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“ DON'T LIKE CHOOSE YOUR OWN
ADVENTURE® BOOKS. I LOVE THEM!”
says Jessica Gordon, age ten. And now
kids between the ages of six and nine can
choose their own adventures too. Here's
what kids have to say about the Skylark
Choose Your Own Adventure® books.

“These are my favorite books because you
can pick whatever choice you want—and

the story is all about you.”
—HKaty Alson, age 8

“I love finding out how my story will end.”
—dJoss Williams, age 9

“I like all the illustrations!”
—Savitri Brightfield, age 7

“A six-year-old friend and I have lots of fun
making the decisions together.”
—Peggy Marcus (adult)




Bantam Skylark Books in the Choose Your Own
Adventure® Series
Ask your bookseller for the books you have missed

#1 THE CIRCUS
#2 THE HAUNTED HOUSE
#3 SUNKEN TREASURE
#F4 YOUR VERY OWN ROBOT
#5 GORGA, THE SPACE MONSTER
#6 THE GREEN SLIME
#7 HELP! YOURE SHRINKING
#8 INDIAN TRAIL
#9 DREAM TRIPS
#10 THE GENIE IN THE BOTTLE
#11 THE BIGFOOT MYSTERY
#12 THE CREATURE FROM MILLER'S POND
#13 JUNGLE SAFARI
#14 THE SEARCH FOR CHAMP
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#16 DRAGONS!
#17 WILD HORSE COUNTRY
#18 SUMMER CAMP
#19 THE TOWER OF LONDON
#20 TROUBLE IN SPACE
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READ THIS FIRST!!!

Most books are about other people.

This book is about you—and the kidnap-
ped fairy princess. What happens to you de-
pends on what you decide to do.

Do not read this book from the first page
through to the last page. Instead, start at page
one and read until you come to your first
choice. Decide what you want to do. Then
turn to the page shown and see what hap-
pens.

When you come to the end of a story, go
back and try another choice. Every choice
leads to a new adventure.

Can you rescue Princess Morgana? You're
about to find out.
Good luck!
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In Ireland there are many different tribes of 1
fairies. Some are good and some are evil. You
are a member of the tribe of Deeny O’Shee.
The Deeny O’Shee fairies are kind, gentle,
and loving.

You live in a place called the Light Forest,
where small mounds of earth make up vyour
village. In the center of the village there is a
very large mound. It is the palace where your
king and queen live with their daughter, Prin-
cess Morgana.

Life is usually peaceful, but one afternoon
you hear footsteps running up to your door.
Your friend Tortenu bursts in and cries, “Prin-
cess Morgana has been kidnapped! Hurry!
The king has called a meeting in the Great

Hall.”

Turn to page 2.



2

You follow Tortenu along the underground
tunnels to the palace. When you enter the
Great Hall, the king has just started to speak.

“As you all know,” he begins, “a terrible
thing has happened to us. Princess Morgana,
my only child, was kidnapped earlier today as




she was walking near the river Twee, Who 3
could do such an evil thing but our enemies,
the Tuatha de Danaan? | am afraid we will
have to go to war.”

Turn to page 7.




4 “A mop will be fine,” the princess replies,
laughing. Holding it in both hands, she
chants,

“Evil Tuathas we must fight,
So we need this mop for flight.
Since theres little time to spare,
Help us up into the air.”
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The mop slowly rises into the air, and the
princess hops on. “Be quick. The spell won’t
last long!” she tells you.

A mop isn’t the easiest thing to sit on, but
you and lllsap manage to climb on. The prin-
cess opens the closet door and points the mop
down the hallway toward the entrance. You
pass over the heads of some Tuathas. They
shout, “Look! It’s the princess! Stop her!”

Turn to page 16.



You run as fast as you can into the Tuatha
castle, and lllsap follows. The two of you run
along an empty hallway. You don’t see any-
one. The hallway branches in two up ahead.
You must go either to your right or to your left.

llsap says, “I'll follow you.”

You look again, but the hallways seem ex-
actly alike.

If you go right, turn to page 26.

If you go left, turn to page 32.



Rennet, a wise old fairy, speaks up. “Your
Highness, are you sure it is the Tuathas? There

is a human town near the river Twee. Maybe
humans took the princess.”

The king says, “Rennet, you could be right.
Let us split into two groups. One group will go
to the human town. The other will go to the
Tuatha castle across the river in the Dark For-

E_Et_ 3

If vou decide to join the group going to
town, turn to page 17.

If vou decide to join the group heading
toward the Tuatha castle, turn to page 12.



8  Everything is very quiet. Suddenly you
hear a loud crash from the other side of the
castle. The Tuatha guards all run to see what’s
happened. No one is watching the castle
door!

The king told you to stay where you are.
But who knows how long the guards will be
away? This may be your only chance to get
inside the castle.

Go on to the next page.



If vou decide to run toward the doorway,
turn to page 6.

If vou decide it’s better to stay put,
turn to page 22.






“TJortenu! Tortenu!” you vyell, sliding down
the tree. “The humans have got Bachod.
Thevy’re pinching him and teasing him. We
have to save him!”

Tortenu yells back, “Where’s his cap?”

“It must have fallen off somehow. Right
now those three human bovys are playing with
it,” you say as you reach the ground.

Tortenu strokes his beard and says, “We
can try to rescue Bachod’s cap from the boys
and get it back to him, but that might be hard.
Our only other choice is to go back to the
castle to get an extra cap for Bachod. What do
you think?”

If vou decide to go back to the castle,
turn to page 25.

If you decide to stay and help get Bachod’s
cap back, turn to page 28.

11
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12  The Tuatha castle is a huge, hollowed-out

tree in the darkest part of the Dark Forest.
Even though it’s daytime, you must use
torches to light your path.

The king has come with your group. At the
edge of the Tuathas’ clearing he says, “Every-
one surround the castle. Then wait for further
orders.”

You and your cousin Illsap end up
crouched behind a mossy rock outside the




castle door. This door is the only way in or out
of the castle, and it’s well guarded.

One of the Tuatha guards peers out into the
darkness. A shiver of fear runs down your
legs. You try to crouch lower. He seems to be
looking right at you!

Turn to page 8.
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You dive for Bachod’s cap, but a human

foot gets in your way. You tumble—and your

cap falls off too.
“What have we here?” a human voice

booms from above. A hand closes around
Yyoul. Another human leans over TDITEHLI and

says, “Look! Here’s another one!”
Oh, no! Now the humans have three pris-

oners instead of one.

The End






16

But there is nothing they can do. Tuathas
have never been any good at flying. And
you're too high above their heads for them to
stop you with their spears.

Whoosh! You pass out the front door, swip-
ing one of the guards right in the face. Before
you know it, Princess Morgana is back at her
father’s side.

“I can never thank you enough!” the king
tells you.

“But Your Highness, we didn’t save Prin-
cess Morgana,” you say. “She saved us!”

The End




When you get to the town, there is a fairin 17
full swing. “I wonder what’s in that crowded
booth in the center?” you ask Tortenu. “I
think I'll climb that tree to get a better look.”

When you reach the top, you are so sur-
prised that you almost fall off the branch. The
humans have caught Bachod, a Deeny
O’Shee guard who has been missing for three
days.

Go on to the next page.
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Poor Bachod! His cap is gone. The Deeny
Q’Shees pointed red caps make them invisi-
ble to humans. If a fairy loses his cap, the
humans can see him and catch him.

Right now the humans are pinching and
tickling Bachod. You can hear his screams all
the way over here.
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Next to the booth, three human boys are
playing with his cap. How disgusting! One of
the boys is wearing it on his nose!

Turn to page 11.



20 Youcan't pass up a chance to save Princess
Morgana. You jump on the horse’s back. He
takes off in a flash toward the river Twee and
the Dark Forest.

“Wait a minute,” you yell, whizzing through
the air. “Isn’t the castle in that direction?”

The horse laughs a weird, scary laugh.
“Hee, hee, heh! I've got you now!”

Oh, no! Your parents used to tell you about
evil fairies disquised as horses. This must be
one. You try to jump off, but your
legs won’t move! They’re held
on by a powerful spell.
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Your last thoughts underwater are of 921
Bachod and the kidnapped princess. But
there is nothing you can do to help them now.

The End




99 Yousstay hidden behind the mossy rock. A
moment later you get an order from the king.
“Try to sneak inside!” he says, nodding at
you, lllsap, and four other fairies. The six of
you spring to your feet and run toward the
large door.

But it's too late. Some Tuatha guards come
around the corner of the castle and run at you
with knives and spears. Everything happens
so fast that you don't even have time to use a
magic spell for protection.

In a few minutes it's all over.

The End
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You hurry along the forest path toward the 925
castle to get a cap for Bachod. Suddenly you
are stopped by the prettiest horse you have
ever seen.

“Are you a member of the Deeny O’Shee
tribe?” asks the horse.

“Yes, ” you answer,

“T've just escaped from the castle of the
awful Tuatha de Danaan. Earlier today the
Tuathas captured your princess. | know where
she is, and | would be glad to take you there.”

What luck! This may be your chance to
save the princess. But what about Bachod?
He needs that extra cap. Besides, you have
never seen this horse before. Who knows if
you can trust him?

If you go with the horse and leave
Bachod's cap for later, turn to page 20.

If you decide to keep heading for the castle
to get the cap, turn to page 34.



26 You turn right and follow the hallway up
some stairs, through twists and turns, and up
more stairs. Where is everyone? You turn an-
other corner and—oh, no!—four Tuatha
guards stare you in the face. They’'re standing
outside a large golden door.

You and lllsap turn to run, but it’s too late.
One of the guards has seen you. “After them!”
he shouts.

Turn to page 38.
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28

“Tortenu, let’s try to rescue Bachod’s cap
from those boys,” you say.

You and Tortenu hold your own caps on
tightly and walk toward the crowded booth.
You have to be careful no one steps on you.

As you get closer to the three boys, they
drop the cap by mistake. What luck! It lands a
few feet away from you. You run forward to
grab it.

Suddenly Tortenu yells. Someone has
stepped on him! He’s hurt, and he can’t
move. Worse still, his cap has been knocked
off.

What should you do? If Tortenu doesn’t get
his cap back, the humans might see him. But
this might also be your only chance to get
Bachod’s cap.

Go on to the next page.



If you run for Bachod’s cap before helping
Tortenu, turn to page 14.

If vou help Tortenu first, turn to page 41.



“Will you really teach me a spell?” you ask.
The Fir Bolg nods and motions you over to
his corner. He whispers, “Repeat after me:

“Boram, boran, terla, tay,
You need some more sleep today.”

Go on to the next page.



Suddenly you feel very drowsy. The Fir 31
Bolg shakes your arm and snaps, “How can

you learn a sleeping spell if you won’t listen?
Pay attention!”
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Turn to page 33.



You turn left and lead lllsap down the hall.
Whoosh! The floor falls out from under you.

A few seconds later you land with a thud on
a hard, damp floor. You must have fallen
through a trap door!

Turn to page 40.



He repeats the spell twice more. Finallyyou 33
get it without falling asleep.

“Now see if it will work on the guard,” the
Fir Bolg tells you.

You walk over to the old rusted door of the
dungeon and pound on it until the guard un-
locks it.

“What’s wrong?” he snarls.

You whisper the spell quickly, and imme-
diately the guard begins to snore. The spell
works!

You exchange clothes with the Tuatha
guard and chain him to the wall. There’s

something in your new hip pocket. You take a
look. It's a map of the Tyatha castle!

Turn to page 42.



34

“Thank you for your kind offer. But I must
get back to our palace,” you tell the horse.
“There is a whole group of my people on their
way to the Tuatha castle right now. Maybe you
could help them.”

“What?” the horse snorts angrily. “You
won’t accept my offer? I'll show youl!”

Before he can do anvthing, you turn and
race into the forest. You're fast on your feet,
but the horse is faster. In seconds you can feel
his hot breath on the back of your neck.

Suddenly you trip. You feel yourself falling

down, down, down. - - -

Turn to page 48.









You take off your belt and go over to the
small window in the dungeon door.

“Pssst,” you whisper to get the guard’s at-
tention. “I've got a gold belt buckle here. Two
whole ounces. You can have it if you’ll let me

¥

go.

The guard unlocks the door slowly and
opens it. “So you think you can bribe a
Tuatha, do you?” he says in a mean voice.
“Nice try, but it won’t work with me. I'm tak-
ing you to the queen!” Before you can say a
word, he ties your hands together and leads
you up the hall.

Turn to page 50.

37



38

You and llisap tear back up the hallway. As
soon as the guards are out of sight, you yank
open a door in the wall and duck inside. It
looks as if you’ve found a large cleaning
closet.

Your hearts beat so loudly you are sure the
Tuathas will hear. But a few moments later
they clank past. You’re safe for now.

“Where do you think that golden door
leads?” lllsap whispers, still panting.

“Idon’t know,” you answer, “but maybe it’s
where they’re holding Princess Morgana.”

“That’s what | think too,” Illsap says. “I'd
like to go take another look. We could stun
those Tuatha guards with a spell.”

You wonder if your magic is powerful
enough. Spells take many years of practice. If
the Tuatha magic is more powerful than yours,
you’ll be dead!

If you try returning to the golden door,
turn to page 32.

If you convince llisap to stay hidden a little
while longer while you think of another
plan, turn to page 45.



iy, ok

T

q,,.‘:-'u
et
s o

1
W

i

T
L

il
_._EEEE__Ei_ﬁuﬁm_____ﬁ_.___ﬁ__“

__:‘ !




40

“llsap?” you ask. “Are you there?”

There’s no answer. You must have fallen
through the trap alone.

A voice calls out from the darkness. “A
member of the Deeny O’Shee, aren’t you?
You must be looking for your princess.”

“What? Who's there? Where are you?” you
ask.

Turn to page 46.



You hate to leave Bachod’s cap behind, but
you must save Tortenu. You dash to put Tor-
tenu’s cap on his head. Then you drag him to
the edge of the forest. No humans have seen
youl.

Tortenu says feebly, “I can’t walk.”

“Oh, no! We’ll have to carry you back!”
you answer.

Someone behind you shouts, “I'll help!”

“Rennet! Bachod! How did you get here?”
you cry.

Bachod smiles. “Rennet got my cap when
those awful human boys dropped it.”

Turn to page 54.

11



The map shows all the secret tunnels in the

42

t be hard to find the princess
ink. Now your only problem is
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“Illsap, what are you doing here?” you cry. 43

“I was going to ask you the same question,”
he replies.

“] put a Tuatha guard to sleep and found a
map of the castle in his pocket,” you explain.
“Come on! There’s a hidden passageway out
of here.”

Turn to page 52.
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“lllsap, we're only two hundred and fifty 45
years old,” you say. “Our magic isn't very
powerful yet. Let’s try to think of another
plan. ”

“Okay,” e agrees, “but what?”

Just then you hear light footsteps running
up the hall. Your door opens, and you glimpse
a young girl. In a flash, she enters the closet
and pulls the door closed.

“Princess Morgana!” you cry. “You've es-
caped!”

“Yes. But what are you doing here? And
where are we?” her surprised voice answers.

“lllsap and [ have come to help you out of
here. Your father is outside. Right now we’re
in a cleaning closet.”

14 ” A T
Hmmm, " the princess says. “Are there any
brooms here?”

“How about @ mop?” Illsap asks.

Turn to page 4.



46

“Over here in the corner,” replies the voice.

When your eyes get used to the dark, you
spot a very old fairy, dressed in the costume of
a Fir Bolg, chained to the wall. The Fir Bolgs
died out almost a hundred years ago.

“I'm a prisoner of the Tuathas,” the old fairy
says. “I have been in this dungeon for three
hundred years.”

“Do you know where the princess is?” you
ask. “I've got to get out of this place and save
her.”

“She’s on the
fourth floor, behind
a golden door.”

“That answers
one question, but
how do | get
out?” you want
to know.




Turn to page 49. 47




48

You wake up hours later. It's gotten dark
out, and your head hurts terribly. You've
fallen into some kind of hole in the ground.

“Help! Hel-l-Ip!” you call.

Grass and twigs rustle overhead, and a
small torch lights up the edge of the hole.
“There you are! We’ve been looking all over
for you.”

Turn to page 53.



“Well, there are two ways I can think of,”
the Fir Bolg tells you. “You can try bribing the
guards with gold. Or | can teach you a sleep-
ing spell that might work.”

If you decide to bribe the guard with your
gold belt buckle, turn to page 37.

If you ask the Fir Bolg to teach you his
spell so you can put the guard to sleep,
turn to page 30.



50 You turn to the left and begin climbing
steps. Two Tuatha guards approach and stop
YouL.

“Where’s this one going?” they ask your
guard.

“The prisoner tried to bribe me. A Deeny
(O’Shee trying to free the princess,” he replies.

“Yes,” one of the guards says gruffly, “some
others snuck in before. We'll take care of this
one.”

The two guards grab you roughly and head
off. When you turn a corner, they begin to
laugh. They pull off their helmets.

It's lllsap and Princess Morgana!

“We got away. Drugs, potions, and bribery
did it,” lllsap explains. “Now let’s get out of
here!”

With two Tuatha guards at your side, es-
cape is easy. You just walk out!

The End






52

The three of you follow the map to an old
underground escape route. When you finally
come above ground, the princess exclaims,
“Look! The river Twee! We’re only a few min-
utes from the palace.”

“And the sooner we’re there, the better I'll
feel,” you say.

The End




“Tortenu? Is that you?” you ask.

“Yes,” he says, “and we’re going to get you
out of there right now.”

Two other fairies throw a rope down to pull
you out. Then they put you on a stretcher to
be carried back to the palace.

“But what about Bachod? And what’s hap-
pened to Princess Morgana?” you ask.

“They’ve both escaped. They’re safely
back under the palace roof. Don’t worry
about them! Right now all you need to do is
rest.”

Tortenu is right. You are sleepy alreadv.

The End



o4

“Yes,” Rennet adds, “l saw you rescuing
Tortenu. I thought you could handle it alone.
So | went after the cap and got it back to
Bachod. The humans were very surprised.
They couldn’t figure out what had hap-
pened!”

“Atleast I can tell you that the humans don’t
have the princess,” Bachod says.

Tortenu speaks up. “Good! Let’s get going.
After you drop me off, the others at the Tuatha
castle will need all the help they can get.”

The End
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