 “To prove your love,” says the other, “vou
must demonstrate the depth of your devotion. First,
shave off your hair, then paint your...."

SEDUCTION (Mandatory), NO SKILL: So great
is your love that you do not realize that you are be-
ing made a fool...until you run naked into a barber
shop and all the men laugh uproariously at you.
D1/51/8camed

WISDOM: You are cawtious in your affairs, and
you do not wish to become involved with a madper-
s0n, However, your heart still vearns for the other,
and vour suffering is great, D Lovestruck/Endur-
fng Hardship/ Q.3

284 After hearing your protestations of love, the
other says ““Very lovely. Flease come back womor-
row.”” When vou do, the other says, “"Very nice.
Please come back tomorrow.”* This occurs for days.

MO SKILL: You give up in disgust and leave the
sight of this madperson. D1

DETERMIMED, ENDURING HARDSHIP:
Your persistence is admired by one of the other's
advisors. Onee he is satisfied-as to your character,
his aid proves invaluable, and your courtship 15 a
success, DZ/S] Determined /Married/ Q5

FEMALE (Mandatory): Such persistence is
unseemly in a lady. You are asked not Lo returmn.
D-1/81/Scorned

285 The other is eldecly and somewhat confused.
You offer 1o aid the other to find the way home.

NO SKILL: Instead, vou also become lost.
DisLost

WILDERMNESS LORE, SCHOLARSHIP: You
easily locate the dwelling of the other. The other’s
relatives are grateful for your kindness, and reward
you with -a fine gift. D2/Courtly Graces/ W+ 1
{(Max:Respectable)/Q:5

286  The other is a stranger, lost and alone. He does
not speak the language well.

MO SKILL: You cannot discover what he needs.
Mo Award

SCHOLARSHIP, PIETY: You speak the other's -

tongue fluently and are able to help him find his
destination: the castle of the sultan. The one is an
honored guest of the prince, and you are gratefully
welcomed in the palace. D2/Piety/Robe ut‘
Honor/ 5

287 The other is lost and at his wit’s end. He is
eager io be on his way, and you are hardly able to
make him remain and listen to your directions.
MO SKILL: A few hours later, you meet him
again, still lost. *“You scoundrel,’’ he roars. “You
did this deliberately!’* He then proceeds to thrash
vou soundly with his cudgel. DI/ Wounded (7 or less)
COURTLY GRACES: You calm the other and

~patiently explain the directions; as a safeguard you

offer to accompany him as a guide. You are richly
rewarded for your efforts and make a valuable
business contact. D2/7W + 1 (Max:Rich)/Q:3

288 The other is busy, but is fascinated with your
conversation.

N0 SKILL: He finally forgets his other errand
altogethier, and vou spend the day in pleasant
dizcourse. D1/ Srorytelling/Ch5

STORYTELLING, WISDOM, COURTLY
GRACES: You are such a charming conveérsationalist
that the other becomes your constant companion.
You both profit from your friendship. D2/51/Pre-
fy ot Wisdom/ Q5
289 The other suspects that you intend to abduct
him, and leaves vou at the first opportunity, D

290 The other flees in terror at your first word. 51

201 You lure the other to a remote place. He shouts
for aid, but there are none to hear.

MO SKILL: Roll 2 dice and add 1 each for Luck,

Bepuiling:

# 2.7 The ransom you demand is too high; the vie-
tim’s relatives hire assassins to hunt you down and
free him. You barely manage 1o escape with your
life. DM/ Pursued

* 3+ Your ransom demands are reasonable, and the
relatives pay with alacrity. DLW + | (Max:Respec-
table)/Q:8
BARGAINING: You carefully research the vic-

tim's fortune and charge the corrsct ransom.

DZW + | (Max:Respectable)/Q:3/ Wisdamr

292 The one places his arm around a hairless ape
which travels with him. **My friend has been trap-
ped in a beast’s form by an evil sarceror. Until some-
one kisses these ugly lips, my friend will remain a
wratched beast.”
MO SKILL: Roll two dice and add one cach for
Acting & Dispuize and Piety:
+ 2.7, You cannot bring yourself to kiss an ape. The
enchantment remains. 51
* §+ Youmanage a formal pock on the lips of the
beast, and it is trensfommed into a rather ugly youth
of the opposite sex —who immediately falls in love
with vyou. D1/51/Enduring  Hardship/ Belov-
ed/Scorned 05
APPEARANCE (Mandarary): The very thought
of kissing an ape is revolting, You beat the one and
his ape (which gives you a nasty bite): D1/ Wounded
(& or less)/Roll one die: on a 1 or 2, Diseased

203 The other shouts with relief when the enchant-
ment i5 lifted.

MO SKILL: Then he lsaps 1o attack you, Fieroe
with long insanity, he nearly rends you limb from
limb before he capers madly off. D1/ Crippled

MAJOR MAGIC: You recognized that the other
was driven mad by the enchantment, and magically
cure that as well. The other is grateful, and tells of
the haunted houge where he first suffered the en-
chantment. He suggests that one of your power might
break the haunt., D2/82/Opportunity to enter
Haunted House

294 The one tells you of his problem: an enchant-
ment laid upon him by a wicked sorceror.

MO SKILL: You would cheerfully aid him if you
could, but vou know little of magic: just enough (o
leave it alone. D1/ Wisdon:

MINOR MAGIC: You know how to lift the en-
chantment and charge a fee for the service. D2/
Q:5/W+1 (Max: Respectable)

BEGUILING (Mandatory): You offer to lift the
enchantrment for a small fee, knowing full well that
it is impossible for you 1o do so. The other has met
your type before, and thrashes yvou soundly.
D1 /Pursued

205 You hear the tragic tale of how the other was
given & beast"s form by perfidious brothers and sisters
wha were jealous of their sibling’s success.

MO SKILL: The story is enteriaining. S1

MINOR MAGIC, SCHOLARSHIF: The ale
gives you clues to the spells necessary 10 enter a land
hitherta thought to exist only in legend: the Dusky
Land of the "efreets, The tale also holds the key to
lifting the other's curse. D2/S1/0:5/0Opportunity
1o enger the Dusky Land

206 The youth’s perfect beauty is uncanny and un-
natural, You are sure that the one is of the opposite
sex from yourself, You are irresistably drawn to make
amorous advances.

MO SKILL: The other recoils in horror, exclaime-
ing, ‘“Get away, foul worm! Oh, why must [ b curs-
ed in this way?"™ These cruel words tear at your heart
and fill it with sorrow. DL/S1/Grief-stricken

APPEARAMCE: The other is equally smittén with
your charms, and you spend 2 night of unimaginable
rapture. When you awake, the other has mysteriously
disappeared, and none can tell the manner of his/her
going. szslfLwe-stmckansnmllad

(277-296)



297 The kidnapping is accomplished easily. You
then sit back and wait for the ransom offers that
never come. In time you realize that your hostage
will bring no riches.

MO SKILL: You wish vou had selected 2 victim
maore carefully, I

STORYTELLIMNG: ¥You discover your hostage to
be a perfect companion. Dirawa by your glamorous
and romantic life, the other begs to accompany you
on yaur travels, and proves to be of great assistance.
D2/ Major Magic (1 use) or Appearance (1 use)/Q:35

298 It was a trap!

MO SKILL: Guards burst from concealment and
vou are caught. Fortunately, the sultan is merciful;
although banished from the kingdom, you éscape
with yvour life, DLAOutlaw

STEALTH & STEALIMG: Fortunately, vou ar-
rangead a diversion (o keep the guards busy clsewhere.
The ather is taken easily, and a rich rancom is receiv-
ed. DISSL/W 4+ 1 (Max:Rich)/Q:5

299  You conceive & great regard for the one you
have abducted and feel remorse for your cruel act.
MO SKILL: You release the other, and beg
forgiveness. D2/ Love-struck (If opposite sex)/ ety
APPEARANCE, PIETY: Your victim is at first
repelled by yvour deed, butas your devodion and con-
trition become evident, you are forgiven, D2/Lose
Srealth & Sreafing or Beguiling/ Beloved (if opposite
sex) or Respected /08
30 “Thank you- for your kind and flattering
words,'" says the other. ““MNow, 1'm sure you are very
busy and must be on your way. . .>* Though polite,
vour dismissal is unmistakable. D1
A1 - “Phaugh!" cries the other almost before you
have opened your mouth. “You are all the same,
If I was not attractive, yvouwould nod give me 3 se-
cond thought.*”
MO SKILL: *“You are nod worth another moment

' of my time. Begone!™ 51

BEGUILING (Mandatory): “And if there is
anything [ hate more than empty adoration, it is in-
sincere flattery. Be sure that 1 shaill wam all my ac-
quaintances against you!® D-1/Scorned

WISDOM: You quote from the Prophet concer-
ning the vanity of man, and state that those who most
fervently deny an action most desire it themselves.
The other is chastened by your wise words, and you
converse far into the night. D3/ Conrtly Grmm‘
Pospecied

ad  ““Well,” huffs the other. **T have many friends:

and suitors, and though few are =0 atiractive and
clever as vou, ¥ou must prove yours2lf worthy to
win my respect and affection.””
MO SKILL: Roll 2 dice and add 2 for Determuned:
# 3T ¥ou can think of no way to demonstrate your
worth beyond what you have already done. I
# B+ You are persistent in demonstrating your good
qualities, You finally bring a friend whose faulis
are manifest, that the one might compare you. The
other finally agrees that you are superior. D2/
Beloved (Opposite sex only) or Respected
COURTLY GRACES, STORYTELLING, AP-
PEARANCE: Your special talents s=t vou clearly
above therest, and you win the affections of the
other. D2 opposite sex, Beloved and Seduction/1f
same sex, Respected and Wisdom

303 I have decided,” savs the other, *‘that you
shall be masried to my eldest child.*" He usuaily gets
what he wants, regardless of the desires of others.

MO SKILL: You may agree fo be married, or
refise:

ff you refuse: the one vows vengeance for your
insulting behavior. D2/ Pursued

If you agree: you view your impending wedding
with trepidation. D2/700SW+ 1 (Max:EBespec-
table)/Roll | die: 1-3 Married, 4-6 Enslaved

LUCK: Despite an imposing parent, your intend=
ed turns out to be a tender and loving soul with a
face like the full moon. Your marriage is pure bliss,
and together you are a redoubiable combination.

(287-318)

15

D2/s1 Marned with Qufck Thinking and Bargain-
ing (Companion skills) W+ 1 (Max:Rich)

3K “I have a dreadfiul seoret,” the other confesses.
“[ am in love with another, but 1 am not of the
faithful, and the fatker opposes the marriage. Can
vou help me?""

MO SKILL: You recoil at such a thought, and con-
sider giving ‘the infidel a good thrashing! 51701

PIETY: Your carefully-considered and wise words
soften the heart of the other, turning it towards the
True Faith. Once the one hasz accepted the word of
Allah, the father hasno objection to the match. All
concerned are most grateful to you., D352/ Respest-
eds Plery /05

305 The one confesses to a power ful lonliness and
sits eagerly, drinking up the praise and respect you
show. Soon you must take your leave, and the other
gives you a small gift. DLW + 1 (Max:Fes. )/ QiS5

306 The other listens restlessly 1o vour words, sighs
and says, “Oh, my days are 50 long and lonely, Can
you do nothing to easy my ennwi?"’

MO SKILL: Mothing you do raises the spitits of
your companion. D1

SEDUCTION: You know just what the other
needs, D2V L1 (Max:Respectable)/ (5

307 “Come. [ amtroubled with slecplessness. Tell
me a tale so that the night might pass more
pleasantly.'”

MO SKILL: Your feeble story does litile to amuse
the ather. D1

STORYTELLIMG: You tell one story, then
another, then another. The evening passes quickly,
and the other slips quistly into 2 deep, peaceful slesp.
The other awakens the next moming, refreshed and
grateful. D2/52W + 1 (Max:Rich)/Q.5

308 *°T have what wezlth I need, and my friends
and lovers are numerous, vel when I think of the
Dark Minister of the Graveyard all zeems fleeting,
and the day a tedicus prelude to a dark and restless
pight. Can you lighten my heart?"

MO SKILL: The ather's despair is contagious, and
vou leave with a deep sickmess of the soul.
S1-Grief-stricken

WISDOM or PIETY: “"There is no power or ¢om-
fort but in Allah,”” you reply. **Do not rail against
the condition of Man. Would you rather be a dog
or a donkey? Accept what is given and cease your
grumbling!®* In time the other comes to realize the
truth of your words and the wisdom of the Frophet.
D51/ Plery or Wisdom/ Qs

309 “I'm overcome with sadness,” savs the other,
with a deep sigh. My condition is wretched bevond
bearing. It is a tale of unrequited love...."”

MO SKILL: You are overwhelmed with sympathy,
but can do nothing o ¢ase" his somow. 517
Grief-stricken

COURTLY GEACES or SEDUCTION: You -

teach the other how to win the heart of his beloved,
The couwple rewards your kindness by naming their
firstborn after you. D3/51/Fated/ Luck/Q:5

310 MO SEILL: When yvou view the other up close,
wou realize how makeup and dim light has conceal-
ed an ugliness of epic proportion. However, it is (oo
late now to honorably. withdraw your offer. The
other savs, “You can best aid me by marnage, which
wiould give me status with my neighbors.'"

If some sex: you persuade a friend 1o vndertake
the marriage in exchange for & mighty favor later.
D1/ Under Geas

If opposite sex: you realize that you must be the
one o do thiz thing. DL Mareried/ Accursed

EVALUATION, WISDOM: You never bargain
for goods without first ingpecting them. You discover
the other’s tersible faults and steer clear.
D1/ Luck/ QS

411 The other is wide-gyed with fright, *'Oh please,
hide me. I am pursued by men who would do me

great harm,"" Before yvou can reply, you are I:nuth'sur-
rounded by rough men.

MO SKILL: You are pummeled senseless, and :he
other is taken. DN/ Wounded (6 or less)

WEAPON USE: You dispatch one man with
dazzling swordsmanship, and the others flee. The
one thanks you profusely, and begs o become your
companion. D2/0R5 00 Pilgrimage with Courly
Craces and Schalarship (Companion: skills)

312 =My father has hidden me away to avoid the
evil eve of a cruel sorceror who has decreed my
death,’ explains the other. “You can best aid me
by leaving me alone,™

NGO SKILL: You bow to the other's request.
DI/Q:S

BEGUILIMG: You shrewdly exploic the situation
by extorting a fee 1o prevent your revealing the
other's whereabouts to the sorceror., DLW 1
(Max:Rich)/Q:8

FATED (Mandatory): You hedar a noise, and
spatch up a knife to defend the other. You unfor-
tunately slip in & puddle and accidentally slay your
companion. Your grief iz beyond words. D2S
InsanesLose Luck

313  “Help!® cries the youth. “*T am pursued by
guards of my lover’s father! I they catch me they
shall beat me to within an inch of my life!"

QUICK THINKING: As the runaway dashes off,
vou shout to the guards, “I have seen the one you
chase, For & coin I'll show you where he's gone. ™
Afrer receiving the payment, you lead the guards on
amerry chase, then lose them. D252 + 1 (Max:
Poo)/'Quick Thinking Qs

314 The other vanishes without a word. No Award

315  You drift, thoisty, hungry, and cold, for many
days. In time, your mind beging 1o wander. When
YOu COme L0 YOUr senses, vou are being taken aboard
a ship full of grinning rogues, *“Well surely you®ll
bring a fine ransom,’ they chortle.

MO SKILL: You have no choice but to armrangs
for payment. S51/D1/°W-1 (Min:Penniless)/Fres
move to any coastal-space.

DETERMINED, PIETY, WEALTH POOR or
LESS: The rogues decide you are more trouble than
you are worth, They toss you overboard, and already
weak, you sink rapidly, As you begin to drown, you
feel hands grasping at your clothing. S1/D2/Free
move to and immediate: encounter at Undersea
Kingdom
316 The cloud rising from the censer smells of
strange herbe. An old man - in oddly-fashioned
garments greets you and asks your aid in perform-
ing a ritual. You cautiously agree.

WO SKILL: Your ignorance causes you o make
a terrible mistake, and the ritual fails. In fury, the
old man curses you. DS Accursed

MIMNOE or MATOR MAGIC, SCHOLARSHIP:
You follow the old man's complicated instrustions,
and suddenly the smoke changes color and an "efrest
of great power appears! ““What mortal is so presump-
fuous as to summonme, the king of the ‘efrests?™
Your power is not great enough to prevent the “efreet
fromcarrying off the ald man. His notes and censer
remain behingd, - however, D2/52/Eagle Censer
{16%)/Opportanity to enter the Dusky Land
317 *lam willing to aid all those who come 1o me
for my healing abilities,"" says the sage. **But [ can-
not do anything until my stock of herbs is replenish-
ed."” He asks that you go and find the herbs ke nesds.

MO SKILL: You agree, and although the trek is
long, it i5 not too difficult. D1/Lose any statuses
of your choice/W+ 14 you paid.to meet the
sage/ Designate another player o place your piece
in any woods space/Q:3

WILDEEMESS LORE: Anticipating the healer's
needs, you possess the very herbs he names, He is
delighted, D2/ Lwck/NW + 1 (Max: Rich)/Q:5/ Lose
any statuses of your choice
318 “Come, now,"" says the other, I am a busy
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=za. You wizh healing? Just wait over there at the
end of that hne™
NOSEILL: Boll 2 dice and add 1 each for Prety,
Eneduring Hardship:
® 77 Th= zags = far too busy to get 1o you today.
Mo Award
» 2+ You convinees him 1o take vou just as the sun
is sinking in the west. DI/Lose any statuses of vour
choice/ ()-8
LUCK: The line of patients is unusually short, and
wou are healed quite soon. DIACLE Loss any statuses
of your choice.,

319 “Hmm, well, your case 15 certainly an unusual
one. It will require extra payment.'”

MO SKILL: You grmdgingly hand over the money.
BE/O:SLose 2oy statuses of your choice/W-]
{(Min:-F.espectzble)

WEAPON USE or STEALTH & STEALING:
You are miemated at the other’s attempt at price
souzing. Poming a dagger to his throat before he
cz=n move, 9ou force him (o graciowsly remit yous
ez completele. DWW + | (Max:Respectable)/(n5/
Loss =y st=fmess of your choice
320 “Him=mn™ The other examines you, clucking
WOy L e s0rTy, e says, "but what has hap-

290 S5LL: You admit that you are beyond his
s = 0 1] |

LIECE, DETERMINED: The other is dubious
s Bis 2hilities 1o help, but you persist and at last
B tries — 2nd succeeds, much to his own surprise!
DRSS Loz any statuses of your choice
321 Toachieve your ends, you find yourself spen-
ding a great deal of time with the other. You become
imterested in his version of the arcane arts, and he
finds you an apt pupil for his style.

NOSKILL: “Ifvou like,'" he savs, 1 shall make
wou my apprentice, and teach yvou my secrees.*’
D1/ Miror Magic or Schofarship/0Q:S

MIMNOR or MATOR MAGIC, SCHOLARSHIP:
Eecognizing a colleague of equal but different
r=lenis, the other proposes a partnecship for mutual
benefit. D2/Major Maglic/ W1 (Max:Respec-
table)/ (5,51 '

322 “Yes, indeed," cries the one, his eyes shining
widly, “you should humble yourself before one who
bears the word of Allah! Take heed, for I pronounce
vour doom and the doom of all who listen...*

NOSKEILL: He goes on for quite a while, and you
fz=l uneasy. D1 /Fared

WEAPOM USE (Mandatory): You are so offend-
ed by his surly tone that in seconds you have mor-
tally wounded him. Your victim has just enough
Brezth 1o zpeak vour doom, and vou vow to make
= boly pigrimage to cleanse voursslf. D2/52/Grief-
seowciorn (On Pilerimage
325 “1==f=t=d tp be the instrument of your doom,
foud ome™ He cries. He attacks unnerringly, as if
Alum Bl poided his blows, while every attack
o RS TS 25TaY.

SVEEELE - Yiou are grisvously wounded, and his
Sl Blow 5 mex oo your sword — and both weapons
sham=. “AR hen ™ he mutters, **You shall not die
I my Baed. Bam rest assured your fate is known,™*
SRS Womnded/ Fated/Lose Weapon Use

LUCEE Yom swing wildly, and his sword shatters
i the Impac. “Abem,’” he says, “Perhaps [ have...
=h..misread the signs. How can [ atone for my er-
ror?™ DS Blessad/ Luck /Q:53/W + 1 (Max:Fes)

324 The ooe bearing bad tidings has built a boil-
ing rege within vou, and vou stride to the attack.
NO SEILL: He falls instantly, mortally wound-
ed_ Do not think,™ he gasps, “that by slaying me
you have avoided your fate. You must bear the con-
segment=t of vour come. ™ Your rage passes, and fall-
Ing 0 despair you rend vour gacments. D-1/517
Grief-stricken/Fated/Lose Weapon Use
WISDOM: At the last moment you restrain
vourself, and accept the pronouncement of vour fate
with dignity. D251/ Enduring Hardship/Fated/(Q:5

7

325 The other attacks you like a man possessed.
MO SKILL: You fles, but he pursues, As vou pull
away, he shouts, **T shall fallow ve to the ends of
the earth!" DI1/Pursued
PIETY: Only by the will of Allah can you be sav-
ed! You fall to your knees and cry out. Your attacker
seerns dazed, and clutches at his eyves. **1 am blind-

ed!™ he cries. Thus is revealed again the power of

the True Faith. D231/ Pieey/ Qi 5/ Blessed

316 A crowd has gathered Lo listen to the one, who
has promised to explain the cause of the hard
economic times. His doubletalk goes on for hours,
and the crowd grows restless. Suddenly he points at
you and cries, “Look there! There is the one who
is the cause of all your troubles! Shall this one go
unpunished?™" The air is filled with angry snarls,

FEMALE (Mandatory), MO SKILL: The crowd
maoves toward you, and your protestations of in-
nocence go unheard. Then they are upon you. D1/
Crippled

BEGUILING or QUICK THINKING: *“Wait,""
you cry in a booming voice, *“Will vou deny me the
right to defend myself?** The crowd pauses and you
leap to take advantage. Speaking with inspiration
and surpassing yourself with fine aratory, you turn
and accuse your accuser. The mob visitz its wrath
on him instead of you, DI/S2/Courtly Graces or
Acting & Disguizes/ 15
327 Refusing to hear your lhl:&fmmtht‘:llpsﬁl'thu
propheat, you turn and fles.

“MOSKILL: It avails you nothing of course; vour
fate is no less your fate. D1/Fated

LUCK (Mandatary): Tausumuﬂuﬂynmad hear-
ing the pronouncement — in which vou were revealed
as the only son of the recently deceased sultan. Too
bad you left the day before. D2

328 TP you would truly honor me, you would grant
me your aid.” The one is spoon to be married to
another of high station, but is lacking in knowledge
of protocol.

MO EEILL: The task is bevond vour abilities: vou
cannot help. 51

COURTLY GRACES: Your courtly skills help the
other. In gratitude, the couple bestow a2 wondrous
zift upon you. 51701/ Trea” ()5

329 ““Your honeyed words have touched my heart,
but I have little that I may offer you.™

MO SKILL: *‘Monetheless, I shall share a bit of
knowledge with you." 51/D1/Draw the top card
from the deck; kesp it if it is a Fate card

APPEARANCE: “*I perish in ecstasy of love for
you. Be parted from me nevermore.”* You become
the one’s devoted companion. DI/Beloved/QhS

330 “‘Please rise,'" says the other. “Your excessive
gesturing is embarrasing and improper.'’

MO SKILL: Your entreaties are ignored. No
Aweard -

WISDOM: “I donot wish to send away one of
your obvious breeding, but I have no time for you.
Could you come back tomorrow?" 811 you spend
one D pt. you may go to the Reaction Matrix and
choose 8 new action for the encounter

331 “*The Prophet has said the stranger must be
succorred in times of need.””

MO SKILL: “Therefore [ shall give you knowledge
which may be of aid to vou in the future,” D1/ Minor
Magle/ 05

PIETY: You complete the quotes; the listener is
delighted with your knowledge and wisdom and seeks
to aid you. D2/Choice of W+ 1 (Max:Respectable)
or Blessed or any skill

332 **I have arcane skills which I can teach you,
but, in exchange, I require a proper gift.”"
MO SKILL: DI/Q:5 Logse 1 treasurd or Wealth
level (no minimum) and gain Major Magic
BARGAINIMG: Your shrewd bargaining com-
pletely befuddles the other, and you end up the richer.
DI/31 Muafor Magic/W + 1 (Max: Respectable)/Q:5

333 I wigh 1o grant your request,’” says the other,
“but | must undertake a holy pilgrimage and require
a companion. Will vou accompany me?" You may
accept or refuse the offer:

{f you refuse: Mo Award

1f you accept: DI/ Minor Magic/On Pilgrimage
with Major Magic {Companion skill)

334 “There is no need for you to give me anything,
fior 1 am happy to assist vou. I am schooled somewhan
in the arts arcane and have much knowledge of an-
cient legends.™

MO SKILL: The other gives vou a mysterious
magical item, D1/ Trea*/ Q.8

SCHOLARSHIP or MINOR MAGIC: The other
tells you tales and gives you 2 map to a far-olT place
Lnown only in legends. D2/ Major Magfc/Oppor-
tunity to enter Jewelled Fortress

335 ""Yes, wes, 1 see...” the other mutters.
“Hmmrn., Well. I'really don't know what o say. This
ig very puzzling.’”

NOSKILL: The one seems somewhat addlepated.,
You leave to seek: someona maore appropriate to your
needs, DILAGX (any quest)

CARMELIAN IDOL, BEGUILIMNG (Both Man-
datory): You try o trick the other into aiding you,
but he goes from absent-mindedness 1o white rage
quite suddenly. Soon vou  areé examining the
dungeons. 81/ Imprisoned

336 You approach the one 1o ask a favor, but’
somehow either he or you knocks a priceless vase
to the MNoor, “Idiot!* he thunders, blaming vou for
the accident. He summons a lower jinn. ““Take this
fool anywhers; just get him out of my sight!™*

MO SKILL: The jinn carries you to lands
unknown. 51/D1/Lost/Designate another player to
place vou in any space excepr a Place of Power

STEALTH & STEALING: The jinn carries you
away, but vou smile, for in the confusion vou pilfered

an item of magical appearance. S1/01/ Trea*/Lost/

Designate another playver Lo place you in any s::'an:e
excent a Place of Power

337  The one vou have addressed laughs and agrees
o aid you. “Heee is a litde spell I picked up
somewhere...'" He mutters a charm.

MO SKILL: There is a loud *poof* and vou feel

Wdifferant. “Sarry,?" he murmnrs S2/D1/ 50
uhang:d

MATOR MAGIC: You dispell the sex-change
charm, and the other is abashed. I didn't mean o
use that spell® . You are not so sure. Fearing your
power, the other is effusive in. his apologies.
SIAD2AW 1 (Max: Respectable)/ Trea*s Q.5

338 “Hmmm...yes...grovel a bit, ves... Indeed!
You look quite good on all fours.” The other makes
A MmYsic pass or two.

MO SEKILL: There 5 a loud *poof* and vou
feel.. different. 52/Beast-Form

ACTING & DISGUISE: You raise yourself wp and
cr¥, Do vounot recognize me? 1'am the great en-
chanter - Ali-ibn-Emael! Do not trifle with me,
worm ! The other is cowed and gives vou 3 gifl.
S2/D1/W + 1-(Max:Rich) or Trea*/Beoguifing

33%  The one ignores you as an elephant would a
worm. 'No- Award

M0 “I'll brook nointer ference from anyone, ' cries
the one. “Bow down and worship me or I shall
destroy you!''
th'D SKILL; You may refiise, or you may worship
I
I You refuse: he strips you of all possessions and
makes you an outcast. Move Wealth (o Beggar, but
gain DI for each level lost/ Biery/Outlaw
{f you worship him: he favors you with gifis.
D-1/Losge Piety/W + [ (Max:Rich)}/Trea*
BEGUILIMG: You promise to waorship him by go-
ing forth and proclaiming his power and majesty
before all people, You rush out into the sireeis and
escape into the nearest dark alley. 527D Quick
Thinking
{319-3400
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I You have heaed that the one 15 2 worker of dark
magic. You approach cautiously.

NOSKILL: *You dare even enter my presence?"
he cries, You are permitted to leave alive, Scorned

APPEARAMNCE: Your enchanting form pleases
him beyond all reason. “Your face is like a shining
light. ¥ou remind me of my long-dead cousin." He
shows vou great honor, D2/W+ 1 (Max:Prince-
1¥)/ Blessed

342  The other sees your actions as an attempt to
profit at his expense. He silences you with a gesturs.
" Bear this one away from me immediately!** he cries,
Skeletal guards with sharp scimitars appear from thin
air and attack.

MO SKILL: You valianty fight back, but are over-
whelmed by the skeletal warriors. 51/ Wounded (6
or less)

WEAPOM USE: The other is so impressed with
your swordplay that he dispells the unholy, guards
with a gesture. “*Hold,” he cries. “1 shall forgive
you your indiscretions and grant vour wish if you
will be my bodyguard for a time,” $1/D1/Enslav-
ed/Choice of ane skill at Master level {1 usc)

343 You attempt to profit at the other’s expenss,
and he grows unreasonably angry. ‘“Nothing can save
you, you wreich, My servant shall bear vou into the
desert and slay you there; he shall bring me a jar
of your blood as proof of the deed.””

MO SKILL: The servant bears vou into the desent
and gashes your theeat, filling the jar, He leaves you
for dead, but you are found by a passing dervish and
saved. D/S1/Crippled/Enduring Hardship

APPEARAMNCE: The servant is so taken by your
beauty (you remind him of his long-dead sibling) that
he cannot harm you. He slays an aniclope and brings
itz blood to his master. D3/S1/ Lk 08
Hd - Your attempt to sweei-talk the other out of
a portion of his wealth was a pronounced ailure.
You then try to extricate yourself with fine words.

NOSEILL: "You seck 10 appeass me with fawn-
ing?'" He cries. *Very well, [ will forgive you and
even reward you with a suitable job — cleaning out
the privy-pots!”" D1/Enslaved

STORYTELLING: As part of your oratory you
tell the tale of the Lion and the Mouse, demonstrating
that the strong should not abuse the wezk. Your
listener takes the meaning and allows you to leave
unhindered, S2/D2/0mick Thinking

345 "'l grant your desire,’” the other says.

MO SKILL: “Ia return there's a task [ would have
you complete. To engure that you fulfill your par
of the bargain, perhaps a little spell I picked up in
the Far East might sérve,” Choice of D2 or W+ 1
(Max:Rich)/Q:5/Under Geas

AFPEARANCE: " Your perfect form reminds me
of the Eastern Willow," he proclaims, “‘It makes
me yearn for the Orient. It is my honor to serve you.''
D2/W 4 | (Max:Rich)/Q:5/Respected (or Beloved
if opposite sex)
346 NOSKILL: *If you had not been a stranger,
and therelore subject to clemency, | should have had
your head struck from your body. [ expect a gift in
exchange for my leniency.'” Choice of W-1
{Min:Poor) or Lase Treasure or Imprisoned

BEGUILING: Your listener hangs on every
hoeneyed word and sends you on with his protection.
D2/51/Q:5/Blessed (7 or less)

347 The one, ignoring your words completely,
setms very interested in your accoutremnents. My,
what a lovely bauble you have,'

MO SKILL: The one waits for you (o give him the
item he so admires. D1/Choice of W-1 (Min:Beg-
gar} or Lose Treasure or Pursued

QUICK THINKING, EVALUATION: Realizing
the true nature of your companion, you quickly con-
€qct @ story about the aceursed nature of the bauble
in question, and the tragedy of your life since you
have been forced o cerry it. 51/ D1AQSS Sroryrelling

38 “"Many petitioners come to me with fine words.
YWhat do you want?*”

(341-361)

18

MO SKILL: The listener”s hedrt is closed to you.
Mo Award

WISDOM: Realizing the chilly disposition of the
other, you comment, “'I merely wished to gaze upon
your greatness.”” You leave without a backward
glance. The other is amazed, calls you back, and gives
you a - wonderful gift. D2/Trea*/Q:5

349  The other regards you speculatively.
MO SKILL: ""How could sech a one as you aid
me?'" D /Scorned %
APPEARANCE or (if opposite sex) SEDUC-
TION: Eyes melting, the one groans with excessive
love for you. D2/S1/Beloved (if opposite sex)

350 “If you could aid me, I would be most grateful.
I wish to visit my true love, the heir of & powerful
king. The king will not allow us o meet.”’

NO SKILL: You attempt to speak to the king but
your efforts are in vain. T

ACTING & DISGUISE: You make your host up
a5 an old hag fortune-teller, and the one gains ac-
ctss to the desired object. The couple is pleased, and
you are given a splendid gife. 51/D2/Choice of W+ 1
(Max:Princely) or Trea*

351 I suffer excessively far love of one who is the
child of the caliph. 1f you would truly be my friend,
you will 2id me in arranging a meating."’

NGO SKILL: You go to the palace of the caliph,
but he catches you irying to get in to see his heir,
and has you thrown in the dungeon. DM /Imprisoned

COURTLY GRACES, SEDUCTION: You get on

the good side of the palace functionaries and are able:

1o arrange the tryst. Your efforts are rewarded.
S2/D1/C:SW + 1 (Max:Rich)/ Beguiling

352 NOSKILL: Atyour first words the other staris
and fleas from vou. 51

COURTLY GRACES: You manage to speak and
discover that the other seeks 2 companion for a
journey. Along the way you are taught a few enchant-
ments. S1/D1/Q:5/0n Pilgrimage/Minor Magic
353 ““Well," the other says excitedly. "I need no
money, but, for the enchantment I amattempting,
I need a quantity of bload....”*

MO SKILL: Without warning he leaps forward,
gashes your arm, takes some blood, and throws you
out a window. 51/ Wounded (& or less)

WEAPOM USE: He tries to attack you and rake
your blood, but desists after losing a large portion
of his own._ After he lies dead at vour feet, you find
some interesting items. D1/51/ Trea®

QUICK THINKING: You agree to give him your
blood but casually mention that you have a serious
and terribly contagious disease that may make the
blood less useful. The other leaves in haste.
SADLSQ:5/ Beguiling

.354 "I desperately need your aid. You must hide

me from a powerful enemy who seeks to slay me.
If you are seccessful you will be rewarded ™

MO SKILL: The pursuer comes to town: although
you do your best, your companion is slain, and vou
nearly perish. 51/Crippled

STEALTH & STEALING: You know many good
hiding places and find sanctuary for your compa-
nion. Your underworld friends keep you informed
until the pursuer has left the area. DI1/S1/W+ 1
(Max:Rich)/Q:5
335 “lcan always use the aid of others,”” cackles
your host. “There is one that I wish to rend limb
from limb for his past crimes against me.” He names
a virtuous vizier of wide renown — a man ahove
reproach.

NOSKILL: Fou may refuse, or render vour aid:

{f yau refuse: the other is furious and vews your
destruction. S$1/D1/Plety/Pursued/ W-3 (Min:Pen-
niless)

{f you render your ald: the vizier is eazily deliverad
to his death, and vou are rewarded appropriately.
51/D=1/Lose Fiery/W + 1 (Max:Princely)/Q:5/
Insane

ACTING & DISGUISE: You pretend 1o assist the
other but secretly warn the vizier of his danger. You
manege o trap the one who sought, vour aid. The
vizer is most grateful. $2/D3/Robe of Honor/W+ i
(Max:Rich)/Beguifing

3536 “'Ah! Allah has sent you to me at a fortuitous
moment. Do you see the one approaching? Go to
him and tell him that his love waits for him in yonder
grove. There we have secreted a donkey, and he shall
look the fool.” Roll two dice and add 1 each for
Luck, Enduring Herdship, Acting and Disgiuive:

® 2-7 You burst out laughing before you can finish
delivering your message, and the intended victim
gives you a thorough thrashing before going on
his way. S1/5c0rned

* 3+ You play your part well and summeon the vie-
tim to his amatery tryst. The laughter is heard for
miles! 52/ Acting & Disguise/Q:S '

357 - The other gestures you to silence and swiftly
brings you to an abandoned site before a large cave.
**Listen carefully,’” he says. "“While I stand here and

' provide the protective spells, you must enter this cave,

Turn left at the first junction, then two rights, then
up a ladder...” His instructions continue for ten
ThinLLes.

NO SKILL: You may refuse to cooperate, or try
o folfow the directions: :

If you refuse: Gain Wisdom

I youe ey roll two dice and add 1'each for Hisdom
and Scholarshio:
# 2.7 You bumble the procedure and fall afoul of

a protective enchantment. 81/D1/Sex-changed
* 8-+ You successfully reirieve an item from the

caves, and your companion rewards you well,

SZ/D1AW + 1 (Max:Rich)/Q:5

QUICK THINEIMNG: You retrieve a treasure and
manage to find a different exit; you kezp the item
you found. D2/52/Trea*/Pursued

358 "*There is an item which I must recover from
aland called Arlandia. However, I can find no record
of this land. IF you help me, I will be exiremely
generous in my reward,”

MO SKILL: You have mever heard of Arlandia
and cannot help. S1 _

SCHOLARSHIP: Fram your knowledge of
history and ancient tongues, you know that Arlan-
dia is the ancient name of the location you currently
occupy! You easily retrieve the item and earn the
reward. D2/S1/SW + 1 (Max:Rich) Q:5/Respected

359 “aAh, you may assist me in 3 difficelt enchant-
ment [ am about 1o undertake!™ The other hands
you a scroll. *'Read this alowd the moment the *efreat
Appears.’

NOSKILL: You admit to the other that you know
nothing of magic and cannot even read the scroll.
He sends you away. 51 ;

MINOR MAGIC: You read the scrall as directed
and the malevolent jinn is banished. The other is most
grateful. D2/S1/W + 1 (Max:Respectable)

MAJOR MAGIC: The jinn appears, and the fee-
ble scroll spell is not enough to contain him, You
rely on your own power io save both yourself and
the other. You defeat the jinn and order transpor-
tation to magical lands. D3/52/Free move to and
immediate encounter in the Dusky Land

360 The other is depressed and weary, but friend-
ly. **You may accompany me on my doomed trek,
if you wish.* '

MO SKILL: You go with him as far as vou dare.
D2/51/Fated

FIETY: You reply, “There is no strength 6r power
but in Allah. If you are doomed, it is by his decree.
And if there is no decree, vou are not doomed.” This
cheers your companion. D3/52/0:5/ Respected with
Enduring Hardship (Companion skill)

361  *You cannot help me,"” hisses the ather. "Go
away before vou oo are taken!™




NO SKILL = You stay to comfort him. Before you
can speak, strange dark creatures are upon you. You
bose your senses and awake with awful visions burn-
od mio. your mind D Tns=ane

WEAPON UISE: Dark creatures surround vou
2lmost as he speaks. You manage 1o win vour way
free, but vour companion is lefi behind. leﬁn:f-
sicken/ )5

52 “T'mbusy with my own affairs now,” the other
replies brusquely, ““I must journey to a far-off land
DO 2ave my own soul.’’

MO SKILL: There is little you can do except give
bim your blessing. 51

PIETY: Yoo offer to accompany hiim; he weeps
with joy. The journey is arduous, but Allah has willed
ihat you survive. D2/51/Q:5/0pportunity to énter
a2 Place of Power of another player's choice

363 You s22 vour intended victim enter a house;
you wait until foll darkness to enfer. As you siep
forward 2 youthfnl voice whispers, “Is that yvou,
Miz=h, my kove?™ Tt is apparently the offspring of
the omner, pecpaning. to E[-IJ]:I-E'

N0 SETLL: With all this activity it would be far
o0 d=mgerocs 1o iry anything here tonight! Praise
Al=h woe were warmed D1/ Luck

ACTING & DISGUISE: You disguise your voice
Zeed coaey Ehe other Into a rendezvous at a distant loch-
s Yoo then cimb up the ladder the other has left

szl ke quite 2 haul. S1/W + 2 (Max:Rich)/ Quick

———
364 While rooting through the possessions of your
wictim, you discover evidence that the one is secret-
I¥ = gozrd for the sultan out to trap thieves such as
yoursclf.

NO SKILL: You flee immediately buf  are
recognized by hidden guards. DI/Luck Outlaw

STEALTH & STEALIMNG: Your escape rouie and
diversions are 5o well planned that you can stay a
few extra minutes and guarantee a litlle profit.
SI/D2/CLE/ W+ 1 (Max:Respectable)

385 You are surprised by the owner of the dwell-
g a5 you finish picking out the best items. You flee
and hear him screaming behind you.

MO SKILL: I have recognized you," he cries,
““and shall hunt yvou Forever?”” DI/ Trea® /Outlaws
Pursued

LUCK: The victimy of your theft is so enraged that
be suffers a fit of apoplexy and dies on the spot before
he can tell anyone who you are. D2/51/ Trea*/ Q:5

2656 You fake a fire and the one flees from his
zbode. You enter, chuckling, when a door sudden-
b chuts behind you, A voice cries, “MNow 1 have you.
Crawl, vou thieving worm!™

MO ESKILL: You are defenseless and do as asked.,
D-1/Enslaved

MINOR or MATOR MAGIC: You obscure the
wrmon of yoeur victim with a2 magical mist and are
=ble to reach the door untouched - picking up on
the way & little something for wour trouble.
D2/l sk /Trea®
557 You trick the one into showing his treasure
roce= by prstsading o be a tax-collector for the
sze=m Asvoo move among his possessions, you see
==y webeehle Does.

ND SET T - You take one. Instaml}' the room
grows cark, and your skin fecls like it were being
flzwed =nd rebbed with salt. Your sight is gonce; there
is oo end to yoor pain. D2/Insane or Crippled

MAJOR MAGIC: You recognize that a magical
curse guards the other’s possessions. You are able

to temporanihy disarm the curse and pElEcravaTuable-

item. D2/51/Trea®/(:5

368 The other, lured away hyata]scatduw{iur:d
by you), comes back just 25 you enter his treasure
chamber.

NO SKILL: He cries out, “Must you add to my
misery? Your basenass is best rewarded with suffer-
ing like mine!™ There is a loud *poof* and you
feel...strange. D1/ Sex-changed

STEALTH & STEALING: Your alert ears hear

i9

his approaching footsteps, and you have ample time
to flee with bags full of léot. DI/S1/W+1
(Max:Rich) :
369 - Your theft goes unpunished ; However, you ses
the victim in the street and he seems to have gained
much vitality and good humor. As for yourself, un-
fortunate incidents begin to plague you.

MO SKILL: You have no explanation for vour ail-
ment. D1W - 1 (Max:Rich)/ Accursed/Lose Lok

MINOR or MAJOR MAGIC: You perceive an evil
aura about one of the treasures you stole. Suspec-
ting a curse you sell it 1o anather. D2/S1/7W + 1
(Max:Rich) Wisdom

SCHOLARSHIP: You realize that one of the
stolen items bears an ancient curse. Research reveals
how to lift the curse and employ the virtue of the
item. D2/52/W + 1 (Max:Rich)/lonian Gems {154)
370 *“Take what you wish. I have no use for it.”

MO SKILL: Indeed, in examining the possessions,
you can seé¢ why the other has no use for them.
S1AW + ] (Max:Poor) :

STORYTELLING, ENDURING HARDSHIP:
You are struck by the despondent air of the other,
and chooss not to plunder his meager goods. Instead
you tell him a story which cheers his heart. In
gratitude he teaches you a few enchantments.
D1/ Mimor Magic

3L Your victim is caught in his bed, helpless.
Although you feel pangs of guilt, vou rob him
anyway. D=1/W+1:(Max: Res.)

372 You successfully dupe your victim and dre
enriched. However, hours later, you are beser by
strange magical attacks.

MNOSKILL: In desperation you return the goods
and beg the other to dispel the curse — to no avail.
DI/51A Accursed

MATJOR MAGIC: Your magical skills are the equal .

of those of vour opponent. You casily defeat his
curse. D2/W 4+ 2 (Max:Res.)

APPEARAMCE: In desperation you retucn the
goods and beg the other to dispel the curse, Taken
by your handsome Fform, the other lifts the curse;
letting vou go with an admonition. D1/31

373 You are caught in the act. The other spares
vour life,

MO SKILL: However, he has you banished from
the kingdom for your crimes. D1/ Outlaw

APPEARAMNCE: The other finds your appearance
pleasing. You in turn are struck by the grace and
wisdom of your benefactor, and wish never 1o be
parted. from:him/her.

If same sex: you become the other's faithful com-
panion, and join him on his holy pilgrimage.
D2/51/0n I-"ul:gnmage with Hisdom (Companion
skill)/ G5

ff opposite sexy vou are both smitten with love for
each other. D2/51/Love-struck/Beloved/ Q5

374 Your entry is undetected, and you glimpse
treasure and strange artifacts among your victim's
possessions, However, the other comes upon you in
the act.

N0 SKILL: Your fecble explanation of your
presence is transparent. You are brought before the
sultan, whose justice is harsh but fair. You remember
the treasure yvou might have had. D1/ Wounded (7
or less)/Imprisoned/Envious

QUICK THINKING: You improvise a marvelous
story deseribing how you found a brass jarin a cave,
just like the one in the other’s treasure trove. When
you picked it wp and rubbed it, a great efrect ap-
peared and cast a powerful spell, and you found
yoursslf here in the other’s chambers. Accustomed
te such marvels, the other believes you and lets you
go. DU/S2/Staryielling

375 Success beyond your wildest dreams! As vou
search in the other's vard, vou happen fo find a hid-
den trapdoor which leads to a’vast underground
chamber filled with wealth?

MO SKILL: Praise Allah for his 'I:h:lunE]ﬂ
DI/S2/W + 3 (Max:Princely}/ Luck

PIETY: You note that the chamber has long been
unused, and vou suspect that the owner of the howse
isunaware of its existence. You recall the words of
the Prophel concerning oreed, and know that wealth
will avail you not when comes the Terminator of Ear-
thly Delights. You go to the owner of the house and
explain what you have found. He is amazed at your
honesty, and shares the wealth with you.
D3/52AW + 3 (Max:Princely)s Wisciom/ Blessed/Q:5

376 You gaze in awe at the priceless treasyures scat-
tered about the room — then vou begin gathering
them up.

MO SKILL: Only later do vou dlsmver that the
‘priceless treasures’ ape - really worthless  junk.
D Evaluation

EVALUATION, STEALTH & STEALING: Sud-
denly you realize that these "priceless treasures’ are
really worthless junk. Obvicusly they are decoys, and
a slightly more careful seatch reveals the location
of the real reasures. DI/SEAW + 2 (Max:Prince-
Iy} Trea*/ Q5

377 As vou gaze fondly at a silver tray encrusted
with jewels, thére ic a strange shimmering,.

MO SKILL: Suddenly you seem to hove hairy arms
— and to have grown much shorter, A voice behind
you save, “Well, | think you loak better that way,”
D1/ Beast-form

MIMNOR or MAJOR MAGIC: You recognize 4
magical device being activated, and back hurriedly
away, mutiering a counter-charm. You suspect the
room s ol of raps; and leave hastily. D2/ Wisdam

378 No Award

379 You brush against the other accidentally as you
pass. The other cries *"Perhaps vou are too ignorant
to kaow your risk] 1 would gladly teach you!™

MNOSKILL: You don't even see what hit vou. You
merely awaken, confused, in unfamiliar surroun-
dings. D2/51AW-2 (Min:Poor)/Lose 1 treasure/Lost

BEGUILING: Your obsequious apology and
clever flattery mollifies your dangerous persecutor.
He mercifully decides to relieve vou of one of your
possessions and let vou go free. D251/ Lose |
treasure/ Courtly Graces

380 Your opponent is far (oo awesome (o escape
or beat. Mo matter where you turn, he is there, grin-
ning at you.

NO SKILL: Finally vou throw voursell on the mer-
cy of the other, and he contemplates what to do with
vou, Roll 2 :hr.: and add 1 each for C‘m.er:{:r- Graces,
Beguiling, Appearatice
* 2-T He decides to make you his slave, D1/Enslaved
* B+ He lets you, off with a light beating.

D1/ Wounded (7 ar less)

MAJOR MAGIC, CELESTIAL F‘LANI-
SPHERE: You assy n_pa'nrerl'uj and dangerous spell
to end the torment. After 4 long confrontation with
the other in which magic power flies like rain, vou
each withdraw. You know the conflict is far from
over. D3CEE Accursed /Fated/Pursued

381 A trap! While trving to avoid the other, you
have been led just where he wanted vou.
NOSKILL: A large crowd mocks you as vou ap-
pear before them in the disguise of 2 donkey. You
are humiliated beyond words. D-1/51/Scorned
COURTLY GRACES: You stand before a crowd
of his friends dressed in nothing but a donkey suil,
but your grace and bearing under pressure so im-
press them. that you win. their sympathy.
D2/51/Respecred/ Enduring Hardship/Q:3

382  You flee, and only when you are exhausted do

you stop. Suddenly the voice of the other cackles

maniacally in‘your ears.

MO SKILL: You are frightened out of your wits.
D14 Lose one skill level/Insans : ]
WEAPON USE: You instinetively turn and lash
out with your seimitar, catching him off guard. He
staggers back, wounded, and you-t2ke the oppor-

funity 1o make good your escape. D27317Luck

{362-382)
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383  Offended by your apparent snub, the other
decides to humiliate you. **Behold,™ he cries, "there
goes the one who is the cause of all our woes!™ The
ever-fickle crowd pursues you relentlessly.

FEMALE (Mandatory), NO SKILL: You are not
treated gently by the crowd, which is convinced you
are a witch. D1/Crippled

BEGUILING: You stop and shout back at the
crowd, and your charisma and oratory dissuades
them from harming you. In the confusion, you slip
away. DI/52

384  You are moved by the plight of the other, but
feel there is little you can do.

NO-SKILL: You pass the one by. Mo Award

PIETY: You pass the other by with a prayer. He
thanks you for your blessing. D1/Pfely/Q:5
385 The other’s plicht is pathetic. Your heart is
heavy as you pass.

MO SKILL: You don't wish to become involved,
however, for fear of what fate this might bring upon
you. D-1/51

ENDURING HARDSHIP: Asvou go by, you are
moved by memories of your own past sufferings to
inquire as to his tale. It is tragic — if it were engrav-
ed upon the corner of the eye with a needle, it would
serve a5 a lesson to those who seck wisdom.
D2/52/Crief-stricken/ Wisdom/Q:3

386 You prudently keep your distance from the
other, who smells bad. You see the sultan’s guards
approach:.

NOSKILL: The other does not get out of the way
in time, and you watch in horror as he is cut down
in the street. D=1/Grief-siricken

PIETY: The words of the Prophet have directed
that the stranger shall be honored and comforted.
You aid the one in getting out of the way of the
sultan’s entourage. D3/ Wisdom/ Piety/Q:5

387 ‘I have no patience with such foolish offers!”’
cries the other, **Get out of my sight!™ You do. 51

388 I will do anything,'" sighs the other, “'if on-
Iy I can see my loved one again.”’ Since the loved
ane is the offspring of the caliph's most respected
vizier, you are dubious.

MO SKILL: You are unable to help. 51

LUCK: While passing in the street, you save a
man's life as he is about to be trampled by his horse.
It turns oul 1o be the caliph! In gratitude, he offers
you any boon you wish, and you make the request
on behalf of your friend. He is 50 impressed by your
selflessness, that he grants that request and makes
you one of his trusted advisors. D2/51/W +1
(Max:Respectable)/Robe of Honor/Q:3

389 The other is suffering from a painful ilincss
brought on by a curse. He says, ““There is only one
thing that would interest me, and that is 1o be freed
of my torment. Unless there 5 something you can
da, [ wall do nothing for you.*" -

MO SKILL: You are unable to help the other. 51

SCHOLARSHIP: Your knowledge is the equal
of thiz task, and you prescribe a rare herb which
relieves the other of his suffering. He is immensely
grateful. DZrS1AW + 1 (Max;Rich)/Q:5

3% The other suffers under a curse, and is trap-
ped in & magical cage. '‘Free me,” he cries.
£ Anvihing you desire is yours if you only free me!**
A simple gesture on your part will free the other,
but you wonder if he will keep his word. Yeu may
release him or pass on by
If vou pass on By: he pronounces an awiul curse,
D1/ Accursed :
ff vou refease him: roll 2 dice. Add 1 for Bargein-
frg, 3 for Major Magic:
» 2.7 He attacks you immediately. D1/Ensorcelled
» .10 He keaps his word, but in as misarly a way
as possible. D2/81/Choice of W+ 1 (Max:Rich}
or Trea® or any status except Sultan/ 05
¢ 11+ He keeps his word and bestows a wonderful

{383-407)
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gift. D3/S1AW + 1 (Max:Princely)/Oppormunity to
enter the Place of Power of your chobkce/ChS/ Trea®

391 “Oh, woe," cries the other, “seek not to take
advantage of me, 1 pray. Have mercy upon me!”

NO SKILL: You take pity on the other, and in
your financial dealings you try to be merciful.
DL/W-1 (Min:Poor)/Envious

BARGAINIMG, BEGUILIMNG: You recognize
business tactics when you see them. Polite, but firm,
you get what you want. D2/51/W + 1 (Max:Rich)/
Q:5/Bargaining/If Merchant, you may place one
Merchant Arrow from any product box
302  “ am willing to bargain my services,” says
the ather, **but a fairer price would require a more
generous offer from you, would it not?'

MO SKILL: You agree, and the other’s services
do not come cheaply. W-2 (Min:Penniless) 1f you
cannat pay, No Award — otherwise: Choice of Ma-
Jor Magic or Trea®/():8

WISDOM: You know just how valuable the
other’s services will be to wou, and explain this to
him. He iz willing to settle for a lower price. W-1
{Min:Poor) If you cannot pay, Mo Award — other-
wise:/Choice of Major Magic or Trea*/(:5

303 ““Why," says the other, sweetly. “1 would be
happy to do business with you. Come ipto my
parlor."

MO SKILL: You doso. *Here,” he says, *'let me
give you — this!"” You hear a loud *poof®. D1AW-1
(Min:Poor)/Ensorcelled

STEALTH & STEALING: You anticipate a
double-crozs, and wrest an interesting looking ftem
from the other befors he can use it against you. He
reflises to cooperate with you, but you kesp the item
in recompense, D1/S1W 4 1 (Max:Res. )/ Trea*

194 “Ah, [ have an item I'm sure you'll be in-
terested in, and at a fair price.” The other shows
vou an interesting looking bauble. You recognize that
the item is protecied by an ancient curse. The other
was unaware of this, and is very embarassed when
you bring it to his attention. As evidence of his good
will, he offers you the item for fres. You may ac-
cepr or refect the flem:

If you refect: QS

Jf you accept: D1/Trea*/ Accursed/Q:5

395 T fear:I have niothing that you need,’” says
the other:

MO SKILL: ““And 1 am not in the habit of giving
alms.” Mo Award

ENDURING HARDSHIP: Your rale of woe
touches the other's heart, and he does what he can.
S1/AW £ | (Max:Poor)/Sroryrelling Q15
396 "1 shall do as you ask,” saye the other.

NO SKILL: You soon learn that this cooperative
character -has very little to offer. DI/W ]
(Max:Penniless)/Q:5

LUCK: It just so happens that this otherwise un-
prepossesing fellow has a few remarkablé magic
tricks he can show you, D1/Mimor Magic/ QS
307 Theotheris in rather difficult straits at the mo-
ment, but agress to ey o aid you.

MO SKILL: You make known your needs, and

quickly. find that there is littie he can do. DI

ENDURING HARDSHIP: Your own memories
af hardship lead you to question the other about his
predicament. You discover that you can aid him, and
do so. He is most grateful. D1/51/Pie-
(p/Q:5/Remove any status of your choice
398  You offer to enrich the other if he will aid you
with his well-known magical talents. He agrees. You
soon find (Lo your dismay) that the other is growing
old, and has forgotten maost of his skill.

MO SKILL: His abilities are 50 dimmed, that he
cannot help with the scroll you have found. 51

SCHOLARSHIF, MAJOR or MIMOR MAGIC:
However, your own knowledge fills the gaps in his,
and between the two of you, you are able to (ranslate
an arcane seroll which reveals the way to the land
of the jinn. B2/52/0ppoctunity i enter the Dusky
Land/Q:5

399 The other falls for your trick, and speaks 1o
you from the bottom of the well in which you have
placed him. *You are a fool to do thus. If [ escape,
you shall surely feel my wrath!™ Roll 2 dice, and
add 1 each for Minor Magic, Major Magic, Luck:
» 2.7 The other escapes your trap. D1/Pursued
e 8+ You assay a few spells you have never tried
before and never hear from the other -again.
However, there is this dog which keeps trying to
bite yvou.... D2/81/Major Magic

400 As the other lies on the ground, he looks up
at your menacing face and cries "' Woe is me! Must
you add to my misery by making a Fool of me?*
WO SKILL: You turn away, satisfied of the
rightecusness of what you have done. [
ENDURING HARDSHIF: You, who should be
more sympathetic, are ashamed of your actions. You
offer to help the other regain his former stature.
D1/51/Under Geas/Piety or Wisdom

401  Your victim believes your tale of the magic
famp {an old brass thing you found somewhere) and
iz willing to pay handsomely for it.

MO SKILL: You accidentally mest him in another
city, where he cTies vengeance upan you for the trick
vou have played. D1/FPursued/Beguiling

BEGUILING: Your trick is 5o well thought out
that the other chearfully pays the price and never
suspects that the lamp is worthless, D1/SEOW + 1
(Max:Rich) Q5
402 The other is willing to perform a service for
you, but his prices are high.

MO SKILL: Despite your clever mancuverings,
you must pay full price or receive no gervice. W-1
{Min:Poor) If you cannot pay: Mo Award; other-
wise: D1/Choice of any skill {1 use)/Q:5

BARGAINING: You are able to talk him down
to a price that does not significantly affect your
packetbook, D1/51/Chojce of any skill (1 use)/Q:S

403  The other’s sxpertise lies in the area of com-
bat, and he is willing to take up any cause for free.

MO SEILL: He is willing to deliver you from any
mortal menzce. D1/Lose any of Pursued, Under
Geas, Enslaved, Scorned, Imprisoned

WEAPONUSE: Impressed with your swordsman-
ship, he places his own sword at your service as a
friend. D2/Q:S/Respected with Weapon Use (Com-
panion Skill)

404 - The other is willing to.join you as an aid and
travelling companion for a while, but warns you that
he has been dabbling in magical arts of late, and
dangers might come your way.

MO SKILL: You are willing to take the risk.
D1/81/Pursued with Mafor Magic {Companion
Skill)

ENDURING HARDSHIE: You suffer through
many dangers with the other, and prove to be such
avaluahle and stoic companion that he begs to re-
main with you. D2/51/ Major Magic/ Pursued/(Q:5

405 Your attempt to cheat the other of a portion
of his inkeritance by clairning to be a long-lost relative
is looked vpon with suspicion.

MO SKILL: The other discovers the falschood of
your statements before it is oo late for him, and vows
vengeance, D1/Pursued

BEGUILING: Fortunately, you come prepared
with dacuments to "prove’ your claim, and the other
is completely taken in. D2/C:5/W + 1 (Max:Rich)

406  You fool the other so completely that he puis
vou up in his home as 2 long-lost member of the fami-
ly, feeds vou the best meals he can afford, and
showers you with gifts.

NGO SKILL: You enjoy your life of luxury for a
time. DISSLAW + 1 (Max:Res, /Q:3

STEALTH & STEALING: While vou are a
member of the other's household, you help yourself
to some of his more interesting possessions.
D2/51W + 1 (Wax: Res)/Trea* s/ Beguiling/Q:5

407 Your attempt to trick the other into investing
in false merchant shipments seems likely to bring you




much of his money. A few days later, however, it
seems that the false merchant you invented really
does exist, and the other makes a great profit.
MO SKILL: You invest vour awn maney, and later
discover that the other has turned the tables on you,
and you have been duped. S1/W-1 (Min:Penniless)
QUICK THIMNEING: You realize that the other
has tried to turn the tables on you. You invent a terri-
ble disaster to the false merchant, which wipes out
all the athear's *“wealth”, The resulting confusion is
$0 exquisite that even your victim salutes your ar-
tistry. DR/S2/ Acting & Disguise/ 25
408 Your intended victim is not taken in for a
mingle. ““You are aothing but a sharper,” he says
menacingly. S1/5corned

409 You attemnpt to fool the other into giving you
avaluable magic item, by pretending to be a scholar
whe has discovered the item is cursed. Yoo learn,
however, that the other is a scholar also, and will
see through your -attempt.

MO SKILL: You hastily abandon your plans and
get out while you can. DI/ Wisdom

BEGUILING, ACTING & DISGUISE (Both
Mandatory): So confident are vou in yvour own talents
that you carry through with your plans. When they
fail, as they must with someone so astute, you regret
your foolishness. The other is furious, and you suf-
fer accordingly. D1/ Imprisoned

410 You try to fool the otner inte rendering aid,
rather than asking for it forthrightly. Thus you begin
a tale of being his long-lost sibling.

MO SKILL: The other sees through vour
transparent lies quickly, and punishes you severely
as the shiftless sharper you are, D1/Imprisoned

WISDOM: You sense immediately that the other
does not believe you, 5o vou change tactics before
it iz too late, making vour lie sound like the beginn-
ing of a parable about aiding sirangers. You then
ask for his aid, which he grants, - S1/DL/ Starprell-
ina/ Chufck Tﬁfnkingfﬂ 5

411 You have heard that the other intends a
dangerous journey to a far-off land, and you attempt
to fool him into taking you along by saying that vou
are the most powerful sorceror who ever lived.,

MO ZEILL: He quickly sees through the
transparency of your lie, and vows that vou shall
suffer for your impudence. D1/Ensorcelled

STORYTELLING, ENDURING HARDSHIP:
The other sees through your rather transparent lie
but sees other virtues in vou that would be valuable
to him on his journey, and decides to take you along
anyway. D2/S1/Minor Megic/Opportunity to enter
Jewelled Foriress

=12 “Yourattempis af A subtle trap are completely
kost on the other, 25 he muddies throuwgh yYour band
of con men withouwt even noticing the profits he was
b= offer=d. 51

413 The other is quite suspicious of all strangers,
= B seems 1o have a geeat grudge to bear:

B0 EEILL: He suspects you of having been sent
:;_:IEE mmmiﬁ, and has vou bound and beaten.

SICTING & DISGUISE: You are able to alleviate
Sim mmmcoss through a superb pecformance aof
Smoeed pezemar those he himself hates. He is com-
ples=lv i2iorn i =nd treats you like 2 member of the
fe=ily. DUASEAW + 1 (Max:Rich)/Q:5
414  ¥owmeke 2 fool of the other, and are prepared
o zxiont 2 smel]l zmount in exchange for keeping
silent abont his/her humiliation.

N0 SKEE 1 = The other weeps openly and bemoans
the croelry of Bumanity while handing over the re-
guested sum. DLAW 1 (Max:Respectable) /08

WISDOM: The other weeps openly and bemoans
b croedny of maniond .

[ z=me texs You take note of the poetic nature
of the otber, and repent your earlier decision. In-
siead, you =ad the other in regaining his/her lost
repuzation. D2fEnduring Hardship

If opposire sec von 1ake note of the exguisite beau-

)

ty of the other, and repent your earlier intention,
Instead you soon find that you are desperately in
love, D2STS Love-struck

415 The other throws himself at your feet.
MO SKILL: He proclaims himself your good
friend and faithful companion. D1/Q:5/Luck
SEDUCTION (If opposite sex): He/she proclaims
him/herself your devoted lover. D2/Beloved/Q:5

416  You are able to use arcane means to place the
other completely at vour mercy,

MO SKILL: The other wails and bemoans his/her
fate, touching your heart, bul not causing you 1o
free him/her. D1/ Beguiling/ Q5

APPEARANCE (If opposite sex): The other is
well pleased to be at vour merey, 35 you are comlier
than any he/she has ever seen. D2/Beloved/(Q:5

417 Your attempt to gain control over the other
is easily defeated.
MO EKILL: As soon as you are at the other's mer-
£y, you are beaten and tortueed. D1/ Crippled
WEAPOMN USE: You quickly realize that you are
facing your equal {or perhaps superior) and prudently
withdraw. D2/ Bicdom

418 You eome upon your opponent and defeat him
easily.

NOSKILL: As you are looting the body, a shadow
looms gver you. You have merely defeated the ser-
vant, who was sent to test vou. The master remains
yet to be faced! You may surrender or fighi:

{f you surrender: he demands you take the place
of the slain servant. D1/Enslaved/W-1 (Min: Poor)

If you fight: roll 2 dice and add 1 each for Weapon
Uee, Luck:

* 2-8 You are cruelly thrashed. D1/Crippled/Loss

Appearance, Weapon Use
* 9+ You are able to fend off the other long enough

to make your getaway, D2/S2/Luck.

QUICK THINEKEING, ACTING & DISGUISE:
Yourealize that the one you have defeated is merely
& servant sent to test you, You quickly don his robes
and muffle your face. When the mastercomes, you
repart that you have slain vour foe, and actually
receive a reward! D2/51/W+1 (Max:Respec-
table)/ Beguiling

419 The other apparently chooses not to fight. In-
stead, he chants a quick spell and disappears in a
puff of smoke. A pile of his effects is left behind,

NO SKILL: You root through them and recover
some gold. The rest appears 10 be junk. D1/SLAW £ 1
(Max:FEespectable)

SCHOLARSHIP, EVALUATION: While ax-
amining these effects, vou note an item of great
history and magical power, D2/81/Trea® Q:5/W
+1 (Max:Rich)

420 Your victim puts up no resistance and is easi-
Iy overcome. However, he refuses to reveal where
any of his valuables are kept.
MO SKILL: You have the small satisfaction of
slaying the infidel for his crimes. S1/Pkery
BEGUILING: You trick the other by having an

accomplice yell “*fire!"” outside the dwelling door, -

The other’s guilty start toward the northwest cor-
ner of the room reveals the hidden trapdoor and the
treasure within, D2/81/Trea* /08

421 You move to attack, but the other does not
draw his weapon. Instead, he says “*I have no quar-
rel with you. Why do you do this thing?™

NG SKILL: Your reasons seemed clear enough
& moment ago, but now you hesitate. In a twinkling
the other has made good his escape. S1

WISDOM: You recognize the other's stalling tac-
tics and press your attack. He is forced to-defend
himself, but he is not your match. After a fierce fight
you subdue him, and as ransom he offers coin and
magical knowledge. D2/S1/W + 1 (Max: Rich)/Q:5/
Mafor Magic or Opportunity to enter Dusky Land
422 The other stares at you with wild eyes. **So,
we meet again!™ he cries, *“*Mow [ shall pay you for
your crimes!™ He gestures magically. :

MO SKILL: There is a loud *poof* and suddenly
vou feel.. . different. S1/D1/Beast-form

COURTLY GRACES: Your soft voice and well-
reasoned arguments convince the other that you are
nod the one he seeks. D2/52/ Luck

423 The other gestures magically and vou are lifted
and hurled into an old well. “And there you shall
stay until I choose to releaze vou! Perhaps I shall
have my friend the hunchback bring a morszl of
bread every now and then.” The other lauj:lu
maniacally and leaves.

MO SKILL: He is true 1o his word, and while he
does not ket you starve, it is a long while before you
are freed. S1/0mprisoned

STEALTH & STEALIMNG: The rough walls of the
well provide ample purchase for one of your talents,
You scramble out like the accomplished burglar you
are. D1/52

434 You strike down the other, but instantly & weird
mist envelopes the body, and a fierce wind springs
up. “"How shall your actions benefit vou, fool?"
Booms a voice from the air.

MO SKILL: You may atlempl to approach the
body, or leave it alane:

I you feave it alome,: vou free the othee's horse
and go your own way. D1/52

If you approgck: rall 2 dice and add 1 each for
Mujor Magic, Minor Maple, Enduring EHardship:
- ?.1 The closer you get the more difficult the go-

ing. Finally everthing goes black. D2/Ensorcelled
* 84 You manage to push through the howling

whirlwind and rescue the other’s purse.

D2e52/W + 1 (Max:Rich)A0Q:S

SCHOLARSHIP, STORYTELLING: You
prudently decide o leave the body alone. As you are
about 1o free the other's horse, yvou note the magical
design on the saddiebags. D2/51/Magic Saddlebags
(133)0Q5
425 As vou step forward there'is a blinding flash
of light. Before you stands a fierce lion, which growls
menacingly.

MNOSKILL: It attacks and you are badly mauled.
A passing dervish discovers vou and tends to your
wounds. D151/ Crippled

WILDERNMESS LORE: You fall to the ground and
lie motionless. The beast eventually loses interest in
you and wanders ofl. DRAS2ACeick Thinking

426 Casting aside hiz robes, the other brandishes
a huge scimitar. **Come, fooll™ He cries. “This is
the fate you have chosen —-do not shy from if!™

NO SKILL: He iz an expert swordsman and cuts
vou to ribbons, leaving you for dead. D1/ Crippled

DETERMINED, WEAPOM USE, ENDURING
HARDSHIP: He is clearly your superior, but your
determination keeps you standing even after he has
wounded you severaly. Inrespect for your courage,
he spares your life and tends to vour wounds.
D2/52/ Wounded (7 or less) Weapon Use/Endur-
ing Hardship
427 You engage the other in battle, but immediately
realize that you are sutelassed by one of the greatest
swordsmen you have ever med.

MO SKILL: You are defeated. The other orders
you thrown in his dungeon and fed on bread and
water. DI/ Wounded/ Imprisoned

COURTLY GRACES: You surrender immediate-
Iy and plead for mercy with excessive flatiery as o
the other's.prowess, The other's vanity is swollen
and you are permitted to leave. DI1/51/Beguiling

FEMALE (Mandatory): The other is incensed that

~a woman would dare 1o attack hirm, and refuses o

listen to your pleas for mercy. He is not satisfied unuil
he has wounded yvou and sceatched a oreat scar across
vour face. D1/52/Wounded (6 or less)/Lose
Appearance

428 Youare defeated, and o your horror the other

is revealed as an evil Magian fire-worshipper! ‘He
carries you to the lip of a nearby volcang, which is

rumbling as though about to erupt.

MO SKILL: In vou go — but at that moment the
{408-428)
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wvoleano erupts, sending a blast of gas that bears you
far away, You miraculously survive, although parted
from your possessions and without means to travel.
D252 Wounded s Lost/ W= {&in:Penniless)/Lase
all treasures, but score D1 for each one lost

CPIETY: “There is no strength or power but in
Allah,” you cry, and at that moment the volcano
erupts. A flow of lava burns your enemy 1o 3 crisp,
but vou are spared. When the eruption is avér, you
gee hefore you a strangely glistening valley.
DAs52/ Blessed /s Pietyp/ )8/ Free move (o Valley of
Diamonds with immediate encounter

419 - You slay the other easily, and suddenly there
is a tremendous crash. Somewhere a spell has been
broken, and the countryside begins o quake! A
hoard of cnraged 'efrests. appears!

MO SKILL: You flee in terror! What- awful
machinery of fate have you ¢t in motion?
D2/51/Fated

MINOER or MAJOR MAGIC, EAGLE CEMSER:
Through the use of your powers, you Summon one
of the 'efreets and compel him to discourse with you
about what has taken place. You discover that the
other bore a protective token, and the *efreets have
come bo take it back. Instead, you foree this oneto
bring it to you. D2/S2/Major Magic/Protective
Talisman (167)

430 -The magical one has managed o trap himself
inside a bottle, *Free me!™” He cries, *“And 1 shall
secve you: faithfully!**

MO SKILL: You do so, and he instantly au:a-cks,
blasting you with the power “of his. magic.
D1/Lost/Designate another player 1o pui your plece
at a location of his choice (not a Place of Power)

WISDOM: You suspect the other’s insincerity and
refuse 1o free him., Upon bearing this, e pronounces
an awful curse upon you! D27 Wisdom/ Accursed

o TOR MAGIC: You free the one, and as he at-
tacks vou wither him with your own magic.
“hfaster,” he says obsequiously, ©'Lhear and obey!™"
[2/51/Free move to any space, including a. Place
of Power, with immediaie encounter

431 The other looks at you scarchingly.

MO SKILL: **5o0 long have I sufTered. Are vou
sent by my enemies 10 worieee et Begone!™ 51

PIETY., APPEARAMNCE: *'Your soul i3 as clear
&% A mounian sieeam, and vour visage resembles that
of the full moon.”

£f sarme sex: CPlease stay by me and comfort me
in my hour of need,”” D2/Blessed s Seorvielling

ff opposite sex: " Please stay with me and be my
love uniil the end of my days.’”” D2/Beloved/Se-
duction’

B X r ) Thé other is stricken with dwutmn for you,

but his/her Fate is in the hands of the sulizn, and
nothing may: be accomplished - without his congent.
You are unable 1o obrain an audience with the sultan,
and cannot complete your fate with the other.
D1/ Grief-stricken
433 The other is willing to fulfill your desire.

MO SKILL: However, hefshe can only be with

vou for a shorr tme.

[.l".wme sex: D1/Choice of skill {6 or less)

I opposite sex: DI/Beloved (6 or less)

PIETY: After realizing vour pious nature, the one
decides 1o abandon hisy her previous plans and take
up with you,

If same sex: D2AChoice of skillrQ): s

I opposite sex: D2/Married/CnS

434 The other has duties which must be performed.

MO SKILL: He/she has no fime for the likes of
you. Mo Award

SEDUCTION (If opposiic sex): However, a bit
of dalliance never hurt anyone. You spend’a few
hours of bliss. DL/SL Luck QS

STOEYTELLIMNG (IF same sex): However, hefshe
is always interested in a good tale, and vou:spend
several hours swapping varns. 51/ 8torrtelling /05
435 . The other looks upon you haughtily and sniffe.
Y our desire is amusing o me, but no.more than

{428-451)

2

that. 1 will not do what you ask — please go.'" He
throws vou a handful of silver. You may rake the
coing or feave them on the ground:
If pou sake them: SLAW & 1 (Max:Res. )/ Seorned
If you feave them: D1/Respecied

436 The ather speaks without looking at you. Yo
exoeed the bounds of polite company, do younot ™
MO SEILL: “MNow, please Leave my sight."

APPEARAMCE (If opposite s2x): The other tums
to look at vou and is struck dumb with love and
desire. 51,01 /Beloved /005

COURTLY GRACES (If same sex): Your words
and poems convince the other that you are ong of
breeding and taste. He is willing to discourse with
you .on literary matters and court. gossip.
D 1/31/ Sefrodarship/ Couwrtly Graces/ Q8

437 The other looks upon you sadly, 1t is not pec-
mitted that I lowve 8 mortal.”

MO SKILL: You have no way to answer this, “1I'm
sorry,” says the one. D1/51 i

SEDUCTION: Your amorous powers lead the
other to a night of dalliance, although you both know
viour shall g0 vour seperate ways upon the morrow,
/52 Blessed /15

438 The one looks at vou haughtily. **There are
many who seek my hand. Why should I-favor you?"”

MO SKILL: Your protestations of power ful love
are not enough (o sway the other. You leave, heirt-
broken. D1/Grief-stiricken

SEDUCTION, COURTLY GRACES: Your
abilities and genteel nature combine to make you 2
superigr suitor. The other favors you. S1/D1/ Belov-

ed/Q:5

439 “You have many obvious charms, and 1 do
favor you,” explains the other; *‘but I have vowed
that my spouse must be my.equal in the arts of war.
Come, let us duel and wrestle, that you may prove
vou are worthy of me.*"

MO SKILL: Although you do vour best (o honor
this strange reguest, you are bested. DI/S]

WEAFON USE: You are vour oppenent’s equal,
if mot superior. After the Final fall hesfshe throws
his/her arms about vou and professes undying love.
D52/ Beloved A0S

-440 - The other grins at you_ [ will not marry vou,

for.you are far beneath me. But vou will makea fine
slave!?” The one’s bodyguards take you,
FEMALE (Mandatory), MO SKEILL: You are wanchi-
ed more closaly than the hawk watches the mouse.
D1/Enslaved

STEALTH & STEALING: You take the first op-
poriunity 60 make good your escape. You know vou.
shall be pursued -by  vour [ormer masier.
D275/ Pursued

441 - The other is unimpressed with your suit, “You
are bold, ves, bul many are bold.”

MO-SKILL: *‘MNow, begone before | Fﬂr:g;el [y
wood nature.”” 51

BEGUILIMG, ACTING & IMSGULSE: Realizing
what the other admires, you stand up to him/her
and act even more brashly than before. The other's
heart is won! DZIS]IBalEvccEIQ:S

d4  The other regards you coldly, then brings forth
awondrous stave of the sexopposite of vours. **Slay
me this slave, that [ shall know you are the right
martch for me.”

MO SKILL: You may cooperale or refise:

If vou refuze: the other has vou beaten as a weak-
ling" and " a -coward. DHPre:,r.-‘\’-’cru::de:d {6 or
less)/ Scorned

I you COaperate: the other is delighted. At last,
& match in o evill
(Max:Princelv)/ 05/ Lose Prery

QUICK THINEING, STEALTH & STEALING:
You find yoursell smitten with the slave, 50 you
g;uhar him/herup and leap out awindow. Your hap-
piness ~is: a tale fald ]::nng alter. D2/S2 Mar-
ried/ Luck /05
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443 - The other iz willing 1o follow you without
regard for recompense of any kind. You have found
a true and devoted friend. D1/S1/ Minor Magic

444 The other is unwilling to leave her home, but
invites you i for a small entertainment.

MO SKILL: {f opposite sex: your enteriainment
Falls short of her expectations, and vou ane asked
toy Jeave, - 51/8corned

I st e you enjoy her hospitality I'-n-r SOTLE
time before going on your way. DNYSEA005

SEDUCTION (If opposite s2x): You are a superior
man, and the other is willing 10 perform a small favor
for you in gratitude. D2/ Minor Magic/ (S

COURTLY GRACES, STORYTELLING (If
game =2x): Your host tinds vou a marvelous guest,
and invites vouto stay here whenever you pass this
way. D2/52/0Q:5/Place Origin: chit with Major
Muagic {7 or-less) under it in this space. Whenever
you are in this space you count as having Muajor
Magic until you roll and lose it

445 The other is most generous, offering to aid you
in e:mc:hangc for paj.rmnm of “whatever. vou ¢an
affor

MO S}{ILL. You pay what vou can, and the ather
is pleased 1o aid you as he can. DIVSL0Q:5/W-1
(Min:Beggar)/Choice of skill {1 usc)

ACTING & DISGUISE: Your pretense of pover-
tyis taken at face value by the other, and he renders
his services for free. D1/SI/QS/ Minor Magic

446 The other is suspicions of your molives, and
guestions you closely about what youwish himn 10 do,
MO SEILL: He is unsatizfied' as (o your virue,
and refuses 10 accompany vou, 51
PIETY: Your virtue is unmistakable, and the other
willingly assists vou without fee. D1/51/0:5/Choice
af skill

447 The other is suspicious of your motives, and
questions you <losely about what you wish him to do.

MO SKILL: He is still dubicus after speaking with
vou, bui willing to render a small service for a fee.
W-TMin:Poor) IF you- cannot pay, Mo Award;
Otherwise — DEAC:S/Chotice of skill {1 use)

BEGUILING (Mandatory): Your confidence in
your devigus (ongue sieers you wrong — your at-
tempts to convince him simply: make him-more
suspicious. He refuses wo aid you. 51

448 - The other drops his cloak aside, and his true

[form and physical shape become abvious.

MOSKILL: You recoil inhorror. The other casts
a baleful glance at you and spits at your feet
31/ 3comed /D-1

EMDURIMNG HARDEI—IEP, DETERMIMED: You
arc inured to horror, and have seen much worse in
vour time. The ather is surprised. **Few indeed can
lzok upon my form without guailing.... Very well,
I'shall aid vou. I find few like youtin my teavels.”
D275/ Choice of skill/Q:3

449 Casting nervous glances all abour, the other
whispers, *You musn'l be seen with me! 1 have many
enemiss! Bun, save vourself1°?

MO SKILL: Taking the other at his word, you flec.
B-1451

WEAPON USE: You boldly offer the other the
use of vour sword in return for a serviee at 2 later
time. This marks the beginning of a profitable com-
panionship. D2/81/Choice  of skill/W+ |
(MMax;Respectable)/ 0:S/ Pursued

450 . The other boasts, 1 am far too powerful and
learned to be the hireling of such as you! Begone!™
WO SKILL: He makes a casual gesture, and you
hear a loud *poof*. He disappears and is replaced
by a'small frog, which croaks mournfully. 32
SEDUCTION (If opposite sex), APPEARANCE,
BEGUILIMNG (Al Mandatory): Your charm con-
winces hiem 1o aid yvou with an enchantment. He begns
1o chant, and wou hear a loud *poof™®. You
feel...changed. D1/53/5ex-changed

451 *'I"ll be happy to accept the Fee you offer,™

- the other savs gently, “but I must warn you,
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Sometimes things don’t always go as I anticipats.*"
Fou t2ke vour chances. Roll two dics, and add 1 each
for Lack, Minor and Major Magie
» 18 The other is incompetent and nearly destroys
toth of vou. DIL/S1/Ensorcelled W 1 (Min:Poar)
= 8= The other performs with perfect skill. W-1
(Min:Foor) If you cannot pay, Mo Award; other-
wige — D2r51/0): S-’Remme any statuses of vour
choice:
432 The other is very eager to work with you, and
does ool demand a fee, “Lam eager to practice my
magic,”” he savs,
NOSKILL: You get nervous at the word *‘prae-
tice™ and decide to seek elsewhere. 315 Wisdom
MINOR or MaAJOR MAGIC: You point out the
minor flaws in the other's technigue, and he eagerly
EngAges You as a tutor. Happily he is endowed with
wealth. D2/S1/W + 2 (Max:Princely)/Q:S

453 0 "I cannot help vou,”" says the other, “for [
am ald and weak and not long for this world."

MO SKILL: The other finds you 2 kind soul and
bBequeaths you a magical item in’ his possession.
D1/51/ Trea* Qs

MINOR MAGIC, WISDOM: You recognize :.hc
other's power and beg that he become your tutor.
He iz eaper 1o leave his knowledge to 8 vounger per-
son, and teaches vou many secrets. DRSS Major
Magie/Trea*/Opporiunity 1o enter Stonshenge

454 - The other smiles kindly. **I"'m sorry, 1 do not
hire out my ralents, and [ need nothing anyway.*”
MO SKILL: You bow vour-head and go. 51

PIETY: The other recognizes a man of piety in
vou, and recommends a young acquaintance of his
who might be able to help. D1/S1/ Automartic QX
(any quest)

435 “Heh, il its tales ver interested in....
those aplenty. Why, T.recall....”

MO SKILL: The ramblings are fabulous and im-
aginative, but not illuminating: 51/ 5rorrelfing

Well, P've

WILDERMNESS LORE: The description of one

unique natural feature in one of the talesis familiar
from your travels. The tale provides the clue o allow
vou access to a marvelous place. D2/ 51LA0pportunity
to enter the City of Brass/A0:3

436 ““Let me tell vou how I came (o be this way,
that my kife be a waming to those that seek wisdom "
MO SKILL: You hear the tale. 51/ Wisdom/Q:5
WISDOM: The tale sirikes deep into your heart,
and a long time after, in'a moment of gréal danger,
you recall the words and- avoid misforiune.
S1/D2/0)-57 Wisdom (1 use)

457 - The one vou encounter is 50 old and decrepit
that you can’t make out what j5 being said,

MO SKILL: 51

QUICK THINKING: You search about for one
of the old one's companions, and find one that can
iranslate the mumblings into sense. S1/DA00S

458 ''You are brave to come 50 near. Can [ trust
vou Lo EXAct my vengeance upon the evil vicher who
has brought me o this condition?™!

MO SKEILL: You listen 1o the tale, and consider
the request, but it is too dangerous. D1/Roll two
dice — il 7 or less, Diseaced .

PIETY, ENDURING HARDSHIP: The other's
tzle is 50 compelling that you are moved to take on
the task. Your plan for vengeande is just and sue-
cezsful, and the vizier is revealed as corrupt. The
sultan is thankful, and appoints youas the evil vider's
replacement. SA/DASW + 2 (Max: Eich)/Vizger Q5

45%  You gain no information from the hideous one.
NO SKILL: Days later, you notice thal people
zhun vou because of the congact you have had with
the other. D1/ Scorned/Lose Seduciion
LUCE: No one knows that vou have spoken with
the one, and you come away undiseased. D1/51

480 You give the other & sound thrashing, then
discover thet in your rage you have killed your victim.

MO SKILL: The local authorities are most
dizpleased. S1/DI Imprisonsd:

23

WISDOM, PIETY: You are most ashamed of
your precipitous action, and vow to become a new
man. D252 Pledy. or Wisdoem/Imprisoned {6 or
less)/Lose Meapon Use

461 Your victim cries out, but none will come o
his aid. He: flaes in werroc while vou laugh. 51

q.ﬁ:: The victim cries out, and others rush to the
eries.

MO SKILL: They rain blows upon vou 2nd take
the opportunity 1o rob you as well. S1/D1°W-2
(Min:Penniless) Wounded (7 or less)

COURTLY GRACES, BEGUILING: As you
conlinue to beat your victim, you calmly point out
1o the crowd the crimes of the one. They join vou
in ministering justice. S2/DI1/Aciing & Disgrise

463 The victim accepis his abuse with resignation,
MO SKILL: The crowd also approves. Aficraards
you  discover that vour purse is missing. W-1
(Min:Poor)/3]
‘PIETY: Your reasons for this are just and approv-
d of by all — including the victim-himself and his
friends. D1/517/Plery/Respected

dad - After you have finished beating the other, he

appeacs humbled, but you later discover him using

your punishment (o earn pity, a5 he continues to beg
from the crowd.

MO SKILL: This entages vou, and vou beat him
again (which only.enriches him more). S1/5corned

BARGAINING, BEGUILING: You recognize the
shrewdness of the other in turning adversity to ad-
vantage. You are generous with the other, who
hecomes your devoted companion, ever-ready with
a clever plan to help you. S1/DV/Quick Think-
ings Q5 W+ 1 (Max:Rich)

465 When vou Anished administering your punish-
ment, your victim eagerly entréats you 1o continue.
Wherever you go, he follows, begging for more
Flustice™.

MO SKILL: You have noidea whether heis mock-

-ing you or net, but it’s driving you mad! 51/Insane

PIETY, EMDURING HARDSHIP, WISDOM:
You have pity on the poor wretch, who is obvigusly
demented. You convinoe another 1o care for him out
of charity. Your -reputation iz enbhanced.
S2,DL Wizdom/Respected

db66 I matters linle what vou do to me!*" vour
victim cries. ‘T have a far greater pain to bear!™

MO SKEILL: I curiosity yvou forebear vour punish-
ment 1o lsten to his tale of woe. S1/5rerwielling

LUCK: Most marvelous are the ways of Allah!
This ic vour long lost brother/sister, seperated from
vou at birth! You embrace the other, vowing to shield
himsher from harm. DES52/Fated with Ernduring
Herdship (Companion skill)

467 A younz noble steps forward and  cries,
“Stop! Do not hurt this wretched soul!™ The ugly
one seems most happy, and they speak familiarly
ta each other.

W SKILL: You pradently sneak away, lest the
noble notice you, D=1/ Wisdami51

S RTORYTELLING: You sense a mighiy tale here

and beg-to hear i, It isastcange one indeed — for
the wretched one is the other’s former lover, cursed
by a wicked enchanter to bear this form. You are
weeping openly by the tale’s end. DN/S3/Lucks
Grief-stricken

468 Yourintervention prevents the ugly one from
pressing his suit onca comely vouth, who is very
grateful g0 you.

MO SEILL {Ii‘ the youth is the same sex as you):
The vouth insists you accept aama]] gift, D1+ 1
(Max:Respacted)

(If the youth is the opposite sex from you): You
share an evening of delight at the vouth®s expense.
S1/ Seduction/Q:5

APPEARANCE (If opposite s2x): You find love
growing between you like wildflowers, D2/32/Belov-
ed/ (5

469  You see the ugly one sneak to the window of
& nearby house and speak briefly 1o a beautiful girl
within.

WO SKILL: You can't hear what is being said.
Your curiosity is aroused and you follow the one,
Dt he manages to elude you. 31

STEALTH & STEALING: You move closer and
overhear the conversation. The ugly one is a servant
of one you know to be a rogue and peasant: he is
arranging the assignation of his master with the
beautiful girl! Horrifted, you reveal the plot to the
girl's father, who rewards vou gratefully and
punishes the davghter and the ugly servant.
D1/E2/W + 1 (Max:Respectable)/Q:S

470 . To your amazement, you see the bagparly one
enter the palace of the Prince of the Faithiul. You
hurry to inform the guards; they bring you before
the sultan himself, whom vou then recoenize as the
beggar you fallowed! **It is my sport,” he says, “to
travel among the people a5 a beggar — but vou alone
have penstrated the disguise, In retumn for you silence
1 offer you my hospitality.*

MO SKILL: You apalogize for your curiosity, and
enjoy a night of revel at the sultan's EXpense.
D1/81/Blessed (7 or less)/(Q:5

WISDOM, COURTLY GRACES: Youspend an
evening inp!-:asani discourse, and the sultan is moved
by vour sagacity. “Mever have [ come a¢ross one
g0 wite. Twould have you near me a5 my trusted ad-
visor." D2/52/Robe of Honor/Vizier/Q:5

471 IO SKILL: The other notices you following
him, turns, and spits curses aryou. The crowd jeers
at vour discomfort. 31/3corned

MIMOR, MATOR MAGIC: The other notices you
following, tuens, and spits curses at you, You note
the subtle hand-gestures of an incantation, and pro-
nounce a quick counter-spell, The other is revealed
a5 a wicked enchanter, and the passers-by aid you
imadministering his punishment. D2/52 Respected

472 The one vou follow sesms furtive and
suspicious, and you keep & close eye on him.

MO SKILL: You follow him for most of the day.
Toward evening he turns o vou and laughs. **] hape
vou've had a pleasant day -- fool 1™ He then smoathly
disappears into the gloom. D-[/51

BEGUILIMNG, STEALTH & STEALING: The
one wanders about for'hours. You realize that the
other has noticed you and s leading vou ona merry
chase: you give him a sound beating for his im-
pudence. D151/ Piey

473 The other slips into A house, and emerges
moments later with vwo silver candlestcks and other
loot. You've caught a thief red-handed.

MO SKILL: You grab him and wake the owner
of the howse, who is grateful - for vour aid:
DIASLAW + 1 (Max:Respectable) /05

STEALTH &STEALIMNG: You force him to share
the take. Impressed with your skill, the other joins
forces with youw on many other robberies; the part-
nership -is profitable. DISSIAW+ 2 (hMax:
Rich)/Srealth & Stealing/Q:8

474 The one spics vou following him and crics out
ina guttural tongue. Instantly you are surrounded
by evil-smelling ruffians.

MNQESKILL: By the grace of Allah vou are not kill-
ed. 31/ Wounded, W-2 (Min:Poor)

WEAPON USE: The ruffians are not used to
fighting thoze who can defend themselves; soon two
lie dead on the ground and the others are flzeing in
terror. D250 Weapon Lise

FEMALE (Mandatory): You defend vourself ad-
mirably. Enraged at being bested by a woman, the
ruffians finally overwhelm you by foree of numbers
and beat vou for vour impudence. D151 Crippl-
ed/W-3 (Min:Beggar)

475 You trail the one to a secrét place where he

mests with others to plot some sort of mischicf.
MO SKILL: You are seen before you can averhear

their plans! You must Nee. D1AS1/ Pursued
ACTING & DISGUISE: You sneak into the dwell-

(452-475)
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ing where the plot is being hatched. You learn that
they are hirelings of & wicked vizier; they have been
ordered 1o kidnap the sultan that the vizier might
take his place! You warn the sultan; in gratitude,
the sultzn offers vou the job. D2/S2 Yizier/ Q5

476  Theather is beset by robbers! He hurls the first
of them to the ground -- then the rest are upon him.

MO SKILL: He is no match for 50 many; afier
the ruffians are gone vou tend 10 his wounds. He
tells you he is a rich merchant travelling incognito;
he has just been robbed of valuable gems. D-1/52

WEAPOM USE, PIETY: You throw yourselfin-
to the fray! The other is a mighty fighter; with your
help the robbers are driven off. The one you save
is & rich merchant in disguize, and he rewards you
with a valuable gem. D2/52/7W+ 1 (Max:Prince-

Iy Q:5

47T The other invites you to his humble abode to
meet his wise and aged grandmother.

MOSKILL: The grandmother is indeed wise and
offers much sound advice, 517017 Wisdom OR
Srorvrelling QiS5

APPEARAMCE: The grandmother stares at you
and inones, “You have in your eyes the look of
preatness. ™ DR/S1°0:5Fated / Luwck

478 The other brings you to a place where friends
freel B0 Spin yarns.

WO SKILL: You spend a thoroughly enjovable
evening. 52

STORYTELLING: Your tales are the best of the
evening. You are brought bBefore the sultan, who has
been visiting in disguise! He is pleased with yvour
stories and invites you to the palace, D2/52/0:5/
Rabe of Honor/ Storypleliing

479 The other speaks with yeu for a mement, then
disappears!

MO SKILL: You suspect that you have én-
countered an enchanter or “efréet. 51

LUCK: Later that wesk you spy the oiher wander-
ing in & market. Suspecting him of possessing magical
powers, you greet him. Immediately encounter Kind-
Iy "Efreet (Matrix B)

480 The othec is sat upon by ruffians.

MO SKILL: Afreid of becoming invalved, vou
hang back. Scon the other lies moaning on the
ground, lamenting his fate. You are wracked with
guilt. D-1/51/Grick-stricken

PIETY (Mandatoryk You rush Porward vo his aid,
bue the ruffians are too strong o both of you.
D2/51 Wounded (5 o less)/ W= (Min:Poor)/ Fiery

481 Asvou see the other limp painfully along, you
are overwhelmed with sympathy. ¥ ou rush forward
and share vour wealth with the other, who is pro-
foundly moved and grateful. W-2 (Min:Pen-
nilessy¢ D1 plus D) per Wealth level lost/S150:5

482 The other turns and meets your eves, He in-
vites you 1o accompany him for a fine meal at his
dwelling: vou feel a strange compulsion (o accept.

MO SKILL: He leads you to a sleazy hovel. In-
side, twenty men with red turbans sit arcund a bright-
Iy burning flame. You realize they are evil Magian
fire-worshippers! You cannot resist the spell.
B/ Imprisoned

SCHOLARSHIP, MINOR MAGIC: You

-recognize the symbol on the other’s red wrban as

the secret sign of the evil Magian fre-worshippers!
You resist the compulsion bue allow the other to lead
vou ta his hovel, Once there, vou Fleeand warn the
sulian, D152 Ourck Thinking

483 The other ens and greers youw. His voice is
soft and soothing, and vou feel your attention
drifting.

MO SKILL: Spon you hear yourself zay, ‘*Yes,
ddaster.” D1/Enslaved - .

MINOR or MAJOR MAGIC: You realize that he
iz an Oriental enchanter and pretend o be mesmeriz-
ed. The other requires your, aid to gain access 102
magical treasure, but you slay the infidel and rake

(476-499)

24
his maps. D2SS2/ Aciing & Disgaise/ QOpporumity 10
enter Caves of Al-Kolo-Ars

484  You are led 1o a desolate place. He then turns
o vou and grows enormouzly! Heiz an "efreet! Ime-
mediately encounter & Powerlul "Efreet (Matrix B).

485  Youwarch and listen as the other speaks = in
two different voices! You realize that the other is
possessed!

MO SKILL: You mumble a prayer to Allah --
through whom all things are possible — for his
recovery. D/ Plery

MATOR MAGIC: You know how to break the
enrse. The other s revealed as a travelling merchant.
He is penniless and lost; you generpusly offer
hospitality and direction. In gratitude, he offers vou
a gift, D2/S27 Piety/ Trea*/Q:5

486  You are following the one who beckoned to
vou & moment ago. He leads you towards a deserted
spol.

MO SKILL: Atrap! The other’s accomplices beat
and rob vou: D1AW-2 (Min:Pennilesss)y Wounded
(7 or less)

STEALTH & STEALIMNG: You realize that the
other intends to rob you; you avoid the ambush,
D /51 Quick Thinking or Wisdom

4387  Your victim is surprisingly strong: he wrests
your weapon from you.

MO SKILL: He wounds you with it and makes
his escape. D1/ Wounded (6 or l2ss)

QUICK THINKING: You cry out, “Help, lam
being robbed!"™ Passers-by "come 1o your aid" and
subdue him. You thank them and quisily relieve the
unconsclows one of his purse. D1/S1/Beguiling’
Wl (vax:Fes.)

WEAPOMN USE (Mandatory): You panic, draw
a dagger, and slay him. You were seen commititing
the crime. DL Outlaw

488 The other was [ar more wealthy than he ap-
peared, and you make a fine haull

MO SKILL: While attempting 10 sell one of the
items vou obtained, you are capiured and brought
before the Prince of the Falthiul. Some of the items
were originally stolen from him! You are found guilty
of stealing from the sultan and are harshly punith-
ed. D1/51/ mprisoned/Lose Courtly Greces

SCHOLARSHIP, COURTLY GRACES: You
nodice the sultan's seal on one of the items. You
prudently deliver both the wealth and the thief 1o
the sultan, who rewards wou handsomely.
D2/52/W + 1 (Max:Rich)/Qi5/ Wisdom

480 You easily take the other’s purse. He begs vou
Lo retuen it, 25 he neods that money to woo a lover.,

MO SKILL: You laugh at this feeble excuse.
D-1/51%W + 1 (Max:Respectable)

SEDUCTION, STORYTELLING: Your soul is
stirred by the other®s tale, and you return his purse
and oaffer to help him. His project is hopeless for
he iz exceedingly wgly. Roll 1 die and add | for
Appearance:

# 1-3 You do vour best, but the ather’s suit fails,

What a tale! S2/D1/Sroryrelling

* 4+ You have fallen for a beauteous vouth who

iz the lover's best friend. D2/52/ Love-struck

49 You knock down your victim and start rifling
through his garments. He is weeping piteously.

MO SKILL: You become overcome with revulsion
for your deed. You fall to your knees and vow to
purify voursall. S1/D2/Piery/On Pilgrimage/(Q:5

STEALTH & STEALING, BARGAIMIMNG,
EVALUATION: You pity vour victim, but business
is business. DIAW + 1 (Max:Respectable)

491 The pitiful one is an easv mark, but penniless,
You vow 1o pick vour victim with more care in the
Tuture., D1/ Wizdan

492 Az vou gare at the crumpled form of your
pathetic victim, you are overcome with shame, You
find yourself showering alms upon the wreich you
were Lo rob.

MO SKILL: The ather goggles at the money, then
takes it and  flees, not badly - huer,  DI/W-]
(Mlin: Poor)

LUCK: The wretch turns out to be the sultan in
dizguize! Your generous action has touched his heart,
and he invites vou fo share his hospitaliy.
D2/52/W 41 (Max:Fespectable)/ 5 /Robe - of
Heanor

493  The other turns and sees you. Mistaking your
intentions (as well as vour identity), he cries out gladly
and wraps his arms around you. He follows you
about for the rest of the day, chattering about his
family. You have no idea how to get rid of him.

MO SKILL: You cannot get him to leave you
alone! D1/ Insanes Aocursed

COURTLY GRACES: You extract yoursclf
without harming the other's feelings. D1/51/0:5

494 Your victim spends a lot of time multering to
himself. You make off with his purse, and he doesn 't
even notice. You 2000 regrel vour success, 31/7W 41
(Max:Poor)/Diseased

495 Your victim notices you trying to Lift his purse.
He piggles and hands over the purse and a conceal-
ed pouch.

MO SKILL: He wanders off jauntily; you wonder
about his mental health, $1/W+1 (Max:Poor)

QUICK THINKIMG: You encourage the other to
bring you to his dwelling, where you help voursell
to most 'of his valuables, S2°W 1 (Max:Res.)

495 As vour hands fall wpon the other's purse he
turns and stares at vou. His eyes are pools of dark
fire, and vou feal vouwrsslf falling.

MO SKILL: You stagaer back, your mind recling
in pain. DI/ Insane

WEAPON USE: You respond instinctively with
your sword, You slay the other, but his body (urns
intg a huge, raging beast, You slay the beast, and
it i5 transformed into a beautiful maiden. You may
sfay the moiden or hold your sword:

If you hofd your sword: the maiden smiles and
gestures. You hear a loud *pool™® and feel.. .chang-
ed. D1/Beast-form

£ you slay the maiden: There is a final transfor-
mation: before you is a hairless ape. D252/ Hairless
Ape (171)/Q:5/Determined

497 You easily rob vour victim, and a happy glow
envelops you a3 you begin removing huge tréasures
from his person!

MO SKEILL: Moments later vou wake as if from
a dream to find that vou have nothing, And 1o top
it off, the other has robbed pon! S2/W-2
(Min:Beggar)

MAJOR MAGIC: Your realize that this is dream
brought on by the other’s spell. You break free with
a shudder - and flee. D2/ Wisdom/Determined

498 You notice the sirange bead the other wears
around his neck and realize that it possesses powar=
ful magical properries! g

MO SEILL: You do not dare to steal from the
powerful one. D-1/51

SEDUCTION (If apposite sex): It is a simple mat-
ter to provide the other with a few hours entértain-
ment (no matter how unpleasant he is) and obiain
the bead as a present. D1AS1AMagic Bead (1700,/0Q:5

BEGUILING: When vou convinge the other that
you are a powerful sorceror and discover a terrible
curse on his bead, he is guite eager for vou to take
it. S2/D1/Magic Bead (1700/0:5/ Acring & Disguise

499 The object of vour Benevolence takes vour coin
and savs, *“*Come, let me buy you 2 drink!™

MO SKILL: You delight in his many ribald tales.
S1/Srorvielling /025

LUCK: As vou drink together the one tells many
tales. He has knowledge you have been searching
far. D1/S1AQ:XY Opportunity o enter Haunted
House
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S The besottad onevesls and belches, leans into
vouur F2oe, 2nd savs familiacly, ““Thanksh (hic). Maow
I czn afford more wine. "

MO SEILL: You are disgusted with the other —-
and wiath yoursell for helping him. D-1/517W-1
[Min:Bespecizble)

PIETY: You aitempt to enlighten the other with
the words of the Prophet concerning strong drink.
He makesvulgar suggestions about vour mother and
camels, and  vou righteously beat him,
D2/51/Respected

201 The deranged one grasps your coin glecfuliy,
torns and stares at vou for a-moment, then attacks.
MO SEILL: The ather has beaten vou senseless
before you can react. 31/ W-1 (Min:Poor)
WEAPOM USE: You are not cavght off guard
b this zort of thing. You subdue the other with the
pommel of your sword, and demand an apology.
He tearfully tells a tragic tale of love and betrayal.
DI/52/Grief-stricken/ (15

202 As vou kindly offer the poor wreteh several
coins, he thanks vou. * ‘Mot many would do as you
have done. Here - I am not long for this world and
have no use for this.” He hands you an old, rusted
sword, saving apologetically, **1 have never weild-
ed i’

MO SKILL: You thank him and toss it in the (rash
2% soom as you are oui of his  sight.
D1/81/Respecteds/W-1 (Min:Res. )/ Q8

MAJOR MAGIC, SCHOLARSHIP: You feel a
theill of power when you grip the sword.
D2/52/Thunderbolt Sword (173)/0n5/W-1
(Mim: Poor)

A03  You glance at the twisted visage and recoil in
korror and disgust. You soon regret vour actions and
apologize to the other.

MO SEILL: He grudgingly zccepds yvour apology,
and goes on his way. 51

COURTLY GRACES: The other is placated by
yvour trernendous apology. He ells you how he was
disfigured: he was bitten by a poisonous serpent in
the Valley of Diamonds, He wams you against assay-
img it yourself. ... DASS2/0: 5 0pportunity [0 enter
Walley of Diamonds

304 - You feel a thrill of power as you place the coin
in the othee's hand.

MO SKILL: The other looks at you with respest.
“You have a strong aura, Let me teach you more
of your power.” D1/ Minor Magic/Q:8

MINOR MAGIC: You realize that the other has
skill with small charms and enchantments. He takes
YOU On as an apprentice, attending 1o yvour educa-
tion in many - aréas, D2 Minor Magle!/ Scholar-
Ship/Qus

505 - Your intended to offer a few coins, but the
other looks 5o pitiful that you hear yourself offer-
ing bed and board.

MOSKILL: You don’t want to mﬂjdraw your of-
fer and insult the other, soyouspend the entire night
in glum silence, D1/W-1 (Min:Poor)

LUCK: You decide to make the best of a bad lot.
Your guest turns out Lo be surprisingly knowledgable,
and vou learn much from him. D2751 Wiisdom /A0S

506 The wretched one looks at the alms you offer
and sighs sadly, ““If only it were enough to feed my
poor, starving children...."”

MO SKILL: You weaken and generously offer
more. D1/W=1 (Min:Poor)

BEGUILING, WISDOM: You ask to see the
children. The other sneaks off quickly.
D1/517 Wisdom

307 The other sniffs dedsively at the niggardliness
of your gift and returns it to you.

MO SEILL: The crowd langhs at your discomfort.
Di/Scomed

WEAPON USE, WISDOM: You grace the other
with a generous kick in the teeth for his ill manners.
Theaudience lavghs in approval. D1/81/ Respected

25

508 - The other thanks yvou profusely, then scuttles
off.
MO SKILL: You never hear from him.again: D1
LUCE: Some time kater the other returns the favor
and: rescues vou from. a sticky sitwation,
S1/D1/ Begniling (1 use)

509 The recipient of your generosity exclaims,
“*Many thanks, and may the blessings of Allah be
upon you! What favor may I perform for you,
master?" " The other becomes a devored companion.
DI Qwick Thinkirg (6 or less)

510 **Thank you for your charity,” says the other.
“Be careful in this area, for there are many here who
would rob vou." The other offers 1o protect vou.
MO SKILL: You thank him but decline the offer.
Later you are hit from behind and robbed. S17W-1
(Min:Poor)
- WISDOM: Youhappily aceept the offer, and the
other keeps vou from harm. D1/51/CkS

511° You pass the wretched one by,

MO SKILL: The next day you hear that he has
died. You fesl a temhlc remorse. D-1/81/Grief-
stricken

PIETY, EMDURING HARDSHIP: Your symi-
pathy is stmngl:.' aroused by the plight of the other,
and you return and bear him (o0 vour abode, Your
atempls at nursing are foredoomed -- in the early
hours of the morming he sits up, whispers a great
secret, and then dies. D2/52/0Opportunity 10 enter
Lake of Colors

512 A noble woman has observed your action; she
steps Forward and crics, **Shame! Return to that one
and give proper alms, oh miser!"™

MO SKILL: She will not desist until you give chari-
ty to the wretched one. D1/ Choice of W-1
{Min:Respectable) or Scorned

QUICK THIMEIMNG: You inguire as o the bounty
af her own charity. Bystanders approve and jeer the
noblewoman until she gives alms. D1/51/Respected

513 The other isdespecate and will not desist. When
you ignore him, he utters a-vile curse upon you.

MO SKILL: You feel a shudder of prescience and
turn o speak with the other, but he has vanished.
D1/ Accursed

ENDURING HARDEHIP; You turn and sound-
lv chastize the other for his rude conduct. You tell
him of how you endure your gwn hardship, and he
is sobered, D1/S2/Staryielling /5

514 The one follows you, chatiering imcessantly.
Mone of your acquaintances will approach while he
is mear,

MO SKILL: You turn and beat him soundly 1o
discourage him. 51

SCHOLARSHIP: You recognize & thread of sense
in his ramblings, 30 you take him to your abode and
show him hospitality. You eventually learn that he
onee stole 3 powerful magic item from:a sorceror,
and the sorceror’s curse has driven him mad. Several
weeks in your care restore him (o his senses; he makes
you a gift of the item in gratitude. D2/52/Pie-
iv/Ebony Horse (164)/0:3

515 You pass the rede one by, SI

516 The other is acting very strangely, and calls
out wildly as you pass,

MO SKILL: You hurey on, resolved to have
nothing 1o do with him. 51

MINOE MAGIC (Mandatory): You are struck by
the bizarre aura of the other and pause 1o investigate.
The other touches your face, and vou feel faint and
wiozy. DI/Ensorcelled

517 The bizarre behavior of the other causes you
to give wide berth. Suddenly he cries aut man unear-
thly voige -- and charpes.

MO SKILL: After savagely battering you, he
dashes past, howling like a beast. 51/D1/ Wounded
(6 or lesg)

MAJOR MAGIC: You realize that the other suf-
fors/ froman enchantment and wtter the spellito lift

it The other comes to/his senses and recalls that-he

is a merchant, ensorcelled by a wizard for ques-
tionable trade practices. He gratefully rewards you
for your help. D2r82AW o 1 (Max:Res )5

318 As vow attempl Lo pass, the other grips your
wrist and will net let go until you give him something.
He i5 100 strong to deal with.

MO SKILL: Rather than have him cling to vou
for the rest of vour life, vou pay. W-l
(Min:Poor)’D1/51

BEGUILING, QUICK THINKING: You pratend
to be cowed and offer to take him 10 your abode
where you store your wealth. You instead lead him
1o a place where many of vour friends are gathered,
and he i5 dealt with as he deserves. DRSS/ Aciing
& Disguise

519 The aggressive grotesque chases you, cackling
al vour fright.

MO SKILL: You cannot escape him, as athers in
the crowd (friends or employees, perhaps) seem Lo
be constantly tripping yau uwp. DE/Ssormed

WEAPOM USE: You draw the other into a
desarted spot and proceed to thrash him soundly.
You then extract an cath from him to leave proper
folk unmalested. D1/81/Quick Thinking

520 The poor wretch is (0o miserable o speak-
MO SKILL: You leave a coin and wander away
to ponder the cruelties of life. D1/ Wisdom
FIETY: ¥ou comfoct the ather with the wise say-
ings of the Prophet, Though the other cannot speak,
his eyes tell you that your words have lightened his
heart. D2/31/Piety

521 You listen to the one begin a tale of wos such
as you have never heard before!

MO SKILL: Weeping uncontrollably, you give all
the coins you are carrying with you. W-I
(Min:Res. )/ Grief-stricken

EMDURING HARDSHIP: You have faced many
tragedies invour own life. Yoo hand gver a few coins
and commeant, ”There is no power but in Allak. '
51/D1

222 The other will give vou some information in
return for a ¢oin.

NO SKILL: It 15 interesting, but not very useful.
8175

BARGAINING: The other 15 able (o stesr vou
oward - several profitable business wveniures.
SI/DL/W 1 (Max:Respectable)/Q:5/You may
place a Merchant Arrow pointing away from any
product on the Merchant Display (this turn only)

523 The other gives you financial advice.

NG SKILL: It was not good advice. D1/W-2
Min:Penniless)” Wirdom

BARGAINING, EVALUATION: You know bet-
ter than to follow such a one's advice. You find bet-
ter information elsewhere. DZ/51/W+1
(M Rich)/A0:SYou may place a Merchant Arrow
pointing away from any product on the Merchant

Display (this turn only)}

524 The other demands alms before he will tell you
anything.
MO SKILL: Eeluctanily, you give a coin. As you
suspected, his information is worthless. No Award
WISDOM: You know that the other will be a poor
source of information and pass him by. DI

£3%  The other gives vou a hot tip on where (o pick
up some cheap black market goeds.

MO SKILL: You were set up: on the way to the
meeiing place you are set upon and robbed. D1/W-2
(Min:Penniless)

BARGAINING, BEGUILING: You suspect that
this one is s2tling you up, so you follow him. He
meets with a rough-looking man, and they plan your
ambush. You pounce on your *“‘benefactor’’ and
punish him soundly. D2/S2/ Quick Thinking or Ae-
ting & Dizgurtse

(500525}
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526: You receive a-whispered message telling of the
love of a young nable for you. You are begoed to
meet for a romantic rendazvous. But when you ar-
rive, the windows and doors are dark and barred.

MNOSKILL: You have been made to play the fool,
D-1/31

SEDUCTION (Mandatory): Thinking your lover
coy and eager to be wooed, you stand in the sireat
and intone honéyed verses sure to win your belovs
ed’s heart, Suddenly the shutters open and an an-

cient one of indeterminate sex looks out at you with

love. The shrill leughter of :I'IEIEhbﬂ-rS rings out at
yvou, D1/Scorned

WISDOM: You realize that the messenger made
a fool of you, You return to him and punish him
for his impertinence, D1/Respected

527 NOSKILL: You question the other rudely, and
he cries indignantly, “‘How dare you speak to me
that way?'' He beats you about the head and
shoulders; none will come to your aid, Scorned
COURTLY GRACES: Something abowt the
other's bearing makes you speak softly and with
deference. This grotesque creature is in actuality a
favorite of the sultan - a storyteller, prankster, and
shrewd thinker, weéll-repected. by the Prince.of the
Faithfel. You are judged interesting enough to be
introdueced to the sultan. D2/51/Lack/ Q5

528 Your victim turns and flees,

MO SKILL: He disappears through a trapdoor so
cunningly concealed that you cannot open i, Si

STEALTH & STEALIMNG: The other disappears
through a cupningly concealed trapdoor, but yow are
able o find the hidden catch. You follow and
discover: the other’s cache of -511:!1-3]1 goods.
D I/SLOW +2 (Max: Rn‘.‘h}

520 The other is armed and wcllvverscd. in th:e use
of his weapon.

MOSKILL: He defeats you with ease, am:l Iraw:s
you to bleed. Youw swear revenge. D1AWounded (7
or less) Envious

WEAPON USE: You skilifully defend yourself
and neither can gain an advantage. You withdraw
by mutual consent. D1/517 Weapon Use

QUICK THINKIMG: You cry out, "*Help, thief!"
The other must fee before bystanders come to :.nuur
aid. D1/52/Quick Thinking

530 The other defends himszIf with ease.

MO SEILL: He pushes you into a vegetable-sefler™s
stall and makes good his escape. 51

ACTING & DISGUISE, BEGUILING: You drop
your sword and beg for mercy. He lowers his sword,
confused. "I didn't know [ was winning,"" he says.
Taking advantage of his surprize, you leap on him
-and-wrestle Kim to the ground. He fless, but leves
you clutching his purseand a bag containing smal,
stale cakes. D2/S1/W + 1 (Max:Respactable)/Magic
Cakes (139

§31 The one falls quickly, not expecting your at-
tack. You remove his purse and flee.

MO SKILL: Youcongratulate yourself on & crime
well-done. D1/W + 1 (Max:Respectable)

LUCK: You stumble and injere yourself and can-
not flee. You curse your fate as a party of guards
appear, jabbering excitedly. You are told you have
caught a notorious cutlaw, and the sultan showers
you with honors. D2/52/Rabe of Honor/Q:S/ Luek

533 You seeone you hate for his past injustices
to your: family.

MO SKILL: You leap forward and bring death
to him. Only then do you realize that he is not who
youw thought = he 5 an innocent bepgar. You are
wracked with remorse and pledge 3 pilgrimage o
cleanse yoursell. DH/A0n Pilgrimage

ACTIMG & DISGUISE: As you prepart 1o remove
his head from his shoulders, you discern that the
other is not the one you are looking for. D1/ Wisdam

(526-547)

26

333 - The one who performs a small service for vou
seems (o be unwell,

MO SKILL: Foll 2 dice, add ‘1 for Enduring
Hardship:
* 27 -You become il vourself, DL/Q:S/Disoased
® £+ You manage (o avoid the effects of the disease,

D1/51/Q:5

LUCK: You have never been sick a day in }'nur
life, D2A0Q:S

534 The other’s appearance 15 $0 horrible that vou
fear you cannot use him {0 carry the messages vou
need to send,
MO SEILL: You rejuctantly look ¢lsewhere, S|
ACTING & DISGUISE: You are able to conceal
the other's worst features, and he successtully bears
your messages, DHN/S1/005

535 The other's appearance is so appalling that
others defer toyou in fear that he isa demon.

MO SKILL: Your business dealings are enhane-
ed. D1/51/CHS You may place a Merchant Arrow
painting away from any box on the Merchant Display
(this turn only)

MINGE, MATOR MAGIC: You increase the
demonic aspect of the other with lights and smoke.
Your business dealings are greatly enhanced.
D2/52/W + 1 (Max: Rich)/Q:5/You may place a
ierchant Armow pointing away from any box on
the Merchant Display (this turn crniy}

FEMALE (Mandatory): A passing soldier sp-!es
you and your companion, and believes he is molesting
you. He slays the other before vou can explain; and
you lose a waluable - business partner.
D175 Grief-siricken

536 The other agress o help you for a nominal fee.
MO SKILL: His fetid breath and warly appearance
is too much for you to stand, and you seek for so-
meane else ooaid vou. 51
ENDURING HARDSHIF, DETERMINED: You

-have a strong stomach, and the other’s fetid breath

and warty appearance do not bother yvou, He iz a
valuable aid. D2/0):5/Piety

537 - The twisted creature seems very happy for an
opportunity to earn a few coppers, and gladly acts
as bodvguard on vour assignation with vour loved
ane. 5 L

WO SKILL: When your lover got a look at him,
hesshe let out a velp and barred the door!
S1/D-1/Accursed

SEDUCTION: ¥our lover won't let anything in-
terfere with -z night of blizs. The hideous one waits
outside. D2/51/Beloved Qx5

538 Suspicious of your motives, the other kegps
raising his price,

NO SEILL: You are about to give up when thr:
other accepts your last offer. W-1 (Min:Res.)/ D1/
5/ Choice of any skill {1 use)

BARGAINING: You convince the other 1o accept
& lower price. D1/Q:5/Chojce of skill {1 use)
539 The other agrecs 1o assist you with your
nefarious scheme. : :

MO SKILL: After the robbery is accomplished,

he blackmails you for a larger cut of the lmt

DIAQ:S/W +1 (Max:Res.)
BEGUILING, STEALTH & STEALING: There
15 no honor among thieves. You suspect the other
plans a double-cross, 5o you do yours first. Youw ar-
range to have him arrested for the robbery, and you
get clean away, D1/52/W + 2 (Max: Princely)/Q:5/
Quick: Thinking
240 After insisting on pre-payment, the wicked
creaiure runs off without performing the service,
MO SKILL: You swear vengeance: D1/Envigus
ACTING & DISGUISE: You disguise yourself,
apd the other, thinking you gone, comes out of
hiding, You theash him soundly. D2/51/Determined

5§41 The other promises he will bring your love to
your assignation. You pay him, and he ESts Ifm't on

the way. ;
HWOSKILL: Your love is most d1sp]¢ased a5 are

you. ¥ou beat the other for incompetence. D-1/51

WISDOM: You give the maladroit patient instruc-
tions and a second chance. The other is earnestand
eager o please — thic time he saves your lover from
brigands, losing his own life in the process! You
hanar his memory D2/S2/Q:5/Piety/On Pilerimage

542 The weetched creature makes several bizarre
sugeestions on how you should eonduct yeur
business.

MO SKILL: You follow them cautiously, and are
surprised at how sound his advice was. DI/W 4 |
(Max:Respectable)/ Evafuation

BARGAINING: You realize that the other has a
sound (if unorthodox) business mind. Toaether vou
cook up schémes that  bring great profits,
D2/51/W +2 (Max:Rich)/Q:5/Evaluation

QUICK THINMEING (Mandatory): The m[m' is
abviously a fool. D:1/51

543 When the other finishes his small robbery for
vou, you find his loyvalty so touching that vou can-
not send him away.

MO SKILL: He is quite content to continué in ser-
vice to you, putting his shady skills at vour disposal.
D1/51/Stealth & Stealing/ (35

LUCK: The other turns owt (o0 have been many
things during his life — sea captain, explorer, advisor.
Together you decide to seck a fabulous land he has

“heard of which lurks beneath the waves, D2/52/

0:3/Choice of any one skill (Master level if you
qualify)/Opponunity 1o enter Undersea Kingdom

544 The other i touchingly grateful to vou for hic-
ing him, Sadly he i3 véry incompetent.,

MO SKILL: You let him g6 the next d;a].r Mo
Award

ENDURING HARDEHIP: Remembering vour
ownhard times, youkeep the other on at your owa
expense. Your wisdom is proved: ane day the other
gives his life for you, D2/82/0:5/Respected. W-1
{Miin: Respectable)

345 A vision of purity, obviously the lover of the
O Yol are encountering, steps forward. “Pray, stay
vour kand! If vou were acquainted with the condi-
tions of our love, you would not judge so harshly.*”

MO SKILL: Youare moved 1o sympathy, and let
them: go. without interference. 31/ Hisdom /(5

SEDUCTION (Mandatory if the vision is of the
opposite sx from you):-As vou listen to the tale,
all vou can think of is your lust for the one’s lover.
You press your advances, and the one cries, “Fiend!™
and begins striking you. When you wake they have
gone — and 50 has your purse. D1/7W-1 (Min:Poor)’
Wounded (T or less)/ Piery

WISDOM: You know their love is doomed from
the start. You tell'a tale demonsteating this, and they
‘consides your words. D2/51/Storyelling/Q:5

#46 Youdetain the miscreant until those CORCE-
ed can arrive to take custody,

NGO SKILL: They are most grateful for your
assistance in the capture; they beg you to share their
hospitalicy for the mght D1/51/Respected (1
turm) Qi8S

BARGAINING, ACTING & DISGUISE: You
lavishly portray the effort and risk vou took to bring
the raseal to justice. This brings you great profit.
D1/32/ Beguiling /O S..-’W+1 (Max:Rich)

hﬁ-ﬂd You step towards lhe:e.wld::er and raise your
and.

MO SKILL: Despite repeated blows, the other con-
tinues to spit curses without pause. You exhaust
vourself, but make little i Jmpre:mun on the olher.
D-1/581

FIETY: You visit no ph:.rsuml chastisement on the
other; instead you quote from the Prophet to il-
lustrate the other's faults. The other is chastised
beyond all reason and vows to take a holy pilgrimage
AE you will accompany him. D2/52/ Prety/(:5/0n
Pilgrimage
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F48  Your victim turns on you with rfighteows fury.
“How dare you presume to judge, you who: know
mot the true state of affairs! ™ You learn that the other
is suffering from & gross miscarriage of justice,

MO SKILL: You attempt to make amends for your
error, but the soldiers of the wicked vizier arrive and
take the other away. You are tossed a bag contain-
ing thirty pieces of gold. D-1/31/Gricf-
stricken/W + 1 (Max:Respectable)

ACTING & DISGUISE: Working guickly, yvou
disguise him so the soldiers of the wicked vizier do
not recognize him, Thus you atene for vour hasty
actions. D2/S2S Wisdom,/ (5

549 The other dodges vour attack artfully.

MO SKILL: He avgids your grasp and disappears
Et? Ef night, hooting scornfully at vour ineptitude,

QUICK THINKING: The *attack’ the other an-
tcipated was only a feint. The dodge carries him right
into vour arms; he shrieks with surprise when he
realizes he has been outwitted. The authorities are
most grateful. D1/51/Respected (1 turn)/Q:5/ W+ 1
(Max:Res,]

530 The wretch is fighting for his life. In his
desperation he is a formidable opponent.

MO SKILL: He slashes you and escapes.
D1/Wounded (7 or Jess)

WEAPON USE: He has no skill in disciplined
fighting: after his initial onslaught vou quickly over-
come him. Your reputation is enhanced.
D251/ Respected (5 or less)/Q:5

351  The other grovels as you thrash him, whining

- and pleading for mercy.

NO SKILL: You hesistate, and the other springs
away, macking you as he escapes. You furiously vaw
to catch him and bring him 1o justice. D1 /Envious

BEGUILING: You judge that the other is a
stranger (o honesty, and clobber him solidly. An ap-

.proving crowd gathers to wareh rhe fun.

D2/51/Respected (7 or less) Q:S

551 Many are outraged by the crimes of the wick-
ed seoundrel.

NO SKILL: Together you run the evil-dosr out
of town. D1

ENDURING HARDSHIP (Mandatory): You are
maoved to compassion by memories of vour own hard
times, and you exhort the others to forgive and
forget. Scandalized that you speak in defense af such
2n evil man, they run both of you out of town.
D1/ Scorned/ Piety

353 Even as he s fighting for his life, the other tries
1o bargain for his freedom, promising you informa-
tion which could lead to the fabled Jewelled Fortress.
NO SKILL: You are tempted — and duped. His
offer was only a distraction to permit his escape, 51
SCHOLARSHIP: You suspect perfidy and ques-

tion him closaly about the Jewelled Fortress. After.

cziching him in several falichoods you feel doubly
Jestified to continue thrashing him. D2/S1/ Wisdom/
Qs

=4 Asmight be expected from the quality of his
wespons 2nd the confidence of his demeanor, the
other 5 2 skilled swordsman,

M0 SEILL: He humiliates you and spoils your
o, pot to mention extensive areas of vour skin.
D Soormed/ Wounded (6 or lesg)

WEAPDN USE: You barely manage to defend
vousssil. When it is told who you fought, vour
repuiation is emhanced. D2/52/Respected /(:5
555 The one you encounter is obviously a holy man;
gmided by the will of Allah. He suggests vou accom-
pamy Bim on his holy pilgrimage, for it will do your
soul pood. You accept, and the othéer becomes your
companion for the journey. D2/51/0n Pilgrimage
with Widom and Piery (Companion skills)

5._55 The fugitive begs you for sanctuary. He con-
vinoss you 0f his innocence, and vou try o hide him
from pursuing soldiers.

NO SKILL: Unfortunately he is discovered, and

2F

you are punished for harboring a enmmal
D1/ Imprisoned

ACTING & DISGUISE: You disguise the one as
a wretched hag and tell the soldiers she is your diseas-
ed mother; they quickly move on. The other pro-
mises 0 some day repay the kindness. Much later,
the one returns - an honored vizier — and bestows
upon you great gifis and honors. D2/52/Robe of
Honor/ Trea®* 05

257 The other scoffs at your offer of assistance.
*I deubt that one of vour limited qualitics has much
to offer

MO EEILL: You are too insulted to respond. 51

FIETY: *'I can best aid you," you cry, “by show-
ing you the folly of your pride and arrogance.” You
chasten him with apt verses. The other acknowledzes
your wisdom and begs you 1o be his counselar and
tutor, D2/S1/Respected/ Wisdom/ Q5

"558 Theother proposes 2 scheme in which you will
act as a "shill” in a con game, pretending 6o win
and loudly proclaiming the ease of gaining wealth,
thus encouraging other suckers 1o wager.

MO SEKILL: The scheme is successful and vou are
enriched, although vou wonder of the virtee of vour
actions. D-1/517W+ 1 (Max: Respectable)/Q:5/
Lose Wisdom

ACTIMNG & DISGUISE: You play your part to
perfection, and the profits are vast. Perhaps a life
of ¢rime is not so bad after all. D1/351/ Begurl
frrgW + 2 (Max:Rich)/Q:5/Lose Wisdom

PIETY (Mandatory): Much azainst vour betier
judgement you agree to the scheme. But when the
sultan’s soldiers come by you hang your head in

-shame, and you are both caught and punished.
D2/51 Imprisoned / Bisdom/ Q:8

539  The other is on his way (o rob the home of
a wealthy merchant, He agrees 1o take yvou along as
leekoomt,

MO SKILL: You bungle the job, and you are both
cavghi, DI/ Imprisoned

STEALTH & STEALIMG: The other is pleased
with yvour work and suggests a lasting partnership.
D1A51W 4 1 (Max:Rich)/Q:5

560 The other is on a shopping trip and takes vou
along as & porter.

MO SKILL: After a day of interesting encounters,
the ather takes you home, where vou mest his three
sisters and share many delightful tales.
E1/Storytelling/Q:5

BARGAINING: You gain the other many good
deals with your advice and shrewd bargaining. The
other is so pleased that he makes you a partner in
E[ssenlﬂprlss. D¢ Bargaining/W + 1 (Max: Rich)/

STORYTELLING: You tell amusing tales to,

relieve the monotony of the trip. The other is well
pleased and offers vou the job for as long as vou
wani-it;. DI/S1/Respected /W + 1 (Max:Respec-
table)/ Q5

361 The other is in a great hurry and sweeps past
¥ou,

NOSKILL: “Get out of my way, fooll. Can’t vou
gee ['m busy?™ He is pone before you can utter'a
word.-51

DETERMINED, ENDURING HARDSHIP: You
dash after the other and manage to keep up with him.,
He notes your determination and industry, and hires
you as a worker. You learn much. D2/51/W 4 |
{Max:Respectable)/ Evaluation/ Determined ./ Q:5

362 The other is on his way (o a tﬂurnamm:. and
invites vou as his second.

MO SKILL: You find that the participants are far
beyond your skill, and you learn little. DS Weapan
Lige (1 use)l QS

WEAFOM USE: Your mentor is injured by a bee,
and vou take his place in the next bout. To your suc-
prise, vou end up placing second in the tournament!
D2/55/0:5/W + 1 {Max: Respectable)/ Weapon Use

563 Casting his eves about anxiously, the other
mutters, “Begone, fool. You know not what you
meddle in. There are enemies about who would slit
vour gizeard!"" Dumbfounded, you goggle at the
other. Suddenly there are brutish ruffians surround-
ing you. They take you both and terture you for in-
formation you do not have, Roll two dice and add

1 each for Enduring Hardship, Quick Thinking and

Acting & Dispuise:

* 2.7 You break down in a blubbering heap at the
first application of the white-hot iron, The ruf-
fians beat vou scornfully and toss you on a trash
heap. DI1/S1/Lost/Crippled/Lose Enduring
Hardship

& 3-11 You convince them that you have the desired
information and let them “tocture it out of vou .**
They reléase you both, not realizing they have
received false information. D2/S1/Beguil-
g/ Wounded (&6 or less)

# 12+ You stolcally endure all they have to offer.
Impressed with your fortitude, they offer you 2
place in their band and access to important secrats.
D2/52/0:5/ Enduring Hardship/ Opportunity to
enter Caves of Al-Kolo-Ats

5364 The other starts, whirls fearfully at the sound
of your voice, hesitates, then strikes out ar you.

MO SKILL: The blow catches vou off guard and
knocks you senseless. When you awaken, the other
is gone; your mind is.confused. 51/Insane (1 turn)

WEAFON USE, LUCK: You instinctively ward
off the blow, The ather bolts — but not until you
gef 2'look at his face. He is an old friend fallen on
hard times. You pursue and remind him of your
friendship. He tells you of his exploits.
DA/ Storpteliing /1S -

365 - The other begsvou not to divulge his identity:
in return, you will hear the tale of a voung nobleman
and his beautiful wife, forced 1o flee a covelous, evil
vizier to maintain their love,

N0 SKILL: You are weaping openly by the end
of the tale, 51/0:5/Grief-stricken

ACTING & DISGUISE: In return, you tell the
other how you penctrated the disguise; with a bit of
kohl and a new garment, the disguise is improved
ten-fold. D2/32/0:5/Blassad (6 or lass)

66 The other is curt, offended by vour cariosity.

MO SKEILL: “What call do you have to meddle
in “:f-f affairs of others?”” He strides away indignant-
¥. 51

COURTLY GRACES, BEGUILING: You buy
the other a drink to make amends, and to loosen his
tongue. He is on a quest for the fabled Circle of
Stones and has a map which will lead him toit. You
are offered a place inthe quest in exchange for your
silence, D2/Opportunity (o enter Stonghenge.

E67 - The other ploatingly tells of shocking
infidelities.

MO SKILL: You remunstmtﬂ fiercely, but he on-
Iy scoffs and mocks your naivete. D1/Scorned

PIETY: Your ears burn with the blasphemous
denials of the Prophet's words. Inspired, you speak
with passion of the zoodness of Allah and the terri-
ble vengeance of his judgement, illustrating with
gruesome tales of the adulteror’s fate. Duly chasten-
ed, the other resolves (o lead a batter life, D2/51/ Fle-
iy Sraryielling O3S

568 "“Get away from me, you worm!"* whispers the
other. “You have no call to question me! Get away,
of ba thrashed!*

MO SKILL: The other stalks off indignantly. 51

BEGUILIMG: Stung by his harsh words; vou play
the toady, persuading the other 1o boast his wrong-
doings. You take his confession to interested par-
ties, who thank you for the information.
DIAS1AW + 1 (Max:Respectable)/Q:5/Aeting &
Lizguize

(543-568)
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569  The other pleasantly agrees (o perform a ser-
vice for you if part of the payment isin advance,

MO SKILL: You agree, but to your chagrin, the
other pockets the payment and disappears.
1S Wirdam

WISDOM: You surmise the other's plan wo cheart
you, and you refuse the advance., The service is per-
formed before pavment (albeit sourly). DESChoice
of skill {1 use)rQ:5 W1 (Min:Respectable)

570 You hire the other to-perform a minor
burglary.

MO SKILL: Unskillful, the other is caught and
implicates you in the crime. DIAOutlaw

STORYTELLIMG: Before the mission, you tell
the tale of the Loose-Lipped Cockerel Which Became
a Capon. The point {and menace) implied in the (ale
i£ undecstood. Supe epough, the other is caught 1n
the act, but keeps quiet; you go free. D251/ Wisdom

PIETY (Mandztory): The other is caught in the
act, but refuses to implicate you. Overcome with
remorse at the sacrifice, vou come forward and con-
fess. The sultan is impressed with your honesty and
merciful in his sentence. D2/51/Imprisoned (7 or

less)

571 The other successfully completes a small
burglary for you.

MO SKILL: As agreed, vou split the take 50-50.
DI 4 1 (Max:Respectable) 03

EVALUATION, SCHOLARSHIF: Among the
bizarre stolen artifacts, you notice an item suspected
of having magical powers. Graciously vou offer 1o
include it in vour share despite its obvious wor-
thlessness, D2 Trea* Q03

572 The other is flesing from the owner of a
valuable item he has just siolen.

NO SKILL; You struggle for possession of the
item.: Fighting with the strength of desperation, the
other overcomes you and takes flight again. 51

BEGUILING: You suggest that the item be laft
with you for safekeeping, presenting no evidenge if
caught. The other impulsively agrees and you have
possession of the item. You will have to guard against

his vengeance, D2/51/Trea*/Pursued /(1.5
BARGAINING: Knowing the other 15 in a-tight

spot, you maneuver a favorable deal. D151/ Trea*s
W-1 (Min:Res. )/Q:5/Quick Thinking

573 You can™t catch the other, who runs past you
out intg the wilderness.

MO SKILL: You wonder what he was doing, then
g0 about ¥our business. 51

WILDERMNESS LORE: Using little-known paths,
vou set up an ambush, Taken by surprise, the other
is easily subdusd. DI/SIAW 41 (Max-Respec-
table)/ Q5

574 The other is so preoccupied that he does ot
notice as you bump inte him and take his purse,

MO SKILL: Unfortunately, it contains only a few
coing. DLAW G 1 {Max: Poor)

STEALTH & STEALING: An experienced
opecator like you knows the true valuables are ofien
hidden elsawhere. While another provides distrac-
tion, you siit the ones robe (o get at the hidden purse
there, D2/ Sealth & Srealing/ W 1 iMax:Richp Q5

575  Your victim is feigning precocupation. As your
hand falls upon the purse, he leaps on you and shouts
for help,

MO SKILL: Others gather immediately and vou
are carted off for judgement. DI/Imprisoned

APPEARAMNCE: The ather’s nose is bent and hiz
face warly; your countenance is like that of the full
moon. The crowd naturally thinks you the victim;
they cart him off for judgement. D2/51/Luck

576 The other 15 on - a pilgrimage as you deftly
relieve him of his paltry possessions. Realizing the
crime, he cursesin terrible anguish, breaking a vow
of silence, then collapses, hearthroken.

MO SKILL: To think that vou have cavsed all this

28

suffering - for a few coins....
stricken/Lose Piery )

ACTING & DISGUISE: Quickly disguising
yourself as a philanthropist, you return the coins.
The other takes it a5 2 sipn of Allzh’s compassion
and resumes his pilgrimage. D2/S1/Pletps/ 025
5TT - Reluctantly the other draws a scimitar-to face
vour attack. 'l have been trving to atone for my
former sins of rage and homicide, but 1 cannot
restrain myself."

MO SKILL: Bepging forgiveness of Allah, the
other procesds arfully o cut vou 1o ribbons.
Dl Wounded (6 or less)

QUICK THIMNKIMG: Realizing you are no match
for this swordsman, you quickiy point out that you
may have been sent by Allah to test his resolve, Hav-
ing heard ironic tales of Allah's will, the other does
not doubt and puts away the sword, allowing you
Lo g0 on your way., D275/ Beguilimg

578 Yousteal a small trinket from the other. Later,
a soldier for-the sultan spies it, and you are im-
mediately arrested for adultery; the trinketl once
belonged o the sultan®s first wife.

MO SKILL: Your protestations of innocence fall
on deaf ears.” D1/ Imprisoned

PIETY: Many step forward to speak on your
behalf; and finally the one you stole the trinket From
steps forward and admits his adulterous hason. The
sultan apologizes to vou for the mear miscarriage of
justice, D151/ Luck/Respected A0S

579  Among the possessions you have snatched,
there is @ love note from the wife of the vizier, You
ey FellrR If, wse i oz Blackmaill, or ingforn the
Vizier:
£ you return it the vizdier's wife is veey grateful
and- provides for vour entertainment in - réiurm.
D1 A0nSs Seduction
I wou use it ag Blackwail; roll 1 die:
# 1-3The vizier's wife arranges for yvour abduction.
D1/ Imprisonsd
* 4+ You are paid for vour nefarious scheme.
D-1/51% + 1 (Max:Rich)
ff you inform the vizgier: roll 2 dice and add | for
Hietyr
w 2.7 The vizier does not believe vou and has you
banished. D1/Outlaw
¢ B4 Thevizier is grateful for your aid and punishes
his wife and her lover. D2/S1SQ:5/ Piery

580 The family of the victim is in no hurry to pay
ransom, The victim refuses to return to them even
when released.

MO SKILL: You begin to feel that he shall never
leave, D/ Accursed

LUCK: The other accidentally falls from a great
height. At the funeral, you discover the parents are
actually quite good and pious people. D1/S1/Q:S

WEAPOMN USE: You think of a2 way to rid
yourself of the intruder; the other decides ta return
quickly wo-his Family, D2/S1/ ek .

381 Your victim promiscs 10 be 8 model captive
if you will split the ransom.

MO SKILL: You refuse indignantly, but the vic-
tim contrives to escape, and then identifies you 1o
the authorities. D1Outlaw

WISDOM, STEALTH & STEALING: You know
how. difficult a contrary captive can be and agree
to the terms. Thers is more than enough for both
of you. DI/S1AW + 1 (Max: Rich)/Q:8

582 The other is willing to make a bargain for hiz
release.

MO SKILL: When vou mest the relatives to receive
the ransom, you find the sultan”s guards waiting for
vou. DI/ Imprisoned

BEGUILIMG: You contrive a plan to safeguard
against the other's treachery. When vou mest the
relatives, the sultan’s guards they have with them
are no match for the ten reffians you have hired.
Using the other’s treachery as an xcuse, you raise
the ransom  (remendously. DL/S1AW 2
(Max: Rich)Outlaw/Quick Thinking/():5

D-1/81/Grief-

‘ (F69-589)

583 The other is easily taken with a little benj in
the wine. While vour captive, hiz weeping and
carcying-on begin.to fray yvour necves, The ransom
is slow in coming.

MO SKILL: Finally, yvou decide a little travel on
a slave ship will lighten the other's spirits. Although
the price is less than the ransom would have besn,
you are well rid of him. DI/317°W 4+ 1 (Max:Res.)

EMDURIMNG HARDSHIP: You ignore the
pathetic behavior: in time the ransom is offered,
D2551W 4 2 (Max: Rich)A0:5

584 The captives's lover hears your terms, begs for
safe return, but pleads poverty.

MO SKILL (If lover is opposite sex from you):
The lover's great beauty and passion touch, your

heart, and you release yvour captive without deman- .

ding ransom. Later you realize that you have fallen
in love with your prisoner’s lover! D1/51/Love-
struck

(IF lover 15 same sex 3% vou): Impressed by the pas-
sion they share, vou release vour captive without can-
som, D2/S1/Pietp/ QS

SEDUCTIOM, APPEARAMCE (If lover is op-
pasite sex from you): Your victim’s lover is 50 taken
with yvou that vou decide 1o run away together. Your
former captive vows vengeance. D2/82/0:5/ Pur-
sued/Beloved/Lose Flety

585 The other is taken with surprising sase (a bit
of benj in the wine does the trick every time). When
awakened, the other complains bitterly, I shall do
anything to be returned 1o my love as guickly as
possible,”™

MNOSKILL: You try to hasten arrangements with
vietim's beloved because vou take pity on them both.
Unfortunately, in your haste, vou are taken by the
sultan’s guard. S1/Imprisoned

QUICK THINKING or BARGAINING: You take
the other up on his offer and exact a service of great
value in exchange for expediting matters. 51/ Y our
choice of skill at Master level {1 use)

586 *“You obviously do not know with whom you
are dealing,™ the other says, drawing his sword,

MO SKEILL: The other was right! D1/Wounded
(6 or less)

WEAPONUSE: *MNordo vou,"" vou reply. Soon
the ather s at your mercy. Those that wish his return
are most grateful to receive him alive. D24 Heapon
Llee W o 1 (Max:Rich)

587 The other appears to be an easy mark and is
taken without sirugele.

MO SKILL: Little did you realize that he was judg-
ing your wealth and vigilance! At the proper mo-
ment you find a blade at your throat; the other strips
you and escapes with a sizable portion of your wealth,
D1/7W-3 (Min: Penniless)

STEALTH & STEALING: You keep a close eve
on - the other, seeing’ through his pretense of
helplessness. You decide to take no chances; you keep
him trussed wntil rid of him. D2/751AW £ 1 (Max:
Res.)/ Wisdom/Q:5

288  The other laughs at you. '*If vou expect 1o
Teceive & ransom for me, I'm sorry. Mone care about
me, and, even if they did, [ know no one that can
afford a decant ransom.™

MO SKILL: You release the other after finding
the truth of his statement. 51

APFEARANCE, WISDOM: The other thanks
you when released, but he has no place to go. He
is struck with your countenance and cleverness and
suggests a mutvally profitable partnership.
D/ 51 Blessed with Qwick Thinking (Companion
skill/Q:5
589 The one gocs with vou meekly. “As well be
your captive as suffer the hundreds of other fates
I have been subjected vo.™

MO SKILL: The other’s gloomy personality
depresses you. You get rid of him quickly.
D/ Accursed (1 tuen)
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EMNDURING HARDSHIP: You have suffered so
ruch and are sympathetic to the other"s plight. You
ralate many tales of others less forfunate and make
2 lifelong and devoted friend. D2/51/Sroryief-
ing/ Wisdom Q5
590 Your capiive is surly and uncooperative, and
is worthless for ransom.

MO SKILL: You let him go without a word. Mo
Award

WILDERNESS LORE: You speak briefly and
find vou share a love for the natural world. Finally,
a zecret comes out — the location of a fabulous valley
fuli-of diamonds. You resolve Lo adventure there
together. D2/51/Blessed with Wilderness Lore
(Companion skill)/Cpportunity to enter Valley of
Dizmonds.

591 “Thisclever man is well-learned, quick of wit,
and commands a high price.”" He'is worth Schofar-
ship at Master (7 or less) Qwuick Thinking at Master
(7 or less)

MO SKILL: The azking price is W-2 (Min:Beg-
gar). If you do not pay, Mo Award

BARGAINING, WISDOM: You make inquirics
into the history of the slave: he i3 2 chronic runaway.
You use this (o hagele down the poice. W-1 (Min:Beg-
gar). If you do aot pay, Mo Award

593 The szlave's business acumen is common
knowledge, and many highborn people are com-
peting. However, he is quite advanced in years. He
is worth Bargaining at Master (7 or less)/ Evaluation
at Master (7 or less)

MO SKILL: The asking price is W-1, but you must
be Richor better to pay, I youdo not pay, Mo Award

SULTAN, VIZIER, RESPECTED, RORE OF
HOMOR: None dare bid against you, for fear of in-
sulting one so highly placed. The slavemaster decides
to cut his losses by giving the slave to you as a gift.
You get the slave free.

593 This slave is highly touted for her quick wits,
She is worth Quick Thinking and Luck.

MO SKILL: The price is W-1 {hMin: Beggar). If vou
do not pay, Mo Award

WISDOM, FEMALE (Both Mandatory): You are
ot about to lat some woman tell you what to do;
and you decline to bid. MNo Award

504 The girl is marvelously atiractive, and seems
trustworthy, The price is very small (no wealth bost
at all). :

WO SKILL: You grab her up, but the next morn-
ing vou wake 1o find her, and asubstantial number
of your possessions, gone. D1/SW-1 (Min:Penniless)

BEGUILIMNG: You are suspicious of such a good
deal and keep a careful eve on her; you end up foil-
ing three escape atlEmprs Witikout Tesaring (o punisi-
ment. When she realizes what a good soul you are,
she decides to remain In your employ.
D151/ WisdomQ:5 .

595 The slave is quite a bargain {no wealth lost),
and, as you walk away from the market, begins to
shout, “Behold my new master — se¢ what a fine
person! MNote his wealth and power!”

MO SKILL: Begears and thieves cluster about you;
this purchase may have been a mistake. D1/ Accursed

COURTLY GRACES: You know quite well this
is not proper behavior, ¥ou bash him on the head
to point out his folly. Chastened, he becomes a fine
servant, D2/ Wisdom /()5

596 Because of his reputation, (his slave cosis you
almost nothing. (Are you sure you want to do this?
Oops! Tod late!). As the slave is serving dinner that
night, 2 funny gleam appears in his eyves and he at-
tacks vou with a ssoving knife. You are unarmed and
g2 badly carved,

MO SKILL: The other is carted off. S1/Wounded
(5 or less)

BARGAINIMNG: You manage to sell the slave to

28

another who is as foolish as you once were,
DI/S1/CHS W + 1 (Ma:Poor)/Wounded {6 or less)

597 Though you were happy to get the slave for
almost nathing, his changes of mood and unintelligi-
ble babbling are driving you crazy.

MO SKILL: You have to get rid of him. 51/Insane
(1 turm}

MINOR MAGIC: You realize the slave is under
an enchantment and, once frée of the spell, the other
becomes a loval and grateful servant. D2/815Bar-
gaining s Wisdom/ (18

398 The slave was inexpensive, and, when you get
home, you find out why. Lazy and shiftless, the slave
eats like a horse and botches any task.

MO SKILL: How vou wish you had not wasted
your money! D1

WISDOM: The slave is treated as a child, responds
to your training, and becomes a useful servant.
D2/31/0Q:5/Blessed

509  You purchase a young urchin who seems useful
enough. However, before vou have even gotien out
of the market your new slave has robbed a bystander
— and been caught.

NO SKILL: Mow you're both in trouble — not
to mention the embarrassment in front of your
friends. D-1/51/Scorned /W-1 (Min: Poor)

COURTLY GERACES, RESPECTED: You
soothe tempers with 2 few choice words (and a faw
coins), then turn to the slavemaster and demand
refurn’ payment for selling such a wicked slave,
Abashed, he returns the money; your reputation is
restored. D2/51/ Beguifing/Respected

60 After your purchase vou discover that the other
reveals (hat he voluntarily accepted slavery (o repay
debts, fle begs to be released for a refund of vour
purchase price plus a small profit.

MO SKILL: You agres, and find that the former
slave 15 a terribly clever businessman. He has earn-
ed his price inside a month. You are sad to 50¢ him
g0, D1/81/Blessed (6 or less)/OnS

PIETY, WISDOM, RESPECTED: You are such
a kind and just master that, once freed, he decides
to remain with you as a friend and business partner.
D251/ Bargaining/ Evaluation/ Blessed /(S

601  You have just purchased the stave and are leav-

ing the macket when soldiers siop you and bring you .

before the sultan, It develops that the slave belong-
ed to the sultan and was a frequent runaway. You
are dismisged without remuneration.

MO SKILL: Mot wishing to insult the sultan, you
leave, D1/W-1 (Min:Poor)

COURTLY GRACES: You politely point out how
kind and generous reimbursement would be. The
viziers of the court are silent, certain you will be
struck down for inselence, but the sultan laughs and
says, “'['admire anyone with the courage 1o speak
out for justice.” He not only reimbursss you but pays
for your inconvenienca, D2/31,/W + 1 (Max: Rich)/
Respected/(hS

G2 The other rapidly whispers his predicament and
begs you to hide him.

MO SEILL: Reluctantly vou agree, DI1/Blessed
(6 or less)/Q:3

PIETY (Mandatory):-You are indignant at such
a thought, and you loudly derounce the other. All
agree that vou are rightegus in your judgement.
Privately, vou are thought 1o be cruel and unfeel-
ing. D3/ Lose Wisdom/Scorned

603 You purchase the slave and all goes well for
several weeks, despite the rumaors of the slave®s in-
discretions. One day an ouiraged citizen appears at
wour door and demands punizshment for crimes the
slave has cormnmitted,

MO SKILL: This man’s evidence is incontrover-
tible. ¥ou must turn your slave over for punishment.
D1

BEGUILIMNG: You have anticipated this moment,
and have concocted an alibi which will definitely pro-
ve your slave's innocence. The outraged citizen is

convinced, and leaves mollified. You chastise your
slave but are ghad to retain him. D251/ Storvell
fngf LS

604 The slave i3 a bargain, and you quickly buy.
However, when you have congluded your purchase,
your new slave begs vou to bid for the next slave
as well — a beautiful maiden. He zays they are in
love and cannot bear (0 be parted. Unfortunately
she is quite cxpensive.

MO SEILL: Reluctantly you purchase this slave
as well, The happy couple serve vou faithfully. W-1
(Min:Begear) D2/ 51/ Luck/Blessed

EVALUATION (Mandatory)y: You know that the
price 15 oo high and refuse to buy her. Your new
slave is resentful and uncooperative, DI Accursed

STORYTELLING, BARGAINING: You wait un-
til the bidding is over and another has bought the
maiden. You then present the tragic 1ale of the star-
crossed lovers. Moved to ears by your emotional
performance, the new owner frees the maiden. The
happy couple secve vou faithfully. D3/327 Snanveli-
fngs Blessed 025

605 Theslave is bought at a good price, but seems
moody and depressed.

MO SKILL: Allin afl, you are disappointed with
your purchase. Mo Award

WISDOM, LOVE-STRUCK: You recognize his
symptoms and inquire a2 to his problem, and he con-
fesses his infatvation with a certain voung lady. In
return for his promize of diligent service, vou offer .
to help him woo his lady, D2/51/Blessed /05

606 Your new slave scoms cooperative enough at
first, but he becomes increasingly strange and
pregecupied.

MO SKILL: Withip the week he has ron away. 51

WEAPON USE (Mandatory): You catch him
sneaking out one night and give him a beating hell
never forget. He is resentful, but no longer tries to
ascape. DIAAccurzed (1 turn)

607 Clasping your hands you pray fervently for
deliverance. Time passes, Darkness falls,

MO SKILL: Though your voice grows hoarse, you
pray throughouwt the night. In the morning you are
weak from hunger and thirst. DI/S1 Wounded (6
or less)/Lost 7

PIETY: You see & variously-hued snake slither by.
I35 it & sign from Allah? You begin following the ser-
pent. Roll 1 die. Add §if your Predy is Master level:
+ [-3 Go o paragraph 8%

* 4+ Go'to paragraph 610

608  You devore your full-attention o the prayer.
MO SKILL: While vou are thus distracted, a fien-
dish ereature pounces upon you, The beast wounds
vou, and the unended wounds trouble your prayers.
S1/D1/Wounded/Lost/Lose Piely
SCHOLARSHIP (Mandatory}: As you are pray-
ing a great beast approaches you. You know soft
words will pacify a lion, 50 you speak soothingly to
the beast, Apperently the creature is deaf, ornot a
lion, as it is not deterred from gnawing on you. You
decide to pray elsewhere. D1/51Wounded/Lost/
Lose A ppearamce
609  An angel speaks 1o you in a dream, showing
you a perilous path that will lead you out of your
predicament iF you have the courage 1o take it. Roll
2 dice and add 1 each for Enduring Hardship,
Wildermess Lore, Luck:
e 1.7 Go o paragraph 26
* 5-11 Goto paragraph @il
* 12+ You triumph over all that stands in your way.
D252/ Choice of Wildermess Love, Enduring
Hardship ar LueksLose Lost/Ch 5/ Free move io
any Place of Powear

610 The strange snake leads you on a tortuous path.
You must risk great haste among sharp rocks to keep
it inm sight, :
MO SKILL: Finally it disappears, and vou despair
— battered and exhausted — until you realize that
you have arrived where you needed o go.

(596100




g gl *-m_ -

D2/52 Wounded (7 or less)/Lose Lost/Q:S/ Erndur-
ing Hardship

WISDOM (Mandatory): You suddenly realize that
chasing snakes is not a good way to solve your pro-
blemn, You give up and try 1o think of 2 mare
reasonzble solution, 51/ Lost

611  With faith in Allah's grace you journey on-
ward, seeking alandmark or guide. You persevere
through many great trials, but ar last vour body is
exhausted.

MO SKILL: You collapse. 52/D2/Lost/ Engur-
ing Hardship,

PIETY, ENDURING HARDSHIP, DETER-
MINED (Mandatoryy: You will not give up! You
continue by force of will {and. faith) alone. When
you are af last discovered by a wandering dervish,
the light of reason has left your eves, He vows 1o
stay with you until you are well. S2/D2/Loss
Lost/Insane with Plery (Companion skill)

612 You begin vour journeoy.

MO SKILL: You wander aimlessly and come upon
an ancient road, which you follow. Eoll one die and
add [ if your D points are greater than &:

* 1-3 Gov to paragraph 614
* 45 0w paragraph 103

WILDERMESS LORE, SEAMANSHIP: You
chart a course by the sun and stars, and guide vourself
back to civilization. D1/751/Lose Lost/Respectad

613 You begin your travel and soon realize vou are
in unfamiliar lands; strangs people flock about you.

MO SKILL: D1/ Immediately encounter Strange
Customs [Matrix H)

SCHOLARSHIP: From your wide reading you
recognize the natives and are able to pinpoint your
location, They are fascinated and sagerly coax yvou
to tell stories of distant lands. D1/S3 Lose
Lost/ Bespected/ Storyielling
Gld  You journey on. A strange mist arises arownd
you and grows deeper and deeper as vou travel. The
air becomes hot. Suddenly, a fearsome shape looms
above voiul

MO SKILL: You seream in fear, and mercifully
vour mind goes black. D/ Insane (7 or less)/Laost

MAJOR MAGIC: You speak a word of power;
the shape dims. You journey on inbo a mystical land
of adventure. S1/D2/Free move to Dusky Land with
immediate encounter
615 As you sit waiting for a helpful traveller to pass,
a group of drunken brigands come upon: vou!

MO SKILL; Suspecting you of spying on them,
they torture you and leave vou  for dead.
D132/ Crippled/Lost W=l {(Min:Penniless)/ Lose
Appearance

ACTING & DISCGUISE, OUTLAW: You el
them you are an cutlaw, and they accept this but
demand you undergo a test before they reveal their
despest secrets.

I your refuse the testr po to paragraph 104

If vou aecepr-a reial by combar: g6 vo paragraph
1298

IF vou aocept a trial by pain: g6 to parageaph 112

I you engage in o storyiefling convest! 20 o
paragraph 619

616 You sit and await whatever fare Allah has or-
dained for you.

NO SKILL: You are not pleased, bur resigned,
when yvour fate includes nearly starving to death, be-
ing attacked by animals and brigands, suffering from
exposure in a terrible storm, and, finally, being
discovered on the point of death by a band of
wandering dervishes. The dervishes, however, are
endlessly amazed by your tales, D1/52/ Wounded/
Diseased S Sroryveelling

WILDERNESS LORE: You live comfortably off
the land until one day you spy a group of travelling
dervishes, who lead you back to civilization. They
are endlessly fascinated by vour tales of life in the
wilderness. D2/52/Respected /Sroryrelling

617 You sit and pray that nothing will come to
harm you.

{6l 1-632)

3o

MO SKILL: Mothing does. You are still bost, Lost

LUCK: A travelling merchant comes by and leads
you back to civilization. He is also willing to pay
high wages for a porter! (Some are just born lucky).
DHASE Lose Lost/W + 1 (Max:Respectable)

618 You hear strange nodses inthe twilight gloom,
Something is coming!

MO SKILL: You hide and see dark forms ap-
proaching. Oné of them sniffs the air, and they all
flee.-31/D 1/ Losr

WILDERMNESS LORE: You hide downwind and
watch in amazement as strange, dark crealures gather
and caper in the moonlight, amidsi a sound like
crysial spheres jostled in the wind. If you could tell
the sulian of this, you would be richly rewarded!
52/D1/Lost/Place Destination marker with a
Trea® counter in Baghdad; when vou arrive there,
you may claim the reasure

619 You sit around the fire and take wurns wlling
tales.

MOSKILL: You quickly realize they are not im-
preszad with yvou. They finally sneer and sugaest that
vou s follow thetm or they will Kill you. They disap-
pear, leaving you no hatter off == but ar l=ast no
worse off. S1/Lost/Srorptefling

STORYTELLIMNG: With each tale you tell, the
mood improves. They approve of vour wit and com-
ment on your wisdom. You are accepried as a member
of the band and entrusted with all their secrets.
D2s52/ Srealth & Srealing/Opportunity (o enter the
Caves of Al-Kolo-Ats

G20 - You review vour approach (o this point, try-
ing*to remember where you got lost.
MO SKILL: When you are confident of vour direc=
fion, vou ot out. D1SLost (6 or less)
WILDERENMESS LORE, SEAMANSHIP,
SCHOLARSHIF: You wait until night and navigate
by the stars. D2/Lost {7 or less)

621 You search vour memory and examing your
surroundings. You think vou know the way to zo,
but vou're not sure. You may wair, or folfow vour
Hunch: i

L5 you wall: w0 vo paragraph 623

I vou follow your kunch: go to paragraph 1397

WISDOM (Mandatory): Go to paragraph 623

62} You ponder furiously, searching for a clus to
yvour whereabouts. You look for a path 7 examine
your possessions, and scan the horizon. Finally, as
darkness falls, you admit you are completely lost.

MO SKILL: You are also demoralized and can-
not think straight. You go to slecp. Perhaps you'll
think better in the morning. 51/Lost

ENDURING HARDSHIP: You are sorely
distressed, but you pull yourself together. Go 10
paragraph 620

G623 - Youwizely choose to wait where vou are rather
than wander about randomly.

MO SKILL: Mo aid comes. D1/Lost/Lose
Wisdam

LUCK: Just as you were doubting wour own judge-
ment, anoold friend appears; he started searching
when you were late for a mesting. D2/51/Bless-
ed/Lose Losts Wisdom .,

DETERMIMNED (Mandatory): You scoff at your
doubis, and venluere on. Go to paragraph 1397

624 Your crics for help attract a curious beast which
attacks vou.

MO SKILL: A second cry brings a feral child who
robs you. A third (less confident) cry brings a
malevalent ogre who kicks you and chuckles. As you
don’t appear very entertaining, he leaves. You are
dimumgeﬁ. D152/ Crippled/Lost/W-1 (Min:Pen-
niless}/Lose Luck

QUICK THINEING, WISDOM: You hide after
thiz untortunate encounter, avoiding several other
unfriendly maracders. S51/D2 Wounded/Lost,
HWisdom

625 Inresponse (o your cries, a wild-eved dervish

.appears. He eagerly promises 1o lead vou home,

however, there is definitely something odd about
him, and you hesitate to trust him.

MO SKILL: You may let hitn help vou or refuse
His aid: :

IF you refuse Fis ard: go to paragraph 1396

If you frust fim: go 1o 627

BEGUILING (Mandatory): Your familiarity with
COMRNIvers wirns vou against this-fellow and vou revile
him. Go to paragraph 1396

626 A grovp of elderly men with red turbans res-
pond to vour-cries. They offer hospitality and an
invitation 1o their dwelling — where they pounce upon
you-and throw vou ina trunk! They are evil- Magian
firc-worshippers!

MO SKILL: Surely they plan (0 use you in one
of their evil rites.... D3/51/Lose Lost/Enslaved

FIETY, QUICK THINKIMG: On the way to the
site of their evil rituals, they are stopped by a voung
soldier. You thrash about, and the soldier inspects
the trunk; you are discovered and released! The
unbelievers: are unmasked and punished, and the
Sultan is grateful for vour help. D2/52/ Piery/Robe
af Honor/Lose Lost

627  Roll X dice and add 1 each for Sedwerion,

Courtly Graces, Appearance; Fiely:

* 28 The “dervish’’ isreally a robber who takes ad-
vintage of your gullibility, 51/Lost/W-1 (Min:
Fenniless)

# O+ The dervish is indecd unbalanced but takes a
liking 1o you, He does notlead you home, but to
a mysterious ancient house, which he claims is
haunted. “I believe that you are destined 1o break
the haunt,"" he cries. S2'D2/ Lose Lost/ Free move
ta the Haunted Howse with immediate encounter

628 Youplunge down the mountaingide, offering
fervent pravers of supplication to Allah, carried by
waves of dust and rubble.

MO SEILL: Miraculously, when vou reach hot-
tom, vou have survived unhurt, There is no strength
or power save in Allah! D/S27Pleiy

LUCK (Mandatory): Deep in- vour heart vou
believe your own luck will serve vou betier than
prayers. Thus, yvow are battered by many. stones.
1/ Woundeds/ Lose Pty

620 A huge boulder narrowly misses your head as
the face of the mountain collapses.

MO SKILL: When the dust settles you are still alive
{Allah be praised) but badly hurt and lost,
S1/D1/Wounded /Lost

FIETY: You rise unhurt from a veritable romb
of rock. A nearby goat-herd witnessed vour
miraculous escape, and soon the tale i being told
throughout the land. S2/D3/ Respected/ Luck

630 - You sit placidly in'the face of the onrushing
chaos of stone. Has vour faith blinded yvou 1o vour
responsibility for your own safety?

MO SKILL: You are frightfully injured, and when
others hear vour tale they wonder-and mock your
lack of wit. DI/Crippled .

WISDOM, QT_JICK THIMEIMG: You guickly
realize that vour chiosen ¢ourse will mot avail you,
and scramble out of the way just in time (o avoid
desperate injury. 5101 Wounded (7 or less)

631 Your feet are quickly swept out from under
wou and you are carried into the valley below.

MO SKILL: You are battered and dazed and pinn-
ed by debris, Worse, your cries attract small ereatures
which nibble on exposed parts of your body.
31 Wounded (6 or less)/Lose Quick Thinking

LUCEK, PIETY, FATED: The plunge is severe,
but wtlwn YO regain conciousness you notice large
gleaming objects lying near you. 52/D2/Crippl-
ed/Free move 10 Valley of Diamonds with immediate
encounter

632 You cry for help, but none hear. You shout
louder and louder. Suddenly, behind vowis a rum-
ble. You turn, and the mountainside appears to fall
an youl

MO SKILL: You crawl away from the maelstrom,
badly hurt. 51/D1/Crippled
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LUCE, FATED, PIETY: When you awaken, you
£iod voerself standing before a dark and mysterious
e in the mountaingside. 51/D2/Crippled /Free
—ose 1o Caves of Al-Kolo-Ats with immediate en-
s u oy
B33 Yoo run desperately, searching for refuge.

0 SKILL: The slide overtakes you and carries
vou down the mountain, D1/ Crippled

WILDERMESS LORE, SCHOLARSHIP: You
recall that it s best 1o go limp and let yoursalf be
cxrmed by 2 slide. Bemarkably, this protects vou
froem serious harm. S1/D2/ Quick Thinking
&34 Duckine and scrambling desperately, you avoid
the bulk of the slide.

N0 SKILL: However, at the end, you are too tired
o react, and a large stone leaves s mark.
DL/S/ Wounded (6 or less)

ENDURINGHARDSHIP, DETERMINED: You
e HFng. .. but steain yourself far beyvond your limits.
You collapse, exhauvsted and befuddled, but you have
avoided injury. D251/ Enduring Hardship/ Insane
{1 turn)

835 You spy an overhang that may provide pro-
tection. You dash forit, tumbling into its refuge just
25 the slide reaches you.

MO SKILL: You sigh in relief; the mwhang col-
lapses on you. S1/Crippled

QUICKE THINKIMG: Always a!ert, you hear a
groaning — and realize the overhang is about to col-
lzpse! Commending vour soul (o Allahk, you dash
eut just as it crumbles behind you. You turn to look
— and the slide has paseed. D2/S1/ Luck

636 You-huddle behind a large boulder, and the
larger stones bounce harmiessly past.

WO SKILL: Several smaller stones. batter your
head until you are senseless. Wounded (6 or less)

WILDERMESS LORE: You carefully tuck your
head and delicate extremities beneath you; when the
slide passes, vou are bruised and sore from the
smaller stones, but you escape serious injury. D1/51

&37  While vou are praying, there appears 3 man
i strange garb, his face 'concealed in-the foldsof
his robe. He speaksstrangely. * At the source of this
river is a marvelous edifice. Give me a gift and'T will
lead you there,” You may give him a gift or refuse’
If you refiese: he hisses at you and vanishes before
vour eves! 51
If vae give Rimt o @i lose 1 treasure or-wealth
leved (3 you cannot, you must ‘refuse’). Roll 2 dice
and add 1 each for Beguiling, Appearance;. Sedue-
tion (if opposite sex):
# 2.7 He acceprs your gift, lavghs hollowly, and
vanishes before your cy-es’ SIYEnvious
» £+ Heleads you along the proper branches until
you come to the promised spot. D2/51/Free move
1o the Jewelled Fortress with immediate encounter

638  You pray to-Allah for guidance. Your atten-
tion is drawn to a single leaf floating down the river.
Suddenly, a fish bursts from beneath the water and
eats the leaf.

MO SKILL: You take this 35 2 sign of danger, and
move on. 31 Py

WILDERMESS LORE (Mandatory): You have
seen this before: vou are unimpressed, You 52t out
on the river in a small boat, and a fish as hig as'a
houss grabs your boat in its teeth and swims away.,
You hano onin desperation, tecrified of being eaten.
The fish swims for a night and'a day; then 1osses
your boat onoa stramge and unknown  shore.
D1/52/Lost/W=1  (Min: Respectable)/ Designate
another player to place your counier in any s2a space
on the board

639  Youpray. Mo angels come; no Beast comes (o
speak with you; no mysterious signs float by on the
river; no demon oF 'efreet appears to menace you.
When you are satisfied that Allah has nothing to el
you, you stand and proceed on your way. No Award

&40 Asvou call out the name of Al]ah the waters
begin to bubble and froth; soon steam ic rmng from
them.

ar

MO SKILL: Alarmed, you SEA5E YOUF prayers and
withdraw. S

PIETY (Mandatory): Y our Fiith must oot waver!
The waters are churning and roaring, mottled with
various hues and issuing a foul stench. Suddenly from
their depths emerges 2 huge "efreqt! “Besilent " he
roars. 31/ Immediately encounter a Demonic "Efrest
(Matrix. B)

641 You step away from the river... you must have
gotten turned around, for there it is before you. You
tuirn to leave..and another loop of the river Blocks
yvour path. Mo matter where you turn, the river is
there!

MO SKILL: Go to paragraph 643

QUICK THINEIMG: You shut your cves and leap
forward — into the river. You kind...on dry earthl
When you open your cyes, the river is nowhere 1o
be seen! You have broken the ancient web of sorcery,

-52/D2/ Blessad

6:!*1 Diread fills vou whenever vou approach the
river.

MO SKILL: Your sense of foreboding compells
vou to-withdraw, 51

DETERMINED, MINOR MAGIC (Mandatory):
Your curiosity overcomes your caution, and vou
cresp back to the river. Go to pnragra]:lh 643,

43 You hear soft, soothing voiees calling 1o you.
The water seems 50 peaoeiul. ... vou step forward into
its gentle embrace.

MO SKILL: When vou awaken, you remember
nothing of  what has occurred — .in  fact, you
remember “nothing at” alll: DS Insans/ Lost W2
{(Min:Beggar)/Lose all treasures/Lose Blessed

LUCE: Asvou run forward, you trip over a stone
and knock vourself senseless, When yvou wake if is

dark, and the river-is guiet. " You flee in ferror.
52/D2/Blessed

Gdd You sit patiently and watch the river. Various
objects float by but nothing worth mentioning to
the suitan.

MO SKILL: After a time you rise and continue
O vour way., Mo Award

WILDERNMNESS LORE: You notice a few rare
medicinal herbs growing by the riverbank and gather
them up. DI/ Enduring Hardship (1 use)

645 As daylight slowly fades, a hush falls. A soft
golden glow can be seen in the distance. The glow
Fades. 51711 vou wish to follow the river toward the
soft polden glow, go 1o paragraph 614

&0 adier awhile you s2e 3 barge being rowed slow-
Iy downriver. The people on board are dressed in
sumptuous fabric and splendid ornaments. The barge
draws near the bank.

MO SKILL: You are invited aboard for a mght
of revelry. You have 2 marvelous time and receive
many presents. Mear dawn, you are dropped on
shore,  and’ the mysterious barge  disappears.
S2/D1IAY 1 (Max:Bes. ) Lost

VIZIER, ROBE OF HOMNOR, RESFECTED:
You look on board and see one disguised to resem-
ble vourself! You meet this one and hear his tale of
unrequited love for your ownezister; he has disguiz-
ed himsell a8 you (o atiract your amention and win
wour aid. You are instrumental in bringing the lovers
together. D3/52

647 . Az vou lean closer to the water, ¥ou 28 a
distorted reflection of a face of a member of the op-
posite sex. You look behind you, but no one is there.
MO SKILL: You shrug, turn back, and dnnk your
fill. Suddenly a strangs sensation comes over You,
you bring vour hands to vour chest. You notice that
something is...different. D1/51/Sex-Changed
SCHOLARSHIP, MINOR or MAJOR MAGIC:
You recall the ancient legends of the sex-change
spring. You are terribly thirsty, but decide to wait
for a zafer opportunity. D1/ Wounded (1 tarn)

648 . The waters are cool and refreshing. You rise
from them: lesling rejuvenated.

MO SKILL: Lose Wounded, Diseased, C‘npp]ed
Insane statuses. S1

BLESSED, PIETY, MINOR or MAJOR
MAGIC: These marvelous waters appear 10 have
magical powers! Selectively loge any or all siatuses
of your choice. 51701/ Enduring Hardship

649 You cautiously sniff the water before drink-
ing, and it has a bitter, oily smell. _

MO SKILL: Afraid of poisoning, you do ool
drink. When you tell athers of the poison river, they
laugh at your cowardice. 51/D-1/5corned

WILDERMESS LORE: You recognize this odor
as harmless mineral impurities, and do nodt hesitant
to drink your flland collect a few bottles fo sell as
“health  efixic®”.  D1/Lose Wounded, - Diseased
status/W + 1 (Max:Respectable) '

650 A thrill of dark longing comes Over you as you
near the waters, Eerie voices in your head coax you
to drink vour fill, promising that your wishes shall
be Fulfilled.

MO SKILL: At the last moment you close your
eves and Tesist the awful lore; Shivering in horror,
you stagger away. D1/51/Enduring Hardship

ENSORCELLED, ACCURSED, - INSANE,
BEGUILING {All Mandatory): Your dark side is
drawn by the voices; you drink deeply - from the
waters. D=2/ In basic game, move 2ach other plaver
to any space on the board. If using Skills vs. Other
Players, vou may, for no cost, use oneof your skills
against each other plaver regardless of their location.

651 The water smells bitter and unpleasant.

MO SKILL: It tastes that way, too. As you wips
your mouth; you notice that your arm is covered with
dense red fur! D1/Beastform (6 or less)

WISDOM: You know batter than 1o drink from
guch-a stream: D751

LUCK: Just as you are about to drink, a lizard
crawls to the water’s edge and laps at it. Before your
eyes, it turns into a mouse, which squeaks piteously
at vou before seuttling away. You thank Allah for
sending you this warning, and take a vial of the water
away with you, D2/S1/ Muaror Magic (1 use)

652 What a mystery! Theriver seems to flovw uphill!

A small boat i tethered to the bank — you climb

in and cast yourself off. Roll 2 dice and add 1 each

for Fated, Leck:

# 2.7 The water seemed to flow uphill because the
river is backing up from a major flood. You are
carried by an evér-increasing torrent of water en-
til ‘the boat' is flung W shore-and- smashed (o
flinders. D51 A Wounded (7 o1 lessh/Lost

* 8+ The water was indeed flowing uphill! It con-
tinues until you come to a great waterfall — an
upside-down waterfall! You guide the boat up the -
falls towards a barely discernable city in the clouds.
52/D1/Go to paragraph 1129

653 Using the materials at hand, you build yoursslf
a raft and journey downriver. At'last you come 1o
a city. You are greeted in wonder at the strange tales
of your journey.

MO SKILL: They are lavish in their hospiality.
S1/D1/Respected MW 1. (Max:Eespectable)

LUCK, WILDERENMNESS LORE, EVALUATION:
You built your raft out of rare sandalwood, which
is worth a fortune in this eity. Evéryone is eager (o
learn where you harvested such a valuable treasure,
but you can't recall. Your hosts are much displeas-
ed, 3L/DIAW +2 (Max:Princely)/Pursued

654 You set out on the tver in'a small boat. Soon
the current grows faster and the water rougher. ‘l’ﬂ-u
search for a place to land.

MO SEKILL: The rock walls rise higher and the
rapids grow more violent as you cling to the gun-
wales of the tiny craft. Finally, you are propelled
aver a great cataract which tosses you inta the sea,
Co o paragraph 315

WILDEEN'ESSLC!RE SEAMANSHIP: Youare
a myaster at managing small boats, and actually get
in some fishing while looking for a suitable site. You

(633-654)
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wrestle the boat to shore and get & chance 1o cook
your catch — and what a catch! You have caught
a number of strangely colored fish, which vou
preserve in & container of water. S1/D2/ Enduring
Hardship/Colored Fish (162)

655 You make a raft. and launch it, following the

current, After a lime you grow concerned that the

shifting course of the river is bringing vou Further
rather than closer to your destination. ¥owr fay alvan-
don the ralt or continue:

A you abandon the raft D131 Wisdom

If you comsinne roll 1 die, and add 1 each for Fated,

Determined;

* 1-3 The river plunges underground and moves via
dark sublerranean passages to vour very destina-
tion! 31/D1/Free move 10 any space other than
a Place of Power

* 4+ (o to paragraph 614

656 Mo one replies to your <all. As the sound of
VOU SOy carries 27058 the river, the air shimmyers.,
The river that never should have been there —
vanishes!

MO SKILL: You marvel at the strange ways of
Allah. 5]

SCHOLARSHIP:: You recall a legend of -a
vanishing river — and thart this marvel portends the
discovery of lostwealth, You search about and find
a purse dropped by some unforiunate travellac.
S1/DISW 41 (Max:Rich)

657 At the sound of your voice the waters seethe
and roil. With a burst of spray, a Gooleh emerges!
"Woe unto you for disturbing me at my bath!™ she
CrTICE.

MO SKILL: You sceabble away on all fours, howl-
ing and bereft of reason. Your miserable life is sav-
ed oply by the timely intervention of the Sultan’s
hunting party.. S1/Insane {1 tura)

QUICK THINEIMNG, BEGUILING: You beg
forgiveness and explain that you were trying 1o wam
her of the approach of the sultan’s hunting parry.
She thanks vou and-promises (o repay the favor
someday. S1.D17 Wilderness Lore (1 usel Aciing &
Dizpuise
658 - Your voice echoes cerily across the waters:

MO SKILL: As the echoss die, vou reflecton the
voices which called cuthers in ages passad, and think
upen the many seuls who have gone to the Spoiler
of Worldly Mansions, 81/Grief-stricken ({1 turn)

PIETY, WILDERMESS LOEE: The beaury of the
natueal -setting - soothes your t(roubled soul.
51/D1/Lose any or all of: Ingane, Love-struck, En-
vious, Grief-steicken

650 Atvour cry the surface of the water boils, Sud-
denly an enormous *efreet bursis from the water,
“Who summons me!?" he roars.

MO SKILL: Your tmid = Me??"" does not impres
him. The last-thing you remember is a burst of
light...81/Ensorcelled

BEGUILING: You abase voucsell before the
efrest, saving "' Most marvelows is the tale [hear
(and can scarcely credit, so incredible is ithehat one
of vour size and power can it inte a tiny lamp...”"
Hauvghtily, but none oo cleverly, the efrect
demonstrates, D2/51/Magie Lamp (148)/Quick
Thinking
G600 - You draw pearer and nearer the shore, eager
o appreciate the beauty at first hand, while crving
oul 1o the others to join you.

MNOSKILL: Suddenly thers is 4 terrible crack and
the ship shudders to a halt. You have run aground!
Wi (Min:Beggar)/Scorned (6 or lessp/ D1

WISDOM, SEAMANSHIP: Even beauty may
conceal great dangers. You prudently remiain at a
safe distance. D1/SLS Bilderness Lore

661 MNOSKILL: You offer thankful praise unto
Allah for bringing vou  this uplifting vision.
S1/D1/ Prety '
WILDERNESS LORE, SCHOLARSHIP (Both
dMandatory): You are 30 busy studying the surroun-

f635-676)

32
dings that vou fail to appreciate the great beaucy,
and fail to thank Allah For this bounty. [-1/Lose
Fiaty/ Schofarship

662 As you piously thank Allah for the grace of
this beautiful scene, a huge whale leaps into the reef
and desirovs it.

MO SKILL: Your heart is downeast and your faith
in Allah's grace is shaken. S1/Lose Plety

WISDOM: You know Allah’s designs are nol
always dizcernable; you are saddened but your faith
remains strong. 31701/ Plery

663  You give thanks and compose elegant verses
in praise of Allah and this beautiful sight.

MO SKILL: The ship”s company is filled with ad-
miration for your wit and eloquence. 51/Respected
(1 turn)

STORYTELLING: You embellish the account in
Later tellings; your reputation as a storyteller and poset
is augmented. 32/ Sronwelling/ Respected (7 or less)

664 You are transfixed by the glory of the vision,
vet the ship must continue on is journey.

MO SKILL: As the shoals disappear from sight
asterm, vour heart is filled with remorse, for your
eyes may never Teast on this sight again. 51/Grief-
stricken (7 or lass)

ENDURING HARDSHIP, WISDOM: Yeou know
that we must move past all things on our way o
destiny, and be grateful — nod downcast — for
whatever bounty we  receive  along the way.
Y g 0 o

665 - You stare enraptured as the ship nears the
shoals. Suddenly you realize that youw are about to
crash

MO SKILL: You grab for your possessions but
the ship disintegrates almost immediately. You are
cast up on anisolated shoreline, W-1 (Min:Poor)”
Lost/31/Free move to any coastal space

QUICK THINKING, SEAMANSHIP: Using the
tiller, you skillfully guide the ship through a narrow
break in the reef. When you returm io port, you learn
the sultan was on board in disguise; you are reward-
ed for your skill. S1/D1/Robe of Honor W+ 1
(Max:Res.)

666 Theship is in great peril! You hesitate, scar-
ching the se¢a for a clue.

MO SKRILL: The delay is disasteous; the ship sirikes
the rocks and is all but sunk. W=l (Min:Poork'Scorn=-
ed (6 or less)

WILDERMESS LORE, SEAMAMNSHIP: Noting
the pattern of the currents, you steer for the strongest
flow across the obstruction. The crew marvels at your
skill. DI/51/Respected (6 or less)/ Seamanship

667 . Your ship is caught in the current and heading
toward. the rocks. Should vou fight the current or
steer around the shoals? Should you furl the sail or
use the wind?

MO SKILL: Your panic prevents you from mak-
ing a decision; the ship crashes onto-the rocks. All
is lost! W-2 (Min:Penniless)/D=1/51/Lost/Free
move 10 any ooastal space

DETEEMINED, ENDURING HARDSHIP:
Though the situation is desperate, vou retain your
composure and act decisively. You fight the current
with furled sail, and save the ship. D2/52/Seaman-
ship
G668 The ship's crew and passengers scream at you
in fear, demanding that you steer clear immediately!

MO SKILL: You ignore them, biding vour time,
studving the currents. At the right moment you make
your move; vou shoot through the reef withowt harm.
The others are ashamed of their panie. D1/Respected

COURTLY GRACES (Mandatory): You can’t ig-
nore their protests — it goes against your grain 1o
offend others. You turn the wheel and promptly min
aground! The ship floatrs feee at high tide, but your
reputation as a sailor is ruined. S1-Lose Seaman-
shiprScorned (1 turn)

66% The wind shifts and blows you right woward
the reefe! Only superb seamanship or luck could save

yoiu mow!

NOSKILL: Unfortunately, you have neither. The
ship is wracked and you are cast upon a deserted
shore, D1/51 Lost/"W-1 [Min:Penniless)

LUCK, SEAMANSHIP: . Though - you
acknowledge that it is 8 miracle, you manage 1o bring
the ship through without damage. Beyond the reef
are the mysierious islands wou hear of in
legends....D2/51/Piery/Free move to Stonehenge
with immediate encounter.

670 - Drespite vour best efforts the ship seems hownd
for destruction. At the last minute, 2 great section
of reef crumbles and vou sail through.

NQ SKILL: You give thanks to Allah for your
great good fortune, 5101/ Piety

LUCK {Mandatory): You breath a sigh of relief,
“Phew," you'think, “my luck-and skill have pulled
me through again.™ Instantly, your ship strikes-a
sandbar and sinks like & stone, D1/51/,W-2
(Min:Penniless)/Go to paragraph 315

671 You plead for Allah's protection, hoping for
a sign or fortunate intervention; but Allah's will be
done: the ship is wrecked, You realize that Allah,
in his infinite wisdom, has ordained you for great
suffering; you accept your fate with resolution and
courage, DIYFated/W-2' (Min:Beggar)/ Enduring
Hardship/ Fiety

672 - Astrange dervish in a small boat appears and’
promizes o guide yvowthrough the shoals. You way
qocer ar refect Ris alfer:
If yvou reject the affer: go to paragraph 663
I you accept his aid: moll one die, and add 1 for
Prety: :
¢ |-3 He leads vou directly onto a sand bar! A hid-
den pirate ship appears to plunder you. Lose all
Wealth levels; score D1 per level lost.
* 44 Your trust is well founded. He leads vou safe-
Iy on your way, D2/51/ Wisdom

673  The brilliant colors of plant life, the boght hues
of darting fish, the clear aguamarine beneath you
— you are siruck speechless with wonder.

MO SKILL: However, vou remain mindful of ihe
safety of the ship and crew, and sail cautiously
through the shallows. 51

STORYTELLING (Mandatory): It is all too
marvelous! You must get a closer look! Go 1o
paragraph 660
674  The coral is cadiant insubile shades of warmth
and intenmsity.

MO SKILL: You dreamily reflect that nothing so
lovely could be dangerous.... Suddenly you realize
your peril and desperately attempt to avoid disaster.
S1/Go 1o paragraph 670

SEAMANSHIP: You immediately lower sails and
send men in boats (o sound ahead through danger
spots. Your caution is well-founded; numerous rocks
might have holed the ship. S1/D1 Bespected {6 or
less)

675 Despite gtrict orders from the captain, you sieer
more closely to the reefs in order 1o gaze at their
beauty.

MO SKILL: The crew and passengers are outrag-
ed. The captain confines you to the brig.
D-1/81/Scorned (I turn)

COURTLY GRACES: Pointing out that no
misforiune has vet befallen, you convinge the others
of the value of your action with piquant verses, They
join you in silent contemplation of the ocean’s
wonders. 52/D1/Srorytelling

676 You must alter the ship's course o avoid
dangers.

WO SKILL: This necessitates an annoving delay.
D1/Designate another player to place your marker -
anywhere within three spaces of your current position

SEAMANSHIP: However, your knowledge of the
winds and currants results in little or mo delay, DE/S]

DETERMINED (Mandatory): You refuse to alter
g;m:, despite the obvious danger. Go 1o paragraph




677 The reef s¢ems deep enough, and is so vast that
You are reluctant to go around it.

MO SKILL: You sail on...and regret your judge-
ment. Several times you run aground and must wait
for the rising tide. Worse ver, the bottom is scraped
répeatedly; the boat becomes almost useless. S1/Lose
Seantanship/W-1 (Min:Poor)

WISDOM: The delay is worth the sz fety of vour
passengers, You begin the long search, D1/Designate
another plaver 1o place vour marker on Any space
within 3 of your current location

678 Toavoid the shoals you steer farther from your
course, They seem (o go on Forever,

MO SKILL: Suddenly you realize you are hopeless-
ly lost! S1/Lost/Free move 1o any coastal Space

FATED,LUCK: You sail on and on, becoming
thoroughly logst. Finally you spy a distant island.
D1/51/Free move to Stonehenge with immediate
encounter

679  You raise your cyes to heaven, asking for aid
for those within. Suddenly you are drenched with
cold water from a fireman’s pot.

MO SKILL: You grow] in anger at the ane who
has interrupted your devotion, and move away from
the center of the activity. D1/Lose Wisdom

PIETY: You recognize this as a sign from Allah
that yeu are to be the agent of rescue. Go 1o
paragraph 688

680 The fire isroaring, the flames reaching for the
sky. There is no man on earth who can save those
within. You beg Allah to spare the lives trapped in-
side! Suddenly, the sky darkens and a premt
thundercloud appears. In seconds a drenching rain
iz falling, and the fire i5 quenched; those within are
saved. 31702/ Plety

681  You kneel and pray quistly while others are
rushing about. In time, the fire is brought under con-
trol and all are rescued, As for your actions?

MO SKILL: Who knows but that they were not
as important as the rest? D1/51

APPEARANCE (Mandatory): The crowd notic-
ed your fine clothes and remarkable appearance.
They interpret your inaction as cowardice, and revile
you. S1/Scorned

682 You withdraw 1o a nearby shack to avoid get-
ting involved, Mo one notices you.

MO SKILL: In time, the fire i brought under con-
trol, When vou hear that a child was killed in the
fire, you are overcome with remorse for vour cowar-
dice. D=1/Grief-siticken

STEALTH & STEALING: You circle to the rear
of the burning building to burglarize it under cover
of the fire. Upstairs, you hear a child erving! You
dash upstairs and grab her (casting a sorrowful eve
at the valuables) and flee as the roof collapses. You
are hailed a5 a hero! D3/51/Robe of Honor

G683 You have 2 trvst to keep with vour beloved,
You by-pass the conflagration to avoid being late.
Your beloved, however, was at the scene and view-
ed YOUR ciaven ackions,

MO EKILL: Your lover publicly reviles you, call-
ing ¥ou a coward and vowing never to see you again.
D-1/51/Lose Beloved/Scorned

SEDUCTION: You take your loved one o a
private place and explain that your actions were caus-
ed by your overpowering love. Your explanation is
accepted and you are forgiven. DI/S1/Sedue-
tion/ Beguiling

o84 You join the crowd of onlookers who chatter
nervously as the house is consumed by flames.

MO SKILL: An old woman harangues the crowd:
*“*Shame! Can you only stand about and gape!? Mow
i3 the time for the youthful to take action!™ You are
shamed, Scorned (6 or less)

WISDOM: You notice two men who laugh ard
point at the flames. Moving closer, vou discover they
have set the fire 1o profit from a rival merchant’s
destruction. Your evidence is brought to the sultan’s

33

attention; the culprits are ponished, D2/51/ Robe of
Honor

685 You watch the fire, and suddenly, from 2 dark
alley bhehind you, a voice whispers **Oh, most
beautiful, is it not?* You see an old man with a red
turban gazing at the fire with 2 mad gleam in his eve,

MO SKILL: You recoll in distaste and move quick-
lv away from the lunatic. 51

PIETY, SCHOLARSHIP: You recognize the red
turban, the sign of the evil fire-worshipping Magians!
Why, the cur has probably set the fire himself! You
s¢t upon the heathen dog and beat him, then drag
him before the sultan. D2/51/Fiery/Robe of Honor

686 You stand by, warching helplessly as the house
burns to the ground. The family is sorely distressed
— all they own is lost! Later, vou return to scarch
through the ashes.

STEALTH & STEALING (Mandatory),NO
SKILL: A gleam catches your eve. A valuable gem!
51/5W = 1 (Max:Rich)

COURTLY GRACES, PIETY: You find a
valuable gem in the ruins and return it to the griev-
ing family. It was a treasured heirloom; they are
grateful. D1/31/Respecied (6 or less)/ Wisdom

687 You hear a ery from inside the busrming
building! You strugele to enter the house amidst
smoke and flame.

MO SKILL: The heat is too great; you can neither
see nor breathe. In fear you retreat. D)/ Wounded
(7 or less)

ENDURING HARDSHIF, DETERMINED: Ig-
noring your burns and the choking smake, vou Tight
your way inside, where vou find a beautiful maiden
trapped in a burning room. You rescue her 2nd she
is most graeful.

(It same sex) She becomes a trusted companion.
D731/ Sroryrelling (1 use)

(If opposite sex) Your love grows as the flames
die, D2/51/Beloved

688 The blaze is fearsome but you dash to the
rescue, You search but find ne one. When vou
emerge from the house, you are shocked to be ac-
costed and accused of setting the fire!

MO SKILL: Although there is no proof, the sultan
has punishment administered as a warning 1o athers.
S1/D1/Crippled/Lose Euck

QUICK THINKING, LUCK: You tell your ac-
cuszers that wow are the owner of the house! As po
one ever claims otherwise, vou are acquitted and in-
herit the remains of the house with its contents.
D1/S2AW 4 2 (Max:Res )/ Beguiling

689 - Bravely you enter the houwse, but are im-
mediately crushed by a falling beam.

MO SKILL: You are fortunate 1o suivive.
D/ Crippled

LUCK: Lying trapped, you notice a large urn. You
reach for it, hoping to find water. When you touch
it, there is a loud boom, and a great "efreet appears
before you! “Save me!™ ] hear and obey, master,"
the ‘efreet roars. He gathers you up (along with the
urn) and deposits you safely outside. S2/D2/ Major
Aagic
6% Your frantic cries summon a panicked mob of
onlockers. They mill around in confusion, arguing
amongst themselves,

NOSKILL: As they argue, the house burns to the
ground. Mo Award

QUICK THINKING, RESPECTED: You quickly
organize the neighbors and bystanders to fight the
fire. With your leadership, the fire is extinguished
and most of the possessions saved. The grateful
owmners thankfully reward you. D1/51/Respecied (6
or less) W - 1 (Max:Respectable)

691 - As others bustle busily about, a man grabs you
and shouts “‘Stop your foolish Screaming!
Everything's in hand here! Just get out of the way!™
NG SKILL: He shoves you amongst the keening
wornen and children. Scorned (6 or less)
WEALTH POOR or less (Mandatory): The man

looks at your ragged clothes with suspicion. “Who
are you and what are you doing here? Ho, 1'll wager
vou set this fire! Summon the soldiers and let this
worm be taken before the sultan!™ The assembled
mob enthusiastically administers vigilante justice as
it delivers you 1o the authorities. D1/51/Wounded
(6 or less)

692  You shout for assistance, bul no one responds,
You may enter the burning house or waft.

If you wait: the house is quickly consumed by the
Mames, D-1/Grief-stricken (6 or less)

£ you rush in: go to paragraph 689

693 The skies grow dark and rain begins falling.
Suddenly, it grows cold. You are soaked clear
through. In the morning you are sneezing and shiver-
ing. D1/Discased (7 or 1e55) -

694  The rain carresses your upturned face. The gen-
tle brecze carries sheets of mist before you like
SOSSAMEr CUrtains.

MO SKILL: You feel refreshed and ensiched by
nature's beauty. S1 or DI

WILDERNESS LORE: You recognize this storm
a5 @ sign of an unseasonal shift in weather. You in-
form the locals; those who heed you profit, the others
sutfer poor harvests. DI/S1/Respected s Witderness
Lore

695  There is no shelter nearby. The rain begins as
a gentle drizzle, but quickly turns to a downpour.
It rains endlessiy,

MO SKILL: Your possessions are damaged.
S1/W-1 (Min:Poon)

STORYTELLING: When the rain ends, a
beautiful rainbow appears. You recall the tale of a
toreign traveller concerning treasures at the end of
rainbows. You set out, Roll two dice, and add 1 each
for Luck, Enduring Hardship:

* 27 You find that a rainbow has no end. Di/Last
* 5+ On a distant shore vou find a hidden cache
of gold. S2/D1/W + 2 (Max:Rich)/ Luck/Choose
anather player to move vour marker to any coastal

SpHCe
6 You zettle down in a convenient shelter to
watch the storm. You give up the opportunity 1o en-
joy nature’s beauty in exchange for keeping dry,
when yvou find that your shelter leaks. D1

697  You seek cover as soon as the first drops fall.
Fortunately a perfect shelfer is nearby.

MO SKILL: In fact, it is so pecfect that the rats
want to use 1t (00, As you share the perfect shelter
with your furry friends, you suffer several wounds
defending your possessions. 51/Wounded (7 or
less)/ Discased

WILDERNESS LORE: You recognize that your
first choice of shelters is infested with rats, and seek
elsewhere, 51

698 As vou seek cover, the sky darkens and the
wind drives raindrops into your face, obscuring vour
vision. You stumble, fall, and strike vour head.

SEA SPACE (Mandatory), NO SKILL: You lie
dared while lightning and thunder crash about you.
51/DL Wounded (7 or less)/Insane (7 or less)

LUCK: You tripped on a handle to a door in the
ground. You open the door and pitch headlong into
a deep underground chamber, This second fall ad-
dles your wits, but you can't ignore the treasure
heaped about yvou. S2/D2/Insane/W4+2 (Max:
Princely)

699  You are in the open when the main force of
the storm strikes! A lightning bolt crashes down.
MO SKILL: You black out in a terrible surge of
pain. When vou regain conciousness, painful burns
cover you and a powerful stench fills the air.
S2/Wounded (6 or less)
SEA SPACE (Mandatory): It strikes the mast, set-
ting the ship afire. Roll 1 die.
# |-3 The fire spreads belowdecks, and the ship is
lost, Go to paragraph 315
* 4+ Thedownpour finally extinguishes the flame.
32/D1AW-1 (Min:Poor)

(677655}



700 Youcower in terror as thunder shaners the air
and lightning illuminates the sky. The wind screams
and hail batters your body like sling stones, Mever
have vou seen.such a storm!

MO SKILL: Suddenly it is over, as quickly as it
cdme, You st in awe and ponder the power and
caprice of Allah, D1/51 " Wounded (7 or less)

SEA SPACE (Mandatory): The squall pitches vour
ship like a toy. The sail is torn away; the boat heels
until the rails dip under. In the morning the storm
is over, and you have come upon an unfamiliar shore.
Wl (Min:Poor)/D2/51/Lost/Frec move 10 any
coasial space

T01  You pause for a moment to marvel at the power
of the storm. Suddenly there is a ¢rack and you are
srruck on the head by Nying debris. Dazed, you col-
lapse in 2 heap.

MO SKILL: When you awake, the storm has pass-
ed, bur you shiver from cold and exposure. 51/ Insane
(1 turn)/Diseased (6 or less)

ENDURING HARDSHIP, DETERMINED:
Your mind is fogged, but somehow you drag yourself
vt of the rain. By force of will you rémain conscious
and take preciutions against chill. D2/Determined,/
Enduring Hardship

702 Youwhuddle in your meager shelter, murmur-
ing 10 yourself in wonder at the fury of the gale. Sud-
denly, outlined against the shests of rain, you see
a dark shape Hoating before you.

MO SKILL: It turns and stares at you; it is fear-
some 1o behold! With a shudder of tefror vou col-
lapse. S1/Insane (7 or less)

PIETY, SCHOLARSHIP: This is a Slorm
Hound, one of the types of marid. Your faith in
Allah allows you to stare it in the eye without flinch-
ing, and the creature continues on s way.
52/D1/Choice of Enduring Hardship or Storyeelling
703 The gale howls and debris is tossed about by
the vialent wind. Hailstones batter you and the drop-
ping temperature chills your bones. Your prayers rise
(0 heaven.

MO SKILL: More hailstones come down.
S1/Diseased (6 or less)

PIETY: Your richness of faith allows you o withs-
tand the physical assault. DI/Enduring Hardship

704 Swirling clouds of sparkling rmist surround
you! A dark, funnel-shaped cloud emerges, and from
it steps a huge ‘efreet, bellowing in rage as he destrays
all within his reach.

MO SKEILL: Desperately you fall to your knees
and invoke the name of Solomon. To your great
relief, the awful being is deterred from harming you.
D2/ Biety

MaIJORE MAGIC (Mandatory): Your pride templs
you to bind this pewerful being. How you regret your
vanity when vour incantations only call the "efreer’s
attention to vou, Howling with glee, he reaches out...
D2/51/Ensorcelled/Beastform

705 The heavens above you are illuminated by
flashing light. The air is rent by screaming winds!
The "efrects war amongst themselves in the sky above
you! You pray for deliverance. Unfortunately, your
pravers atiract the interest of one of these magical
beings, who swoops down, grabs you, and carries
vou off with & roar of laughter.

MO SKILL: You faint with fear and awake in a
strange place. 51/Frec move 10 ARy space £vcepr a
Place of Power/Lost

SEDUCTION: The *efreet is of the apposite sex.
You use your charms to convines the mighty being
ta carry you to its home and tarry with you awhile.
D1/51 Major Magic (1 use)/Free move to Dusky
Land with immediate epcounter

06 The storm arrives with unnatural swiftness.
There is a strange, golden sparkle in the air.

MO SKILL: Your tongue cleaves to vour mouth
and you cannot speak . As the SLOTM passes over you,
you feel...changed. You gasp in horror as you run
your furry red hands over your furry red chest.
51/ Beastform

(700-718)
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PIETY: You are filled with serens confidence, and
avercome your terror to invoke the Almighty with
praise, The sparkling rain diverts from its course as
it approaches you, passes, and leaves vou unharm-
ed. DR2/S1/Plety

TOT As the weirdly flashing stormifront approaches,
you resclutely stand your ground (there is little else
(o dao).

MO SKILL: Soon it becomes apparent that the
storm will miss vou. You sigh with relief.
D1/ Determined '

QUICK THINKIMG (Mandatory): The storm-
front is approaching rapidly. You lose your nérve
and try to avoid it. However, you outsrmart yourself
this time and put yourself right in the path of the
gtocm. (Perhaps it was the will of Allah....)
S1/Ensorcelled

708 The landscape is illuminated by weird flashes
of light, and glowing forms swirl and mmible through
the clouds.

MO SKILL: Whatever is taking place, you're glad

vou hid. 31
STEALTH & STEALING, MINOR or MAJOR

MAGIC: After this unnatural display has subsided,

yau travel to where the storm seemed strongest. There

vou find an old man, dead, with a look of

unspeakable horror on his face. In his hand is a

strange object. You may pick it up or continue on

Jour wap:

I you continue on your way; S2
If vou fake the obiect; roll two dice.

* 2.7 The object is an ancient focus of evil sorcery.
When you touch it, you are suddenly surrounded
by leering lower jinns who promise you everlasting
torment for vour rash action. D2/51/Accursed

* &+ The object is one of the legendary magical
(reasures of ancient fable. You offer up a prayer
for the old man’s soul. DI/S1/ Trea®

T00  You take shelter against the rain and wind, but
it cannot protect vou from the magical nature of the
slorm.

NO SKILL: Great glowing forms wreathed in
flame appear in the air before you, 2nd you whimper
in terror. “What?' a powerful voice booms.
“ Another ugly mortal?'* “Here," rumbles another
woiee, ““Ian fix that.”” There is a loud *poof® and
vou feel,,.changed. 51/5ax-~changed/ A ppearance

MIMNOR ar MAJOR MAGIC: You quickly mur-
mur the words of an ancient counter-charm, and
hope for the best. Fortunately, the siorm passes.
DI/ Minor Mogic

T10  Strange black streamers radiate from a swirl-
ing voriex of smoke and flame. The menace setms
1o appear everywhere! Suddenly yvou are enveloped,
and ihe deeds of vour life are spread out before you,

MO SKILL: The welter of sounds and images 15
too much. for your Fear-frengied 'mind to. com-
prehend. D1/Insane '

PIETY, WISDOM, ENDURING HARDSHIF:
You look on them without flinching, and are ii-
luminated. The swirling cloud resolves itself into a
glowing "efreet. ‘T am of the True Believers,"" he
says, “‘and you have proved yourself. 1 p]n-:em:.rnur
hands this great treasure for safekeeping.’’
51/D2/Celestial Planisphere (Iﬁﬂj

T11 You have heard tales of the tragic fates of those
caught in such unnatural disturbances, and you fles
as fast a5 you can. In the course of vour flight, you
spot & lone dervish lost in his devotions.

MO SKILL: You call hiz attention to the ap-
proaching conflagration, and he thankfully joing
vou. 311

MINOR or MAJOR MAGIC, SCHOLARSHIP:
Curiosity overcomes your impulse to warn the der-
vish; vou remain at & distance to note the effects of
the vortex on the holy man. You are appalled a1 the
result, and stricken with remorse, However, you did
learn valuable information.... S1/Accursed/Grief-
stricken/Scholarship :

[ 4]

712 A great cloud of silvery light is bobbing toward
yau, You see patterns of movement within, but can-
not make sense of them without drawing nearér.

MO SKILL: You are too prudent to do that. 5]

MAJOR MAGIC: There is a spicit trapped within
the cloud of light. You focus your arcane powers
and manage to saf the being free. The grateful "efreet
tells of batiling a wizard for possession of & magical
iterr. He obtained the item but suffered the wizard's
final curse; he was set drifting in the sphere of light.
He is grateful 1o you for freeing him, and offers you
the treasure he wrested t'm:m the wizard.
D2/51/ Trea® :

713, Curious about the nature of such events, you

-observe the interplay of unearthly forces as objects

are turned and 1ossed in the air and colorful lights
illuminate the welkin.

MO SKILL: Unfortunately, your ignorance of
your peril permits you to fall victim to the malign
influences at work. D17/ Accursed

MINOR MAGIC, SCHOLARSHIP: You learn
much from vour observations, and are protected by
vour knowledge ::Fen::uuw-charms D1/81 Minor
Magic

714 A great clouwd like 2 column of silvery smoke

rises from over the hotizon. It thickens as you draw

near. Roll anc die. R

e 1.3 Go to paragraph 316

* 4+ There is an island in the middle of a farge body
of water. In the center-of it there is a great rent
in the earth from which a multiude of "efreets rise
in great turmoil and confusion. Suddenly one of
the beings spies you and claps his hands with gles,
pronouncing a spell in a strange tongue.

MO SKILL: You feel as'though you have been
struck by lightning. When you look down, you have
the form of a great ape. 52/Beastform

PIETY, MAJOR MAGIC: You are protected
from the effects of the "efreet’s curse. As for him,
a few words from vou and he s blasted back to the
Dusky Land; the hole in the earth is swallowed up
in water. D2/32/Major Magic
715  Your voice allracts a spirit residing within the
cloud of sparkling light. The indistinct form leaps
forward and engulfs you, passing again into the

¢ eloud,

MO SKILL: You struggle but find that your will
is not vour own, You turn and follow the cloud.
D1/Ensorcelled

MINOR or MAJOR MAGIC, ENDURIHG
HARDSHIP: You stroggle. Your will prevails over
the charm of the magical one and the cloud drifts
away. D2/51/Determined

716 - A maelstrom of light suddenly springs up and
envelops you. The din is so gréat and the light so
bright vou are deafened and dazzled. Your voice 15
lost.in the tumult.

MO SKILL: When the storm has passr.d you are
still shouting and groping and stumbling — deaf,
blind, and batly asa bedbug. 31/D1/Crippled (Tor
less)/Insane

LUCK: Miraculously, your €Ty was keard by a
passing "efrecteh who takes pity on you and snat-
ches vou out of danger,

{If you are male) She is overcome with longing
for you. D2/Beloved

{If yvou are female) She teaches ¥ou a charm o
protect you from such perils. D2/ Miner Magic (1 use)

717 A sirange warm rain begins falling. The drops
tingle and taste like spiced wine; a sirange sensation
courses through your body. D1/51/Lose any or all
statuses (your choice)

718 Great black drops of water plop down all
around vou. You stick out vour tongue to catch a
drop.

MO SKILL: It burns like fire! You cough and spit
but cannot rid your mouth of the awful waste, Diseas-
ed {6 or less)

LUCK: You note a beast about to lap at a small
pool of the fluid. The creature squeals in discom-
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fort, and kKeels over like a stunned mule; you decide
not o experiment, and swiftly rake shcl:i:[
D1/51/ Wisdom

719 You have heard legends of those who drink
from such enchanted waters and find themselves im-
bued with great sorcerous powers.

MO SKILL: Tempted, you chance a drink. You
feel yourself transformed, but not as you'd hoped!
Im a reflective poal of water you see the features of
a great ape! This is your reward for not trusting the
guidance of Allah. DI /Beastform

WILDERNESS LORE: You haved seen many
apes near here, but know they do not occur natural-
Iy in these parts. You make the obvious connection
and do not drink. S1/D1S Wisdamn

720 Mo Avard
T2l Mo Award
TIZ - Mo Award
733 Mo Award
724 Mo Award
725 Do Award

76 A wreath of fire floating in mid-air appears
before you. Strange voices echo in vour ears, sum-
moning vou (o the flames.

MO SKILL: You close vour eyves and concentrate
On POUr prayers io resist the faal call. Sosn the voiges
fade and, when vou open your eves, the flames are
gone. You feel yvou have passed a great test.
D2/ Enduring Hardehip

FATED, - INSANE, - BEGUILING (All Man-
datory): The voices speak cunningly, promising all
the things you desire. You only have to worship the
flames. You are tempted and, in that momesnt, the
Mames rush forward o consume you, DI/ Lose Pfe-
E Wounded (6 or less)

127 Blue, green, and violer flames surround you,
bBut the flames cannot touch one who speaks the name
of Allah.

MO SKILL: The Nlames die away; yvou are unscath-
ed, DI/S1/ Plety

ACCURSED, ENVIOUS, GRIEF-STRICKEN
{All Mandatory): You strugele to focus vour devo-
tion, but terror weakens you, Your concentration
falrers and vou-are blasted by the uncanny flames;
DI/SEWounded (7 or less)/Insane (6 or l635)/Lose
Presy
728  Flames dance before your eyes; you cannot tear
yourself away. You are being absorbed: into-the
weird, rhythmic flickering.

MIMNOR or MAJOR MAGIC (Mandatory), MO
SKILL: You reach for the fire and you are trapped!
D1/Enslaved

PIETY: The flame of your faith burns higher than
the unholy flames of the mystical fire. You resist the
enchantment'and turn away. When you turn back,
the flames are ' gone. D2/ Fiety

729 The unearthly fire fascinates and hypnotises
YOuL.

MO SKILL: The fMames suddenly: swirl: and
coalesce into the form of a mighty "efrest. “Who
dares come before me withowt permission” he roars.
One gesture and yvou are blasted by his malevolent
power. D=1/Ensorcelled

WISDOM: The flames -are quite interesting bur
caution dictates observation from a safe distance:
vou withdraw in haste. When you turn to look back,
the flames have disappeared. 31/01/Determined

T30 Your gaze iz riveted o the flickenng flames
that burn without fuel, Voices speak in your head,
whispering laments that wrench your heart with
SOTTOW.

MO SEILL: Overcome with grief, vouw stagaer
away. 31/Gref-stricken

ENDURING HARDSHIP: Your heart is heavy
with melanchaly, but vou control your grief and stare
resolutely into the Mames, hoping for an insight in-
1o the nature of the enchantmeant. In tme, the lames

25

receds. At the center vou find a gleaming treasure.
D2/52 Traa”

131  Strange sparks like glowing snowflakes are
drifting from the window of a small, isolated hut.
Alarmed, you.crouch down in the shelter of tall
shrubs.

NO SEILL: You hide in fear for a while, then
decide to approach the hut. When you look up —
it has vanizhed! 51

STEALTH & STEALING: Though frightened,
you approach the hut, moving silently through the
brush. A wizened figure in colorful robes emerges.
Youtake a chance, running through the door as the
wizard steps away, Inside, resting near a forge, is
a magically glowing spear. You snatch it and dash
off into the darkness, the wizard's howls of rage
echoing behind you. D1/31/5parkling Spear
(147)/Pursued

732 You find your path blocked by a bloom of fire.
As you run for cover there is a greal cry of agony
and despair.

MO SKILL: Your fear is too great — you dive in-
to shelter and huddle, shivering in  terror.

- D-1/51/Grief-stricken (1 turn)

DETERMIMED, ENDURING HARDSHIP,
WEAPON USE: At the crv, you rush back to rescue
whoever is in trouble. It is a fair maiden, caught ini
theembrace of a fiery being. You grab the maiden,
and run for vour life.

(If you are female) She becomes your lifelong
friend. D2/81/Qwick Thinking

(I vou are male) She clings to vour heroic frame
and gazes ai vou with-love, D1/51/Beloved/Enduyr-
ing Hardship

733 You scream in terror as a gout of flame issues
from the earth around you. Others come in response
1 your cry.

MO SKILL: When they arrive, the fire has disap-
peared without a trace; they disbelieve vour story
and think you are crazy. S1/5corned

STORYTELLIMNG: Your story is so vivid that the
others believe you. They are filled with wonder and
awe. D1/S1/Srorvielling

134 A swirl of blue flame appears out of nowhere.
At the sound of your temor-stricken ery, the cloud
of fire forms into a small "efrest, who apologizes
profusely for frightening vou.

MO SKILL: All you can do is stammer in terror;
it reforms into a cloud of blue flame and disappears.
S51/Insane (7 or less)

QUICK THINKING: You scald him for his rude
behavior, causing him to wince in shame. “1’'m ter-
ribly sorry. T'meant no harm. Please take this as a
token of my regret.”’ He gestures and disappears,
leaving an interesting item. S1/D01/ Trea®*

735 A bright ball of light bounces in front of you,
then away, then close, then away. As you ery out
n surprise, 4 strangs old man hobbles into sight, call-
ing **Imakzyar! Ger back in vour cage!™ The ball of
light seems to shrink, then moves off. The man
apologizes for the shock his "pet” has given vou.

MO SKILL: He presents you with a small gift.
51/Copper Drum (157)

MIMNOR MAGIC: You beg to be his apprentice.
Alter testing your wit and ability, he accepts.
D1/ Lose Plerv/Major Magic

736 The whirlpool opens beneath the ship — there
is no time to avoid it. Atits center is a small gleam-
ing tower of rock, wreathed in a clutter of metal.
Could it be magnetic? You may dunip aff metal ob-
Jeces overboard, or fry fo il free.,

If you dump all metal objects: once free of the
magnetic pull, the ship sails away easily. Unfor-
tunately, you lost & grear deal of wealth. D151/ W-2
(Min:Poor)/Scorned

I you iry to sail ouer roll two dice, and 'add 'l for
seamanship:

* 2.7 You fail, and the ship-is wrecked. W-2

(Min:Beggar)/Lost/Select another player to put

e ——.

you in any coastal space.
® £+ You succeed in saving the ship and all the
wealth., D253 Respected

* 737 Yeu and the crew struggle to wrest the ship
from the grasp of the whirlpool, but the voices that
sing in your ears call to.you, and you cannot resist
their Inre.

MNO SKILL: The zhip is sucked down into the
wortex, and you must swim for vour life. DI/S1/W.2
(3viin:Penniless)/Lost/Choose another player to
place your marker in any coastal space

SCHOLARSHIP, STORYTELLING: You
recognize the call of the sirens from the old tales.
Plugging the ears of your crewmen, vou bind yourself
to the mast that you might hear the siren’s song. The
crew brings the ship through safely. D2/S2/Res-
pected/ Chuick Thinking

138 Tﬂupmdcntl}fgl'.eth{:::humtngwatcfsawlde
berth, though it causes vou a delay as you scarch
E‘nrﬂsaﬁ:r course, Place your Ongin marker on your
current wealth level and move vour wealth marker
to Beggar. You will move as'a Baggar for vour next
turn, then return your wealth 1o its normal level,

739 A parrow passage between two rocks is dif-
ficult because of tricky currents. Once you enter the
gap, you notice the terrible undercurrent pulling the
ship to the rocks.

MO SKILL: You shout a command 1o change
oourse, but the helmeman cannot hear vou in the roar
of the whirlpool. With a crash, the keel shatters on
the rocks. W-2 (Min:Penniless)/Lost/Salect anather
playver 1o place your marker on any coastal space

SEAMANSHIP: The helmsman would never be
able to hear your command (o change course over
the roar of the whirlpeol below, Thank Allah you
thought to call for signal flags! D2/51/ Wisdom

240 A merman appears and hails vou, “Welcome
travellers. It appears you'll be joining me shortly,”"

NGO SKILL: Chuckling merrily; he dives. You look
at each other.in bemusement. ..until you hear the roar
of the whirlpool at yvour bow. D1/S1/We2 (Min:Beg-
gary'Lost/Choose anather player to plzce vour
marker on any coastal space

COURTLY GRACES: Before the merman can
slip away, you greet him courteously and ask him
the significance of his jest. Your manners cause him
to regret hiz uncouth joke, and he warns vouwof a
whirlpool up ahead, DI1/51/Courtly Graces

741 Mear dusk, you are startled by the roar of tur-
bulent water. Rushing to the bow, you find a huge
whirlpool opening up befors vou. You shout for help.

MO SKILL: There is no one nearby, Besides, there
is precious little anyone could do to save you. Your
ship is sucked in, ground up, and spat out like gris-
the. S51/°W-2 (Min:Poor)/Choose anather player to
place your marker in any coastal space

SCHOLARSHIP: Your cries are in the tongue of
the sea-people. A host of mermen appear to guide
vour boat out of danger. D2/51/W-1 (Min:Poor)
If you pay, Wisdom, otherwise, Lost

742  You and the crew rush forward to view the
giant black whirlpool below your ship.

MO SKILL: You shout at the top of your lungs,
directing the crew (o trim sails and shift course. Sud-
denly, the waters shoot up before vou in a great foun-
tain! To the surface floats a huge dendan, apparently
slain by the sound of the human voice, just as the
legend suggests. D32/ Dendan Oal (148)/ W+ §
(Max:Rich)

COURTLY GRACES (Mandatory): You give
your orders in & calm, quiet voice. Little do you
realize that the Dendan causing the swirl of waters
would have besn slain by a shout, but now he Iurks
beneath your boat and sucks it down into the depths.
D1/51/°W=2 (Min: Poor)/Free move 1o any coastal

SpAaDE.

743 You marvel at the black waters churned to a
froth beneath the ship. Yo cast a bucket in the water
and haul it up. It is full of tiny black fish.

(7 19-743)
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MO SKILL: They are obviously the cavse of the
disturbance, and not very interesting. Mo Award

WILDERNESS LORE, SCHOLARSHIP: You
recopnize these as the favorite food of the dendan;
you know this creature can be slain by the shout of
men, 50 vou begin a great ory, Soon, & huge shape

floats to the surface. SE/D1/Dendan Oil (148)/W -+ 1

(Max:Rich)

Tdd  You siruggle to avoid the swirling waters of
the whirlpool, but you are being sucked inexorably
in. Suddenly vou spy 2 rocky reef.

MO SKILL: You run the ship aground. The repairs
will b costly, but you have saved the ship.
D151/ Wl (Min: Poor)/Respected (7 or less)/ Luck

SEAMANSHIP: Using the shiciding power of the
reef, you smoathly guide the ship past the whirlpool
and into safer waters, D281 Respected ASeamanship

745 You gape 2t the whirlpool; incredibly, the fun-
nel of dark water leads directly to the ocean bottom!
MO SKILL: Terror grips you as you feel the boat
drawn down! You wrench at the tiller and manage
te break free of the whirlpool's grip. D-1/51
SCHOLARSHIP, STORYTELLIMNG: You've
heard fales of a kingdom beneath the ocean. You
gather wour courage and jump overboard.
D251/ 0pportunity 1o enter Undersea Kingdom

746 The great whirlpool seems harmless enough,
as long as vou keep & respectful distance.

SEAMANSHIP (Mandatory)y, NO SKILL: You
are certainly far encugh away.... DI/SLAW-2
(Min:Beggary'Choose another player (o move your
marker to any ¢coasial space.

WISDOM: Your refusal to approach was shrewd.
The whirlpoel suddenly grows larger; you baraly es-
cape. DI/ Seamanship

747 You stari to steer clear of the whirlpoo.

NO SKILL: The currents are unusual; which way
to go? You make a lightning-fast decision. The ship
sinks. D1/S1YW-2 (Min:Beggar)/Choose another
player to-place your marker on any coastal space

SEAMANSHIP: You carefully judze the currenis
and, with a small prayer o Allah, steer hard to wind-
ward — and save the ship! Di/Bespected (6 or
less)/ Queick Thinking

748  Your ship is drawn closer and closer to the the
maslsirom! “What are vou waiting for?'" screams
& crewman,

MO SKILL: You are paralyzed with fear. The
crewman grabs the tiller and saves the ship. Youare
dismissed from your post and shunned. D-1/51/
Scocned (7 or less)/ W=l (Min:Respectable)

- WISDOM: Allah help you to make the correct
decision! Clenching your tecth, you turn the tiller
and...save the ship! D3/517/L ek Fespected

749  You freeze in terror as the water chuens below
the ship. The crew and passengers shriek in térror.
Fertunately, the disturbance abates.

MO SKILL: You are aecused of cowardice, D-17
51/5corned (6 or lass)

BEGUILING: The people mistake your paralysis
for composure and confidence in a crisis; vou do not
correct them. S51/D1/Respected (6 or less) Acting
& Dicgine

T80 Evil-smelling steam rises from churning waters.
You cry, *"There is no sirengih or power save in
Allah,™ but still vour ship is sucked down, and you
emerge in an “efreet-haunted land.

MO SKILL: You slip gratefully into insanity.
D1/51/1Insane

EMDURING HARDSHIP: Though stunned by
shock and tecror, you retain your sanity and ook
around you, D2/81/Free move to Dusky Land with
immediate encounter/ Platy

751 You besecch Allah for deliverance,

MG SKILL : The passengers hear vour hysterical
performance and are terrified; the captain swears to
dump you overboard if you act this way again.

D-1/51/Scorned
WISDOM: You pray quictly, and survive the

(744-782)
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perilous encounter, DI/S1APiety

752 Your ship is caught in & whirlpool, and appears
destined to descend into the dark funmel.

MO SKILL: Sesing rats asbandoning ship and
swimming toward a distant island, you wisely decide
to follow suit. W-1 (Min:Poor)/S1/D 1/ Free move
to any island

FATED, ACCURSED (Bath Mandatory)y: Go o
paragraph 3135

753 You ask Allah for guidance as your ship is
destroyed. While floating on a piece of driftwood,
vou reflect on this.

MO SKILL: Fate is unkind; and you are unlucky,
51/Free move to any coastal space

PIETY: Who can comprehend the works of Allah?
A preater devotion might bring vou wisdom, D2/

E170n Pilgrimage’ Bisdom

754 The swirling sands suddenly resolve into the

shape of an ‘efreet of commanding stature., **Allah

help me,’’ you whine, Roll two dice, and add 1 each
for Plety, Luck, Appearance, Fated:

# 2-TThe “efreet roars, *“How dare you bring THAT
name to this land!?"" He hurls vou a grear distance.
21D Wounded (6 or less)/Lost

* &+ The jinn smiles and savs, “Be of good cheer,
Tam the Believing Jinn, and your words are a com-
fort to me." D2/51/Plery/ Minor Muagic

755 The howling wind drives bits of sand into vour
aves, You can hardly draw breath or speak.

MO SKILL: You begin to choke. Asdarkness falls
you still are buffeted by the sand. D1/ Crippled (7
or less)/Lost

WILDERNESS LOERE, WISDOM: You seck
shelter before (rying out vour lungs. And lo! Aid
is at hand...a traveller appears 1o guide you, D1S
Blessed (1 turn)/ Luck

756 Your voice is dwarfed by the roar of the wind,
Your throat is parched and vour eves blinded.
MO SEILL: You have exhausted voursell in futile
cries for help. D1/Crippled/Lost
EMDURING HARDSHIP: Your suffering and
confusion are great, but vou persevere. Finally, your
¢ries are answersd, D3s51S Wounded/Luck

757  You stumble and collapse, half=conscious. The
sand covers you untl only your kead is left above,
Worse vet, the stortn slackens, and a band of desert
nomads happen by and notice your pradicament!

MO SKILL: They chearfully taunt you...leaving
you to free voursell as best vou can. D1/52/5com-
ed (1 turn)Wounded (6 or less)

BEGUILING: You convince them that vou are
the living head of an executed man. Awed by such
a malignant will, they keep their distance. DI/52/ER.
diering Hardship/Acting & Disguise

738 You wisely decide against traveling too fast or
far.

MO SKILL: When the storm subsides, vou have
not gone more than 5 feet! 51/Place your destina-
tion marker in the space you are in; you may not
move fexi turm

WILDERMESS LORE: Your desert experience
piTmits movement without risk or delay. D2/
Hildermess Eore

758 Travel is impossible uader such conditions.
You must find shelter against the stinging sand,

NOSKILL: You crouch in the lee of 2 tall dune,
and wait patiently for the storm to abate, D1/Lost

LUCK: You stumbie upon a handle. You grip it,
tug, and a small trapdoor opens before you. Inside,
you find & small room, well-stocked with food, water
...and jewels! A bandit hideaway! D2/51/Lweks
W L (Max:Rich)

760  You search for shelter, but find none. Ex-
hausted, you huddle beneath your robes. Eventual-
ly the wind dies, but where are you? D1/Lost

761 A companion once said to keep moving in a
storm 50 that you would not be buried in a drift.
MO SKILL: As you collapse, exhausted, too weak

to move, you reflect that the advice was not as zood
as youwthought, D1 Crippled (6 or less)/Lost/Lose
Enduring Hardship

WILDERMESS: LORE, WISDOM: That is
nonsense, You take eover in the shelter of 2 tall dune
and wait ouwt the storm. D1 Brdom

762 Mo Award
T6d - Mo Award
764 Mo Award
765 ™No Award
766 Mo Award
767 Mo Award
768 Mo Award
768 Mo Award
70 Mo Award
771 Mo Award
772 No Award
773 Mo Award
714 Mo Avward
775 Mo Award
T MNo Award

77T When you pronounce Your desire to end your
relationship, your beloved weeps in distress.

MO SKILLS: Aspersions are cast and suspicions
voiced. The pain of grief bites bitterly in vour heart,
S1/Grief-Stricken.

ACTING & DISGUISE or SEDUCTION: You
announce your intention to abandon your love, for
the OTHERs happiness. Your lover is convincad,
and your parting is amicable. S1/4cling and
Disguise,

718  Your beloved is saddened by your pronounce-
ment, but acknowledges the firmness of your resolve.

MO SKILLS: The parting is painful, but you both
accept what must be. S1

WISDON, RESPFECTED: The cooling of your
passion shows you that your fove will not flourish.
You both have bearned much, and part with good
will and friendship. S1/D1/Blessed (6 or less).

719 You have viewed strange creafures in vour
travels but none 50 strange as this! You follow and
observe as long ag you can.

WO SKILLS: Later, your acoount is 20 vivid that
your truthfulness cannot be doubted. 51/5rorvreling
ar Wifderness Lore

QUICK THINKIMNG: You track and snare the
creature. A wealthy man buys it for a sizeable sum.
S1/D0/Place your destination marker and a random
treasuce on & city space (another plaver's choice);
when you arrive, you gel the treasure

T80  The beast is in poor healeh; its dull eyes plead
for vour aid. You offer it food and water, but it
retreats in fear each time vou approach.

NO SKILLS: You give up in despair, and are deep-
ly saddened. 51/Grief-stricken.

WILDERMNESS LORE, WISDOM: Death comes
to all things; it is Allah’s way of insuring only the
strong will survive, DI Wisdom
781 The beast’s foot is lodged in 2 trap. Moved
by compassion, yvou free it. Tust 35 you succeed, a
voice cries, “Ahal A poacher!”” Guards ssize you.

WO SKILLS: You are punished, although you
have committed no crime. D1/ Wounded (6 or less)

PIETY, COURTLY GRACES: you berate the
gpuards for this injustice. Your vehemence causes
them (o lock al your fine clothas, hesitate, and release
vou with apelogies. S1/DIA Actlng & Disguise

782 Theodd, man-shaped beast seems to be in pain
and cannot walk. You offer it aid, and it erawls on-
to vour shoulders, Once there, it refuses o let go!
MO SKILLS: It rides vouw like a horse and mistreats
vou terribly. D1/31/Ensorcelled
LUCK, QUICK THINKING: You sesk comfort

from your woes in wine; the beast demands a drink.
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It gulps great quantities and is soon besotted. It Talls.

from yvour shoulders in a stupor, and you make your
escape. S1/D1/Enduring Hardship

783 The beast kneels at the mention of Allah.

MO SKILLS: When your prayers are finished, it
nuzzles your hand. You marvel, and are confirmed
in your faith. D1/51/Per/ Q5

MINOR MAGIC (Mandatory): Yoware stunned
by the creature’s intelligent action, and believe it is
& human suffering enchantment, You spend fruitless
hours trying to break the non-existent spell. 51

T84 As you speak, the bizarre creature cocks its
head as if curious, then turns and moves swiftly away.

MO SKILLS: Tt quickly outdistances vou, and no
ane believes your wild tale, 51

WILDERMESS LORE: You track the beact to its
lair and discover an entire family. You wait until the
parents leave to forage, then sneak inside and steal
a baby to bning to the sutlan. 51/D1/Respected/Q:5

785 - The beast stares asif it understands and would
speak. A noise stactles it; it bounds away.

MO SKILLS: You seek to fallaw but lose its trail.
Others scoff at vour unlikely tale. 51

MINOR or MAJOR MAGIC: This beast is en-
sorcelled! You wtter a geries of counterspells, and
the creature is transformed into a beautiful maiden!
Her gratitude is unrestrained. S2/D1/Blessed (if op-
posite sex, Beloved)/Q:S

786 The beast seems wary of your approach. Sud-
denly, as you are speaking to i, it lunges at yvou,
MO SKILLS: You scramble aside, but cannot
evade 115 swift attack. 51 Wounded (6 or less)
QUICK THINEIMG: You wers wary of the crea-
ture and prepared an escape route, Though startl-
ad, vou avodd injury. S1AD1S Bilderness Lore

T&T As you speak, a menacing intelligence shines
in the beast’s eye. In the sand it clumsily writes, “Give
me a gift, and T will aid you,*"

MO SKILL: You may pay the beast a treasure or
wealth level, or refuse.

I you pay:the creature reveals the secret of entry
into & Place of Power. 1/D2/Lose | treasure or W-1
(Min:Poor)/Opportunity to enter 2 Place of Power
of your choice/ L5

I you ghve notking: it savagely attacks you.
D1 Wounded (6 or Jess) : :

MATOR MAGIC: You break the enchantment
and it is transformed into'a wizened sorceror, who
grants his aid in gratitude. S1/D20pportunity to
enter & Place of Power of your choice/ (x5

T8E  Hiswealth is guarded, but his personal guards
are puny. You scatter them and take him prisoner.

MO SKILLS: The fellow swears to die rather than
pay ransom, DIAOuilaw

STORYTELLING, WISDOM: With aptly chosen
parables you demonstrate how it is better 1o live poor
than diz rich. The added dramatic flounshes of your
weapon drive home the message. Terrifled, he pays
the rapsom. 51000 4+ 2 (Max:Rich)

789 - Heis so well guarded that vou despair of tak-
ing him by force.

MO SKILLS: You abandon vour plans. Mo award.

BARGAINING, BEGUILING: You worm your
way into his trust by pretending to be & merchant,
He believes you to be a fast friend, and, in an
unguarded moment, you find it easy (o abduct him.
DLW + 1 (Max:Res, WA cting and Digglize

790 MO SKILLE: The guards appear negligent, but
it is a trap! They react instantly as yvou approach,
D1/ Imprisoned

STEALTH AND STEALING: Experience warns
that things appear too easy; you avoid the trap, and
escape unidentified. D181/ Quick Thinking
791 The other it over-confident feom years of sue-
cess and comfort.

MO SKILLS: Even an inexperienced trader can
profit from this one! DIAW 41 (MMax:Rich)

MINOR MaGIC: You notice an ancient heirloom

37

with magical powers among his goods. Though yvou
pay & sizable sum, the best of the bargain is yours.
W-1 (Min:Poor)/If vou cannot pay, Mo Award;
Otherwise — D1/81/Trea*/():5

782, The merchant stems quite interested in vour
possessions, and offers a fair price. You may trade
skill levels or treasures for one Wealth level each.

793 After trading with the wealthy merchant, you
no longer wonder how he has become so wealthy.
MO SKEILLS: You trade your valuables for his
most worthless goods. DL/W-1 (Min: Penniless)
BARGAINING, EVALUATION: You hald your
own in the sharp trading and manage to gain infor-
mation aboul a commodity you are seeking. D/ The
space you are incounts as having anyone product
you wish/ QS
794" The other challenges you to join in éensrgetic
devolions.
N0 SKILLS: Exhausted afier matching his pace,
you collapse. Disgusted, he leaves, 51
ENDURING HARDSHIP: You keep pace with
him and achieve a mystical sense of oneness with
Allah, DI/Enduring Hardship/ Prety/Q:5

795 The other abruptly ceases his rituals, annoyed
by your interruption,

MO SKILLS: Heis brusaue and insists vou leave
him in peace. Mo Award

COURTLY GRACES: Your humble politeness
softens his irritation, and he aids vou with informa-
ton, DI/Opportunity to enter Stonchenge/Q:8

186 The Dervish iz lost in mystical communion; yvou
canngt break his concentration. Mo Avward

797  The other has no worldly possessions but shares
freely knowledge gained through his travels,

MO SKILLS: Moved by his wizdom and depth of
EXpATIENCE, VOU TesUme your journey with remevwed
faith and energy. D1/Wisdom OR Pledy/Lose any
one status of vour choosing/Q:5

STORYTELLING: You share several stories.
Pleased, he offers to accompany vou if you will share
vour of tales. D1/317Blessed with Piety, Wisdom,
Enduring Hardship (Companion skills) Q5

198 Absorbed in his devotions, the other is easily
taken. You press him for his knowledge.

MO SKILLS: He refuses to speak and cannot be
intimidated. No Award

BEGUILING: He is unwise in the ways of the
world, and easily tricked info revealing information.
D1 Pursued "Opportunity to enter the Dasky Land

To%  Your victim cries out and flees as you attack
him. Suddenly he is joined by othecs. You are out-
numbered and have lost the advaniage of surprise,
MO SKILLS: Wisely, you withdraw, 51/ H sdom
DETERMINED, WEAPON USE (Both Man-
datory). In fury, you atack anyway. Though vou
kill and injure many, you are eventually overborne
and taken captive. The sultan sees no reason for le-
niency. D-1/81 Wounded (6 or [ess)/Imprisoned.

S - Your victim fless, protesting and begging vou
not oo hwrt Rim. You withdraw before others are
drawn to his cries. Mo Award

801 Your attack takes the other by surprise, but
routine sirenuons devotions have made him strong
and determuined . He defends himselfl very elfectively.

WO SKILLS: You realize his strength but cannot
disengage...you are quickly battered unconscious.,
DI/ Wounded (6 or less)

QUICK THINEING: You begin to whicl and
chant ¢lumsily. Confused, the dervish supposes he
has mistaken your devotions for attack, and polite-
Ty (bt wearily) pecmmits you to withdraw, D1/ Wisdom

B0 The soldier agrees to work for you., Occasional-
ly, he seems (o stare at you maliciously,

MO SKILL: You awaken gapged and Bound.
“MNow [ shall have vengeance for what vou did to
my parents,”” he leers. You cannot tell him of his
ertor, being gagged. He beats and robe you. D1 W-2
{din: Penniless)/ Wounded (6 or less)

STORYTELLING: Oné night vou share your life
story with him. He gives vou a puzzled ook and says,
"You are not whe I-thought wou were," He gives
back vour money and abruptly departs. D1/52

803 The soldier accepls vour gold, pledging his
allegiance. However, he disappears one dark night.

STEALTH AND STEALING (Mandatory), MO
SKILLS: Enraged, vou pursue him, intent on pun-
ishing him for his treachery, D1/Envious.

PIETY: You pray for him and leave word of vour
route before resuming vour journey. Many days later
he catches up and apologizes, explaining that he feft
b0 pursue an-old enemy, wiom he miraculously
defeated... He was told vou prayed for his safety
and, mowved by vour faith, swears (o serve vou and
repay your -trust. D1A5E Pietyp/ Weapon LUlse at
Master (I use)

804  The soldier agrees to your terms, but is of lit-
tle use to you. Finally you dismiss him, poorér, and
somewhat-wiser. Dl

805 The soldier ignores you completely. He is in-
tent on achieving revenge.

MO SKILLSE: You hope to find someone more in-
teresting to speak to, Mo Award

STORYTELLING, PIETY (Both Mandatory):
You patiently insist that the other listen to you and
tell himy the tale of the Vengeful Camel. He considers
your tale carefully, then thanks you for showing him
the ¢rror of his ways. D2/51/Blessed (1 turmn)/Q:5
806 He peers suspiciously at vouand ¢ries, " Aha!
Aren’t you the dog I have sworn to kill?""

MO SKILLS: " This acf of obsisance 15 meant to
deceive me!™ He wounds you severely before your
identity is discovered. DI/ Wounded (6 or less)

APPEARAMNCE: Your distinctive form could not
long be mistaken for another, Realizing his mistake,
the ather apolagizes profusaiyv. The story of his ven-
FEance i quite an interesting tale. DI/7S2

807 “The only thing I wish iz the destruction of
my enemy. Ald me and [ will serve you "

MO SKILL, PIETY (Mandatory): You will have
no part of such things. D1

WEAPDOM USE: Your offer your sword and, with
vour help, his just vengeance is achieved. D1ASLS
Respecteds Weapon Uses/ (25

808 The soldies is suspicious and, when you offer
1o buy his fing sword, howls “I knew it! You have
been sent by my enemies to rob my defenses!*
MO SKILLS: He beats vou soundly despite your
protestations of innocence. DL Wounded (7o less)
PIETY: Others come Lo youraid, protesting your

innocence, The soldier is chagrined and begs you to
call’ on him: if you ever nesd of protsction.

D1/ Weapon Use (1 use)/ LS

809 The voung man seems anxious (o pay a high
price for an item you believe is worthless. You may
sell it or keap fi:
If vau self i D1AW = 1{Max: Rich).
Ir you keep it toll one die, and add 1 each for
Scholarship, Minor Magic:
+ I-4 You find no evidence of special value, No
Award
& 5 It turns out to be a précious treasurs!
D2/ Protective Talisman (167)

810 The ather favors you with 3 withering look.
Something about his grim visage frightens you; vou
move hastily away. 51

811 You are caught in the act; the furiovs soldier
hatters and accyuses you of many crimes.

MO SKILLS: Fortunately he disdains to waste his
time punishing you. D1/ Wounded (1 turmn)

BEGUILING (Mandatory): You protest your in-
nocence, further enraging the voung man. He
generously devotes his time to chastising you.
D AW ounded (6 or lessifLose Appearance

812 You snatch the soldier’s purse and disappear
before he can respond. Inside are a few coins and
a worthles picce of children's jewelry.

(783-812}




= WTI ML . . -

NO SKILLS: Later, you hear that the jewelry once”

belonged to the soldier's dead sister; he has sworn
to slay the one whao stole it S1/Pursued

EVALUATION, WISDOM: Such jewelry can be
of no value but sentimental. You sneak into his
quarters and refurn it with an anenymous apology.
D1/ Wisdom or Fiety

‘813  The soldier is traveling in your direction and
agrees to accompany You. You are waylaid by a troop
of vengeful soldiers. The leader points to your com.
panion and asks vou, Do vou travel with this man?**

MO SKILL: Fearful, you deny it. Got to paragraph
1364

LUCK, WEAPON USE: Though the fight is
desperate, you are victorious. Your companion is
grateful, and wishes to accompany you as
bodyeuard., DI1SSLS Weapon Use at Master (6 or
less) QS

814 The soldier laughs in your face and observes
that a man with his skill and renown would hardiy
serve a man like vou.

MO SKILL: This public mockery shames you.
Di/Scorned

COURTLY GRACES: You endure the soldier's
Coarse jests, correct his manners and breeding, and
conclude that no more can be expected from one of
his kind. He is greatly disliked, and others take your
part, congratulating your courage. D1/51/Respected
815 The man atks a soberingly high fee, Initially
appalled, you agree after a brief demonstration of
his prowess. . ;

MO SKILLS:{f vou carmmot ar will rot pay, No
Award; OQtherwise the soldier becomes your
bodyguard. D1/ W3 (Min:Baggar)/ Weapon Use at
Master (6 or less). ;

BARGAINING: You convince the soldier of the
potential of your enterprise; he accepts a share of
the profits as his fee. D1/ Weapon Use at Master (6
or less)} S

816 You observe the soldier as he boasts his ex-
ploits to an admiring crowd. As evening falls, you
follow him to his quarters.

MO SKILLS: You discover his sleeping-chamber,
but his window is high and inaccessible. No Award

STEALTH & STEALING, QUICK THINEING:
You climb over the roof and into his room. He is
‘sound asleep. You steal his purse and sword. Later,
you discover the sword is magical, the source of his
power. D273/ Thunderbols Sword (173)

817 Asyou grab the great man's purse, your wrist
is clamped in an iron grip. “Allah frowns upon abuse
of the foolish; I will not kill you,” he says.
D1/Outlaw

#18 Perhaps you are overconfident — vou are in
desperate straits. The man is far more skilled than
you supposed. He toys with you, slashing yvour
garments to shreds and tracing tiny wounds with his
razor-sharp sword.

MO SKILLS: Finally vou collapse. He kicks dust
on you, spits, and leads the ridiculing crowd,
D1/5comed (7 or less)/Wounded (6 or less)

ACTING & DISGUISE: You feign a faint and,
when the other draws near, grab his leg, toppling
him to the ground, The crowd cheers.
D1/51/ Wounded (7 or less)

819 Youdon't have a chance against this one. You
quickly realize your folly, throw down your weapon,
and plead for mercy. He spits and lavghs.
Dr-1/Scorned.

820 Heis the finest, cleverest, and least honorable
swordsman in the land, Even a master might fall to
this one,

MO SKILL: He teases you with false hope — im-
agined openings, feigned fatigue — then casually
disarms and humiliates you. Before the sultan, a
wicked vizier counsels that vou serve the swordsman
as slave. D-1/51/Enslaved

LUCK: Overconfident, he feigns fatigue and diz-
ziness — but overacts; you catch him off-guard and

(513-837)

38
are on him like a carpet. Your reputation grows to
legend overnight; few have defeated this fearless lion.
D2/52/ Weapon Use/Respected

821 “Lthink of my lost lover ceaselessly but must
put-my heart aside and accept vour kind offer.”"
MO SKILL: This lover is faithful and dutifil but
cannot forget the lost one. You cannot find happiness
in such & union. DI1/Grief-stticken
APPEARANCE, COURTLY GRACES: Your
charm diverts the other’s sorrow; the prospects for
mutual affection are encouraging. D1/ Beloved

822  “You are kind, but it can never be. [ have g
lover at sea, torn from me by cruel fate. .. and parents.
If you love me, help me to join my lover.'

APPEARANCE, SEDUCTIOM (Both Man-
datory), NO SKILL: Stung by rejection but driven
by pride you press your suit, The frusteation and
humiliation is too much to bear. 51/Cref-
stricken/Lose Appearance OR Seduction

QUICK THINKING: The challenge of aiding the
ather is appealing. By plaving the villian, you bring
the lowvers together with the parent’s blessing.
Dx/81/Blessed

823 “Yourattentions are most unwelcome at thiz
time, for my lover is dead and I wish only 1o be with
my family and friends.”” You acknowledgs the pain
that causes such discourtesy and politely withdraw.
D1

824 Alone and distraught in an unfamiliar land,
the other encourages your attentions.

MO SKILL: Homesickness brings nothing but
unhappiness; vou part on unfrendly terms,
However, you cannot put your fover from yvour heart.

DS Love-struck.

WISDOM: You realize the other is unhappy and
triust return home, You actompany and live in hap-
piness. Roll one die to determine the home of your
loved one, 1-2: Bilma; 3-4: Daybul; 5-6: Kiev; place
your marker there. Married/D2/5] '

815 “The shipwreck has left me wretched, [ can-
not remember the land of my birth; T am destitute
of family, friends, and wealth.”

MO SKILL: There is nothing vou can do 1o aid
the other. 51

WILDERNESS LORE, SEAMANSHIP: When
the other describes the customs of home, you
recognize the place as Serendib. You offer to accom-
pany the other to Serendib ... for appropriate con-
sideration; the  other gratefully accepts.
D2/0):8/Place your destination marker and a ran-
dom treasure in Serendib; when you reach Seren-
dib, you get the treasure

826 “You would take advantage of my desperate
situation to drive a hard bargain? Pfah! [ would never
deal with such a dishonorable one.™

NOSKILL: You can’t prove your honor; nothing
comes of your offer but a tarnished reputation.
D1/Scorned (I turn)

PIETY, COURTLY GRACES: Your repuiation
15 without blemish, your friends verify your integri-
ty. Seeing the truth, the other deals fairly with you.
D1/W + 1 (Max:Prineely)/ Bargaining/Q:5

827 The other seeks an enchanted site on a fabled
island and would give a great deal to reach it.

NOSKILL: You've no notion of how to find this
place, nor whether it even exists, 51

SCHOLARSHIP: Through research vou diccaver
the other’s destination is Stonehenge. Though dif-
ficult, the journey is possible for a stout heart, You
are well paid. D2/W + 2 (Max:Rich)/Opportunity
to enter Stonchenge QLS

B28 The one quickly accepts vour offer.

MO SKILL: As might be expected when you hire
fomeone who doesn't know where he-is, you are
samewhat disappointed with the quality of his ser-
vices. D-1/51/Lose Quick Thinking or Wisdom

LUCK (Mandatory): Lised to following hunches,
¥ou- are perversely confident of this fellow's
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usefulness. You follow yvour hunch into deep trou-
Dle. D=1/51/W-1 (Min:Poory/Lose Lk and

-Wisdom

829 You recognize the talents of the other and
realize that, when lost, he is at your mercy; his ser-
vices may be had at a fraction of their worth.

MO SKILL: You deduce his destination but con-
ceal it to keep him dependent; his services are quite
valuable. DI/W + 1 (Max:Res.)

PIETY, COURTLY GRACES: Honor commands

vou bo reveal the other®s destination, and vou offer
aid in reaching it. Impressad, he reveals he is a power-
ful noble in his land and rewards you for your kind-
ness,  D2/W41  (Max:Rich)/Blessed (1
turn)/ CnS/ Trea*
830 The other agrees to work for you. Over time
you realize the other is talkative — very talkative
— incessantly talkative. Finally, you conclude the
other must be dismissed if you are to get anything
done. D1/ Wisdom

831 - The other accepts your kind offer, but is
distracted by melancholy and cannot perform the
required duties. T

MO SKILL: You are forced to dismiss this useless
companion. S1. ; ;

FIETY: The other is deeply depressed, but your
example of faith and resolution makes an impres-
sion. Over time, the other finds comfort and per-
forms admirably. D2/Piety/ Bargainine ar Weapon
Uise (Either 7 or less)

832 Mever before have vou encountered so bitter
and ¢ritical 2 soul. Never happy, always complain-
ing, the ather soon drives you to distraction.

MO SKILLS: You regret vour stupid decision to
hire this wretch and, for your own sanity, dismiss
him. He bitterly rafls against and villifies you.
31/8comed

ENDURING HARDSHIP: The other is a skilled
worker, 50 you tolerate his annoying personality. His
dispesition improves as you praise his work; you
benefit greatly from his diligence. DI/W+1
(hax:Res. )/ Evalvation or Scholarship (Either 6 or
less)/iy:5

B33 “I am already spoken for. I am sorry.”

SEDUCTION (Mandatory), NOSKILLS: Unac-
customed to rejection, you press yvour suit. Your
shameful actions are discovered, and you are punish-
ed for adulterous conduct. D]/Imprisoned.

COURTLY GRACES: Your charms are 5o cap-
tivating that you are offered an introduction to the
other's sibling, who turns out to be even more hand-
some and charming! D1/51/Beloved Q:5

834 The one is virtuous and honorable, and loves
you deeply, but cannot abandon the aged mother.
NOSKILL: You must face your unhappy fate, D1/
Gricf-stricken
SEDUCTION, APPEARANCE: Blinded by pas-

siom, the other goss away with you. Your love is
strong, but your lover {5 consumed with remorse,
D1/51/Grief-stricken (6 or less)/Beloved/Lose
Wisdom :
835 The other is smitten with you and swears to
fellow wherever you go. However, you later discover
heizsof the sultan's bodyguard and was arrested for
desortion.

NO SKILL: He iz imprisoned, and you are
tragically separated. D1/51/Grief-stricken
- STORYTELLIMG, PIETY: You £o to the sultan
to plead for your lover. Your impassioned defense
touches the sultan’s heart; your wisdom is praised
by all. Your soldier is pardoned. D2/51/Belov-
ed/ Courtly Graces '

836 Despite the other's incessant chatter, you take
bum e, In time you discover the folly of imprudent
charity as vou endure his yammering. D1/Insane (1
tuirm)

837 The other’s words confuse you as yvou try to
follow his obscure suggestions.
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NO SKILL: You are confused and rather badly
swindlad. S1/W-1 (Min:Res.)

BARGAINING: You are too experiencad to make
deals when confused. You ask that the suggestions
be repeated until vou understand, DI/W +1
(Max:Res )/ Bargaining

2383 The other's ceascless babbling drives vou crazy.
Fimally, your patience fails, and vou lose your
ECTODET.

NO SKILL: No one profits from such unpleasan-
tries. Mo Award

ENDURING HARDSHIP, WISDOM: You en-
dare the idle chatter peaceably and politely Final-
Iy, the other gets down to business and is quite sen-
gible and reasonable. DLW + 1 (Max:Rich)/ Evaly
oM 4

859  Bargaining with this jabbering magpie is
endlessly frustrating. A stream of dull reminiscen
ces — travels, family, and social triumphs — pour
from him.

MO SKILL: You politely excuse yourself. Mo
Award

BEGUILING: You pretend great interest in his
babblings, and he regards you as a friend and wise
iellow. You thercupon proceed to swindle him
repeatedly. D2AS1AW + 2 (Max:Rich)

840  The soldier is proud of his prowess and barttle
sxperience. He demands a high price, but to reach
your destination you must travel through a very
CANgerous ared.

N0 SKILL: You may pay kis price or noy,

If vou pay whar ke demands: W-2 (Min:Paor)/go
10 paragraph 1395

If you decide not to hire him: the brigands are in-
decd waiting for you; they beat, rob, and leave you
for dead. 51/W-2 (Min:Penniless)*Wounded (6 or
bess)

WEAPON USE: When bargaining with the
soldier, You propose to test his skills against vour
own. After & brief passage at arms, you gain the ad-
vantage, and his pride is somewhat deflated. He ad-
justs his price. D1/Go to paragraph 1395

841 The other declines. “I'm sorry, but I have
pressing: business elsewhere.™
MO SKILL: You accept the refusal. Mo Award
COURTLY GRACES: You promptly offer vour
aid. Shamed by your generosity, he reconsiders. You
strike a mutually agreeable bargain. D1/ Weapon [
OR Quick Thinking (Bither 6 or less)/Q:S

842 ' The one'is careful'and asks for refersnces.

MO SKILL: Nothing but goodis heard, and the
one is happy to serve you. You are quite satisfied
with the services. DI/ Wildermess Lore OF. Barpain-
ing (Either 7:or less) Q:3

STEALTH & STEALING, SCORNED, OUT-
LAW (Mandatory): **Your reputation is stained; I
cannot work foryou.' Mo Award

843 This person has valuable skills and agrees in
principle to a fair price, but hesitates to leave secure
employment for a more adventurous life. i
NO SKILL: Regretfully you must search for
another person. Mo Award
STORYTELLIMG: Your animated tales of the ex-
citing life you lead are so intriguing that the ather
i swayed and agrees fo accompany you.
D1/51/Choice of any one skill (6 or less)

844 - The other iz cool to your propasals, and seems
absorbed with other matters. No Award

845 Not realizing there was a market for the ob-
Jects collected while traveling, the other is surprised
at your interest, and listens paolitely. .

MO SKILL: You manage to strike a bargain for
a few items, but the other is reluctant to part with
most of the real valuables. DLW + 1 (Max:Res.)

LUCK, BARGAINING: You are persuasive; the
other agrees to sell a number of rare and interesting
items. D1/Choice of W+2 (Max:Rich) or Trea®

3%

846 You spy a fine ring. You know you must own:

it or die — but the owner refuses to sell.
NO SKILL: You are obsessed with the ring, and
cannet rest until you have it, DI1/Envious
BEGUILING: You contrive a story revealing the
ring as an ancient heirloom of vour family. Moved,
the other surrenders it to you. D2/W+1
(Max:Res. v Q:5

347 The other is desperate and nesds money bad-
ly. He has nothing to offer but services.

MO SKILL: You have no immediate use for the
other's talents and can’t see paying money for
something vou don't nesd. No Award

WISDOM, PIETY: There is no apparent reason
for hiring the other, but something — perhaps sym-
pathy — impels you to do 50, Your impuise is for-
tunate, for the other’s skills come in handy.
D1 /Select any one skill {1 use)

848 In trading with the other you obtain an item
apparently of great value. It seems quite a bargain
and promises to yield a great profit when sold,

MNO SKILL: Alas, when you present the item for
purchase, it is revealed as a. worthless Fake.
D-1/81/Evaluation

EVALUATION: Careful scrutiny indicates the
item’s true worth, and vou avoid an unwise purchass,
DiyEvaluaiion W + 1 (Max:Respectable)

849 - The fool is trusting and eager to trade. He ac-
cepts junk in return for valuable goods.

MO SKILL: You make a substantial profit at his
expense. DIAW + 1 (Max:Res.)

PIETY, COURTLY GRACES, WISDOM: Your
principles prevent you from cheating the poor soul
and from making a profit. D1/ Biery

830 He cheerfully takes his pleasure with you, then
reveals he is already married.

NO SKILL: Humiliated, vou accept your wnwise
action and withdraw. DI/Scorned {1 turn)

BEGUILTING: You s¢t a trap for the man and gh-
tain clear evidence of his infidelity, then blackmail
him with a threat to reveal all to hiz wife.
DI/S1/W 4+ 1 (Max:Rich)

851 Believing you interested only in his wealth, he
rejects your suig.
MO SKILL: You accept your fate. DI
APFEARANCE: Something captivates him and
he cannot be parted from you. He lavishes gifts and
attentions upon you. D2/Beloved/W + 1 (Rich)

8§52 The other is rich, well-figured and, you hape,
will make a fine husband,

NOSKILL: However, the cheating that made him
rich is the same that abuses your affections. Your
misery is unbearable when you discover infidelity.
D1/ Love-struck

SEDUCTION, STEALTH & STEALIMNG,
BEGUILING: Only one with your flexible principles
could keep such a man “honest.”” In fact, you are
a fine pair of schemers. D2/51/Married with
Bargaining and Quick Thinking (Companion skills)
853 You haggle for hours, and many coins and
gonds change hands,

MO SKILL: Later you examine: vour trades
carefully and suspect that the other fellow gat the
best of the deals. After consideration, you realize
you have a lot to learn about commerce, D1/W-1
(Min:Foor)/Bargaining

BARGAINING: Your bargaining skills are equal;
you make a fair profit. DI/W + 1 (Max:Rich)/Q:5

834 “Buy these wares!’ hawks the other. "My
family is terribly needy!"

NOSKILL: You buy the man's goods out of S¥TN-
pathy, only to discover too late their poor quality.
You resolve to learn how better to judge the goods
you purchase. DLAW-1 (Min:Poor)/Evaluaifon

EVALUATION: The other’s wares are junk.
Waste no time with weasels. D1/51/Evaluation

853 “Ifyou lend me a few hundred pieces of gold,”
says the other, “I have an investment (hat -:.-ilquaum

your money fivefold." You never see your coins

- again. DI/W-2 (Min:Poor)/ Wisdom

836 He suggests you play the part of a foreign
scholar to verify the value of false items he hopes
1o sell o a wealthy collector.

NO SKILL: You bungle the job by not knowing

-Tacts about the land you are supposed to be from.

You and your swindling companion must fles for
yvour lives. S1A0uclaw

SCHOLARSHIP, EVALUATION:: Ironically,
oneof the "false’ items is of real value, You betray
the swindler and keep this piece. D2/51/Respected
(7 or less)/Magic Saddlebags (153)

857 The fat swindler scurries from vou, squealing
in terror, You pursue but realize you are surround-
ed by the coward*s bodyguard.

NO SKILL: Resistance would be futile. You are
forced to surrender. D1/Imprisoned (7 or less)

WEAFON USE: You draw your weapon with a
Hewrish. Daunted, the bodyguards step aside. You
corner the cheating merchant and deal with him just-
ly. D1/51/Respected (1 turn)

858 Infuriated by the dishonest merchant’s refusal
o deliver on time, you draw your scimitar and
threaten the véermin. He howls and pleads his
INmocamcs,

MO SKILL: The other merchanits take his side,
farcing you to withdraw, D1/Envious

RESPECTED, COURTLY GRACES, PIETY:
Your reputation above reproach, the other merchanes
side with you. The case is taken before the sultan,
and the swindler i5 banished, D1/51/W =1
(Max:Res.)

B39 A merchant of this sort is accustomed to angry
customers, When you threaten him, a concealed wire
net drops on you. His bodyguards deal unpleaszant-
ly with you, D-1/51/Wounded (7 or less)/Envious

800 Intent on revenge, you enter the merchant’s
house to claim compensation. Normally, the pig's
dwelling is well-guarded, but luck — or Allah's
justice — has made the guard sleepy. You discaver
a vast trove and grab what you can, but-are inter-
rupted by the merchant’s return; you flee.

MO SKILL: DI/ASLW 1 (Max:Res )

LUCK, SCHOLARSHIP: Later, you realize that
among the items you snatched are several quite ex-
traordinary gems. D2/S1/W + 1({(Max:Res.)/Tonian
Gems (154)

861 The house is unguarded. You marvel at your
luck and begin to help yourself to the abundant
wealth. Alas! A trap! The merchant and four arm-
ed men appear from hiding. “I've dealt with vour
kind before,'" he says. *'In fact, I started my career
as 4 robber. But [ never got ¢aught,...”

NO SKILL: DI/ Imprisoned (6 or less)

STORYTELLING, BEGUILING, ACTING &
DISGUISE: You remind him of the circumstances
that once drove him to theft and plead your own
desperate case, ““There but for the grace of Allah
go 1,"" he acknowledges, and sets you  free.
D1/81/Storyrefling

BoZ Mo Award
B3 No Award
864 Mo Award
865 Mo Award
866 Mo Award
B6T - MNo Award
g68 Mo Award
869 Mo Award
870 Mo Award
871 Mo Award
87 Mo Award
873 Mo Award
874 Mo Award
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875 You have traveled on foot for many miles; a
steed would be most welcome. Then, there before
vou, a horse — and it wears no hamess! You pray
that this fine beast be yours,

MO SKILL: Despite your prayers the horse
wanders out of sight. 51

APPEARAMNCE: The creature seems drawn to
you and responds comfortably to your touch. Your
prayers have been answered. DLfFriely

§76 Your most prized possession, a fine mare, is
about to give birth; the labor is difficult.

MO SKILL: Sadly, both are carried away by the
will of Allah. D1/Grief-stricken (7 or less)/W-1
{Min:Respectable)

WILDERNESS LORE, SCHOLARSHIP: You

are able 1o save both beasts. The offspring reflects
the finest qualities of its paremts. D2Z/W+1
{blax:Rich)
§77 Before you rides a prince on a horse of unsur-
passed beauty, and you thank Allah for the sight.
Suddenly, the prince stops and cries out, “This
etallinn has this very day become the father of twin
colts. In celebrasion of the bounty of Allah, one shall
be givén away to...”* (he throws a coin, which lands
at your fest} **... you!™ D1/l SPiety/ W+ 1
(viax:Rich)

£78 The road ahead appears to be writhing and
moving; it is covered with a mass of black snakes!
They seemn to be moving with 3 purpose. In fact, they
seem b0 be feeding. You may leave or iry vo find out
what's poing on:

If you want 1o feave: D1

If you are curious enough to krock the snakes
abou! to see what they are feasiing on! go to
paragraph 1358

§79 Asvyou ride through the countryside, a young
man on a horse gallops Frantically toward you, “Flea!
They come!™ he cries. Boldly, you decide to stand
and view those wheo fill the horseman with terror.

MO SKILL: They are skeletal forms — gools
pechaps — or some horrible dead creatures. Fear
clouds your mind...you reel.... When you awaken
you are battered, bruised, and most of your posses-
sions are missing. D1AS1LAW-2 (Min: Poor)/ Lose all
treasures.

MAJOR or MINOR MAGIC, SCHOLARSHIP:
Thete are the “Restless Dead" — infidels who died
without realizing the True Faith. Fortunately, you
know how 1o dispatch them. D1/S2/Pledy
880  Invyour lodzing, a strange voices whispers vour
NAmE. 2

MO SKILL, PIETY (Mandatory): Suspecting evil,
you leap from bed, shouting and laying about with
your sword. Others come to your aid but are irritated
by vour silly tale; there is no sign of wrongdoing.
D-1/81/Scorned (1 turn)

WISDOM, ENDURING HARDSHIP: The peace
yvou feel tells you they mean no harm. D1/51

881 Youstumble upon a Magian fire-worshipping
ceremony. Strange beings Micker in the Mames. The
Magians, in their red turbans, turn and gaze upon

you.

NOSKILL: You draw vour sword and attack but
your trembling hand will not obey. You are bound,
tossed into & smoldering fire, and left for dead. On-
Iv Allah preserves wyour miserable life.
D1/51/Wounded (6 or less)

PIETY, ENDURING HARDSHIF: In the name
of Allah, you draw your sword and lay about mes-
cilessly. They howl and flee in all directions. Your
great deeds are reported to the sultan. D2/52/Robe
of Honor '

882 It is nmight. A dark shadow passes over the
moon, bringing great fear to your heart. A dark bird
swoops down on you.

MO SKILL: The swish of wings passes near as you
bolt headlong into an obstruction, knocking yourself
senseless. DI/Insane {1 furn)

WEAPON USE: Your sword flashes brilliant in

(875.897)

40

the moonlight and the creature falls dead at YT
feet. You prudently continue towards your lodging
without further delay. D1/52f Weapon Use

883 White birds make your life miserable with loud
calls, foul droppings, and theft of small objects and
food.

MO SKILL: Your curses are ignored, wour attacks
easily evaded , and you are persistently spattered with
droppings. Their cries sound to you like macking
laughter, D-1/81/5corned (1 tum)

WILDERMESS LORE: By holding out food and
making soft noises, you are able to-grab a bird and
wring its neck. Its piteous Ty serves as an effective
communication to the other birds, who recall press-
ing business elsewhere. D1/51

£84 Above you, in a tree, you spy a small flock
of Red Cockerel — a very rare and valuable bird,
Eagerly you give chase.

MNOSKILL: You give up the chase at last; the birds
stayed one step ahead of you, Mo Award

ENDURING HARDSHIP: You follow relentless-
ly. Finally, one lands just within reach; you snatch
and put it in your pack. Later you sell it for a pretty
summ. DLAW £ 1 (Max:Rich)

B85 A small bird settles on your shoulder, gives
three bright chirps, flutters a short distance away,
and chirps again. You realize it wants you to follow.
It leads vou on a long journey, until, at last, you
come to a tower, From the top, 3 maiden calls for
rescpe. Roll two dice and add 1 each for Srealtf &
Stealing, Luck, Weapon Use:

» 2-7 You cannot pass the fierce guardian at the gate

5o you abandon the quest, D-1/51
* 8+ Go to 1389

£86 Far above, a huge flock of birds heads south,
Intrigued, you decide to follow,

MO SKILL: You travel for many miles without
seeing anything of interest. Mo Award

DETERMINED, WILDERNESS LORE,
SEAMANSHIP: You manage to mark and follow
their heading. After 2 while you come to an island
covered with the birds — a rare type, never seen in
the vicinity. Later, when you report this sighting,
a famous scholar is immensely  grateful.
g1/ Scholarship at Master (1 use)

8%7 Anechoing voice cries, “*Free Me! Free me!™
A shadowy jinn hovers over a dead body.

NO SKILL, SPARKLING SPEAR (Mandatory):

“The "efrest must have killed this man! You attack

and easily destroyit. D1/51

WISDOM, MAJOR or MINOR MAGIC: The
*afreet sees you and cries, ““Free me! The ring this
man wears binds me! Take it from his finger and
destroy it.”" He explains that the man was an evil
wizard. undone by his own malevolent magical
power. Once freed, he offers to take you directly to
the Dusky Land. D1/51/Free move to the Dusky
Land {(with immediate encounter)

B88 Before you is a creature whose lower half'is
a pillar of basalt. Its eyes roll in agony; your heart
is Beavy with sympathy.

MO SKILL: You have no ability to aid this wret-
chied creature. 31

PIETY: It tells how it joined with evil "efreets in
an amack on a sultan, Deleated, he was imprisoned
until someone should pray for his release. You pray
and the creature is free. In gratitude, the *efrest pro-
tmises to perform a task for you, D2/51/ Plety/Minor
Magic at Master (1 use)

380 * Astrange voice calls from a well. “Oh, please
lower a rope!" Trembling, you comply and draw
the rope up; at the other end is a hideous demon face.

MO SKILL: Youwscream and bolt in terror, releas-
ing the rope and dropping the creature back to the
bottom. You hear his curse clearly as you flee.
D1/ Accursed (6 or less)

ENDURING HARDSHIP, DETERMINED: You
stoicly lift the creature from the well. “Thank you,"
it eroaks. *'Can 1 return your faver ™" D1/51/Beguil-

ing (7 or lessy /Take one wealth level from any other
player or give any one status ta one other player/Q:5
890 A glass-like snake slithers by you; it is pursued
by a black, evil-smelling serpent. The snake shouts
in 4 tiny but distinet voice, "*Help!™
MO SKILL: Fearful, you hesitaté: Mo Award
QUICK THIMKING: You grab a rock, pursue,
and stnash the black serpent. The glassy snake disap-
pears, replaced by a lustfully beautiful person!
“Thank you for rescuing me! [ will love and marry
thee if thou desirest.”” Praise Allah! D2/53/Mar-
ried/ QS
891 A horse turns and addresses you. "I beg vour
pardon, but could you direct me to civilization?”
MO SKILL: You calculate the value . of this
wonderful horse and try to trick it Into coming with
you. Alarmed at the tone of your voice, it departs. 51
BEGUILIMNG: You smoothly win its trust and en-
tice it into a pen. You display this strange beast here
and make a fine profit until the sultan ¢laims the
creature, D1ASLAW + 1 (Max:Rich)

892 Anannoying insect buzzes around your head;
vou think it.is laughing at you.

MO SKILL: You exhaust yourself trying to squash
it. It stings you, then flies off, cackling squeakily.
DI1/Diseased (6 or less)

STEALTH AND STEALIMG: You snatch the
tiny creature from the air. “Eeeesel™ it squeaks.
Eree me and - you shall ‘be rch!™ DI/SZ W+ 1
(Max:Rich)

893 A beautiful glass-like snake slithers near. You
gaze at it in wonder.

MO SKILL: It gazes back. You feel yourself grow-
ing smaller, as the snake turns into a beautiful en-
chantress, She thanks you as you slither off.
D2/51/Beastform

APPEARANCE: The snake speaks. I cannoi
harm one so fair. Instead of cursing you with my
farm, I shall remain as | am and grant your wish.
D1/51/Opportunity to enter one Place of Power or
Trea*

£94 How remarkable — a rodent that grants
wishes! -

MO SKILL: You dash forward and grab it. Ho-
ho! It flows and grows into an enraged “efreet! “'Oh,
foolish, greedy mortal...,” it cries. Y ou tarn o mun,
but are too stow.... D1/Ensorcelled

SCHOLARSHIP: You recall that this beast has
been extinet since the time of Solomon. Suspicious,
and prodent, you leave the creature alone.
D1/ Wisdom

895 ““By Allah, whart a fetid stench, what an aura
of evil, accompanies this bizarre beast!” You can-
not stay your hand against such a malign presence.

NOSKILL: You charge forward, sword in hand,
but are hurled back by the foul creature’s poison
breath. Sorely injured, you withdraw. D1/ Wounded
(6 o1 less)

MINOR, MAJOR MAGIC: A magical cantrip
protects you against the creature’s breath, and you
dispatch it. D2/S1/Miner Magic

8906 The small beast is cornered. You raise your
weapon to deal the death blow, but it turns its gaze
upon you. Your limbs grow heavy....

MO SKILL: You are as a statue; you have no con-
trol over your actions. When fesling returns ta your
limbs, you sigh with relief. D1/Ensorcelled (1 turn)

LUCK, QUICK THIMNEIMNG: You avert your eyes
just in time. The thing scampers off; you do not
regred its departure. D151

897 You've ntver seen @ beast like this. It doesn't
seem dangerous — and what a heautiful pelt!

NO SKILL: [t is far more dangerous than you ex-
pected. S1/Wounded (6 or less)

WILDERNESS LORE: You suddenly recall what
the beast is and approach with extreme caution. You
are lucky to escape injury and avoid ruining the
specimen. D1/S17W + 1 {Mviax: Rich)
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898  The beast seams tense, alert, and, when vou
draw near, it suddenly charges.

MO SKILL: You flee, but it catches vou, tossing
you to the ground. In terror, you wait its terrible
jaws...but it merely stands ower you for several
minutes ~ then moves . peacesbly  away,
DS A Luck ™ Wounded (1 turn)

WEAFOM USE (Mandatory): You stand your
ground and try to disable it with your first blow, but
the beast is too guick, its artacks relentless and
savage.... You. barely survive the battle.
D1/51/Crippled {6 or less)

QUICK THINKING: You drop to the ground,
motionless, Puzzled, the creature nuzzles at you,
stands over vou for-a few minutes, and at last
wanders away, DI/SLAQulck Thinking

09 You pursue but cannot kesp up.

MO SKILL: You try desperately to keep up, drawn
on by faint sounds ahead. Finally, the sounds disap.
pear. You look around and wonder where vou are,
BlsLost (7 or less)

WILDERNESS LORE: You track the creature 1o
its Jair. Suddenly, it turns to face you. You are stunn-
ed by the horror of ifs visage and faint. When vou
wake, it has disappeared; but where it stood you see
a marvelous object. D151/ Trea*/Insane {1 turn)

00 - A powerful obsession draws you on and on
until exhausted. Darkness sweeps before your eves,

W0 SKILL: When you wake vou are dazed and
unable to reason. You look about and find yoursalf
in a strange land. D1/Accursed/ Immediate move to
the Dusky Land with immediate encounter

MINOR or MAJOR MAGIC, PROTECTIVE
TALISMAN: You recognize the subtle spell the
creature has woven and are able partially to deflect
its influence. When vou wake, you are fully wary
and alert. D1/Immediate move to the Dusky Land
with immediate encounter

801  Thecreature seams 10 pause and wait for you,
beckoning you to follow,

MO SKILL: It is hard to keep up; the creature stays
just far enough ahead to evade you. To what pur-
pose should you continue? You give up. 31

DETEEMIMNED (Mandatory): You continue the
chase far beyond the point of reason. Woundad (7
or less) and go to paragraph 1393

FEMALE, GOLDEMN BRIDLE, MIMNOR
MAGIC: Al last the creature turns and waits meek-
Iy for you. When you approach, it turns and leads
you forward (o vour destination. DI and go 1o
paragraph 13593

902 You caught only a glimpse of the creature but
it was the most marvelous thing you have ever seen.
You can do nothing but follow.

MO SKRILL: You will never rest "til you've found
it. DI/ Under Geas

ENDURIMG HARDSHIP: Though it seems your
heart will burst, youwmust turn aside and give up this
obsession. Once done, vou feel relieved of a great
burden. DS Wisdom

203 The strange beast seems an impossible com-
bination of several animals. You sxamine it cautious-
Iy as it snuffles about.

MO SKILL: It moves off swiftly. Suddenly, it has
disappeared from sight. 51

MIMOR MAGIC, FATED (Both Mandarory): It
draws near to-you, then siffens. Withowt warning
it leaps at you. One bite, and you feel yourself chang-
ing... D1/Beastform

o904 The sounds the creature makes are wierd, un-
merving. Fearful, vou keep your distance.

O SKILL: From a distance there is Little 1o
discern. After a time it starts, apparently alarmed
By something, and is gone befors you can respond. S1

MINOR or MAJORE MAGIC: By its signs, you
koow i3 2 human in beast form. You remove the
enchantment, and the grateful victim promises to
s=rve vou faithfully. D1/S1/Scholarship

4f

905 . You examine the creature carefully from s
distance. It seems harmless so vou draw nearar. As
yvou approach, it turns, and you gaze indo its eves,

MO SKILL: You are taken by its hypnotic gaze,
D1/Ensorcelled

STORYTELLING, MINOR MAGIC: Yau have
heard of the gaze of enchanted beasts and swiftly
avert your eves, It deparis; you are glad to escape
without harm. D151/ Luck

S0 Asyou passa clearing ina grove of trees, you
see a small ape — singing a song!

MO SKILL: You watch fascinated as the ape
finishes the tune and then disappears into the tress,
You shake yvourself, wondering iF vour senses have
deceived vou. DI/S1 Insane (1 turn)

STORYTELLING: You know the song well and
join in, improvising witty verses, The apeis amused
and reveals that he is an ‘efreet visiting among mor-
tals. He proposes to travel with vou to see how men
live. D2/52/Hairless Ape (171)

T Asyou travel, 8 horse with no rider draws near,
““Hello, traveller,”" it says. “*Can I aid you?" You
may reguest one af the following:

Directfons to a nearby city: 51/Lose Lost/Move
immediately 1o any city within four spaces (If none
within four spaces, remain where you are)

Thet the forse travel with you ar a companion.
Eoll I die and add 1 cach for Beguilimg, Storyreli-
ing, Golden:Bridle:

13- Go to parazraph 1390,
# 44 1 The horse agrees. He refuses to speak in front
of  others, causing vou no eénd of frustration.

D1/51/Inzane with  Wisdom (Companion skill)

208 You spy a poor man leading ascrawny mule.
He seems to be talking to it — and it is answering
him! You overhear it say, ... and the prince will
surely die tomorrow."” The next day the prince dies
in an accident. You must find this prophetic mule!
MO SKILL: You return to where you first saw
them, but find no trace. The locals leok at you in
disbelief when you inguire. Bl/Envious
ACTING AND DISGUISE: You avoid revealing
what you are searching. One day you see them again
and pretend to be a wizard from a distant land. They
share their sacret with you, and you arrange a mufyal-
Iv profitable scheme, D2/51Major Magie (1 use)

909 You tread on thefail of 3 mangy cur and are
startled as it curses vou in blasphemous epithets. A
talking dog — and an infidel at that! Laughing and
mocking, the dog dashes betwesn your legs.

Mo SKILL: Infuriated, you chase ic wildly,
dashing headlong into a stone wall. You lie there,
dazed, the dog’s profane utterances receding in the
distance. 51/ Wounded (7 or less)

PIETY: Righteously angry, vou give chase. Allah
guides your footsteps. The beast cannot escape, and
finally it darts into the path of a heavily-laden cart,
and is instantly crushed. Thus are punished all in-
fidels. Di/52/Prety

910, Anold manstands along the road with a srmall
ape. A crowd has gathered. *See the ape that talks!™
he cries, and the ape begins tosing, .

MO SKILL, PIETY (Mandatory): Appalled at this
PeCYErsion, you cast the man aside, draw your
weapon, and slay the demonie creature: The old man
curses you bitterly. DESDetermined £ Acoursed

WISDOM, VIZIER, COURTLY GRACES: You
remonstrate with the man, decrying the perversion
of Allah's order. Though reluctant to surrendar his
income, the man agrees to place the matter before
the sultan., DI/S1 Courtiy Graces

211  While resting in the countryside you overhear
a conversation from a nearby grove. Curious, you
creep closer and discover abeautiful maiden speak-
ing with a dark serpent. Her voice is dull and lifeless.
You step forward, weapon ready. The thing's gaze
meets yours — vwou feel your will slipping away.
MO SKILL: You turnand walk away. D1 /Insane
LOVESTRUCK, DETERMINED, ENDURING

HARDESHIP: Thoughts of the maiden and Allah stif-
fen your will. You advance threateningly upon the
smake; frightened, it slithers away, and the ensoreell-
ment it broken. The grateful girl professes her
gratitude. DLASLAIT male) Beloved

1% “While travelling at vwilight you come upon a
clearing in a patch of woods, You spy a campfire.
Around which many black dogs chant in the tongue
of the evil Magian fre-worshippers.

MO SKILL: A sense of immense evil power washes
over you. The: beasts turn a5 one and gaze in your
direction. You flee blindly. 51/Insane (1 turn)

PIETY: In the instant of your terror your prayers
rise up to Allah, The fire leaps for an instant, then
dies. When yvour eyes clear, it is early morming. Many
men lie senseless argund the ashes of a fire. You bind
and deliver them unto the sultan’s justice, D2/31S
Robe of Honor

913 You hearthe sounds of horsemen approaching
and cautiously take cover, A troop of dark, shadowy
cavalry pasacs, their faces obscured by a mist.

MO SEILL, PIETY (Mandatory): Your mur-
mured - prayers. attract the attention of the lead
horseman — an evil Magian fire-worshipper! His
followers gather around you, grinning. When you
awake, vou find you have been stripped and tattooed.
D1/ Acoursed W-2 (Min:Poor)

WISDOM, STEALTH AND STEALING: You
compose yourself and it motionless. You see they
are merely men - wicked fire-worshippers. Your
report @0 the sulian brings swift justice vpon these
unbelievers. DIS1 Respected (1 turn)

914  You scoffed at the claims that the area was
haunted, but now you watch as black alligators
emerge from the fver and rise to their hind legs, their
forms beginning to soften and shift. They can be
nothing but deeply evil.

MO SKILL: You warn the local inhabitants, They
told yvou the place was haunted...and vou scoffed!
51 5corned (1 turn)

WILDERMESS LORE, ENDURING HARD-
SHIP: You resolve to track these dark beings and
observe them carefully. Your information allows the
villagers to drive the evil ones away. D2/51/Res-
pected {7 or less)

8915 Youtake a ferry across a huge body of water
and feel an unhaly presence beneath you. Sudden-
Iy, long black arms rise from the water and grasp
the ferryman.

MO SKILL: You watch in fear as the man is car-
ried beneath the surface. In shock, you drift helpless-
Iv on the lake, hopelessly lost. D /51 Grief-stricken
(1 turn)s Lost/ Lose Enduring Hardship

ENDURING HARDSHIP: You pole after the fer-
ryman, trying to put down your horror. You éven-
tually reach a small island; as the gools drag their
hapless prey o his doom, you fall upon them and
destroy them. D2/51 Determined ./ Flety

916 You see a dark road whose surface moves of
its own aceord. As vou draw near, you find the road
i5 & mass of huge, writhing, black snakes. You turn
to flee, but the snakes are everywhere.

NO SKILL: You feel the sting of a viper's bite
and commend vour soul to Allah, Weakness fills vour
Limbs. D1 Waunded (6 or less)

QUICK THINKING: You disrobe and wrap your
garments round and round your legs. The sarpents’
teeth cannot penetrate the bulky swathings. You
follow the snakes to a naccrow valley. Up ahead you
g2 something glinting in the sun... D2/S1/Quick
Thinking/Fres Move to the Valley of Diamonds with
immediate encounter

917 - It i5 evening and: the night is moonless. You
are drawn to a murmuring chant — a gathering of
fell creatures — perhaps gools or Magians.

MO SKILL: You are too frightened to show
yourself but you vow to consider carefully what you
have heard. DL Accursed (1 turn)/Lose Pleiy

DISEASED, CRIPFLED, CARNELIAN 1L,

(§25-217)



WEALTH POOFR OR LESS (Mandatory): Your for-
tunes lately have been harsh and unjust. You are open
o the saductive promises of power and wealth, You
succumb, agresing to st aside Allah, D1/Loge any
statuses of your choosing! W4 1 (Max:Rich)/Ac-
cursedsLose Plery

918 While climbing a steep precipice, you slip and
fall. Your leg pains you greatly; you are weak, barely
conscious. A shadowy figure approaches,

MO SKILL: You swoon, When you wake, vou find
you have been robbed, DI Wounded (7 or less)w.1
(Min: Poor)

ENDURING HARDSHIF; Calming your swiftly-
beating heart, you ask for aid. ““There will be a
price,” says a hollow voice, Warily you agree, In
a flash of light the other disappears, and vou find
you are well and whole again,.. D1/31/Under Geas

21% Rumors say a powerful wizard lives nearby.

MO -SKILL: A ghostly guardian will not permit
you 1o enier, 51

DETERMINED, BEGUILING, COURTLY
- GRACES: You refuse to leave without seeing the
wizard. The guardian relents. Inside, the wizard
greets vou cordially and is willing to teach you
something of the ant. He also makes you a generous
present,  D1L/S1/Minor Magic/Qi5/Magic Sad-
dlebags (153) :

920 While crossing an open feld at nightfall, vau
see a ghostly horse. -

MO SKILL: You call out, but the apparition
doesn't pause. Soon it is out of sight. 51

SCHOLARSHIP, STORYTELLING: You have
heard tales of these apparitions® fondness for music,
You sing to the ghost and it listens; vou beg its favor.
It disappears, but you discover a gold coin in the
road. DH/S1/Blessed {6 or less)

021 Off the road, near a great river, vou see a mule

miired in a mud hole. The poor beast seems ex-
havsted, and thers is no signof its master.:

MO SKILL: You cannot reach it without bécom-
ing trapped yoursell. Mo Award

WILDERMESS LORE: You cover the surface of
the mud with your cloak and stretch out...you can
just reach the bridle. Speaking soft encouragement,
you patiently coax the mule from the mud. Mever
will vou have a more faithful and grateful beast.
D1/Blessed (6 or less)

912 A fine horse is surrounded by a pack of wild
dogs, Its flanks heave with exertion and its eyes have
the stare of panic,

MO SKILL: Your yelling and waving arms makes
no impression onthe dogs, After Anishing the horse,
they eve you speculatively; you retreat. SI

COURTLY GRACES: Such a fine horse only
needs ihe guidance of a skilled horseman: if proper-
ly guided, it is quite capable of defending itself. You
dash forward and leap to the horse’s back; with your
encouragement, the horse gives the dogs moce than
they can handle. Your valor has won you a fine
mount. DISSLAW + 1 (Max:Respectable)/Bleseed (1
furm)

923  While living with & local herdsman, you hear
his wale of woe: a great mastiff has been attacking
the herds and slaying many sheep. You aoffer to
organize the local folk and éliminate this threat.

MO SEILL: Your plan is inadequate, a few folks
are hurt, and the dog remains at large. Scorned (1
Turm}

QUICK THINEKIMG: You ask the locals fora
sheep a3 bait. Then, with the aid of 2 clever old trap-
Per, ¥ou conirive a net-trap. The dog is captured
without injury — which is fortunate, for the dog is
the prize possession of a noble. You are rewarded
for returning the creature. DAY + 1 (Max: Respec-
table)/ Wildermess Lore

%24 - Allnight you have been pursued by a pack of

ape-like creatures. As dawn nears, you realize you

must make a stand before you strength is gone.
MO SKILL: You are quickly surrounded; they are

(918-240)

42

tearing at your throat. Suddenly the sun breaks over
the horizon, and the creatures disperse, leaving you
ta tend your wounds. D1/ Luck/Wounded (7 or less)

WEAPON USE: You wound several of the
creatures; the others retreat bevond your reach, As
vou wail for them, the sun breaks over the horizon.
To your surprise, they abandon you and disappear
into the wnderbrush, D1/81S Beapon Use

915 The sultan's herds are plagued by a hungry
lion. He proposes that you capiure the noble beast
that it:may be displayed at his court,

MO SKILL: You sel a trap, but the lion surprises
and mauls you. They are forced 1o slay the beast, and
your plan is blamed for the lion's destruction.
D/ Scorned (7 or less)/Wounded (7 or less)

WISDOM: You observe to the sultan that pro-
tection of his herds is proper, but keeping one of
Allah’s most noble beasis in captivity is a sin of pride.
The sulian is moved by your words. The lion is cap-
tured, carried faraway, and released. You are made
a ftrusted advisor. D1 +1 0 (Mex:Respee-
table} Vizier

926 A noble asks yvou 1o investigate reports of
poachers in his forest. Along & path you find & wild
dog caught in & trap. You may free the dog, or hide
to warch for poachers: :

If you free the dog: go o paragraph 1391.

If you hide and observe the frap:

MO SKILL: The poachers arrive and catch you.
Mistaking you for a competing poacher, they beat

‘you, tie you to atree, and make their escape. The

noble is displeased. D1/Scorned (6 or less)

STEALTH AND STEALING: The poachers ar-
rive. You slip away unséen and return with guards.
The poachers are captured; the noble iz pleased.
D1/Respected (1 turn)

927 A pride of lions is hidden in the vicinity. The

“prince is concerned that they are starving and directs

you o bring food o them.

MO SKILL: The lions will not eat the meat you
bring. The pride dwindles. DI/Scorned (1 turn)

WILDERMESS LOKE: Knowing that Lons will
only eat freshily killed meat, yvou stock the area with
live game which they hunt, kill, and eat. The pride
thrives., D2/51/ Wisdom/Blessed (7 or less)

928 A pack of slavering canines clusters around the
base of the tree. The branch you cling to creaks
ominousty. All night you pray.

MO SKILL: At midnight the bough shatters.
Several dogs get a taste of you before you reach the
river-and wade across. D1/ Wounded (6 or less)

LUCK: Tust as the bough is breaking, an antelope
darts by, Baying eagerly, the dogs take up the chase,
You give thanks for your deliverance and pledge to
live a virtwous life. D1/Lase Steelth & Stealing/ Piety

919 A gruesome parody of man-form stalks out
of the shadows, drooling and gurgling. You ery,
“Allah preserve mel’ It 'senses Your presence,
pauses, listens intently, then lumbers briskly toward
you, licking its chops.

MO SKILL: You plunge headlong into the night,
hewling incoherently. D1/Insane (7 or less)

STORYTELLING: You noticed the hesitation
when it hesird your prayers; you instantly begin jab-
bering a stream of talés, pravers, and random verges,
It listens, apparently rapt, distracted from its hunger,
D152 Quick Thinking

930 It is vwilight. Through the forest you see a great
ghostly form moving silently and sinuously toward
you, eves glittering in the faint light.

MO SKILL, PIETY (Mandatory): You await its
approach, intoning your prayers. The great white
tiger approaches you curiously, batters you with his
great paws, and then wanders silently off into the
dark forest. DI/ Wounded (6 or less/Wisdom

WILDERNESS LORE: You silently inch down-
wind, and the great white tiger does not notice you.
Later, when your fear is gone, you marvel at its great
beauty, and are moved to praise Allah’s most nohle
and powerful creation. D2/S2/Plery

931 . Terror grips your heart as the ghostly horse-
form draws closer,

MO SKILL: Blackness overwhelms yvou, and you
fall without a ery. You wake the next morning and
gibber. D2/Insane (6 or less)

MAJOR MAGIC: You speak a spirit-binding
charm, and the ghost-form halts. Now it is under
your control. D2/51/Free move to any space but a
Place of Power. i

931  From your safe place, you see a shimmering
form hovering before vou; it soon disappears into
the undergrowth.

MO SKILL: You are none the wiser... but safe,
al least. S1.

SCHOLARSHIP, STORYTELLING: You have
heard tales of *efrect horses which lead travelers to
great treasures, The tales are true! Lyving nearby is
& purse bulging with gold! D2/51/W + | (Max:Rich)
933 Youcatch a glimpse of a beautiful horse. You
cannot tell whether it is ridden, led, ar running free.

MO SEKILL: You follow cautiously. When you
reach the spot where vou last glimpsed it, there is
no sign of it — no heof marks nor any evidence of
itz existence. 51

LUCK or DETERMINED: You close with the
beast and soon are able wo discern its rider — a great,
dark evil lacking man-shape with fiery eyes. Prudent-
¥ you decide not to interfere with it 82/ Wiidam

934 A rich vizier riding & noble horse canters past
you. Your soul is moved by the beauty of the beast.
Cautiously you follow — perhaps vou can obtain
the horse for your own.

MO SKILL: The vizier notices you, turns, tosses
youa coin, then pats his sword meaningfully. You
take his meaning — and his coin. D1/W+1
(Max:Poor)

STEALTH AND STEALING: You stay out of
sight until the viziar stops to rest. While he sleeps,
you take the horse's brodle and lead him off.
D1/W 4 1{Max:Rich)

835 A large cow lumbers by, clossly followed by
8 poOT man in rags. “'Please help me catch her,'" he
cries, "My family will starve without this beast,™

MO SKILL: The cow is very large and looks ili-
tempered. You decide the poor one must depend on
Allah for aid. No Award !

GOLDEN BRIDLE, QUICK THINKING: You
easily bring the grear beast under control. The poor
ong is profuse in his thanks. D1/Blessed (1 turn)

936 You see a poor man leading a fine mule.

MO SKILL: The man eyes you suspiciously, and,
anticipating your actions, immediately hurries into
a crowd of locals. Mo Award

BEGUILING: You slip the guide rope from the
mule’s head, place it over yours, and follow along
behind. Later, when the man discovers you, you ex-
plain that you were enchanted into the body of a
mule, and have just now changed back. The gulli-
ble man lats you free and vou return to the mike and
sell him for a good price. D1/S1/Quick Think-
g/ W+ 1 (Max:Respectable)

937 The beast is large and strong — never have you
seen such a creature, Your hear contracts with greed.

MO SKILL: As you have just about prasped the
beast’s rope, & voice comes from behind you, “Ah,
you've found my wildebeest!”* A strange foreign man
thanks you, takes the beast, and gives vou a few coins
in gratitude. DI/W+ 1 (Max:Foor)

GOLDEN BRIDLE, QUICK THINKING (Man-
datory): You quickly wrap ropes around the creatures
legs and hobble it. As you are leading it away, a huge
infidel sees you and ecries, “Sol Stealing my
wildebéast, ¢h?" and gives you a thorough thrashing.
D Wounded (T ocless)

938 Mo Award
i o Award

240 You plan to take a fledgling roc from its nest.
You truss the bird up securely but, ‘as: yvou are




finishing the task, the mother roc appears. Youw are
taken up in the great bird’s talons and borne away
on the wind. After some hours of flight you are drop-
pad. Only the grace of Allzh, and some undergrowih,
breaks - your fall and - spares wvour: life.
D1/531/Lost/ Choose another plaver to place your
marker within' four spaces of ¥our current position.

041 The egg resembles a huge dome. You realize
that transporting such an object will be difficulf.

MO SEILL: You pay lecals {0 help you move the
ege. Unfortunately, the egg breaks loose on the steep
slope. The egg is shattered, some are injured, and
you “become . an unwelcome - personality.
D 1AY=-1{Min: Bespectable)/Outlaw

SCHOLARSHIP: You engineer a horse-driven
wheel to lift the egg onto a <art, Your devices per-
mit its safe shipping to civilization, whers it causes
quite a stic. DI/S1AQwick Thinking/Respected (7 or
Les5)

942  The egg resembles a huge dome imbedded in
the sand.

MO SKILL: The egg suddenly cracks open. A larzge
piece of shell sirikes your head, dazing you, and the
young roc emerges. Just-as it is about to eat vou,
the mother returns with food and it turns away. You
escape. DI/ Euck

WEAPON USE: You gather 2 band of skilled
adventurers: when the fledgling bursts from the cgg,
it 15 quickly-slain:. You hastily remove the carcass,
which is quite tasty, and the great bones cause a siir
in the sultan’s court. D1/81/Respected (7 or less)

943 You remain maotionless as vou watch the egg.

MO SKILL: After a time a huge roc settles down
upon it. Suddenly you are amazed to see¢ a sultan
and hundreds of men emerge from hiding and sui-
due the huge creature. 51

WILDERNESS LORE: You realize the egg is fake
—=a lure for a real roc? A roc approaches; ¥ou note
soldiers hiding in the bushes. You may wareh in
silence, or warmn the roc:

ff vou aflow this nobfe creature to be captured or
Eitfed: D-1 and read the MO SKILL paragraph

If you warn the bird: Goto 1392

044 Before you is a roc egg, and far off in the sky

vou see a speck which might be the returning mother.

Roll 2 dice and add 1 each for Piedy, Luck,

Wildermess Lore:

» 2.8: You are capght by the roc and carried a good
distance before being dropped, receiving grievous
injuries. S1/D1/Crippled

» 94 : You slude the talons of the mother and escape.
D1/52/Luck

045 A great rocege sits in a nest on a smallisland,
As vou cower in fear, a calossal roc lands and begins
pecking at the egg. Soon another roc arrives and a
terrific battle ensues.,

MO SKILL: The force of the maclstrom soon over-
whelms you! D1/ Wounded

PIETY: There is no power but in Allah. Feathers
and bits of shell fly- all about vou, but you are unhurt,
You take a piece of shell to corroborate your tale.
D2/52/Respected (6-or fess)

246 Mo Award
847 No Award
948 Mo Award
249 Mo Award
0E0 Mo Awasd
951 No Award
952 No Award
953 Mo Award
054 Mo Award
955 Mo Award
855 A rowdy bunch of brigands pass vou by
without a backwards glance. Then, one of them turmns

and cries, “Come fellow, join our hunt...”
MO SKILL: You have no skill at such things and

decling. The final brigand gives you a rude poke with
his weapon as the group rides off. Scorned (1 turm)
WILDERMESS LORE (Mandataory): You join in
cagerly. After vou have pointed out the comrect path,
vou realize they are "hunting’ 2 man on horseback,
You are chagrined to be involved in such
dishonorable doings. DI/Grief-stricken {1 turm)

8957 A group of merry brigands has met up with

vou. You-are invieed to take part in a plan w

humiliate the wicked vizier-who rides this way. You

may decline or accepr the affer:
If you decline: no hard feelings. No Award
I vou agree, 1ol 2 dice and add 1 each for Srealth

& Stealing, Bepuiling, Acting & Dispuise; subtract

1 for Blety:

e 3.7: You fail in vour role as a wounded traveler.
The vizier i5 suspicious, and his guards attack. You
are taken captive. DI/Imprisoned

# B+ Youtrick the vizier into a compromising posi-
tion in front of many witnesses. The others are
g0 pleased. that they offer vou a fine reward.
D1/82/W + 1 (Max:Respectable)/Q:5

958  You come upon a small growp of crodely garb-
ed armed men. They are weeping openly. When ques-
tioned, they explain that their leader has been slain
and they cannot decide how to choose a successor.

MO SKEILL: It is none of your affair. Mo Award

WISDOM: You suggest a simple but clever test
which favors those with strength, honor, wit, and
manners. Impressed by your wisdom, the rough men
give you a generous reward. DRSSIAW ]
(Max:Respectable)/ S

959 You come upon an encampment of men fit-
ting the description of brigands operating hereabouts.
Their chieftain greets you and offers wine,

RICH OR BETTER (Mandatory), NO SKILL:
There was benj in your cup! When you wake, you
find you have been robbed. D1/SW-2 (Min:Poor)

BEGUILING: You make a show of drinking the
wine, but do not touch your lips 1o it. Impressed with
vour wit and prudence, the robber chiel asks you
1o join his band.

If you do: lose Piety and Respected /D1/51/0ut-
law with Stealth & Srealing at Master (Companion
skilly QS

If you deciine: go 10 1383

960 A small party of grimy-looking men come upon
yvou. ‘“We are scouts for the nomad tribe of
Bedouins,'" they say.

MO SKILL: When you ask to meet their chief, they
langh and escort you ta his presence. * What would
vou have of me?** he asks. You may ask for infor-
mation or to join the tribe:

If you ask to join the iribe; he proposes a trial
by-one of the following:

Combat — go to 1398

Pain — goto 112

Storvielling — go to 619

If vou ask for information: go o 1382

261 From 2 hill vou spy-a huge encampment of
disreputable-looking men. Fearful that this might
be a war party planning to invade your homeland,
vou resolve to sneak into their camp.

MO SKILL: You are quickly caught as aspy, then
sold as a slave. D1/Enslaved

STEALTH & STEALING, ACTING &

DISGUISE: You sneak into the camp, and listen wo

their rough conversation. Finding them harmiless,
vou reveal yourself and talk freely with them, fear-
ning valuable information. D2/51/0pportunity to
enter the City of Brass/Q:5

061 - Some distance off you spy a small party of
raucous men drinking and carousing. They fit the
descriptions of brigands operating in the area.

NO. SKILL, WEAPON USE. (Mandatory):
Drespite the fact that they are not harming anyone,
vou attack them boldly. Drunken and surprised,; they
fall easy prey. They were innocent men, and you are
punished. D-1/51/Imprisoned

COURTLY GRACES: You recopnize cerfain signs
of noble breeding in the demeanor of these men, and
cautiously observe them further. Then, vou 2ot a look
at one’s face — it is a young friend of the pringe!
How fortunate you did not act in haste. D1 Wisdam

063 You met briefly with a band of brigands. When
vou asked to join them they laughed and cast you
away, You follow them, vowing revenge.

NOSKILL: You strike when the brigands artack
a small merchant caravan, It is a shrewd plan, but
goes awry; a defender pierces you with a spear. So
ECEs your revenge.... DI/ Wounded (6 or less)

WISDOM: REevenge is a dish best served cold. You
bide vour time and follow, waiting for vour chance
to destroy them. D1/51/Determined

964 A janrhing band of men, obviously brigands,
pass vou in the woods. Determined 10 see what you
can steal from them, you follow,

MO SKILL: You are caught, mocked, humiliated,
and sold into slavery. D-1/51/Enslaved

QUICK THIMNKIMNG: Three scouts corme upon
you, You preiend to be a traveling entertainer. They
view your entertainment, clap politely, then rob you,
DAWE (Min:Penniless)

965 While strolling along, vou hear voices ap-
proaching. Soon a great party of besotted brigands
pass your hiding place, obviously on the way to a
drunken revel. You tag along, wishing to join the fun.

MNOSKILL: Drunk as they are, the brigands notice
you, pursue and capture you, and use you for sport.
Scorned (1 oarm)

ACTING AND DISGUISE, STEALTH AND
STEALING: You knack one of them unconscious
and take his robes and burnoose. Thus disguised,
You enjoy an evening of feasting at their expense,
You pick up a few useful professional tips and a few
nice baubles, as well. DI1SS1/ Srealth & Sreal-
ingd W 1 (Max: Respectable)/ Q5

956 You come uwpon a huge tribe of nomad

Bedouins — obvigusly brizands. In the distance; vou

spy 4 large caravan — obviously the Badouins’ target.

You must warn the cargvan! Roll 1 die and add |

for Sreaith & Sieafing:

¢ 1-3 You are caught by the Bedouins. They suspect
yvour inteni, and punish wvou glesfully.
DI/ Wounded (5 or less)

% 44+ You circle around the Bedouins and warn the
rich caravan in time. You are well revarded for
vour effort. D1ASLW + 1 (Max:Rich)

967 You watch in amazement a5 a troop of evil-
looking brigands stands before a cliff wall. The teader
gries, *"Open se-shama!®’ and a cave reveals itself.
The group disappears inside. Later, you hear a muffl-
ed ¢ry, the entrance opens, and the brigands ride
farth. Using the magic words you gain entry.

NO SKILL: You help vourself to the wealth, but
forget the words the brigands used to exit the cave.
Trapped, you await the return of the brigands, who
zell you into slavery. D2/Enslaved

WISDOM: Carafully memorizing the words the
brigands used to enter and exit the cave, you enter,
grab much treasure, and make good your escape.
D2/51 W 43 (Max: Princely)

968 Hearing cries for help, you ran to see 3 small
merchant caravan beset by blood-thirsty brigands.
Soon the merchants will be overwhelmed. ¥ou may
aid rhe merchants or wait 1o grab whatever the
bricands legve:

If you aftack: go 1o 1385,

If you wait: the brigands make short work of the
merchants. They strip the caravan and ride off.
D1/Lose Fiety

969  You spy a roop of Bedouin raiders loaded with
loot. You pursue immediately, hoping to discourage
them from further mischizsf.
MO SKILL: They lead you on a merry chase, then,
contempiuousky, they elude you. D1/Lost (1 turn)
WILDERNESS LORE: You follow their tracks,
finally coming to their encampment..Your attack is

(24 1-86%)



well-planned: you catch them one by one as they step
out to answer Mature's call. The booty is meages but
fair pay for such light work. DI1/S1/ W1
(Max:Respectable)

970 From over the hill you see the approach of a

band of Bedouin brigands. Realizing they will soon

be here, you scurry for a good defensive position
with a safe retreat. Soon they are upon you, slashing
you from all sides. Foll 2 dice and add | for Weapon

Use, Enduring Hardship, and Determined:

* 2.7: You bleed from many painful cuts. They leave
vou for dead. D1/Wounded (7 or less)

+ § +: Bleeding profusely from many cuts, you de-
fiznily stand vour ground and wait for their next
onslaught. They stop, wheel, and stare at you,
mouths agape at such courage. “Let him stand! ™
cries the leader. Hesalures yvou and the pack moves
off. D1/51/ Weapon Use/Bespected (1 turn)

971  Vicious Bedouin raiders have come upon your
camp. Off into the forest you dash, praying 1o Allah
for his-intervention.

NO SKILL: The Bedouins catch you easily. Your
pleas for mercy fall on deaf ears, though they only
rob you when they might have slain yvou, D1AW-1
{Min:Pogr)

PIETY: One brigand is stung by a bee, a second
tumbles and knocks himsaif unconscious. The third
and fourth get into a werrible argument; one fices
and the other rides off in hot pursuit. D2/S27 Piety

972  Because brigands are in the area, you spend
the aight in a tree. Later, inthe dark, vou hear the
loud vaices of Bedouvins dividing loot — directly
below vour tree!

MO SKILL: The branch vou are sitting on breaks;
you tumble 1o the ground. They freezein shock, and
you dash away into the dark. They do not pursue,
praise Allah. D1/5]

WILDERNESS LORE: You remain motionless,
searcely-daring (o breath. The Bedouins bury part
of their treasure and leave. Later, vou dig it up and
leave hastily, D3751W +2 (Max:Rich) :

973 Your camp is surrounded on all'sides by evil
Bedouin raiders. You fall to your knees to beg for
merey in the name of Allah.

MO SKILL: The Bedouins laugh at your pleas,
shame you with foul acts, and leave vou for dead.
D2 Wounded (6 or less)/Lose Enduring Hardship

BEGUILING, FEMALE (Both Mandatory): You
promise that they will not regret sparing you. They
take you captive — but at least you are alive.
D1/Enslaved

#74  Your caravan is beset from all sides by nomad
raiders. There i5 one chance to escape — but you
cannoi take your possessions with yvou.

MO SKILL, RICH or better (Mandarery): You
cannot bear to leave 50 much wealth behind. Your
final stand is bold but short. DI/ Wounded (5 or
lessh Wad (Min:Poor)

WISDOM: Worldly wealth is not worth the loss
of your life. You flee. D2/S1/W-2 (Min:Poor)s
Wisdom

975  The crotchety old one asks if you have anything
he might ear,

MO SKILL: You are offended by his effrontery,
and politely decline to aid him. D-1/51

PIETY, COURTLY GRACES: You give him the
last of a pamegranate-and-rosewater confection you
prepared with your own hands. After one bite, his
eyes widen. “'Only my son could make such a perfect
confection! Truly, could it be thee?"* Indeed, marvel
of marvels, it is your long-lost father! D2/52/Bless-
edsSL ek

7% -~ The ancient one has many scars, and you are
curious about their origin.

NOSKILL: You politely inquire as totheir cause,
and the old man walks away, :nn:lm;[by your crude
manners. Scarned (1 turn)

WISDOM: You surreptitiously ﬂud:r them. They
are whip scars: the sign of a slaye whahashﬂua'ht
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his freedom. You politely ignore them as vou con-
verse with the old one. DI/Courtly Graces

977 A wise old Persian is expounding to a small
group. You join them, and, when the discussion is
over, the man invites you to his dwelling.

MO SKILL: You accompany him and spend a plea-
sant evening. In the morning you go your separate
ways, DI/5]

STOEYTELLING: You arnuse him-50 much that
he makes a pressnt o you — a book collection of
incredible antiquity, full of marvelous ancient tales.
D151/ Sehotarship/Book of Hidden Treasure (166)

978 The old man is hawking old lamps.

MO SKILL: You engage in discussion and hear
many details of his life. 51

SCHOLARSHIP (Mandatory): You have heard
tales of magical lamps.... You pursue the old man,
showering him with questions about his: when he
last polished them, which is the oldest, where did
he purchase this-one. In time the man s annoved
by your persistent guestions, and calls a soldier.
D1 /Envigus

MINOE or MATOR MaAGIC: You detect an aura
about one of the old lamps. For a pittance you pur-
chase a priceless object. D2/51/Mazic Lamp (146)

979 The old man is doddering and 'inficm but his
clothes bespeak great wealth. Only the presence of
bystanders prevents you from robbing him.

MO SKILL: The old man spends many hours
visiting equally aged friends. He will not be alone
in the near future; you decide to ry your luck
elsewhere. Mo Award

BEGUILING: You engage the man in conversa-
tion; he tells you interesting dezails about a haunted
manse nearby. You convines him o lead yvou 1o this
place, where!il is a simple martter 1o overcome and
rob him. B2V + 2 (Max: Respectable)/Opportunity
1o enter the Haunted House

980 The old one is apparently wealthy, and there
is no one clse about. You may rob kim or coniinue
Jolfowing him:

If you wish ro rob him:

MO SKILL: You leap forward, expecting little
resistance, The old man whirls, wtters & cry, and vou
are thrown back by magical forces. DI /Ensorcelled

MIMOR or MAJOR MAGIC: You recognize the
symbol on his wrban as denoting a powerful en-
chanter. You prepare your own countercharms, grin-
ning and looking forward (o this contest of equals.
When you atiack, vou are victorious, and vou gain
an interesting item. D2/ Trea*

If you wish ro continue following: go o 1381

9281 In a lonely place you meet an old blind man.
[esperate, you attack and rob him.

NO SKILL, PIETY (Mandatory): Though you
gain & few coins, vour heart 15 heavy-at the deed.
L-15% + 1 (Max:FPoor)/Grief-stricken (7 or less)

ACCURSED, OUTLAW, SCORMNED: You are
not moved by the plight of the weak, the pathetic,
the doomed.... D1/Stealth and Stealing/ W+ 1
{Max:Poor)

982 Several suspicious-looking blind men hurry
past. You follow and discover they are thieves, about
1o spiit their loot. Suddenly one cries, *“Brothers,
there is a stranger here!* They thrash about, The
fracas is notced, and the sultan's guards arrive.

NO SKILL: You explain your case. The sultan
judges that your intent was to rob them, making you
a thief as well. D1/Imprisoned

ACTING AND DISGUISE, BEGUILING: You
pretend to be blind too, and claim that all of you
had a falling out, Suspicious, the sultan beats you,
whereupon you open your eyes. You suggest that
he beat the others and they will open their eyes. He
does so. When they do not open theirs, he judges
that you are more honest than they and sets you free.
D1 Qhuick Thinking

983 You spy several old blind men hurrying fur-
tively away. Intrigued, vou follow.

MO SKILL: One of them hears your footfalls and
cries out to his companions, They set upon vou. Only
the fact that they are all blind saves your miserable
life, D1/ Wounded (& or less)

STEALTH AND STEALING; They enter a cabin,
and you eavesdrop. You discover they are thieves,
dividing their take! You wait in a corner until they
fall aslesp, then help yourself o the plunder.
D1/ Swealth & Stealing/ W + 1 (Max:Respectable)

984  You approach a group of three blind men-
dicants (wise men) who are looking for lodgings. If
you will help them find lodgings, they will tell the
amazing tale of how they were blinded. You may
aecap or refect the offer:

If you refuse: you go on your way. No Award

If you agree: po 1o paragraph 1386,
985 Youspya blind man making prophecies to his
Tollowers. You may pay or ask for a free prophecy:

1Y you pay: 'W-1 (Min:Beggar)/Go to 1387

£Y you dor’t: the blind man points at you with
trembling finger. “Yours shall be the fate of the nig-
gardly! You are doomed!"

MO SKILL: It comes 1o pass as it was prophesied.
Di/51/Fated

PIETY: You meekly bow your head, “If Allah
s0 will it, 50 shall it beso.'* The blind man is abash-
ed by your piety, and hangs his head in shame.
D1/51 7 Fiaty

986 A blind man sits at a corner, asking for a pen-
ny in exchange for a story.

MO SKILL: To honor him, you lay down two
pieces of gold. **I do nat need your pity!"” he cries.
D1/Scorned (I turn)

STORYTELLING: You lay down two pieces of
gold and cry, **Here! I have a tale [ will tell. If your
tale is more marvelous than mine, the gold shall be
yours.” Whercupon you tell an amazing tale. He pro-
ceeds to better vour tale, to your wvast
delight. D1/52/ Sroryielling/W-1 (Min:Res.)

987 You and a blind man stand by the side of the
road. You spy a boy about to be run down by a
careless horseman; you heroically save the boy —
who turns out to be the vigier's son. To honor the
blind man, you claim that he rescued the lad.

MO SKILL: Surprised, the blind man protests. The
vizier, bewildered by this strange testimony, takes
you 1o the sultan’s court; there is considerable con-
fusion before the truth i properly straightened out.
The anccdote becomes the subject of many tales, and
you gain ironic fame for your act. D1/51

BEGUILING: Explaining that the vizier's
generosity would be wasted on one so fortunate as
yourself, you quickly concoct a story. The blind man
is grateful. D2/51/Blessed (6 or less)

988  While bathing in a pool you spy a pitiful blind
man. Your heart is heavy with sympathy. You pray
to Allah that his sight may be restored.

NO SKILL: The man cries out in surprise! The
first thing he sees is your clothes, which he steals.
Tou marvel at Allah's mysterious ways. 51/ Piety

PIETY: The man cries out in surprise! He can see!
The first thing he sees are your clothes, which he
steals. Shocked, vou exclaim, *“Would that Allah
ﬂriiu,::ﬂ:ru blind again, ungrateful one!”* Marvelous-
ly, this thing occurs; the other cries out again, drops
your clothes, and clutches his eyes, “See?" says a
vaice, “l knew better than thou.” D2/51/Pie-
(v Wisdom ]

989 A blind old man is asking for alms in the strest.
You may give him a coin, or pray for him:

{f you give him g coin: D1,

Iy you pray for him: roll | die and add 1 for Piery:
* 13 “Of what use are your prayers?" the poor man

weeps. You are shamed and disheartened.

D1/ Grief-stricken (7 or less)

*= 44 Ap that very moment the sultan appears,
celebrating the marriage of his son. He gives the
poor man a fistful of gold. The man is heartened,

L R s A 1E T



safebna

=) o o — T oo

Eth e

=S eand =i

[TET I P TT

L AL b b= T N L RN RS

R R R

= ressis his fanth thenceforward on the All Power-
ful One. DIYS1/Prety

290 Youspy a blind old man and reflect aloud on
wour blessings.

N0 SKILL: The old man hears your words and
= understandably offended, “Yes, it would be too
Bad were you also afflicted, you dog!™* He swings
wildly 2t vou with his stick. Others snicker at vou.
Soommed (7 or less)

COURTLY GRACES: Your observation is couch-
=d in polite and poetic verses — and the onlookers
conclude you' are a wise philosopher. S1/D1/Re-
gpected (1 turn)

291 Imadesplate area yaou come wpon & wretched
old man, lving by the side of the road. He s ar death’s
door.

MO SKILL: There is little you can do for him: you
commend him to Allah’s merey. 51

STORYTELLING, PIETY: You take his hand to
ease hiz passage and tell tales of the wonder of the
next life, His eves fill with tears of gratilude and his
Izst words bequeath his possessions to vou who
befriended him in his last hour. D/S1W 2
[(Max:Rich)/ Piery

92 A gréasy-looking brute asks yvou 1o help flesce
2 wealthy old man. You agree for a share of the
profits.

MO SKILL: Your attempt to make the old man
believe in magic lamps fail. He calls for the sultan®s
guards, and you are punished, DI/ Imprisoned

BEGUILING: You take the old man for a tidy
sum. As you remove the genic makeup, you sec your
partner disappear in the crowd, with your share of
the take. DI/S51/Envious

993 A grinning ne'er-do-well asks vou to lend a
hand with a “guess-where-the-pea-is”" game. He tells
vau which shell it will be under soyou can “guess'”
correctly. The others will believe the game iz gasy
and wager many coins.

MO SKILL: You perform well and make a tidy
sum. However, a burly man who was taken for many
coins tracks you down and teaches vou charity and
honesty. D1 A Wounded (7 or less)/Lose Stealth &
Stealing

ACTING AND DISGUISE: You make 2 tidy pro-
fit. Your partner is caught and punished, but you
were disguised; none recognize vou. DAY
(Max:Respectable)

94 You spy a man selling worthless lamps at ex-
orbitant prices under the pretext that they are
magical. You plan (o improve his scam and, pechaps,
make a little profit for yourself.

MO SKILL: You pretend great interest in the
lamps, encouraging much business. Later, when you
explain how much help you have been 10 the frawd,
he sneers and says, “You expect gratitude? Plah!
Crer out of here.'’ No Award

MINOR MAGIC: You use minor spells (o make
the lamps seem magical; even the seller is fopled.
You rush out, buy back the lamps, return, and sell
them to the frand, making a profit while serving the
interests of justice. DE3SS1AW + 1 (Max:Rich)

905 You witness 2 voung ne'er-do-well cheat an old
man at dice, As the yvoung one moves off, you resolve
to rob himand return the money.

MO SKILL: The voung man is a tough customer,
but Allah aids vour cause. You overcome the other,
gain-the coins, and return them o the old man.
D2 /FPiety/Blessed (7 or less)

STEALTH & STEALING (Mandatory): You
catch the young con-man by surprise and knock him
out. When you hold the coins in your hand, how-
ever, your resobve Lo return the money dwindles, D=1/
Lose Pieow/ W+ 1 (Max:Res.)

906 As you enter the city, a greasy character of-
fers vou "night passes' for a fee. Without them,
he explaing, you may not travel after dark, You pay,
but later learn it was a lie, You are determined to
regain your money and punish the scoundrel.

Lk

MO SKEILL: You wait near the gate, hoping to
catch sight of the miscreant, but he does not appear.
After a few days, pressing business forces vou (o
vield. DI/Envious/W=1 (Min:Respectable)

WISDOM, STEALTH & STEALING: Knowing
that the villain will be celebrating his crime, you
search the inns of the city, and finally come upon
the man, ¥ou pummel him senseless and recover your
money. DL/SL Determined

8997 A group of men in a musty alley motion for
¥You 10 join them. They seek your aid in a scheme
to viclimize an aged lampseller. You recognize them
for the curs they are.

MO SKILL: You try to warn the lampseller. The
swindlers divine your intent and knock you senseless
before you can interfere. D1/ Insane (1 turn)

WEAPON USE: Instantly laying about you with
Your weapon, you wound o and scatter the others,
You caution the wounded about the inadvisahility
of cozening ofd men. D2/Quick Thinking/Ficty

998 - You ses anemaciated man wagering on a dice
game,

MO SKILL: Afraid of being cheated, you refuse
to participate, though you becomes the subject of
some good-natured jeering. DI/Scomned (1 turn)

PIETY: You give the man a coin, saying, “If vou
are in such need of money that you do this to your
brothers, you are in greater need than 1" The other
man is shamed and abandons his garme. D1/51/ Prety

P98 In this far-off land, a man approaches,
demanding a coin for the sultan’s tribute. *It is the
custom, foreigner,™ he explains.

MO SKILL: Suspecting a con game, vou refuse
to pay. Unfortunately, he is really a soldier of the
sultan and calls octher puards 1o chastize you for im-
pertinence. D1/Imprisoned {1 turn)

SCHOLARSHIP: You recall such a practice in
some countries and note the man’s garb; he might
be a sultan’s guard. You politely explain that vou
already have given; it did not occur 1o you to de-
mand a receipt. Although suspicious, he hesitates
to contradiet vou. DI/ Beguifing or Courtly Graces

TRy~ Im this strange land, you are informed, it is
customary io sever the little finger of the left hand.
You must submit if you are (o remain.

MO SKILL: You may submit or feave the city:

I vou feave: Mo Award/Move your marker one
space out of the city

IF vou submii 1005 painful, bul yougain rare and
fascinating insights inte a& strange cullure.
D1/51/Crippled/Scholarship

COURTLY GRACES: You inquire about the
ongins of the custom. A former sultan missing this
finger decreed that all subjects should be blessed in
this way. You speak with the current sultan and con-
vince him 1o establish a new tradition to enhance his
own honor. Pleased with your wisdom, he makes
wou a trusted advisgr., D255 Vizier

101 You are arrested for eating dates from @

kather bag. You are sentenced to execution by & grin-

ning vizier (who gave you the dates); with your pro-
perty to be given 10 the state {i.e., ta the vizier).

NOSKILL: Yowu may profess, or iry [0 assassinale
the vizier:

If you speak in your defense: o to 1380

IF you ey to Kl the vizier: roll | die and add |
each for Stealth & Stealing, Weapon Use:

* 13 You fail, and are horribly wounded. However,
¥ou manage to escape, D1AS]Wounded (6 or
less)/OutlawLose Weapon Use

=4+ You succeed and discover that, by law, your
act makes you the new vizier! D2/51/Vider

1H2 - Amemberof the aristocracy slays a peasani
for a trivial pffense. He is about 1o slay another when
yOu intervene. '
MO SKILL: Enraged, the aristocrat attacks you.
You barely escape. D1/ Wounded (5 or 125s)
WEAPONUSE: Your attzck 15 met skillfully; the
other is a master swordsman. However, the distrac-

tion permifs the peasant (o escape. You escapes im-
mediately thereafter. DI/ Weapan Use

13 You spend the night with a rich local mer-
chant, bul are dismaved w learn of an obscore
custom; you are expected o marry s child! You
have no wish oo marry an infidel in a far-ofT land,
bur an armed slave is assigned to tnsure cooperation.

MO SKILL: Since you Have no choice, you are
married. D1/ Married /Grief-stricken/Lose Sedwciion

ACTIMNG & DISGUISE: When alene, you make
yourself look diseased. Appalled, the merchant glad-
Iy allows vou to leave. D/S1

1004 In a far-off land vou have met and Tallen in
lowve with 3 wonderful member of the opposite sex.
In this land, when a spouse dies, the other is buried
alive with the corpse. Yo may refuse or agree (o
FRUOFFIGEE:

ff youe refuser 31/5comed (6 or less)

I you po through with the marrigge: go to 1005

1005 In a far-off land vou have married a maost
wonderful member of the oppasite sex. You live in
bliss for less than'a week when your spouse dies of
a sudden cold. You are reminded of the custom of
burving the surviving spouse with the corpse in a huge
pit. You may iy (¢ escape or aocept your doar:
If you escape: roll one dic and add 1 each for
Begiilling, Acting & Disgulse, Sreafth & Stegling:
s 3.7 You are caught. Enraged, the people punish
visi brutally before throwing you in the pii. Cnppl-
ed/Go 1o 1006
= B+ You flee with few possessions, but with life
intact. DIFS1LA0utlaw/W-1 (Min:Poor)
If you accep! your doar: go to paragraph 1006,

I Ina far-off land vou have married, but your
spouse has died, It i5 the custom to bury the surviv-
ing spouse with the corpse in a huge pit. With one
loaf and a bottle of water you are lowered into the
pit. Soon your bread and water are gone. One day
light sireams in as another is lowered into the pit.

PIETY (Mandatory), NOSKILL: The other is un-
willing to share his food. You fall into a deep sleep
like wiro dearh, A grave robber draws you out of
the pit and, taking you for dead, strips you. You
barely manage to crawl away, dazed, and withouwt
memaory of who you are. D151 S Insane/ W-3 (Min:
Penniless)

QUICK THIMKIMG, DETERMIMNED, WEA-
POM USE: You leap forward and brain the infidel
with a thighbone of the decsased, The bread and
water keep you alive until the next person is lowered,
who vou likewise slay and plunder. This continues
until you stumble upon a Secrel exit. At the end of
an interminable crawl, you emerge into a fabulous
valley where diamonds are stirewn aboul like peb-
bles! D2/517L wek/Free move to the Valley of Dia-
monds with immediate encounter

Mo Award
Mo Award
Mo Award
Mo Award
Ma Avard
Mo Award
Mo Award

1007
1008
1009
1010
1011
1012
1013

014 A man is feeing for hislife! He tells you that
a wicked vizier s infatuated with his wife and has
declared him an outlaw. Moments later-he is taken
by zuards and will die tomorrow at dawn unless you
can do something. You may seek on gudience with
the vigier, or iry to help hin escape:

I vou seek the vigier: go 'to paragraph 1015,

IF you iry 1o help your new friend escape:

MO SKILL: You are caught, and banished from
the land . D1AOutlaw

WEAPDNUSE: You overpower the guards and
rescue the man. He leaves (o rescoe his beloved.,
D1/52/Blessed (6 or less)
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1015 A convicted man told you that a wicked vizier
planted false evidence in his house. “The vizier will
take my beawtiful wife tomorrow when I am ex-
ecuted," e mourns.

WEAPON USE (Mandatory), NO SKILL: Yeu
sneak into the virier's house and slay him to save
your friend. But he is executed anyway, and you are
sought as a eriminal. D1/Outlaw

WISDOM: You wait in hiding, observing the
vizier, and discover evidence that will prove your
friend’s innocence. You may try (o steal the evidence,
ar festify at the trigl

If you steal the evidence: go to paragraph 1016

If you go to the trigh go to paragraph 1399

1016 A wicked vizier robbed the sultan and planted
booty in your friend’s house to frame him. You have
found some of the loot in the vizier's howse,

NO SKILL: As you lay your hands on the jtemns,
a shrill wail arises. The puards are alerted and you
must flee; Go to paragraph 1399

STEALTH & STEALING, MINOR or MAJOR
MAGIC: At the trial, you deseribe the vizier's house,
the plot, and where the loot may be found. Enrag-
ed, the sultan executes the vizier and prometes your
friend. D2/51/Blessed (6 or less)/W + | (Max:Rich)

1017 A young prince gives you a gift. Later, the
vizier summons you, finds a pretext for confiscating
the item, and banishes vou. Veageful, vou return
at night. ;

ENVIOUS, STEALTH & STEALING (Both
Mandatory), MO SKILL: You find many treasures
and cannot resist taking some. You make a sound:
the guards are on you like dogs on a hare.
D31/ Wounded (6 or less)/ Imprisaned

PIETY, WISDOM: You know better than to
touch the vizier's treaures; Allah will guide vou in
your righteous deed. You escape with your proper-
ty. D2/51/ Yellow Kohl (156)

1018  The vizier has usurped power while the sulian
is away and levied a terrible tax.
MO SKILL: You hide from the tax collector, but

a jealous citizen turns you in. You are fined in addi-

tion to the tax. W-3 (Min:Beggar)/Imprisoned (8 or
less).

BARGAINING: You are audited but fast-talk the
tax collector; you pay only a few dinars. The tax col-
lector is puzzled, but you leave town before ke can
figure out what happened. D1/Beguifing

1019 An impressive entourage comes down the
street. It is the vizier, a man known to execute those
whe do not bow low when he passes. You decide
to leave immediately. -

INO SKILL: The vizier sees you leaving, is furious,
and orders guards to hunt you  relentlessly.
D1/Pursued.

QUICK THINKING, ACTING & DISGUISE:
You duck behind a corner and fold your turban to
leck like a guard"s. When the guards run by, you
follow, pretending to be one of them. D1/51/dc-
ring and Disguice

1020  For mo apparent reason a powerful vizier
befriends you, embraces you, and cries, **You are
dearer to me than my brother.” He dresses you in
his clothes and bids vouw Farewell,

MO SKILL: l:u:mfl.ma-:l, vou set off. L Tmen
surround you crying, **Here is the viziee!"" and beat
you mercilessly. Meanwhile, the wicked one ESCATS.
D1/Wounded (1. tum)

APPEARANCE: You s¢t off. Men suddenly sur-
round you, crying *“Kill the vizier!" But, when they
see your face, they realize you are not the vider, You
describe your clothes and it is easy to appr:hmdthe
vizier. D1/Respected {1 turn)

1021 A vizier asks you to help catch a notorious
criminal. The bait for the trap is the death of a
maiden. Y'ou begin to wonder about a man wha pro-
poses such methods.... You may go through with
the plan, or back out:

ST 138

If vou go through with the plan:'go to paragraph
1022

IF vou refuse:

PIETY (Maadatory), NO SKILL: You refuse to
slay a Muslimeh undér any circumstances, The vizier
is furious and -casts you into the dungeon.
D/ Imprisoned (6 or less)

WISDOM: The vizier is an evil man who will not
accept refusal. You pretend to go along with the plot,
escape at the earliest opportunity, and warn the
“‘criminal’’. D1/ Plety

1022 The vizier requested aid in capturing a
¢riminal. You are to slay a maiden as bait for the
trap. You are introduced to the maiden and given
a sword. At the proper moment you are to cry out
that she is faithless — and kill her. This will bring
the ¢riminal — her brother. _

NO SKILL: You perform as expected: the man
is casily taken. Later vou learn the man was no
criminal, but the vizier's Blder drother. Your heart
is shattered. D1/Grief-stricken {6 or less)/Lose Piery

BEGUILING, ACTING AND DISGUISE: You
cannot go through with it. You arrange to simulate
her murder. When the “criminal® appears, you ac-
cuse the vizier, crying, **If Allah agress with me, this
maiden shall live again!™ She rises from the ground,
the guards desert, and the evil vizier flees for his life.
D2/81 Quick Thinking

1023 You ask to see the vider. Your request is
denied. Mo Award

1024 A lavishly dressed man sits crying on the steps
of a palace. The vizier, he must find a cure for the
sultan, who lies dying inside, or be executed. He asks
if you have medical knowledge.

NO SKILL: You attempt a cure, The sultan
recovers and makes you vizier! D2/31/Vizier

PIETY, SCHOLARSHIF (Both Mandatory): You
cure the sultan with aromatic herbs. The jealous vizier
suggests that such knowledge may be used for
assassination as well. Afraid, the sultan has you
banished. D2/Outlaw

1025 You meet an unusual maiden and offer to ac-
company her. When she goes to “abev a call of
nature,™ she tarries o0 long you go after her. You

discover she is a gooleh! She tells her young of the

fleshy person she will bring them.
NOSKILL: You move slowly off, but her moans

seem to cast a spell upon you, and, against your will, -

you return, Luckily, a passing troop of soldiets scare
her away. D1/51/Ensorcelled

WILDERNESS LORE, ECHGLAREHIF
MINOR or MAJOR MAGIC: Acquainted mth
goolehs, you recognize your peril and escape the mo-
ment you know her identity, D1/51/ Wisdom
1026  The sad princess turns out to be a gaaleh and
wants to feed you to her children. You are deter-
mined to talk your way out of this trouble.

MO SKILL: You beg for mercy, but her children
hm.fc not edten for days. She only wants 2 small
piece...! You faint in horror. You wake maimed,
but alive, D1/51/Crippled

BEGUILING, PIETY, COURTLY GRACES:
You don't reveal that vou l:n-:-w her identity, but say
vou have an enemy whom you fear. “If you are @
good Muslim, pray to Allah,” she says. Your prayers
are eloquent, filled with remorse. The gooleh admits
her nature and lets you leave, D2/S1/Luck

1027 You attempt to help a wounded gooleh by
the roadside. **T have been wounded by a cruel
soldier. If you could bring me some human flesh I
will be grateful.*”

WEAPON USE (Mandatory), NO SKILL:
Repulsed, you slay the vile, helpless creature. Later,

you suffer pangs of remarse for the cofd-blooded -

murder. D1/Grief-stricken (7 or less)

SCHOLARSHIP: You will ease her pain, but will
not provide flesh. Because of your kindness, she
resolves to beseech Allah for deliverance from her
unnatural condition. D1/81/Piety

1028 - A gooleh has trapped 2 man in the branches
of a tree. *‘T am a True Believer,” she says. **Yon
infidel shall feed my hunger.” *“‘She liez! T am a
Muslim!"" the man wails.

NOSKILL: You cannot determine the truth and,
considering the fearsome gooleh, continue on your
way. Sl

WISDOM, BRASS TRUMPET: You know your
enemies! Indeed, the man in the tree & an infidel,
but Allah is merciful. You convince the gooleh to
spare the man if he accepts Allah. DN/S1/ Praty

1029 A gooleh who has recently sworn ta the True.
Faith weeps by the roadside. You ask why she weeps,
““Because gools eat flesh — man flesh. Allzh for-
bids such things. What can I de?" You sitand puzzle.

APPEARANCE (Mandatory), NO SKILL: As

‘vou ponder, the gooleh is overcome with hunger and

takes a chunk out of you, Howling, you flee.
D1/ Wounded (7 or less)

PIETY: You pray with her for a solution. Sud-
denly, a deer stumbles into the ¢learing and drops
dead. You prepare it, and, to her surprise, she likes
it. Dl!ElfPfefnylzss:d {7 or less)

1030 While nd.mgmthe wilderness, you come upon
a gooleh (2 flesh-eating ogress!). She looks at vou,
licks her chops, and bars your way; behind vou,
another appears. ““We bear no malice, but we must
eat,” she grins.

NE} SKILL: You are frozen with terror. The
goolehs fall upon vou, slaying your horse and woun-
ding you. In a terror-inspired frenzy, you escape.
D1/81/ Wounded (7 or less)/W-1 (Min:Poor)

STORYTELLING: To distract them, you start
telling stories. In each, a character prays for
deliverance and is saved; lightning strikes the foe
dead. Apprehensively, the goolehs glance repeated-
Iy at the gathering storm clouds. Suddenly, you
scream to Allah for deliverance. The goolehs flee
in terror. D1/S1/Quick Thinking

1031 - You spy & gooleh singing to her children of
the meal they will have when a fat human comes
along. You notice a deer and frighten it with a stone.
Mistaking the deer’s noisy retreat for footsteps, the
gooleh follows. Praise Allah for sending one of his
creatures to deliver you! D1/51/ Piety

1032 Ynumuﬂanuldmanbym:mdenfthemd
He warns of a gooleh roaming the countryside and
recomnmends taking the long route around.

MO SKILL: You take his advice, onlv to be
waylaid and robbed from a hidden ambush. Was the
old man an accomplice? D1/W-1 (Min:Foor)

WISDOM: The old man's eye is shifty and restless,
and you distrust his words. You travel the normal
route, and there is po goolch, He must have besn
trying to trick you. D1/ Wisdom

1033 There have been reports of gools and goolehs
in this area, and the sultan has offered a substantial
reward for their heads. In your travels you spy one

~ of the fiendish flesh-eaters! You follow silently,

NOSKILL: The gooleh senses your presence and
turns on you. There is no room 0o Tun. You are
caught and badiy injured, but a group of men drive
the creature away. D1/ Wounded (7 or less)

STEALTH & STEALING: You follow silently
and discover 2 whole family of them! You sneak
away to report to the sultan, who rewards you.

© D1/S1/Blessed (7 or less)/W+2 (Max:Rich)

1034 - While riding, you burst into a clearing, sur-
prising a gooleh feeding on a vietim. Startled, I]lE
wicked ogress flees. :

MO SKILL: You pursue, but q:.amklr lose her in
the wilderness. Mo Award

WILDERNESS LORE:; Cannily, you dismount
and foliow on foot. In this madner, you smeak up
and end her E:I."]l life. D1/51

1035 You hear screams and, when YOu arrive at
the source, you see¢ a gooleh carry off a beautiful
princess. “'I'll feed you to my hungry young ones!*?
she cackles. You attack. The gooleh wounds the




pomeess, then falls 1o your sword. Alas, the princess'
wound i on her face, and her good looks are mar-
rzd. She hates you, blaming you for her injury.
D151/ 5corned (T or less)

036 While drinking at a spring, wvou -hear
something approaching. You hide. A gooleh appears
2nd stoops to drink.

N0 SKILL: Numb with fear at the the'sight of
this horrible creature, you freeze. It escapes, and yvou
=re ashamed. D1/Grief-stricken (1 turn)

DETERMINED, ENDURING HARDSHIP: You
draw vour sword and slay the vile creature.
D1/S1/ Piety

1037 The ship you are on is foundering — crewmen
report split seams below decks, The Captdin suspects
mermen are iying to destroy the ship. You lean over
the rail and pray fervently for Allah’s deliverance.

NOSKILL: You are adrift at sea. Go to paragraph
31>

PIETY, APPEARANCE;: ‘A merman®s  head
breaks the surface. “Allah be praised!™ you cry.
““Are you a Muslim?*® the merman replies. At your
affirmative, he begs forgivensss — he thought the
ship belonged to infidels. They repair the ship and
invite you to visit their land. D1/51/0pportunity to
enter Undersea Kingdom

1038 You sail through clear waters when a mer-
man appears and calls, “You trespass! Be gone in
one hour or we will destroy vour ship. ' He gestures;
the wind dies.

MO SKILL: You all try to row the ship away in
the alloted time, but your prayers to Allah are
unheeded; the ship is destroved. Go to paragraph 315

MINOR or MAJOR MAGIC: You suspect a wind-
raducing enchaniment and prepare a counterspell.
The merman is disappointed when a strong breeze
comes up; you sail away. DI1/S1/Minor Magic

1039 Your ship is suddenly assailed by mermen who
board and try to kill all passengers. You may pray
ro Affah for deliverance, or jump overboard:

If you pray: the mermen surround you and discuss
plans for vour disposal. Roll 2 dice and add 1 each
for Female, Beguiling, Flety
# 2-7 They are gracious — they content themselves

with tossing vou overboard. Go to 3135
» 8+ Allah hears your prayers. The hearts of the

" mermen are softensd by your pleas. D151/ Piety

ff you jump overbogrd: go to 1040
1040 The ship iz overrun by evil mermen. Prudently
you head for the side, hoping 1o swim away. A
powerful, confident merman blocks your way....
You may Iry fo sfip past him, or talk hint into fet-
fing you go.

If you try to talk him info lefting you go: go'to
paragraph 1041

If you try to slip past-kim:

MO SKILL: You slipon the deck — right into his
grip. He grins and hurts you only slightly before toss-
ing you overboard. DI/ Wounded (6 or less) Go to
paragraph 315

QUICK THINKING: You grab and light a torch.
The merman recoils in fear, and you make it easily
to the rail, where another crewman welcomes you
aboard a lifeboat and you escape. D1/S1/Luck

1041 Your ship is surrounded by mermen. Y ou tush
for the lifeboat, but your way is blocked by an avil-
looking merman. You try to talk your way past him.

BEGUILING (Mandatory), NOSKILL: You tell
2 tale about your poor spouse and children. “Liesg!"™
he cries, and takes a chop at you, Though wound-
ed, vou dive over the rail. leWcundel:l {6 or
Iess)/Go to 315

APPEARAMNCE, CﬂURTL'I" GRACES: The
merman hears your polite apologies for the injustices
vour people have done to his people. He turns his
Back, permitting you to dive over the rail.
D181/ Quick Thinking/Go to 315

W42 A band of mermen has surrouhded your ship
==d demanded a ransom for their king.
BARGAIMING (Mandatory), NO SKILL: You

a7

haggle with the mermen, but you have nothing to
bargain with; they sink the ship. Go to paragraph 315

BEGUILING, SCHOLARSHIP: You express in-
terest in their king, customs, and history, hinting that
the mermens’ reputation comes from poor informa-
tion. They are flattered and invite you to visit (with
a proper gift for the king, of course). Lose 1 wealth
level or one treasure for an Opportunity to enter the
Undersea Kingdom. Otherwise, they sink you — go
to paragraph 315

1043 A merman approaches the ship, asking to-

speak with the captain, Duban, They are alone
together inm:his cabin for quite a while, Later, vou
cannot contain your curiosity and ask the merman
what they were speaking of .

PIETY (Mandatory), NO SKILL: *'Nothing im-
portant,” he replies. Later that night, however, ¥ou
awaken to find mermen taking you captive. Duban
drugged vour food with benj! D1/Enslaved :

STEALTH & STEALTNG, OUTLAW: Suspec-
ting a plot, you drap hints you'd like to be*“in on
the deal.* The merman says, ‘“Duban has sold the
passengers as slaves." You warn the passengers, the
mermen are prevented, and Duban is punished.
D1/51/Blessed (7 or less)

1044  The crew spots a wounded merman and brings
him aboard; they intend selling him as a novelty slave.
You spéak with the merman and find he is an infidel.

MO SKILL: You see nothing wrong with their in-
tention, and arrange to aid in the zale for a small
percentage. DIAW-+ 1 (Max:Res.)

PIETY: You tell the merman that if he converts,
you will intercede on his behalf. The crew is dizap-
pointed, but persuaded by your plea. The grateful
merman gives you.a small, magical present.
D2/51/Dendan Oil (148)

1045  While leaning over the rail you spy a mer-
person. You engage in conversation.

MO SKILL: You learn a few things about mermen
before he swims off. DM/S]

LUCK: Your names are the same!l What a
remarkable coincidence! A seahorse steed is sum-
moned and you are taken to the Undersea Kingdom.
D151 Immediate Move to the Undersea Kingdom
with immediate éncounter

1046 - Your ship bas been menaced by the dendan
in these waters. Later, you spot a merman. The cap-
tain, Mur-al-Din, wants to kill him — “The filthy
infidel!™ You beg to speak with him: first.

MO SKILL: Mur-al-Din refuses, and kills the mer-
man. Later a dendan shatters the ship; vou are cast
adrift. Go to paragraph 315

COURTLY GRACES: You convinge MNur al-Din
to give you a few minutes. When you speak with the
merman, he is revealed as a Muslim! How forfunate
you didn"t harm him. He tells you h::rw to avoid demn-
dan. D2/31/Luck

1047 The i.‘_.ggtaan, Ghanim bin Ayyub, drinking
one night, %ays he would like to rob the wealthy
passengers. You offer to help for part of the take
RICH or greater (Mandatory), MO SKILL: When
Ghanim sobers up he regrets telling vou his plan and
has you tossed overboard. Go to 315
BEGUILING, STEALTH & STEALING,
OUTLAW: bin Ayyub knows he can trust your
crooked character. Far out at sea, you rob the
passengers and sel- them “adrift in lifeboats.
D-1/51/W +2 (Max:Rich)/Lose Plety, Respected

1048 The captain, Bukhayt, asks von for aid in rob-
bing a passenger of an interesting package. You enter
the man's cabin while Bukhayt keeps him occupied
elsewhere.

“NO SKILL: When you touch the package, you
are helpless: it is magically protected. When the
passenger returns, he scornfully pushes you over-
board. Ensorcelled/Go to paragraph 315

MINMNOR/MAITOR MAGIC: The package is pro-
tected by a spell. You defeat the spell'and keep the
package, escaping immediately by lifeboat.
D2/ Minor Magic/Trea* -

1049 The captain, Kafur, has been eyeing some of
your fine possessions.

MO SKILL: You give him some of them, which
makes him covet the rest all the more. Cme night vou
awake with a hand clamped over your mouth; in
seconds vou are swimming for vour life. 'W-2
(Min:FPenniless)/Go to 313

ACTING & DISGUISE: You suspect Kafur of
piotting to throw you overboard. You make yourself
look like a fearsome jinn and, when the crewmen
enter your cabin, leap forth. They return to Kafur
and reveal you as a powerful sorceror. D1/81/de-
ting & Dispuize

1050 ‘The captain 5grmd}.r1:3.rcfa.|]5umnﬂcr:.rme. 5
possessions. You determine 1o teach him a lesoon.
You begin to flatter and toady to him.

MO SKILL: He suspects your motives and keaps
a careful eve on you. He robs several others b‘utleﬂ.ws
vou alonsa. DI

BEGUILING: He accepts vou, and asks vou to
help rob the others. You agres. One night wou rush
to his cabin cryving **Hurry, we are discovered! To
the lifeboat!™ In a daze, he stumbles info the lifeboat;
you shove him adrift in the ocean (with ample pro-
visions) and  help vourself to his possessions.
D1/81/W + 2 (Max:Rich)

1051 The captain of the ship, Sharkkan, obvious-
Iy covets the possessions you have brought on board.
Later you are told they have been damaged by rats
and thrown overboard. You suspect thievery.

MO SKILL: Sharkkan catches ¥ou trying 1o steal
them back. You are accused publicly and thrown
overboard. D1/W-2 (Min:Penniless)/Go 1o
paragraph 315

WEAPONUSE, STEALTH & STEALING: You
sneak into Sharkkan's cabin and arrange an acci-
dent. In the wake of his tragic death, you graciously
offer to guide the ship to port. Among the late cap-
tain's effects are many of wour “‘damaged™
valuables. D2/51W + 2 (Max:Rich)

1052 The captain, Zag.al-Makan, has Forced all
passengers to give him a portion of their cargo. If
you refuse, he will steer the ship onto a reef.
WEAPON USE (Mandatory), MO SKILL: You
lead the passengers against Zau; he and his crewmen
are slain. However, no one can sail the ship. You
are wrecked. Go to paragraph 315
SEAMANSHIF: You take over the ship, and the
voyage is completed. The owner is very grateful.
D1/S1/Respected (1 turn)/W+ | (Max:Res.)

1053 . At s2a, the captain and crew have imprison-
ed all the passengers below decks. They plan to keep
your possession and sell you as slaves.
D1/51/Enslaved /W-2 (Min:Penniless)

1054 The captain is wringing his hands and looks
VETY nervous. You ask what's wrong.

MO SKILL: He replies that he misses his family
and worries about them. However, when you wake
in the morning and find the captain and crew gone,
you suspect that he wasn't completely frank with you.
The ship drifis aimlessly to an unknown shore, DI/
Lost/Free move to any coastal space

SEAMAMNSHIP, SCHOLARSHIP: He trusts
vour judgement and reveals that the ship is ir-
revocably lost. However, vou read the charts and
the heavens to discover where you are. 'The voyage
resumes normally, and the captain is very grateful.
D1/Blessed (T or less)/ Seamanship

1055 The captain, Aziz, is sweating and wringing
hiz hands. **I have heard tales,’" he savs, “‘of rocs
in this area that drop stones on passing ships. ['fear
for our lives."

MO SKILL: Indeed a roc passes and drops a huge
stone on your. ship, destroving i, D1/Go o
paragraph 315 _

QUICK THINKING: You describe a ruse which
riay save vou. He orders the crew to cover the ship
with shiny black tarpaulin. From above, it looks like
the back of a huge dendan. Rocs come, but do not

(1036-1053)



bother you. Ariz is quite grateful, S1/D27 Wisdoms
Respected (7 or less)/Q:S ;

1056 The captain suddenly begins wailing and
beating his breast. A current has gripped the ship,
sweeping it to Allah knows where.

SEAMAMNSHIP (Mandatory), NO SKILL: You
try unsuccessfully to change course or escape from
the current. Soon you come to anrunfamiliar shore.
D1/Lost/Free move to any coastal space

PIETY: If Allah knows where, perhaps he knows
best how to guide the ship. Your prayers are confi-
dent and praising of the All Powerful One and, sure
enough, the lookout soon sights land. Lo, it is your
destination! D1/51/ Plery

1057  Suddenly, the wind shifts and the ship refuses
to respond. “An “efreet has captured us," squeals
the caprain. “'Before us is the Magnetic Mountain!
I'll sink her mysell rather than face the denizens of
that land!*

MO SKILL: You try to stop the captain’s mad ram-
page, but in seconds he has brought the mast ¢rashing
down through the deck, Water pours into the hold:
she sinks immediately. Go to paragraph 315

MINOR or MATOR MAGIC: The evil influence
of magic is at work. A quick counterspell and the
ship is under control, D1/ Minor Magfc

1058 The storm tosses the ship like a childs ball.
Terror unhinges the captain who dashes screaming
far the lifeboat. He goes overboard into the storm,
and you are left without a captain, Finally, you come
upon an unknown shore, D1/Lost/Move vour piece
to any ¢oastal space

1059 *"We are lost? Lost! Allah has forsaken us
— we shall never see land again!"™ The captain has
lost his wits!

MO SKILL: All vou can do is restrain: him.
Without his help, however, hew will you find your
way? D1/Lost/Move your piece to any coastal space

PIETY: “Of course Allah has not forsaken us,*’
you cry. At that moment a dove, clutching an olive
branch, lights on the captain's shoulder. He returns
tor his senses and guides you heme. D1/S1/Plery/Q:5
1060 In the midst of a normal conversation with
2 passenger, the captain draws his sword and runs
the other through. Has he gone mad?!

WEAPOMN USE (Mandatory), MO SKILL: You

Jump ta the passenger's aid and slay the captain. The
other hands you a bundle then dies in your arms.
D-1/81/Carnelian Idol {144) -

SCHOLARSHIP: The passenger’s turban is

knacked awry, revealing the red turban of the evil
Magian fire-worshippers! You rush to aid the cap-
tain, and the Magian is dispatched. You note a bun-
dle and take it. D2/51/Carnelian Idol (144)

1061 Dangerous shoals lie ahead., The captain

wishes to sail around them, but angry passengers in-
sist the caplain go through the shoals and keep his
schedule. In fury, he refuses to go any further.

MO SKILL: Without his skills you must change
routes, causing gredt delays. Dl /Place vour desting-
tion marker in your current space; You may not move
next turn

SEAMANSHIP: You take control of the ship
yourself and come through the shoals with ease. The
ship-owners offer you the captain’s position.
D1/ Seamanship

1062 The winds howl, the seas are high, and the
caplain locks himself below decks. The ship drifts
without a master. What causes him fo act this way?

SEAMANSHIF (Mandatory), NO SKILL: You
try ko save the ship but are no mateh for the cap-
tain. You are driven onto uncharted shares.
D1/Lost/Move your piece to any coastal space

COURTLY GRACES, BEGUILING, SCHOL-
ARSHIP: You question the captain through the doar
and discover he fears a plot among the passengers.
You soothe him with fattery and coax him to face
the crisis. D1/81/ Wisdom/Q:5

1063 Yuqr present course will cacry vou into
FTRCLE Ty
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unknown waters; the captain refuses to sail further,
‘BEGUILIMNG (Mandatory), NOSKILL: Your at-
tempis at persuasion are futile. D1/Scormed (7 or less)
QUICK THIMKING: You bet the captain he is
not-skilled enough to bring you through. He takes
your bet, sails on, and is suecessful. D1/ Quick Think-
frgsW-1 (Min:Res.)

1064 The object shimmers and glints like a precious
stone. You are drawn to it.

NO SKILL: You are mesmerized. You casually
note a grinning sorceror relieving you of your posses-
sions. DI/W-2 (Min:Poor)/Ensorcelled (1 turn)

MINOR or MAJOR MAGIC, PROTECTIVE
TALISMAN: Closing your eyes, you pronounce
“Kaloor!"" The spell is broken. You slay the sorcerar
and find a most interesting item on him.
D1/81/Trea*

1065 Inside a stone building 15 a golden statue of
a coiled serpent; its eyes glitter piercingly in the dim
light. As you approach, you could swear it moved,

MO SKILL: You run in terror as the *'statue’ shat-
ters the floor behind you with its adamant fangs.
D1/51

BRASS BOW, WEAPON USE: You strike at the
throat of the *‘statue'’ and purple gore streams from
the wound. In death it reverts to inert gold and jewels.
D2/51/W + 2 (Max:Rich)

1066  Just ahead Is 2 small brass statue of a
horseman. As you draw near, it begins to revolve.
When it stops, the horseman’s spear points in 2 new
direction.

MO SKILL: Its function is an enigma, but it is
small enough to carrv on horseback, D1I/W+ 1
(Max:Rich)

SCHOLARSHIP: Legend says the brass horse
points the way to the lost City of Brass. You take
the statue and begin your trek. D1/51/Brass Horse-
man (152}

1067 An old man, hunched by the roadside, is seli-
ing a *‘magical’’ bead on a necklace for a great sum.

EVALUATION (Mandatory), MO SKILL: You
can see the bead is worthless, and ignore his affer.
Mo Award :

MINOR or MAJOR MAGIC, WISDOM: When
you hold it in your hand, you feel its power. The
price is a bargain! D2/51/W-1 (Min:Poor)/Magic
Bead (170)

1068  Your alert eye spies a small ring buried in the
mud. You elean it, there is a blinding flash of lightn-
ing, and an enormous “efreet stands before you!
“You have disturbed my slumber!* he roars.

MO SKILL: You beg for mercy, but.....Shazaam!
You are a stubby donkey. D1/Beastform (6 or less)

STORYTELLING, QUICK THINKING: You
humbly beg pardon, and offer to tell a story as atone-
ment. You tell the most boring tale in your repetoire,
and the ‘efreet’s eyelids begin to droop. When sleep
overcames him, he is drawn back into the ring.
D2/51/ Quick Thinking/Seal Ring (155)

1069 - You spy a small pot containing strangely col-
ored kohl (eve makeup). You dab a bit on one eye,
and lo! The landscape i5 covered with treasures —
treasures present always, but invisible without the
kohl.

STEALTH & STEALING {Mandatory), NO
SKILL: If one eye sees this much, imagine what
treasures two will see! You eagerly rub kohl on the
other eye; you are blinded! D1/Crippled )

PIETY: These riches are greater than any mortal
could wish, Although you might see mors through
the other eye, you refrain. D2/S1/Kohl Pot
(1a1)/FPrincely Wealth
1070 A small kohl pot lies nearby, You open the
pot; within is a bright yellow kohl. (Why would
anyone wear such colar?) .

BARGAINING (Mandatory), NO SKILL:
Perhaps it is magical! Eagerly you rub it on one eve.
HNothing happens. Disappointed, you leave it. 51

MINOR or MAJOR MAGIC, SCHOLARSHIP:

You remember rurnors about the uses of vellow kohl.
Experiments confirm the theory! A small pinch turns
worthless material to gold! D2/Yellow Kohl {156)

1071 An old man invites you into his hut to aid
in translating a book. He goes off for 2 moment,
and you spy a fascinating object — a spherical con-
tainer full of flickering lights.

MINOR or MAJOR MAGIC (Mandatory), NO
SEILL: As you gaze at it, an image of a strange, -
far-off city full of infidels appears. The old man
returns and cries, “MNo!™ There is a bright flash.
“You've just destroyed that city, fool! Leave here
at once!™ D1/Envious

WISDOM: You admire it but refrain from
touching. When the translation is finished, the old
man is grateful and gives you a wonderful gift.
D2/51/Celestial Planisphera (160)

1072 Youmeet 2 weary traveler who seldom speaks.
You sit and eat your lunches together in sllence. What
an amazing volume of fiood the man draws from his
small saddlebags.

NO SKILL: You express interest in this wonder-
ful miracle. The man leaps to his feet, spits, curses
you as a scheming thief, and dashes off on his horse.
31

STEALTH AND STEALING: You carefully con-
ceal your interest. When he goes to wash, you snateh
the bags and ride off. Later, in a secure place, you
experiment and find the bags are magical.
D2/31/Magic Saddlebags (153)

1073 Inadark, lonely building you have found an
old, musty volume. The language is ancient and
obscure.

WO SKILL: The pages are brittle; despite your care
they crumble at the touch. D-1/51

SCHOLARSHIP, MINOR or MAJOR MAGIC:
With the aid of knowledgeable friends you preserve
the book's delicate pages. As you transglate, vou
realize the marvel you have discovered. D2/51/Book
of Hidden Treasure (166)

1074  You have come upon a scene of battle: a
gruesome sight it is. Yet, amidst the camage — a
gleaming spear!

MO SKILL: ‘A mutilated corpse grips the spear.
The dead man's stare i5 50 unnerving you can't force
yourself to touch the object. DI/S1

ENDURING HARDSHIF, WISDOM: You have
gazed upon the dead many times; they hold no special
terror for you. As you grasp the spear, a horrible
‘efrest appears. You defend yvourself with the spear,
and, with one blow, the ‘efreet is slain!
D2/51/Sparkling Spear (147)

1075 A small statue glistens in the mud. You reach
out and pick it up. Whispering voices fill your mind,
making blasphemous suggestions.

MO SKILL: The suggestions become commands;
vour will is no longer your own. DI/Enscrcelled

BEGUILING, PIETY, PROTECTIVE TALIS-
MAMN: You resist the evil voices until you are master
again of your own soul (perhaps). D2/81/Camelian
Idol (144)

1076 - An old junkseller gives you a pierced coin on
a necklace for a good price. You polish it, watch it
glitter, and find your mind drifting. ... You snap to
aleriness and realize you have a hypnotic coin!

MO SKILL: You try out the coin on a rich
rugseller. It works! You try it again and again. You
Erovw wealthy but your mind is warped; you live on-
Iy for wealth, D-1/S1/Princely Wealth/Accursed
(SPECIAL: Place a status marker atop your wealth
level, You may not lose the Accursed status TN ANY
WAY EXCEPT by choice. If you choose to lose the
Accursed states, your wealth level drops to Beggar
immediately)

WISDOM: You know that such toys are seduc-
tive. You keep the coin but use its power sparingly.
D273/ Wisdom/Beguiling at Master (1 use)

1077 In ashopkeeper's stall, vou have discovered
an intricately carved necklace. A lovely lady also has




Zer eye on the item and is willing to pay more.

NO SKILL: You wait until she is alone then try
to rob her. She turns on yvou, and you are struck
dumb by the force of her power. *“Poor foal,’ she
says. “These gems are potent, magical artifacts.”
She casuzally demonstrates on  your body.
D2/Envious/Beastform (7 or less)

MINOR or MAJOR MAGIC, PIETY: You senge
the aura of the gems on the necklace as the lady takes
and handles them, and vou realize that she muse be
= powerful enchantress. Prudently you make vourself
sczarce. D15 Wisdam

1078 Your eyes fall upon a necklace with glitter-
myg gems, worn by a lovely maiden. You can scarce-
¥ reckon their value,

NO SKILL: You are overcome with desire for the
gems but can find no way to get them. D1/Envious

SEDUCTION (Male only), APPEARANCE: You
uze your charms to get closeto her and pilfer the
gems inoan unguarded moment, D1/51/Srealth &
Stealing/Tonian Gems (154)

1079 A weird old man i3 selling gem-like trinkets
at market. “For you, young man, they're free. Go
zhead — take one.’

N0 SKILL: You take one and become totally ab-
sorbed. 3oon you can think of nothing efse.
Di/Ensorcelied

WISDOM: They are quite beguiling — that's what
makes you nervous. To be safe, vou refuse the man’s
ofifer. DI/ Wisdomn

1030  In the night you hear a cry. Investigating, vou
stamble across a dead man. Near his hand, a
marvelous sword glitters strangely,

WISDOM (Mandatory), NO SKILL: This man
met his doom bearing the weapon, and since there
=re no other indications of what caused his death,
the sword should not be touched. Mo Award

ENDURING HARDSHIF, WEAPON USE: You
tzke the sword in hand and discover it renders you
invisible! D2/Sword of Invisibility (159)

081 Inasmall courtyard, you spy a splendid ebony
Borse. The master of the estate {an elderly sage)
mounts the statue — and it rises into the air! Your
Se=rt is filled with greed. Youw may kire kelp or steal
H OF YOUr 0WwH,

if you hire professional frelp: go to paragraph 1082

If you try fo steal the sialuwe onm your own:

MO SKILL: You sneak into the courtyard and
m=oent the statue. Suddenly, it flies up. Finally, the
Sorse drops (o the earth, and you find you are pro-
Soemdly kost. D1/S1/ Lost/ Choose anather player to
o= voun anywhere on the board

OCRCE THINKEING: You are very cautiouns when
Sz muoemt the statue and quickly learn the guiding
pomcnies. D2/51/Ebony Horse (164)

DT Tom see 3 s3ge mount an ebony horse-statue
andl s e the air upon it. You covet the statue
2o 5o =m ek rival of the sage, offering him good
FEpmemn e =il help, Together vou sneak into the
s oy o

SOOVERELE - Yoer companion quickly discerns the
SFng =e—ampome. Together vou fly outof the cour-
seacd_ Seccenly, Be pushes you off and flies away.
o = formanate; 2 rocky cliff breaks vour fall.
DL/SL/Coppled

EEGUILING: The gleam of treachery is in your
Eimed =2ge’s eye. You flatter him into teaching you
e mechanisms of the horse; then mount and fly
o D2/S1/Quick Thinking/Ebony Horse (164)

1953 Tales are told of ajvalley full of Fabulous
“amonds. Because of the many perils, it is recom-
=mended that vou hire helpers to obeain the diamonds.
o= may kire helpers, or try on your own,

If you FRire orthers: go to paragraph 1084

I you Iry on your owh:

290 SKILL: You toss a carcass into the valley.
e vultures pick it up and return to the valley wall
23 feed. When you attack the valiures, yvou expect
=m0 flee, leaving a dismond-studded carcass, Un-

42

fortunately, vuliures do not scare ecasily.
D1/ Wounded (8 or less)/ Wisdom

WISDOM: After consideration, you follow the
local people’s advice, Go 1o 1084

1084 You have been told of a valley full of fabulous
diamonds, You hire seedy-looking natives (the best
you can find in this region) o aid you.

MO SKILL: You throw a carcass into the valley,
A giant vulture lifts the carcass back to the valley
wall to feed. You drive the vulture away from the
carcass, which has several diamonds sticking in it,
but your companions thrash you and abscond with
the diamonds. D1/51/Envious/ Wounded (7 or less)

COURTLY GRACES: Youtell the sultan of your
expedition, and offer half of the proceeds. He sends
his most trusted guards to control vour helpers. Your
profits earn the sultan's favor. D2/S1/Robe of
Honor/Giant Diamond (168)

1085 You find a tunic-merchant weeping because
a wicked vizier has stolen a tuni¢ specially made for
the sultan. You offer to help him. You may engase
& master thief to ald you, or recover rthe ftem yourself,

If you try 1o engage the master thief: go to 1085

If you try to recover the item yourself:

NO SKILL: Your foolproof plan fools no one:
vou are imprisoned while the vizier thinks of a
suitably horrible punishment. D1/Imprisoned

STEALTH & STEALING: You enter the vizier's
mansion and escape detection, but come nowhers
near recovering the item. You know that only a
master thief is equal to this task. D1/Go to 1086

1086 A distraught merchant has had a special tunic
stolen by an evil vizer. You have offered 1o help him
recover il. You know that only Ali-Hasan, the
greatest of all thieves, is equal 1o the task.

MO SKILL: Ali-Hasan will only take the job for
an exorbitant fee,

{f you pay: W-3 and read below as though vou
had Bepuiling

If you don’t or can’t pay: Mo Award

BEGUILING, FEMALE with SEDUCTION:
You convince Ali-Hasan to take the job as an ar-
tistic challenge; he easily recovers the tunic. In
gratitude the merchant makes new tunics for you and
Ali. D2/81/Magic Tunic (151)

1057 A man strides down the street, bearing a
strangely gleaming sword. You avoid him, but a
young soldier challenges the other to a duel.

NO SKILL: You s2e the awssome power of the
Thunderbolt Sword. Si

WISDOM, MINORE or MAJOR MAGIC: You
sense the power of the sword and intervene, per-
suading the soldier to put away his pride and
apologize. He iz furions, but soon realizes you have
saved his life. D2/51/Blessed (7 or less)

1088 In a small paich of woods at the edge of a
city stands 2 sione obelisk, graven with strange
symbols.

MO SKILL: You cannot read the symbols. No
Avward

SCHOLARSHIP: You know the language; the
obelisk records the history of this ¢ty. You learn
what you can and, when you retumn and report, your
sultan 15 greatly impressed. DI1/S1/Scholar-
ship/W +1 (Max:Res.)
10689 Mo Award
1090 No Award -
1091 No Award Wi,
10 No Award
1093 No-Award
1094 While helping a poor farmer dig his felds,
you come across 2 small chest. Opening it, vou
discover silver coins. You may keep it for yourself
ar tell the farmter:

ff you keep it for yourself: go to paragraph 1095

If you tell the farmer abourt it:

WO SKILL: He is delighted and thanks vou, but
does not offer to share. D1/Envious

STORYTELLING: As he counts the silver, you
tell the tale of 2 man who did not share bread with
his family. The others were given food later, never
shared with him, and he starved. The farmer gives
you half the silver, DI/31/W 41 (Max:Res.)

1085 You discover a chest of silver in a farmer’s
field. You casually head elsewhere.

MO SKILL: The farmer doesn’t notice, and you
greedily examine your aew-found treasure.
D-1/81/%W + 2 (Max:Rich)

PIETY (Meandatory): You have a change of heart
and return the chest to the farmer. Go to paragraph
1094 and read the NOQ SKILL section

1096 In adark corner of 2 small town, you discover
a temple of evil Magian Fire-worshippers. The cen-
tral idol is the famed Snakeskin Bed. You may fry
to steal the bed, or inform the focal sultan:

If you try 1o steal the bed: go to paragraph 1097

ff you inform the local sultan:

MO SKILL: He is furious when he hears the news,
and promises you great rewards, However, after his
soldiers have destroyed the temple and taken the bed,
the sultan forgets his promise. D1/Envious

COURTLY GRACES: You present the news so
that many people hear that you were promised a
reward. After his soldiers destroy the temple, vou
know how to extract the reward. D2/Courtly
Graces/Snakeskin Bed (143)

1097 You discover a temple of evil Magian Fire-
worshippers. Inside iz the famed Snakeskin Bed,
which you vow to obtain. You go to a former
hMagian, wha, for a price, tells you their secrets,

MO SKILL: Your attempt to pass as a Magian
failz, and you are attacked. Only the intervention
of your friend saves your life, D1/Envious

ACTING & DISGUISE: You pass for a perfect
Magian and gain access to the temple, where it is
g simple matter ta steal the bed. D2/51/Robe of
Honor/Snakeskin Bed (145)

1098 A lovely maiden wearing a beawtiful ring is
accompanied by a burly slave. You give a street-vouth
& coin to distract the slave that you might steal the
ring. .
MO SKILL: You snatch the ring. However, the
glave stops you. Behind him is the child, gleefully
clutching the rwo coins he received for betraying you!
D-1/81/ Wisdom/Imprisoned (6 or less)

STORYTELLING, QUICK THIMKING: A fan-
ciful tale disguises the true réason you wish the child
te distract the slave. In this manner you protect
yourself from being betrayed, and obtzin the ring.
D151+ 1 (Max:Respectable)

1099 You find a beavtiful gam buried in the trunk
of a tree,

MO SKILL: You take the gem but immediately
are confronted by a furigus “efresteh. *“You dare
disturb this beauty for your own selfish gains? It is
Jjust that I disturb vour own beauty!™ DI1/Beastform
(7 o less)

WISDOM: You wonder at the beauty of the ob-
1ect, but refrain from disturbing it, since you are ig-
norant of its purpose and destiny. As vou depart,
a voice whispers, “Thank vou." D2/S1/ Wisdam

1100 A brass statue is barely visible behind a tower-
ing, grim “efreet, You want to get a closer look, but
vour only chance is to sneak up behind the ‘efrest
and slip away without being noticed.

WO SKILL: Before vou can get close, the *efreet
MENaces You; you retreat in haste. S1

STEALTH & STEALING, LUCK: You manage
to avoid the ‘efreet. On close inspection, you realize
that this is the brass horsemnan said to peint to the
fabled City of Brass. D1/51/Brass Horseman (152)

1101 You come upon a roc’s nest filled with splen-
did gems. The roc guards the nest vigilantly.
MO SKILL: You are daunted by the difficulty of
the task. The treasure must go unexamined. D-1,/51
ENDURING HARDSHIP: You reckon the risks
against the gains and resolve to chance it. You dash

(F078-1101)



for the nest and discover his remendous bulk is slow
to shift. You escape with several gems.
DSV Lwck/W + 1 (Max:Rich)

1102 In a strange temple, a fabulous treasure is
guarded by hundreds of prjests. You vearn to own
this treasure and teach the infidels a lesson. You may
hirg others or attempr the theft on your own:

If you wish to hire pthers: go to paragraph 1103

If you wish to try it alone: in the woods outside
the temple, you are capiured by guards.

NO SKILL: Disbelieving vour protests of in-
nocence, they bring you befors a priest, who punishes
you with mystic rituals. DI/Ensorcelled (1 tirn)

BEGUILING: The capeain believes you and lets
you go. You realize you will need help. D1/Go to
paragraph 18103

1103 You plan to rab an infidel temple, and begin
hiring useful people.

MO SKILL: One of the men, a disguised infidel,
betrays your plans; vou are taken. In a series of
bizarre ritwals, you forget all that has transpired.
D1/Ensorcelled (1 turn)

PIETY, BRASS TRUMPET: Allah reveals a spy
among the men you hired. You remove him. Go to
paragraph 1104

1104 - You plan 1o plunder an infidel temple and
have gathered a number of people you truse. You
are ready to steal the fabulous treasure within,

MO SKILL: Onee inside, vou discover 2 number
of traps and hindrances. Prudenty, you abandon
the praject. S1/D-1/ Wisdom

QUICK THINKIMNG: The traps inside make vou
think. Do the priests disarm them each day? Why
are they dust-covered, as though unusad? You search
the outer chamber and discover a secret panel — the
fabulous treasure is ‘concealed’ in plain sight!
D2/81/ Quick Thinking/W + 3 (Max:Princely)

1105 It is said that the foul vizier has a diamond
he would ransom for all the rest of his treasure, He
amasses such wealth by denying aid to needy peo-
ple. Locals ask vou to steal the diamond to ransom
for food for the needy.

ENYIOUS, POOR or less (Both Mandatory), NO
SKILL: The theft is relatively easy, but instead of
turning over the diamond, you decide to keep it.
D1/Lose Piety/Pursued/Giant Diamond (168)

ENDURING HARDSHIP: The theft is an easy
matter, a&nd, deeply moved by the sufferings of
others, you gladly give the diamond o the merchants.
D3/51/Respected (7 or less)/ Piety

1106  You find a scroll describing the process of
obtaining a magical lamp; unfortunately, you need
an accomplice. You find a cooperative youth and
take him to the site. You perform the speli, and he
enters the magical pit.

NO SKILL: When he returns, you demand the
lamp before helping him out of the pit. Suspicious,
he reluses. Frustrated, you cease the spell, irapping
him (and the lamp) within. D1./51/Envious

BEGUILING: The trusting youth hands up the
lamp before you help him out of the pit. You then
cease the spell, trapping him inside. D-1/51/Magic
Lamp (146).

107 Around a chest of gems and coins is a sleep-
ing serpent. Itz girth is a5 an ancient tree trunk, and
its jaws bristle with sword-length teeth,

MO SKILL: There is no way ta reach the treasure
witheut scrambling over the serpent: to wake it is
certain death. D-1/51/Envious (1 tumn)

WILDERNESS LORE: You notice a massive
bulge in the serpent’s body and, knowing that snakes
sleep soundly after meals, you scramble over the ser-
pent, fill your pockets with valuables, and escape
without injury, DI1/S1/W +2 {Max:Rich)

1108 Rumors of fabulous wealth draw you ta the
tower of Abdallah, the famed astrologer. You find
the tower deserted and unguarded, and discover 2
marvelous device, Suddenty, Abdallah stands befors
you, seemingly from out of thin air.

811

WEAPON USE {Mandatory), NO SKILL: In
desperation you artack. Abdallah murmurs, gestures,
and you find yoursell on four legs braying like...
a donkey. D1/Beastform (7 or less)

ACTING & DISGUISE, BEGUILING: You pose
as a sage come 1o visit Abdallah. You comment on
amazing rumors that he can disappear into thin air,
Flattered, Abdallah demonstrates; vou run ke mad.
D1/51/Celestial Planisphere {160)

1109 You discover the cave as the beggar said you
would. Deep inside is the jet Black pool and the island
in its center. On the island are two chests of gold;
between them is-a tall, dazzlingly bright lance.

MO SKILL: You cautiously probe the pool. Sud-
denly, a skeletal hand explodes from the inky waters
and draws you down! Terrified, you struggle,
manage to escape, and run screaming from the cave.
Di/Insane (1 turm)

STEALTH & STEALING: A guardian must lurk

in the pool — so you rig ropes from the cave roof
and swing to the island and back without touching
the water, D2/531/W +2 (Max:Rich)/Sparkling
Spear (147)
1110 A dervish promises you ‘great wealth® if you
accompany him. He leads you to a hidden oasis and
points to 2 large dune. There, at the top, is a fabulous
array of jewels, gold, and gems. “*It could be yours, "
he whispers.

POOR or less (Mandatory), NO SKILL: You rush
forward, your heart consumed by greed. As your
outstreiched hands touch the dune, it collapses on
you. You hear the dervish chuckle, *“Thanks for your
help.” D1/Envious

WISDOM: The dervish would not have shown you
this were it casy to take. You ignore his whispers,
and fill your mind with the beauty of the treasure.
The dervish is furious. DI/51/ Wisdom

1111 An old, run-down houss stands before you.
The door is open and you spy a fabulous treasure!
The locals tell you the house is haunted: those who
tried for the treasure met death,

NO SKILL: You don't wish to test the tales. Mo
Award

PIETY, FATED: You decide to try. A% soon as
you touch the treasure, a voice speaks vour name.
You call out, “Who asks for me?”" and an enormous
‘efreet bows before you, saying ‘*Take the treasure,
for it is yours."” D2/S1/Trea®

1112 The walls are shaped and inscribed with prec-
sion and artistry. The features are so crisp they might
have been carved yesterday, but the dunes heaped
at the gate indicate none have passed this way in
vears. You may avoid entering, or atiempt to go
inside,

I you avoid entering the gares: Sl

If you aftempi fo enter; go to paragraph 1128
1113  Through the streets of the deseried Gty, howl-
ing winds drive swirling sands against you, Skeletons
lie shrouded in decaying cloth,

MNOSKILL: Your heart contracts with melancholy
as you reflect on those gone to dust, and the futility
of human ambitions. 51/D1/Grief-stricken (1 turn)

WISDOM, PIETY: This anclent city is an ad-
monishment to man's pride. You return to civiliza-
tion and tell others what you saw; they are abashed
and enlighténed. D1/S2/ Storyrelling Wisdom

1114 You are excited o discover the gold-topped
tower rising above the deserted city,

MO SKILL: Once inside, the narrow strests and
towering walls abscure your vision; you cannot find
the tower. D-1/51

MINOR or MAJOR MAGIC: You realize the
tower's location is magically concealed. You use your
skills to locate the spell itself, When you find the
spell, you find the tower, decorated with sheets of
gold. DX/ST/W + 3 (Max:Princely)

1115 You dircle the great walls of the city but find
only one gate; it will not open. The walls are too
smeoth and tall 1o climb.

(1102-1722)
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MO SKILL: You discover no entrance to the city.
Mo Award

STEALTH & STEALING, DETERMINED: The
walls present an almost insurmountable obstacle, but
you refuse (o accept defeat. At last you reach the
top. Go to paragraph 1113

1116  You catch a faint oder of cooking fires and
scorched flesh as vou approach the hillside dotted
with dark, cave-like openings. Suddenly wyour
presence causes an alarm, and dark figures scurry
into the caves,

NOSKILL: You are sure vou have been seen, and
are alone and unable to defend yourself. Regrerful-
Iy you withdraw. D-1/51

WEAPON USE, DETERMINED, WILDER-
MESS LORE: Confident you can outwit oroutfight
whatever you encounter, you decide (o enter the set-
tement. D1/Go 1o paragraph 1130

1117 You come to an ancient road, overgrown with
weeds and grass. Curious, you follow it to the walls
of an ancient city. Though the walls are crumbling
in places, you see activity within.

MO SKILLS: Scouts find you and bring you before
their magistrate. He mentons the wisdom of
Solomon; your comment that Solomon has been
dead for hundreds of years is greeted with disbelief,
You are judged insane. D1/52/Imprisoned

STEALTH & STEALING: You avoid being seen,
and learn many things about this lost culture.
D1/51/Scholarship

1118 You discover old ruins in a secluded spot and
explore them for relics. Suddenly a group of gools
appear; you desm it wise to avoid them,

MO SKILL: Their conversation reveals they are
mightily hungry for human flesh. You moan, they
discover your hiding place, and you flee in terror.
DI/ Insane {I-turn)

EMDURING HARDSHIP: You do not flinch
from their smell or the grotesqueries of their con-
versation; they pass wyou by in Ignorance.
D1/51/Storyteffing

1119 The sun makes you dizzy from heat, so you
2000 a grove of wrees for shade, Behind the trees
a misty city shimmers. Thinking it a mirage, you
wander its streets, marvelling that the people can-
not see you,

MO SKILL: Later, when recounting this ex-
petience, your audisnce i impressed. S1/Sroryeelling

WISDOM: You realize it is real — a city caught
between your plane and-another. You converse with -
a sage from another time and learn fabulous thinge.
D2/52/ Scholarship/ Opportunity 1o enter a Place of
Power of vour choice,

1120 Riding into a valley, you hear drums. Curious,
you investigate and find the towering spires of a ci-
t¥. Atop a spire, meén in robes are executing men in
chains. The slaves appear to be Muslims!

NO SKILL: You ride away in haste, not wishing
to be captured and executed. D-1/5]1

PIETY: You gain access to the city, find where
the Muslim prisoners are held and free many of them.
You search out the slavers and slay them,
reestablishing righteous order. D2/52/Respected (6
or less)/Robe of Honor/ Plety

1121  Certain signs tell vou that the ruins of a lost
city are in the area. Yowhurry back to civilization.
A scholar is quite interested in your tate, and offers
his aid as payment. S1/Scholarshio (1 use)

1122 You find wagon tracks where there should
be few travellers. You follow the tracks to discover
a long-abandoned city. The wagen belongs to looters
carting off gold and jewels. You rush off to hire

helpers.

MO SKILLS: When you return, you cannot find
the tracks or the city. DLW + 1 (Max:Res. )/ Grief-
stricken (6 or less)

SCHOLARSHIP: You prepare a map and gather
an expedition o begin investigations into the wonders




of this place. DI1/Respecteds W42 (Max:Rich)/
Scholarship

1123 You have come across a dty long I'l].-ﬂdl:ﬂ from
the rest of the world; the inhabitants are hostile to
oatsiders. They do not resemble your people, but
the local inhabkitants of the region do resemble the
citydwellers. )

MO SKILL: You hire a local to act as a slaver,
with yeu hisslave, Together, you enter the city. Your
‘companion’ likes the society (and having you as his

slave) and decides to stay. You barely manage to

escape. DI/S2/Enviows

ACTING & DISGUISE: Using a helper as a
maodel, you devise an effective disguise, Together,
you enter the lost city and make many fascinating
discoveries. D1/32/Scholarship

1124 Your group has come upon ruins of an an-
cient city. The caravan leader wishes to push ahead,
but ¥ou want to stay and investigate,

FEMALE (Mandatory), NOSKILL: You ask that
someone stay and aid you, but the others are afraid:
the caravan leaves without vou. The difficulties can-
not be overcome by a single person. DI/Envious

APPEARANCE: Several in the caravan are your
foyal followers and agree to remain. Well-equipped
for the challenges, vou discover fabulous treasures,
D2/51/W +3 - (Max:Princely)/ Wilderness  Lore,
Scholarship (T or less)

1125 You meet an old dervish living in the
wilderness. After speaking with him, you travel an
=nd discover ruins of an ancient city! There is much
wriling on $tone pedestals in a language you cannot
rezd. Perhaps the old man can help.

WO SKILL: You bring him a chunk of rock with
szmples of the writing. **Desecrator!”” he screams,.
Brandishing a scimitar, he deals vou several eruel
wounds before you escape. D1/ Wounded (7 or less)

WISDOM: You carefully copy some of the inscrip-
mons and ask him what they mean. They are mostly
wersas and sayings, but one passage reveals the route
o adry of great repute. D1/S L/ Opportunity to enter
the City of Brass
1125 Mear the city of King Shehyal, the ruing of
acty from Solomon's time are discovered, You join
= the investigation and search the ruins. Among vour
companions are agents of King Shehyal.

MO SKILLS: Your group is plagued by a series
of zccidents. Finally, the king orders you to leave
s e, D-1/51

COURTLY GRACES: You recognize the King's
mme= == t=x collectors, and assure him of a large por-
s of the wealth. Thus, all are happy and the ex-
ge==iem 2 success. DLW + 1 (Max:Rich)

WET  Befors you is a magnificent city with tower-
'S¢ srees, exguisite ornamentation, and enduring

- ==ismemsiip. Not a soul has viewed this scene for
e — . i

FRDSEE 1 - Yoo feel a slight uneasiness; 5 5ense
ol @ dsseeeowisg presence. The distraction of the
ot Bowewer, IS 100 strong o resist, DIAW 42
WSS Arcarsed (6 or less)

WiEDOA FIET Y, SCHOLARSHIP: 't"n:ru read
ﬁ:ms:ﬁ:itt!sa—ﬁmnﬁhmmts to those who
== dead warning that the Destrover of
E&ﬁmmuﬂﬂ You copy the inscriptions.
D253 Robe of Honor/ Wisdom

It Asyoudear the sand from the gate and enter,
wonz fioed 2 chl certainty that you are watched. There
= mo =gn of hife. You step into a dark room. .

MDD SKILL: ...and emerge slack-jawed and star-
mg. stumbling forward without knowledge or
mcereness of purpose. D1/Ensorcelled

SMINOR or MATOR MAGIC: You immediatelv
semse 2 spell over the city. With difficelty, you tear
woemseif zway and forsake vour search. D2/ Wisdom

% Among the deserted dwellings are a number
of obpects thar might interest 2 scholar.
M0 SKILL: You collect them and, when you

1137

return 1o civilization, recount the circumstances af
their discovery to a group of scholars, They are pro-
fusely thankful for your efforts. D1/S1/Seholarship

LUCK: As you are cleaning a ring and examining
it, a tewering *efrect suddenly appears before you,
*¥ou ask, and I obey," he savs. D2/52/Gold Seal
Ring (155

1130 Ape-like humans emerge from their dark
refuges. They give you gifis and treat vou to a meal
with meat of suspicious nature.

MO SKILL: To avold offending them, you eat,
but afterwards are quite ill. You learn a great deal,
but the illness causes discomfort. D1/52/Seholar-
ship or Sroryielling/ Diseased (6 or less)

WILDERMESS LORE: You know something of
primitive peoples, You avoid eiting the strange meat
without giving offense, and learn of a place of
mysiery from the ape-like folk. D1/52/Scholar-
ship/Opportunity to Enter the Lake of Colors

1131 While travelling through an area rumaored to
have eternal clouds, you witness a rare event. For
one moment, the clouds part, revealing a shimmer-
ing city in the sky! Your heart burns to explore it.

MO SKILL: Mo one believes vou, and you can
think of no way of ascending. S1/Envious

EBONY HORSE, MAGIC CARPET or LAMP,
MINOR or MAJOR MAGIC: Through magic you
fly to the strange city_ So wondrous is the experience
that you cannot recall the details of vour visit when
you return. D3/Blessed (I turn)

1132 No Award
1133 -No Award
1134 Mo Award
1135 Mo Award
1136 Mo Award

In the floor of an abapdoned hut you find
a jewelled trapdeor beneath dusty floorboards. Ti
is locked.

NO SKILL: The lock is beyond your capacity.
Sighing with longing, you leave. Mo Award

STEALTH & STEALING, OME HUNDRED
KEYS: You open the door and struggle along inter-
minable passages in the dark. At last you come 1o
an open space. You light a torch, and lo, 2 rocom
full of treasure! D2/SIAV+2 (Max:Princely)/
Determined
1138 You have stombled across a rapdoor while
aiding a farmer plowing his fields. ¥ou may refl him
what you have found, or investigale on your owri:

If you rell him: go 1o paragraph 1139

If you investigate on your own: you open the doar,
whi:h:realéslmd!}*.‘ﬂmfarmtrimmadimmrmmes
running, beanng a clob. You catch a glimpse of
several corpsss in the hidden vault before he is upon
you, irving o 224 vou 1o his collection. Wounded,
vou fles. DI/ Wounded (7 or less)

1139  You tell a farmer you have found a trapdoor
in his fiald. He asks vou to investigate; vou open the
door. You glimpse many corpses, then hear the swish
of a club behind vou! Roll two dice and add 1 each
for Weapon Use, Luck:
* 2-7 He wounds vou, but you ¢scape. This man may
be a gool. DI/Wounded (7 or less)
* 8-+ You slayv him and report to the sultan.
D1/51/Robe of Honor
1140 You notice weird inscriptions and lines in the
side of an old stone tower. Close investigation reveals
a trapdoor! You cannot open it.
MO SKILLS: You are sure the inscription gives
the clue, but cannot read:it. Si
SCHOLARSHIP: The runes reveal how to open
the door. You lind an enchanter’s chamber full of
magic books and wonderful artifacis. DI/ Mafor
Magic/Trea*

1141  One night, camped near a city, you hear sing-

ing. You investigate and see several slaves approach
a large rock and begin 1o sing. A trapdoor opens,

- . s e ————— e e

and the slaves go inside. When the door shuts, the
singing stops.

MO SKILL, WISDOM (Mandatory): You
prudently decide not to risk yvour life in further in-
vestigation. D-1/ Wisdom/51

ACTING & DISGUISE: You cloak yourself like
a slave and sing to the rock. The rock opens, and
you stride in boldly — you overhear the slaves’ plan
to slay their masters! You escape and warn the locals.
D2/51/Respected (6 or less)

1142 A wealthy man invites you to his home. That
night, you hear noises in his library; you investigate
and find a locked trapdoor. It must lead 1o his
treasure chamber! You carefully open the trapdoor;
you find fabulous gems — and the red turban of the
evil Magian fire-worshippers! You cheerfully rob him
blind, D1/S1/W +2 (Max:Rich)

1143 You discover a trapdoor in the sand. Curous
(but fearful), you open it and find a stairway. At
the bottom, a beautiful maiden sleeps amidst a sump-
tugusly decorated apartment. You may wake the
maiden or leave:

If you wish ro wake ker: go to 1144

ff you wish fo be @ coward and feave; You bolt
up the stairs like a timid camel. You hear a shout;
before you is a harrible ‘efreet brandishing a sword!
“You have betraved me with my woman,”” he roars.

MO SKILL: Despite your protests, he wounds you
cruelly. DI/ Wounded (6 or less)

FEMALE (Mandatory): *“How could I betray you,
when 1 too am a woman!™" you cry. He sheepishly
admits the truth of this and lets you go. D1/S1/ Quick”
Thinking

1144 A trapdoor leads vou to a sumptuous apart-
ment where sleeps a beautiful maiden. Gently you
awaken her. A slave of a powerful “efrest, she dares
not leave, Suddenly, dishes begin to rattle — “Hide!”
she cries. With a bang, a horrible-looking ‘efrest with
a terrible sword appears. “I smell the presence of
another,” he roars. He advances on the maiden.
“You have betrayed me!™

MO SKILL: You watch in horror as he slays her
with his sword, then vanishes. D-1/Grief-stricken
{6 or less)

DETERMIMED, WISDOM: You cannot stand by
and see her suffer. You confront the ‘efrest. D2/Go
to 1145

1145 In a secret chamber you have discovered a
beautiful maiden, the slave of a wicked ‘efreet. Sud-
denly she eries for you to hide, and the “efreet ap-
pears. *'I smell the presence of another,™ he roars.
*“¥ou have betraved me!™ You confront the ‘efrest.
FEMALE (Mandatory), MO SEILL: **Perhaps I
shall take you captive,” he says, Roll one die and
add 1 for Minor Magic, 2 each for Major Magic,
Sparkling Spear:
@ 1-3 You cannot maich powers with an ‘efreer.
D /Enslaved
® 44 You slay him and get his treasure.
D2/52/Beloved (f male)/W + 2 (Max:Rich)
APPEARANCE, BEGUILING: He cannot bear
to slay you. "You have been faithful to me," he says
to the maiden. “You deserve one such as he.™
Da/52/ Beloved s A ppearance

1146 In the side of a hill; you discover a jewelled
trapdoor. You enter cautiously; there before you is
a fabulous treasure! You greedily pick up the
treasure, and the door slams shut. Surprised, vou
drop your spoils — and the door opens. It seems you
may gaze at the treasure-but cannot steal it.

POOR or less (Mandatory), NO SKILL: Your
greed holds you prisoner. You do not leave until
almost dead with hunger. D-1/Envious Wounded
{1 turn)

PIETY, PRINCELY WEALTH: Treasure isn't
waorth starving over. You leave, D1/ Wisdom

1147 In the land of King Omar, you notice a trap-

door in the side of a jewelled statue. You curiously

open it and enter. Following a long, dark corridar
(T123- 1147} 4)



for hours, you see two individuals standing before
the king's underground treasure-house.

MO SKILLS: They must be Omar’s guards — you
dare not let yourself be seen. You prudently
withdraw, 51

STEALTH & STEALIMNG: The two are thieves
of the local guild. They must have tunnelled into King
Cimar’s (reasure vault, They continue collecting
treasure for & while, then leave. You manage (o ob-
tain a few small items before the guards come for
inspection. DIAW+ 1 (Max:Res.)

1148  You found a small trapdoor in a jewelled
statue and followed a winding corridor to King
(Omar'’s treasure vault, where you surprised two
thieves.

PIETY (Mandatory), MO SKILL,: Before you can
say a word, they jump you and knock you senseless.
When you come to, King Omar's guard have im-
prisoned you for robbery. D1/Imprisoned {6 or less)

WEAPON USE: You approach them holding your
sword; because of your menacing demeanor, they
agree to a three-way split. D2/W 4+ 2 (Max:Rich)

1149 You are pursued by the king's guards. They
are closing fagt — vou must find a place to hide!
Lo, a trapdoor in the middle of a thicket! You quickly
open the door and hide within, You suddenly realize
the chamber is fillad with ants!

MO SKILL: You let out & shriek that would wake
the dead, You are captured. D1 /Imprisoned (7 or
less)

EMDURING HARDSHIF: Ants are better than
prison; you keep still. After the guards pass, you open
the door; Praise Allah! — the ants turn to gold!
D2/S1/W + 2 (Max:Rich)

1150 A muffled ery attracts vour attention 10 a bare
patch of ground where you find a beautiful diamond!
Fearing some devilment, you examine it carcfully.

MO SKILL: There is no sign of danger; you touch
it, a trapdoor opens beneath you, and you fall in
a well with several athers, After 2 cold and miserable
day, a mad prophet lets you all out, saying, *'Beware
avarice!”". D-1/51

STEALTH & STEALING: A fine wire leads from
the diamond to a cleverly concealed latch — there
is a trapdoor beneath your feet! You take the dia-
mond and free several less cautious than you.
D2/W 4 1 (Max:Rich)/Respected (7 or less)

1151 While spending the night as a guest of a rich
recluse, yvou arc wakened when a menacing figure
emerges from & hidden trapdoor. You may shout
a warring, or wail and walcl;

I you shout @ warning! g0 o 1152

IF you walf and waich:

MO SKILL: The figure moves toward the master
bedroom. Petrified, you do nothing. Soon the fizure
returns to the trapdoor and disappears; in the mor-
ning you are arrested for the murder of your host.
D1/ Imprisoned

QUICK THIMNEKING: As the figure moves 1o your
host's ropm, vou slam shut the trapdoor behind him
and atack. With no escape, he surrenders and is
revealed as an assassin. The owner of the house is
most grateful. D1/S1IAW + 1 (Max:Respectable)

1152 While sleeping in the house of a rich recluse,
vou see a shadowy fgure emerge from & rapdoot
and move menacingly woward your host's room. You
shout a warning and the figure leaps at you.

MO SEILL: He wounds you severely before disap-
peacing through the trapdoor. DM Wounded (7 or
legs)

WEAPQON USE: You strike the azeassin’s head
from his body. Your host is most grateful. D2/51/
Wl (Max:Ees)

1153 Youintended 1o rob the wicked vizier Kafour,
but his gates are well locked and guarded. Now, a
greasy thief offers to sell a secret way into the vaults.

MO SKILLS: You agres, but his information leads
through a trapdoor — into the arms of waiting
guards! DI/ Imprisoned/W-1 (Min:Poor)

BARGAINING, WISDOM: You refuse to pay un-

(Ii48-1166)
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til after the robbery. He decides to go with you, and
leads you through a trapdoor into & maze of cor-
riders leading to the treasure vault! “*'We have two
minuies before the guard comes,” he hmm
D2+ 1 (Max:Rich)

1154 A violent storm reveals a huge, jewel-studded
trapdeor. You tey to lift it, but it is too heavy. You
need a trustworthy soul to help you.

MO SKILL: Sadly, your judgement i5 poor. The
man you choose loots the treasure chamber before
you gei there. SI/D-1/Envious

APPEARANCE, SEDUCTIONM: You entrust
vour secret to one of your many admirers; together
vou lift the door and discover an ancient tomb, laden
with gold. D1/51/W 2 (Max: R:ch}.-"Eelnved

1155 A large door, guarding a secrel Lreasure
chamber, stands before you. The key to opening it
is contained in the arcane writings covering the door,
50 you brought 2 wise man who reads the ancient
language. You kept him blindfolded, so that he
would not [earn the chamber's location.

NO SKILL: The old one opens the door, reveal-
ing & huge chamber filled with gold! Returning with
mules, vou find that the old man counted his
footsteps, retraced his route, and emptied the
chamber. Envious

STORYTELLING, COURTLY GRACES,
QUICK THIMNKING: Mot only did you blindfold
him, but you chattered constantly while walking so
that he could not memorize the route. You make a
fortune! DZ/S1AW + 3 (Max:Princely)

1156 A strange, rickety house appears in an open
field. The sultan employs you to investigate, but you
step on a trapdoor and fall headlong into a dark
chamber. Later, you hear footsteps and call for help.
T will aid you,'" savs the other, “'but the reward
shall be mine!™

MO SKILL: Together you learn the secret of the
house (an enchanter’s spell gone awry). He collects
the reward. 51

BARGAINING: You hold out for a cut of the
reward, observing that your aid will improve his
chances of survival. Together, vou discover the secret
of the house (a magician®s spell gone awry) and split
the reward. DI/S1AW + 1 (Max:Res)

1187 ‘While investigating (for the sultan) a myste-
rious house which appeared in the middle of an open
field, you fall into a secret trapdoor. Later another
enters the house and offers to save you for the
reward. You decline and begin looking for a way out.
MO SKILL: You cannot fnd an exit. You languish
for days, until the house vanishes once again, and
vou are left sitting in the empty feld, D-1/Woundad
(1 mrnl/S1
ENDURIMG HARDSHIP: You search diligent-
Iv. Finally, yvou find a concealed lateh! You open
anather geeret door and find your way toa chamber
filled with magical items and treasure (as well as a
way out!) You help vourszlf, and leave the other 1o
his measly reward, D2/51/W < 2 (Max: Rich)/Trea*

1158 You devise a scheme (o aid the city dwellers:
during the day they will build giant *‘scarecrows"
and, at dusk, put them at the edges of the city to
scare the apes away... ——

MO SKILL: Much gold and time is spent construc-
ting the dummies, but alas, the apes are not frizhten-
ed, They destroy the scarecrows and continue their
rampage. D1/Scorned (7 or less)

WILDERNESS LORE: You feel an additional
touch is needed. Ah! You tell the people to set fire
to the dummies, and the blazing forms succeed.
D2/51/ Respecied (6 or less)

1159 You bring a plan ¢ the pringe, calling For lions
and tigers (o be imported fo the island. When all is
prepared, the predators are (0 be lef loose (0 battle
the apes.

MO SKILL: This is doneand, indeed, theapes are
i longer a problem. Now the lions and tigers are
a problem. Your suggestion 1o import elephants is
ignored. D-1/3corned (& or less)/51

SCHOLAERSHIFP: Yourealize the sight and smell
of the preat cats will be enough; vou have them cag-
ed. The plan works. D2/51/Robe of Honor/ isdom

1160 You suggest placing itching powder in the
strears (o deter the ape hordes.

WO SKILL: Since moat of the cilizens are (oo poor
to afford shoes, vour plan is of little wse. D-1/51

COURTLY GRACES: You add that shoes be pro-
vided for the poor. The prince suggesis that YOU
pay for them. You observe that money can be rais-
od by selling haats formery wsod o cscape the 8pes.
D251/ Robe of Honor/ Cluick Thinking

1161 You want to view the apes to study the pro-
blem. You discover why the apes come down: at night
the mountains are extremely cold.

MO SKILL: What can be done? No Award

WISDOM: You propose that fire-pors be placed
on the mountain and maintained by tovmspeople.
The apes are well satisfied and plague the town no
more, D2/51/Respected (7 or less)

1162 © You supgest great hunts to reduce the ape
population.

MO SKILL: The first hunting group is caught on
the mountain at night and is decimated by the apes.
The plan is abandoned. D-1/81/5corned (7 or
less)/Grief-stricken (7 or less)

WILDERNESS LORE, WEAPON USE: Since
you are well-prepared, nd one in the hunting parry
iz injured, and the apes are reduced.
D281/ Respected (7 or less)

1163 You wish to remain in the city at night to
observe the hordes of apes. that plague it, but the
pringe’s vider denies permission.

MO SKILL: You have no choice but to comply
with the vizier's orders. Mo Award

DETERMINED, STEALTH &STEALING: You
sneak into town and discover the vizder's men looting
houses, You reveal this to the prince and the vizer
is punished; the grateful prince makes you the new
vizier. D2/81 Yigier
1164 You arein a hurry to kéep an assignation with
a lover, but must first have your hair cut: You engage
an old barber who studies the stars to sée if the time
is propitious. He refuses to cut your hair!

WEAPON USE (Mandatory), MO SKILL: After
heated argument, you BO wild and nearly chop him
to ribbons. The prince’s guards drag you off, and
you miss your tryst. D2 Grief-stiricken (1 Ium}fIl'l'Ia
prisoned (7 or less)

ENDURING HARDSHIF: You forebear to bat-
ter the old man, despite the provocation. Finally you
force him to leave, and hurry to catch your lover,
D2/51/Beloved

1165  You call a barber to cut your hair before vou
méeet your love, The barber, who calls himself The

_Silent, proceeds to vaunt his knowledge of alchemy,

astrology, white magic, grammar, rhetoric,
arithmetic, and the Traditions of the Prophet. He
somehow omits (o cut vour hair,

MO SKILL: You chase him all about, but the old
cool is surprisingly spry; you manage o fall and
break a leg, Meedless to say, you miss your rendez-
vous with your love. D-1/31/Insane (1 turn):

QUICK THINKING: You challenge him. to
demonstrate his powers by getting out of a locked
trunk, and he agrees. Your servanis carry the frunk
to the river and toss it in while you hurry to meet
your love, DR/S1/0NIck ThinkingS Beloved
1166 You engage a barker. In five hours he cuts
only half your hair, and he will aot stop giving you
the Benelit of his wisdom. Finally vou dash off into
the street with the old barber right at your heels
spouting advice.

MO SEILL: You become the laughing stock of
the neighborhood. D-1/51/8corned (7 or less)

COURTLY GRACES: You stop and engage him
in conversation, hoping to reveal him as a fool. Odd-
Iy, he turns out to be intellirent and well-versad. Your
conversation 15 moticed by . the sultan.
D2/51/ Luck/Respected




WS Theold barber has been driving you mad with
5iE szt chakter, Finally you challenge him to

% cwe=st of magical spells — hie must leave if he is
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A0 KT L: Unfortunately, the old barber’s boasts
woz oot exaggerated — heis a master of magic. You
2z Sorced to continue listening 1o him. Gr{ef-strickm
i o less)

BINOR or MAJORE MAGIC: You win the con-
p=sz, But he is quite good. You change vour mind
2=d decide to kegp him with vou as a teacher.
DL/ AMinor or Major Megic

1362  You beg Allah for deliverance from Eh:ls chat-
rzring 0ld man — inrefurn you yow 1o abserve your
devotons and to be charitable to all,

NO SKILL: Allah must feel you are in need of
2 trial. The old man swears to stay by you and give
advice. You weep, D-1/Grief-stricken (7 or less)

LUCK: A beggar comes by. You take this a5 a test
from the Supreme One and fill his cup with coins.
The Barber speaks to the beggar, and discovers him
to be a long lost brother! They leave together.
DI/W-1 (Min:Ees.)/ Piety

1169 ‘The Barber has been chattering for houwrs, and
bas hardly cut a hair. You are already late for a
rendezvous with your lover and are about to kick
him into the street when he admonishes vou that
praver time is almost here.

NO SKILL: You grudgingly permit him to stay
through the praver time, then boot him out. D1

PIETY: You are impressed with his piety, and see
that behind the blather is a wise and devout man.
You invite him o ba your- companion.
D1/ Scholarship, Minor and Major Magic, Storyrell-
ing at Master Level (7 or less)

1170 You have listened to the old man g0 on'and
on abouwt (his and that and he hasnt even started
cutting your hair. Finally your ]:-atmm:c runs gut and
you let laose a blistering oath.

MO SKILL: The old man properly chastizes you,
then staris back wp without missing a beat. D-1

SCHOLARSHIF: You say, By the beard of Al-
Musif!" He then quotes Al-Musif by heart, inton-
ing passages you have never heard, Amazed, you con-
verse enthusiastically, D2/ Schalarship

1171 Youw stare in-awe at the glimmering view
before you. Tt appears untouched by time, and vou
wonder if the legends are true.

MO SKILL: Having feasted your eyes on the won-
drous sight, you continmue with your journey. D1/51

SCHOLARSHIF, DETERMINED (Both Man-
datory): You approach. The sultan’s guards bar your
way, but you refuse to be denied. Suspecting vou
are an assassin, the guards deal cruelly with you.
DI/SI Wounded (7 o1 less)

1172 You gaze adoringly on the shimmering vision
before vou.

NO SKILL: You are drawn by the vision. Com-
ing to0 close, you are emslaved by the sultan’s agents.
D1/51/Enslaved

WISDOM: Recognizing the danger of the sultan’s
guard, yvou observe from afar. D1/51/ Wisdom

1173 The outside of the palace is so splendid that
you yvearn tooview the wonders inside.

MO SKILL: The guards catch vou trying to enter
the palace. They beat and send you away with a war-
ning. DI/51 Wounded (1-turn)

ACTING & DISGUISE: You study the guard’s
routine and manage to enter in disguise. The marvels
within are a feast for the sves, the heart, and the
mind. D2/52/ Wisdom/Blessed (7 or less)

1174 As vou approach the gates of the Crystal
Palace, vou note the grim, forboding guards. You
despair of éntering to view its wonders, but must trv.

MO SEILL: Asyouexpected, the guards turn you
away, Grief-stricken (1 turmn)

PIETY: Your earnest and devout entreaties move
the guards to compromise orders and give vou a tour
of its splendors. D1/Blessed (1 turn)
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1175 You hear cries of distress from a person of
divine comeliness standing in the uppermost window,

MO SKILL: You are turned aside by the guard
at every atiemp 1o enter. D=1/31

MINOR or MAJOR MAGIC, EBONY HORSE,
MAGIC CARPET: You fly over the walls of the
palace and rescue the distressed one. You both fall
immediately and deeply in love. D2/52/Beloved

1176  You are drawn o the palace by cries of
distress.

MO SKILL: The guards are too numerous and
vigilant for you. They repulse every attempt (o enter
the palace and, at last, become impatient with vou,
giving you a beating and a warning not 1o bother
them again. D-1/Wounded (1 turn)

ACTING & DISGUIZE: You observe those who
20 through the gates and impersonate them. The
guards do not pierce vour deception. Once inside,
vou find the one in distress; together you escape
disguised as a donkey. D2/81/Beloved

1177 A passing dendan rocks your ship so badly
that you are swept aver the side. You are desperate
with fear, and call out, hoping the merfolk will hear.

MO SKILL: You panic, swallowing so much water
you can’t even oy for help; vou grasp a bit of flot-
sam and drift with it untl you are picked up by
another ship. D1/Choose another plaver to place
your marker on any water space

EMNDURING HARDSHIP: You endure the cold
water until the merfolk arrive and convey you back
to the ship. DIVSLS Luck

1178 A passing dendan rocks vour ship 50 badly
that vou are tossed overboard; vou recall having séen
mecfolk in this reeion and attempt to call o them.

MO SKILL: Unfortunately the dendan finds you
first. You are swallowed, living in the creature’s in-
ner cupboards until, at last, vou are spat up on a
distant shore. Di1/Lost/Choose another plaver 1o
place your marker on any coastal space

WILDERMESE LORE, SCHOLARSHIP: A
shout is said to stop the dendan; you cry out, and
it dieg. The merfolk arrive in fime (o save and refurn
vou to your vessel, but not before you gather some
oil from the beast. D2AS1/Dendan Odl (148)

1179 You spy a group of merfolk, steer toward
them, and descend into the water 1o speak. Sudden-

Iy & great dendan comes upon vou, and the merfolk-

fles.

MO SKILL: You shoutto kill the dendan, but are
50 buffeted by waves that you cannot manage it. You
are swallowed, imprisoned in the creature’s insides,
and tossed up on a strange shore. D-1/Place vour
marker on any coastal space/Lost

APPEARANCE: One of the merfolk stavs; see-
ing you struggle in the water, vour companion sup-
ports you. You shout and slay the creature. You are
borne back to the ship by your adorng companion.
D2/81/Love Struck/Dendan Oil (148)

1180 You take z lifeboat and fish at some distance

from your vessel. Suddenly a dendan appears, mak-

ing for'the ship. If you shout vou may kill it, or at-

tracl its attention. Youw may shout or remain silenf.
I vou do not shour: the ship is attacked and sunk.

Your lifeboat drifts and, eventually, is wrecked.

B-1/514Go to paragraph 315
I vou do shout: roll two dice and add 1 for Lirek,

2 for Plefy:

= 27 It is not slain. You are swallowed,; and finally
spat up on a distant shore. D1/51/Place vour
marker on any coastal space

¢ 8+ The dendan is slain by your cry. You are a
here, and manage to pather some of the oil.
D2/51/Respected (7 or less)/Dendan il {145)

1181 A mad scholar wants someon: to swim
around a5 bait £0 he can obsetve 3 dendan. He of-
fers one dinar.

WO SKILL: Mot surprisingly, he gets no takers.
Mo Award

BARGAINIMG: You reason with him. The
scholar is soeager for a sight'of the dendan that he

agrees to give you a marvelows magical device as pay-
ment, i he gets to see a dendan, When a dendan
appears, the scholar is rapturous with delight.
D1/51/Celestial Planisphere (160)

1182 “While Far out to sea, you spy a dead dendan
floating on the surface. Lots are drawn, and vou are
chosen 1o go collect the oil of the creature. You row
out to the the carcass, praving fervently.
MO SKILL: While you are carving the carcass,
a giant squid rises from the deep and enfolds you
1n its tentacles. You are dragged down and barely
manage to struggle free. Go to paragraph 3135
LUCK, PIETY: As vou carve, a flving fish smacks
you in the face. Startled, vou look up — into the
eyve of a giant squid, its tentacles reaching for you,
You dash for the boat, D1/81/Luck/Dendan Qil
(143)
1183 You meet another ship whose captain savs he
has a dead dendan and is willing to sell the magic oil.
MO SKILL: You cheerfully pay the prics but soon
discover you were cheated. W-1 (Min:Poor)
WILDERNESS LORE, SCHOLARSHIP: The
creature he is selling is MOT a dendan. You punish

.the infidel for his perfidy. D1/51

1184 You have come (o view that creature of legend
— the elephant. You engage a guide who promizes
you a glimpse of this marvelous creature.

MO SKILL: Your guide turns out to be a fraud.
He {oses you both. Lost

WILDERNESS LORE: You know almost 25 much
about the area as he does. However, he is not useless;
with skillful questioning and guidance, he provides
the necessary information that permits you 1o see
the magnificent elephant. DIS52

1185 You discover a carcass siripped of its tusks,
and faar that the poachers will kill you if they find
vou here,

MO SKILL: The poachers return and find you and,
assuming vou will. reveal them (0 the prince, beat
and confine you as incentive to keep your mouth
shut. D1/Imprisoned [T or less)

QUICK THINKING: The poachers return but you
scramble into a tall tree to avoid them. When they
have gone, vou report immediately to the prince. He
captures and punishes them. D151 Respected (T or
less)

1186 While hunting elephants, you and your com-
panion, Hassan, are very fortunate; you gather many
valuable (usks. Howevar, your companion befrays
vou, deciding to take all the tusks.

MO SKILL: You are at Hassan's mercy. You are
forced to give up the tusks. D1/Envious

PIETY: Silently, you invoke Allah the Supreme,
asking for justice. An clephant steps out of the forest
at that moment and ramples the perfidious Hassan.
D1/S1/ Plety

1187 You are hunting elephants, and a huge one
is sighted. As an honor, vou are chosen to make the
first ateack.

MO SEILL: Mervous, your [irst jab misses iis
mark. The elephant is earaged; the entire hunting
party is in terrible danger. You are proven a man
of weak nerve in front of friends. D-1/8corned (6
or less)

WEAPON USE: You stand firm and deliver the
first attack with foree and aceuracy. The others con-
gratulate you. DI/52/Respected (7 or less)

PIETY: You graciously decline, explaining that
you cannod raise your hand against'so noble a beast.
The others, iImpressed with vour piety, honor you
by sparing the creature. D751/ Respected (6 or less)
11838  ¥ou wish to hunt elephants, but know you
will need aid in such an endeavor.

MO SKILL: You hire a number of willing in-
dividuals, However, when you comeé upon an
elephant, your companions seatter in terror, and you
realize you need better trained helpers; you are for-
tunate by escaps, D-175Hisdom

WILDERMNESS LORE: You travel from place to

(1 167-1188}



place seeking the right men, and when you finish you
have a group vou can rely on. You seek the mighty
¢lephant and conquer him with minimal risk.
Da/52 Respected {6 or less)/W+ 1 (Min:Res.)

1189 You are alone in the forest when you are sud-
denly confronted by a rogue elephant. It charges. ..

MO SKILL: You =2t your spear, but in your ter-
TOT YOUT aim 1% not trug, and cthe animal is only
wounded, Again and again it actacks, and if it did
not abruptly lose interest and walk away, you would
be dead. D1551/Crippled

LUCK: You stand firm and hope for the best. For-
tnately Your puny spear wounds the créature mor-
tally; it withdraws, You pursue, and it leads vou (o
the fabled Elephant’s Graveyard. DU/Go 1o
paragraph 1190

1190 Youtrack the wounded elephant, hoping to
find the fabled Elephant’s Graveyard. Indesd, the
trail leads to a grea cliff — down below you see the
carcass of the wounded animal, and the bones and
tusks of generations.

MOSKILL: You are overcome with greed and
seramble down. It is treacheérous, and yvou slip and
fall. Your injuries are painful; only through deter-
mination do you manage to drag yourself uut
D-1/Wounded (7 or less)/Determined

WISDOM: Evenif vou could get down safely, vou
could never bear our anything of value. You're con-
tent observing this marvel; and returning o tell of
it. D152/ Seorpialling :

1191 You follow a wounded elephant, hoping to
discover the Elephant’s Graveyard. You come upon
another one, apparently mortally wounded, block-
ing your path.

MO SKILL: You try to slip past, but the elephant
it a guacdian. [erises and charges nimbly. Later vou
are found in the forest, far from the Graveyard,
walking in a daze. DI/S1/ Insane (7 or less)

SCHOLARSHIP: You know the legends of deadly
guardian elephanis; vou prudently cease your search
for the Gravevard, D1/ Wisdom

1192 You marvel at the heaps of bones and tusks
spread put before you. Suddenly, you are grasped
from behind! A great bull elephant has rolled vou
in his trunk and is bearing you off through the Forest.

MO SKEILL: You are carrisd for hours. You
become dizzy, disoriented, and lose all sense of direc-
tion; finally you lose consciousness. When you
awazke, you have no idea where vou are. DI1/Lost

QUICK THINKING: You play dead. After you
have been limp and motionless for a while, the
elephant drops you and moves off silently into the
forest. Fortunately you have been able to maintain
vour sense of direction, D2/51

1193 You discover the Elephant’s Gravevard and
are astounded at the wealth of ivory before you. You
cannel possibly carry the tusks from the forest
vourself. You return notify the prince,

MO SKILL: You are seized, borne away by the
prince’s guards, and abandoned in the desert. Go
Lo paragraph 1202

COURTLY GRACES, BEGUILING: You know
that the wicked: vizier will counzel treachery;
therefore, you insist that the prince hroadcast public-
Iy his intent to reward you. The return expedition
i5 & success. D1/SIAW 4 2 (Max:Rich)

1193  Yowu stumble across: the Elephant's
Graveyard. There is a fortune in-ivory there, but vou
can scarcely carry a single tusk.

FOOR or less (Mandatory), MO SKILL: You
abandon your olher possessions 1o carry & tusk. Alas,
while crossing a tiver, the tusk is lost. Without gear
or provisions, you return home, D1/Grief-stricken
(7 or less)sW-2 (Min:Beggar)

WISDOM: Your chances of making it back with
even one [usk are very poor. You resign vourself o
Jl'c-lgl.gmng]al.er with an expedition. Go o paragraph

]

1195  You: have learned. the location. of  the
(TIFe-1208]

Sd

Elephant’s Graveyard and are assembling an expedi-
tion to g0 there and bear away a fortune,

MO SKILL: Inothe-end the journey proves too
perilous and exhauwsting. Many die, others desert,
and those who stay do 50 only out of greed. The ex-
pedition ends in disaster. D1/51/Grief-stricken (6
or less)™W-2 (Min:Poor)

WILDERMESS LORE: Your excellent reputation
draws the finest men. When you emerge from the
forest once again, vou are 3 wealthy man.
D2/51/% + 3 (Max :Princely)/Respected (7 or less)

1196 Taj ¢l Mulouk has fallen in love with Dunya,
the daughter of the King of the Camphor Tslands,
but Dunya spurns his love poems, for she i3 5aid to
be averse 1o men.

MO SKILL: You cannot discover the reason for
Dunva’s dislike of men, and cannot aid the voung
prince. Mo Award

ACTING & DISGUISE, QUICK THINEING:
You pose as an old wise woman and learn from
Dunva of her dream: “A male dove caught by.a
fowler's net was aided by a female, but when the
female was caught, the male dove did not help. This
shows the worthlessness of males.” You reportt this
o the prince, and he is grateful for vour aid.
D1/52/Respecied (7 or less)/Go (o paragraph 1197

1197 - Taj el Mulouk has learned that his intended
love, Princess Dunya, distrusts men on account of
a dream she has had. In the dream 3 male dove Fails
to rescue 3 female dove from a fowler’s net.

MO SKILL: You have no idea how to disabuse
the woman of her odd notions, and you can't help
the prince. Mo Award

STORYTELLIMG: You suggest a solution, which
the prince turns ingo 2 verse: the male dove did not
come, for he was slain by a hawk while struggling
1o returm o kis love. Dunva reads the verse and i is
dezply moved. DI/S1AGo 10 1198

1198 Prince Taj ol Mulouk hopes that Dunya,
Princess of the Camphor Isles, has turned aside from
her unreasoning hatred of men. He wishes to stand
before her that he might cause her 1o love him.
MO SKILL: The palace is too well guarded, and
you can find no way tosneak the prince in. Mo Award
COURTLY GRACES, BEGUILIMNG: You bribe
the palace puards. When dawn comes, and she steps
to-the window, she sees the prince, and is smitten
with love. The prince is very grateful 1o vou.
D2/52/Robe of Honor/Go to paragraph 1199

1192 - Prince Taj e Mulouk has secretly entered the
palace of the King of the Camphor Isles to profess
his love to Frincess Dunya. The two lovers are
discovered by the king, and the headsman is
summoned,

MO SKILL: The sultan believes Prince Taj is a
commoner, and Taj (wishing Dunva to love him as
& man}will not declare his noble birth, Afier a teial
and judgement, he i banished. D-i..-’Sl.a’Gr[ef-
stricken (6 or less}

QUICK THINKIMNG: You hurry to the prince’s
father, who arrives in haste with his armies, There
is 2 noble meeting and a magnificent wedding. In
gratitude, the couple make you & vizier over a small
province, D352/ Vizier/Go to 1200

1200 You have aided Prince Taj el Malouk in'win-
ning his love, the Princess Dunya. The couple
rewards you with a vizership. In‘the midst of your
reign, you receive news that your mother is suffer-
ing terribly in your native lands,

WO SKILL: You ask Prince Taj 1o rule vour
kingdom for a while, but he is far too busy; you must
abdicate your position. D1/Lose Viziers Piety

BARGAINING, COURTLY GRACES: Youof-
fer Prince Tajand his lady a cut of the taxes if they
will govern your kingdom while you are away. They
accept, and you are able 10 rescue your aged mother
from abject poverty. D2/51/Vizier

1201 Mever before huv:wuenmun!er:d the fear-
some lion!-With a roar it charges you. s

MO SKILL: As you spore a deep wound, an almest
human wail comes from the areat beast, chilling vou
to the bone. You hesitate, and the lion strikes.
Sorangely it does nod finish vou off, but instead limps
away. 3L/D1 Wounded (6 or less)

WEAPOMN USE: You realize the charge is a bluff
and lower vour sward. The beast pavses, nods, then
turns and stalks regally off. 51702/ Wisdonr -

1202 - A pride of lions approaches across the sands,
Fearful for your life, vou run. Each time you look
back, the lions are gaining.

MO SKILL: You look for a place to make your
stand. Drawing yvour sword, you turn to meet your
doom. The lions approach, and one gazes at your
sword. Finally, they turn and leave! D1/Luck

ENDURING HARDSHIP: You force yourself to
flee farther. Weakness overtakes vou and all goes
dark. 81/D1/Wounded (6 or lesg)

1203 - You are fleeing from a pride of hungry lions:
yvour only-hope ligs in the power of Allah.

NO SKILL: Wishing to sell vour life dearly, you
turn:and attack the lions. They knock you down,
but as one is about to slay you, an antelope bounds
by, distracting the pride. You thank Allah, D

QUICK THINKING: You charge up a huge dune,
kicking sand behind you. This starts a small avalan-
che down onto the lions. The pelts are quite \'alual:rle
S1/D1/ Luck/W + 1 (Max:Rich)

1204 - You camip one night inthe desert, and wake
up surrounded by lions. There is no escape.

MO SKILL: The lons smell your fear. Several 1ake
swipes at you; you pass gui. D-1/51

FIETY: *There is no power but in Allah,*" von
speak, as you calmly wait your doom. But as you
say the name of Allah, 2l of the lions bow! These
beasts are no threat to & true believer; in fact, they
lead ¥ou to a place of wondrous beauty. D2/51/Cp-
portunity 1o enter the Jewelled Fortress

1205 Youawake to see a mighty Bon near you, Such
beasts may be tamed by music or s0ft words.

MO SKILL: Your raucous voice merely enrages
the beast. You grovel and ery out the name of Allah,
The lion leaves. D-1

COURTLY GRACES, STORYTELLING: Your
pleasing voice lulls the creature. It sits and says,
*“*What brings you here? Ah, you seek adventure,
do youT" It gives vou directions. D1SS L/ Opportuni-
ty to enter the Lake of Colors

1206 - A lion advances; it appears (o be limping.
Controlling your fear, you wait, It sits before you
and shows a paw containing a huge thorn,

BARGAINING (Mandatory), NO SKILL: You
say, “What shall vou do for me if I aid you?™ With
a terrifying roar, the incensed lon limps away. 51

SCHOLARSHIP: You remove the thorn. The lion
digs in the sand at your feet and reveals a small trap-
door which leads 1o a fabulous treasure room! TN/
S1AW + 3 (Max:Frincely)

1207 Youspota lion, and decide 1o tame it as you
have heard described.

MO SKILL: You advance, talking and singing in
a so0thing manner. The lion looks at vou fearfully,
takes a swipe and mins. D/ Wounded (7 or less)

APPEARAMNCE, STORYTELLING: You calm
the great beast, and it sits at your feet. Tt looks at
you and speaks! “If you are stout-hearted, I can show
you profit beyend your dreams. ™ D251/ Free Move
to the Jewelled Fortress with immediate encounter

1208 - Meral abjects in your caravan are moving by
themselves toward a distant point.

MO SKILL: Suddenly, all of the metal beging fly-
ing toward a distant mountain. Your sword, belt,
and coing carry you with them! You strike a huge
mountain and fall  unconscious. DI1SS1AW-2
(Min:Poar)

SCHOLARSHIP: You know a strong magnetic
fores is nearby and guickiy shed all metal. Thank-
ing Allah, you mowve the caravan away from this ac-
cursed area, DE/S1AW-1 (Min:Res. )/ Cuick Thinking
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>ométhing odd is happening (0 YOUr posses-
goes they are being drawn towards a distant
m=ce=tEn

20 SKILL: The force grows; you are dragged for-
=ard by your sword and coins! You smash into the
mouniainside and are greviously injured. S1/W-1
Cum:Poor)/ Wounded (7 or lezs) ;

STORYTELLING; You have heard tales of this
mountain. You shed all metal; your companions
Sollow suit. You manage to save a large portion of
e caravan. D2/51 Respected

1210 You wish to see for yourself the fabulous
mountain that draws metal. Divesting vourself of
=1l your metal possessions, you approach carefully.

NO BKILL: You forgot your slippers! The tiny
metal buckles mercilessly drag vou forward, and you
crash into the mountainside. 51/ Wounded (6 or less)

WISDOM: The rnountain is fascinating. However,
as you gare about, you hear a faint cry for help! A
beavtiful youth is stuck to the mountainside. Pick-
ing your way among the bones and metal bits, you
rescue himher. D2551/Beloved

1211 The people seek 2 hero to end the threat of
the magnetic mountain. It is said that if the giant
brass bell at its top were destroved, the mountain
would lose its power. You volunteer.

MO SKILL: You approach cautiously, Sadly (and
painfully?}, the keys of some unfortunate traveller
strike you and knock vou senseless. D1/ Wounded
{6 or less)/One Hundred Keys (163)

BRASS BOW. Go 1071213 and read "BRASS
BOW"

SCHOLARSHIP: You build yourself the Brass
Bow (163}, Go to 1213

1212 Your love has disappeared while travelling
néar the dreaded magnetic mountain. You set out
tev the rescue.

MO SKILL: Your loved one is pinned to the moun-
tainside. You cannot approach or you may become
irapped yoursell, D-1/51/3corned (6 or less)

BRASS BOW: Go to 1213 and read BRASS BOW

MAJOR or MINOR MAGIC: You cannot end the
threat of the mountain forever, but you can réscue
vour beloved, which vou do. S1/D2/Beloved

1213 The horrible tales of the magnetic mountain
impel you to challenge its menace. You go to 2 local
astrologer for advice.

MO SKILL: He foretells disaster. You must give
up your ambition, D]

FATED, PIETY: He foretells success and gives
you & thing of power. Armed with the Brass Bow
{165}, you approach the mountain. Read the BRASS
BOW paragraph below.

BRASS BOW: You approach the mountain until
you feel the faintest of mugs. Then, you carefully aim
and fire, The arrow describes a straight and true
course 1o the giant bell atop the mountain: with a
tremendous crash the mountain crumbles, as though
Allah’s fist had destroyed it. Your heroism is hailed
throughout- the land. D3/51/Respected /Robe of
Honar/W+2 (Max:Rich)

1214 - Youenjoy the hospitality of a rich host, He
must leave for a while, but wishes you to stay and
awailt him. "You may amuse yvourself in my hun-
dred rooms,”’ he says, “‘but don't open the one-
hundredth door.”"

WISDOM (Mandatory), MO SKILL: You obey
the wishes of your host. That night vou are awaken-
ed by a hand over your mouth. You see the turban
of the evil Magian fire-worshipper! D1/31/Crippled

WEAPON USE: You cannot resist temptation,
and openthe one-hundredth door: Within are vour
host and hostess, and a great meeting of evil Magian
fire-worshippers! You slay them all. D2/517 Piety

1215  Inthis magical palace is a hall full of closets.
You open the doors in turn: behind each is a treasure
mare marvellous than the last! When vou reach the
one-hundredth door, yvou cannot imagine what lies
beyond. You open it; inside is a huge ‘efreet, who
roars out, “*I have beenimprisoned by my children,

and my possessions taken! Now [ want them back!”’

He gestures and all is gone, including the palace. One

ilem remains at your feet. D2/52/Trea*

1216 You enjoy the hospitality of a comely maiden.
She says, “‘Remain here. I must depart a while, but
shall soon return.”

FEMALE (Mandatory), NO SKILL: The maiden
rcturns, and you spend a pleasant afternoon in
discourse. Sl /Respected (7 or less)

APPEARANCE: An old serving maid comes to

you and says, *“You are far too fair to die at her
hands,’” She brings you to a locked door, Goto 1217
and read the 100 KEYS paragraph.
1217 You enjoy the hospliality of a beautiful
maiden when she excuses herself and asks vou not
to stir from the main room. After she is gone, an
old serving maid brings vou to a locked door.

FEMALE (Mandatory), NOSKILL: “If vou can
open this, you will see a thing which will c¢hill vour
heart.”” You cannot open it, and go back, S

ONE HUNDERED KEYS: You open it and peek
m.... Your hostess is conversing with a handsome
man -— both have wings?! You know that the bird-
people become bound to land if they ear seed mixed
with sand; you rush to the old woman and have her
prepare 3 seed-cake with sand. When vou feed vour
hostess a bit of the cake, she loses her magic powers,
and she agrees to accept Allah and you.
D2/52/ Married

1218 Youare put up by a rich host. He allows you
the run of his palace, but warns you not 1o énter the
one-hundredth closet.

MO SKILL: You open the first ten closets. Each
contains fascinating artifacts. Beluctant torob your
host, you content yourself with gazing. 52/Envious

STEALTH & STEALING: You force the locks
on ninety-nine of the one hundred clossts, Each con-
tains wealth more fabulous than the last. In the
ningty-ninth closet is emough 10 make you rich.
SI/DIAW 2 (Max:Rich) -

OME HUNDRED KEYS: You open each closet
in turn and happily take the enormous wealth reveal-
ed within. In the one-hundredih is...a lamp. S1/D1/
Magic Lamp (146)/W +2 (Max:Rich)

1219 Your rich host must leave for a few hours.
He has been showinz vou his one-hundred closets
full of rare items. He begs vou to continue the tour,
but warns against opening the ons-hundredth closst.
NOYSKILL: You obey vour host’s wishes and are
well rewarded: S1/D1SW S 1 (Max:Rich)
STEALTH & STEALING, EVALUATION (Both
mandatory): Each item is more valuable than the last.
Therefore the one-hundredth item must be the best
of all! You open the final door —an enslaved ‘efreet
leaps out and turns you into an ape. 51/Beastform

1220 You and your companions are captured by
a grotesque giant. Each dav he puts one of you on
a 5pit and cooks him. You tremble with terror.

MO SKEILL: Finally, you are the only one lefL.
Then one day the giant does not return. After two
hungry dayvs, you escape, S1/D1 Insane (7 ot less)s
Enduring Herdship

WEAPOMN USE: You exhort your fellows to the
attack. The giant is fearsome, but you are many. 52/
D2¢Determined

1221  You and your companions have been captured
b a hideous giant who, each day, takes one of your
group and ¢cooks him on & spit.

MO SKILL: Despairing, you commend your souls
to Allah. That night, a huge thunderstorm begins.
Lightning strikes the giant"s pavilion, and you escape
under cover of the storm. D1/ Fiery

QUICK THINKING: You and vour companions
make a great show of drinking wine from your bot-
tles. The giant snatches them up and - drinks them
all down in seconds. While he is in a drunken stupar,
vou escape, S1/D1 Acring & Dispuise

1222~ You hear 2 faint cry for help. Coming nearer,
you see & large black pavilion. Within is 2 horrible

giant, and five men in a large cage; the giant has spit-

ted a sixth man and is cooking him over a fire. At
night you sneak to the pavilion to rescue the men,
but are captured. When your turn comes, the giant
nibbles you, grunts scormfully, and tosses vou in the
garbage heap. You se a sparkling object which you
take before flesing. D1/51/Crippled/Magic Bead
(170)

1213 You survey a strange and forbidding pavilion,
viewing many bones and a pile of coins and treasure.
Suddenly a hideous giant appears. You dash inside
the pavilion 1o hide.

MO SKILL: The dust of the ancient place fills vour
nose. You sneeze, alerting the giant. You flee in ter-
ror, but not before the evil beast’s teeth rend vour
flesh. S1/D1/ Wounded (6 or elze)

FIETY: The pavilion it dusty; vou suppress the
urge 1o sneeze by reciting verses of the Koran. The
giant soon sleeps: you grab some treasure and escape.
S1/D1/W + 2 (Max:Rich)/ Enduring Hardship

1224  Your party is confronted by a hideous giant.
You are numerous, but he is huge. Stalemate.

MO SKILL: The giant roars and attacks. When
it is over, the giant is driven off, but at grevious cost.
D1/81/Wounded (6 or less)

STORYTELLING: You suggest a contest of the
tabulous, and the giant {ne more sager than you to
die) agrees, His story is good, but your tale of the
Thief and the Faolish Donkey-Herder sends him into
gales of laughter. He lats you go. 32/D1/ Besuiling

1235 You, your beloved, and a companion have
been captured by a hideous giant. I will eat one
of you tomorrow,” he grunts. **You decide which."™

MO SKILL: During the night your companion
knocks you out and ties you up. The next moming,
he gives your beloved to the giant! Even the giant
is disgusted by your companion s perfidy; ha lets vou
g0 and eats the coward. D Blessed

LUCK: You draw lots to determine who shall be
sacrificed. Your companion loses. You and your
beloved are set free. DI1/SE Belaved A Luck

1226  Youwhave been captured by a horrible giant.
“[ cook you tomorrow, ™ he grunts. You offer gold,
service, entertainment — he is not interested. Final-
ly you offer to best him in a contest. “If you do that,**
he says, 1 shall free you.**

MO SKILL: Though he defeats vou in every con-
test, he is 5o amused by your antics that he decides
o keep you as a pet. 31/Enslaved

SEDUCTION: You declare a contest 1o see who
is the first to seduce a member of the opposite sex.
You easily capture the heart of another of his cap-
tives; as the females of hiz kind are even mare vicious
than the males, he concedes the contest and sets vou
both free. D1/S1/Beloved /Quick Thinking

1237 Youw wizh to try vour luck, but you require
a guide and diving companion. You select a fellow,
but anather warns vou against the fiest and supaests
hirnsetf instead, The first warns against the second.

WO SKILL: You cannot decide. Rather than make
the wrong choice, you simply give up on the idea
of diving. D-1/51

BEGUILING: You can t2ll which is the more
trustworthy. With his aid and guidance, you are able
to snatch three beautiful black pearls from the jaws
of the giant oysters. S1/D1/W+ 3 (Max:Rich)

1228 The ocean is beautful, and balow are the giant
oysters which contain the pearls. You put vour hand
in one — it shuts! You are trapped.

MO SKILL: Your only hope is to crawl inside the
ovster. Later if1s swallowed by a gigantic fish, and
the fish is caught by fishermen. When they cut yvou
from the oyster, there is much laughter at your ex-
pense. D152 Scorned AL ose Courtly Graces

EMDURING HARDSHIP: You arimiy hold vour
breath until vou are rescued. Youw also grimly hiold
on to a handiul of pearls. DLW+ 3 (Max:Rich)

1239 ¥ou dive into the warm water. Suddenly, by
the pearl-bed, vou see...a mermaid of surpassing
beawty collecting pearls from the oysiers.

(f208-1228)
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FEMALE (Mandatory), WO SKILL: You make
igns that you would share the pearls with her, but

| she laughs and swims away.51/°D1

SEDUCTION: You swimn to the bottom, then pre-
tend to be stuck in the poze, After extricating you
from the muck, she whisks you off to her dwelling
for a night and a day. When you leave, she gives
vou the pearls as a gift. DI/S2/ Seduction W +2
(Max:Rich)/Blessed (7 or less)

1230 You rent a small boat and row out. Other
divers in the area row over to you.

FEMALE (Mandatory), NO SKILL: Their faces
are menacing. “You are not allowed in this area
without permission from the sultan,” they say, As
you have na such thing, you row politely away. Mo
Award

APPEARANCE: Your noble countenance cows
them. They leave you in peace. D1SEoll 1 die and
collect that many Wealth levels (Mvax:Princely)

1231 While waiching the activity over the pearl
beds, you notice one swimnmer struggling in the water,
Suddeniy he goes down. You dive in after him.

MO SKILL: You grab him and try to haul him
to the surface, but he panics and drags you under
as well. You barely break free. He is not so fortunate,
S1/Grief-stricken (7 or less)

WILDERMESS LORE: You save the diver despite
his panic. In gratitude, he gives you his haul of pearls.
D1/31/Respected (1 turn) W + 2 (Max:Rich)

1232 Toward evening, you spot an oyster, bul a
huge shark is nearby. Roll 2 dice and add 1 each for
Wilderness Lore, Luck, Quick Thinking:

# 2-7 You cannot get past the shark — it's heading
right at you! You swim desperately — and just leap
into the boat as the jaws slam shuot behind you,
Praise Allah! S1/D1/Luck or Plegy

= 8+ Youuseasmall fish's blood to draw the shark
away from the oysters. 517D 1/ Qwick Thinking!
W43 (Max:Prinecaly)

1233 A strange beast approaches; it has 3 gizantic
horn on its nose resembling the tusk of the elephant .
MO SKILL: Your arrows bounce of ! Its hide is
like iron, and your little pinpricks anger it. It charges,
horn lowered. Screaming in terror, you plunge into
a swamp. DI/Diseased (7 or less)
SCHOLARSHIF: You recognize the beast as a
rhinoceros and remember tales of how they slay
elephants, You wisely content yourself with gazing
at ene of Allah's greatest wonders. D2/52/ Prety

1334 A strange beast moves amongst the trees. It
has tiny eyes and a huge horn on its nose — a
rhinoeeros! These creatures can kill elephants!

NO SKILL: Your retreat is quite noisy; the great
beast towards you. You leap up a tree, but not before
the beast’s horn has pinked you in the’ buttocks.
D1/ Wounded (7 or less)

WILDERNESS LORE: You quietly trail the beast.
Your patience is rewarded a few hours later when
the rhino battles an elephant. With the elephant im-
paled on its horn, the rhingo is defenseless. D2/S1/
Wilderness Lore/W + 2 (Max:Rich)

1235 While sleeping beneath a tree, you dream of
wild natives poking you in the ribs with spears. Sud-
denly you wake, and a huge rhinoceros is prodding
you curigusly with his horn.

MO SKILL: You pass out from fear. When you
awake, the rhino is- moving away. D-1/51

PIETY, QUICK THINKING: You pray fervent.-
Iy buc he charges! You leap to your feet, shouting;
with & graceful jump you swing into the branches
of the tree. Moving too fast to stop, the rhinocerous
slams his horn into the tree — and can’t withdraw
it! It is now & simple matter to dispatch the beast.
S2/D2AW & 2 (Max:Rich)/ Piety

123 Asyou are chased through the trees by a huge-

rhingeeros, you beg Allah to save your miserable life,

You look back at the great beast chasing you.
MO SKILL: Youstumble, and the thino runs right

T230-1251)
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over you. Although Allah preserves your life, you
are-badiy hurt. S1/Crippled
SCHOLARSHIP, STORYTELLING: The tiny
eyes of the rhino remind you that the beast is nearly
blind. You veer off, and the rhino runs right-past
you. 51/D1/Quick Thinking

1137 Hoping to view the semi-mythical rhinoceras,
vou climb 2 convenient tree and wait. Soon an
elephant and a rhinoceros appear; the two square
off for combat. Their conflict shakes the earth!

MO SKILL: You are too terrified to flee. Suddenly
both beasts roll over the tree (and you). D1/ Crippled

LUCK: You leap away just as the combatants
wpront your tree. They roll away and down a hill,
Your attention is drawn to the roots of the tree, which
have ripped up the earth and exposed a dark cave
mouth. Free Move to Caves of Al-Kolg-Ats with im-
mediate encounter/TH

1238 A sultan owning 2 huge forest pressrve asks
you to study it. He is interested in two things: reports
on the thinoceros, and why the trees have been strip-
ped of ther bark,

MO SKILL: In time you glimpse the rhino. Your
repart delights the sultan. 52/Respected (6 or less)

WILDERMNESS LORE: You observe the rhino all
day. You notice that his skin seems to itch him quite
abominably. Finally, you see the rhino rubbing
against a tres, stripping its bark. The sultan is
enlightened. S2/D1/Respected/Scholarship

1239 In the mountain crags you find a cave. In-
side the air grows foul; as you peek around a cor-
ner, you see 4 huge serpent sleeping in great coils.
Across the room 15 a maiden.

NO SKILL: You call out quietly, but the serpent
awakens. Outmatched, yvou flee. 51

WEAFPON USE: Moving quietly forward you
Prepare your weapod, then strike. The serpent’s head
flies from its body, and the maiden runs sobbing to
vou. D2/51/Respected or Beloved (if opposite sex)

1240 While descending 2 treacherous mountain
trail, you spy a lone trée off the path. Iis froit glistens
like gems!

MOSKILL: You don't notice the tiny serpents un-
tl one bites you. As blackness fills vour eves, 2 wizen-
ed old man appears and says, I offer you the an-
tidate for a small price." W-3 (Min:Beggar)/Losc
1 Treasures515D1

STEALTH & STEALING: The way between the
road and the tree is crawling with poisonous serpents,
0 You approach carefully. You reach the tree safe-
Iy and collect 2 prince’s ransom in jewels. D2/S1/
W+ 3 (Max:Princely)

1241 While travelling a worn mountain path, the
earth sags beneath you, and you plunge into a shallow
pit. The ground feels odd; you realize that you sit
on a huge serpent] You flee, the snake in hot pursuir,

MO SKILL: You manage to escape, but not
without a bitter wound. $1/Wounded (6 or less)

PIETY, QUICK THINKING: Ahead vou see two
boulders sat close together: you dart betwesn them.
The snake gets stuck between the boulders and you
escape. 3101/ Luck

1242 You must sleep soon, but along this moun-
tain trail are many large serpents which could swallow
yau in one bite! What to do?

NOSKILL: You try sleeping in a tree. During the
night & serpent plucks you from the branches. As
he 15 about to eat you, a gigantic roc swoops down
and carries both of vou off. D1/Lost

WILDERNESS LORE: You gather wood, bind
It over your feet, your head, and along your sides.
The serpents régard you as an unpleasant mouthful,
D181/ Quick Thinking

1243 In the high mountains you see many signs of
large serpents. As the sun sets, you see two huge glit-
tering eyes staring at you from off the path.

MO SKILL: You run screaming down the moun-
tainside. D-1/51 -

ENDURING HARDSHIP: You still your terrar

with prayer and look more closely: they glitter mare
like jewels than eyes. Approaching cautiously, you
realize that they are Huge diamonds embedded in a
large serpent statue! Giant Diamond (168)/51

1244 A huge serpent sleeps, basking in the 2un. You
admire this example of Allah's handiwork and move
quietly away. Suddenly a shadow comes from above:
a huge roc bears down on the serpent.
NOSKILL: You see the awesome sight of the roc
grabbing and eating the huge serpent. 51/D1
QUICK THINEKING: You give a shout and wake
the snake, which avoids the roc. The snake moves
toward a large cave, stops, looks at you, and leaves,
Opportunity (o enter Caves of Al-Kolo-Ats/D1

1245 You stand before a crystal pool. Although
quite thirsty, you are wary of strange water.

NCSKILL: You watch the pool for 2 while, You
see an animal drink from it, so vou drink too. S1/Sex-
Changed.

WILDERMESS LORE: You wait and sec if
animals drink from it; they do. However, the male
fox has become a female fox! You avoeid drinking,
D1 Wisdoerr

1346 Awoman runs screaming into your camp. She
explains: she used to be a man until she drank from
the spring over the next dune. Indeed, you find a
crystal pool which looks. guite inviting.

NO SEILL: You want oo find out what it’s like
to be a member of the opposite sex, so vou drink.
Unfortunately, the spring only works one way.,
51/ 5ex-Changed.

WISDOM: You take no precipitous action, and
can discover no solution. 51

1247 In a narrow ravine is a spring which may be
the fabled sex-change spring. You wish to collect a
sample for magical use,

MO SKILL, FATED: You make your way careful-
Iy dovwm the ravine, then suddenly slip and fall directly
inte the spring. 51/3ex-Changed. :

STEALTH & STEALING: You avoid falling in
the water and collect a bottle for future use.
D1/ Major Magie (1 use)

1248  Asyou drink from the beautiful erystal-clear
spring, you fesl yourself... changing! From behind
you you hear a chuckle. An old wizard holds a bot-
tle and says, *“So, trapped by the spring, eh? I have
the antidote here,..””

WO SKILL: You pay and drink the liquid down.
Mothing happens! S1/8ex—changed

BEGUILING: You read the falsehood in his eyes,
50 you grab him and force him to drink. “Fool!"
she eries. “'There i no antidote — drat!”* Caught
in the lie, she apologizes and gives you a gift. D1/ Sex-
Changed/Trea®

1249  You drink from a clear pool in the deseet, and
ezl a strange change coming over you. You have
changed sex! Frantically you drink again, but this
does not reverse the effects.

NO SKILL: You howl and cry and tear your hair.
D-1/81/5exchanged

ENDURING HARDSHIP, PIETY: You calmly
accept what Allah has decreed for you. Others are
impressed by your fortitude, DI1/51/5ex-
changed/Enduring Hardship or Prety

1250 Toreach the next city, you must pass through
the dread Valley of Dogs. You tighten vour beltand
enter. the valley,

NGO SKILL: Atnight, howls and gibbering laughter
follow you constantly: Your terror confounds your
reason. DI/ Insane

ENDURING HARDEHIP: Although the trail is
plagued by howls of wild animals, and oceasional
laughter or sereams from other sources, you take
comfort in the peace of Allah. D1/51/ Frety

1251 Tales of the dread Yalley of Dogs cause yau
1o spend a day scouting the beginning of the trail.

MO SKILL: When vou feel ready, you enter the
valley. Mot one mile down the road you are attack-
ed by vicious wild dogs, and most of your posses-




@ons =re scattered to the four winds, S1/7W.2
- Peoniless)
WILDERNESS LORE: You discover a hidden

szl through the upper part of the valley. You
mmawarse the valley in safety. DI1/S1S Wisdom

I52  You give special prayers up to Allah for a safe
=ip through the dread Valley of Dogs.

N0 SKILL: You are waylaid by highwaymen. W-1
[Bfn-Poor) :

PIETY: People come for miles to observe your
Sevotion, During your journey you spy highwaymen
=aylaying a wealthy man. You rush to his aid, and
Allah lends strength to your arm. The man you sav-
= turms out to be a sultan, who makes you a trusted
zdvisor. D251/ Vizier

1153 You ask Allah to grant you safety before you
cross the Valley of Dogs. As you journey, you spy
2 wide river spanned by a rope bridge. You near the
bridge when a band of highwaymen appears!

- MO SKILL: They are upon you, and beat vou
before taking vour money: S1/W-2 (Min:Pen-
niless) Wounded (7 or less)

LUCK: As you dash onto the bridge, it collapses.
You plunge into the water and are carried below
ground. You emerge into a lake of many hues.
D1/51/Free move to Lake of Colors with immediate
encounter

1254 You declare a holy batile against the evil that
lurks in the Valley of Dogs. With prayers on your
lips and sword in hand, you go forth into the valley.
NO SKILL: The highwaymen and wild animals
descend on youin packs. You are overwhelmed and
end up in a ditch. DI/ Wounded (6 or less)
PIETY (Mandatory): Your prayers were a little
fog powerful. You meet no evil at all. DI
WEAPON USE: You meet each threat with the
strength of Allah. Where you have passed through
the valley, the evil has been scourged. D2/51/ Pigty

1255  You are being chased through the Valley of
Dogs by a pack of beasts. You hear the snarling, and
fesl the hot breath on your heels,

NGO SKILL, WEAPON USE (Mandatory): You
turn and face them bravely, slaying many before they
drag you down. A hunting horn canses them to flee
jJust in time. D1 Wounded (6 or less)

WILDERMESS LORE: You make for the river
and dive in. The dogs, afraid of the water, refuse
to follow. S1/D1/ Quick Thinking

1256 While hurrying through the Valley of Dogs,
you are g2t upon by highwaymen. You draw your
weapon and dare them to attack.

FEMALE (Mandatory), WO SKILL: They take
you up on your dare and, after defeating you, rob
you. S1AW-2 (Min:Penniless) :

APPEARANCE, DETERMINED: Your grim
visage and drawn weapon make them hesitate, and
they decide to leave you alone. D1/51/4ppearonce

1257 Your ship is stopped by a large warflest, *“We
are pirates. We demand tribute of 5 bales of goods.
Pay, or'we attack and sink vour vessel.*

NO SKILL: You have little choice. S1/W-2
(Min:Poor)

BARGAINING, ACTING AND DISGUISE: You
present your situation in such a pathetic light that
the pirate captain accepts 1 bale and 1 slave instead.
51/D1/ Beguiling/W=1 (Min:Respectable)

1258 A large fleet bears down on your ship. Their
captain speaks: “We are on a mission of war! What
is your allegiance to the city of Gaya?"

If you are Sultan of, Vizer of, or Married in Gaye:
you proudly announce your allegiance to Gaya. The
attackers sink you. Go to 315,

Ctherwize: you lake a chance and say that you are’

against Gaya. Roll 1 die and add 1 each for Luck,

Scholarship:

o 1-3 Bad choice. They are from Gaya. They sink
you and vou barsly make it 1o shore, S1/W-2
(Min:Penniless)/Free move to any coastal space

* 4+ Good choice. They are attacking Gaya. You
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convinee them to take you along, and you receive
some of the plunder. D1/W +2 (Max Rich)

1259 A large fleet appears on the horizon. You
wisely flee, but you are not sure you can outrun them.

SEAMANSHIP (Mandatory), NOSKILL: Your
seiling skill allows you to suceeed. D1/ Seamanship

LUCK: You hope they are not pirates, and wait

for them, It is a huge merchant fleat. You are able
to trade, and you make large profit. DI/W+2
{Max:Rich)
1260 Your small ship is chased by alarge warfleet,
You know they will nat hesitate to sink you. You
must quickly choose whether to move to port or
starboard.

NOSKILL: You cannot see any reason for a par-
ticular choice, so you randomly choose port, Too
bad! They also veer ta port! Casvally, on their way
to some great contest, they sink vou. Go to 315

PIETY: You pray to Allah to guide you, A wind
drives your ship to starboard; the flect veers to port.
S1/D1Luck '

1261 A huge fleet bears down on you. The mere
Fact that you are in their way guarantess you will
be sunk. You beg Allah to aid you.

NO SKILL: There is no strength or power but in
Allah! After your ship is sunk, he aids vou to reach
shore alive. DI/Free move to any coastal space

QUICK THINKING: You set your sails on fire;
the fleet gives you a wide berth. After they leave,
vou contral the fire and use a spare set of sails 1o
continue on your way. D1/S1/Ouick Thinking

1262 A warfleet from your native land passes on
the way to some great conquest. You ask Allah to
grant them speed and strengeh.

NO SKILL: You hear later that the flest was
destroyed by a freak storm. D-1/51

MATOR MAGIC: You add a small spell to your
prayers. You hear that the victory was a smashing
one, D2

1263 Smoke rises from a nearby island. You sail
closer to investizate,

MO SKILL: You expected shipwrecked sailors and
a signal fire. Instead you find a voleano, and it seems
to be erupting ! Your ship is hit by flaming lava, and
sunk. You drift to shore on floating pumice, S1/Free
move to any coastal space

WILDERNESS LORE: You recognize a volcano
about to erupt, and steer clear. 31/D1/ Wisdom

1264 You wish to see the mountain of fire that
many travellers tell about. You make vour way to
the top. There you find a band of evil Magian fire-
worshippers about to sacrifice a victim.

NO SKILL: There are many of them. You flee,
D-1/31/Grief-stricken (7 or less)

WEAPON USE: You rush out, sword brandish-
ed, and lay waste to the Magians. The young prinece
they were attempting to sacrifice joins you in the fray,
and together you slay them all. D2/S1I/W 2
(Max:Rich)/(If female) Beloved

1265 The water all about you begins to boil, Sud-
denly 2 mountain looms out of the water ahead of
you, spewing fire and ash. You pray to Allah.

NO SKILL: Your boat is set afire and sunk. You
drift and finally are cast up on an unknown coast.
Last/Free move to coastal space/D1

PIETY: All about you chunks of molten rock falls
but none strikes you. Your boat sails through to the
novw-cooling volcano®s island. You explore and find
a strange cave, Free move to Caves of Al-Kolo-Ats
with immediate encounter/D1

1266 From a distance, vou see a voleano. Look-

ing clozely, yvou see men climbing up-its side!

NO- SEILL: Why would anvane do such a
dangerous thing? You pray for them before sailing
on your way. DI1/81

SCHOLARSHIP, STORYTELLING:  Ewil
Magian fire-worshippers throw their sacrifices in
voleanos! You rush to the island and save their vic-
tim, & young prince, who i5 quite grateful.

D2/S1/W + 2 (Max:Rich)/(If female) Beloved

1267  You have landed and are surveying the
voleano. Suddenly you hear a woman's ¢ry. Far up
you see a band of red-turbaned Magian fire-
worshippers carrying a maiden.

MO SKILL: You give chase anyway. She is hurl-
ed in, but with Allah on your side, you soon send
the Magians after her. D1/51/Grief-stricken

PIETY: You pray that you might reach them in
time. The volcano begins to rumble and shake. The
entire party of evil ones slides down the mountain-
side to land at your feet, D2/51/Piety/(If male)
Beloved

1I68 You are over the pearl beds of Heragava, wat-
ching the divers as they leap again and again into
the waters. You notice one partcular diver leap in
with a beautiful dive; however, he does not come
up for a very long time.

MO SEILL: Suspecting trouble, you dive down
to rescue him. For some reason, he draws 3 dagger
and tries to attack you! D-1/51/ Wounded (7 or less)

WISDOM: You ask another diver. He laughs.
*“The man is blessed by Allah. He remains below
three-times as long as any of us.” S2/D1

1269 A man asks your aid in his pearl-diving
endeavors. He offers you a small percentage of the
take to sit in his boat and hold the rope.

MO SEILL: You agree. Presently some soldiers
row up, and claim you have stolen the boat from
the sultan. ‘T am just holding this rope for 2 man,™
you claim, but when you draw up the rope, no one
is there. S1/Imprisoned (7 or less)

BEGUILING: After a few moments, vou tie the
rope to the boat and slip into the water — he is swim-
ming away with all the pearls! You clout him on the
head with some coral and take vour share of the loot.
D1/51/W +2 (Max:Rich)

1270 - A young pearl diver asks your help and pro-
mises ta split his take fairly with you. Your duty is
to warn the diver of danger.

MO SKILL: You sit in the boat for hours, and the
sun and the lapping of the waves puts you to sleep.
You awaken with a start and see a huge shark! You
tug on the rope and pull it in. All vou find is the
severed end of the rope. D-1/51/Grief-stricken

DETERMINED, PIETY, ENDURING HARD-
SHIP: Although the job is dull, and slesp tugs at
YOUT ¢yes, ¥ou remain awake with the aid of Allah
and the foree of your will. D1/51/W + 2 (Max:Rich)

1371 You mimic the priest’s chants and march
bravely past the guards. Within the circle the druids
have summoned forth a mighty ‘efreet. His voice
booms out, **There is an unbeliever here!**

MNO SKILL: You are seized and beaten senseless.
D2/52 Wounded (6 or less)/Minor Magic

MINOR or MAJOR MAGIC: You shield your
presence; the “efrest is deceived, and the ¢ceremonies
continue. The druids summon forth ‘efreet afier
‘efreet, and you attend closely as the master druid
speaks the word of command over each. D3/83/Eie-
ty/ Major Magic/Protective Talisman (167)

1272 You don the dndd’s cowl and pass the guards,
but inside a master druid administers the test of pain.

MO SKILL: Yoo pass out from the pain, and
awaken far from that place, in familiar lands.
D175/ Enduring Hardship :

ENDURING HARDSHIP: You bear the pain
manfully and pass to the center circle, where the High
[yruid begins a sacred chant. A presence forms in
the center, and a mighty “efreet appears and schoals
you all in arcane matters. If D less than 7, put D
to T/52/ Mafor Magic at Master/Golden Bridle (150)

1273 You march solemnly with the others into the
circle where you join a ring of druids and begin a
low humming chant. The high druid intones, “*One
here is not of us, but against vs."*
MO SKILL: Their focused power blasts you
senseless, your mind a blank. D1/51/Ensorcelled
PIETY: With Allah's aid you stand unshaken

{1232-1273)
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before their magica) assanlt. The druids gasp. ""How
AN you resist our power T "With Allah's blessing, "
v reply, throwing aside vour cowl. Awed, the

" druids beg you to each them the ways of Allah. You
i form @& ecity here and become its sultan.

D2/52/3ultan/ Scholarship

1274 Youoverpower the guard and find shelter in
the shadow of a great stone, The druids begin a chant
and an evil emanates from the presence forming
bafore you. Desperate, you attack the High Druid,
slaying him.

MO SKILL: This throws the druids mito an uproar.
You are quickly pointed out and must flee, barely
escaping with your life. S2/D2/ Prafy

STEALTH & STEALING: Taking advantage of
the confusion, you snatch & hostage and pry from
him many arcane secrets. D3I/S3/dering &
Dispuise/Golden Bridle (130)

1275 Your tossed stone catches the guard in the
temple, and he slumps unconscious. From: the
shadow of a great stone you watch the druids incant.
Soon a mendcing presence forms in the circle's center.

MO SKILL: The high druid commands, **Destroy
the Sultan of Baghdad!" The hideous beast bows,
then vanishes. S52/D2/Grief-siricken

PIETY: The power of your prayers fills the arena!
“allah, banish this demon!™ The beast quails, then
vanishes! D4/53/ Piery/Magic Saddlebags (152)

1276 You slip past 2 napping guard. Within the
ring of stones is a ring of druids, and within that
ring an eldritch creature. Suddenly, the High Druid
clhutches his chest and collapses. The other druids
scream in fear, for they no longer have the monster
wnder contral.

MO SKILL: You flee from the homor they"ve sum-
moned. S2/D2SCheick Thinking

MATOR MAGIC: Your voice rings out. The
ereature bows to your word of command. You bid
it slay any who do not take up the way of Allah.
The druids swear faith in Allah, and 2 new Muslim
city i5 formed here, with you as its sultan,
D3/53/Sultan/ Courily Graces/ Golden Bridle (150)

1277 You climb a tres to observe the rituals. Sud-
denly, hornets are all about you, stinging fercely.
MO SKILL: You leap down with a howl, your
ohservations focgotten. D2/51 Enduring Hardship
ENDURIMNG HARDSHIP: You endure their
stings that you might continue your obsérvations,
which reveal the means of protection from . druidic
sorcery. D3/52/Schofarship/Protective Talisman
(167}
1278 - Silent druids gather in the strange circle. You
observe and record what you see...
MO SKILL: .. but your notes are incomplete, and
mernory cannot fill-the gaps. DI/S27Scholarship
SCHOLARSHIP: ...and your detailed notes and
vivid memory provide schalars with arcane lore and
warding against demons. D3/53/ Sckalarship/Pro-
teciive Talisman (167)

1279 From a tree you view the high druid, who
brings forth a shining sphere, gazes into it, and pro-
naunces your sultan’s name. '"That one is now
dead,” he says. “We shall go to his city, and make
it gurs. Only the power of this sphere could stop us,
and it shall be hidden where none can find it."”
NOSKILL: You set off at once to warn your peo-
ple. D2rS2 Srealih & Stealing/Grick-stricken
STEALTH & STEALING: You seek the hiding
place of the sphere. You snatch it and race for your
city. D2s52/Celestial Planisphere [160)/Flace
destination marker and status marker in a dty chosen
by another player. When vou arrive there, you may
give yoursell any status (Sulvan seems appropriate).

T80 The incantations y0u learned work! The doar
slides aside. Within, the cave floor is paved with gold,
and diamonds glitter from the walls! Ahead is 2 room
full of gems. Upon a couch: the most beautiful
woman siig, with a face to rival the full moon!
MALE (Mandatory), NO SEILL: Her perfume

(1274-1293)
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fills your nostrils. Suddenly, you pass out. Later vou
avake outside the caves and cannot open them again.
D252 Love-struck/ Beguifing

BEGUILIMG: Ak, the womanis atrap! You pass
this room; other rooms contain what you ss2k.
D3/53/ Trea* x X Quick Thinking

1281 With the spell of opening the door slides aside.
Within isa huge pit of flame. A tall tres in the center
bears jewels instead of fruit.

MO SKILL: You string a rope across (he pit and
the iree in the center, but as you go hand-over-hand
the rope sags, and the flames singe yvou. You must
go back. D282/ Quick Thinking

QUICK THIMEIMNG: You swath yourself in
water-50aked rags and reach the trec. You are
blistered but console yourself with your great- wealth.
D37527W 4 3 (Max:Proncely) Wounded (7 or less)

1282  The cave wall slides aside, revealing a huge
black ‘efreet. *“You may only stay within for half
an hour,”’ he intones, *‘and bring 1000 dinars out
for me." You find the jewel room, but you also find
a room where 100 people are chained vo a walll “Free
us,"" they cry. Time is short. Free the people?. Or
gather jewels to appease the “efrect?

MO EKILL: You free a few, then rush out with
the jewels. The ones you abandoned call curses after
yvou. S2/D2W + 2 (Max:Princely)/Accursed

PIETY, ENDURIMNG HARDSHIP: Forsaking
vour chance toescape, vou unlock all the manaclss.
“The curse 15 broken!’" criss one, and the cave
becomes a fabulous: palace! **This kingdom is
vours!™ cries an elderly scholar. D3S53/W+3
(hax:Princely)/Mafor Magic/Sultan

1283 You discover a small door with strange words
on'it. You prenounce the words; the door opens!
A dark musty nnel opens onio & vast maze.

MO SKILL: When you finally ¢come to the treasure
room you are completely lost. Stumbling about, you
faint from hunger and thirst. You awaken owtside
the caves. SA/DE/Quick Thinking

STORYTELLING, QUICK THIMKING: In the

tale of Alee of Caito, he left a trail of posgessions
to thread a maze. Leaving bits of clothing, paper,
and food, you come to & vast treasure room! You
fill vour pockets, then follow your trail back to the
entrance.  D3553S Cuick . Thinking/W £ 31 (Max:
Princely)
1284 Youscramble through a tiny opening which
leads 1o the caves themselves. Room after room is
filled with yet more fabulous treasures, yet you feel
the NEXT room contains the most fabulous treasure
of all.

MO SKILL: S{epping over the threshold, a huge
‘efrect confronts you! ""Greedy, greedy,”’ he mut-
ters. Arcane power fills the room and you are oul-
side again. 52D Wisdom

WISDOM: You are not -greedy; you collect a
princely wealth in gems and leave. 53/D3/W 43
(Mo Princely)/Brass Bow (165)

1285 You climb a rope up into the mist. There vou
find a peak with a tunnel carved into it and start
down, But, standing before you, a man wearing a
red helmet says, **you cannot pass until T have
fallen.”*

MO SKILL: You cannot master him; exhausted,
youretreat, 327027 Weapon LUlse

WEAPOM USE: When you conguer him, he bows
and conducts you through rooms filled with treasure.
D352+ 2 (Max:Princely) Trea*

1286 The wizard agrees to your proposition. At the
cave he enacts a powerful spell. The ground opens
and vou enter. ' Hurry," he ¢ries, 1 cannot-hold
forever.” You enter and find a brass lamp and a great
tree full of gems. You take the lamp, fill vour pockets
with gems, and return to the the wizard. **Pass me
upthe lamp," he says.

MO SKILL: You do, and he runs off. When you
emerge, he is gone, 32/D2/Envious/ Beguiling

BEGUILING: You refuse, distrusting him.- He
grows furicus and seals the hole above you. Idly,

T
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you rub the lamp. An :freetanp:::::“ = AT T
vice.” Magic Lamp (146)/33/ D37 Laek =

1287 You convince a lami,d;.'h'ﬂ-:a:.!d j"ﬁf.t_E'..
incants, and the::m*enpensﬁ;sz{_i-__"l mustrE—
main,"” he says. *“Go fetch ﬁm:ﬁ-'f-"ruﬂ&'-uk-:'- =
down and are dazzled by the wealth you find. You
greedily begin 1o gather treasure..

NOSKILLS: ...suddenly you remu the old wizard
and rush back; the ground is closed! You were too
long! The only other eXit i3 50 narrow that vou must
abandon the riches (o escape. D2SE2 Wisdom

WISDOM: ...and rush back to the hole in time.
The wizard takes one item and lzts you keep the rest.
D3/52/W a2 (Max:Princely)/ Trea®*/Ouick
Thinking
1288 A wizard consents to aid you for a share of
the profits. His magic opens the caves, but from in-
side 2 huge man with a scimitar rushes forward!

MO SKILL: The berserker slays the wizard and
leaps back within the cave, which seals behind him.
You cannot enter! S2/D1/Grief-stricken/ Weapon
Use

WEAPON USE: You leap forward and cut the
man down. Within is enough wealth and magic to
make yvou a king! The wizard agrees to aid vou in
exchange for a position as vizier. 32/D4/Sultan/
W+ 3 (Max:Princely)/Trea*

1289 Youhide behind some musty bales. The voice
Tepeats twice more, Ut you remain silent. A shadow
descends from the ceiling — a bloodthirsty ‘eftect.
“1 know you're here,”" he roars. “Look at me.™ He
beging o change!

MO SKILL: Your mind slips g:mt:ful]:r intg m-
sanity. 52/D2/Insane/ Enduring Hardshio- =

ENDURING HARDSHIP: "I"nu'i:ﬂ.uu:n:um fror=-
rar with thoughts of Allah and the smostal poradizs ;
avaiting vou. The ‘el'reﬁ;ﬁves T T M T Ll i
vanishes. You emerge the next day o hero. -
53/D2/Respected /Robe of Honor—

179 You hide. A shadow descends from {he n::eil-
ing, and before yvou stands a deadly-booking *efreet!

N SKILL: Hig hands close about your throat.
You choke out, **Allah preserve me!** He stumbles
back, and yvou flee. S2/D1/0uick Thinking

APPEARANCE: He stops and peers. *"Are you
mol ke whom 1 have named?'" You admit who vou
are and he smiles, **Your father was a powerful en-
chanter. He bequeathed this money (a pile of gold
appearsly to - you - through me.” S3/D3W+3
(Max:Princely)’ Wisdom

1291 Through the darkness a shadowy presence
looms nearer and nearee! AhY It iz only the vizier!
You reveal yourself, and he zavs, 1 have come to
seek your aid in deposing the sultan. Ald me, and
vou will be my vizier.**

NO SEILL: You agres — and soddenly the
sitltan’s guards are all around you! The sultan himsalf
steps forward! ““False one!”" e cries. “Is this how
vou would repay me??" 53/D 1 Imprisoned/ Bisdom

WISDOM, PIETY: You flatly refuse and draw
yvour sword. “Hold!™ The sultan fimself steps for-
ward. “A prophecy told me to adopt a worthy
stramger. This test confirms it; you are the one,”” he
says. A few weeks later he dies; yvou become the new
sultan. S3/D53/Sultans Courtly Graces

1292 You crv out the name of Allah and hear'a
faint whisper: **You have destroyed me,” it says.
You. settle down for the night.

MO SKILL: Inthe moming you emergs from the
houze a hera) S2/D27 Luck

LUCK: During the night you investigate sounds
of a mouse scratching near the fireplace. Youw knock
on the fireplace wall, and a cascade of gold and jewels
pours down the chimneyl S3/D35W 3
(Max:Princely) g
1293 You call out the name ofetish iiha mrﬂ.l.'
cry, an ‘efrect appears befo '-4:*1. "“"_-mu'ri pay
for that,”’ he snears. : Z-- e

NO SKILL: He gestures, Phﬁnwms m‘-rade.- :."""'.*r-- o

= -




i ilill-ra T,

e Pl

run'glb_m‘:mg_‘m_ termor. S2/D2/In-
3 ﬁﬂﬂﬁ,!"“d&a‘?ﬁ'fﬁﬂkmw

~ ENDURING LIARDSIHP: He gestures, and

= eSS VISION vl:ruﬂmndt But these are just il-
| S Omiy Adian is powerfol! The visions fade, and
U= “efrest disappears. The next day you emerge &
B! 53/D3/Robe of Honord Wisdom WL |
P=x-Rich)
%2 With a puif of smoke, a surly :fmet stands
Before you. “*“Who are you?"" he roars. You reply,
“Do you not recognize Abu Ali<ibn-Hessad? The
gee=test wizard in the land?"" The ‘efreet shrinks back
S==rfully. “Begone, inthe name of Allah,”” you com-
=2nd. He howls — and vanishes.

WO SKILL: The next day, you emerge a hero. D2
SX7Acting & Disghive

EVALUATION, COURTLY GRACES: You
emerge from the house a hero. Your stature entitles
you to a reward, and you ask for the house. Weeks
Iater, you knock down a wall and discover a fortune
in gold. D3/STAW +3 {Max ancc[:,r}fi.uckmﬂmg
and Dispuise

1295- A cascade of gold pours from the ceiling in-
tothe corner! You stammer a “thank you.™ “You're
welcome,” replies a handsome young “efreet, floating
down from the ceiling, “*for a powerful magican
left this gold for wou,?’

- - NO SKILL: You scoop up the money, and start
= to leave. "Dolt!’ He cries. “Have vou mo
= gratitude?”" He waves, and the gold disappears.
E “Why do you not offer to repay thit rmagician?”
E’. he asks, and disappears. D2/52/Piety
" -~ PIETY: “And what may_I.do for this enchanier
SE inzetnrn?t Theafrest siiiles. My master is your
- -.'i father ﬂ:'-'-.":"-'r'r ':?5'55.“] a- ﬂm fmm his child.*® Yonp
3 collect the goid andg-a{uvmtynuriung—lﬂst father.
:-___': Dﬂ!:-ﬂ.flu{hﬂ:ﬂ?atndf‘w+3 {Max Rich)
i 1296 A fm-{'-_aﬂﬂ—@f—gﬁ.é_—ﬁlls into the comer. A
= 1-— — “young “efreet appears, addressing you by narme. He
says, “This wealth was left to you a centory 2go0 by
3 a powerful enchanter who foresaw in you a great
» magician. Can you perform any spells?’”
] MO SKILL: You admit that you cannot. The

‘efreet gives vou a fistful of gold. “Use this for vour
education,””  he savs. S2/D2/Fated/ Minor
Magic/W +1 (Max:Rich)

MINOER or MATOR MAGIC: You demonstrate,
- and the ‘efreet is jubilant! “My master was not
wrong! All the gold is yours. Take it.** D3/53/Ma-
Jor Magic/W +2 (Max:Princely)

1297 Mothing happens. You realize vour folly and
= add, **...Please.”” Instantly gold cascades from the
ceiling! A menacing “efreet follows. “My master had
your name,™ he explains, “and he left this wealth
for one who possessed his name, It has been a long
wait. "

MO SKILL: You thank him politely and leave with
your gold. SMD2W + 2 (Max:Princely)/ Storyielfing

STORYTELLING: You thank him for his vigil
and ask if he would hear the latest wales. Hours later,
he sighs and says, “‘For & century I have spoken with
no other; your gift has been far more valuable than
mine. Let me make amends.** He gestures. .. and you
5t on a throne in.a palace! You are the sultan of
the city! 53/D3/5ultan

1298 You face the best swordsman in the group.

MO SEILL: ‘He slices you - like a melon.
S1/D1 Wounded (6 or less)

WEAPON USE: You hold your own (io
everyone's surprise), until the other disarms you. He
lunges for your throat — and stops, a hair away from
plunging his sword into your neck. Then he drops
his sword and embraces you. You have proven
yourself. D1/51/Lose: Lost/W + 1 (Max:Respec-

- —Jhlclfﬁpgm@m'.}' to enter the Caves of Al-Kolo-Ats

T wnunﬂaﬁ—lﬁ" i have been wounded in battle,
AT -EuLﬂ::tldenL of fate.
EFFECTI LGS the use of the following skills,

semard leee afl 'u-.r-f-] (place the skill chits under the
sEss Chitl: Sregith and Stealing, Major Magic,

S

[ 1}

S _'_|,q_ ﬂﬁih"'ﬁ'f"'ﬁ'm-ﬁna '.'.1!:'". -

2
Weapon Use, Seduction, Appearance,
Insiead of having a normal encounter in any turn,
you may pay one Wealth level and encounter a Healer

Szge (Reaction Matrix A).
TO LOSE: If you give a Wealth level to a player

in your space who has Scholarship, you lose this.

stains,

1300 DERVISH <+ | to the die roll for each addi-
tional Quest card in the current quest,
SPECIAL:Piery: +1 Tal/ +2 Mas
FOUND IN: Su-Chousdesert (black number)
1-3 You give up magic. Lose Minor Magic/ QX
4-5 You blaspheme him! Lose Pleiy/Q:X
& You undergo ritual torture. Crippled/(:S
T You give up wealth. Lose treasure/ QS
&+ You join him. On Pilgrimage/0:5

1301 SLAYE  +1 tothe die roll for each additional
Quiest card in the current quest,

SPECIAL: Automatic'+ 1

FOUND IN: Lhasa or desernt adjacent to Timbuktu
13 You hear his tale. Grief-stricken/Q:X
4-5 You buy his freedom. W-1 (Min:Poor)/ QX
6 He iz busy. Try again next turn.
1 You pretend to be a slave. Enslaved/(Q:8
8+ He i5 2 good swordsman. Peapon Use/():S

1302 BRIGANDS  +1 19 the die roll for each ad-

ditional Quest card in the current quest.
SPECIAL: Srealth & Stealing: + 1 Tal/ +2 Mas
FOUND IM: Balis or any island

1-3 You are tortured. Lose Quick Thinking/Q:X

4-5 They raid a leper colony. Diseased/(Q:X

& They rob you, Lose | treasure/(:5

7 You join them. Outlaw/(:5

&+ You learn the trade. Stealth & Stealing/Q:5

1303 MAIDEN  +1 to the die roll for each addi-

ticnal Quest card in the current quest,
SPECIAL: Beguifing: +1 Tal/+2 Mas
FOUND IN: Alexandria or Serendib

1-3 You give a great gift. Lose 1 treasure/Q:X

4-5 She is a tease. Envious/ QX

6 She is a tease. Envious/ i8S

7 You spend on presents. W-1 (Min:Begzar)/(:5

8+ You learn much from her. Seductions/Q:5

1304 CAPTAIN  +1 to the die roll for each addi-

tional Quest ¢ard in the current quest.
SPECIAL: Seamenship: +1 Tal/+2 Mas
FOUND IIN: Basra or sea space with black number

1-3 You are cashiered. Lose Seamanship/ QX

4-5 Your voyage is doomed. Lost/0h:X

& Your voyage is long and arduous. Lost/Q:5

7 You must buy passage. W-1 (Min:Res.)/Q:5

8 + He teaches of the sea. Seamanship/():5

1305 NE'ER-DO-WELL  +1 to the die roll for each

additional Quest card in the current quest.
SPECLAL: Ouilck Thinking: +1 Tal/+2 Mas
FOUND IN: Basra or Tripoli

1-3 You join his crowd. Lose Cowrtfy Graces/ Q:X

4-5 You join a con game. Imprisoned/Q:X

6 You buy friendship. Lose 1 treasure/Q:3

T You get drunk. Insane (7 or less)/Q:S

8 +You swap tall tales. Sroryeefling/(:S

1306 THIEF  +1 to the die roll for each additional
Quest card in the current guest.
SPECIAL: Stealth & Stealing: +1 Tal/ + 2 Mas
FOUND IN: Baghdad or mountain (black
number)
1-3 You are robbed. Lose 1 treasure/Q:X
4-5 You are implicated. Outlaw/ QX
6 You buy your way in. W-1 (Min:Beggar)/Q:S
7 You pretend to be a crook. Imprisoned/Q:S
8+ You learn. Srealth & Sreafling/ ;8

1307 BEAST = + 1 to the die roll for each additional
Quest card in the current quest.
SPECIAL Wildermess Lorer +1 Tal/ + 2 Mas
FOUND IM: Forest (black number)
1-3 You slay an ancient beast. Accursed/(Q:X
4-5 You follow the Questing Beast. Under Geas/Q:X
6 You kill it through sheer luck. Scorned/Q:-5
7 You kill a sultan’s prize buck. Outlaw/(:S

8+ You learn much. Wifderness Lore/(:5

1308 WIZARD  + 1 to the die roll for each addi-

tional Cruest card in the current guest.
SPECIAL: Minor Magic: +1; Major Magic: +2
FOUMD IM: Lhasa/Mountain (black number) in

Africa

1-3 You are under a spell, Ensorcelled /Q:X

4-5 You are under a spell. Sexchanged/Q:X

6 You serve as his familiar. Beast-form/Q:S

7 You give him magic. Lose 1 treasure/(Q:5S

8+ He teaches you. Minor Magic/Q:5

1309 ENCHANTRESS  +1 1o the die roll for each

additional Quest card in the current quest.
SPECIAL: Minor Magic: +1; Major Magic: +2
FOUND IN: Shiraz/island (black number).

1-2 Your attributes are taken. Loae Feduction/ X

4-3  You are put under a spell. Ensorcelled /Q:X

& You are given a quest. Under Geas/(Q:5

7 You give in to vile black magic. D-1/Q:8

8+ She gives you a lucky charm. Blessed/(Q:5

1310 'EFREETEH  +1 to the die roll for each ad-
ditional Quest card in the current quest.
SPECIAL: Minor Magic: +1; Major Magic; +2
FOUND IN: Tana/mountain (black number) next
to Adrianople,
1-3 Your nose grows if you lie. Lose Beguiling/Q:X
#-3 You are cursed. InsamesQ:X
6 You dre amazed at her beauty! Envious/Q:5
T You give presents. W-1 {Min:Begzar)
8+ Your friendship is returned. Blessed/():S
1311 MAN  + | to the die roll for each additional
Quest card in the current quest.
SPECIAL: +2 if Female
FOUND IN: Damascus or Zarandj
1-3 You buy rounds of wine. W-1 (Min:Beggar)/ (X
4-5 You are led on 2 merry chase, Lost/Q:X
6 You compromise your principles. Scorned/(Q:5
T You buy rounds of wine. W-1 (Min:Beggar)/(Q:5
8+ You perform a great service. Respected/(:S

1312 MERMAN  +1 to the die roll for each addi-
ticnal Quest card in the current quest.
SPECIAL: Wilderness Lore: +1 Tal/ +2 Mas
FOUNDTN: Any sea space with a black number
1-3 You engage in a fruitless search. Lost/Q:X
4-5 You steal a ship. Outlaw/Q:X
6 You find mermen but lose yourself. Lost/(:5
7 You fnd the edges of the world. Fated/Q:5
8+ You speak to dolphins. Seamanship/ Q5

1313 GOOLEH - +1 to the die roll for each addi-

tional Cluest card in the current quest.
SPECIAL: dAppearance: +1 Tal/+2 Mas
FOUND IN: Any desert space.

1-3 You are attacked. Wounded (6 or less)/Q:X

4-5 The gooleh pronounces a curse. Accursed/Q:X

6 You buy favor. W-1 (Min:Beggar)/Q:3

7. ¥ou live amongst corpses. Diseased/ (5

8+ You bring her to Muslimism. Petp/Q:5

LM VIZIER  +1] tothe die roll for each additional

Quest card in the current quest.
SPECIAL: Courtly Graces: +1 Tal/+2 Mas
FOUND IM: Hamadan or Cordoba

1-3 You feel inadequate. Lose Wisdom/Q:X

4-5 You insult the vizier. Imprisoned/Q:X

& You buy presents. W-1 (Min:Beggar)/'Q:S

T You give a present. Lose T treasure/Q:5

&+ You are adopted. Vizier/(Q:3

1315 "EFREET  +1 to the die roll for each addl-

tional Qruest card in the current quest.
SPECIAL: Minor Magic: + 1; Major Magic: +2
FOUND IN: Tana/island adjacent to Stonehenge.

1-3 You are put under a spell. Sex-Changsd/Q:X

4-3 You dre put under a spell. Ensorcelled/Q:X

6 You are put under a spell. Beast-form/(:S

7 You act in 3 cowardly manner. D-2/0:5

8+ You learn. Minor Magic/(:5

1316 PRINCE . +1 to the die rall far each a_ddi-'
tional Quest card in the current quest,
SPECIAL: Courtly Graces: +1 Tal/+2 Mas

(F294-1316)
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FOUND IN: Daybul or Kiev
1-3 YWou insult the pringe. Qutlaw./QX
4-5 You insult the prince. Imprisoned/ QX
6 You give up theft. Lose Stealth & Srealing/0:8
T You pay a greal fribute. Loge [ freasure/0:3
g+ You are granted favor. Robe of Honor/Q:5

1317 SAGE <+ 1 1o the die roll for each additional

Cuest card in the current quest.
SPECIAL: Scholarship: +1 Tal/+2 bas
FOUND IN: Mountain adjacent to Samarkand

or.in Africa.

1-3 You are proved a fool. Lose Hisdom/ QX

4-5 You save him from villagers. Crippled QX

& Your foriunes are foretold. Fated/(:5

7 You must pay his fee. W-1 (Min:Beggar) Q:S

8+ He joins you. Hisdom/Q:5

1318 BEGGAR 41 to the die roll for each addi-

tional Quest card in the current guest.
SPECIAL: Quick Thinking: +1 Tall+ 2 Mas
FOUND IN: Antioch or Zaila

1-3 You are beguiled. Lose Wisdom/Q:X

4-5 You live in filth, DiseasediCHX

6 You suffer his bad luck. Accursed/ (xS

7 You give alms, W-1 (Min:Beggar)/(:5

&+ He pives you some lessons. Evalumtion/Q:8

1319 SOLDIER - 41 tothe die roll for each addi-

tional Quest card in the current guest.
SPECIAL: Weapon User +1 Tal/+2 Mas
FOUND IN: Leon or P’an-F'an

1-3 He'is a master. Lose Weapon Use/ T

4-5 You are taken prisoner. Enslaved /00X

& You are involved in a duel. Wounded /(15

T You are proved a coward. D-2/0:3

g+ You learn many tricks. Peapon Use/():5

1330 MERCHANT  +1 o the die roll for each ad-

ditional Quest card in the current quest.
SPECIAL: Bargaining +1 Talf+2 Mas
FOUND IV; Tiflis or island adjacent to B'an-F'an

1-3 You make a bad deal. Lose 1 treasures0L3

45 You make a foolish offer. Scorned QX

6 You lose in a deal. W-1 (Min:Beggar)/(Q:5

7 You lose in a deal. W-1 (Min:Beggar)/Q:5

B4+ You learn. Bargaining/ (5

1321 HUNCHBACK +1 to the die roll for each

addional Quest card in the current quest.
SPECIAL: Enduring Hardship: +1
FOLUND IN: Alexandria or, Bulgars

1-3 You are robbed. W2 (Min:Beggar) /00X

4-5 You aid in a robbery. Pursued/Q:x

& You give alms. W-1 (Min:Beggar)/iQ:5

7 You are sneeraed at. Scorned/ QS

84+ He joins vouw. Quick Thinking/ (5

1322 HAG  +1 tothe die roll for each additional
Quest card in the current guest.

SPECIAL: Seduetion: +1

FOUND IN: Any forest in the civilized area,
1-3 She & vply! Lose Enduring HardshipfQ: X
4-5 3he knows magic. Ensorcelled 0
6 You treat her with disrespect. D-2/0:5
7 You agree 1o do her service. Enslaved /(23
& + She teaches you witchery. Minor Mapic/(:8

1323 PROPHET  +1 to the die roll for each addi-
tional Quest card in the current quest.
SPECIAL: Piety: +1
FOUND IN: Makka/mountain (plack number)
1-3 You don’t wish to know your fate. Insane/Q:X
4-5 Your doom is foretold. Accursed 0k
& Your destiny is obscure. D-2/035
7 You join him. On Pilgrimage/Q:5
&+ You learn from him. Wisdom/ Q8

1324 PRINCESS  +1 to the die roll for each addi-

tional Cruest card in the current quest,
SPECIAL: Courtly Graces: +1 Tal/ +2 Mas
FOUND IM: Gaya or Fome

1-3 Your lies are detected. Lose Beguiling/ QX

4-5 You cannot belisve yvour eves! Envious QX

6 You are shown a coward. D-2/0:8

T You give 2 present. Lose 1 treasure/(Q:5

&4 You gain a beautiful present. Trea® e85

((I3IT-1338)

&l

1325 You come upon a living statue, its upper half
a fearsome ‘efrest; its lower, a pillar of basalt. 1
led an army agianst Solomon,'™ it says. ""Solomon
triumnphed and imprisoned me. [have been here two-
thousand years.™

NOSKILL: You step Forward to free the creature.
Its evil invades yvour mind. When you awaken, avoice
says, “Seek not to undo what your lord hath
wrought.” D278/ Wisdom

WISDOM: Twodhousand vears is a5 a few davs
1o such a being. “What Allah hath wrought, let no
man undg,” you reply. D3SS3 Pieny/ W+ 1
{Max:Rich)/ Trea*

1326  You come upon 2 huge collection of marble
tablets bearing ancient writngs. Eachisa king's testa-
ment that pride is the downfall of Man.

MO SKILL: The last tablet was written at the
king’s deathbed. You are 50 overcome with gricf that
vou try o end yvour own life, DE/S2/ Endhiring Hard-
ship/Grief-stricken

EMDURING HARDSHIP: You realize that true
happiness can only be attained through Allah. Cthers
are enlightened by your words, D3/33/Pfe-
iy Respected Trea*

1327 The tablets were written by, the  great
storyteller Omar-ibn-Hassan; these manuseripts are
worth a fortune! You copy them eagerly.

MO SKILL: Your companion runs off with the
manuscTipts and takes credit for the discovery.
D2/81/Stealth & Stealing/Gricf-stricken (1 turn)

STEALTH & STEALING: Realizing their value,
you guard the manuscripds carsfully. D353/ Sofiodar-
shig/Bobe of Honor/W 2 (Max:Rich)

1328 You build 3 ladder to scale the high walls,
and one of your men begs to be allowed the honor
of ascending first.

MO SKILL: He reaches the top, cries out, and
leaps off the wall — to his death! You are too frighten-
ed to climb the ladder. 52/7D2 Wisdom Grief-
siricken

WISDOM: You climb behind the other. YWhen he
reaches the top, be cries out and attempds to jummp,
babbling wildly about visions of loveliness. Recogniz-
ing a guardian spell, vou leave. S53/D3/Minor
Mugic/Trea®

1329 You order ladders built, A man climbs to the
top of the walls, cries out, and leaps to his death.
Climbing the ladder, you see visions of delighis within
the city; you realize it is 3 protective spell.

NOSKILL: You order the others to remain below
while vou enter the cry. When vou réturn, your com-
panions lie dead at the ladder*s Ffool, drawn to their
doom by the visions, SLD2 M inor Magle/Carnelian
Idol (144)/Grief-stricken

MAJOR or MIMNOR MAGIC: You break the spell
with one of your own. You and vour men spend 2
week within the fabulous city. S3/D3/ Trea* W+ 3
(Max:Princelv)/ Scholarship

1330 You build ladders and enter the city. Inside
are many statves, and a hideous ogre, who sits with
his eyes closed. Suddenly he opens them, and one
by one, all of your men are turned to stone.

MO SKILL: You run sereaming out of the city
before you meet his terrible paze. S2/D2/Insane {6
or lessh ' Quick Thinking

WEAPON USE: Quicker than thought itself, you
fire a single arrow into the ogre’s eve. As he dies,
the staiues come back to life, You are honored for
saving the city. D3/83/ Weapon Use/Sultan

1331 You pray to Allah for an enteance, and an
earthguake brings down one wall of the city. While
exploning a palace, you hear, “Who comes?™ and
see the maost beautiful woman you have ever met.

FEMALE (Mandatory), NO SKILL: She says,
“How dare you enter without knocking? With a
wave of her hand you are outside the city. The wall
is repaired. 52/D2

SEDUCTION: “How dare you enter without
knocking?™ she asks. *‘I.did it only to find you, oh
wondrous onel™ vou reply. She is a powerful en-

chantress, living in solitude; you Hi-.hl.en*ﬁf:i aalirs- :
SID2 Trea* W +1 {MEI Rlch}.r"BlE.SSb@:— e :
1332 “You pray to Allah. The next mal—zl..ng_:me
gates are open and there are people, speaking anan-
cient dialect; vow have travelled into the past! You
ask a wizard for aid, but he says there is much danger
in tampering with time.

MNQ SKILL: He summons a powerful *aftest to
return you. *Foof* You find yourself ouiside the
abandoned city — and without your memory.
D3/ Inzane (1 wrm)

BEGUILING: Promising great fame, vouw con-
vince the ‘wizard to return with you to the present.
*Poof* You stand outside the abandoned city; before
your eyes the wizard ages one-thousand years and
turns to dust. D3SS3 Mafor Magic

1333 Your pravers reveal a2 hidden entrance.
Within, there are people! They are few, and fear-
ful. *“We will not apen the gates until the sultan pro-
mized by Allah appears.™

MO SKILL: You are humbled by their faith.
S2/D2/ Piaty

APPEARANCE: They look closely at you and
gasps. “This iz the onel” They pull vou before a
statue; your face is an exact duplicare! Bells peal,
people dance in the sireet, and the gates burst open!
S3D3W 42 (Max:Princely)/Sultan

1334 You gaze in rapture ab the jewel-encrusted bat-
tlernents, then at the dusty-and crumbled walls. As
you look upen the mighty handiwork of man, laid
low by Allah, you resolve to capture this moment
in a poem.

MO SEILL: You cannot find the proper words,
and curse your miserable life. S1/D2/Sroryiefl-
ing/Scorned (1 turn)

STORYTELLING, COURTLY GRACES: Your
poem is so wise and sad that the sulianadopleyou .
as his son. He re-reads the poemso-many, times (Har -_ o
he dies of a broken heart, anGJ,m.Lm rna.ue-.wua.. - '._ '
S3/D3/Sultans Bisdom -; == T

1335  Though you gaze I:I'f:‘i?'n'l'ﬂ: at the :ﬂlgim- hu-.— ]
tlements and jewel-encrusted-watke ol e Tort:y ;.-u-.. s
know that the mightiest achievement of man is as
that of a flea when compared with the meanest
achisvement of Allah. You gaze a while longer, then
leave. 32/D2/Scholarship

1336 Though you note the graceful architecture,
the masterful design, and the jewels a-glitter in the
sum, vou realize that Allah created the men who built
the palace, the jewels, and the sun.

MO SKILL: You have learned & great lesson.
S/ D2/ Piety

FIETY: You rezolve to spread what you have
learned far and wide. 53/D3/0n Pilerimage

1337 The gates are barred, but come crashing down
at your touch. You enter, breathing a peayer to Allah,
The inside of the fortress is like paradise — lush
forests, fruit trees and honeybess. You feel drowsy.

MO SKILL: You fall asleep; when vou awaken,
vour body is old and infirm! You have slept for 20
vears! SL/DY/ Enduring Hardship/Lose Appearance

ENDURING HARDSHIP: As you begin to fall
asleep, you realize that you are being trapped by a
powerful spell! Summoning all of your will, vou leap
to your feet, grab a few interesting artifacts, and
escape, S3/D3/ Trea® x 2
1338 You stride to the gate. A force bars your way,
and vou shout, “Open in the name of Allah!*” The
barrier is removed, Youwalk in, and lo! The strects
are bustling with people! You request an audience
with the sultan.

MO SKILL: You are unable to'zain an audience,
and are ignored as a raving madman. They throw
you out, and when you look back, you see no signs Y
of habitation. S&/D2Corrrify q.-_;g_ng:.- ]

COURTLY. GRACES, STORYIELLTNG: S =
sultan seems oblivious to the devsstation outside, ——
= %

g0 you tell him what has befallen. I-n:wn:m Hianks.
you for your news, and gives—you— gif.aw =
SEIDSHFHdﬂm:’W-H [Mm-. Ft:l.:;:l"?"'"“ — ‘%
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4308 Vausiride boldly through the gate, and find

rsins and skeletons within, all covered with a layer
of 'El:.__-__:t._f:_fﬁ'_&ume upon a shop which sold jewels;

. ghes arespilling out into the dust.

MO SKILL: You collect them, as well as many
ather valuables. You discover later that most of the
ivems are worthless. S2/D2/W+1 (Max:Res )/
Evaluaiion '

EVALUATION, STEALTH & STEALING: You
realize they are fakes. In your further investigation,
however, you find pottery and stonework priceless
in its antiquity. S2/D3/W + 3 (Max:Princely)/ Trea®

1340  You discover that the gems in the wall are
valueless. You then enter the fortress itself and find
a vast treasure chamber. At the door to the chamber
i5 a huge serpent!

- WO SKILL: The beast’s head flashes forward, and
his fangs sink deeply. You feel poison course through
you, and flee. You grow delirious, and when you
finally awaken, the fortress is gone. 52/D2/Wound-
ed (6 or less)/ Weapon Use

WEAPON USE: Your sword flashes out and
severs the beast in two. You then help yourself o
the treasure, 53/D3/W + 3 (Max:Princely)/ Trea®

1341 When you have collected many gems from
the walls, you enter the fortress itself, and finally
find stairs to the treasure room. As you walk down,
you hear a click.

MO SKILL: You fall through a trap door into a
stinking hole. You éendure in misery until a rat shows
you the way out. D2/52/Quick Thinking/W +1
{Mazx:Rich)

QUICK THIMKING: You hurl yourself to one
gide and avoid the trap. You then find the treasure
and help yourself. S2/D3/W+3 (Max:Prince-
Iy} Trea® .
1342~ Yol are prying loose a huge gem when it falls
out, nnoimgesecrel wire which opens a door into
the for. You goinside and find a fabulous artifact

~ - gusrasd-bu-a sleeping serpent!

MOk L Your clumsy approach wakes him,

~— and-yole ars wounded before you ean fles.
SR Siealih & Stealing/Wounded (6 or less)

STEALTH & STEALING: Without even waking
the beast, you slip away with the artifact.
33/D3/W +3 (Max:Princely)/Trea*/Determined

1343 - You find a crippled prince who tells you how
his wife fell in love with a wicked slave. When he
punished them, she turned him to stone and his pea-
ple to fish. You slay the slave and don his clothes.
The woman returns.

MO SKILL: She recognizes the sham and blasts
yol with a spell. D2/52/ Acting & Disguive/Ensor-
celled

ACTING & DISGUISE: You pretend to be the
slave, and order her to free the prince and his peo-
ple 50 his curses won't trouble you. She does 50 and
vou slay her. 33/D3/Respected /W + 2 (Max:Rich)/
Minor Magic

1344 You find a young prince whose unfaithiul
wife, an evil enchantress, turned his lower half to
stone and transformed his people into fish. You slay
the wife's lover, a wicked slave, but the woman
returns, and you hide.
MO SKILL: Vowing vengeance on her lover’'s
murderer, she leaves the city forever. You can't help
“the prince. S2/D2/Beguifling/Pursued ;
BEGUILING: From behind a curtain, you pre-
tend to be the slave's spirit. *'] cannot attain salva-
tion until you lift your curse.’’ She does, and you

Jeap out and slay her, breaking the enchantment-"

53/D3/Quick Thinking/W + 2 (Max:Rich)/Trea*

1345 An evil enchantress is torluring a young
prince. You slay the enchantress. The prince thanks
vou, and explains that she was his unfaithful wife

- =.:T;-j'_=.-;b_ps_|;1_1m:gh_i_g:t_l_qsmne and his people into fish.
=% “Now he feais iz spell shall never be lifted,

- MO SHENLE: There is nothing you can do.

“MAGIC: You lift the curse with a spell
i Rl

i
O

&l

of your own. The prince names you his 5Ucoess0r.
S3/D3/Sultan/Major Magic

1346 You spy on a woman crving over a wounded
man. “Every day I toriure the prince who did this
to you,’” she sobs.

MO SKILL: She goes to whip a2 man in another
room. You stop her and demand to know his crime.
She mutters a spell; you feel yoursell changing.
52/D2/Beasi-form/ Wisdom

WISDOM: In ancther room you find a young man
— her prisoner. He tells of how she turned im to
stone and his people into fish. You return to her
chamber and slay the evil enchantress; lifting the
spell. S3/D3/Quick Thinking/Respected
1347 You find a young prince whose lower half has
been turmed to stone. He tells you that an evil en-
chantress holds him prisoner for wounding her lover.
Suddenly she is there, muttering...

MO SKILL: You feel wyourself changing.
S&/D2/Beastforms/ Minor Magic

MAJOR MAGIC: You counter her spell, and the
Battle is on, She becomes a giant eagle, 5o you become
an ember and burn her feathers away. As she dies,
the spell fails and the prince regaing his humanity.
S3/D3/Major Magic/Respected /W -+ 2 (Max:Rich)
1348  You see a woman and follow her (o a room
where she begins beating a young prince whose lower
half is made of stone. “Adulteress,” he says, *“You
betrayed and ensorcelled me and my- peoplel™

MO SKILL: You slay the evil enchantress.
However, with her death the spells cannot be revers-
ed. 52/D2/ Acting & Disguise

ACTING & DISGUISE: You disguise yoursell as
the woman's lover and beg her to remove her spells,
az the laments of the ensorcelled ones keep you
awake. She does this, whereupon you leap up and
slay her. The prince makes you his heir.
$3/D3/Saltan/Quick Thinking/W + 3 (Max:Rich)

1340 Mo inhabitants can be found. In the lake are
fich of vellow, red, blue dnd white (the colors of Jews,
Moslems, Christians and Magians of a typical city).

MO SKILL: The fish don't talk. S0 much for that
tale. S2/D2/Minor Magic

MINOR or MAJOR MAGIC: You conjure the
fish to speak. “*Our Queen (they say) was unfaithful
to our King. When he punished her, she cast a spell,
turning us into fish. In yon palace she weeps for her
lost lover.” You find her there, mad with grief. You
end her misery with a sword, and the people are re-
transformed. $3/D3/Respected/ W + 2 (Max:Rich)/
Trea*
1350 The fish in the lake are red, white, yellow and
blue, the colors of the Jews, Christians, Moslems,
and Magians of a typical city. The fish speak, and
tell how their Quesn was unfaithful to their King,
and turned his peaple to fish. A voice speaks. “And
soon their fate shall be yours.” It is the Chugen!

MO SKILL: Your attack is futile; she gestures, and
vou feel yourself changing. 52/D2/Beastform/
Seduction

SEDUCTION: You flatter her fame and beauty...
and slay her at first opportunity. As she dies, the
fish become the people of the city! S3/D3/W+1
{Max:Rich)/ Trea*/Beguiling

1351 A fish leaps from the lake, “‘Seck my master
in the city,” it says. You find a young prince whose
lower half is stope. His Queen betrayed him, and
after he wounded her lover she Iaid a spell on him
and turned his people into fish. You go to where the
wounded slave lies and slay him, taking his place,
The queen refurmns.

NCYSKILL: She is not fooled and mutters a spell.
You feel yourself change. 52/D2/Beastform/Acling
& Disgiive

ACTING & DISGUISE: You bid her lift her spells
and use her powers to cure you. She eagerly obeys.
When it iz done, you slay her; the prince and city-
dwellers honor you. $3/D3/Robe of Honor/W +12
(Max:Rich)/ Quick Thinking

i L
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1352  You see a huge diamond surrounded by the
coils of a gigantic, sleeping sérpent.

NO SKILL: Your attempt to take it fails when the
snake wakes and gives vou a few gentle squeczes.
S2/D2/W +2 (Max:Rich) Wounded (6 or less)

STEALTH & STEALING: Sileatly you sneak in-
to its coils gnd get the diamond. Giant Diamond
{168)/W + 2 (Max:Fabulous)/D3/33

1353 You move cautiously through the sluggish
serpents, basking in the noon sun. Finally you come
upon a great viper guarding a fortune in diamonds.

MO SKILL: You try to slay it, but it eats your
sword. You must walk back but, exhausted from
your exertions, you step on a snake and are bitten.
You make it to a healer in time. 32/D2/Wounded
(6 or less)/ Weapon Lise

WEAFPON USE: You slay the beast with onc
stroke, and take the diamonds. 53/D3°W +3
(Max:Princely)/Giant Diamond {168}

1354  You collect many diamonds, but it was a long
day, and you are tired on the way back.

MO SKILL: You stumble and tred on a serpent,
which bites you. You draw on your last bit of encregy
te run to the healer. Some of your profits are lost.
S2/D2/Wounded (6 or less)/ W + 2 (Max:Rich)

STEALTH & STEALING: You stumble, but your
cat-like reflexes prevent you from stepping on any
poisonous snakes. 33/D2/Giant Diamonds
(168)W +3 (Max:Fabulous) -

13585  You enter the valley, avoiding vipers at every
step. You collect many diamonds, then wait for the
carcasses to fall. Finally a large sheep is thrown into
the valley, and you climb aboard. A roc swoops down
and carries you off.

MO SKILL: The roc leaves you on a ledge bevond
the reach of the hunters. You get their attention by
throwing diamonds, few of which you recover after
rescue. S2/D2/W + 1 (Max:Rich)/Luck

LUCK: Everything goss perfectly; your diamonds
command a fine prce. S2/DZ/Giant Diamonds
(168)/W + 3 (hax:Fabulous)

1356 You avoid all snakes and collect many
diamonds. You forget the way back, so you wait for
a carcass to fall, One lands right at your feet; you
grab on and are carried up.

MO SKILL: The diamond hunters grow surly and
demmand rent on their transportation, or they will
thraw you back into the valley, S2/Da/Courtly
Graces! W+ 1 (Max:Rich)

APPEARAMCE, STORYTELLIMG: The dia-
mond hunters stare in wonder and-listen with awe
as you tell your tale. You are much honored.
D3/53/Respected /W + 3 (Max:Princely)

1357 You avoid the serpents and gather many
diamonds. Then you find a fabulous green gem. Con-
tent with your haul, you wait for a carcass, which
you ride up. You display the gem, and the onlookers
gasp. This is the Gem of Sultans, lost years ago. The
sultan greatly desices 1is returm.

N SKILL: It is taken from you with promises
of lavish rewards, which never come. D2/S2/ Courtly
tFraces/Envious/W + 1 {Max:Rich) _

COURTLY GRACES: Your prestige assures you-
of proper treatment. When the old sultan dies
heirless, the han who Found the Gem is made sultan.
§3,/D3/Sultan/W + 3 (Max:Princely)

1358 You stride through the valley, slaying serpents
at every urn. Your sword arm grows weak as though
you were scything wheat. At lagt you come 1o the
greatest serpent you have ever seen.

MO SKILL: You cannot defeat him, and must
retreat. S2/D2/ Weapon Use

WEAPON USE: With a tremendous strake you
srite his head from his body. Then you collect
digmonds - at your leisure: S3/D3/ Weapon
Lise/ W+ 3 (Max:Princely)

1159 You stride boldly through the valley, slaying
as you go. Finally you face your greatest challenge
— a serpent of immense size. b
1339-1338)
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MO SKILL: No matter how much you hew him,
he will not die. You retreat in failure. 52/D2S Fiety

PIETY: You call upon Allah, and a huge roc
comes and bears the serpent away. You fnish your
task and are hailed as a hero. 537037 Pty W +3
(Max:Princely)

1360 You stride through the valley, slaying serpents -

&8 you go. You rescue an old man from a great ser-
pent. This man, former sultan of this kingdom, was
thrown here by his wicked vizier, who now rules,
You agree to help him regain his kingdom.

MO SKILL: You confront the wicked vizier, and
his guards chase you from the city. S2/D2/ Beguiling

QUICK THINEING, BEGUILING: You powder
the sultan's body and hide him in the vizier's
bedroom. The vizier sees a *“ghost™ and dies of
fright. The old sultan is hailed, and you become his
heir. D3/537 Wisdgm, Sultan

1361 You see vast cities, great wealth, and huge
palaces, Finally, a year and a day later, your tour
is complete. You go back to the upper world and
tell people what you have seen,

NO SKILL: It has been such a long time that your
memories are fogey. Your lack of detalls convince
your listeners that you are lyving. S1/D2/Storrielling

STORYTELLING: You make it seem like a
fabulous story, and gain much fame for being a great
tale-teller. Only you know that your journey actually
took place. D3/83/ Seamanship

1362 You travel for a year and a day. During it
all you warship faithfully; some of the inhabitants
ask you what you are doing. You explain about the
worship of Allah, plquing the interest of a local
sultan.

MO SKILL: You are rather fanatical in explain-
ing the Muslim faith, and manage to insult him. He
orders you taken back to the upper world.
S2/D2f Beguiling

COURTLY GRACES: You convince him of the
beauty of the Muslim way, and he joins the faith,
as does. the entire population the city he leads!
53/D4/Pigty/Robe of Honor

1363  You view many marvels and mysteries. One
day you are brought before a great king who wishes
to visit the upper world.

NO SKILL: You offer to be his gpide and he

gratefully accepts. Much honor is yours, both inthe

lower and upper worlds. 52/D2/Robe of Honor
LUCE, APPEARAMCE: You and he could be
twin brothers! He asks you to take his place as sultan
until he returns, gives you the roval robes (1o hide
your lack of a tail), and swims off. D3/53/Sultan

1364 The mermen marvel that you have no tail,
You are surrounded by curious onlookers when one
merman shouts ““Dendan!”® You know that the ery
of a true human can slay the dendan instantly.

MO SKILL: You are petrified, and hesitate. The
mermen scatter, and you are left alone beneath the'
waves. With much difficulty you make your way ta
a shore. Free move (o any ceastal space/S1/D1/
Lost/Chuick Thinking
_QUICK THINKING: You cry out, and the Den-
dan dies, saving the mermen and yourself.
D3/53/ Respected/Stonvreliing
1365 At one undersed palace you are made an
honored guest; there you spy the wonderful of fspring
of the sultan. The other feels about you as you do
for her/him, and the sultan is not adverse to a
MAarriage.

MO SKILL: You are asked to remain in the
undersea kingdom, but you find it uncombortable,
and miss your homelands. You tearfully decline,
S2/D2/Grief-stricken/Enduring Hardship

ENDURING HARDSHIP: The king points out
that you will have to remain in the undersea kingdom,
but no discomfort is too great to be with vour belov-
ed! 53/D3/Married (Your home city is Serendih)

.. 1366 You marvel at the majesty of even the smallest

- the undersea kings, and beg for information. You
460-1373)

62
discover that the undersea kings are planning to in-
vade coastal: cities!

MO SKILL: The mermen suspect from your ag-
tions that you have learned the truth; and feed you
the poisonous flesh of the Shiira fish, which erases
memory. You return to the surface. $2/D2/Insane
(6 or less)\ Acting & Dispuine

ACTING & DISGUISE: You conceal your
knowledge and ask to be returned; there you warn
the coastal sultans, who send peace emissaries to the
mermen. With you as an intermediary, peace is reach-
ed. 53/D3/Robe of Honor/Courtly Graces

1367, - The size and wealth of the undersea kingdoms
gives them great military potential. You approach
one of the sultans, who is impressed with vour well-
considered ideas. You have many conferences with
the mermen war-chisfrans,

NO SKILL: A spy has warned the adjacent
kingdom of your plans! The king abandons his plans.
52/D2/Steaith & Stealing/Scorned :

STEALTH & STEALING: The king agrees to a
surprise attack, Sadly, the mermen are terrible war-
riors, The neighbor is conquered, but losses are
heavy, and further plans are cancelled. You get a
share of the booty. D3/52/W +2 (Max:Princely)

1368 You marvel at the wealth and power of the
sed kingdoms, and speak to the local sultan of the
riches he could possess if he attacked his neighbors.
His eyes gleam, and he agrees.

MO SKILL: You lead the attack, and are miserably
defeated (tactics underwater are quite different from
those you know). DX/S2/Piety

- PIETY: You foon realize that mermen have no
talent as warriors; the light dawns: Allah means these
kings to live in peace! You reveal your inspiration
to the sultan; humbled, he accepts the true faith.
DEHSEfRﬁpecwdmezy

1369 Amazed at the wealth of the undersea kings,
You encourage one of them o form his met into an
army and conguer a neighbor. After training, you
lead the conquering horde.,

NO SKILL: You have not mastered the strange
weapons and tactics of the mermen. The battle is
lost, and you just manage wo escape. $2/D2/ Ouick
Thinking

QUICK THINKING: By committing the sawfish

and the seahorse-cavalry at the right moment, you
win the day. The grateful sultan gives you the cion-
quered kingdom as a co-rulership. 83/D3/5ultan/
W+3 (Max:Princely)
1370 You climb to the top and peek over. Theré
you behold a wondorous sight — a magical war, be-
ing fought by armies of ‘efreets. Bolts of energy are
hurled about, spells and shrieks of agony uttered.

MO -'SF:]T..L- Suddenly a stray bolt hits you and
you lose consciousness. When you awaken, you are
no longer in the dusky land. D2/82/Luck/Minor
Ma,gr:

LUCK: You watch the conclusion of the battle,
but the victors do not stay long. You are able to pick

the fieid, and recover some interesting artifacts. _

DB:‘EMT rea*/Minor Magic R

1371 Youbehold an amaring sight! Before you are
hundreds of ‘efresti, taking part in some sort of coun-
cil. One *efreet describies the use of a warding-spell
of great effectiveness.

MO SKILL: He recites the spell in another
language. Later the council br':alc_wp. and vou mo
your way. 52/D3/ Minor Magic

MINOR or MAJOR MAGIC, SCHOL ARSHIP:

You hear and understand the spell, You are now amme-
ed with a potent weapon against ‘efreets. 53/D3/ M-
Jor Magic/Pratective Talisman (167)
1372 Youwateh in awe as 2 battle takes place below
vou. Bolts of magic are hurled back and forth.
Weapaons of great power are wislded, and the screams
of the dving are gruesome to hear.

NO SKILL: Later, you attempt to tell this tale to
others, but words fafl vou utterly. Your listeners are
not impressed. S2/D24Srarvtelling

STORYTELLIMG: Later, you tell the tale as vou - -

felt it, and it is accounted among the greatest ever
told. D3/53/Robe of Honor/ W42 @dax Rich)=

1373 As you crest the hill, startled ‘efreeti stare up’
at you; there are hundreds of them i in some sort of
council. You shout, “Who here is keader 17" An enor-
mous “efrest rises; you challenge him to a duel of
magics.

MO SKILL: Of course, he blasts you righe out ni
the dusky land. $2/D2/Major Magic

MAJOR MAGIC: You battle for three da:.rs.an:l
at the end you cover him with fire while crying the
name of Allah. He shrieks and disappears forever,!
The other *efrects bow to you. Ezmtlﬂultanw;:-n
Jor Magic/ Trea®

1374 - Youtop the hill; below you see a vast magical
battle taking place between two armies of ‘afreet
One side employs fell beasts, the others are m::b]-.-._
in demeanor.

NOSKILL: You attack and slay one minor marid!
before another blasts vou with a powerful spell
D2/52/ Weapon Use

WEAPON USE, MAJOR MAGIC: Yﬂuf

weapons rise and fall like scythes. Such is the might!

of your arms that vou turn the tide of battle. Much.
later, the victorious ones honor you. 53;’D3f\’-’+1-
{Ma.:-: Princely)/Trea®

1375 You top the hill, Below vou see a council nf-.
‘efreet] numbering in the hundreds. They ask who!
you are, and you meekly reply that vou are a great) -
and powerful wizard. They laugh uproariously ;mdl
advance menacingly.

MO SKILL: Your most powerful spells are as'
child"s play to these great beings. They force you !

back, and you must flee. S2/D2/Pfery : 1Y
PIETY: When you find vour magics ineffective, = 1

you cill down the wrath of Allah upon these evil he-

ings. At the name they cover their ears and howl in o ;

agony. - 33/D37Plety/Protective Talisman
(167)W +2 (Max:Rich)

1376 - You summon 2 small ‘efreat to du:.-aur tud-

ding. You instruct him to scout over the top of the |

hill. He disappears and is gone for a long time. |

MO SKILL: Impatient, you creep to the top of |

the hill. There you mahﬂi«e evil-locking ‘efrest |

holding your sérvant captive, When he sees vou, the

‘evil one blasts you with a magic bolt. S2/D2/En-

during Hardship
ENDURING HARDSHIF: You wait all might and

gll next day. Finally your servant returns. *It was |

a mighty council,’ he says. “They spoke for along
time.’’ He tells you what he learned. 53/D3/Major
Magie/Frotective Talisman (167)

1377 You conjure a small “efreet and send him to
scout over the hill. He vanishes for a moment and
returns, saying, **A powerful ‘efreet-lord is building
a huge temple to himsslf, and stocking it with rich
treasurel””

MO SKILL: With your servant’s spells and vour
ctinning you enter the building. A trap is sprung from
which your ‘efreet cannot escape! You, being mor-
tal, slip away easily. 52/D2/Sreafth & Stealing

STEALTH & STEALING: You carefully avoid
the non-magical traps, and your companion warns
vou of the others. Together you rob the proud lord
blind. 53/D3/Trea*/W + 3 (Max:Fabulous)

1378 Youusea minor spell of ‘efreet summoning. -

A few moments later a beautiful “efreeteh appears!
She asks shyly, *“Why have you summoned me?"
MO SKEILL: You speak with love-struck lips, and
she returns your love. She takes you with her to the
world of men — but you are driven mad by the
magical crossing, and are never quite the same.
52/D2fInsane/Lase Quick Thinking
ENDURING HARDSHIP: You speak with love-

struck lips, and she retums your love., She-takes :.I‘ﬂE*' =

on the rigorous crossing to the v.'uﬂu_ ol “men
S3/D3/Married with Major Magic {G’&.@m!mn
Skill) (Your home city iz Serendib) 5= = =

| ]
r- )




FEMALE (Mandatory) You explain the mission
wou wish performed. She does so flawlessly, repor-
ting a great “efrest council being held near here.
51/D1/Minor Muagic

1379 You steadily cut at-the tree, but with each
stroke a low moan arises from... somewhere. Sud-
denly a huge ‘efrect stands before you. *‘How dare
you harm my home!*' he cries.

MOSEKEILL: You explain the woodcutter's plight.
The ‘efrect guffaws, then turns the cutter into a pile
- of wood. Then... $1/D1/Beast-form
g APPEARANCE, BEGUILING: The ‘efrest’s
anger is softened by your pleasing words and
countenance., S2/DIAW + 1 (Max:Res)

- 1380 Your pleas fall upon deaf ears. However, your
|- sentence 15 commuted to exile rather than death.
c DA Ouotlaw

1381 You stealthily follow the old one.
NO.SKILL: He notices you and mutiers a few
- words. You find yourself reoted to the spot for a5
- long as i takes for him to escape. S1/Ensorcelled
- (1 turn)
. STEALTH &STEALING: You remain unobserv-
* ed. The mat leaps in a lake, and emerges clutching
@ gleaming ‘tem. After he leaves, vou jump in
yourself, and ind a cache of trezsure and magical
artifacts. SI/DOW+ 1 (Max:Rich)/ Trea®™
L1382 NO SKIL: Tl tell you nothing!™ he snaps.
- His guards escoet vou to an abandoned plece, where
- they teach you the meaning of courtesy by beating
. ¥ou soundly - S1AD1/ Wounded (& or less)
. "SEDUCT.ON (Female only), BEGUILING:
"J,"i-nmugh clver distraction, you trick him into revezl-
:- J.ug the Lcation of a2 fabulons fortress known only
~_in rumors. S1/D1/Opportunity fo enter Jewelled

susal. Roll one die and add 1 for Wisdom:
1-3-As you leave the tent, you do not notice the
t'ﬂﬂm-snwhnmeaku;: behind yonand.... DI/W-2
~ {{Min:Poor)/Wounded (7 or less)
» 4+ Wary of treachery, you offer to show the rob-

ber chief something you have l=ft with vour horse.

. Intrigued, he follows. When vou reach vour horse,
| j?ﬂjilpasti'ide and ride off before they can react.

317'..?[!1:“ Cick. Thinking
. 1384 . Roll-two dice and add one each for Seduc-
' tion ﬂf female), Beguiling, Acting & Dispuite:
ok E—‘J‘f’t‘herme through vour ruse They mistreat you
. harshly before hurling you away. $1/Wounded (6
. or bess)YW-1 (Min:Foor)

o 34 They fall for your tale of Bedouin parentage,
_ #nd split a portion of the loot with you.
leﬂegmﬁngfw + 1 (Max:Respectable)

1385 MO SKILLS: Your efforts are too little. A
HH Eﬁwﬂ’wﬁk:!aﬁmu low, and the grinning Bedouins
i I Itavqirﬁu for dead. D1/Wounded (6 or less)

BT WEAPDNUEE Your sword turns the tables. The
- bedouins flee for their lives and the grateful mer-

X}

chant offers you a portion of his wealth, or (male
only) his daughter’s hand in -marriage.
D2/51/ Weapon Use/Married or W 4 2 (Max:Rich)

1386 You thought you knew the route, but things

nave changed since last you passed this way. Soon
-you are all lost. The mendicants don’t seem to mind,

and take the opportunity to explain how they were
blinded — one by brigands, one by 2 sultan, and one
through greedy use of a magic kohl pot. He gives
you the pot, with the admonishment not to uss it
on both eyes. Then they quickly walk away, leaving
vou lost. Lost/D1/51/Kohl Pot (161)

1387 The man bites the coins, then pronounces that
luck and good fortune shall follow you for many
days. Luck (6 or less)/D-1/51

1388 Yourread ona viper! It bites yvou! As weak-
ness fills vour limbs, you try to remember the way
to the healer. S1/Diseased

138% Through stealth and might of arms, you win
¥our way into the tower and the maiden's chamber.

MO SKEILL: You rush forward and take her in your
arms. ““[ 2m a princess!”” she cries. “*How dare vou?**
D1/51/Scomed (1 turn)

FEMALE, COURTLY GRACES: You pay her
your respects, and learn that she is a princess. She
wishes to be escorted to her home, and promises a
rich reward. D1/Choose another player to name a
city; place your destination marker and 2 random
treasire there; when you arrive, you get the treasure

130  The horse considers. “*I'm afraid I cannot help
you.** After exchanging a few pleasantries; he leaves.,
MO SEILL: 81
WILDEENESS LORE: You follow his hoofprints
into a strange and murky valley. Eoll 1 die and add
1 #ach for Enduring Hardship, Determined:
* 1-3 You turn back in fear. S1/D1
& 4+ Frees movetothe Dusky Land with immediate
encounter

1391  You fres the dog before hiding.

MO SKILL: You hear the approach of the
poachers, but they pass the empty trap by, and you
do not get a clear look. No Award

BEGUILIMNG: You arrange the trap as though
something were in it. When the poachers investigate,
you get a good look at them before they realize there
is nothing there. Your information results in their
capture. S1/D1/Respected (7 or less)

1392 You dash out, yelling and waving your arms.
The bird wheels away and disappears.
MO SKILL: The sultan is furious about your in-
terference. He ha you carried off to prison.
Di/Imprisoned. ==
COURTLY GRACES, FPIETY: ‘!l’::nu explain the

noble sentiments which guided your actions, and the’

sultan s not angry with you S1/7D17 Wisdorn

1393 The creature stamps imﬁalinnrjjr at the doar

to a hovel. Within, vou find a withered crone who
is quite ill.

MO SKILL: There is little you can do for her. As

ey

you leave, you hear her muttering strange words!
S1/Beast-form

SCHOLARSHIP, MATOR MAGIC: You cure
her aiiment. Revived, she thanks vou and offers vou
a magical gift. S1/D1/Trea*

1394 The one you hired easily defeats his foe. Then
he asks, “Why did you deny knowing me?*

MO SKILL: You have no good explanation other
than cowardice, so he exacts a small retribution.
D1/S1/Wounded (1 turn)/Scorned (1 turn)

QUICK THINKING: You explain that you felt
vou would only hinder him. Obviously you were
right. 81/D1/ Weapon Use (6 or less)

WEAPON USE (Mandatory): *‘I've seen you
fight! There can be no excuse save cowardica!" He
leaves you in a huff. D-1/81/Scorned (1 turn)

1395 You are soon beset by brigands, and your
hired sword does his work. lew;mm;wu
(Max:Respectable)

13% Roll 2 dice and add 1 each for Weapon Live,

Courtfy Graces, Appearance:

* 2-6 Enraged by your impolite refusal, he attacks.
Soon  you lie .groaming in the dust.
S1 Wounded /Lost

* 7+ He accepts your refusal without comment, but
hands you something wrappad in cloth before he
goes. Within is a  marvelous treasurel
S1/D1/Trea*/Lost

1357 - You have great faith in your own prowess,
and confidently set out — in the wrong direction.
MO SKILL: S1/Lost

LUCK: Your journey takes you to a strange place.
Go 1o 612

MATOR MAGIC: Your journey ta]-:es you toa
strange place, Go to 614

1398 Mo Award

13990 FEMA]_E@.-iandalm}'}, NO SKILL: You tell
the sultan what you have seen and heard, but your
testimony is not believed, as you have no proof.
D-1/82

COURTLY GRACES: You tell the sultan what
vou have seen; vou plead your case so well that he
orders the vizier's house searched. When the guards
find part of the stolen loot, the vizier confesses hig
crime, and your fricnd is released. D2/32/Blessed
with Enduring H:mirha;u {Companion skill) -~

1400 Praise. beto Allah for allowing this worth-
less one 0w mmpl:b: these miserable paragraphs!
NO SKEILL: You hurl ;I.r;:uurse]t‘ down a well.

"'\.

“DEFEIA

WISDOM: You hurl Doug, Ken, Jeff-and Eric
down a well. D3/55/Sultan/Blessed/Luck/Scholar-
ship/ W+ 3 (Max:Pauper)/Q:5 iy

BELOVED, MARRIED ﬂ-![andatm:.rj Your
spouse/loved one hurls you down a well for spen-
ding all vour evenings working on this project.
D32/ Blessed

PIETY: There is no power but in Allah! He hurls
you down a well.

Ce—

—

- = (1379-1400)
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A Few Words and Warnings

Statuses: In the Standard Game you may have
only one Siatus at a time. In paragraphs where
more than one status is listed, you gain the fast
one only. Example: if you receive an award listing
“wWounded/Sultan,” you get Sultan. If Wound-
ed were listed second, you would receive that
status,
" If you already have a status and gain another,
vou lose the previous one and gain the new one.
See the Multiple Status Game for instructions
E on playving that variant.

Map Scale: Due to the very large scale of the map
{and the lack of accurate map-makingin the days
of The Arabian Nights}, you may oecasionally
encounter sand dunes in a City space or trees in
a Sea space. This is intentional: uncertainty is
part of the fun. After all, these spaces represent

very large areas; cities are sometimes surround-

ed by sand dures, and uncharted islands are often
found in coeans.

Sexes: A female may occasionally be referred to - |

as ‘he’. This person has not undergone 3 sex-
change — we are substituting the male pronoun
for the less desirable ‘hesshe’.

Rules Corrections

The Tripoli Fate card has an encounter with
a *Slave (H)"; this should read ‘Slave (107),"

The movement rule (rules booklet, page 3} and
the example following it may seem contradictory.
The example is correct:

If you have a seqa rate of 4 and o fand rate of
3, you may move a maximuat of 4 spaces, no
more than 3 of which may be by land.
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