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PUFFIN BOOKS

"THE WARLOCK OF
FIRETOP MOUNTAIN

The Warlock of Firelop Mountain is a different kind of book. As
well as the book itself, you will need two dice, a pencil and an
eraser; then, armed with these tools, you can become the hero
in a perilous quest to find the Warlock’s hidden treasure, The
treasure is hidden deep within a dungeon which you must
explore, populated with a multitude of underworld monsters
which you must fight and kill - or be killed in the attempt.

Part novel, with its exciting story, and part game, with its
elaborate combat system, this book holds many adventures in
store for you. Each page presents different challenges, and the
choices you make will send you on different paths and into
different battles. You may get lost in the maze, have your
strength sapped by a hideous Wight, die in a battle with Orcs,
or fall to any one of the dozens of creatures guarding the
Warlock’s treasure-vaults. Or, with courage, determination and
a fair amount of luck, you may survive through all traps and
battles to the innermost chambers of the Warlock's domain
where the treasure is hidden.

Magic and monsters are as real as life in this sword-and-
sorcery treasure hunt which will keep you spellbound for hours
on end!
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HOW TOEFIGHT CREATURES
OF THE UNDERWORLD

Before embarking on vour adventure, you must first
delermine your own steenglhs and weaknesses.
You have in your possession a sword and a shield
rogesher with a rucksack conlaining provisions
{food and donk} forthe Gip. You have beeo prepat-
inz for your quest by traming yoursell in swardplay
and exercing vigorously o build up pour staouba.

To s2e how effechve vour preparabions have been,
you must use the dice to determine your initial
SKILLand sTAMIN A scotes, On pages 18-1g there
15 an Adventure Sheet which you may use to record
the details of an adventure. On it you will il boxes
for recording your SKILL and $Tamina sCuTes.

‘ou are advised b either recond your scores on the
Adveniure Sheet in pencil, or make photecopics of
th= Page o use in futare adventuees,

Skill, Stamina and Luck

Eoil one dis. add & o this numb=t and enter this
tatsl in the skt box omothe Adoeninee Sheel,

Bl Both dJdice. &dd 12 to the numbec colled and
cniee this total i the soawiee s Box.

There is also a cuck box. Boll one die, add o ta this
number and enter thes fotal in the tock box,



For reasons that will be explained below, sxicc,
STAMINA and LUucx scores chanme constanty
during an advenhure, You must keep an accurate
record ol these scores and for this reason you ane
advised either o write small in the boxes or bo kaep
an erazer handy. Bul never rub oul wour Imifial
scotes. Although you may be awarded additional
SKILL, STAMINA and LUCK puomnts, these tofals
may never exceed youririlial scores, excepl on very
rare occasions, when vou will be instrocked on a
particular page.

Your sK1LL score reflects your swordsmanship and
peneral fighting expertise; the higher the better
YoUE STAMIN A score reflects your seoeral constiu-
bon, your will o survive, your determination and
overall litness; the hicher your STA 8154 score, the
longzer you swill be able lo survive, Your v cx score
indicates how naturally lucky a person you anc.
Lucl. — and magic — are facts of ife in the fantasy
kingdom you are about to explore,

Battles

You will oflen come across pages in Lhe book which
mstruct you to Apht a creature of some sott. An
oplion to flee may be given, bul i not — or i you
choose to allack Lhe crealure anyway - you musl
resolve the battle as desenbed below.

First record the creature’s sxitl and sTAamMiNa
scores in the firsl vacant Mownsier Encoynier Box on
10

vour Advenfure Sheet The scores for each creabure
are given m the book each time you have an
encolinter.

The sequence of combat is then:

1. Roll the bwo dice ance for the creature. Add iks
ckitr score. This total is the creature's Atlgck
Strenyif.
Rall the two dice once for yoorsell, Add the
number rofled to vour current skrcL score. This
total is vour Atfack Strenpti.
3. Al vour Aftack Strengih is higher than that of the
credturs, vou have wounded it Proceed tostep 4.
If the creature’s Allach Stremgth is higher than
vours, if has wounded you. Proceed to step 5. [F
Bath Affack Stren b Bt s are the same, you have
avoided each oth et’s blows — start the next Altack
Rirond from step 1 above.
You have wounded the creature, so sublract 2
points from ils sTAMINA score. You may use
your tock here to do additional damage (see
OVET) .
5- The creafure has wounded you, so subtract 2
poleits from your OWTl STAMINA score. Agaih
¥Ou May use LUcKat this stage (see over).
Make the appropriate adjustments to either the
crealure’s oF vour own STAMIN A scores {and
your L Uck scare if you nsed LUCK - see over),
7- Begin the nexd Aftick Round {repeat steps 1-6).
This sequence continues until the sTamina
score of either you or the creature you are fight-
ing has been reduced to zero (death)

I
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Escaping

On some pages vou may be given the ﬂFﬂt‘l]‘l of
rLisieiiang away fram a baitle should things be guing
badly fI:ll' you. However, if you do run away, the
creature automalically gels in one wound on voo
(sublract2 s't A m i a points) as vou Jee. Suchis the
price of cowardice. Note that vou may use Luckon
this wound in the normal way (see below). You may
only Escape if that oplion is specifically mven to yoo
on the page.

Fighting More Than One Creature

If you come across more than one creature in 2
parlicular encounler, the instructions on that page
will tell you how to handle the batlle. Somebmes
youl will treat them as a single monster; sometimes
vou will fighl cach one in harn,

Luck

AL various limes durdng your adveninre, either in
battles ur when you come across situations in which
v could vither be Tucky or unlucky {details of
these are given on the pages themeselves], you may
call on your luck to make the oulcome more favour-
able. But bewars! Using luck is a risky business and
if ¥ou are unlucky, the resulls could be disastrous.

The procedure for using vour luck is as follows: moll
Uwor dice. If the number rolled is sl fo or less Huy

1z

vour current LUCK soore, you have beern ficky and
i‘_h.r: result will go in '..-cru_r favour. [f the nember
rolled is ipgier than youlr currenl LU CK S00re. you
have been nrliicky and you will be penalized.

This procedure is knosen as Testing yewr Luck. Fach
e you “Test your Luck’, vou must subtract one
point from your current LU CK score. Thus you will
scwom Tealize that the more vou rely on your luck, the
more risky this will become.

Lismy Lock m Battles

O certain pages of the book vou will be tald to Test

it Luck and will be told the consequences of your

being {ucky or ualucky. Hoswever, in battles, you
always have the gpfivn of using your luck either o
inflict & more serious wound on a creature you have
just wounded, or to minimize the effects of a wound
the reature has just milicted on Yol

If vou have ust wonnded the creatune, you may Test

gotir Luck as deseribed above, If vou are lughy, vou

have intlicted a severe wound and may subtract an
exfra = points from the creatue’s STAMINA score
However, if vou are uniucky, the wound svas a mere
mraze and vou must restone 1 point to the ceealire’s
sTAMINA {Le. instead of scoring the normal 2
points of damage, you have now scored only 1)

I the creature has just svounded you, you may Test
yotor Lack Bo try bo minioize the wound, IF you are
I.:-:T.i'_r;, ¥Ou have mana ced toavoid the full damage of
the blow_ Restore 1 point of sTaMINA (.6 instead

13



of doing = points of damage it has done only 1). If
WO are wrlusky. vou have taken a more semious
blow, Sublract 1 exfra STAMIN A point.

Remember that you must subtract 1 point from vour
oW LUCK score cach Hme vou Test your Luck.

Restoring Skill, Stamina and Luck
Shall

Tour §K1LLscore will not change much dusing vour
adventure, Clecasiomally, a page may give instruc-
fions 1o increase or decrease your ki1l score. &
Magic Weapon may increase your sxiii, but
tememiber that only one weapon can be used ata
~timel You cannol claim 2 sx11 ¢ bonuses for carcy-
ing lwo Mauic Swords, Your sk L1 score can never
exceed its Initind ¥alue unless specifically instructed.
Drinking the Potion of Skill {see later) will restore
Your SKILL Lo its Inifiel level al any time.

Slaming and Provisieis

Your 51 A 1K A score will change a lot during your
dcventure as vou fight monsters and underizke
arduous lasks. As vou near vour geal, vour
STAMIN A level may be IJ.ﬂHHL"I!’lHUE]:;,' lowand b.ifﬂi'_'—'.
may be pd:tu.ulaﬂ}f riskv, so be carefol!

Your haversack contains enough Provisions for ten
mials. You may restand eat only when allowed by
the instructions on a page, and vou may eal only
one meal at a time. Cating @ meal restores 4

14

sTamina points. When you cat a meal, acld 4
pomis o your sTamIinA store and deduct 1 point
froen vour Provisions. A separate Provisions Repoin-
myg har i i5 provided on the Adverfure Sheet for record-
ing details of Provisions. Remember that you have a
Tonir way By mo, S0 use vour Provisions wiscly |
Remember also that wour STAMINA SCOTE IMAY
never exceed its [mfal valoe unless specifically
mstructed on a page. Donking the Polion of
Strength (see laler} will restore your srTamin A o
15 fnifiad level at any Hme.

Lury

Additions to vour L uCk seore are awarded theough
the adventure when vou have been particularly
hucky. Details are given on the pages of the book,
Remember that, as with sk and sTAMINA,
your LUCK score may never exceed ils Inifiel value
unless specifically instructed on a page. Donking
the Potion of Fortune (sea later) will restore yodlr
LUCK o iks Indwl level at any time, and increase
vour Inifial tocx by 1 point.

15



EQUIPMENT AND POTIONS

Y¥ou will start your adventure with a bare minimum

of equipmuent, but vou may find other items during

vour travels. You are armed with 2 sword and are
dressed in leather armonr. You have a rocksack
(haversack, backpack] on vour back to hold your
Provisions and any treasures you May come sorss.
You also carry a lantern which lights your way.

Iy additicm, vou may take ome bottle of a magisl
pation which will aid you on your guest. You may
choosis to fake a bolile of any of the followings i
A Polion of 5kill — resiorez X111 points
A Potion of Strength —restores sTAMIN A points
A HPotion’of Forfune — restores Lo }‘Dl[“‘.hé and
adds 1 to Jrital LucK
These potions may be taken at any fime during your
adventure. Taking a meazure of potion will restore
SEILL, STAMINA Or LUCK soomes Lo Lheis Dbl
fesvel {ﬂ.ll_‘l the Potion of Forlune will add 1 pioint o
vour fmbal Luck score before 1 uck is reslored).

Each Toitle of potion comtams enough for fao
measures .2, the characleristic may be restored
twice during an adventure, Fach time il is used
makie o note on your Advenfure Sheed.

Remember alen that vou may only chouse one of the
three potions to lake on your tip, sochoose wiselv!
b

HINTS ONPLAY

ihere is cne true way through the Warlock's
dungeon and it will take you several allempts to
find it. Make notes and draw a map as vou explore —
this map will be invaluable in futare adventures and
enable vou to progress rapidly through to unex-
plooed sections.

Mot all rooms contain freasure; many merely coll-
tain fraps and creatures which you will no doubt fall
foul of. There are many ‘wild goose chase’ passages
and whilst you may indeed progress through the
dungson, you will not fake the Warlock’s treasure
unless you have picked up certain specific items on
the way.

Several keye will be found in dungeon rooms. Only
by arriving at the Warlock's treasure with Lhe cormect
keys to open his chest will you get to his treasure,
You can expect many [rustrabions in Firelop Moun-
tain.

The one true way involves a minimum of risk an
any player, no matter how weak on initial dice rolls,
should be able to get through [airly easily.

May the luck of the gods go with you on the adven-
fre ahead!

17
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RUMOURS

Ol a foolhardy adventurer wonld embark upon
such a perilous quest without irst finding out as
much as possible about the mountain and its treas-
ures. Bedore yourarmival ai the foot of Tirctop Moun-
tuin, you spent several davs wath the lownsfolk ofa
local villagge some Lwo days’ juurney from the baze.
Buing a likeable sort of person, voo found it easy to
get on with the local peasants. Although they told
many stories about Lhe mysierious W arlok’s sanc-
tuary, you could not feel sure thatall—orindeed any
_ of these were based on fact. The villagers had scen
many adventurers pass through om their way o the
meuntain, but very few ever relurned. The journes
ahead was extremely dangerous, that vou knew for
cortain,. OF those who retormed to Lhe village, none
conternplated going back Lo Firetop Mouniain.

There zeemed to be some tuth in the romour that
Lhe Warlock's Lreasure was slored in & magmificent
chest with wo locks, and the keys to Lthese locks
wore pnarded by various crealures withm Hie
dungeons. The Warlock himsell was a sorcerer of
wreat power, Some deseriped him as old, others as
voung. Some said his power came from an
cnchanted deck ol cards, others rom the silky black
gloves that he wore.

20

The enfrance to the mountain was guarded by a
pack of wartv-faced Goblins, stupid crealures, fond
of therr food and drink. Towards the inner cham-
bers, the creatures became moee tearsome. To reach
the inner chambers you would have to cross a river.
The berry service was tegular, but the ferryman

snjoved a good barler, so vou should save a Gold
Fiece for the trip. The Tocals also encouraged you to
keep a good map of your wanderings, for without a
map vou wonld end up hopelessly lost within the
maumnkzaim

When il finally came to vour day of leaving, the
whole village turned owut to wish vow a safe jourmey.
Tears came to the eyes of many of the women,
voung and old alike, You couldn't help wondering
whether they were lears of sorrow shed by cyes
whith would never see vou abve again. ..

MNow turn over.

. |
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1 Thesteep favsin front of ey fooks o bace been sroaged By He
clumns of somme garganiuan hass

1
AL last vour two-day hike is over. You unsheathe
vour sword, lay it on the ground and sigh with relief
as vou lower vourself down on to the mossy rocks to
sit for a moment’s rest. You strelch, rub your eyes
and fmally Took up at Finctop Mountain.

The very mountzin itself looks menacng. The steep
face in front of you looks o have been savaged by
the dlaws of some gareantuan beast, Sharp rocky
crags jut out at unnatural angles. Al the top of the
muouniain vou can see the pere red coloonnge —
probably some strange vegelation —which has given
the mouniain itz rame. Pechaps no one will ever
kno » mactly what grows up there, as dimbing the
peak must surely be impossible.

Your questlies ahead of you. Across the clearingisa
dark cave enfrance. You pick up yoor sword; et to
vour feet and consider what dangers may lie ahead
of you. But with determination, yoo thrust the
sword home into its scabbard and approach the
i 73 el

You peer info the gloom lo see dark, slimy walls
with pools of water on the stone floor in front of
vou. Theairis cold and dank. You lighl your lantern
amd step warly into the blackness. Cobwebs brush
vour face and you hear the scurrying ol liny feel:
raks, most likely, You set off into the cave, Affer a
few yards you arrive at a junction. Will yvou turn
wiest (fummn to 71) or cast (tum to 27857



z

Test yawr Luck, Tf yon are Lucky, vou escape withoul
attracting the Chrre’s attention, i you are Unlocky,
you curse as you kick a small stone which goes
skidding across the cavemn Hoor, You draw your
aword in case the Ogne has heard it — torn to 16 I
von were Lucky, vou creep down the corridor back
to the crossmoads, Tam to 264.

i

The bell mives a dull dang and atter a few moments
yiou sed a withered old man climb into 2 small Towe-
ing boal moored on the nocth bank. He rows slowly
icrerss to you, moors the boat and bmps towards
vou. Tle asks vou for 3 Gold Fieces. When you
profest at the price he mumbles some flimsy excuse
aboul ‘inflation’. He begins lo get angry at vour
pretestabions, Tho vou pay him rhe Gold Pieces
flurn ko 2ma) or {hreaten him [turn tos 1272

Yo And wourselfin a ncl;'}ﬂ'l—snu'rh corridor. Ta the
north the passage turms cast some metres ahead. To
investigate, harn to 46, To the somth, the pass-
apewiny also tums cast. Turn to 332 o o south.

5
A roush timber doorway 15 00 the cazi wvall of the

passage, You listen at the door and can hear a jolly
sorl of humming sound. Do you want o knock on
the door and go in {lurn Lo g7) or will Fou continue
northwards (bon o 2gz2)?

(o

&
The large sofid door has no hanedle. You charge if,
bul to no awail. The door is not goinge to budge, You
decide to give up and go through the ppening vou
passed i the east—woest passagewav some way
back. Turn 5 B9,

i
You are on the nocth Bank of a fast-tlowing riverin a
large underground cavern, Turn o 214,

B

The passage ah=ad ends at a sturdy door, Youlisten
but hear nothing. You try the handle, it tuins, and
vou enter the room. As you look arownd v hear a
Inud oy from behind you and swings round toscca
wild man leaping tuwwdl-i vou wiclding a large
ballle axe. He is a2 mad BARBARTAN and yvou
must fighE himn!

BARBARIAN SKILL 7 STARINA

There 15 a door m the north wall epposite, through
which vou may tsoape during the battle (form to
189). It vou defeat the Barbarian, Lurn lo 273,

g
Amaed at the success ol vour blull, you decide to

push your luck a liktles Amther. You can sither
examine the Skelelons’ tools or pretend you'te look-
ing for work-sheets and look through the drawers of
the vanous benches. I vou choose the Lools, tuen Lo
34. i vou search the drawers, o to 32z Yowheara
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noize from behind the notth door and realiee yﬂu'
will have to hu.-r_'l.r'.

1o
You amive back at the junction amd turn norb-
wards. Turn to 77-

11

You tollow ihe passage westwards until ac toms
round a corner to the south. Just belone the bend is 3
sizmpost which reads Under Consteuction® In frone
of you is the besinning of a staivway leading down-
wards, Only three steps have been buill s0 far. A
number of showvels, Fl'i_fk'_-'\. and other tonals wene lving
on the ground by the steps but, as you hurned the
comner, they suddenly flurried inlo action and began
working on the sieps. You are now watching
varipus tools diggmg and hammering as il beang
handled by mvisible workers. A humiming chang
becomes Iouder and ¥ou recognize it as: Tleich-ho,
Heagh-ho, IE's off o work we 2o . .7 As you sland
watching vou start to chuckle — the scene is quite:
amusmE. Yoo sit and wakch and even manage L
chal lo some of the magical lools. Gainz 5 TAMINA
points and 1 skILL point whilst vou relax. Then
turn back up the passageway fo the crossioads
where vou may go eithee northwrands (furm to 366) or
southwards (fom o 250}

1k
As you pull the knob, a deafening clanging nolse
rings throogh the passageways, You frantcally
push the knob back to stop the alarm, but & has
already had jts efleck. You can hear footsteps



13=15

coming closer down Lhe corridor, Turn to161 to find
what vou have atiracted, Note down the number 12
50 that you may return to this seclion after fighting
your batile.

When you have defeated this creature, ¥ou may
cither relurn Lo the juncion {tum B z56) or vou may
push the koob {tum to 364).

13

Your head hurls and you feel dicey as you rise to
wour fept, The four men slir into acfion and move
lowards you in single fle with their weapons ready.
You prope your way down the wall for the south
door but it will be touch and go whether you make
it. Your foot slips on a loose pebble and you fall o
the pround. Before you can regain your footing. the
ctealures are upon you. Tum o 28z,

14
There are o signs of any secret passages, bul you
suddenly hear footsteps coming towards you. To
find guk what is coming, iurn to 161, You must Aght
this creature.

If you defeal the monster, burn to 217, Note this
reference so you know where 1o return to.

13
Asvou siton the bench and eat your lood, you begin
to feel deeply relaxed and the aches from your body
seer to be soothing themselves away, This reshng
place is enchanled. You may restore 2 ﬁddlull:mai
SA M INA poinks as well as the normal smeunt (but
only if this does not exceed your (nilisl sTAMINA

16=17

score) and restore 1 SKILL point if any have been
lost. When you are !'E‘Ed". bo conbinue, move along
the passage and tum to 367,

1h
You draw your sword, and as you do so the Ogre
kears ¥ou and prepares to attack:

OCRE SEILL 8
o e e i'-:.u_ iF

If you defeat him, turn to 30. After the second
Ablack Eound, you may Escape down the passape
(b B> 26g).

STAMINA IO

17
Using the wooden stake and mallet (or makeshift
mallet if you aren’t camying one}, you form a cross
and move towards the Vampire, backing il inlo a
comner. It hisses and snatches ab vou but cannot
come mear you. However, it s going o be tricky
getfing the stake through iks heart

As vou advance, you stumble and fall forwards, As
Iuck would have if, the siake [lies [orward and
plunges into the shrieking creature, Test your Luck, Tf
vou are Locky, the skake prerces the Vampice's
heart. If you are Unlucky, the Vampire is meraly
graved by the wound (deduct 3 points from its
sTaMinal and it flings vou backwards across the
room towards the west door To Esarpe through il
turn to 330. To keep on fighting, futn b aaq If youo
were Lucky and killed the Vampire, vou may look
for it treasure — tuen to 327
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You walk weslwards along the passageway. After
fifty metres or so, the way turns norlhwards. Twoor
three paces up the passage, you hear a cunbling
beneath your feet and vou try to leap back as the
ground gives wav, Tesf owr Luck. If you are Lucky,
YOU MANage o Ieap quickly backwards before 2 pit
opens. U you are Unlucky, wou are tooslow and you
fall over bBwo metres down into 2 pit — lose 1
STAMINA point, If you were Lucky, vou had better
refurn to the junction (lurn to 261). IF vou wene
Unlucky, turn to 348.

e
These two ovil creatures are GOBLINS. They
atlack you one at a Hme,

SKILL STAMINA
First GOBLIN 5 1
Second GOBLIN 5 B

If you kill the Goblins, lurn te 337
20

The skirmish comunences, You have your sword,
thev have their axes. They come al vouone al a ime

SHEI1LI CTAMINA
First DWART 7
Scconcd DY ARE 2]
Third MW ARR 7
Fourth DWW ARE 7

Z1—24

IF wou win, turm 1o 376 I the battle is soing Badly,
you may Fsape through the doar. Turn to 201 — but
don’t forget your Esciping penalty

z1

The green blood of the dead Cros smells loul as: it
seeps [rom their bodies, You step around the
corpses and imvestgate the chest. L is a sturdy
affair, made of strong oak and irom, and it 1 fieoly
licked. You may by B smash the lock with your
swyord (Lurn (o 33:;] or leave it alone and o throupgh
the open door (furm o 293).

22

You poke around looking for signs of secret dooms
but can find nenc. You pause Lo ponder your silua-
fion and 2 small jet of gas hisses from the ceiling.
You cough amd choke 1o cear vour lungs, but
collapse o your knees. Your hizad spins and wowl
flop to the floor in an unronscious heap, When vou
come to, you look around in an unfariliar pfar:r:*
Furr fo g

25
The passareway ends moa solid dodgrway and yocl
ate surprised to see a leather skirt tacked along Lhe
bottom of the door. You listen but hear nothing.
Will vou enter the room (fumn to 326) or retom o the
junction {(furm to 22q)7?

24
After you have suffered vour third wound, you
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notice that your strenath is ebbing. Lose 1 sKiLL
point. You deduce that this is yet another magical
power of this loul creature and vou fecl a shiver of
panic. Will you continue or run? If vou want to
Escape, pay the penalty and lum to 360 o flec
thromsrh the north door. Olherwise the fight goes
11T

Tf vou defeal the creature, fum to 135, Bt froen Tiow
on every third wound that the beastanilicls takes 1
paint from your SKILL.

25

The painkings are portraits of men. Your spine shiv-
ers as you read the nameplate under the one on the
west wall — it iz that of Zagor, the Warlock whose
treastire vou are sccking, You look at his porirail
and realize vou are pitting yourself against an awe-
some adversary, You have the fesling that vou are
beinie walched and notice the piercng eyes follow-
ing you as you move. You find yourscll drawn
towarcds his portrait and your {ear rises. Lose 1
sxitl poinl, Do you have the courage to iy to
combal the Warluck? You may cither leave through
the north door straighlaway (furn io go) — but tneat
this as an Esoqpe. Or vou may look through your
pack for a weapon to use against the Warlock's
potwer — turn o 340.

256
You remember Di Maggio's small, Ieather-bowund
book, and silently mouth the spell conlained within

ils pREes.

=7

You shout Toudly at the Dragon and ik skops i ils
racks. It cocks its head tu one side and eyes vou
suspiciously. You fiing a slone at its head, and the
rock bounces off ils nose. Thebeast lets ol anangry
cre and breathes doeply, a roaring sound bring
crealed [rom within its throat. The Dragon exhales,
and from bebween ifs teeth you can sce another
fireball bailding vp. You prepare yourself, and as
the ball of flame comes from its mouth, vou cree:

‘Ekil Ent
Ekam Erif
Erif Enif
D Magoio’

L he fireball continues no further, With an agonized
scream, the Dragon fries to shake Lhe flames fromats
sngut. But there the burning conbinues.

Squealing inazony, the Dragon harns ik back and
Teaps into the blackness, flathing its head [rom side
to side. Iumn Fo 371-

27
The sword is enchanted and will aid yvou m ballle
As long a3 vou use this sword, vou may increase
vour Inifzd SKILL by 2 points, Yoo may also-add 2
points to your current skl £ L value, Add 2 points K
vour Luck for finding this sword. Throsw your old
sword away and Lurn o 31g. IE vou would rather
keep ¥our own sword, leave Four ki as bisand
just take the vk bonus
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28

The mighty Giant lies dead! You search his avern
and find lhittle of use, although a purse in his belt
confaing & Gold Picces. You are a litfe concemed
about the second chair; o whom does it belong?
You decide to leave the cavern the way you came.
Turnto 351 Butaddz tuckand 2z sKiL L poinls for
your vickory.

g
Apart from the boots, which you decide te ignore,
there appears to be little of value in the cavern. You
decicle tohead back the way voucame. Turn o 37s.

Ja
A loose stone falls out to reveal a rope in the rock. If
vouwish io pullit, tum to 67. If you feel it would be
wiser toleave il alone, you can reburn to the cross-
roads (tuen to 267).

31
If you have the jewel from the Eye of the Cyclops,
you hold itin {ront of the Warock. His mitmidating
slare turns to an expression of pain. He obviously
feels the jeswel’s power. Suddenly his eyes fom
while and his expression goes limp. Your confi-
dence ains as vou realize you have won your first
real battle. Gain z sk1u1 points. Put the jewsl into
vour pack and leave through the north door. Turnto

oo,

3234

32
You toss the Cheese across the room at the Bats and

they scramble for il, nipping and scratching each
other as they fight for it. Tlaving distracted them,
¥ou pass throngh the room and leave by the doorin
the north wall. Turn to129. Add 2 Locx points for
vour goad fortune

33
The siveping creature awakens startled. Tle fumps
up and mushes al you, unarmed. With your sword
vou should be able o defeat him, but his sharp testh
look rather vicious. You may Esgrpe through the
door (kurn to 320} or stand and fight the QRC who
15 attacking vou.

ORC Sl G

If you defeal the creature, you may take Lhe box.
Tum to 147

STAMINA 4

Looking through the bools vou come across a mallet
with @ hardwood head and a chisel with a solid
silver blade. You mav keep either of these if you are
prepared to lorfeit one of the ilems of equipment
¥ou are carteing. If you wish to do so, make the
dppropriale adjustments to your Equipment List.
The notse from the north door gets louder and you
move up {0 investigate. Turn to g6



30 Insuic e nen e foor 1= ooeered ot bomes, nothog
Tegetahion and slmme.

3538

As you slep inlo the room, the door swings shut
behind you. As it closes, Ehere is a click and a hiss,
From the centre of the ceiling, a jet of gas is filling
the room with an acrid vapour. You breathe and
cough deeply. You look at the door and then the
by Will vou return to the door and escape quickly
{lurn to 136) or hold your breath and dash for the
key first (furn to 3617

36

The locked door bursts Erpen and a nauseating
stench hits vour nostrils, Inside the room the Hlooris
coveried with bones, rotking vegetation and slime. A
wild-haired old man, clothed in rags, rushes at you
serearmme. s beard is long and grey, and he is
waving an old wooden chair-leg. Is he simply
insanc as he appears, or has this been some kind of
trap? You may either shout athim to by to calm-him
down {iurn to 263) or drave your sword and attack
him (b By 353)

37
Standing al Lhe crosstoads you mav go either north
(bumn b0 366), west (futn B aa) or south (furn to 297).

3
You open the door to fnd e Werewolt's larder, a
miscellaneous collection of bones and decaying
meals. The smell 5 nausealing, although a jar of
pickled esgs seems to offer fairly palabable lood 10



39

you wish Lo take these, there will be encugh for two
micals; add 2 points o vour Prondsions.

Back in the room you may now go out through the
south door. Turn to 66.

39

Your opponent is surprised as you disappear in
front of him, but he raises hic hands as if to cover his
tyes and he scans the room with an intense glare.
He ran sense your presence but cannot make out
exactly where you are. You draw your sword and
advance. FTe tilts his head and sniffs the air. You will
have to [ight him from a distance as, if he geis his
hands on you, your invisibility will be no advan-
tage, Bul whilst you remain invisible, you have the
{ollowing advantages: :

You may acld z to your dice rall when determining
wvour Attack Slrength.

Each successul atlack will cause him 3 points of
n:lamage a5, since he cannot see vou, hie cannok
detend himself properly. j

Each time he inflicts a wound on you, throw one
die. If the number is odd, he wounds vou as
normal. If the numberis 2 or 4, he only inflicis a
i-poinl wound. Tevouroll 2 6, you can pamry the
blivwr and he does no damage.

.

40-43

Eesolve the Dattle:
‘.'.‘.—‘-.RI.E'.‘ICK_ SEIT L 11 ETAMINA [H

IE you win. tom to 396.

40
The ear-piercing sound gets louder and louder. The
pain is unbearable, Reduce your skiLL score by o
for the amony. Yoo begin to grope in the dark for a
wall Do you head lor:

The west wall? Turn ti 355

The porth wall? Turn Lo 263

The sast wall? Turn to 181
41

Heisa powerful adversary—a WIGHT! He islarge,
sirong and evil. The battle commencoes:

WILCHT SHILL Y STAMINADR

Yo ﬁghl' with your swotd, After YN have inthcted
vour firsl wound on him, Lirn 1o 310,

42
You eventually amive at the end of the passage, ata
!.E'LEEE-ﬁ'a}' junction. You may tum either to the west
(furn to 257) or o the cast (turn ky113).

43
You are in a north—south passageway lo go north,
turn 1o 334. To go south, turn o 52



4448

44
Panting after the siruggle. you sit down o collect

yourself and fnish the Provisions yvou slarted.
Cventually you pack your bag and wads into the
stremmmn. Torn to 3gg.

45
The Cheesze hils the portrait and bounces off. You
hear an evil laugh coming from the walls and realize
the Warlock is mocking yeo. You decde toleave the
voor by the north doer, Tarn f0 go.

40
You are slanding in'a short casl-west passageway,
with a door blocking the way to the east. To the
west, the passage turns southwards after several
metres. To eo round this bend tuen 10 4. To go
throush the door, tum o 208,

37
I the middle of the river, the bridge swings toand

frex s it straing 1o lake your weight. The ‘handrail
comes away suddenly as you leanon it Rollone die.
A roll of f sends you plunging into the over below —
lirn o 158, A roll of 1—5 moans you regaim your
balance, To go on, turn io 258,

48
You are in an east—west corridor. Il you go east, vou
will turn a corner northwards. To go Hhis wav, fum
to 391, To go west, burn 1o 6o.

49-52

o
The door squeaks openon rusty hinges, The room is
dark and your eyes begin to adjust thomselves as
you dose the door behind vour, You hear a shutfling
in the room buk before vou can react; a blow to your
head knocks vou senseless, Lose 2z sTtasmima
poinls and [urn o 122.

50

The slain creature crashes o the ground, You go
through his garments and find nothing, bul a small
pouch hangs around his neck. Inside this pouch is 4
sirutll broree key, wilh the numberg cast into it You
may take thiz if vou wish. Nolhing else is of value in
the cavern so you leave and head back to the june-
tion. Tum [ 26i:

51

You drink the Potion and can see the look of aston-
ishment spread across the Troll's face. He comes up
ter you and feels Lor you, but you skep aside and he
cropes the air fruitlossly. He thrashes around,
dutching for vou, bul you are easily able ko sidestep
him. Eventually he gives up and returns lo his
chamber, justin time, as you {eel vourself reappear-
mg. Add = Luck poinls, You may leave along the
passage Lo the notth. Tum to 287

52
You are staruding at a T-junction where a passage 10
the east comes off a nocth-south corridor.



53730
Tur mo south Tum bo 301
I'o check {or secret passages
on the way southwards
To go north
To check [or secTet passages
s on the way northsvards Turn lo 234
To g east Turn 1o 291

Torn o' 362
Turm iy 354

53

You charge the door, hitling it squarcly with your
shoulder Roll 2 dice. U the number olled is equal to
or less Ehan your 5 kLEL SC0Te, the door opens ([
w155}, If the number exceeds your SRILLSCOIC, the
door shudders but does not budge, and you wince
10 pan as vou hit the door—lose 1 STAMIK A point
and continue up the comidar {lurn to 300).

54
¥ou are standing outside a doorat the north cndofa
north-south passage To o south, furn (o 308 To
ao through the door, ilrn o379

53

Rall bwo dice, 1F the total rolled 1= less than or equal
L3 yoUT LU CR Soove and is also less than or equal [
YOLIE STAMINA s0oTe, thin you manage 1o hold on
and manoeuyre the raft across to the north bank (do
not deduct 2 L UCE point). You amive safely butl as
you step on o the bank, the rafl dnftc away and
makes ite own way across the river fo the south
bhank Turn toz.

5657

If you exceed your LUCK andfor STAMINA fofals,
the raft throws you mito the waler and you start {0
swim back o the south bank, Tum to-166.

Gb
As your sword splashes into the water, a bubbly
votoe says, ‘Thank vou!” It now secems that the only
way onwards 15 o swim downstream bo the cast
Yopu plunge into the water. Turn b 399.

57
As vou enter the cavern you hear loud footsteps

behind vou, crunching heavily on the rocky fHoor,
You couch down beside the cakance in a small
alcove in the rock. The steps get louder and youl see
a great G RE enler the cavern! He slands overbwo
metres tall and = dressed in ill-REbng carinents
made from some sort of hide, He cames a large
wooden club. Yoo may:

Attack him as he enters fuam to 16
Try Lo creep ouk withoul him
nObCInE Yol Tum to 2

Try Lo distract him by throwing
something into & far corner
of the cavern

Turn to 114
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56
Cautinusly you creep along the passageway. Aftera
short tme it tums sharply to the north. At Ehe
cormer theee is a bench of solid wood and above the
bench a sien reads “Rest Ye Tlere Weary Traveller
Here you may stop and eal Provisions if you wish -
{turn Lo 15} or conbinue (furn to 367).

50
You walk westwards for some thne, then north

round a peculiar bend which hamrpins straight
round to the south. Eventually you swind up at 2
three-way junction. furm to 150.

60
You walk along the corridor, only to fnd that the
way woestwards is blocked by a heavy portoullis.
Tou walk back o where you were Turh Lo g8,

b1
Ax you investigale the cavern, vou suddenly hear a
scurry of steps behind you and swing round to face
the grotesque black shape of a GIANT SPIDER
which has been stalking you. The Spider's body 15 at
least a metre across and you quickly draw your
sword to defend yoursell,

GIANT SPIDER. SEILLT 5TaMINAS

If you win the battle, burn to 29. You may Fscape
from the fght down the passageway alter two
Attack Rounds and will end up at the junction —turn
o 375



Bz-b5

iz

You continue along the passageway lo the easi.
After some thirly metres it s to the south.
Following it round the bend you eventually come o
a stop at a large armoured door. To &y the door,
turn o 6, 1 you would prefer to relum along the
passage and go through the narrow opening, furm
ti Hy.

b3
As viou walk along the comidor, vou can sec ahead
that it s petting namower. At one poinl yom stop,
and as vou do su, o deep, resenaling laugh ctarl=up
around you. Do you wish to continue? 1 =0, tom i
a8 It _-r:ml wish bk turn back, tuen o 10.

B4
The Ghoul dances with rlee around your body, lavs
it next fo the athers on the ground, hams you over
and sinks ils leeth inko your tump. It is not often it
gels fresh meal Lo feed on.

Your adventun® i5 over:

b5

As you spring at the Chieftain, his servant fses fo
his feet, picks up a hefty wooden stick and joins the
meles, Bast to vour disappointment he attacks you!
Ungratefil wretch! Secing this, you may Lsope
through the door down the cormndor (form f2g3) or
conbnue the fight (tum to 372). 1F you choose to
Faope, you suffer normal escaping penalfics.

BB—ag

(13
The door opens and you find yourselbin the passage
leading back to the riverbaok. You return to the
rver and may now either go for the door in the
middle of the rockface (tum By 104} of go down the
passage running off castwards along the tiverbank
LEuen: Bocgg ).

You pull on the rope and a small door swings open
revealing 3 passage mmio a north—south coeridor.
Will you refurn fo the ceosseoads (lurn to 267) or g0
through the secret door {butn o 177)7 :

6

The two COBLIN torturars ook at each other
amazed, then look at you. They challer to them-
selves and then indicate for you to wait while they
g0 off and get another Dhwarf to give them some
more fun. They disappear out of the Toom and you
cut down the Dwarl who 15, as vou guessed, quite
dead. You decide it best to leave and press on
northwards up the corridor. Tuen to 303,

L)
Some way along the passape, the corridor bends
round i the north and you follos it until vou reach
another junction. At this junction Yol see an arow
cut into the rock, peinting to the north, and youl
decide to try this ditection. Turn to 244,
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kv, you cum seea striuge Gobii-Tike creaiurs o
Ieather prmmer dsleep ai i post

e —— —

J0-=74
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You follow the cobbled corcidor east, then noeth.

then east again and finally north ankl vou wind up
at 2 crosstoads. Tum b 2567,

There is a right-hand lurn to the north in the pass-
age. Cautiously you approach a seniry post on the
corner and, as vou look in, you can sce a strange
Cobhin-like creature in leather armour asleep at hig
post. You Iry to tiptoce past him, Test your Luck, TF
vou are Lucky, hie doss not wake up and remaims
snoring lowdhy — barn to 301, [fyou are Unlucky, vou
step with a crunch on some loose ground and his
eyes flick open — turn Lo 248,

e

¥ou now have a fresh set of armour, equivalent to
vour own. Decide which of the lwo you wish to
xoep, throw the other away, and furn to 319.

£
1he passage ahead leads you northwards, The rocky
floor beeomes sandy untl eventually you are walk-
mig on a sortof coarse sand. You notice the passawm:is
widening and shead you can hear a flowing river,
You confinue until you find vourselbin a large cavern
throush which a rver flows. Tum to z18.

-

7
Tes! paur Lueck, TE vou are Lucks, you break his gaze
and can prepare to attack. Turn o 27g. IF you are
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Linducky, wou are under his contrel and drop yout
) -

syword at his command — turn 1o 118,

7

vou sit back and rest {rom the exhaustimg ‘::aﬁl..:_
Vou may eat Provisions here, You prise the '||.'1.=.'1:‘:'|
[rom e shll statue. 1Uis heavy in vour hand and is
worth so Gold Pieces, You put il in your FE-'ckl As
youlexplore the room and the slatne, you notice that
one of ils breastplate sectiens 15 loose. "r"-'h_f-n you
open Lhis, a small key 1= inside. You -;-_:v:am1j-lu:- this
Jnd nobce the number 2171 on il With a smuie you
put the jewel and the ke in your pack and sel off
biack b the junclion. Tum Lo 63, alter adding 3
1L UCE poinis — you have a valiable ariefact here.

-

Y ou arrive at anothet junction. Anamow on the wall
points nurthwards and you decide b proceed in this
direction. Turn to 244.

77 -

Cevieral metres up ihe passapeway you arnye al 3
junchon where you may furm gither swest or east. Sel
in the rock on the north wall isa small recess where
you may restand eat Provisions without being seen.
If vou wish {o take Frovisions here, dq s, Adter-
wards vou may sel off either eastwvards {furn 1o 345)
ar westwards (furn to 18).

73
The passage endsat a solid wooden door with metal

7o-ho

hinges, Listening at the door, you hear shange
mutterings and the datter of what could be potsand
pans. Whatever is in there, there are several of
them. Do vou wank to go throoeh the door (turn to
159} of Lo back (fucn bo-237)

79
The passmseway cnds in frontof youina dead end

IF vouswish Lo search for secret passagesways, barn b
137. It not, return te Lthe crossroads al 267

Ho

The key fits the lock and opens the door Yoo find
yourscit in a larme boathouse. Yarous boats. o
different stages of construclion. are Iving around
Apart fromn the door behind you theoe is another o
the porth wall, As you enter, the Skeletons stop
their work and crane their bony necks around o
look at you. Thev pick up planks of wood and ham-
merns and advance towards you There ane five ol
them. Do vou:

Smile nervousty and Back out ot
the door into the passage?

Tell them vou've come about
bruyimee a boat?

Tell them you're their new boss
and order Ehem back 10 work?
Draw vour sword and prepare for

battle?

Turn 1 129
Turn to 123
Turn to 195

Turn 140
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B1-Hy

B
A noise stariles vou, prompiing you 1o leave the
room quickly. You walk up to investigate the north
door. Turn o 205,

&2

The door opens Lo teveal a small, smelly room. In
the centre of the room 5 a rickety wooden table on
which stands a lit candle. Undeeneath the table is a
small wooden box. Aslecp on a straw mattress in the
far comer of the room is a short, stocky creature
with an ugly, warty face; the same sort of creatunc
that you found asleep at the sentry pust. He must be
the euard for the might watch. You may either
retun to the comidor and press on notthwards (turn
1o 208} or creep into the room and try to take the box
without waking the ceeature, IF you wanl (0 Ly to
steal the box, Test your Luck. Tf you are Lucky, he
dies not wake up — turn to 147. 1E you are Unhucky,
turn o 33

B3
Test o Luck. H you are Luocky, vou make il out
through the north door — turn 10 360 If vou arc
Untucky, fom 10 154.

2
The door opens inbo a small room, comfortably fur-
nished with a table, several chairs and a large book-
ra3e which covers anc wall, Seated at the table iz an
old man with a long grey beard, and squatting on
the old man’s shoulder is a small winged beast, This



85-56

 siw centimetres fall. 1t has
two arms and legs; its skinisa n_'_lu.nii'_-;_ Ay 1:1:1!;:11.:.2. idt
fas tiny sharp white teeth and its wings are 10X :u
behind its back, The old man sawvs n::.mms_.v? as }.*:#
wall in through the door, but he beckens *_unuﬂc;:?

ks sit down at the table. Heis lossing il his hand bwo
small white objects. Will you:

crealure is o Mo tha

Git down as he tells youLe Turn io 204

Leawe the Toom and return e lhe

! Tum to 280
'iL'I_'I_'IL'LlL'IT'I? h
i rd and s
R e
B5

You are at a crossroads
to 106
Topo north 132 o373
To go south Tt 338
To g east . Turn tosg

T o west

1) N
A huge jaw yawns opes in iront of you. By the 533-;
of it, the CROCODILE you are 5;1.-.-3111_11_:1{3[-;:
towards tust be af least three metres long. 10
beast slaps its il in the wa
wol1. You musl Agni ko Attack Rounds.

CROCODILE SHKILLT {?

e -::-‘_-‘;_-;JEF%

ler and glides towards

craMiINAD

8y—fg

Your combined thrashings attract a “turbulence’ in
the water that vou had noliced before and this now
makes its way lowards vour part of the river. Oulof
the commer of your eye vou nobce this and most
decide what to do. Tf you believe that the Crocodile
b om its last Jegs and vou wish fo conbinue the Batlle,
then do so. If vou wan, tum to agg. Otheewise you
can keep the beast occupiod in the faint hope that
this myvsterious visitor will help you in some wiy

Have one more Atlack Round and tum to gec

8y
You arrive back at the junction and this Hme farn
northwards. Turn 1o 262

85

You enter another small room, bare except for a
fountain in the middle. Not a particulacly grand
affaiT, the fountaimis a small carved fish, and a short
et of water cnnes from its month A wooden sigh
hangs from the fish amd this bears a meszage. b5
written in Goblin tongue, at which you are not very
proficent. The [irst word you cannot understand,
but the others read: - .. noT DRINK'. Bul vou are
extremely thirsty, Will you drink [rom the fountain?
If so, tum o zih Otherwise you can pass il by and
leave throush a door in the noreth wall (born to 3845

g

You climb through the opening and lind yourself ar
the top of a nareew slaircase leading downwards.
Cautiously, vou descend the stairs . Turn 1o 286
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et
= &
You open the doorintoa narmow passage and follov

' = rat
it norlhwards. Some melres Up the Pﬂ-qﬁp“ﬁ{?r
surns ko the cast, then furns (o Uhe nan’l}, sl ;1,_.3
a1 this second bend, there 15 8 Ema%l. P....u:ﬁ-; l?arn.r_l

2 r ] 3 -, - iJ:-I_ . p
rock. L seems a convenient dm.g T s e
rock forms a comiortable seat. You may _».H,i s
amil eat Provisions il you wish. when you ha
rested, conlinue norfhwards, Turn to 253-

g2 -
" 3 3 d.‘S'
If vou are lucky, your L]_:Eatmg wrill :‘.u.‘.:- if:n:u =
covered, Tecl your Luck. 1Fyou aze Luckx, ¥ :;E;:m
awar with it, Roll two dice tosec hrw;' ]'I':i::i.'ﬁ'_'_- F}?.“
; 3 25 dppdiire SiicEt
Pipces yvou win, Mark these on yous Acfoendii
and Eurn ko 131,

T 108 ¥ athi
It you are Unlucky, the four notice you are d1_3~; ng
frar the bottom ol the deck, They pick upaxes :zm
pehind Lheir chairs and tum of you- Tum to 20.

a2 !
vy arrive back at the junctionin the Pa'ﬁga;_qti- ‘hx
Lok left to sew the cave entrance in the dim distan
it walk straight oo, Tum o 71

93 -
Y ou arrive back at Lhe junction and tms Gme FULL

turn northwards Tuitn to 8

von walk along a passageway that runs due south,

y5—gé
then burns west After several metres, (F ends aba
three—wvay junction, You can check for secrel pass-
ages alone the way (buen 1o 260) or go stealght 1o the
jumction (um o 32g)-

3

¥eou And nothing remarkable about the weapons. in
fact not a single weapon looks more uselul than
your sword. As vou scarch the debos, yoo hear a
desp thumping from the north followed by a scream
which cends a shiver diwn your spine. You rush io
the north door to investigate, Turn to 205,

gk
The door opens into a short corridor about ffteen
metres long. There are bwo doors, one at each end.
Tou now realuse what the nose was. More Shile-
toms! Four of them, armed with swords, are running
down the commdor towards yoo-

Theydon'tappear B have seen you and vou nobice a
shight recess in the wall wwhich may be a useful
niding place. You decide to try iE Tum to 374.




g7 I the inudst of all s dnfler, you soea Hitle ofd mar
prihby winty gomn suaying to and o 2 roking T

9799

o7

A vowere bids you "Come in! and von walk 1nlo a
small moom fomished with a able and chair,
shelves, cupboards and the like, all of swhich have
zeen belter days. Plates, bowls, cups and hundreds
of old books lime the shelves. In the midst of all Ehis
clutter, vou zee a little old man mm a grubby white
zown swaving to and fro in 2 rocking chair, still
humming happily 1o himselF, his eyes fxed on you,
but seeming at peace with the world. He bids you
‘Good day " Do you:

Start kb make conversabion seath

him? lurn to 334
Daw vour sword and chatge at -
him? : Turn to 247

Decide nok fo waste Hime with him
and leave, going northwards? Turn to 2g2
T
As vou crawl mnto the room, a voice booms ouk
‘Welcome, adventurer. 1 have been expecting yon.'
You stop, lock around and rise to yoor feek. The
little ald man has changed. Heis not so eld and grey
any more, and he's of an impesing height. His cves
are deep and black and they are fixed on you relent-
lessly. Turn to 358.

99
The passageway runs eastivards Ahead of vou, you

can see thai a solid-looking door blocks the passage
You step up to investigate Turn to 383



LO—102

100

Hestanlly, they agree to let voujoin in. As you play
and chat, they loosen up and eventually you anc all
laughing dnd exchanging stories.

Fhey seemn quite hanmless. You may play cards
cither [airly or you may Lry to cheat. i you wish to
play fairly, furn to 346. If you wish Lo cheat, tum 1o

g1

101
Your lucky throw cabches the Vampire unawares
and he shrieks inagony as the stake sinks into his
heart. You leap over and thrast it forther inlo his
body His death crics grow weaker and his hifeless
budy slinps to the fluor, lum fo 327

102
The door is not locked and opens. The room in front
of vou seems 1o be a small tortuce chamber, with

“ warious torture devices around the walls, In the
centre ol the room, two small, hunchbacked
crealures are having their fiendish way with a
Dward, who s Hed to a hook in the ceiling by his
wnsts. The bwo hunchbacks are poking and culiing
hum vicously with their swords. The Dwart lels oLt
a final scream and falls silent, eves dosed. His cap-
tors make disappointed noises and look round
&n;,-ni} at vou as if it were your fault that the Dward

a5 collapsed, You must act quickly Will you

Closse the duer gquickly and

conlinueup the corridor? Tum 10 303

103106

Draw your syvord and bry ko Bzht
the creatumes?

Stride over Lo the Dwarf, give him a
jab with your sword and put on
an evil laush tor the tortueers?

Lurn to 1g

Turn o BB

103

You feela stone move and behind it vou find alever.
Bl wonr pull the lever, or leave il and return 1o the
crossroads? 1f you dare pull the lever, tum to 252 I
vou go back to the crosstoads, burn o 350,

104

You fnd yourself i a short, parrows passageway
wilh a door ahead to the north. ¥You by this door
Tom fo 4g.

TS ;
You rummage through your haversack, What 15 in
there? You mayv abtempt to use any of the following
ilems i you have them on vour Emupnwr’r List:

Potion of Invistbility
The Eve of the Cyclops

Turnnto 3g
Tum to 38z

A piece of Cheese Turn to 368
Bow wath Salver Acoosw Ture Lo 104
A Y-shaped Stick Turn to 215

106
I'he passageway ahead mns notthwards lor some
time. You may rest along the passage to eat Pro-
wisions It then bends b the west and begins (o ger
quite narrow  You reach a small rocky arch which
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106 Smoke curls frone ifs aostrils. lis scaly rad skin glsieas

with fn wily conering

iy

you will have to stoop to get through. On Fhe other
side of the arch you pause and look zaround. You are
in a large cavern which disappears inlo distant
blackness. The cavern is parhally lit by natural light
which sireams in through a hole e the oot You
cannol see a way through,

As vou shine your lankern around the cavern, you
hear a ;umble. A dull slow Uickers in the blackness
Suddenly, a jet of fire shoots from the depths of the
cavern, narcowly missing you and singeing the
mossy growihs on the wall! You Lhrow vourself on
tix the ground and look nptosesalarge DRAGON
stalkang out of the darkness towards vou Smoke
carls from its nostrils. [is scaly red skin glistens with
an oily covering. ‘The beasl is zome lifteen melres
long! How will vou attack the creatrre?

Draw your sword and prepare to
attark?

Search vour memory for another
means of attark?

Turn tazz
Turn 1o 126

107
You tiptoe through the room, Up d narrow sralrcase,
ending up at the top of the stairs 10 a passage “That
wis tasy, " you think, and pou bepin i have second
thoughts about whether it would have been wirth-
while to search the bodies, If you want Lo return and
search the bodies. starting wath the third, turn oo
148 If you want to press on, luen lo 197



108109

108

Themoment vour foottouches a hand tle, vou feela
vice-like grip on vour ankle and look down to =ce a
ghostly while hand gripping vour leg, You fight for
vour balance and manage to regain it But lo ¥our
horror you see that, from every hand-shaped tilein
the floar, a similar apparilion has appearcd, and the
Auor across 1o the door is now scaitered with ghoul-
ish hands, flexing and snatching m the aie. You
draw vour sword and chop al the hand. Resolve this
bathle:

TTaAMD GHILL &

[f you win, tirn fo 185,

STAMINA 4

7
e = - _.--_i;::i: ]

109

The liguid iz smooth and watery and, as you drink
il you besin ko elow. You feel euphoric and a little
drunk at the same fime. Your confidence grows and
FOur weariness disappears.

The bottle contains HOLY WATER, blessed by
Lhe Crverpriest of Kaynlesh-Ma, Tthas restored your
sramiia almoslt to full stength. Increase your
STAMIN A bz puinis below your Initiel sSTAKING
(if vour §1AMINA Was already higher than this,
feave itasilis —you are sirong enough). Add pomts
10 vour currenk SkILL Lo lake the total to 1 point
under your itisl skl You may add 4 1ock
points for making such a lucky find.

TI0-114

If you have already looked at the parchment, yoo
may leave the room northsvards (turn Lo 120}, 1f you
have not, you may look al it [Luen Lo 212) or vou may
forgel abeul it and go northwards anyway.

1L
You are now 8 Cold Pisces richer. Yo alsa find
another 2 Gold Fieces in his boot, hidden there {or
safety Turn to 324 Record the Gold an your Aaven-

£
Frire Sheed,

111
He will not be pacificd. As you shilt uneasily acound
the room. he shouts 3 word at the dog. Tumn to 240.

Iz
You ze2 nothing in the room likely to help you in
vour batile. Will you:

raw your sword, grik your keeth

and adwnee? Tum toagz
Search vour mucksack fura weapon
s ? Turm to 105

113

You armive at another junction in the passage. You
may either go northwards {turn to 285} or continue
easfwards (furn to 78).

114
The passage goes south, then eastand you evenlu-
ally find yoursell at a crossroads. Turn to 359



115-T1b

115
The poor wretches lying dead at your feel almost
look happy io be relieved of the burden of life- Butas
vou leok down at them, you sense that you are not
the only one lo know of their deaths Tooking
around the room, you may;

lnvesligale the weapons lying
arond Tum tngs

Go over o the dead body in the
north-cast corner

_heck the barmals

Turn to 313
Turm b 330

116

The bwa drunken ORCS vou now face are obvi-
ously slartled at vour entrance and, as quickly as
they are able, they fumble around for the weapomns.
You must altack each one in lurn. Ther dnmken-
ness allows you 1o add 1 pomtto vour dice roll when
rolling to work out your Aliack Strength, during
cach Attack Bound

SEILL STAMINA

Firat ORC 5 4
Second DRC 5 3
e e

It you win the battle turn b 378 If you wish fo
Estape during the battle, you may dosoby urnmg Lo
3z

117-121

'.I.i';."
You are n an east—west passageway, To go eask,
lurn io 354 To go west, frn to 308

118
As you approach he tises from his coffin, spreads
his cloak and Ekes you wnder il Your last living
memory is a llash of pain as his sharp teeth siok inta
vour neck. You should never have let voursell get
inter eye-contact with & VAMPIEE!

11

You open vour pack and regac'h inside tor something

suitable to Ehrow across the cavern. Check vour
Equipment Lisl, choose one item Eo throw and cross

it off your List. If you have no Equipment you will

have to throw a Gold Piece. ¥You throw the objocl

acroes the cavern, where it lands with a clatter. The

Ogre locks towards the noise, and goes over o

imvestizate. Meanwhile vou creep out, down the

passage and back to the junction. Turn o 260

120

You leave the chamber, walk down a short passage
and reach 2 staircase going up, You climb the stairs
and arnve at the top ina passageway. Tuen o 197

121

The comdor goes east for several mebres, Lhen
south, then east again, where il finally ends, Will
vou investigate the dead end (fum to 203 or retuen
o the crossroads (turn o 359)7



1232 Their sk i3 @ greeny-groy colowr. Thar doties arre
lattered and torm

122123

1z

You avake with a throbbing head and leok around.
The room is aboul eight mebres square, with doots
tor the notth and south. You have been dumped 1
the south-west comer. Standing motionless in the
cenlee of the soom are four men. At least, thevapporr
to be men. Their skin 15 a greeny-srey colour. Their
dothes are tftered and lorn - and they are all
staring vacantly at the ceiling. One carries a club,
ome a scythe, one an axc and one a pick. lhey are
iEnoring vou complelely.

Around the moom are various peasant-style
woapons (pitchforks, axe-handles, pointed sticks,
ebr), ome or two shields, and several bareels, 1n the
nocth- cast cornee 15 a human corpse with a sword iy
one hand and a shicld i the other. You move your
hand up Lo your head to feel for signs of Bluod and
vou are relieved Bo find you are not bleeding. But as
your hand mowves, the strange creatures o the
cenfre of the roomn turn Lheir eyes down towards
youn Do vous:

I 1o falk to Ehem? Turn Lo 268

Jump to voue feet and chartge them
with your sword?

Scramble for an exit through the
soubth dioor?

Turm o aliz
Turr 1y

123
Will they believe your story about buving o boat?
Skeletons are pretty simple-minded, so roll one die.
A 1_z or 3 means they believe you, and Lhey all zo



—7

124—125

runming Lhrough the doorin the north seall, leaving
you alone in the Boat House. Add = 1UCx poinis
and turn to 184,

A 4 or 5 means they're not sure. They send fwo of
their members through the north door whilst the
other  three watch you with their makeshift
weapons. Turn to 164,

A voll of 6 means they definitely don't believe you
and keep on advancing, Turn o 140

124

The door opens Inte a wide passageway and you
Eollow this for some distance before reaching a junc-
tion. Here you may either go norlhwards (fum o
138) or turn Lo the east (turn 1o mh).

12

¥ou pick up the rope. [Hooks normal. In factit looks
asif it might be quite useful, You open your pack lo
put it in. Suddenly, it cames alive In your fingers,
snakes quickly up your arm and attempls to wrap
ibsell around your neck, You siruggle o cut the rope
with your sword before ils goip tightens. Tes? woer
Luck. 1 yom are Lucky, you cutihe rope and it drops
tothe ground Ifyouars not, inerope tightens —lose
{ 5T AMINA pint, You must Test your Luck again {0
by Lo cut the rope, and keep frying until you do.
Each time vou fail, you lose another sTaMINA
point {(and reduce your 1 OCK scoto). If you finally
defeat the tope, you may leave through the north
door. Tum to 73-

126=130

126
Does the name ‘Farrigo D Magzio® mean anything
to vou? H not, you must Aght the Dragon. Turn to
152, If it does, tumn to 26.

127

ITe doesn’t take at all kindly to vour threats. As vou
argueand his anger builds, you notice a transforma-
tion Bkine place He begins 10 siraighten up and
zrows physically stronger in front of your very cyes,
ilis face and arms grow hairy, His teeth become
sharp and pointed. You must make a quick
decicion, Will you offer him 5 Gold Pieces 1o calm
him down {deduct this from your Gold and i fo
272}, or prepare o attack him [turn to 1688)7

128
You hear a deep rumbling noise and the ground
begins to shudder. Slowly and noisily the portcullis
rizes into the ceiling. You may now walk to the
junction. Will you furn wesE {turn to Z1n) or cast
{furn to 58)7

120
You return to the riverbank and decide to ey the
door in the middle of the rockface. Turn o 104.

130

The old man asks you your stake. You may bet
between 1 and 20 Gold Fieces {but not more than
vou pussess). He tosses the white dice he has becn
plaving with to you and asks you to rofl. Roll tvo



131

dice once for yourself and once for the old man. Tt
vour total 15 higher, you win the amount of vour
stake from the old man. If his total is highes, vou
lose vour stake. You may conlinue foras long as vou
have Gold Pieces, and then leave through the door
and retum to the junchon. Add = poinls f© vour
SKILL, STamiNa and 1 uCK scores if you wWin.
Tumito 280,

131

You chat about vanous things and they seem cager
bo be frendly. They feel luncly in the dungeonwith
s much evil about and are happy lo speak io
visitors of a lawful disposition. They tell vou that
you are in The Maze of Zagor. The only way outis o
s decper into the dungeon. They tell you that the
way through ihe maze 35 to leave the room, fum
right, righl, left, keep going straight - . and then
they begin to gel a bit vague. They'n: nol enfirelv
sure it 1§ correct.

You mav if vou wish, cat a meal from your Pro-

visions, but you will have o share it with them and
this will enly gam Iall the normal sTAMINA

'''''''

TI2—I33

puints. Eventually you thank them and leave the
mom. Go to 2g1.

132
The shicld s a siandard wooden type. You may
E;_Ef:p il or throw it away. Turn b 319.

133
You are in 2 north—south corridor which endsin a
dead end. You look around the rock lace for sighs of
anything interesting, when suddenly a nock breaks
loose above vou and lands on your head. Although
the Blow was not particularly hard, you find you are
feeling dizzy. You fight bo remain conscious, butare
unable to do so. Yoo slump to the ground, YWhen
YO OPEN ¥OUT e¥es, you are al a junction, Turn to

52.




134 (n the tubli here are o helmets: ane of brinine and oz of
wron Both gre eboed your s52

134~137
134

e room s ynoccuped and there seems to e no
other means of exit. In the centre of the floor stands
a table, and on this table are two helmets; one of
bronee and one of ron. Both are about your size
Will yoor fry ome om, or is this worth the nisk?

Ty om the bronze helmet Turn to 20z

Ity on Lthe iron helmetl lurn to 325

Ketom o the junchion Turn 1o By
135

The Wight lies in a heap in the corner of the room

You approach his desk and open the box. There are
18 Gold Pieces wilhin the box. You may lake Lhese
with you —enter them on vour Adverifere Sheet. You
can add > rrox points for deleating the ceealure
and may resta while to take some Provisions, When
yvou are ready, yvour may leave by the noreth door

T o 560

136
You arrive al the door, struggle with the lock and
open the door. You bomit ouot, dosing the door
behind you and take several deep breaths. Retumi o
the junchon (o to 229}

137
You find no secrel passages. but as vou press the
wall, you hear a click. You feel dixxy and slump to
the ground. When you come to, you do nol recog-
nise your surronndimgs. Turn to 354
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138-139

138

The passage widens and you realive you arc about
ko eniter a large cavern. You can hear nolses coming
from Lhe cavern ahead and you proceed cautiously.
As vuu approach, youcan make out 2 large figure in
the dislance and you are overawed ac you realize
that this oversized human must be at least three
metres talll Dressed in a leather tunic, the creature is
absarbed in a meal he is eating at a table-

‘The cavern is at Teast a hundred metres across and
sl be the home of this GIANT. Alarge lableand
b chairs are along one of the walls, and it is here
thal the creature sits. Intenton his meal (a large piz.
he i5 unlikely tix nolice vou. Around ihe rest ol the
cavern vou can see his straw matiress, a greal fumy
pedt whicl may be his blankel ora shawl, andahuge
ctone-headed hammer, which you would have no
hope of budging. A fire burns in one cormncr of the
cavert, under a hole in the ceiling. There appears to
be oo other way through the cavern. Will you take
ort Uiz brate {lurn to163) or return o the junchaon
(arn to 351}

139

During wour adventure, you will have come across
1-'ur]-::-L15Jke}fH and should have collected some of
ihese, You may now use three of these keys lo iy to
open the locks an Lhe chiest.

Each kev isidentified with a number. To determine
whether vou have the Tight keys. add their lh1_1=.e
numbers together. Mow turn 1o the section which

e

140

has the same number a3 this fotal, where vou will
dizcowver whether you have used the correct keys.

If vou do not have three numbered keys, this is Lhe
enid of your jpurney. You sit on the chest and weep
as vou realize that you will have to explore the
mounEin once mone in oedee o lnd the keys,

140

The Skeletons advanee and [oree you back Lo the
door. The leader approaches, with Bwvo behind, and
the final o behind them. Resalve the batlle by lirst
fighting the leader:

SKELETON SKILL 7 STAMIMNA &

and then fAghting the pairs. Both members of a pair
will have a separale altack on you in each Attack
Bound, but vou must choose which of the byo you
will fight. Attack your chosen Skeletan as a normal
basktle. Awminst the other you will throw for vour
Attack Strength in the notmal way, but vou will net
wound 1t if vour Attack Strength is the grealer, you
must just count this as though you have defended
against s Blow. OF course if its Allack Strenglh is
sreater, it has wounded vou in the normal wiy.

SKILL LT ARMIN A
b SKEEEION A = 6 5
It SR EEETON B & é
. SKEELETGMNA. & &
>nd - Pam: SKELETOM B 5 !

If you win, tum o 395
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141-143

141

When the old man learns of your quest for treasurc
he becomes angry and bids you begone — he'll have
nothing to do with forfune-hunters. His dog senses
his anger and snarls menacingly. You may either
=mile, thank him and exil through the south door
{turn to 661 or vou may stay ko try to pacify him (hurn
Lo 21 5]. :

142

Ihis booming voice calls out, 'Poor fool. Do yvou
think you could match my power with your puny
weapon?’ You continue with determination. “lEil is
a simple brawel you wanl, sleanger, then [shall give
vpu your last!l” and with these words, he vanishes
and reappears behind you. You swing round to face
him and the fight starte. But this is a battle to Lhe
death. There B no escaping here.

WARIOCE SELLE T1 STAMIN A 1B

If you win, tom to 396

143
You sgquat on the sandy bank As you prepare your
meal vou nolice a movement in the sand a conple of
melres to vour left. The movement bacomes quile
turbulent and vou spring to vour fect, sword al the
ready. Suddenly a large tubular head breaks
through the surface, bwisls around in the air and
picks up your scent. The smooth, segmented body
of a GIANT SANDWORM rears up and sways
over in your divection As il does so alarge orifice,



144145
with short. spiky becih, opens i whal must be 1=
head. You must do batte with this coeature.

GIANT SANDWORM

1{ vou win, furn o g4, 16 you want fo Escape, after
three Attack Rounds, you may dive into the river
and siwim downstream [tum to 3gg9), but you have
lost the Provisions you starfed Lo eat

3
== e
=

SKILLT STAMINAY

43

The creature catches your eye with its own geze and
you find yourself unable to control your own
actions. It beckons vou torward. You move slowly
toweards it with your mouth gaping open. [ltells you
to throw down the stake. As vou look down at the
stake, you suddenly {eel a surge of power relurn ko
vour own will, and you fing the stake at him from
close Tange.

Test your Luck 1f you are Lucky, burn lo 1oz 1 you
are Unlucky, mum o 217

145
The box has fallen to the ground during your fight

with [he Snake and out of it has fallen a bronze-
coloured key with the numbergg carved into ik, "r’,:-u
may take this key with you {note il on your Equip-
ment Lish and leave the room Add 1 tuck poant
and turn ko 363,

146-148
146

You find nosecretpassases. You return to the cross-
roads and proceed either northwards (Luen Lo 366)
or westwards (furn tn 11).

25 7
Youleave the roomand open the box in the passage
Inside vou find a single Piece of Gold and a small
mouse, whirh must have been the creature’s pet.
You keep the coin and telease the mouse, which
scurries off down the passageway. Cain 2 LUk
point= and turn Lo 208,

148

As you search the body, vou trv to avoid looking at
the termible face, grey and decomposing. Magmots
crawl from Iis nose and mouth, You jump back
stariled when its eves suddenly flick open! Just in
e you avoid a viciouws slash from ils long shaep
Lingernails. IEquickly spomgs tois feetand eyes yvou
with a sadislicleer spreading acrosgits mouth. Tum
o 230.




140-~151

149
As vou watch the living mural, you are unaware of

the speed with which your candle is buming.
Suddenly it flickers and goes out! You again begin
1o hear the plerang screams and their pilch growsto
an unbearable level. You drop lo your knees clulch-
ing your ears and crawl towards the wall. Which
wall will vou crawl towards:

The cast wall? Turm to 183
The notth wall? Turn k) 265
The west wall? Tumto3ss

15IF
=
You are ab a three-way junchon-
Tomtozes

Turm: o297
Turn o133

To o north
To go cast
To po south

151

You gain ground on the “turbulence” in the water
biul a fewr metres from the north bank you notice two
sinister replilian eves on the surface of the waler
watchimr you. You are swimming siraight for them.
I vou decide vou'd rather not face the ownerof the
eyes, you may tuen round and head siraight back o
tie zouth bank at full speed — you amve exbausted.
lose 1 sTamina point and hom to 218, Alterna-
kively you can risk the cyes ahead — o B0 B6. You
may vy a detour which will send you nearer the
‘tuchulence” — tum to 158.

1'

152155

152
Resolve vour baltle:

DEAGON SEILL 10 GTAMINA T2

If you win, lurn fo 371

153

Az you put the hwo swords into voue bell, your new
one seems o ke ona mind of its own, Tteuls oL
fee (lose 1 sTAMINA point) and, as you draw itout,
it lumns rubbery it vour hand, [t's useless now so
you fling it into the over. [Eseems that the only svay
forward is for you to swim easlwards dawn the
river. You plunge in and start swimming. Turn fo
399-

34
As youn move, the creature’s eyes flash open. He
sees vou and shvwwly gebs o his feet. TTis breathing
becomes heavy and he stalks lowards you, You
must sknd and fight him. Tom to 41,

155
The door splils along its length and you can wrench
the timbers apart to let yourself in. A lorch hangs
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155 A torch hungs fram one wall Tighiiig sp o snall srmosrs

ropin alocked el stoeras, sheeld

5 helmets, daggers swd he lle

TR o AR

5

156

from one wall lighting up a small armadey toom
stocked with swords, shields, helmets, dagpers,
breastplates and the ke, You examine the
weaponry and lind nothing appeanng superion o
vour own sword. However, a circular dron shield
with a zolden crescent al its centre catches pour eye.
You pick it up and feel its weipht onyour aroe L you
wish to take this shield it will a1d vou in bakles by
helping to fend off wound damage inflicted by a
creaturne on you. I, in future duning a battle in swhich
vou are using this shield, a creature wounds yvou,
vou may throw one die. IF vou Lhrow a 6, the
creature inflicts only 1 point of damage nstead of
the mormal =z, If, for some reason, the creature
would nommally only indlicl @ point of damasge, then
a successiul roll of & wonld mean that no damage s
done. Howewver, the shield 15 heavy and vou will
have to leave behind one ilem of equipment {adjust
vour Equipment List) to be able bo carry it

You now leave the room and confinue up the
cormidor Tum (o joo.

156
You charge the door with your shoulder, Roll bao
drce. If the nomber tolled is less than or equal Lo
YOUr SEILL 5C0re, you succeed — furn to 343, IF the
number tolled 5 greater than your SKILL, youl rub
vour bruised shoulder and decide against trying
agam. Tum 0 g2 o retum to the junction



157159

157
The door opens into an casl- west passage, widch
turns north after several metres. To follow this
direction, furn b 4. I vou decide agamst going
thriugh Lhe door, furn B 329

158

The water around you bristes with aclivity, asif an
invisible hand is dropping unseen pebbles inko the
river, You gulp— PIRANTAS1—and you begin fo
foel their shaep leeth bitng into your flesh. You kick
with vour hmbs and slash with your weapons o
kewp ilient off until you reach Lhe south bank. Treal
the Firanhas as a single creature.

PIRANHAS

Resolve thas battle.

EEILL § STAMINA S

[f you win, you manage toscamble out of the water
and lie panting on the south bank. You may eat
Provisions heee, Turn to 218

50
You open the duer inte 3 large room which can only
be the' dining room of the same warly-faced
creallires vou now recognize. Siting round a large
lable are fve QRS busily dronking and dobbling
their bowls ol ral-gizzard soup. All are mvolvedina
rowdy argument as to who will get to chew the mat
bones left in the large soup cauldron, so they do not
see you enter. You may be bold and preparc lo
attack them (turn b 36351 or vou may oot relish the
prospect of taking, on five of these creatures and ry

160—1H1

to escape. U you wish to leave the room, Test your
Fuck. TF vou are Locky, you get out without them
noticing {tum Lo 237} — there 15 no penalty For escap-
ingz. [fyow are Unbucky, they notice you. Prepare fur
battle and bom B> 365

160
Yoo follow a Tong, namow passareway which goes
south, then cast, then south again until youw eventu-
ally find yourself at a crossroads. Tum o 267

161
Make sore you have noted the reference as
instructed on the last page! You will reburn ko thac
mference atber dealing with the creature ¥ou are
daboul [0 encounler.

Your lappings and scrapings at the rock fnee as vou
scarch for secret doors and passageways resound
throush the dungeon comidors, Variouy creatures
oam freely through the ondesworld and your
noizes have just allracted the attenbions nf one ot the
tallowims monstiers.

Roll one die. Consult the fable below and: over o
find out what has come (o investigate, Fight the
oeafure as normal. Wandernng monstors never
carry any beasure. U you deteat this monster,
return to the relerence you have noted.

Bie roil  Crealure SHILL  STaMIMy
3 GOBEIN 5 3
a3 DRC 1 3
3 GREMLTM i 3

a0 NG



162=164

GIANT RAT
5 SKELETON
& TROLL

o8 bn
L

162
The passageway ahead runs northwards and you
follow this until you teach ancther junction. Here
vou may either continue northwards {tum fo 230 or
you may tuen weslwards (A & 6g)

163

You draw your sword and enter the avern. The
Gianl stops in the middle of a mouthiul, raizes his
head and sniffs the air. He swings mound and
vatches sight of you approaching. Roaring loudly,
he flings e pigg's carcass at youw. Test yorr Luck. IF
vou are Lucky, it misses. Il you are Unhlr-q, it hits
vou with quibe some force —lose 1 STAMIN 2 poinl.
Then he picks up his hammer and prepares o dub
vou with b Resolee this battle.

GIANT

If you win, turn Lo 28, You may Dscpe after theee
Attack Rounds down the passsgeway. when: he
will not be able lo follow (furn toe 3510,

skiLL B STAMINAG

164
You realize that the lwo Skeletons whe have just
ran off will soon return and expose yvour Hoff. You
raList react qu,n_k_lv Wil you beat a hasty retreat
through the door behind you {iurn (o 12g9) or draw
your siword and lash eutat the remaining Skelelons
{turn tu 236)7

165166

165

The old man thanks you and rather sheepishly Bes
up his boats. Yoo explain that you mean ne harm
and he calms down, calling off his dog. He tells you
that this area is the only passageway through Lo the
nnet chambers. Some years ago the nver swelled
alfer a particularly severe speing thaw and cut off
supplies from the outside svorld, All the area's
inhabitantz starved to death but the Master, realiz-
inz he needed defences arainst the outside world,
pul 2 curse on the area. The last remaining creabures
became the Undead and nosw guard the pass-
agewars through.

He skrrbs bo inguoire abouk you. $Vill you:

Be straight with him and tell him of
your guest?
Thank him tor the chat and leave

Turn to 147

through the south door? Turn to &6
Try by grab the keys and go for the
nearest door? Turn to 299

166
You land in the ey waler and frantically swim for
the sputh bank. To vour amarement the raft turns
round in mid-slream and makesits ownway back to
the sonth bank. You quicken your pace, awarc that
your splashings may at any bme attract the atten-
tons of any underwater creabures living in the river,

Rollone die Ifyou rolla 1, 2, 3 or 4 you makeit sabely
back to the south bank. Tutn to 228 Ifyourcllasor
6, turn fo 158,



TH7—169

16

You find a secret door wh?ii:h opens into the bond
whene bwo passageways meel, To the north a short
passage runs into a dead end, and 1o the east, the
passageway reaches a crossroads. IE you wall step
through this secret door inta the passageway, LU
to 287 I vou decide against going through the sec-
ret door, close ikand return down the passage Lo the
crossroads - furn Lo 359-

1H8 :
You cpen the door to a large room. A large chair
behind a solid-looking table suggests to you that
someone, or something, of rank uses this room. A
chesl in the cenlre calches your eye. In a corner of
the room stands a man-siced creature with a wiarty
face, standing over a smaller creature of similar race.
With the whip in his hand, the ORC CHIEFTAIN
has been beabing his servant, who i whimpering

beneath him: Will you:

Attack them bath? Tur b 372
Spring at the Chicttain in the hope
that his servant will aid you? Turn to 65
Leave the room and head back for
the junction? Tirn Lo2g3
1hg

One by one all the keys cick and turn in the locks,

You have placed them all correctly ! As the last key
: g | turns, the hid of the chest comes free and you open

268 With fhe wohip fu f= hard, fhe Orc Qiiflatn has boow. | it Tum i 400 to'see what licstwithin

Busifrng ks serounf, wlio #s wkimepering beoulh Dim '




170-173

170
The crucifix is solid silver and worth 4 Gold Pieces.
Record this on your Adoerliire Sheet and urn 1o 310,

g
You are standing al the north end of a shor
north-south passage. You are at a dead end. To
investipate the wall, turn to 337. To go southwards,
tumm to 167

17z
The old man's eyes fAutier open. He sees you and
trrabs [or a half ar lying by his bench. You el him
vou mean him ne hann but he remains on goard
and eves you cautiously. Although he looks harm-
lexss cﬂuugh, his dog could be dangerous. Theman’s
books are undone, Will vou:

Rush the dog with your weapon

drawn? Tom o240
Ask the man queshons regarcing
your quest? Tum this1

Tell him his bools are undone? Turn 10165

173

Silver weapons only swill be effective here. When
the creature inflicts its third wound on you, fuen (o
a4 If vou defeat it before this happens, lum ioa3s,
or you may Escape through the north door (hura Lo
360]. If you can use “The Giver of Sleep’, Test wour
Lreck; T vou are Lucky, you hitand the ceature dies
instantly, If you are Unlucky, vou miss

174178

B
Turn 0 198.

75
You are slAndingin a namow curmidar. Behind vou s
a secret door to the cast. Ahead of you is a cross-
roads. To go through the door; hura to 377, To walk
o the crossmads, fum to 267,

176

As you walk up the passage, it wisibly widens and
eveniually you find yourself standing at the mouth
of a rotizh cavern, a natural cave in the rock, As you
look into the darkness, the cavemn appears to be
about 30 metres deep, with no visible exit. Do you
want o o into the cavern (furm to 270} or gu bacl to
the junction {lurn lo 375)7

e

You are stasuling ina north-south passage, To the
notth vou can see a passage off to Fhe wast. To
investigate, o o 52 To the south, the passapge
turns westwards, You may go to the southern end
of the passage by honing to 392, In the wesbwall in
front of you i a secrebdoor. To go theough this, urn
to 175.

178
You tiptoe precanously acepss the room 1o the door
in the north wall. You open the door and proceed
through iE Tum to 16



I7g Yoo sieikg roud fo face 4 strenmge- |'-::-r.|n|rh_., cresiiere, alf
i, el el = who o5 glaring ot you.

179=-181

179
You have entered a large square room, Broken pot-
tery lies scattered all about. One large clay vase is
untouched and is full of clear liquid. A large bowl i
foll of zold coins, As you enter the room the door
slams behind you and vou swing round to face a
strange-looking creature, half man, hall bull —who
is glaring at vou. He is a MINOTAUR, and he

stalks towsarnds you!

He lowers his head, horns poinling at vour chest,
and charges. You must fight him:

INOTAUR SKILL i

Aller three Adtack Rounds, you manosuvre vourself
round fo be zble to run through the deor. If vou
wish lo Escape at this Bme, tum to 54 and pay the
penalty. I yvou continue fighfing and kil him, turn
to 258, If you have already been in this room on this
adventure and killed the Minotaur, you find it
emply. Leave and turn fo 54-

STAMINA G

180
The paszageway goes west and then south. Finally
you come to a stop aba dead end. You may return to
the three-way junction and go cast (turn ta 7o) or
north {fem to 329), or you may investigate the dead
end [Hirn locxz).

181
You run along the wall searching for a door but find
none. Your ears are on fire wilth the agony! Lose 1



1B2—184

sk 11 0 point. You may try either the westwall (fum
t 355) or the notth wall (furn to 265), but you must
find a way out soon!

182
Two of the keys fit the locks perfectly. The other
cdlocsn’l. You leap to one side as a jet of clear hiquid
spurks from the chest. Tt just misses, but you lose
2 TAMINA points as the liquid emits an acidic
vapout which makes you cough and choke.

You relurn to the chicst and try another combination
of three keys. Add the key totals and lurmn fo that
oo,

It you have no more kevs to try, vou sit down
axhausted anc in despair alter having sot so near o
your goal. Remember to look for keys next ome you
gnter the dungcon!

Th3

¥ i search the bodies of the dead Orcs but find only
a [ew teeth, nails, bones and knives in their pockels,
You search the cupboards around the room bot find
only arude buwls, plates and spoons. But under the
servinuge halch you find a thin leather case hsifa
metre 1nm1 You may open the case (furn 10 266) oF
wu amay leave it behind and walk eut of the door
(harn ko 237), You are provud of vour viclory and may
add 1 sxriand 5 5TAMINA Poinis.

1Hg
Yo ate alone in the Boat Heuse and have some fime:
te search hefore the Skelelons will inevitably rebum

185~1588

You may either search the drawers {turn to 322) 1n
the room, or may investigate the tools (fum to 34}
beefore they come back. As you begin Lo search you
beara noise rom behind tha doorin the north wall.

135
The hand withersand shrinks back inta the floor, At
the same Sme, the other hands stop dead and
siowly fade away downwards into the tiles. You
deade this time to step on the stac-shaped tiles, and
siep carelully across lo the door in the norlh wall,
The door opens, Add 2« uck points. Tom b 162

186
Turn o 198,

137
You are standing in the cotner oF a bend e the
passage. To the north the passape ends in a dead
enil, To investgate this, ham to 172. To go ecask
wards, tum to 308

188
He now stands just uoder two metres tall. He
advances owards v Ths bodw s haine BT teeth
are pointed. His eves Hash. Hislingernails are sharp
claws. His nose has become a rat-like snoul, Hleisa
WERERAT!

WERERAT SKILL B STAMINAG

Resalve vour battle wath him. IF yvou win, harn to
342. If you decide to Escape, vou may run over Lhe
rickety bridee (lurn to 209}



I‘IIJI_F”II I'!-I:. 4|,|| i ||-1—|"'|.—IIII I||—|-I|I I

L ""|' "t.r_ﬂ‘ “Im_lll T3 4 Illll"' ""l}-- ! "

18y This rooen o5 splendidly decoraied, with a polished marble
fiaar ard rough walls pemfed ki,

18g=-1g1
189

The door opens into a short comidor which ends
several metres ahead at another door, shmilar o the
one vou have just come through. You listen and
hear nothing. You Lry the bandle and itturns, allow-
ing you into another room of a similar size. Bul s
rowm is splendidly decorated, wilh a polished mar-
ble lloor and rovgh walls painted white. Un each of
the four walls hangs a painting, and there is another
door in the north wall, You can either go straight
through the room {fum B go) o Youl may slop o
look at the paintings {lurn lo 25).

190
¥ou are in 2 narmow north—south corridor, Thereisa
dead end to the north. ¥ou may check the dead end
turm to 167} or give up and relurn to the crossroads
{fum io 350).

1

He shrieksand hides bfhﬂ:d his desk e s terrificd
of your aggressive manner. His squeaky little voice
explains that he 15 the Mazemaster in charge of The
Maze of Zagor. You falk g him and reassure hum
that you mean no harm and he evenlually comes our
from behind the desk, He sits down and as hos
confidence returns, a steange thing happens [hs
manner becomes firm and self-assurcd. He relers o
a book, pomts his finger and the book slips from
the shell and floats on to the desk o fronk of himn
You deduce that heis a Wicard ol some posver, per-
haps even the dungeon Masker himselt, come o



103 Muswics and prarble mliegs grve Hhis rover @ kimd of besuty
-~ YU Nare HevEr 2een befare

102-144

investizale vou. You ask him the way oot of the
mase. Fe tells vou to leave by the south door; walk
pasla door an vour right uniil vou can go no further
and fum lell. Co over a erossroads and bum left at
the mext vne.

IF vou laxe his advice, leave
Lhrough the south door and keep
moiner unbl you reach the second
CTOESr0ads

If you leave through the south door

timtend o make your own
Wiy nond

['urn to 308

Turn tp ggz

If vou leave ¥ia the west door Turn ko g6
192
Tum & 169g.
103

Ihe door opens and yvou enter a small room. Your
eves widen as yvou look around to see that the
walls of the room are covered in ornate stonework,
Muosaics and marble inlays give this room a kind of
beauty you have never seen before, In a corner of
the toom is & lange metal statue of a one-eyved crea-
ture. In iks single eve 5 a sparkling jewel. As there
appear to be no other ways through the room, you
will have 0 g0 back bo the junction — but that large
pewel is very templing. Will vou leave it alone and
20 back to the junchon {tum to g3) or try to take the
rewel with you (turn 1o 338)7

Tog
You load the bow and fire, but desparr as the arrow



195—107

flics through the air dircctly at him, stops cenli-
metres from his chest and falls to the Heor. He looks
up and smiles al you with an evil, gloating smile.
Whal can vou do:

Diraw vour sword and advancoe? Tumto 142
Try something else from your
backpack? Turn 1o 105

105
This 15 a rather unlikely slory, considering thal they
see very few humans around. ""-leverlJ:'LE]ESE, Shele-
lons are prefry dim - vou knew this and that's why
you Lried the story. Roll one die. T youroll a1 or 2,
they don't believe vou and keep on advandng. Tum

L0 140:

A 3 07 4 means that they aren’t sure, and send twioof
their number off through the north door whilst the
rest hold vou at bay with their weapons. Tom

164.
A toll of 5 or 5 means they've belicved you and they
all get back towork! Turn log, Add 2 LECE points

106
Y¥ou search the room. Try as yoo may yoll Cannot
find the secrel switch to open the door in the book-
shelf = the old man must have locked it from the
inside. You do find 5 Gold Pieces in 3 drawer inthe
table. You decide to return io the junction tw the
south Turn to 280,

197
At the top of the slairs the passage tumns sharply to

198100

the east. As you pause lo get your bearings, you
hear a creaking in the rock behind you. ¥ou spin
round in fime fo see a heave portcullis drop o seal
off the passageway behind you. Your only way now
i5 forward ! You may either press on forward (turn to
48) or may check the walls for secrel passages (furn
to 2g5).

193

Ome of the kevs turns, but the other two will not fr.
As you strugele to Lry to make them burn, vou hear
twis small chicks and then ‘pings” as bvo mindabure
darts shoot from the chest at vou. Yoo leap back-
wards o try b avoid them, crack your head on the
wall behind vou, and slump to Lthe floor, uncon-
SCIOALS.

Temt your Lok, TE you are Lucky, the dards miss youl,
and vou awake with a sore head, Lose 2 stamins,
points. If vou are Unlucky, the darts stoke and you
never recover consaousness. 1 vounere Lucky, you
may try different keys [remember — e of the keys
vou just used fits perfectly). Add the key totals and
tirn iy that paze.

If you have toed all combimations for the keys that
vou have, you bury vour head in your hands and
wesp after having got so far. You are so neae to
achieving your {:ul'.L]E'r":u but vou will have 1o Ly
again. Re-enler the dungeon - but remember tolook
for kevs as vou progress!

igqg
The passageway ahead widens and you can see



Z00—Z01

ahead a larpge cavern. As you shine vour lantern
around it vou can see crude slone weapons on the
floor and a smouldering fire in the centre of the
cave, Bub you gee no way through. As vou turn lo
make your way back you stop in vour iracks fo see
two Neanderthal CAVEMEN |."’1.:'1m-=' your ext.
They jrunt ageressively ab vou. You draw yvour
sword and must prepare to fight.

LHKILL STARMINA
First CAVEMAN - ea
Second CAVEMAN fa a4

Fight them one at-a time. i you win, leave the
cavern ancd retuen (o the junchon. Tum o 285,

|
= — < Zmre
T ts =t |
=]
200
Turn Lo 387
201

You sink to the floor, You pull the dart ount and
decide to handage the wound. This gves some
relick, but vou still feel weak. You decide to take i
easy and examine the conlents of the chest, but i
you wish you may eat some Provisions here, There
are 25 Gold Pieces and the label on the bottle shows
it to be a Pobon of Invisibility, good for one dose.

The slowve is a myslery, You may put any or all of

these into your haversack and leave the room. Tum
L 293,

202—204

202
You place the helme! on vour head. IE fits well.
Suddenly a searing pain flashes across your [ore-
head. Yoo cannot think straight. This helmet is
cursed and, Ly as you ]:n:igh £, vou cannot termove Lkl
Reduce vour skie b score by 1. The pain soon sub-
sides, but you still cannol shift the helmek Yo
stagger back to the junchon, ving desperately 1o
compose yourself. Turn o By,

203 .
Add 1 point bo vour Luck for defeabting the
Werewolf. You may rest and cat Provisions if you

wish. Asvou look around the room there appears 1o

be litfle of pse, although the bunch of keys looks

nferesting, particularly the one marked “Boat

House”. None are numbered. Yon may take the

kevs if vou wish. There are doors to the west and

south. If you open the west door. go to 38, I you

want lo go south, turn lo b6.

204

he old man does notlook up from the table, bul his
devilish litte pet eyes you suspiciously and starts
chatiering in a small squeaky voice. The old man
grunis and asks you whether you are game for a
wager, Will you accept {(you may only do so if you
have at least one Gold Piece with you}? 1 5o, turn to
130 If mot, you may either leave the room (tarn to
zBo} ot attack the man (tuen o 3577
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205 The raont s very large. ALone end i3 @i alfur, #Aa TRITUNS
coffing sve strevnr abaut the mon.

205-207

— 205
‘The dooropens and vou find yourselfina dark crvpt
of sornee kind. The room is very large At one end is
an altar, and varous coflins are strewn about the
room. There is a door behind vou in the south wall,
and also ons in the west wall. If vou want foinvesti-
gate the room further, um o 254. IEthe place pives
vou the creeps, vou can leave via the wesl door [l
i 380).

zob

You enter a large square room. In the cenkre of the
room is a grey-haired old man sitting at a desk. His
deskis coversd m papers and parchments of various
corts and he holds a Tong guill pen. He i3 sur-
rounded by books. Thousands of them line the
shelves around the walls, from floor o ceiling, As
vou enter he looks up at you, Will he recognize you?
i vou have been in this room before, L to 284; if
0ok, lurm ko 341.

207
Going through the door vou enter a large room.
Varous bits of wooden debris are strewn untidily
across the floor, Apart from your entrance daor,
there s also a door in the north wall. [none cOFneris
a crude wooden desk wilth a box on it Inanother
vorner, apparently asleep (or dead), is a hideous-
looking man-sized creature with warty skin, wild
hair and long claws for fingemmails. Will you liploe
out through the north door {lurn to B3) or Hptoe
across Lo the desk to look at the box (buen to 154)?



208—r11

208
Further up the passage along the west wall you see
another door. ¥ou listen at it but hear nothing. If
vou wanl Lo lry openimg the door, furmn to 3g7. I vou
want o confinue norlthwards, turn to 363.

200

The limbers of the bridge are Totting and decaved
trom years of neglect. /A single plank snaps under
your fout. Roll one die. A roll of 6 sends vou splash-
ing inlo the river below — turn ko158, A roll of 1-5
means you regain vour fooling. Turn 1o 47-

210

Shortly along the passage you amive at anoiher
junclion where vou may go either straight ahead
westwards (fuen 10 225) or northwards (fom o 357)

21T

Wights are volnerable only to weapons made of
solid silver. 1 the weapon you are using is nol made
ol silver, have one more Atack Round, Remember
that any wounds he inflicis on vou will count, but
vour ywounds will not harm him, and he wall siill be
at full strenplh (sk1LL G sTam1nA 6) unless yoo
have chosen a siver weapon.

lf you have a silver weapon, you had belier use it
mow and 1urn 1o 173 If vou have not, or if you have
sufllered enough damnage you'd betler run for the
north door ~ tum to 360, Kemember that you are
Lscaping here and he nflicts a final wound as you
fles

Z12—714

212

The parchment is well worm and almost illegible, It
15 2 map of some sort, headed “The Maze of Zagor’.
You can make Lttle sense of it, although a room to
the north is marked *. .. GER" and another bo the
eash s marked "S- BT

You kold up the map and put it m your pockef. If you
have not vel tested the liguid and wish to da s, Born
L 369 Otherwise, you can make vour way north-
wands {burm to 120,

z13

The doorislocked, Youmay rv lo charge it down by
rolling two dice. If the number rolled is equal tooor
le=ss than your sEILL score, the door bursts open —
lur 5 36. I the number 15 greater than vour sxiLc
score, the door remains locked, vou lose 1
STasiNa point for your bruised shoulder and you
musk progress up the passage — turn 1o 314.

214

FEIL"iTig northowards, the rock face s smooth and
glislening with moisture. Moss of many dillerent
hues graves on the surface. There is an cerie silence
punciuated only by the splazshines of Ehe river as it
flows behind you, You have three oplinns:

A passage runs off to the north-yeest,

If vou take ihis route Tum to 271
A large timber door is directly in

front of you i the middle of the

rock face. If vou open the door Tuen to 104

TR optoen o
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218 Youw are ool the south boek of au undergroerd roer, fecog
werireE vk black depihs

215—21H

Another passage runs oul along [he
rvier easbwards. To follow this
along the rverbank [1rn [0 gg

215

You reach into yoor pack for the shck only to find e

split intwo picces! L has broken dunne your advan-

ture. What else can yoo ry:

Drraw yvoar sword and advance? Turn o 142
Ery something else from your
pack? Turn 1o 105

216

The warer is refreshing. As vou drink more vou fesl
a glow spreading throush your Body as if vou wore
dnnking at the fountain of life. Add 4 sTamina
poinls, and mestore vour SEILCand LU CKsoores 1o
their Inilial levels. The lountain of lite Lor vou must
be the fountain of death for the evil Goblins You
may ezt Provistions heme When you have rested

leave through the north door Turn to 384

217

The staxe namrowly misses the Yampire's head As
you walch it fravel, you pick npthe creafure’s Fave
dagain. He beckons vou toawvards him once mote
Your will has gosne Turn o 128

218
You are on the south bank of an underground rver
lacing acruss its black depths There appear o be
four wavs of crossing. To your left, a rusted bell
bears the sign *Terry Service 2 Gold Tieces - Please
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Ring.” There 15 a small raft in front of you on the
bank with a long stick resting beside il: vou could
punt acruss the river. A rickety old bridge crozseson
the right, If you don't trust any of these. you may
swimn. Which will you choose?

Eing the bell Tumtng
Funt the raft across Turn to 386
Risk the bridge Turn {o 209
Swrim Turn o 316
219
lurn to 18z,
220

I1e i enraged by your pleasantries. He waves his
handin the air, mumbles a few strange svilables and
then points at you. You fecl vour head spinning and
pass out. Yowawake ina dead-end passage. Turn o

171,

221
Whal are these mysterious ilems you have col-
lected? Which have you writen down firsl on your
Equipment List:

Thi armoule? Tum togz
The shield? Tum o3z
The sword? Turn k27
The sgold? Turm o110

The cracifix? Tum to 170

azz—226

I3
You walk up a long corridor, round a sharp hairpin
bend at the fop and finallv along an east—west cor-
ridor, eastwards lo a crossmeads. Tuen Lo 85,

23
‘The door is firmly locked. You may ey to force it
open (furn to 53) or ¥ou may conlinue along the
cormidor (furn to 300).

224

Ac your eves walch the creature’s movements, they
suddenly make contact with its piercing slare. Yon
are mesmerized and, as it beckons you fowards at,
your will disappears. Turn to 128

225
Ihe passageway conbnues westwiards and then
firmis dus north. Same wav Lp, you rea ch a junction
where a narrow passage runs off o the west. Will
vou continue northwards (tuen to 77) or take the
west way (turn fo 63)7

235
You walk a short diskance south and find yourseli at
& erissroads. Turm Lo 267
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227
The door opens and you lind vourself in a zmall,
smoke-lilled room. Siling in the room arcuwnd o
wooden table are four Bny men, each about one
mefre tall, but all are apparently Tully matuee, with
weathered skin and long, bushy beards. They are
cursing, laughing and joking as they play a card
game. Each one is leaning back on his ting chair,
puffing 2 long clay pipe. On the able are a number
of copper coins and four mugs of ale.

As vou wialk in, their mermiment stops. Thoey ane on
their guard but don't appear o be oo dangerous

Orne stands up and makes some comment aboul,
your lack of manners, notknocking before vou came
m. The others nod theie agrecinent. Do vou:

Chat to therm and bry o befriand

them? Turn to 131
Apolorize, bow and Teave the

room Turn Lo 2g1
Offer to jomn in theit card game? Turn to 100
Draw your sword and go for the

lader? Turmn b zo

I yonr have already been in this room;, you fod it
empty Tumn o 291

228
You find no secret passageways. You are careful not
o make too much noise 10 case vou attract any
wandering creatures, You stop and listen bt can-
nol hear anythmg. Yoo retorn B the crogsroads
Tum to 85



2ap—r3a

e
You arrive back at the junclion and this time (urn
right, lurn Lo 69,

230

The creature now 5r.=1!'|:]iﬂl11lsrI before vou 15 @ serm-
decayed man. Hiz guick eves darl [rom side lo side
watching w1, TTis loneg tongoe flashes oot with a
hissing noise. His tecth and nails are sharp and he
doesn’t seem Lo be afraid of vour weapon- Tleis a
GHOUL!
GHOUL

SEKILLE STAMINA T

7

s

1Te has the abiliby to paralyse vou i he scores four
separale wounds on you during this batile, =i
bewara! 1f you defeat him, turn to 3go. If he kills or
porilyses yoll, liurn o 64.

7,
(]

231
Turm to 182

232

Almost exhausted after your awksward Gght with
the Spider, vou set to work on hacking the boots off
with your sword. Eventually they come free and
you may leave the cavern down the passageway
and back to the junchon. Turn be 375

233—236 '
Z33

Tormn &p 198.

234
You find no secret Fﬁi:‘-':jgi?*:'-- Tlowewer, vour rurm-
magims atiract the attentions ol soimething sinisler
. T'ern to 161 fo discover what has appeared in the
passagewar in fronk of yoo_ Fight this monsker.

if vou defeat the creature, yoo can continuwe up the
passageway by tuming to 3. Write down 337 56
vou will know where o go.

235
You follow the passage westwards, theno i€ turns
sharply to the nocth and, some mettes futther on. a
passage runs off o the west. If vou would hke Lo go
along the westwards passage, tum fo agb. If you
wani Lo carry on northwardsup the passage, turn o
5.

-

236
The battle commences. The Skeletons attack you
one by one:

SEILL STAMINA

aKELETOMN A a 5
SKELETON B fi a
SKELETCOMNC 5 5

I vou win, tura to 395.
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237-240

237
Tou move swidtly down the pascape and armive back
at the jpnchion. Tum northwards this ime - lutn lo
285.

238
You are af a three-way junction.
T oy east lTurn 1o 7o
To go wesl Turn tu 180

To zonorth Turn to 320
239

You think back lo the words of the old man. "You
might need it sooner than vou think . " You grope
mn vour pack and pull out the candle. Immediately it
lights itself of its own accord. The howling stops and
the room appears bathed in a blue light [rom the
candle. On the walls, the higures in the moral are
migznng ! They are mouthing silent scecams as if trap-
ped ina two-dimensional hell. On the sall opposile
= angther door, which you may leave theough (Furn
to 83}, or you may sky ko Invesbpate (tum t149).
Add 1 1ucr for your foresight.

240
The box 35 lizht, but something rattles within. You
apen the lid and a small 5N A KE darts out to bite at

your wost! You muost fight the Snake.
SN AKE SKILL 5
If you kill the Snake, furn bo 145

STAMLIAA X
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241
Ax vou attack the porirait with the wooden stake,
vou feel a wrench of pain in your wnst. You ane
toroed by some unseen power by drop the stake.
Youl decide to runand leave through the north door.
Turn togo, but lose 1 more 511 L1 pantinaweof the
Warlock's power.

242
The door opens te reveal a small, dimly e roome
The walls are hung with omoate curfauns, laced In
sifver and gold. A single flame burns in one corner,
theowing lichl on a low table m the middle of the
floce On this lable is a Jarge chest. You slep up Lo
mveshigate the chest and (rom all around, yet from
nerwhere, o myslerious sonnd flls the room. 11
sounds like the rumbling of thunder clouds prepar-
g b make stosm

Y ow approach the chest and can see thar itis held
shiut by three locks. As vou approach, the noise gets
louder. Will yona:

Hack at the bhox with your sword o
Ly Lo splitil open?

Search throush vour bags 1o see il
vou can lind kevs to fr?

Turn to 379

Tumo13n

15
To your horror, you realize thal thus dummy lever
was A trap! Although if Tooked hie a handle ot was
1 1ach a wias-coaled sword blade and it has now cot

244

wvour hand badly. Did vou wse your nght or your ledt
hand?

Roll one die. [f the number vou roll is add, this svas
vour sword hand and your fighting prowoss has
been severely hampered. Lose 3 sxiL1 points and 1
sTAMINA. IF you rolled an even number, you used
your other hand, and so the injury is not quite so
important. Lose 1 SKILL point and 2 STAMIN AL Tf
vou now wish Lo pull the fdght lever, turn 1o 128, If
you don't wash to pull the nght lever, vou won't be
gelting much further — and remember which hand
v will use!

The passage runs northwards, and ahead vou-can
hear the splashings of anundernsround dver The air
becomes ool and fresh. Youw sporn reach 3 wide
opening of a river bank bul despair as you look
acToss I see no way throngh on the other side. To
the east the river flows through a cave in the rocl
You may either sit, testand eat Provisions (i to
143} or continue by what seems to be the only way
hwward, jumping into the river and swimming
downstream {lum (o 399).




245-248

245
Turn to 198,

246
You st off sonth along a cobbled passageway. It
swings wesl, then south, then west again until vou
fined yoursclf at a three-way junction.

To go north Tum to 320

To o west I'urn lo 180

-To go back cast Tum to 7o
247

Ie iz a litlle startled by your onslaught, but simply
taizes hishand. As he does so, you suddenly collide
heavily into .. . apparently nothing. You sit on the
floor i a heap, rubbimg vour nose Lose 2
&1 amin A poinls, The old man chuckles and Says,
You poor fool, Did you Lhink 1 was defenceless m
such a den of evil as this? You wall regret vour folly
You rise to vour feel and relurn io the passageway,
furning north up the comdor. Tum 1o 202.

238
The crealuee that has just awakened san ORC!He
serambles to his feet and lurns to grasp at a rope
which is probably the alarm bell. You mast attack
ham quickly.

ORC GRILL B

STAMINA 5

240250

If viou defeat lim, voo may continue up the passage
— furm o 30a.

249
Ihe dog springs as you move. I hideous black
teeth are coming straight for your throat! [wo
melres from you, a blast of fire shooks froom s
mouth richt at vour face! You duck just in time but
must now fight the beast.

L e SEILL 7

5TAMIMA R

i
S

In addition taits normal attack, throw one die every
Attack Round for ils fervy breath, Onareli of 1 or 2,
it seorches vou for 1 point of damage —subfractfrom
VOUT STAMIN A —bubon aroll of 36, you avaid the
blast. You may use your Luck against the fire. The
only Escipe open is through the south door (turn 1o
B6).

The old man watches the fight but does not move
unless vou kill his dog. If you kill the dog, you may
Eccape throueh the south door (fum b 86), but you
will not have time o take anything with vou. If you
wish to stay, furn to 304, Add 1 Luck point any-

wWay.

2ZE0
You are n a short passageway which comes to a
dead end several melres ahead of you. Yoo study
the tock face carefully but there appears 1o be no
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51 As you stend m the peibled ink yon hegr o fluttering of

munes arud faok up te see three Giasd Buts

SUMIFATE Dot

251253

way throogh  You return to the crosstoads and this
time conlinue straiehl ahead nocthwards Turn 10
gl

2
The passageway fwists sharply norlthwards and
ahead you can hear water Howing. You eventually
reach the south bank of an underground river, As
vou stand on the pebbled bank voo hear a fluttering
of wings and look up to see three GIANT BATS
swioopine down on vou to attack. Fight these three
as a single creature: '

GIANT BATS SEILL A STAMINA B

If you win, turr ko 344. You may Escope by jumping
into the fver (Furn B 399)

p i
Tou pull the lever and, with a great groaning noise,
the rock {ace in front of you and the ground vou are
standing on skart to move. As if vou were on a mant
ratzbng lable, you spin round untl you skand on the
offrer side ol a rock face 10 a north-south passage,
Will you go north (hutn to 312) or south {turn to 226)7

<53
The passageway ends in another wooden door, this
fime a small one with a carved bone handle You
listn but hear nothing coming frum inside. You try
the handle and the door opens into a pear-shaped
oom with a rough stone floor, making walkang
2cToss 1L somewhal awkward 1o ane corner of the
riim 15 2 pile of rubble, mainly stones and dust, but



254255

there arealse tvo odd-shaped pieces of wiond and.a
length of rope. A door in the north wall leads on.
Will yous:

Examine the bits of wood? Turn to-328

Shady the length of rope? Turn 1o 125

Leave through the norih door? Turmn to 73
254

The silence is deathly. A slow dop stardles you as
you creep around the coffins. The altar is ornately
carved and studded with jewels. Beautifully woven
drapes h,:mg from the walls althougzh l.hET are
threadbare in places. There are three coffins in the
room. A creaking noise makes you whirl round and
the light from yourlantem falls on the largest cotfin.
It is opening!

As vou watch, a lall man with a white face sits
upnghl His eyes open and fall on you. His expres-
sion changes from one of trany uJJlm to one of abject
hate, His mouth opens and a ’rt-*ml.:x g hiss comes
from his throat. His teeth are wolf-like. He beckons
you bo come aver. Do you:

Approach him as he wishes? Tum to 352
Thaw your sword and prepare o
Hpht? Tom b 333
Reach into vour bag for another
means of atlack? Turn lo27g
Run for the west dooc? Turn &> 380
235

The passageway cnds in a sturdy wooden door If

2ch—258

vou want bo try opening it turn to 193, 1F you want
togo back Lo the junchion and try another route, turn
ta 93.

256
You are at a junction where vou may go norlh (lurm
tor 3g8), although this passage ends shorily na dead
end. You may go west (Lurn o 297} OF you may 20
sputh [furm B 114).

257
Ihe passageway runs straighl for several metres
and then ends at a wooden door. You listen at the
door and hear angry shouting coming from within.
Will you investigate {(turn to 168) or turn back {turn

o 203 )7

258
You sort through the broken puts and find little of
interest. The liquid looks, smells and tasles like
water. The coins m the pol are a fraud. Eighl
genuine Gold Picces lie on the surface of the pile
{and vou may Lake these) butumderneath are merely
painted pieces of pok

As you I:[,-:n the vase out it slips and breaks. A red-
Lr:rI ured key appears, hidden inside a falzc bollom

in the bowl, You may take this key. [tis inscribedd
1.-.I:h the mmmber 1

You may rest here and cal some Provisions. You
may add 2 LUCK points for defeating the Minotaur.
Finally vou leave the room. Turn bo 54.
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259
As you swim Lo the bank away from the Crocodile

vou look back to see the mysterious *arbulence”’
approach the repfile’s body, break intoa frenzy amd
then move off, leaving nol a frace of the animal.
Tharikfual that you were not there 1o find out what it
was, youl lift vourself outof the water on to the north
bank. Add 1 skirL and 2 Luck pants, Tum 7.

=60
You find no secret passages. If vou are om ¥OUT way
north, turn to 359, L you are going souih, fum o

324.

el U §
You reach Lhe junction and continue cashwarnds:
Turn Lo 345-

262
Some way up the passage, you reach another junc-
tion where you may either go eastwards (lum ©
10g) o turn westwards (furn Lo 251]-

263
You shout: “You are freed, old man!’ at the top of
vour volce, Instantly, his ranlings coaze. Iie slops
dead in his tracks and sinks 1o the floor, weeping
loudly. As he graduoally composes himself, he
lhanks vou many times. You talk with him m the
hiope ol discovering sume of the secrets of 1he
mountainand he begins totell his siory. Many years
agn he was an adventurer like you in scarch of the

264

Warlock's breasure, He was captured by the Orcs
and thrown into his solitary cell as a sort of pet For
the creatures. You ask whether he would hike Lo
accompany you into the mountain, but he simply
wanis lo leave and see the world asain. You ask him
for advice but he says he knows little, He advises
vou to pay your respects ko the boatman. He tells
vou that you must pull the dght-hand lever on the
wall ahead Lo open the iron gate at the end of the
paszage. He has also learned that the keys to the
Boak Iouse are guarded by a man and his dog. You
chake hands, leave the room and go your scparale
ways. Add 1 v ok Turmn o 314,

264
There is no way you are going b charge the door
down, as it = twolve cenBmetres of solid oak! You
bruise vour sword arm at the atlempt - lose 1 SXILL
point. You can only getthrough the door if you have
the Boat House key (if you have this key, turn to 8o,
and more foal you for nol using it straightaway)
Otherwise vou will have to return o the riverbank
and Iy again. Turn ko 129,




266 Tz case opers ensily and iesiie you fed o magnificeni bee
and are silzer drraw

2h5—266

265
You grope around the keaglh of the wall and find a
door. Quickly vou fumble with the handle. lEopens!
Tum ko 38-

266
The case opens casily and inside you find a magmiti-
cent bow and one silver arow. An Inscriplion on
the caze zavs: “The giver of sleep to those who never
can’. You put the bow, arrow and case in your pack
and leave the room, bul you may eat Provisions first
—and add 1 Luck point. Turn to 237,

zh7
Yo o stand at a crossrcads.
Toponorth Turn Lo 312
To go south Turn to 236
To o west Turn b 7o
To goeast Turn to 340
208

Their vocabulary is limited to a seties of moans and
groans. They apprar nol io be intelligent at all.
Furthermore your conversation merely serves to
atitact their aticntion to you, They grip their
weapons and it looks as though you will have b
feht them. However, there is a slim chance that you
could make it to the door you came in through. I
vou want 1o by for that door, turn to 13, 1 you have
resigned yourself to a battle, tum to 282,



260—273
269

You arrive back at the junction and turn sweshwards
lum to 225.

270

You enler the cavern and look around lo see doeens
of beautifully coloured stafactites and stalagmites
bordering the perimeler. Numerous dnps can be
heard, but the swhole place seems like a magic
grotto, Mear the back of the cavern, you come 3Cress
a pair of boots, which seem to have been made guiic
recently. Will you:

Continue investizaling the cavern?  Tum toéa

Try on the bocls? Turm 10 393
Leave the cavern and return to the
junrl'iun? Tum 0 375
271

The short passage begins to nammow and ends a few
metres ahead &l a doorway. If vou wish o go
through Lhe door, turn to 336. 1f you decide agamst
thus direcHun and go back to the rfiver, tuom to 214,

27z
He calms down, rakes the Geld {deduct this from
your Gold) and rows you across o the morth banlke
After mooring the boat he ambles odf down a pass-
arcwiay, Tum to 7.

273

£

A search of the toom reveals nothing of any value,
although an old box 1n the corner contains a wooden

274

mallet and five short stumps of wood, sharpened al
one end. Yoo may take these if you wish, and can
now leave through the door inthe north wall. Turn

lo 189.

274

You leave the cavern along a long, narrosy comrdor.
After several hundred melres, it ends at a large
wooden door which iz slightly ajar. Carciully you
ease it open a little forther and poke your head
arcund the side to see what is in the rogm. Yoo seca
small old man sitting at a lable on his vwn, playing
with a pack ol cards, He looks quite a harmless old
soul, grev-hafred and bearded. He is seated What
well vou doc

Burst through the door, sword

drawn, Ersurprise the old man?  Tuth 1o 324
Knock on the door and enter

greeling the old man

comrteousiy? Turn Lo 356
Get down on all foursand try to
creep into the room unnoticed? Turn togl
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275 The corpse’s eyes flick vpen and 2 quackly sifs wp and
2 slashies at you with U5 long sharp fingernads

27570

275
As vou move over towards the second bady, you
acadentlly kek the third coepse on the floor. |ts
eves flick open and it quickly sits up and slashes al
vou with it long, sharp fingernails.

Fest wour Luew. If you are Lucky, the creabure misses

If you are Unfocky, it has cawrht you across the leg
and you suffer 1 srtamina pomt's worth of dam-
agr. Tom b 230

276
Turn o182,

LT
You are in g short passageway which comes to o
dead end several metres ahead of vou, You may
search lor seerct passages (lurn 1o 246), or vou may
etum to the crosstoads and either follow the pass-
dge ahesd to the noeth (tuem 1o 366), o turn o the
west (form oo T1).

278
The passageway soon comes to an end at a locked
wooden door. You listen at the door but hear
nthing. Will vou toy tocharge the dooc down ? [Esa
urn to 136, If you would rather tum round and go
back bo the junction, turn by gz

270
The creature you are facing is a VAMDPIREL You
have vanous Iines of attack. Your sword will dolittle
real damage. A Crucifix will hold him abbay but will
not kill him. I vou have either of these you may use
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it to gel you through the west door {turn to 380). If
you are delermined to kill the Vampire, you must
overpower it and drive a wooden stake through ils
heart. If you have a wooden stake and wish to Iry fo
kill the Vampire, tarm to 7. If you have none of
these, draw your sword and turn to 333-

.aBn
Youarrive back at the junction and this time take the
passageway o the east. The passageway runs for
several paces easkwards, then lurns necth, Tom o
311,

2B1
The narrow passageway eventually becomes foo
small for vou to walk along. You get down on your
hands and knees, and crawl. Evenlually, you will
gt no further and fhere seems to be no way
through, so you decide 1o refurn Lo the main pass-
age. You head for the junction. Tum to 10

]

The Four crealures shullling kinvards yoo are mind-
Juse ZOMBIES. Their vacant eves suggest Lhat
Uheir actions are controlled by a will which is not
their own. Youl are sl too dizzy to think properly,
kst you must act quickly. The first Zombie reaches
you and prepares to swing his dub, You must Gght
hir.

ZOMEBIE SKILL T STAMINA G

[ vou defeat the first Zombie, add 2z Luck points
and turan to face the other three (fight each in fumm):

SKILL STAMINA

LOMBIE with scythe ] f
ZOMBIE with pick 2 fa
LOMBIE with axc & 3

If yoo defeat all four, hurn bo 115.

283
You arrive back at the jonction and progress west-
wards. Tomn to 251,

z3a

“You again?” savs the bazemaster, obviously
anmiwved at bemg disturbed. *You are disturbing my
concentration, Be off with voul' You besin b
explain that vou only returned by mistake, but as
vouwopen vour moath, an wov glare from the old man
silesices you. You decide to leave Bim ko b To leave
by the west door, turn to 46, To leave by the south
door, hom bo 392

285
You see a well-used door on the right-hand (east)
side of the passageway. With your car to the
Eevhole, you [sten and hear a man screaming for
help from inside, Will you open the door (turn Lo
213} or walk on (burn o 314)?



Crmomy o fie bones are three (i Rafs aloch Shop e
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=10

The narrow staircase is cot into the rock and there
are about twenty steps leading down, At the bottom
of the steps a passageway leads vou into a large
open chamber. This chamber stinks of putrelying
flesh. The smell is 5o bad that you are tempted to
turn back. Three bodies lie in the chamber. Yoo may
cither search the bodies, or Hptoe quietly through
the room. What will vou do:

Search the first body? Turm b 2gg

Search the second bodw? Tum to 275

Search the third body? T to 148

Tiptoe through the room? Turn to 107
287

The passage continues for quite some time then
vou reach the foot of a staircase cut into the rock.
You ascend the stairs and they end al a wooden
door with rusty hinges. Listening at the door, vou
cant hear come scratching sounds. You try the
handle and the door creaks open. You step into a
bare room scattered with bones. There is a door on
the wall opposite. Gnawing at the bones are three
GIANT REATS which stop to look at vou as you
enier. Each is at least one metre longrand their tatty
coafs indicale that they are firghters, Youwill have 1o
take them on if you are going to get through the
room, as they no doubt see vou as a tasty meal, If
vou have collected any Cheese dunng vour adven-
ture, tutn to 32, Otherwise, burn to 309



288—2p0

255
Tumm to 1Bz

28

You look frantically round the room bul can =ce
nothing o aid you. Suddenly your eyes stop o the
pack of cards he was lingenng as you enlered, and
vou remermnber the rumoars and stories the vilingers
told wou: “The Warlock's power comcs from his
cards.” The sorcerer sees your interest in them and
you both rush for the table. You get there irsi.
‘Leave those alone,” he screams, “or you risk my
Fullest wrath! But you meve backwards and sct fire
to one with your lantern, e cres out wildly and
then begins to plead with you to leave them alone.
One by one you burn Lhe cards and, a5 you do so,
the Warlock diminishes in stalure. As the last card
zoes up in fAames, he stands facing you, a broken
man, My book!” he croaks, and he mes to uniock
the door on the Far side, You race across to him with
your syword drawn and spring at him, Resolve this
baltle.

WARLOCK SKILL 7 STAMINA 12

If you win, turn to 306,

200 -
Turn to 198.

21294

Zh1
You are standmg i the middle of asit east-twest
romdor. To the east is a dead end, swhich oo can
investigate by torming to 315, To the westb s o fam-
ihar function. To o this way turn bo 52 Another
passEcway — quite a short one - leads off 1w the
north and ends in a farge winoden door IF you wish
to ey the door. tum to 227

252

Morthwards the passageway ends ata solid wooden
door. You listen at the dooe but can’ hear nothing

There appears to be no choice but to open the door
and enler the room, which vou do. It's a large

square room. You flash your lantern around Lhe
room and catch a quick ghmpse ol ils emphness -
although there are murals on the wall — befure yolr
Lantern suddenls poes out. You try to re-light i, but
it will not catch. In the Blackness vou hear a succes-
sion of [rishtbul noises. Howls, screams, cries and
wails are wethine louderand louder undil they reach
the pitch where vou must cover vour ears. Py il
have a Blue Candle? I so, burn to 239, L not, turm by
40.

293
You ammive back at the junction in the passage and
walk straizhe on easrwards Turn Lo 113

2654
You lind 5 Goid Pieces i the pockets of the corpse



295-296

Enter these on vour Adperlire Sheet and add 1 LU CK
point for your find, You may now either:

Search the second body Torn to 275
Search the thicd body Tum to 148
Tiptoe through the room

northwards Turn o 107

245
Youl Find no secret passages. However, your explo-
rations attract some sort of creature, and as you
listen you can hear something coming down the
corridor lowards you.

Tor find oul what sort of wanderng monster vou
have come across, turn to 161, You must fight the
creatire and, if you defeat it you may press on
down the passageway by turning to48. However, at
section 161 vou will not be rold where lo progress to,
50 wribe down 48° now so you will know where to
go aller 167.

zg6

The box containe a smali leather-bound book
entitled 17e Making and Cazfing of Drggorfire. You
open the pages and begin to read. Fortunalely itis
written in your own language and so was probably
not understood by the Ores - otherwise this treas-
ure would certainly not be as loosely guarded as it
Wb

The book 15 written in liny handwnting by Farngo
Di Maggio. Tn it he tells the story of his life's svork:
the creation of the Dragonfire spell with which to

296

izht evil Dragons. You read how, in his last years,
Famgo finzlly perfected his spell but by then was
too old ko make use of it So he compleled his book,
locked itin a chest and hid it in the depths of Firetop
Mountain, afraid that it mighl [all inlo the wrong
hands, The last page reads:

f T ]

< So. yorwho nowhold
this book ,you hum

Life’s worh_in your -

£The poyer of destruction is
‘arours if you wish it, but denot
waste it. Unless vou usc the
Zpell for the e for- which
it wos infended . you shall be
consumed by evil idseld and
diety the fire fromyourown |

-Remember, only when
the on breathes itsfire
at you uld yout roise your
as e and g@b >
R Cri
ERhem Srif
Srif €rif

Ot Maggio®

=
A

You say these words slowly and soffly, Suddenly
the pages seem to glow and as this glow disappears.

LA S T -“wﬂﬁr—rr——ﬁfﬁ—frrﬁ'-'—ith MT——"'WW--




207—248

s do the words on the pages of the book. You
repeat the spell o yourself to memorize itand leave
e room Turn fo g2,

297
o are inan east-west rcorndor with a T-junclional

both ends. To go weshwvards, turn 1o 150, To go
eazlwards, hun to 256.

28

The bridge s slippery from the splashings ol the
waler. At one point you ship on a tull of wet moss
covenng the timbers, Roll one die. A roll of 6 means
vou slip from the bridge inlo the water below and
start swimmming lor the nearest bank — tum b B4.
Any other roll is lucky; you managed to hold on and
you reach the north bank {lurn o 7).

209—301

209
The passageway nuns east for several metres and
then runs north. You walk a long way notthwards.
You may check {or secrel passages along the way
{urn to 260} or simply proceed northwards (turn 1o
3391-

oo

Un the east wall of ﬂu? passage you see another
door, this time made ol solid metal. Listening at the
door you hear the sound of Rortured scrcams
coming from within. I vou wish to try opening the
door, turn B 1oz If you decide Lo ighore this room
=nd continue up the corridor, fum to 303.

301

To vour left, on the wesk Eace of the passage, there s
= rough-cut wooden door. You listen at the door
2nd can hear a rasping spund svhich may be some
sort of creature snormg,. Do you want lo open the
door? If s0, tum to 8z, If voo wish to pross o
northwards, turmn b0 208

=13 :
e T
] [ A




303 Anrrae

portcitiis blods vowr ey and no smound of

cherimmg 15 gomig i budpe o

J02—304

joz
Tum o 198.

373
You armove at the end of the passage, where 1t meets

another going easl-wesl, Bub an iron portcullis
blocks vour way and no amountof charging 15 poing
to budge it. On the wall to your righr are fwo levers
znd it seems likely that these lavers have somethung
23 dip with raisine the portcullis. Da you wish topull
the right lever or the Ickt lever?

Right Turm b 128

Left Turn bo 245

204

The old man is furioos at vour killing his dog: His
eves tom white with anger. He slowly rises from his
zeak and as he slands he appears K gainin siee ana
stature. e 1 chanuing in ronl of vour eyes. Tle
sprouts hair on his face and forearms. His nose
lengthens and becomes dog-like, His teeth are
pomicd. He isa WEREWOLTF and he advances
fowards you-

Y ou can Fsgape omiy through the door behind you to
the south {lurn (o 66). Otherwise you must lght
D=

WEREWOLEF SEILL B STAMIMNA B

If you defeat him, turn o 203.



305-308.

F05
Tes! yeur Luck three times, IF you are Lucky each
time, you make it across to the far door and can
lcawe Lhe room, Torn to 262, On the first throw that
voou are Unlucky. you step on a hand tile — burn to
108,

306
You shll Aind no seerel passageways. But coming
towards you down the colTidoT you can sce a
creature-like shape, To find oot whal s coming
towards you. furn to 161 and prepare to fight.

1f wou kill the creature you encounter. ¥oo can go
back along the corcidor, Turn to 2g1. Write down
this number so you know wherne {0 relurn 1o.

307
The passapge twists and turns and eventually ends in
a solid iron daor. You listen but hear nothing. You
can try to open the door (furn to 134) or ¥ou can go
back to the junchon {turn to 87}

zo8
You are standing at a crossroads. To the west the
passageway goes on a few metres and turns north-
wards. To the north the passageway ends ala door.
To the east the passage conlinzes and eventually
turns soulhwards, Lookmg south, the passage goes
011 A5 FaT A5 yOu can see

=310
T'o gowest Lurn to 187
To go north Turn to 54
Iopgo zouth Turn bo 160
To go cast Turn ti 354

399
You draw your sword and wait for the Rats to
::._?riilg. As the leader prepaces bo jump, you :-}h-::-u_t
loudly and leap forwarnd atit, Your cry frightens off
the other two and they scamper back a lew paces.
Fight each of the Raks in tamn:

SHILL STAMIMNA
First RAT g 4
second RAT & 3
Third EAT g 5

If you win, you may leave l'hmugh the door in the:
north wall. Turm 1o 124,

310
Something 1s not quite oght. Yoo landed 3 fair blosw
on hirm, but he appears not to have noticed’ the
wound! You dedice that this Undead creature is nol
vulnerable to normal weapons. You may choose a
new weapon. Armed with this, or yourold weapon,
turn 10 213
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31T Ihe v a5 compleiely bure, but the foer 15 comered m g
mosere of Hles

311313

311
Ihe passageway ends in a door ab which vou lisken
but hear nothing. Trying the handle, you find that
the door opens o reveal a large, square poom: The
o 15 completely bare, but the flooris covered in
mosaic of tiles. Two shapes stand out on the floor;
star-shaped tifes and hand-shaped Hles. A door on
the opposite wallis the only way through, Will you:

Walk across the room Lo the door?  Turrn to 305
Walk across the room stepping

only on stars? Tum to 178
Walk across the room slepping
anly on hands? Turn to 103
312

You follow a long, narrow passageway which goes
nocth, then wesk, then north apain and you eventu-
ally find vourself at a crosstoads, Turn to 308,

313

You check over the body. The poor wretch was
obvioushy caught in the same way that you were,
but his weaker skull shattered under the club’s
blow. He wears a sint of leather armour no better
than your own, holds a wooden shield on one wrist
and dubches a steel-bladed sword inhis other hand.
In his pockets are 8 Gold Pieces and around his neck
I5 A silver eracifoe

Tou may ke any two of these items poo wish.
Write them on your Equipment List and lurn to 221
Alep add 1 tuck and 1 sk point



: 313
Lty a4 S AAEESEEE pOr S8 5 ofror 1 the st
wall. Yoo listen hard, BUt can hear no sonmnd. Do
¥ou want to open the door (o investizate? If so tum
v 223, If yoo want fo walk further op the passage,
furncter oo,

315
The dead-end appears fo have no secret pass-
ageways, but vou can check by turning to 306. I you
don’t wint to double-check for secrel passages, tum
{0 281,

FT6

The waler 15 icvy cold, You statt to swim and nofice
that your splashings are atlracting 2 moving “tur-
bulence’ in the water. Will your strensth and
stamina hold out? Roll two dice. If the rollis equal o
or less than your sTAMIN A scote, you belicve von
can makeit and swim furiously for the north bank -
lirn B35z, U the roll tolals more than your
STAMINA score, Youdedds not 1o rick iband return
tu the south bank — (urn to 218, You may cat Pro-
visions on lhe south bank.

3T
You cul down the Dwarf. He is, as you guessed,
ttad. Going through the pockets of the two Gob-
lins, you find a large piece of sweeksmelling
Cheese. If you wish to fake this with you, put it in
your pack and leave e room northwards. Tum o

303:

ST ™S,

Tl r

_Fmdr

fhe passagewav ends in a dead end. You may either
ellmm fo the crossroads (turn to 85) or search for

=Tl passageways (forn fo xa8).

315
To find the secref of the second item you have col-
fected, turn to 221 and inwestigate, If you have
alrcady investizated bolh items, (uen to 81,

32
You mmn out of the moom and skam the door shut
Sehund pou. Yeur fum nocffwands g e pass-
Fgcuay passing o similEr-looting door frther up.
Tumn to 363-

J2EL
Tum lo 16g.

322

The drawers are all full of nails; lacks and mizscel-
fancons bits and pieces, In one drawerjs a LUPPer-
coloured key, inscribed with the number f& which
ooss inferesting. You may keep this key i you
ficczrd one item of equipment you are carrying,
Sgjust your Equipment on your Advesfure Sheei il
vou wank o lake the key, The noise from the nocth
==tz louder. You go Lo the north door to investizale.
fum to gb.

323
Sfier a few melees you teach another three-way



326 A srmall vop sl bore rocey walls. O the far poll hares
& golidor key.

324—326

junciion. You may go either northwards (turn to 8)
or eastwarnds (hurn to 255)

324

As yvou burst throuzh the door, the old man tums to
ook at you, not in the least perturbed by your intri-

sion. Suddenly he vanishes! FHe reappears against
the wall and, as vou spin round to see him, he
laughs. Not the ferble rackle of an old man, but the
booming laugh of a much younger man. Again he
disappears, and reappears in anather comer of the
room, glaring at you and taunting vou with his
evil laugh. You swirl round just in ime to see him
dizappear again. This time he reappears in the
zit above you and slowly Hoats down to vou. His
glaring eves make you shiver as they approach.
Tum fo 358.

325 :
You place the helmet on your head. [t Gfs well. A
glow begins to All your budy and you seem Bo pros-
sess a power and confidence bevond anything you
have felt before. The helmet is blessed with magic
and will zllow you to add 1 point to all ubere dice
molls when computing your own Atlack Strength
during combat so long as you wear it. Nobe this on
your Eguipment List and return to the junction
{turn o B7).

326
Tou enter a small room wath bare, rocley walls, On
the far wall hanes a solden key, There appears to be
no way through the toom. Do you want to g0 for the



327328
kuy (turn to 35) or leave it and returmn fo the junction
{turn to 22g9)7?

377

The body on the floor tams visibly older in front of
vour eyes. The [ace looks fity, then ninety, then
well over a hundred years old. The skinrotsand the
eyves deeompose as vou walch, You nofice a move-
ment coming from Lthe creatune’s chest. As the
remnants of the Vampire decav, a small black face
breaks through ils chest. It resembles a small black
ghrew, but as it frees ilself and unfurls fis wings vou
realize ik 35 4 bal, You lunge al it, but it flaps away
into the darkness.

yau search the whaole chamber quickly {remember,
there ate several other coffins there!) and find 30
Gold Pieces, a book, and a Y-shaped shck. You may
take these ilems fenber them on your Adveniire
Sheel] if you will leave behind one ttem ol Equip-
ment you are already camrying.

You can leave through the west door. Tum to 380 I
vou are hunpre you may take Provisions here, and
you cant add § LUCK points for defeating the Vam-
pire,

328
Bolh pueces of wood are Y-shaped and smoofh, as i
wazhed up from a river. You may put thesen vour
pack and Lhen either leave thrcugh the north door
(turn bo 73) or slay and exammne the rope (lum &

F29-331

125). H you take the pieces of wood, vou must leave
behind one item from your pack,

329
You set off and find yourself in the middle of a
north—zouth passageway. There is a door 1n the
western wall of the passage, Opposite the dooris a
passagre going off eastwards. To the north you can
s=2 3 door some metres ahead, To the south you can
cewt a junction. Which will you chooze:

The doorim the west wall? Turn in 157
The door to the notth? Turn ko 392
Eastwards? Turn io 2099
Southwards? Turn to =38

330
The barrels contain a clear brown lgodd. You sniffit.
It srpells hike tam. You taste it Tt s rome You cup
vour hands, pour some in and take a swig. You gasp
- by golly, it's good! Restore 6 points of STAMINA
and 1 Leee s Termto ST,

FFL
lhe creature is man-sized but its long arms look
very powerful. Resolve this batlle:

TROT.1. SELIEL B STAMINA B

e f-__-—'—'JET"-JE@

If you wan, vou may head northwards (furn 1o 287).




332333

332
You lind yoursclf al a door blocking the east end of
an cast—west passage, Lo go through the door, um
1o 329. Looking westwards, the passage lums & the
north. To go this way, Turn B 4.

333
Asyou swing your sword at the creafure, it reaches

ol and catches the blade in its hand! Your weapon
is. almost ineffective apainst the considerable
strength of the creature. You realize this and panic.
but wou musl fight on.

VAMPIRE STAMINA 10

5KILL 10

If you defeat the Vampire, turn to 327, fyou wish o
try to Escape, which vou may only do after & full
“Artack Rounds, you will have lo be Tucky. Tes! your
Luck. If you are Lucky, you may Lsape through the
west door (Hien to 38o). I vou are Unlucky, you
must conlinue this {ight for a furlher & Atfack
Rounds before trying to Fsape again. If you roll an
11 or 12 and you are Unlucky (ie. your cormint
LuCK score is below 11}, then turn fo zxq,

334

EEL
As vou speak the old man rises to his feet. *Ohomy,

oh my, a stranger!’ he starts. “Well, do come 1. the
<hop s open. Whal can | get you? What would you
Iike to buy? What takes your fancy ? Which way are
vou headed? Morth? Well?” You tell the old man
vour story, He hstens intently and replies, "Oh ves.
in that case you will undoubtedly need one of my
Blue Candles. Thal will be 20 Gold Theces please.
Cash il you don’t mind. Yes, T koow il's expensive,
but tsn't everything these days? Mot so long ago
these were only 5 Gold Pieces each; but you know
what has happened to the price of candlewax since
the Long Dark Mizht — oh, but yon probably don'l
since you don't come from these pards. Mever mind
| can guarantes it's sall worth the price. You might
need it sooner than youn think |

If vou decide to buy a candle, pay forit and add it t
vour Equipment List. You are getting a little tired of
hiz constant prattling. Leave the room and go
northwards. Turn 10 292,
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336 An ol nian in ragped clothes #5 slurmped osieep on @ beedh
made fram falf @ roamg-boat.

335—338

335
furny o 182

336

You are in a small, {foul-smelling room. Yoo notice
two doors: one o the west and one behind vou lo
the south. The furmiture in the room is sparse and
has been made mostly from bits of uld buaks. There
appears o be nothing of value in Lhe room, bul a
bunch of kevs hangs on the wall. An old man in
mgred clothes is slumped asleep ona ‘bench’ made
from half a rowing boal, snocing loudly. Next Lo him
15 a vidious-looking brown dog wiath red eyes and
Hlack leeth, whom vou have awakened and who
oW B oyeing you suspicioushy. A deep growl s
coming from its throal. You may:

Tiptoe an exit through the south

00T Turn to b6
Bang on the door behind vou and

couch a few ‘Ahem’s" to wake op

the old man Turn o 172
Leap across the room with sword '

drawn Lo cut down the dog T bo 2449

337
You find no secref passages, but as vou press the
walls, vou hear & click. You feel digey and slump to
the ground. When you come to, the surroundings
look strange. Turn o 267.

338
You approach the sEatue cautiously. A scampennyg



339

behind vou makes you flash round - . . butitisonlya
rat. You feel at the jewel, but 1t 5 solidly in place.
You frv to work your sword m behind it and as
you work, vou hear an ominous creaking noise. To
your homor the staboe is beginning i move! Yoo
jurmp down and draw your sword., The IRON
CY CLOTS cranesits head round towards youand
steps down From ity pedestal. You must fgght!

IROMN CYCLORS GHILL 1cF STAMINA 10

If you win, turn 1o 75. If vou want to Espape during
combat, you can run through the door back to the
junction. Turn b g3.

339

The lock was obviously inadequate; it flies off and
lands tm the floor several metres away. Yoo hft up
the heavy lid and your eyes widen as you see the
gold sheen coming from within, A lair number of
Gold Pieces are inside. In one corner hies 2 small
black bottle with a tight glass stopper, conlaining a
liquid of some kind. Alsoin the chest is a miky black
glove. But as you are admiring this treasure you
hear a soft click and wince in pain as a small dart
shoots forward inle your stomach. Boll one die and
subtract this number of poinks rom your sramina
te delermine the cifecl of the poison on the dart tip.
It you are stll alive, ohm & 203

349343
440
Yoo trv varions items of equipment against the raee
of the painting, but none seems lo work. You may
try any of the followmng if vou have them:

Slash the painting with your sword  Turn o 388

Hold a jewel upin (ronl of it Turn to 31
Phunge a wooden stake into it Turn o 24
Ihrow cheese at it Turn t 45

341
The old man glares at vou as you enter the toom.

You may cither apologize, explai that vou lost vour
way and leave through either the door'in the west
{turm o 46) or south (irm to 3g2] walls, or albernon-
tively you may try 1o talk to the old man, 1 you want
to 2k to him. you can either be pleasant (fumn b
220} or vou can aernand Lhat he ansswers vour ques-
Bons (b By 1g1)

= :
The Wereral slumps 1o the ground. You search his
body and find 2 Gold Fieces, his fare from the last
crassing,. You curse him for Bving to overcharge
vou. Add the 2 Gold Pieoes to vour Cold and oow
vourself across the niver. Add 2 Luck peoints. As
o monr the boat on the north bank vour look back
zt the bady. It has vanished! Turn o 7.

343 '
The door bursts open and you fall headlong inks a

roon. But vour heart jumps as you réiliee yoLL are
not landing on the floor, but phinging down a pit ot
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344345

some kind! Luckily the pit is not parficularhe deep
and you land in a heap less than bvo melres down.
Lase 1 sTAMIN & point for your bnsises, climb out
of the pit intu the coom and leave through the doos,
heading westwards, Turn lo ga

344
You sheathe vour sword and walk up to the water.
[5 1t safe to swim? Although you cannol =ee any
imnmediate signs of danger either in the water or
around its banks, there is no way through on the
notth side of the river. You suddenly nobce a gleam-
ing sword Iying on the over bed several sleps in.
You wade in b retricve il 1tis ightin your hand, far
less cumbersome than your own weapon, and it has
a keen edye, This marvellous weapon will add z
point Lo your sK1LL whilst vou use it Note this on
your Lguipment Lisk A mystenous voice speaking
directly lo your mind seems to be lelling vou o
throw yout own sword mio the nver. Wall you? B
=0, Len Lo 56. 1 you want to keep both swords, um

to 153,

395
You Follow the passage castwards lor several
metres, then it turns to the north. Shortly you reach
another junchon where you may cither go siraisht
o {tim to 381for you may turm right, mio an easi-
wirds passaje that soon tumns north {furn 1o 321).

346=347

346
The luck of the cards may or may not be with you.
You have bwo choices.

Youmay leave all luck to the cards, Throw twe dice
IF the number is even, then yvouo lose this number of
Gold Pieces or all your Gold I you don’t have
encugh If the mumber is odd, then you win this
number of Gold Fieces.

Altemnatively, vou may use vour Luck o help vou
win. Test yonr [uck. TE vou are Locky, throw bwo dice
to see how many Gold Pieces you win. Uf you are
Unlucky, throw bwo dice to see how many Gold
Pieces you lose.

Make the appropriate alterations on your Adoeiure
Sheef_ If you won, you may add 2 1UCk points for
vour good fortune. When this is done, turn to 131

FE7

Tiern to 28>
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348 A large, wgly houd pokes arpund 1he comer ard @ Troll
emierges from itz chmiber.

348-350

348

You are n a pil, a little bruised but nol too sedausly
hurt. You look around as vou get back un your feet
and can see bwn pas=agenways: a4 zhort one to the
soulh which opens ok a small chamber, and
another heading northwards. You are a little
worned about the crash vour fzll has made, and
even more by the gruntings you can hear coming
from the chamber to the south. Before you can col-
lect your thoughls, a large, ugly head pokes around
the cormer and a TROLL emerges from its
chamber. Your ankle is myisted and you cannot
move quickly, but the Trollis ready for a fight. You
will have fo face the brute. Turn to 531 - bul if you
have a Potion of Invisibilibe; bum ko 57.

349
You walk a fewr metres down the passage and find

vourself at a dead end. You may either refum ko the
crossroads (turn Lo 267) or investigate Lhe end of the
passage (fom io 30).

50
As the “turtbulence” sums;unc]i vou, yvou can feel the
jostlings of many small fish. They start ripping your
flesh wath vicious bites and vou realize thal you are
surrotnded by deadly PIRANHAS!

1L during your 5L'rugHTE with the Crocodile, Ol
have wounded it, you are lucky and most of the fish-
allack the bleeding rephle. If you have notwounded
the Crocodile, then the fish may po foreither you or
. Throw one die. If you throw a 1 orz, the majority



351333
ot the Firanhas go fur you. IF you throw a 3-5, the
majurity attack the Crocodile.

Treat the Piranhas as a single ereature. I, as aresult
of the above, the majrrity of the fish atlack vou, their

SOOTEH Are:
PIRANHAS SEILL 5 STAMINA S

1t as a result of the above, Lhe majorily atfack the
Crocodile and the remaiuder altack you, they have:

PIRANHAS SEILL 5 LTAMINA I

ar T e ___zgmﬁjﬂﬂ

If you win ou can swim to shore. Turn to 7. You
may eatTrovisions here —and resiore 1 LUCK puinl.

F5L
¥ou armve back at the junclion and turn eastwards

Turi Lo 7h,

352 :
As you approach you feel his eyes bum mio you
with considerable power, You begin t0 wesken
under his sec. Lose 1 sTamiNa point. You are
eradually losing vour own will, Will you iry to draw
vour sword and fight him {tem to 74) or look for
some other means of attack in yoor bag {turn io
279)7

353
You lunge at the old man as he leaps towards you

354-=350

with outstretched arms — and run him through the
chest with vour sword. You cusse as you realize that
he was making no attempt o attack you; his wild
excilemenl musit merely have been telief after
having been imprisuned for what had appaondly
been 2 very long fme. You will now pet no informa-
ion out of kim on the perils of the adventure aheid,
Tum to 314 to progress up the passageway.

354
Youare slanding ala bend in the passage where you
may go either west or seuth.

To go west

To go south

If you want to check for secret
passaces on the way weshwards Tarn o 14

If vou want to check for secret -
passawes a5 you go souih

Turn (o308
Turn to 52

Tuen o234

355
You grope along the wall but can find no way of

escape. The noise is causing vou o scream in pain!
Subtract 1 sKiLL poink. You may by cither Hhe east
wall (turn fo 181} or the north wall (furn o 265):

356
The old man looks at you, accepbs your groetings
and bids vou sit down. Yousital the table and notice
that he is glanmg at you. His picrcing stace s be-
coming hy puotic, bul you realize this and break eye
coniact Fle opens his mooth o speak and o your



450 The Warlock ready for batiie

357358

amazement, instead of an old man's wvoice, the
whole room resonates o a powerlul voice which
seemis Lo be coming from the walls themselves. You
throw a glance back at the man and can see him
changing belore your very eves. He is of imposing
heieht. His tattered old rags have become mobes of
velvet and gold, His black eves are fixed divectly on
vours. He has been expecting you . ..
Tum to 358,

337
The passage runs for some distance northwvards and
then sarts to open inkn a lanse cavern with rough
walls. There appears Lo be no way throupgh Will vou
retum to the juncton (fum to 269) or enter the
cavem {iurn lo 5717

358

Thebattle will call wpon 21l vour reserves of strength
and cunnine. Your adversary bas disappeaned, and
now stands at the far end of the room in Ironl ol'a
door wath hweo locks, Flow will you approach him:

Cripyour sword Brmilv and

advance tovwards him? Turn to 142
Look through your pack lora
weapon touse? Turn to a3

Look around the room for another
means of atrack or defence? Turn to g8q



359-363

359
Yom are at a crossroads,
To go north Turn to 1g0
T o south Turn Lo gy
To go east Tum to 121
To go west Tuarn bo 385
360

The door slams shut with a loud bang behind you.
You fnd yourself in a passageway running ahead
northwards. ¥ou Follow it for several metres, unil it
bends to the west, and continue onwards. Some
way down the passage you cOme across 3 NATOW
opening in the north wall and decide to go through.
Turn to 8g.

361

You snatch the key from its hook. It has the number
125 inscribed on ik But your lungs are bursting. Roll
two dice. If Lhe number is less than or equal 1o your
SKILL score, you make it aoross the room e the
door {turn tg 136). IF it exceeds your sk1LL soore,
vou are forced Lo take a breath of poison gas. Reduce
YOUr 5K L Lscore by 2 and ¥our s7am iy A score by
53 and dash for the door (furm 0 136).

362
As you iry the walls up the paszageway, a secret
door opens up along the west wall. Tum to 177

363
Further up the passage on the west wall you see
another similar door You listén at the door and

364-366

grimace to hear the worst singing you have evet
heard in your life! Do you wank o go into the room
to investigate this hideous din (turn to 370) or walk
on up the passapeway (ten 10 42)7

364
Az you push the knob, asmall stone doorway slides
open. You can either ignore it and return o the
junction {furn ko 258) or you can climb theough (Rarn
b 373k You must make your decision quickly, as the
door shuts of its own accord i a minute’s time

365
The (s attack you one at a {ime.

SEILL STAMINA

First ORC & a
Second ORC 5 3
Third ORC & 4
Fourth ORC 5 2
Fifth OELC 4 3

If vou win, furn b 183 If you wish lo Escape dunng
the battle {don’t forget }-nurpenaltv for this), turn o

237-

365
You are following a passageway which leads ahead
b Ehe north. Adter several metres ik bends sharply 1o
the eazl. You conhnue easbwards until you eventu-
ally come across 2 namow ope r-:in;i:, ut ke north weall.
You may go through this opening (burn o Bg) or

L=
Cconfinue H&Hhvarda [Euro Lo b2).
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367
You armive at another junction in the passageway. 1f
you would ke bo tum westwards, tuen to 235, 1
vou wish to go east, lurn to 323.

358
The Warlock’s laugh resonates in his chamber. "We
will see which of us is the mouse! he coes, and he
holds his hand in the air. As he snaps his ingers, o
blue flame streams from his hand at you. Lose 3
STAMINA points. You will have to try something

else: _
Draw vour sword and advance Turn to 142
Trv something else from your
mcksack Turn to 105

You swallow some of the liquid (twn to 1o9).

The door opens Lo reveal a small roem. The room s
ditty and ookempt. A straw matiress lies in one
comer. In the centre of the room is a wooden fable
upon which a candle burns, lighting the room with
s fickenng fame. A small bes rests under the
table. Seated around the fzble are two small
creafures with warty skin, dressed in leather
AT, The:.-‘are drinking some sort of crowrand, by
3 : ; the way ey stapgrer to their fecl on your arrival,
370 Senied arouind e fable are o small cresfures anil worly you assume they are very dnunk. You may either
skrm. fresspd m leafher gronpar




37TL=374
draw vour sword and leap forward at them (furmn to
176) or slam the door quickly and man on up the
passiee (turn o g2}

£
Safe for the moment, vou investpmie the cavern and
find a passageway which confinues fo the west
Turn to 274 You may rest and eal Provisions before
vou continue, and add 3 Lu gk paints for defeating
the Drapgon.

i
The battle commmences!

EEILL STAMINA
ORC CHIEFFAIN = 6
SERYAMNT 5 3

&
-

Fizht them one ata time. If you defeat them both,
iy 1o ax,

373
You are at the sooth end of a north—south pass-
ageway —at a dead end. If vou go northwards you
will reach a crossroads. Turn o 85,

374
The Skeletons do not nobce yoo and disappear

throurh the door inta the Boat House. Breathing a
sigh of relief, you press on to fry the door at the

375—378

north end of the passage. Buk before yoo o, vou
may eat some Provisions and you may add 2 LUuck
points for evading the Skeletons. [urn o 207

375
You arrive back at the junction and this time tom

northwards. Tum to 5.

You may collect all the copper pieces on the fable
They are worth a total of 4 Gold Fieces. Then vou
czn leave throoeh the door. Taen {0 2910 Yot may
pause to cal Provisions, and you may add 3 1uck
puints:

377
As you draw vour sword, the WINGEDR GREM-
LIN flaps into the air and atlacks you, while the old
man mshes over (o the bookshelf, knoches a book
and escapes through a seeret doorway thal opens
for him. But you must fight his pet.

WINGED GEEMILIN skirLLg STAMINAT

{ —_— - -

If you beat the Gremlin, tum to 1|_.;'|rE.

378
You wipe vour bloodied sword on the mattress, The
green blood leaves a slimy stain on the skeasw



379-380

Slepping over the bodies towards the table youo
tinch at the foul stench of the creatures. You pick up
the Box from under the table and examine it Tt is a
small wooden box with cude hinges. The name
‘Farrign D Magyrin® is inscribed on a brass name-
plate on its lid, If you wish lo open the box, tum lo
206, I vou decide to leave it behind and leave the
oo, tum by gz

As vou prepare to atni_:.rg the box. the tumbling
soand gets louder. You lift your sword high and
prepare to strike. Ay vour blade comes down on the
bee, a leod crack deafens vou and, from one corner
of the room, a small bolt of lightning darts through
the air lo the sword hilt. sending you reeling acmoss
the moom.

Uest your Inck. 1F you are Lucky, your sword has
shattered and lies on the floor, but you managed to
telease your pop jost before the lighitning sbuck. 1F
vou are Lnlucky, your charred remains have
tormed a small black outline on the Acor. Next Bme,
do not try to strike the chest! TEvou were Lucky, you
may tey to use keys from your rucksack. Turn to 139

380
Tou are in o narrow east—west corndor. Looking
weshvards you can see a crossroads ahead. You go
on lo lhe crossroads Turn b 37

381382

35T
Ihe paszage ends at a wooden door, fimmed in
ion. Varous inscriplions adorn the door, bul none
makes any sense bo owvon. You Lisken, but hear
nothing. You may either open the door {tum o 84}
or return to the junction (turn to 280). °

33z

You hold the Eye up in front of him and the jewsl
gives off a dull glow. You point it towards him and
he shrieks! He backs away info a corner and a beam
of light shoots from the jewel. Asit falls on him'he
sinks to the floor and a remarkable transfermation
tzkes place. He starts to shrivel and grow visibly old
in front of you. His skin swrinkles and cracks and he
slowly becomes an amorphous heap in thé comer.
After some moments, the jewel stops glowing and
vou approach the hifeless bundle of cloth; his robes
are all that remain, Turn to 3g96.
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383
A sign above the door reads ‘Boat House’, The door
iz firmlv Tocked bul a small bamed window allows
vou lo look mmside. You can see i number of
Skeleton-men warking on building a boat of some
sort. They move in a seres of quick, jerky aclions,
ralther insect-Tike.

If you have a key clearly laballed

‘Boat House! Turny Lo Be
If yodt wank to try to break the door
dean Turn 1o 264

If vou want ko refurn ks the
riverbank and fry another roule Turpto 129

354
The door ppens into a passage which you follow
northwards. Shortly vou reach a bend and follow it
round to the east. Several metres on, you reach a
junction at which you may either go north (furn o
262} or conlinue castwards (furn to 3o7).

345
You travel westwards for several paces, then the
passage forms o the north. Some wav up, you reach
a unclion. You may so south (urn o 114) or west
(lurn to297). To the north, the passage enda shortly
atadead end. Il you wish to moup here, turn to 308,

3B6
You dimb on the raft and start o punt your way
255 the river. The going s not easy, In the midcdle
of the aver the raft seems Lo take ona will of its own



387—390

and bobs up and dewn danserounsly. Yourealizeitis
altempting kv capsize itself and throw you into the
river! You may either irust your strength and huck to
held on and keep punting to the narth side {lurn to
551 urjumpinte the water and attempt o swim back
to the south bank (furn to 166).

387

You by the keys, Mot one will luen. As you by to
turn the third kev, small catches drop and vour last
memory 15 a sting of pain as three small darls pierce
vour skin. Each is breabed with a quick-acting
ErOMSE

Remember not to use this combinabon of keys next
Hme!

388
Your sword flies out of vour hand, into the air and
you must leap aside as it comes down on youw. It
grazes yourcheekasitfalls. Lose 1 sTAMIn A point
You decide you'd better leave. the room. Pick up
your swuord and bam toge. Lose 1 more sEIL L poinl
in fear of the Warlock's power.

359
Pest yoner Luck, |f vou are Lucky, lurn to 28 1 you
are Unlucky, tum to 112,

Foa
The Ghoul twalches and dies at your feck Youo

search ik body and find little ofinterest A couple of

391303

earrings, wortth 1 Gold Piece bebween them, are 1n
one af its pockels. You may take these. lf you
haven't already searched the first body, you do so
and find 5 Gold Pieces, which vou may also lake
You may also stop hete, rest and eat Provisions, You
can add 2 LUCE peints for killing the Ghoul. Mow
you may either press on narthwards (tuen to 220) or
search the second body (lurn to 393).

o1
You are at the south end of a north—south corridor
Looking northwards, you can see a passage coming
off from the east wall. Do you wanl.

o xo wp to this passape? Turn o 52
To check for secret passages as you
wialk northwands? Turn o 562
To go south, following a bend to
the west? Turn tor 48
g2

You are in a north-south corridor You may go
either northwards through a large wooden door
(tum 1o 206} or south {tuen to 329}

393
You search the pockets of the other body and tind 8

Gold Fieces, a bottle of liquid and an ald piece of
parchment. You may take these wems To read the
parchment, fum to 212 To tese the Aquud, tien o

369.
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394
Ihe boats are well-fashioned in a deep red leather.

They are much sturdier than your own and fit you
well. You fry a few steps but are horeilied to fid
that vou cannot move, and the books seem o be
gripping your feet with considerable force. As you
strugele o free yourself, vou hear a crack and a
smash as a stalackite falls from the toof; VOU Cranse
rodecid to see a large black shape shifling twards
yink As it approaches, you tom cold. Several
octresawayisa GIANTSPIDER, atleazba metre
wToss, advancng lowards you one spiny lems,
mandibles dicking nervously in anticipation of its
next meal. You draw your sword to defend yourself
as it stalks voo. You cannot move amd thus must
zubtract = from each dice roll you make to calculate
your Allack Strengthi

GIANT SPIDER SEILE 7 STAMIMNA B

If vou win the ballle, (urn to 232

395
Yo slep over the bones on the floor to fake a closer

lpak atthe Boat House, You pick up and studya few
of the twols scattered around: hammers, nails,
chisels and the like, bul thev appear very ordinary.
You hear a banging sound coming from bevond the
north door and have Hme for one further search
belore vou must react. Do vou look through the

3 drawers of the benches around the room {tum to
394 Youcrane ronnd te seea farme Back shape sh

o As it appragciies yau frurm m_f‘l’ it Jowrs 322} or check the tools more carefully (furn to 34)2
o A : a :

i _ Ly ]



196—399

306

With the Warlock now defeated, vou know your
guest is almost over. You approach the deor with
two locks There ane no keys around. You reideve
twor kevs from vour pack and by them in the locks.
They turn! You upen the door and peer round. Tum
to 242, If vou have no keys, you may try lo break
down the door, and this vou will do at the cost of
almost all your sTamiwa. Reduce your sTamina
by 5 and enter the room. lurn lo 243

o7
The door opens to reveal a small room with a stone

floor and dirty walls. There isa stale smell in the air.
ln the centre of the room is a makeshift wooden
rable on which is standing a lit candle. Under the
table s a small box, In the [ar corner of the momis a
shaw mallress. You may either open the box (turn
tix 240) or leave the noom {tum fo 383).

308
You reel around Lthe rock face at the end of the

passage. One rock comes free and reveals a small
knob swith a handle on the end. Will vou push it
(tien Bo 364} o pull it (lurn to 12)7?

390
The currenl is strong and takes yon swiftly down-

strealn. Yuou are washed aleng through a namow
opening and oul into a large cavern sith banks on
both sides. The current washes you on to the south
bank. Turn toz38

Fievss iz e i apvne? Des

st Hes Bt s plies)




The Warlock of Firetop Mounlain 15 no tore and
vou are now Lhe owner of the Sorcerer’s riches, At
least a thousand Gold FPieces, jewellery, diamonds,
rubics and pearls are in the chest, Hidden under
these you find the Warlock's spell book and as you
leaf through the pages, vou realize that this tome 15
probably more valuable than all the treasure
Instructions are given for the control of all the
secrets — and the creatures — of Firelop Mounlaim
With this book, unlimited power 15 yours and the
salety of your return to the village s ensured, Or, it
you would prefer, vou could remain as master of the
domain of Firetop Mountain .
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229
You arrive back at the junction and this time turn
right. Turn to 69. :

230
The creature now standing before you is a semi-
decayed man. His quick eyes dart from side to side
watching you. His long tongue flashes out with a
hissing noise. His teeth and nails are sharp and he

doesn’t seem to be afraid of your weapon. He is a
GHOUL!

GHOUL SKILL 8 STAMINA 7

TR

He has the ability to paralyse you if he scores four
separate wounds on you during this battle, so
beware! If you defeat him, turn to 390. If he kills or
paralyses you, turn to 64.

231
Turn to 182

232
Almost exhausted after your awkward fight with
the Spider, you set to work on hacking the boots off
with your sword. Eventually they come free and
you may leave the cavern down the passageway
and back to the junction. Turn to 375

233—236 \

233
Turn to 198.

234
You find no secret passages. However, your rum-

magings attract the attentions of something sinister
... Turn to 161 to discover what has appeared in the
passageway in front of you. Fight this monster.

If you defeat the creature, you can continue up the
passageway by turning to 43. Write down ‘43" so
you will know where to go.

235
You follow the passage westwards, then it turns
sharply to the north and, some metres further on, a
passage runs off to the west. If you would like to go
along the westwards passage, turn to 176. If you
want to carry on northwards up the passage, turn to

5.

236
The battle commences. The Skeletons attack you
one by one:

SKILL STAMINA

SKELETON A 6 5
SKELETON B 6 6
SKELETON C 5 5

If you win, turn to 395.
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