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THE
CITADEL OF CHAOS

Deep imsids the Ciiadal of Chacs Lhe dread sorcerer, Balthus
Dhire, iz ploting and scheming the downsall of the goodfolk ol
the WVale of Willow Hiz battbe plans are Taid, his awesome
aromw eguipoed ol attack i= swely Dnoanent.

Summoned Dy a desperate ploa for help, YO ame the Vale ot
TWilow's anly hepe Stae pupal of bhe Grand Wisard of Youe
and a master af mag;ir, I'Il.'l.l}' ¥ can nndertake @ mission
wiich simkas al the wary haaet of Balthus Dire’s nighlmare
workd, Who knows what munstoous crestomes awasit pou
theme?

Stewe Jackson hes cpeated a theilling advenlups of sword and
sorcecy for yine, with an elaborale combal syslem, a dazzling
ammay of speli= fnooee and 3 soore sheet fo recond pour gaine
amd loszes. All yoir need is two dice, n penail and an eraser,

H:rr:'.r -:'.ang:-:"."g e abhead and FOLUT SUCCEes iy h_1_,' Mgy CAEds
coriain. Powerl! adversaries are ranged against wou and

wfirn vour onhe chodoe i o kill oo be killed!

Stewe Jackzon 5 the co-fonmder [with Tan Liwingstone) of thr
hugele swpccsssfnl Games Pockabop cham.
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for your m._lsswn lles at t11 heart of thé Citadel,
with the dread sorcerer, Balthus Dire!

Two dice, a pencil and an eraser are all youneed
to make your journey. YOU decide which route
to take, which monsters to fight, and where to =

use your special knowledge of the magic arts.
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PUFFIN BOOKS

THE
CITADEL OF CHAQOS

Deep inside the Citadel of Chaos the dread sorcerer, Balthus
Dire, is plotting and scheming the downfall of the goodfolk of
the Vale of Willow. His battle plans are laid, his awesome
army equipped, and attack is surely imminent.

Summoned by a desperate plea for help, YOU are the Vale of
Willow’s only hope. Star pupil of the Grand Wizard of Yore
and a master of magic, only you can undertake a mission
which strikes at the very heart of Balthus Dire’s nightmare
world. Who knows what monstrous creatures await you
there?

Steve Jackson has created a thrilling adventure of sword and
sorcery for you, with an elaborate combat system, a dazzling
array of spells to use and a score sheet to record your gains
and losses. All you need is two dice, a pencil and an eraser.

Many dangers lie ahead and your success is by no means
certain. Powerful adversaries are ranged against you and
often your only choice is to kill or be killed!

Steve Jackson is the co-founder (with Tan Livingstone) of the
hugely successful Games Workshop chain.



Fighting Fantasy Gamebooks

1. THE WARLOCK OF FIRETOP
MOUNTAIN
2. THE CITADEL OF CHADS
3. THE FOREST OF DOOM
4, STARSHIP TRAVELLER
5 CITY OF THIEVES
6. DEATHTRAT DUNGEON
7. ISLAND OF THE LIZARD KING
8, SCORPION SWAMP
9, CAVERNS OF THE SNOW WITCH
10, HOUSE OF HELL
11. TALISMAN OF DEATH
12, SPACE ASSASSIN
13. FREEWAY FIGHTER
14, TEMPLE OF TERROR
15, THE RINGS OF KETHER
16, SEAS OF BLOOD
17. APPOINTMENT WITH F E. A. R,
18. REBEL PLANET
19. DEMONS OF THE DEEP
20, SWORD OF THE SAMURAI
21, TRIAL OF CHAMPIONS
22, ROBOT COMMANDO
23. MASKS OF MAYHEM
24, CREATURE OF HAYOC
25, BENEATH NIGHTMARE CASTLE

Steve Jackson's SORCERY!
1. THE SHAMUTANTI HILLS
2, KHARE - CITYPORT OF TRATS

26, CRYPT OF THE SORCERER

27. STAR STRIDER

28, PHANTOMS OF FEAR

26, MIDNIGHT ROGUE

30. CHASMS OF MALICE

31, BATTLEBLADE WARRIOR

32, SLAVES OF THE ABYSS

33, SKY LORD

34, STEALER OF SOULS

35. DAGGERS OF DARKNESS

36, ARMIES OF DEATI

37, PORTAL OF EVIL

38, VAULT OF THE VAMPIRE

39, FANGS OF FURY

40, DEAD OF NIGHT

41. MASTER OF CHAOS

42, BLACK VEIN PROPHECY

43, THE KEEP OF THE LICH-LORD

44, LEGEND OF THE SHADOW
WARRIORS

45, SPECTRAL STALKERS

46, TOWER OF DESTRUCTION

47, THE CRIMSON TIDE

48, MOONRUNNER

3. THE SEVEN SERFENTS
4. THE CROWN OF KINGS5

FIGHTING FANTASY - The Introductory Role-Playing Game
THE RIDDLING REAVER - Four thrilling adventures
THE TROLLTOOTH WARS - A Fighting Fantasy Movel

Steve Jackson

Illustrated by Russ Nicholson

DEMONSTEALER - A Fighting Fantasy Novel

The Advanced Fighting Fantasy System
OUT OF THE PIT: Fighting Fantasy Monsters
TITAN: The Fighting Fantasy World

.
DUNGEONEER - An Introduction to the World of Role-Playing Games PUfﬁn BOOkS

BLACKSAND!: Advanced Fighting Fantasy



For Ken, Lilian and Vicki

PENGUIN BOOKS

Published by the Penguin Group
Penguin Books Ltd, 27 Wrights Lane, London W8 5TZ, England
Penguin Books USA Inc., 375 Hudson Street, New York, New York 10014, USA
Penguin Books Australia Ltd, Ringwood, Victoria, Australia
Penguin Books Canada Lid, 10 Alcorn Avenue, Toronto, Ontario, Canada M4V 3B2
Penguin Books (NZ) Lid, 182-190 Wairau Road, Auckland 10, New Zealand

Penguin Books Ltd, Registered Offices: Harmondsworth, Middlesex, England

First published 1983
27 29 30 28 26

Copyright © Steve Jackson, 1983
Tllustrations copyright © Russ Nicholson, 1983
All rights reserved

Printed in England by Clays Ltd, St Tves ple
Filmset in Palatino

Exeept in the United States of Americay, this book is sold subject
to the condition that it shall not, by way of trade or otherwise, be lent,
re-sold, hired out, or otherwise circulated without the publisher’s
prior cansent in any form of binding or cover other than that in
which it is published and without a similar condition including this
condition being imposed on the subsequent purchaser

CONTENTS

HOW TO FIGHT CREATURES
WITHIN THE CITADEL

7
USING MAGIC

14
MAGIC SPELLS
16
EQUIPMENT
19
ADVENTURE SHEET
20
HISTORY
22
THE CITADEL OF CHAOS



HOW TO FIGHT CREATURES
WITHIN THE CITADEL

You are the star pupil of the Grand Wizard of Yore,
You have a knowledge of magic which s not per-
fect, but with a Little hack swill be adequate for this
guest. You also have in vour posscession a swiordl
and vou are well practised in swordplay. You are
guite fit and yoo have been exercising to baild op
¥Our stamina.

Asin The Warlock of Firetop Mountars, vou must first
determine vour own strengths and weaknesses be-
fore ~cf*=nh off. Bcaders of The Warinek of Firetop
Mountgie will be familiar with most of the followi ing
risles, bt are advised to skim through themas there
are several points where the two books ditfer be-
cause of the use of mamc in The Citada ! of Chiios.

First of all, you must use the dice to determine your
imitial SKTLL and STAMINA Scores. On pages 221
thete 1s an Advembure Sheet which you may use to
recoed the details of an adventure. On it vou will
find boxes for recording vour skir and sTamina
SCOreS.

Skill, Stamina and Luck

Foll one die. Add 6 0 this number and enter this
fotzlin the sk box on the Adveniure Sheet,



Roll both dice. Add 1z lo the number rolled and
enter this lolal in the srasaa box

There is also a tock box, Boll one die, add 6 to thas
nuber and enter this total in the LuCk bo.

For reasons that will be explained below, skl
STAMINA and 1 UICK scores change comstantly durdng
an adventure. You must keep an accurate record of
these scores and for this reason vou are advised
pither to wrile smallin the boxes or to keep an sraser
handy. But never rub out your Fubal seores.
Althuugh you may be awarded additional sxiit,
sTAMINA and 1Uck points, these totals may never
exceed your Milial scores, except On Very rare ooca-
sions, when you will be instructed on a particular
Fage.

Your sxinL score reflects vour swordsmanship and
peneral lighting expertive; the higher the betfer
Your sTamina score reflects your general constitu-
tion, your will lo survive, your determination and
overall fitness; the higher your sTamnria score, the
lomgzer vou will be able to survive. Your Leck score
indicates how naturally lucky a person you are.
Luck — and magic — are facts of lile in the fanfasy
kingdom you are aboul Lo explore.

Battles

Youl will often come actuss pages in Lhe book which
ingtruct you to fight a creature of some Sort An

B3

option to flee or use maygsc HPE‘.I].‘H‘ may he g_iw;'n, bt if
not—orif you choose toattack the ceeature anywav —
vou must resolve the battle as described below.

First record the creafure’s skiLL and STAMINA
scores in the first vacant Monster Encounter box on
vour Adventure Sheef, The scores for each creature
are given in the book cach ime vou have an encoun-
1,5

The sequence of combat is then:

£ Roll both dice once for the creature. Addits sk
score. [his total is the creature’s Attack Strimyth.

2 Eoll buth dice vnce for vourself. Add the number
rolled to vour current sKIEL score. This total iy
youor Affeck Strength,

3 If vour Attack Stremyth is higher than that of the
creature, you have wounded it. If the creature’s
Atbtack Strempth iz higher than vours, it has wound-
ed you. [Eboth Afkack Shrength totals are the same,
vou have aviided each other’s blows — start the
next Affack Kownd from step 1 above,

2 If you have wounded the creature, subtraci =

points from its sTAMINA score. You nay use vour

LucK here to do additiomal damage (see over).

If the creature has wounded you, subtract 2

points from vour own STAMINA score. Again you

may use LUck al this stage (see over).

& Make the appropriate adjustments to either the
Creallife’ s Or WOLIE OWIN STAMINA 2cores (and vour
LUCK score if vou used 1yck —see over).

7 Begin the next Allack Rowmd by returning to your
current skl score and then tepeat steps 16

L]



This sequence conlinues unfil the STAMINS stoTe
of cither vou or the creature you are fighting has
been reduced to zero (death).

Escaping

O some pages vou may be mven the opfion of
FUEELLE AWAY from a battle <hould things be going
badly for vou. However, if you do run away, the
creature auwtomatically gels in one wound on you
[subfract = sTAMINA poinfs) as vou {lee, Such isthe
price ol cowardice. Mote thal you may use LUCK 0N
this wound in the normal way {see below). You may
unly Escape if that option is specifically given 0 ¥ou
o1 the page.

Fighting More Than One Creature

[f wou come across more than one creature in a
particular encounter, the instructions on that page
will tell you how to handle the battle. Somehmes
e will treal them as a single monster; sumetimes
viou will fight vach one in tum.

Luck

At varivus times during vour adventurne, either in
baltles ef when you come across situations in which
vou could either be lucky or unlucky (details of
these are given on the pages themselves), you may
call om yonr luck to make the pukcome more lavour-
able. Bul beware! Using luck it a risky business and

T

if you are wnlucky, the results could be disastrous,

Ihe procedure for using your luck is as follows: roll
twn dice. IF the number rolled is egueal to or [egs thirm
Four current LUCK score, you have been fwchy and
the result will go im vour favour. If the number
rolled 15 aigher than your currenl LUCK SCOI'e, youl
have been wrlucky and vou will be penalized.

This procedure is known as Testing your Luck, Each
time vons Test weur Leeck, vou muost subtract one point
Tom vour current tuck score. Thus you will soon
realize that the more yoo rely on vour luck, Ehe inere
risky this will become.

Lisitig Luck in Ballles

On certain pages of the book vou will be told to Tesf
venr Luck and will be told the consequences of your
being lucky or wnlicky. However, in battles, vou
alwars have the oplion of using vour luck either to
inflicta more senons woond on a creature yvou have
just wounded, or lo minimize the effects of a wound
the creature has jost inflicked on vouw.

fyou havejust wounded the creabure, you may Test

vour Luck as described above. I you are (uckyy, ¥ou

have inflicted a severe winnd and mayv subtract an
cxirg = points trom Lhe crealure’s STAMINA SCOLE,
Hlowever, if vou are wnlucky, the wound was 2 mere
graee and vou muost pestore 1 point ko the ercature’s
Sramika (i, instead of scoring the normal z points
of damage, vou have now scored ondy 1),

If the creature has just wounded vou, vou may Test

11



your Lck to try to minimize the wound. If vou are
tecky, wou have managed to avoid the full damage of
the blow. Restore 1 point of sTamina (ie. mstead of
doing 2z points of damage it has done only 1. If you
are wnficky, you have taken a more serious blow.
Subtract 1 exfra STAMINA point.

Remember that vou must subtract 1 point from vour
OW LLCK 5c0Te each Hme you Test o Lack,

Restoring Skill, Stamina and Luck
Skifl
Your sKILL scare will not change much during your
adventure, Oocasionally, a page may give imsiruc-
tions to increase or decrease your SKILL score. A
Magic Weapon may increase your skini, but re-
member that only one weapon can be used ata fime!
You cannot claim 2 sxiLL bonuses for carmang bwo
Mapic Swords. Your SKEILL SCOIe can never excéed
its Irvhel value unless specifically mstucted. You
may only restore vour SKILL score by using a Skill
Spell {see over).
Slanuina

Your STAMIN A score will change a lot during vour
adventure as you fight creatures and injure vour-
self. You may only restore Your STAMINA score by
casting a Stamina Spell (see vsing macich You ane
wall advised to ensure that you include several

1z

Stamina 5Spells in vour original choice of spells.
Bemember also that vour STAMINA SCOTE TNAY TEVET
exceed its Initial value.

Duek

Addifions o your Luck score may be awarded
through the adventure when you have been par-
ticularly lucky, Details are given on the pages of the
book. Hemember that, as with sk1LL and stamina
SCOTeS, YOUT LUCK SC0Te may never exceed ils [rilial
value. You may otherwise only restore your LUCK
scome by using a Luck Spell (see vsine Macic),

L%



USING MAGIC

I addition to sKIrT, STAMINA dand LUCK SOOTeSs,
yon must also delerming yvour MAGIC S00me ina
similar way.

Rull two dice. Add & to the number rolled and enter
this total in the sacic box on vour Adveminre Sheel.

Your Macle score determines how many Magic
Spells you may use during vour guest. These spells
may be chosen from the lisl following thas sechion.
After considering Lhe spells available, enter vour
choices in the Magic Spells box on vour Advenline
St

If, for example, you roll a 4 and a 3, your MAGIC
score will be 13 {ie, 4+3—6}, which means yvou will
be able touse thirteen spells during vour adveniure.
From the list of spells given below, you may choose
Lhirteen spells as vou please. Perhaps vou would
like to take Lhree Stamina Spells, five E.5.F. Spells
and five Fire Spells —or mavbe you would preferone
vach of the twelve spells plus an extra Creature
Copy Spell. The choice is yours.

Each lime, during the adventure, that you uze a
spell, yom must cross it off vour list {even ifitis not
effective), If vou have taken more than one of any
spell, you musl reduce the remainder available T'IL
oe each Hme vou wse il You will sometimes be

given the oplion Lo use spells and find that vou have
not got them with you, or have nsed them all up. In
these cases, you may not choose these oplions.

As you will have no idea of the dangers lurking
within the Citadel the first fime vou enter, you will
no doubt choose spells which will not be as effective
a= you would like. But on subsequent adventures,
vou will choose vour spells more wisely . Also, don't
wormy 1f YOuT MAGIC score 15 low, Even the lowvest
possible score will provide vou with enough spells
to complete vour quest if you make the night cheices
and are blessed with a little luck!

15



MAGIC SPELLS

Crenfure Copyt

Thiz spell will allow you fo conjure Up an sxact
duplicate of any creature you are fighting. The
duplicate sill have the same SKILL and sTamiNa
scores, and the same powers, as its original. But the
duplicate will be under the control of your will and
vou may, for example, instruct it to attack the ongi-
nal creature and then sit back and watch the battle!

ESl

With this spell vou will be able to tune in to psychic
wavelengths. It may help you to read a creature’s
mind or may tell you what is behind a locked door.
However, it is sometimes prone to give misleading
information if more than one psychic source Is
close to another.

Fire
Fvery crealiire s afraid of fire, and this spell allows
vou to comjure up fire at will. You may cause a small
explosion on the ground which will burn lor several
seconds or you may create a wall of fire to kecep
creatures at bay.

Fopl's Cold

This spell will turn erdinary rock indo a pile of what
appears lo be gold. However, the spell is merely a
" form of ilusion spell - although more relisble than

the Musion Spell below — and the pile of gold will
oo fomn back tor ek,

T e
ced DT

This is a powerful spell, but one which is a little
enreliable. Through this spell you may oreate o
convincing illusion (e.g. that yvou have lurned inlo a
znake, or that the Hooe is covered in hot coals) with
which to fool a creature. The spell will immediately
pe cancelled if anything happens which dispels the
lhasion {e_g. vou convinee a creature Lhat yon have
turned into a snake and then promptly crack 1L over
the head with vour swordl). 1t = most effechve
against intellizent creatures.

Lezifalion

Yoo may cast thas 51:-1-!]1 onto pbjocts, opponents and
even yoursell. i frees il3 receiver from the eflects of
gravity and as such will cause that receiver ta float
freedy in the air, under your control.

Liick

This spell, along with the Skill and Stamina spells, is
special in that it mav be castatany Hme during your
adventure, exceptin 2 battle. You need not wait for
z choice 1o appear on the page. Once casl, it will
restore your LUCK score by hall your Imifed 1UCK
score [if vour fmial Luck is an odd numbee, deduet
the exira 1), This spell will never lake vour 1UCK
score over ils [milial level. Thus if vou cast two Luck
Spells figether, your LUCK score will only bue res

tored bo its frilfial level.



Shiciding
Casting this spell creates an invisible shield in fromt
of you which will protect vou from physical objects,
|_'\-|;:| aTrows, swords or creatures. The shield is not
effective against magic and, of course, iF nothing
oulside it can touch you, you will not be able ©
tonch anything outside it

Sl

This spell will replenish your sxarL score by hallits
initial value, and may be cast at any lime during
YU adventure, cxce pt in a batde. For full rules, see
the Luck Spell above. The Skl Gpell works i exact-
Iy Ehi same way.

Sianig

This spell will replenish your sTAMIN 4 score by alf
its nitia! value and may be castatany lime, excepiin
a baitle, See the Luck Spell for full rules.

gt 1,
Livemghi

Lhnis spell has the effect of increasing vour strength
sreatly and i5 very useful when batthing strong
creatures. However, it must be exerdsed with cau-
Hon as it is diffcoH lo control your own strenglh
when it is suddenly increased by so much!

Wepkiness

Stromg creatures are reduced by this spell lo miser
able weaklings. Tt is not sueresciul against all crea-
lures but when effective, those creatures become
puny and much less of & challenge in 3 battle.

1iH

EQUIPMENT

You will start vour adventure with a bare minimum
of equipment. You are armed with a sword and
dressed in Jeather armour. You carty a lantern to
light vourway. and a backpack to hold any treasure
or artefacts you may find on your way, De sure to
record all vour finds m the BEguipment box on your
Asventure Sheet. When these are used in any particu-
lar encounter, the SEOTY will tell von whether thal
itemn 15 destroved or left behind. I it is lost in this
way, you must cross it off vour hst of Byoipment
and ¥ou may not use it later in the adventure.
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HISTORY

The lawful goodfolk of the Vale of Willow havelived
for some eight yvears in awe and fear of the demi-
spreerer Balthus Dire. In awe — since his power is
truly awesome —and in fear ever since word leaked
from his domain that his ambitious plans of con-
uest were fo cominence with the Vale ibself.

A faithiil half-elf seni on a spying mission to the
Black Tower came galloping back to the Vale three
days apo with a frantic warning. From u-ﬂhir: the
caverns f Craggen Rock, Balthus Thre had re-
cruited an army of Chaotics and was prepanng
them to attack the Vale within the week.

The good King Salamon was 2 man of action. Mes-
sengers were senl throughout the Vale that day fo
prepare defences and Lo summon the menfolk 1o
action. Riders had also been sent to the Greal Forest
of Yore 10 warn the hall-glves that lived there and to
make an appeal for allied forces, King Salamon was
alsor a wise man. He knew well that the news would
inevitably reach the Grand Wizard of Yore, a white
sarcerer of great power, who lived deep withm the
forest. The wizard was old, and would nol last
through a baltle of this magnitude. But he schouled
a number of young magicians, and perhaps one of
his students in the magic arts with courage and
armbition would aid the king and his subjects . . .

You are the star pupil of the Geand Wizard of Yore.
I1e has been a difficult Master and vour own impa
tience has often sof the beller ol vou. Perhapsa little
foo headstrong. vou left immediately for Salamon’s
court. The king welcomed you enthusiaslically and
explained his plan. The battle could be avoded
without bloodshed if Balthus were 1o be assassin-
ated before his army could be amassed.

Ihe mission zhead ol you is exlremely perilous,
Ralthus Dhre is summounded, 0 his Citadel, by o
multitude of appalling creatures. Although Magicis
vour strongest weapon, there will be Bmes when
vou must rely on your sword tor survive,

King Salamon has briefed vou on your mission and
warned you of the dangers that lie ahead, One way
through the Citadel s the best for youo totake. It you
discower it, you will be successful with a minimum
of personal risk, Tt may take vou several trips B find
the caziest way through,

Yoo leave the Vale of Willow on the long hike to the
Black Tower. Al the foot of the hill of Craggen Rock,

vina can see ifs outline against the darck sk @

MNow turn over.
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The sun sels. As rwilight nurns to darkness vou start
vour ciimbup the hill towards that forbidding shape
silhouetted against the night sky, The Ciladel is less
thanan hour's climb.

Some distance from its walls vou stop to rest — a
mmistake, as it seems a fearful spectre from which
there is no escape. The hars on your neck prickle as
vou look towards it,

HBut wou are ashamed of your fears. With grim
resolve you march onwards towards the main gate,
where v know guards will be waiting. You con-
sider your oplions. You have aleeady thousht about
claiming to be a herbalist, come to treat a guard with
2 fever. You couwld pose as a kader or an artisan —
perhaps a carpenber. You could even be a nomad.,
seeking sheller for the night.

As you ponder the possibihibies, and the yvams you
will have to spin to the guards, you reach the main
trail leading up to the gates. Two lantems bum on
either side of the portcullis.

You hear mufiled gruntings as vou approach, and
bwor mns-shapen areabures step forward, On the left
stands an ugly creature with the head of a doyr and
the bady of a great ape, flexingits powsthal atms, Tty
opposile number is indeed ils apposite, with the
head of an ape on the body of 2 large dog, This latter
guard approaches vou on all fours. It stops somne
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mefres in front of vou, raises isell on it hind leg-

and addresses yina.

Which =tory will vou opt Fiar?
Will vou pose a5 a herbaliss? Tucn 1o 261

Will wou claim o be a

tradesman? Tum 1o 230
Will vou ask for shelter for
: Turm o zo

the night?

z

A little sway up the passage there is a doonway anine
right-hand side, This door has some strangc scrawl-
i oL, but they are in 2 language thal you dunol
understand. Will vou tr¥ opening Lhe door (lum fo
142}, or will you continue up the passage {fum 1o
34307

o

3

What will vou offer them:
A Pocket Myriad? Tum 1o 327
A Spider inaJar? lTum fr 59

A handful of Small Berres? Turn lo 236

IF vou cannot offer any of these, vou can either draw
vour sword {lum to 286) or head for the far door
iturn Lo 3606}

4—6

4

You conjure up a fireball and send it Aying at the
creature’s face. Yoo watch in dismay as it bounces
off with no etfect! You mav either cast a quick
Crenture Copy Spell {furm to 190), or draw vour
sword (furm to 303).

You try the handle of the door and it turns, opening
mio another hallway., Some distance along, the
passageway turns to the right and ends shortly in
znother door. On this doeor is a sign, which reads
Please Bing for Butler’. A rope —evidently the bell -
hangs br the door. Will vou fing as instructed {tum
to 40), or try the door handle {turn bo 361)7

The path runs alongside the river for several metres
and then cots back into the rock, You follow the
path for some lime. Turn lo 367.
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i
The door is Tocked. You may try 1o break it down by
charging it with your Eh'i!fl.'ll.L:I.El' {turn 1o 268}, or you
may casl a Strength Spell on yourselt aa_"ad try o
wrench the door off its hinges (hvm Lo 116

She walches in astonishment as an exact dup!u?iu
of herself appears between the lwo ol wou. El'_ue
hacks oif a hittle and yon nsiract vour crealion o
attack. Put as they get close to one anofher, @
strange thing happens. They seem unable Lo pet
clnze b ane another, like beo spinming Tops, and
keep bouncing apart. But your own copy hasatleast
forrred Fhe creature back some distanoe awav im;n
vou, allowing you to mun o the Citadel’'s mam
cntrance. Tum t 218,

9
Under vour Wusion Spell, the crovwed of onlookers
: = . . s ] i =
see you start playing (he game. You watch for a
couple of rounds and the temsion mouhls. You
decide il prudent to leave-the room wilthoutwasting
more fime. Tum te31.

T0—12

0

You feel around in the rock and evenlually lind a
small lever. As you pull thiy lever, the ok face
crumbles slightly and a narrow opening appears.
You chmb through this epening and find yourself in
2 passazceway. Down the passageway Lo Lhe lell you
ran g2z doorand decide foinvestigabe. Turn to2gg.

- =
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You may use either:

A Fool's Gold Spell Turn to 36
A Creature Copy Spell Turn to 262
An E.S.P, Spell Turn to 128

A Weakness Spell Turn to 132

If you have none of these, vou will have to draw
vour sword and ficht {tom o 1ej.

P ) -
A et
. i

12

ITe stands in fromt of vou breathing heavily, TTis
Spodl was evidently quite exhaosting. You may use
this as an opporfunity to:

Nip over to the armoury
rupboand

Spring under the fable

Rush o the window

Turn ta z7g
Tien o 333
Turn i 78
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The handle tums and vou open the door into
another room, where there is plenty of activily.
Three ugly old women with long noses and chins
are scoofing arvund the room — which seems to be a
kifchen of some sort — taking varous ingredients
trom the cupboards and adding them toa broth ina
large ketile. Thersisa jomt of meakroasting on a spit
under a large chimney. As yvou look more carelully
v can fell that the meat 1= not, in fact, ancanimal,
but a whole Dewvart, turning black in the fire, One of
the women glances at you and says, “Ah, you must
be the new servanl ., . or are you Lhe next meal”
wherenpon they all begin to cackle and shriek with
laughter. Will vou let them believe vou ars the new
servant they are expeching (turm B 3o02), or do youl
wank to investigate the room further {turm fo 215)?

14
[ he shadow ol the wall makes it very difficule fo see.
Vv loose stome ships and vou lose vour balance,
teefermg on the edge of swwhat vou realize must be a
deep pit. Test wour Luck I you are Lucky, youregain
vour footing and step back to safety. You can then
walk round the pit and continue (luen Lo 79). I you
are Unlucky, you fall in (tum to 100).

LA
The dagezer is indeed a work of arl and was un-
doubtedly worth a fair price. The blade is made ot
<hiny metal and the hill is a peculiar green leather,
with inlaid stones. You read an inscription which
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tellz vou that it is an enchanted throwing dagger
which mever miszes. Tn a fuiure combat, you may
use this dagger to throsw af an epponent. Ttowall
automatically inflict = sTanmiNa points of damage
withoul the need to roll for Atk Strergih. But you
may use 1t only once, You pul the dagmrr inlo your
el and set off towards the Gitadel. Turmn fo 245

1h
Resolve your Dattle:

GARK SKILL 7 STAMINA 11

After four Attack Kounds, you may Escape through
ome of the doors at the far end of the coom (Dem G
g9). Lf vou wish to continue the battle, do =0 and

turn tor 2B if yon win.

0

All manner of strange foodstuffs ane in the cup-
boards, Fyeballz, longues, small lizards, vial= ol
liquids, herbs and berries of all different shapes and
sizes, One paclicular bottle, of a lranshicent green
liguicl, catches your eye. You have no lime to read
the label there and then, so you put it quickly inio
your pocket while thev are not looking. You tell
them that their kitchen appears 1o be n yorderand
leave Lhrough the door al the farend of the kitchen
Tum ta gs.

18—1g

18

He points fo 2 sechion just above the floor, which
vou peruse. Eventually vou choose one volume and
settle down o read through it Dalthus Thre is
apparently third in a line of Sorcerer-Warlords
ruling over the Black Tower and the Kingdom of
Craggen Rock. He rose to power after the death of
nis father, Craggen Thre, some years 2go. The Dires
have been maslers of Black Sorcery lor generalions,

but their strength and power last during the night-
tme only; sunlight is like a poison Lo them. Shortly
after his father's death, Balthus Dire married the
Lady Tucretia, herself a Black Sorceress, and since
that lime they have ruled together over the King-
dom of Craggen Rock. As vou finish the book, vou
notice that the libranan s holding his hand to his
car, apparently listening to something. TTe glances
up at vou, gquizzically. Yoo may cither look for
another useful book which may aid vou on vour
quest {turn o 84}, or attempt to leave the library
through the door behind him (tom o 31).

Iq

The staircase creaks as your toot falls on it You toy

0 ascend as quietly a5 possible, but the old imbers
groan under vour weight. Suddenly one of the stairs
clicks as if to frgeer a switch of some kind. To vour
surprise; all of the stairs Hick downwards! You arc
now standing on a smoath, steep slope! Try as you
might, vou cannot kecp your balance and vou lall
down the slope, tumbling head-over-heels. If you
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wish 1o use a Levitation Spell, vou may ily up and
out af danger, Lo land onthe balcony above {furn lo
363); alherwise turn 10 234

210

Ine Ape-Dog lells you thal ne one i allowed into
the Black Tower after dark — vou will have to look
clsewhere for shelter: You may either resign your

self to a fight (turn 1o 288). Or vou may pick up 3
slone and cast a Fool's Gold Spell on i, offenng
them a nugeet of zold as 2 bribe to lel vouin {furn Lo
g6i). Deduct the Foal’s Guld Spell from your Spellsit
yom use it

P | ST

21

‘What brings vou o these parts?’ she demands. You
tell her your stary, carefully avoiding felling her of
wour real mission, She advises thatif vou know any
mayric, you should fee from this place. The crea-
lires vou have mel so far do nol compare with those
vou will come across within the Citadel Tower itsell.
She lells vou vou will never meet the master wilhout
tinding the Fleece first, and bids you luck: on your
mission. Add z LUck peints for the InformatonFou
have learned and set off coovards. Turntos.

22—24

Tou open the door and step oot into a long, dark
corridor. Lurmn lo 188,

2z
Yoo open the door and E.l::gp oub inte a passageway
which continues straight onwards lor some time. 1
=wings to the left, then back o the rght, unfl you
can e anarchway ahead that opens oat inte a larpe
room. You head forwards into the room. Tumn to

16g.

ag

You taske the wine and, as vou are considering ils
favour, you hear a clinking noise, You furn o look
in five divection that the noise is coming from anc
vt are horritied to see that the bottles in the racks
are movingg on thar own. One bottle Flivs trom i1ts
place and hurtles towards vou, narrowly missing
vour head and smashing on the wall behind von.
Another tlics at vou, then another, until vou are
ceng pelted by botfles from a1l directions, Yoo
realioe that vour vmly defenee s to use a Shiclding
spell. Cast this Spell if vou can and tum fo 372 1f
vou cannot cast this Spell, turm to 2ag.
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25
N e ' The door opens, allowing you into a large, circular
b , moom. You scratch vour head quizzically. In the
5 venire of the room vou can see a small ‘island’,
: l surrounded by a wide trench, on which stands a

chest, locked with metal fastenings. The trench is
too wide fo jump and is very deep. Just inside the
doorisalength of rope. A doorleads from the room,
opposite the door vou came in through. Will vou:

Iznore the box and walk round

the tremch to the other door? Tum by 206

hEER Casta Strength Spell and leap
{ E]TTF! jli = i across the trench? Turm ko133

o —— "'L T e | Pick up the rope and formulate
; -‘=E- R “‘x\l a plan? Turn ko 239
1
Will vou cast:

A Trire Spell? Turn 1o 87
A Weakness Spall? Turn tor 345
A Ureature Copy Spell? Turn Lo 101

If vou have none of these, return B 304 and choose
SEe [

27
Az vou hold out the Gold Pieces, the three creaatures
-top in their tracks. They gasp as they ook at vour
coins. An imvasible hand snatches them from von
=nd lays them on the ground. They look at vou and o
voice demands more. You pull out ail your Gold

75 The [rence; is i Tge oy uaep 20 i 2oy o,
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ieces and throw them into the gentre of the room.
A voice rings out: Well, siranger, you am indeed
welcomne here in the house of the MIKS. We thank
vou for vour il If vou are heading on, take the
door ahead of vou, bul beware of the CGanjees. We
wish vou luck with yourjourney.” You mavadd one
Luck point for the Miks' good wishes, and leave
throush Lhe door ahead of you. Turm 1o 206

You vast the Spell and comjure up a ball of lire in
- your hands. They stop in their tracks and watch vou
carefully. You toss the ball towards them and Lhey

shrick in fright, rolling away in lemor lrom vour”

obvions powers. While you sull 1'_|_m-1: control over
the Spell, vou create three smaller fireballs and p;?ch
one at each of them. They howland scatter, mdling
up the comidor away [rom you. You mak now
procesd up Lhe left-hand passageway llum tor 2430,
ar up lhe right hand passageway {lurn to 2}.

e

e e a— e
L e e T
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Cautiously, vou approach the Jilile man. As you gel
close, a single eve opens and looks vou strmghin

30—32
the face. A wide grin spreads between the crealure’s
cars and he disappears! 'Good momin® fo yer!” says
a chirpy little voice behind wou, and you swivel
round to see him standing there, still srnninge. T'm
(¥Seamus, the Leprechaun! he chuckles, and holds
his hand out to vou. Te seems foiendly enough -
will you shake his hand and lry to befriend him
[fum to 273}, or draw yoor sword (fum to 131)7

5 BT —
———5 =

1)
The beast i immensely powerful. You draw your
sword and the battle starts:

CLAWBEAS] SKILL g

When yvou have inflicted your fourth hit on the
creature; furn bo 237,

STAMIMA T4

j1
You leave the room through the door atthe farend,
which opens into a short' passageway ending at
2 large wooden door. The handle on this door turns,
letiimg vou into a large chamber. Turn to 16g.

32

Stepping over the bodies, vou approach the gate
and call for the gatekeeper, hiding inthe shadows as
fe approaches. He sees the bodivs and comes out o
mvestigzaie, wheteupon you nip inside the gate and
lock him out. Turm to 251



33 ;
Asvou try 1o rise, the Orcand the li'tubhn grab ¥ou
and hold vou down, whilethe Dwarl advances with
his club. Turn to213.

34
The key urmns and, removing the lock, vouopen the
oy to find another ke, fhis time cut in 2 glowing
green melal. Will vou try ihis new kev on the third
Bierx (b to 8g) or leave the room with the two kevs
ifurm ko 2371

You concentrale on your Musion. You can sither
convinee him that he is being attacked by an enemy
{turn L0364}, or make yourself disappearin the hope
that he will come looking for you (furn to 246).

[0

‘Pah! says the Gark, r:lu:uann:!-t fool that easily, Throw
VOUT T ps of brass away.” ltdawnson the creature
that, il you are offering a bribe, you must be an
inlruder which — for a Gark — is quile & sunning
piece of logical thinking! It slaps vou hard h-_‘]:h Tt
great hand, knocking you unconsaous omio the
floor. The last words you hear betore vou pass out
are the proud Gark’s: ‘Into the jail for this one! Turn
to 234. And don't forgel to deduct yous wasted
Fool's Gold Spell.

3738
7

You draw out the skin and the creature hisses
loudly. All its heads relreal and it remains stll,
watching you. Thereis a door on the far side of the
soom and vou slowly make vour way towards it
Halbvay across the oom, a head darts oot and
snatches the fleece from vour hands. Bul instead of
.?tzar_h;}_ng VoL, the H}-‘d ra shinks hack into a corner.
Yoo move on to the door cautiously. Lurn to 229,

38
The door opens into a short pazsageway which is
paved with small stones. A short distance further
on, an omately carved door marks the end ol Lhe
passageway. Bul just before the doer, a side passage
leads off fo the left. Yoo approach the door, listen-
g for any signs of lile inside. As yourhand touches
the handle, a vowe savss ‘Do not knock; just enter!”
from inside. WIll you enter the room as instructed
tum fo 132 or will voo decide against this room and
iz Lhe passage leading off to the left {harmn bo 306)7
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39

You fake out the Jar and, as vou do so, the Ganjeeﬁ
zasp. ‘Racknee!” says a voice. "You have cetuened!
And with those words, an invisible hand snatches
the jar from you, lays it onlo the pround and opens
the lid. The Spider-Man burns towards vou and
growls a little growl. You draw your sword as the
brast scuttles towards you angrily. You must Hight
the creature;

SPIDER-MAN SKILLY STAMINA 5

Az soon axs the Spider-Man jpets its first hit on vou,
tum to 208, I you win without it wounding vou,
vou muost now face the Ganjees with your sword,
Tum to 248.

40
Alter several moments the door opens slosyly and a
hunchbacked, mis-shapen crealure with rotten
tecth, ragged hair and tattered clothes stands in
ront of youw. "Yes, sir{heh, heh) — what can 1 de for
vou?" growls the half-buman creature. T am ex-
pected,” you reply, and walk past him through the
aoor with confidence. Fle w5 a litfle bewilderad by
vour manner and stammers, nol knowing whether
to challenge you or not. "Which way to the recephon
room” you demand. He squints at vou theough one
eye and mobons towards a left fork in the passage-
wav a shorl distance ahead. Will you believe him

40 A Teizinchhecke, mis-shapes: creaiaure vondiz felion B8, fagaad s and take the left fork (furn to z43), or do von distrust

xRN

ciod Frftered clpthn adands iy el of pon e T :
e SEr this shifty creature and lake the right lork {tuen

toy 2)2
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The three women shuffle togetherin a huddle and
multer under their breath lo one another. With a
lithle chuckle, one of them turns to you and says,
“Yes, stranger, we'll help von on your 1.1-11}-.: She
fixes you with ice-cold eves, and pomts her fnger
firsl at vou. then at the wall behind her. The room
Eoes dz[rlc:, viou feel a rushing sensafion and, when
the darkness clears, you are in another room. Tum
b 257.

i d
She: blinks and the jets of fire disappear. What will
you offer her?

A Silver Mireor? Tum 0138
A Tairbrush? Tum fogt
A Jar containing a Spider-Man? Turn to 223

If you have none uf these, you must make some
excuse about losing your gift and go back onto he
baleimy where vin may take either the middle door
iturn Lo 6g) o the far door [lum o 304].

e

4345

43
As you cast the spell, his grip loosens. Gradually his
strength ebbs until eventually he releases his grip
and slumps back, panting, on the ground. Tose 1
TOTE STAMINA POInE a5 ¥ou nurse your wounded
arm, and cross the Weakness Spell off vour hst. You
c=n conbfimue on _"g.’l:,'l'l!'l' WA Turm tu '.I.EI..

The room stops shaking and you drop fo the
sroumd. The armoury cupboard is locked, bul yot
may smash the lock. Or vou may ke off vour
hackpack and look for a weapon to use. Which will
vou doc

Choose a weapon from the

cupboard? Turn ti 353
Take an artefact from Four

backpack? Turn to 277

15
If vour stomach wall bear i, you may toye

Some of the meat hanging up Turn to 166
A piece ol fruil Turn to 313
A shice of cheese Twn tozg3

A loaf of bread

Sy

:

i n x

e e e o
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Turn ti g7
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With a molion, vou fling vour hand forward and
point o the floor beneath the sorcerer. Em[ﬂf:ll'_‘ and
Harmes burst from the ground. Balthus Dire jumps
back a little, starlled, then closes his eyes o conoen-
tratc. As they open, you can see a hire burming
wilhin the pupils themselves, and he steps forward
intu Lhe flame vou created. Taking 2 handful of
flaming rubble, he throws this at you. Will yvou durck
to anvoid it (harm B 1g5), or jump out of the way (i
1o 74

What Spetl will you use:

Creature Copy Spell? : Tu_r.n s
THusion Spell? Tum o175
Levitation Spell? Turn (o 259

Tf vou have none of these spells, vou will h:ﬁ:e fo
ratreat bowards the monument in the centre of the
courtvard and hide from her {turm to 200).

18
‘Mever!” screams the sorcerer, spinning round from
ihe shadows to face vou. This Hime it 35 vou who

Jo=al
feels the guake of [ear as vou see that he has also
thanged himself — but intoa creature which' may
czuse a Fire Demon to stop in its acks, Bzlthos
Dhire’s face has become uply and witch-like and his
hair now seethes and squirms with small, hissing
snakes=. Will you retreat trome this coeature (turn B
232j or leap forward with your Trident (tum k> 199)7

- —
?_— — T ——
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49
The creature raees at voo guizacally as if it is
uncertain about you. Turn to 255.

o
Doerny b0 164
o %
Sk TR

S

31
You slash about madly with vour sword but cannot
hif the creature. Either il is extremely quick, orit has
nosolid body for you fo hat! Tts teeth are now tearing
atyour flesh and you can beel blood o vour leg. You
will have o profect vourself with vour magic, or face
certain death from this unseen creature. Will you
casta Strength Spell {lam to 301), 3 Weakness Spell
murm bo 158), or, B vou cannol or will nol cast either,
I by 280
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52

[he door opens and yon stide onwards,; slanming
it shut behind wou. A short distance ahead, you
seach 2 three-way junction, wheee you lake the
norfhwards passage. This conbinues for several
metres leading by another door. You can hear laugh-
t=rand merriment on the otherside. Canbously you
open the door into a large room where a party of a
doren or so creafures, of all shapes, sizes and
colours, are playing games. As vou step into the
kA, 3 vioice shotts, Took, this mustbe Glaz-Doe-
Fut! whereupon they all welcome vou, inviting you
o join the fun. Fvidently they are expecling some

one and have mistaken vou for their missing smaest,
; Will vour playv alomg and join thern (turn [o 385) or
{ | will you tell them they are mistaken and by o make
] §  vour way uver to the door onthe other side of the
| moom (urm to227)?

e LI LT

)

53
“What do [ want with vour berries?” she laughs. "My
32 appetite died with my body!” And as vou look closer
\\,‘ vour can see that she too 15 nothing but a Ghosl. She
Hoats across m the air towards you. Tum o194,

5 Fimc oo iea) iienirterand merdinendon theslior sade of e Soor.
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54
You search through your backpack. What wall you

pull ot

A Tar of Qintment? Tum 0 287
A Pocket Myriad? Turn to 160
Gold Meces? Tum tn2y

1f wou have none of Lhess, you will have to retum fo
104 and choose again.

”‘:"tﬂ-,.r::f..-q: e T

i N

55
Youl [ollow the passageway for some time. 1L lurms
to the right and eventuaily reaches a dead end. You
may either return to the fork and take the other
passage (turn te 249) or you may look for secret
PassaEes (LLrn B sk

The BLACK ELF approaching vou is skinny and
tageed. He asks whelher wou ame a gucsi or an
adventurer. You lell him vou are a guest, come
down o sample the wine he keeps in lis famous
Wine Cellar. Wilh a certain pride, he shows you the

5758
vinfage bottles be keeps tor his Lord, the Dema
Sorcerer. Some of them, he claims, have magical

powers. [ Te bffers to let vou sample the wine. Will
vou Ly a sample of:

The Red Wine?

Ihe While Wine?

The Rose Wine?

Dedline his olfer and make

Turn tor 120
Turn e 163
Turn to 334

YOUT wWay onwards? Tum to gg
...t.' —= :':L_— ;_ e — s
i S

37
Test vowr Lict. U vou are Lucky, tuen to150. I you
are Uinlucky, lumn toazs.

@}:?_H f'i%

=5

|

Az yvou enler, the Gremlins flutter and squeak ex-
atedly, then Ay past vou, through the door and oul
into the night. You are now alane with the chalices,
Will vou sk taking a drink? IF so, will von choose:

The clear liguid?
The red liquid?
Thie milky [iguid?

Luen o 298
Turn b 2h7
Turn lx gz

O wall vou leave and head for the Citadel (tuci Le
15617
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59
They are revolled by your gift and run over 1o the
carner ol the room; hiding under the beds. Some
whal puzzled by their behaviour, you leave the far
an the flaor and make for the door on the far side of
the roomm. Turn 1o 140

The creatures become suspidous as you press them
[or information, The Dwarf springs to his fecl bran-
dishing a wooden dub, while the Goblin and the
Orc grab swords and glare at vou. The Coblin's
mistress shrieks and steps back several paces as the
olhers advance lowards you. You will have to light
them. You may nse a Magic Spell:

Tumn o33
Turn k295

Levitation Spell
Tusion Spell
Crryoumay draw yoursword and fight(fumio213).

. Ty
B A e s
P - o

1

You advance with your sword. The Devlin stops
. .. then springs al vou! You slash with your sword
buit canmiot iarm the creature, which is now on top

62—63

of vou. Tts flaming body is buming vour flesh and
vouare in agony. Stllitholds onand vou pass outin
shock. You fall to the ground never o wake awain as
the Devlin makes sure that vour body iz scorched
bevond recovery. You will, afler all. be the next
meal for the creatures of the Black Tower _ . .

bz

With the Gargovle out-of action, you decide to
mvestigate the box in the creature’s pedestal. Lest
vy ek I wou are Tucky, you may take the pouch
of 1o Gold Pieces locked inside. Tf Vo are Lnlecky,
vou do not manage to open the box, Leave the TOOTH
by iy o 140.

63
You tum to the index and look up the relerence.
Turning to the correct page, vou are dismaved Lo
find that the section has been ripped out ol Lhe book!
You may either tum o the Calacoems (b e zh3), OF
look up the Miks (furn o 135],
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6y

You listen at the door and can hear squeaky voices
laughing and squabbling. You lrv the handle and
the door opens. Inside is a brightly coloured reom.
A few small beds are in one corner, and strewn
about the floor are small mannegquins of various
brutish creaturss. Aleng the dght-hand wall is 2
large box and just bevond the box 15 a door. In the
centze of the foor, and Toaking up al you guizzical-
by, are three simall creatures, They are human-like
bul have green skin, ponted ears and slil-like eves.
What will vour approach be? Will vou;

Draw yvour sword and prepare

tor fight them? Turn t 286
Lookin FOUT Pack for something
to offer them? Turn te 3

Walk cnnﬁdenﬂ}' acrirss the

rowm B the Lar door? Turn to 366

_E_-

3

You kneel belore him and bow. Tl is indecd your
master now. Yoo have failed in your mission.

Bh
They look af each other and chatler, One steps
forward and halds met a small tube which looks as
though it has been made of some kind of bread or
cake. Athis request, vou popibinto vour mouth and
chewit. Az wou swallow it, vou feel suddenly slrong
again. Restore your skins and STAMINA stures Lo
ther Tndtza! Tevels and add 1 rrek peoinl. You thank



by—bg
him For the food, thank them all for their company
and head for the doors. Turn 1o 270

&

You hegin your fight with the creature. Your first
blow is lucky and severs one of its six heads. The
other five strike at vou and, 1o your homor, two
more heads grow where the other one died! Cme of
the heads bites deepinto your arm. Lose 4 STAMINA
poinls. ¥our swird is obviously guing to be of little
use, Will you use a Creature L:}p& Spell (fum to143)
0T :mmn:lhmg from vour backpack (turn o 226)7

i
“Which would 1 take, eh? hemnuses, Tetssee . . 1
would not take the one two doors to the left of the
copper-handled one, nor the door 1o the right of the
bronze-handled one.” Which one will vou choose:

The brass-handled doorc?
The copper-handled door?
The bromec-handled one?

Turn to 207
Turm tozz
Tum to 354

&g

The creature is not very talkative, bui you do dis-
cover that you are in the dungeons beneath ihe
Black Tower and you will probably never be re-
leased, unless you are given to the Ganjees for
sport. When you question him about Balthus Dire,
he goes silent. You had better try a Spell to get vou
put of this prison. Turn 1o 193.

il

tal il
“ou fly up and away from his lunges but he stands
i eround and there is no way for vou bo fly around

. um to the door. Eventually the Spell wears off and

ou must face him once again, Will vou:
Use a Weakness Spell?
Use a Streneth Spell?
Draw your sword?

[uzn to3o7
Turmn Bo 26y
Tuen ko 325

tou draw yvour sword and hack at the tentacle. The
=niacle will not fight back as willa normal creature,
But instead i trying o d.rag vou into a large hole in
she ground which is opening around its base. You
So not need toroll for the lentacle, asit has an Atheck
frengih of 15 and a stamin A scote of 2. Throw for
combat in the normal way, but if your own Atheck
siremgll comes to less than 13, do not subtract any
—winfs from your own STAMINA, However, if you
i: not defeat the creature within 3 Atteck Rourmds, i
socreeds n dragging vou inlo ils lair and wour
=dventure is over, If you do defeat it, you can peel
S tentacle off your lew and pru:meed to the main
=ntrance to the Black TLW- er. Tum to 228.

|'|

r

e

“uck 15 not with vou. Your first glance at the ser-

—ent-headed creature was enough to scal your fale,
ou ery out in aneuish as you feel vour joints begin

= seize and your limbs become heavy and uneon-
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trollable, As the Gorgon's stony stare takes effect
i fight {or balance — but lose it and crash o the
floot, Your petrificd body cracks on impact and vou
nuow lie in several preces before Ballhus Dire.

You have failed inyour mission.

73
Either vou may try to cul vourself free from the
Sevver Snake, or you may ward it off with a Spell. If
vou will fight the creature, resolve this battle:

SCWER SNAKE SRILL B STAMINAJ

TE yons woan, turn Lo 112,

If vou wish to-cast a Strength Spell, add 3 1o your
dice roll on your Areck Stremth. Uyou wish kycast 2
Fire Spell, turn to 282,

74
As vou jump Lo the side, the sorcerer's eyes follow

vou  and sodoes his fireball! Tthits you in the I.'_hE'E-
knocking you Over. The scorching will cost yow 2

sTAMINA pomts. Il you are still alive, vou may 8
propare another ’%}wﬂ for your counter-attack. Turm §

to 377

e
You siep through the doorway, dose the door be
hind vou and wail for some time. You hear the
foutsteps run closer and reach the door. Tncompre:
lensible chatterings on the other side ol Lhe door

76—77
=ventually die dosvn and again you hear footsteps,
s Hme maving away from vou. You ring loe the
tutler. Tum to g0.

2

“ehile vou were pulling oot your Berries, Balthus
Zhre has been concentrating on a Spell. He looks up
=nd bursiz out laughing. ‘Slumberberries!” he cries.
-.r-d what are you expecting me to dof Fop them
0 My mouth? He smaps his fingers and his Spell
_?i-"r!ﬂth'E. Tum to 1og1.

:Fq":l_-*_f‘:r'i'r “'71"." e R

il
Satths Thre'is :.urpnud at your sUcoess. " e

claims. "You think vourself stronger ﬂ'tan the
st eh?’ You may act quickly and casl a Spell at
qim. Which will you choose:

.'

An ES. P Spell? Larm b 187
4 Fire Spell? Turn o 46
A Creature Copy Spell? Turn to 940

& vou have nome of these, or would prelee not Lo cast
= "'Ei, lurrm to 355.
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Hi= EFes follow: you o the window. His pupils have
turned milky white. He leans his head back, blinks
once and moans. Snapping his head forwards, he
mow glares at you wilth eves that have hurned to
shining silver! His gaze is hypnotic, and you will
fave toack gquickdy. Will vou:

Hide }’mlrselfbt-:hind o of

the drapes? Turm ko 324
Full one of the drapes down and
throw it over his head? Turnto124

Look through vour backpack for

something lo use? Turm ko 277

73

i the far comner of the courtyard, you come actoss a
peculiar bush with branches Lwisling oul [rom Lhe
cenfral skzlk, asifinagony. Theleaves are diamond -
shaped, with small berries underneath, lat and
Sblet-like. You may take some Bermes with you on
vour adventure and ceeep [urther along the wall Lo
the maim entrance to the Citadel. Tum to 218,

S

~: vou leap across Lhe table, the sorcerer spins
sound. You stumble and crash to the ground as vou
=== Lhat he has changed inlo a creature much more
Z=ngerons than vou, s face 15 now that of a wikch,
=nd his hair is now a mass of snakes, writhing and
tresing at vow. Will vou continue vour attack (iien
= 109} or retreal from him (o to 232)7
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B1

The Ape-Dog laughs and tells vou that Kyllrog =
lazy pood-for-nothing and is not worth saving. You
breathe a sigh of relief as he walks back and shoufs
for the gatekeeper. Moments later, the gatekeeper
appears and opens a small doorway o lef youw in.
Turn Lo 251,

82
You lall into the trench. Frantically, yon try to grasp
the edwe as vou-lumble over, bui without success.
Head over heels vou tumble down the pri and vour
last memuory is vour final crash ax you hit the ground
belowr, which kills you instantly.

You have [ailed in vour mizsion.

83
The man is 2 merchant. Yoo tell him vou are of the
some profession and vou chal for some bme aboul
prives and profits wis thin the Black Tower, He save
Iz has never been allowed above the ground Hloor of
the Citadel, as merchant= are rather despised m-
side, You bid him farewell and press onwarnds. Lure

tor 245,

g

As vou study the shelves, vou hear 2 commolion
b h|5|d YL ‘:cu wheelr :1und iniime o see 'D"T—IIL_
creatures, armed and on guard, materializing one
after the other behind you. They advance and surs
round vou. The tatlest one moves his face dose 0

4
i

B5—B7
vours and blows a putf of breath straight mto your
=ves. The room spins and vou slump Lo the ground,
snoonsoons. Tom tn 234

85 _

Y ou cast vour Spell and wail for a fireball to appear
on the end of vour torch. The torch flickers, just
=nough for you to see that there is a door on the far
side of the mom, but then poes out agaim. The
C=njees laugh once more at your etforts to thwart
Dem. You feel a blow on the head which khocks
vou fo fhe ground again. Lose 2 sramina points.
Wil vt

Try an [Mfosion Speldl?

Take something from vour

backpack?
Draw your sword?

Turn to 395

Turn to 322
Turnm to 248

Gl

=3 vou cast the spell, the two creaturns watch in
=mazement as you rise in the air, float over their
s=ads owards the gate, over the wall and into Lhe
Jtadel. You land on your feet meide the prate and
ook around. Lurn to 251, But beware! They will be
sure toalert the Ciadel guards. Cross the LevitaBion
spell you have just used off vour Adzenivre Shee!,

87
tou create a large fireball in vour hands and theow 11
2t the creature. IU has no effect, The Gargovle
swipesal vouwand the Blow knocks you ol your feet,
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Lose 2 sTamMina points, You had better avoid this
Seast by leaving the room and trving the maddle
door on the balcony. Turn to 64.

BE

fhe door s extremnely strong, but cracks a little
under vour charge. You may fry charging it as eften
= vou wish ontil voo break it Eoll a die for eoch
sitempt. If vou toll a six, vou succeed {tum to 2g2).
For cach unsuccesstul atlempl, you must lose o
stasina poink. IFvour decide against this course of
g 'JEIE vou mav usea Steength Spell {luen 1o t7o), or
v erther the middle doar {fum to fig] o the door at
the far 4:-11-:’. ol the balcony {liin to 304) instoad.,

Sg

Ihe key toms, the lock clicks apen and yon look

m=ide the box, Inside the box is a glass jar, and in
tiis jar s a spider. But not a normal spider; this
creature has the face of an old man. He is lalking to
vou. but vou cannot make out what b 1= saving. A
moise startles you and you spin round to see that the
foor, the once vou came through, s beginning to
spen. You puf the jar in vour bag and make for the
srher doar: Turnto 237,

G
Lhe passageway widens and yvou are now walking
zlongside a fowing river. Just ahead, a woman
scems to be washing oothes. She has o basket of
Siewe clothes beside her, and several sets of long



g1
johms are hanging on a line behind her. Wil you-

Diraw oul your sword and advance

ready for a ight? Turn lo 178
Hail her and try to make

conversation? Turn 023
Use an E.5.F. Spellio find out

who sheis? Turn to 329

o
She looks at your offering and her eyes widen. T.et

me see that,” she commands. You ca ruuih' advance
iowards her and haold out the brush. She <nalches it
and spends several moments admiring it. This &5
indeed a work of art,” she says, and she yeis cut of
bed to Ly it in front of her mimor. Asz she brushes
Twer huair with it, her hair lakes on an unusual sheen,
ghimmering saftly. She is fascinated with vour gifl
and now is vour chance Lo leave unnoticed t‘ruﬁugh
a dowsr in Lhe far corner. You may ity o lake wilh
vou a Golden Fleece which is h-nw on the bed. Fest

vopir Tack. 1 you are Lucky, you manage o snatc hil
quickly and van leave thro ug,h the uli'ler door {lum
lo 140b. 1f vou are Unlucky, you may Tes! foar Laick
CHATH untl vou are fnally Lucky. Or, if Tauck is mod
wu-h YU, YOU hay ignore the cumbersome fhine
and leave anyway [tum o 140}

-

92=95
g2

[he milky hgoid smells sweet. You take a sip and
start fo gigele! You tzke a gulp and burst out
Laughime — for no reason at afll Mo wonder the [ittle
Gremlins were enjfoving il so much. Lighl-headed,
and 1 fime spatits, yon leave the chamber to make
¥OUr way onwards towards the Citadel. Turn io 136
and add = srasmina poinks for this refreshing ina-
dent.

0

Uutside the door vou ]{:1_1.1341 vour bottle. This a bottle
of Hogweod Essence, apparently usctul for repel

g shone-based creatures, This may be useful and
viow pul it caretully into your backpack. Heading on
op the comidor, you come to another deoor, which
opens, hetiimes you pass into a large room. Tum toe

b4,

34
Tou feel your own rrowing power. Running at the
door you hit it hard with your shoulder . . bul it
does not budpe! Lose 1 sramrna point for vour
oruise and knock loudly o summeon the guard.
[omto 138

25
=L e far end of the Wine Cellar s 2 wooden door,
hich vou fry. Il opens oul into a passageway
whipch leads onwards for several mebres. Tam o
=i oy
= - F




96-97

ob
They accept your offering and summon fhe
gatekecper, who opens a small doorway m I]lt
porlcullis to bet you in, You leave them squabbling
over the gold nugget. Turn to 251,

—

gz

The bread is rather tasteless and drv. Infactifis very
dry —s0 dry that vou are soon desperate fora drnkl
Your mouth is parched and you frantically search
through the food in the room for something @
drind, But there is nothing to quench your thirst.
You must deduct 1 SKILL point until you find liqud
ol some sort which vou may drink (domking this
liquidl necd not necessarily be given asanoplion —it
may just be described as being presentin a room).
You may now leave the room, either through the
doorin the left-hand wall (tum to 13) or throngh the
one opposite the door vou entered through {lum o
81},

— e Py
Ty AR

gi—100

(v
[he GOLEM advancing tesvards vou is a slow-
moving creature, and you reach the boxes casily.
fou curse as yoo fnd they are all locked, As vou
=ruggle with the locks, the Colem cluses on pou.

Yo mai:

Drawe vour sword and fight the

Creatire Turn to 303
Cast a Fire Spell Turn to 4
Casta Creature Copy Spell Turn te 1go

Forget the boxes and race lor
the door Turn to 237

a9
Will vou take either the left-hand door (furn togz) or
e nghthand door (borm to 38)?

T
Do vou havea Levitation Spell? T so, yvou had better
o= 1F mow to float out ol the pit. If vou levikate
vowsselt, voo can continue down the wall fowards
the comer of the courtvard (luen 1o 7o) I not, turn
i 276,
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107
A duplicate of the creature materializes between the
two i voll. At your command, the battle com-
MEences:

GARGCOYLE SKILL G STAMINA 10

If vour creation wins, lurn ko 62, Il your created
Gargoyle loses, you decide against facing the Gar
goyle on your own and leave the room, frying the
door in the middle of the balcony. Turn 10 64.

102

They svmpathize with your request. Three of them
turm fowards the other one and, with obvious re-
luctunee, tiis one takes an amulet from around s
neck, This,” he savs, ‘is a Charmed Amulet. it =
made of metal but a Jewel of Light is =et nlo it
Canjees fear this talisman, but they will no doubtiny
tor trick vou into losing it This has been my own
proud possession for some time but we Sconis ane
ahliged by our geds Lo offer help, so Tiive it 1o vou’

— e o ]

103

You thank him and place the Charmed Amulet
around your neck. You may now-leave the room,
utvoumar feel oblised, because of his great gift, to
zive him something in retum. If you have any Gold

%

Meces, decide how many vou will give him, cross
the=et off vour list, and tum to 183, T vou have no
zold but will give him an artefact vou have picked
up, cross thiz off vour list and tum b 396, 1F vou
cznnot, or will naf, sve him a gifl in eeluen, turmn to
70

@;HL

103

Tou cast your Spell — bul nothing happens! You fall
down and down from the tower, finally landing
with a fatal crash on the floor below. The fearsoms
mealures have robbed you of yvour magic, and now
of wourr fife :

Tom have failed in vour mission.
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104
You try the handle and it tums. The: dooris stilfand
vou must shove it open. The room inside 15 omo
sorl of living abede, with tables, chairs, shelvesand
a collechon of andimal heads on the wall. There s a
plush pile carpet on the foor, Suddenly, one of the
amimal heads tums and Tooks towards vou. It is
some kind of dog, and it barks loudly in 2 lone
which is a warning, both to you and to any of 1=
cronies which may be within earshot. As you wakch
the head, ¥ou do not notice a carpet, which flies
up off the floor and whisks past you, dipping your
ear. You spin round in fime to sec one of the chairs,
slowly re-forming itscll into & tall man. “Whal busi-
ness have you here?” he booms. Will vou:

Iy to falk with him? Tum fo 266
Lise one of your Spells? Turm o 310
Search ’rhn:ut‘h vour backpack
tor o weapon or a gitt? Tum to 54
Leave the room quickly and v
e other door? Tum fo 25
e e e Wt 2

TS
The wine is rafher bitber and, as you savour it in

vour mouth, vou feel 3 buming sensation. You spit
the wine to the ground and, to yvour amarement, a

106—10H

=t of Hame lies [rom wvour lips! You may lake a
sample of the wine with vou and use it instead of
=sting a Fire Spell, whenever the Fire Spell option
= given. Your sample will be enough for a single
z=age. You head onwards towards a door leading
further into the cellar. Tam o gs.

Ll
=he laughs again and tells vou she likes to see
reople getting angry. In good humour, she accom-
sanies you for several melres, Converzalion is dif-
Scult. She sees something in the distant shadows
=nd nips off lo investigate, allowing you to advance
0 the Citadel™s matn entrance. Tum to z18.

107

You have caught either £, 2, 3 or 4 heads in vour
nodse. These heads strueele to free themselves, but
the creature continues its advance. You begin lo
samic as vou try to decide what o do next, Tum e
154.

108
fow grasp the rope Grmly, step back, and take a un

=t the putrid rver. Suddenly, the rope snatches and

whips with amind of its own! You quickly Tet groand
drop down to the ground. The rope deops on lopol

vou and Banglesitself around you. Yourealize that it

= nol a rope but, in facl, a long SEWER SNAKE,
which wraps iself aronnd your body and neck,

Tumitors.
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104
The creature strains agaimst the bamier of your
Shielding Spell. To vour horrer, itis so strong that i
actually breaks through! Ttis now on top of vou and
vou must draw vour sword. Tum o se.

110

Tesi yeiir Luck. 1 you are Tucky, you choose another
name which is familiar to them and ihey summon
the gatekeeper, who eventually appears tu et vou in
(furn to 251), If you are Unlucky, this was anothcr
poor guess and Lhey advance towards you with
their weapons at the ready. Yon will have to fight
them (harn b 288].

171
Yiu hove managed Lo avert your eyes from the
creature and vou now back into the comer, shield-
ine vour face with vourarm. Butwhatcan you do? I
vou have a Polished Silver Mirror, wvou may pull it
;-.ut orf sy I;:-‘\."!tl:}i'['f"rl"nik and hold it towards the sorcer
er (turn b 347). U not, furm o 153,

w i b

You disentangle yourself from the dead Sewer

Snake and try crossing the water, You gl acmoss
without any further incidents, but you are certaimly
locking furward lo your next bath! You conlinue
alung the passageway undl vou reach & junchion
where vou can either go straight on or take a pas-
sage off 1o the Teft. 1 you fork left, tum to212. If you
wish to yo straight on, turmn to 367.

113—1168

113

Tou cast the Weakness Spell at the sorcerer. He
stops In his tracks and Iooks ab vou. His expression
ranges fo one of pain and his shoulders shudder,
some sort of terrible internal turmmoil is takinge place
within him. Will you wait and see whal happens
Journ W 3881 or drawe vour sword and advance {torm
ol

114

Tou point lo the base of the tentache and cast yoor
spell. A puff of smoke and flash of light burst from
the hole in the ground . A shodder runs through the
tentacle and, thankfully, it releases its grip, As il
=ireals back into the sround, you rub voor ler
zut the crenlation back and then set off towards the
main entrande to the Citadel again. Bemember to
deduct your Fire Spell and urn to 218,

115
Tour situation 1= not pood. Balthus [hre stides
trnwatds you and is almost upon vou, Turn Lo 373,

116
Tour super-powercd hands grip the handle and
tu It comes off in yvour gop. You bunch up a [ist
and slam it into the centre of the door. The wood
cracks and breaks, allowing you to break through
mie the room bevond. Furn fo 2100
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117
43 vou draw vour weapon, the sorcerer does like-
wise. You are now too close for either of you to ose
»  magicand you will have to fimish off your battle in
the most difficult sword fight you have had. Tourn to

118

[he door opens and 4 large, brutish creature steps
out. It hasa sharp horn i the middle of its forehead
and i skin appears o be armous-plated: Tt granks
o ask you what you want and demands the pass-
word before letting vou in. Do you knaw the pass-
word? If so, turn to 273. 1F not, you will have to blufl
¥ Vour way in (hurn to 198).

rig
y  tou tum to face the powerful sorceter. But he has
disappeared! You spin round to sce him standing
behind vou with a sharp dagger poised to strike,
You br¥ o spring out of the way, but it is koo late.
[he blade sinks into vour back . | .

fou have failed in vour mission.

130
You laste the wine and nod. The vintage is indeed
excellent with a refreshing, Iruity taste. You trv a
ittle more and start to feel light-headed. You may
118 The dacraperz and & large, krunist rraciers Slips ol add z sTamiNa points and 3 LUCK poings for finding
such an excellent beverage. You thank the BN and
press onwards. Turm to gs.




121—124

121
As vou runal the door, it suddenly opens in front of
‘wou, Unable to stop }'C‘LL“'EE'I.‘I.-_. you mush headlong

fsrwards inlo the room, eventually lApping over

and rolling to a stop. Lose 1 sTAMINA point for
wrazing your knee on the rocky floor. Tarm 1o 257.

122
You try a simple ruse o fool her, birt she does nol
fall for it. She will stop yvou geiling any further
unless you use vour magic. Tum fo g7

123
You concentrate and imawes from the Calacorm
Aash throngh yourmind, You see a plate jull ol dead
snakes, then a similas-looking creature with grevish
skin — puossibly the female of its speacs — then ¥ou
leel a greal sense of pleasurc as you see an unforiun
ate creature bound 1o the wall havin its lees lickled
willhh a burning torch. Then you see the plate of
snakes ayain. Evidenly this creahare thinks abou
fitlle bul the simple pleasures of ils miserable hifc
and you will ol learn muach about how 1o escape.
You had better try a Toul’s Cold Spell { furn fo 2x1§ i
an THusion Spell {lurn to 35). I you have neilher,
lurn lorzB3,

m :
Az the drape falls;, davlight streams in through Uhs
window, You realize that vou have lost all frack o

Hrme since enlering the Citadel. The sun is @ wel-
come relief after your many hours of darkaesc. A

125127

thump makes vou turn back towards vour adver-
sary. He tEl‘.‘tn"u‘l a heapon the pround. You takea
sfep forwards and he lets out a blood-curdling
scream! “The curtain! . _ Yoo fool! | _ . he gaspsin
2 vowe that is obvioushy weak and dying, Evidenily
the daylight vou have letin is sapping his strengrth
szpidly, and he is ryving desperately to crawl into
the Shadl:lws'r But he is too weak to move far and he
slumps to the ground, face downwards. Turn lo
200,

125
As you break into a nun, three arrows Ay out to-
wards vou from nowhere. Tes! your Lick. I you are
Lucky, they all miss and yoo armive at the monu-
ment, ducking behind the slone. If vou are Un-
ucxy, one of the arrows sinks into vour shoulder
Causing VOu 5 sTaMINa points of damage belore
vou reach the shelter of the monument. Tum to 2zog.

126
u pause to consider, ina state of panic. Ahead,
2 passageway forks to the left and to the rght. As
ou are trying fo decide which direction to take,
Siree creatures cawerge om the lofe hund passage.
—alling the noises vou heard ‘footsteps” was hot
enfirely accurale, as vou will see. Turn to 316.

125
e lifts her head and calls inte the air. You slop in
T iracks as you see the washing on the line rustle
snd Kickaboutim theair Freeingthemselves from the



128

line, several pieces of dothing wisp through the air
lowards you and, as they get dose, vou can maks
vut ghostly bodies with long-dead faces inside the
clothes. ‘Protect me, my sons and daughters!” she
cries — and suddenly the clothes are all around vou.
Some whip their sleeves at you, shnging vou pain-
fully. One pair of arms wraps iell around your
neck, making it difficult to breathe and lighlening
ils prip You are flailing aboul with your sward, but
doiny little damage to  the GIIOSTS. The slramgle-
hold is tightening and you will have to use vour
magic o gel free, unless vou have something in
vour backpack to offer the woman- Will vou:

(Mierher some Small Bernes?
Oiffer her o Silver Mimor?
Usea Fire Spell?

Tirm 53
Turnm to387
Tum foz40

Tf v have none of these furmn & 104,

128
As Lthe Spell takes it effect. you begin to get vanous
thonaghts as they flash Ilm:lugh the creaturc’s mind.
Aparl [rom a feeling of fear thal its captam mght
find outit was asieep al its post and et an intruder
in, it holds some strange reverence for a2 aned
Mairbrush which is apparently in the room some-
where, But thisis all vou receive and vou must now

120131
delend yourself from it= attack with something, Wil
WL TS
Turn to 336

furniozb

Tum to 262
Turn lo 152

Your sword?

A Fool'= Cold Spell?

A Crezture Copy Spell?
A Weakness Spell?

1x
You :.T“ET:IE with thet ngu:r somet Hme, trvine to
open it It will not open. You take out your sword
ond sitike the box, but YOU SC cepd u:nh in blunting
vour sword — from nos on you must deduct © point
STUT VOUT SKILL scorte. Your do not manage to open
the box_ Will you-

Tre tivopen the first box?
Trx toopen the third box?
{ cave the boxes and pross

Turn to 260
Tum to 7o

onwards? Tumn to 237
130
=|_ =-|:' A1 has i effect. Cross it oft yvour list and
aw your sword, Turn o 333,
131

You quickdy unsheathe lhe sword, poinling it lo-
wards the Leprechaun. He throws a glance at the
blade and to your horzor il deoops limply from the
nilt. hanging downwardslike aleatherbelt, Tt seemsy
tha! vou won't set too far acting aggressively.

Lr'['larxe.- vz had hslt eT ask him the way onwards.
fum o 348.



132—134

132

You enter a room which 15 evidently a library of
some sorl. Books sirelch from ceiling to floor on
vach wall and several @mblec and chairs ame lined
down the centre of the room. At the far end sits 3
dark-skinned man who looks up at vou friom a book
over narrow eyeglasses. Behind him isa door, “Yes,
what is it? he snaps. "Which book are von looking
[or? You tcan the wvarious shelves, which are
labelled. Will vou ask him for:

Tum toa8
Tum b 238

Biographies of Balthus Dire?

fecrets of the Black Tower?

Crealures of the Kingdom of
Craggen Rock? Tum to 373

133

You cast vour Spetl. With vour new-found strength
VO ]eap Ea_sii}' to the centre of the toom over the
trernch and break open the lock on the chesl. You
curse as vou find nothing inside but 2 good w-fisz'na‘
of lead shot. Cuickly, vou leap back acrozs Lhe
trenich towards the other door, as the spell is wear-
ings off. Test yeur Luck. I vou ane Ludiy, tum {o 206.

If vou are Unlucky, tum to 8z,

134
They are taken aback by vour audacity. Rather than
wiiting loc them to lalk, vou acl ageressively and
-;]Prn.-md tor knony how to get into the Citadel. They
peind to the main enlrance, obviously a little be-
wildered by vour confident manner, and whispes

135-136
=mongst themselves, The Ore fells vou that vou will
need the password, “Scimitar’, to gel in. You ask
=poul the vial of liguid within the box, whereupon
they get agtated. Will you press them [or more

formation about the vial {turm to éo), leave them
and head for the bvo men yvou saw carlier (lurm to
26g), or press on towards the Black Tower (furm o

2357

135
LGiks are masters of illusion, able to change them-
z2lves into any shape or form they wish. It i not
ceriain what their oue nature is, as few have seen
(hem in their natoral form, but they have been
described by fairly reliable sources as a thin, Elt-like
race. They are an aggressive lot, but their favoured
weapon is a Meedleknife {a thin stiletto-like dagger)
with which they can only abtack from close range.

-.:Lneugi‘t they can change themselves inlo anvinrm
—man, beast or object — they are unable to nye metal
m their disguizes. They are also unable Lo cast their
Musions aver ofher objects. Turmn by 326,

136
-_r'-'rFff protest stronghy, but vou explain thal vou
ve your orders and begin fosnoep around the
"“h,_n Will you invesligale:

The cupboards? Turn 17
The broth in the ketfle? Tuen o 16y
The roasting spit? Turm e 354



137140
237

[he man is old and has been hitabout the head with
a vlub of some sort. He asks lor medicine but vou
have none. You conld use a Stamma Spell to fix him
up and he offers 1o help you il you will, If you will
Use vour magic, tum to 383. I not, you will have fo
lave him and continue along the wall {turn to 24).

138
‘What do L wantwith rhaﬁ-"’ she exclaims. Ammin hor
eyes turn decp red and the jels of fire shoot towards
voul. Will vou cast a Shielding Spell (furn ko 378} vz
Jeave the room and head down the corridor for the
middle room (tum to 6437

139
All three knives miss and stick deep inti the dowor
behind vou. The Wheelies are almost on you and
you must decide quickly whether to fight them {fum
te 3.6 oF cast a Spell. You may casleilher:

Turm f 244
lurm bo-28

Ao Mlusion Spell
A Fire Spell

140
You leave the room and head dovm 2 shorf comdor
Some metres down vou find yoursell al the lootof 2
staircose. This is a spiral staircase which leads nght

141—142

up into the Citladel Tower. You climb the staics
cantiously and eventually arrive on a small landing
with bwo doorways in front of you, Will vou take the
left-hand door (furn o 25) or the rghi-hand door
[lurm o Tog)?

41

The liquid tastes salty .:id vou break inte a cold
sweat as it goes down. You begin to fremble and try
o steady yourself on the altar. However, youl Lrip
forward, knocking the other two chalices onto the
door. spilling the other liquids. You slump 1o Lhe
fhoor vourself, fecling exiremely illand hazyv, Asifin
a dream, vou see a vision of a strange, muscular
creature with two heads, a long tail, and scaly crey
sxin. In its hand it holds a large bunch of keys, A
s Tans across the table al which it is sitting and
it shrieks loudly . ., The cry wakes vou up with a
start and vou realize where vou are, You pick your-
self up and grope for the door handle — vou must
have some freshair! You leave the chamber, rest for
a few moments outside, and set off for the Citadel.
Tom to 156

142
You Ly the handle and it turns. You can hear
nothing coming from mnside the room, 50 you Gpen
the door to look around. The room is small, with a
solden candlestick oma fable . - . but suddenly, viu
hear a ereaking sound coming from Lhe tloor! Too
Iste, you rezlize that the stones beneath your fect
zr shifting o reveal a trap! You lall [eel sl inlo a



143 Pakiieg woier hean rorad e door, pon can see nors svd s of
i il il
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143144

oit. As von hit the bottom vou roll sideways, down
ATHD ._."mf passage, and conbtineer cﬂhnh downwards.
Try as vou might, vou cannot stop yoursell rolling
head-over-heels untl eventually you come tira halt
in & small chamber. But ithe shock has been too
much for you. As the world goes black around you,
vour hear excted chatterings, then vou pass oul,
lurm to 2354

143
"‘m.t concentrate and cast vour Spell. A Hydea's

orso appears, but that is gll. The creabureis solarge
J.'I'_J.E a single Spell will not create a duplicate. If
vou have angther Creature Copy Spell, yon may
use it {turn to 360), otherwise you may look in youe
backpack for something to use (tum to 226).
U vou cannot, or will not use either of these, turn
oyl f, T8

T

The door opens and you enler a narrow cormdor,

ou followr it for some fime until vou finally come to
another door: this lime a wide, carved door with
the inscription “Wine Cellar’ set inte (k. You try the
handlke and it opens. Poking vour head round the
door ¥ou can see tows and rows of racks Tl of

bottles __ _ full of wine? The room is dimly Tit by
several candles. Your opening the door has caused 4
bl bell tomimyg, and a figure is limping towards vou
up one of the aisles. Will vou draw your sword and
vrepare o defend yourself (tuen 1o 154). of seewhat
this fellosr might have bo say (hurn to 58)7
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145
You draw your sword and leap acress the able at
him. He, meaniwhile, i= evidenty straining Lo fight
off your Weakness Spell | ., oris he? TTe bunes his
head in his hands and turns away from vouw. Tum e
So.

136
You may ask one favour of them. Will you:

Ask how vou may defeat Balihos

Thre? Turmn to 227
Ask where the doors ahead lead
ta? Turm to 201

Ask hovw to avoid the Ganjees? Turmn to 102
Tell them you are a litte

wieiry — is there anything they

comld dio? fum fo 66
oA e
oG et
T ) — =
e = =
47

The Golem crashes to the ground and breaks into
pleces. With relief, you walk over to the boxes to
exarine them. Will you trv to open:

The first bos? Turn to 260
The second box? Tum fo1=2g
The third box? Tum to 370

e e —

148—150
148
The sorcerer snorts with contempt, Then you can
plame your death on those same countryfollk who
sent you on this task? With these words, he palls a
sharp dagger from his belt and drives it into vour
chest. Yoo have failed in vour quest,

149
They are not interested in vour company and bid
VOLL 0n ¥our way. You may either carry on towards
the Tower (tum o z43), fomn to the left B mvestizate
the monument in the centre of the courtyard ftum to
209}, ot sit down at the fire anyway (turm to 380).

150
Tou duck guickly foi avoid the Trdent. T misses
vour neck but glances off vour forehead. Lose 2
STamina ponks and tomm fo 374
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The suits of armour area variety of shapes and sives
and you shiver lo think of the sirange crealures they
must nave been made for; perhaps voo may yet
come across some of them. As vou examine one
parbicalarly prand siit, its hand suddenly fises and
whacks vou across the lace! You stagger back, spil-
ting blood, Lose 2 s1awin 4 points. But the armour
makes no [urther move, and you decide it mav be
prodent to conbinue upstairs, either up the lef-
hand slaircase {luen to 19), or up the fAghi-hand
staircase (fum toagy).

152

You cast your Spell and the creatune stups s
tracks, nol quite sure what has happened to it. Yith
samme effort it picks up its axe and comes fowands
voul, bul is evidently nol such a strong adversary as
botore: Yom draw owut yvour sword o fimish the Gark

afl

LARKK SKILL 3 STAMINA S

If you defeat the creatune, turn to18o.

1537155
153
You are powetless against the Gorgon. You slump
helplessly m the corner, while the sorceoer sum-
mons his guards, who appear several minutes later.
They pick vou up and march you oul of the roam.
Their leader asks the sorcerer for instructions. ‘Fxe-
cute the peasant! s his reply.

You have failed In vour mission.

e 2 =l

',f;"m! . "F:':_F__ == == .,

1=
Asvou deawy your sword Jlile figare stops and takes
s 'tmt-'f]'t]'l'lh from the pouch at his waist. As he limps
doservou can see that this creature is a BLACK ELE;
tall amd thin, with arrowhead ears and one lame Jeg.
In his hand he holds a small device of some sorl. He
s you, manipulates the device, and suddenly it
tecomes a stiletto sword 0 his hand! Will vou
advance and fight (turn o 275) or lower your sword
and talk to him (hom to 56)7

155
Your hand goes for your sword hilt, You draw out
the blade. But vou do nok strike the sorceree. Your
own will compels you to oller him the weapon,
which vou do. He accepts, Turn to és.
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A5 you stride across the open courtvard, you notice
Szt vou are walking alongside a small mound,
Zmost like a buricd pipeline running from the Black
Tower Lo the temple. You bend over to invesligate it
sould it perhaps have been made by a mole of sume
wnd? As you touch the mound, it caves in and, to
our horror, a long, grey tentacle covered in warky
zrowths bursts out of the ground and wraps itself
s your feg! How will vou fight this “thing™:

Dhasw vour sword? Tum to 71

Casta Levitation Spell? Turn to 284

ast a Fire Spell? Turn tir 114
157

The soncerer cries oul in anguish and Lurhs away
=om vou, holding his head. You rush fivward and
5e wheels round o face you. You gasp? He is no
onger the demi-sorcerer bul has changed inte o
wicked-faced hag with womkled skin, His — or
=ther ker - hair is now a squirming mass of hissing
serpents! Will you press an attack (turn to 199), or
=ireat quickly (turn to 232)7

158
The beast whimpers as the spell takes effect, The
=mense weight 1 indeed a burden withoul ils

= Inft ikself from the ground. Yoo step over and mun
sour sword througn its chest. The unfortunate crea-
ture hies dead at your feet. Turn to 77.
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159
You cast vour Weakness Spell. Tlopefully, you was
for the creature’s sirength 1o fade, But as its teeis
still maul you, vou are dismaved i find that s
attack is breoming more ferocious. You cannot f==
your leg niow, The painis infense. You feel faint and

lose consciousness as the jaws close on your throat

Turn lo 323,

160

The Dos-Head flies towards vou and snatches the
gadgel [rom your hand. Examimng it, the other twal

creatures gather round. They seem [ascinated by it
While they are so preoccupied. vou may cresg

throngh the rowom to the doorin the far comer. Turs [

lo 204,

163

whe is deeply insolted by vour indifierence. The
Whirlwind rises once more and Lhis ime she knodks
vou off vour feet. Your try crawling forward, botshe
prisitions herself in front of you in whichever direc

tion vou turm. Yo wall have tofry to otk heer, bt
lowar weill voa start:

Make your anger obvious toy her?
Talk b her 1o 107 Lo pacily her? Tum fo 302
162
You feel pewer surge through your body. Thecres

tures see your nippling muscles harden in front
their eyes and stop dead in their fracks. Your I't-m_

Turmn o106

163

=b= at yvour sword hilt and vou whip out vour
=de. Bul lo vour despair, your new steenslh is
el to c-:_anrm] and YOur Arst slash W'|TE1 the
word sends the blade Hving through the airto land
=veral metres away! The creatures grin at each
siher and advance. You will now have to face them
==r=-handed, or You may use vour new strength to
mound avein down the hL[!‘-ﬂdL

2 0 .'ﬂ '!]

= vou wish ko fight, the creatures” scotes are (fight
Sem in lum):

SKILL STAMINA
AVE-DOG T 4
EOC-APFE f a]

“meat your scores as normal, You may indeed have
super-sirength, but ¥ou are unarmud. 1f Wi win,
Fou may reineve your sword. Your strength returns
S mormal . Tum to 32

= vou wish o mun away, do so, and starl again
smorrow alght. Whichever you choose, remember
"o cooss off the Strength Spell yvou have jusl used.

153
“om fake a sip and gag. This wine is awful! The Fif 13
.-:-:-.'-c.ing__: om expectantly and vou must nol insult im,
' vou fake another sip, grimacing as the liquid
=oes dowt You thank him very much but explain
-...4\_H1r that vou must be yetting back. You head
= the far end of the room butl vour stomach will
=k the hornd faste no longer. You are violently ill
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om the way out. Lose 1 SKILL and 2 5TaMiNa points
for vour nausea and furn o g5

F |

64
The door is selid metal and no amount of charging.
even with a Strength Spell, wall budge & You fall o
your knees. After having come so far, your mission
has failed. Unable to go on, you waill have & iy
awrain; this time looking for the combination on the
way through. You may, if you have ome, use 2
Levitation Spell to take vou away out of the Citadel.
You will have to try again, fomorrow might - . -

1bg

A you feel the strength surging through your body,
vou draw oul your sword and dig into the earthy
walls. By making a fonthole, then stepping on to it
as you dig the next, youmake your way up the shatt
quite quickly with vour boost of power. Haliway
up, honwever, vour steength begins 1o ebb and you
realize you are retuming tonormal. If you allow this
tu happen, you will fall backswards inlo the pit once
nore. You may either cast another Strength Speliio
sivie vou the vnergy o complete vour staircase (om
Lo 398}, or vou may shout for help (fum tozoz).

166
As you bite inlo the meat, vou hear a faint squeal of
pain coming from somewhere distant. The meal is
tough and salky, bul does nol tasle oo bad, so v
take another bite, Again vou hear a cry and this lims
the joint of meat flies from vuu.rl'mnd‘ Asvou pickt

167—160

ap i pulls al your grip. You realize that this moat is
<all alive, and is sereaming as you eal il You feel a
stab of pain in your stomach, then another. The Bwo
swmthfuls vou have caten are eving Lo lght their
way cul of vour body! You fall to the yround,
-...[':hmg}uur belly.

The meat will have three ‘attacks’ on your stomach

Sefore it s digested. Throw two dice Lhree fimes.
Ezch time the number thrown is higher than vour
sEILE seome, deduct 2 sTAMINA points. L all Hree
throws exceed your skine scote, then the damage it
Zies will be fatal and this is the end ol youradven-
wure. Il vou survive, you may leave either by the
door m fhe Teft-hand wall (turn to 133, o the door
opposile the one you came through [tum to 281}

167

Youbend over the broth and take a smiff. Thew! Itis
sevolbimg! You ask them what on eacln il iz, and as
vou look up, vou can see that one of them has been
cutetly waving her hands at the broth. You pull
_'-'-:nu.rhm-:i back, but loolate. Alarge SNAFPERTISET
rice from the broth and snaps its sharp leeth at youor
cad. Tesl pour Luck. 1 you are Lucky, tum to 224. If

VI EJEUFLIT.ICR‘, tum to 331-

164
Tou take oot the Amulet and place it over vour
head. The Ganjees gasp! “Begone stranger.” savs a
vices We wall not bother vou. Take the doot in he
farcoener.” With those words, a doorin the comer of
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the room glows slightly. You walk over B it and
open the door. Tum £o 328,

169

The room ¥ou are in is some sott of yrand dining
=zl A long table, large enough io seat some [orly or
ity people, stands in the centre; edged with chairs.
Various doors and passagceways lead from (he
moom, but you are particularly interested in bwo
wide sfaircases which lead upwards Lo either end of
z balvony overlooking the hall. Paintings and cunts
of armour decorate the walls. The room is emply.
Wil yom:

Take the left-hand skaircase

upwards? Turn ko 19
Take the right-hand staircase
upwwards? Turn 1o 197
Investigate the paintings? Turmn to 3317
Investigate the suils of
armour? Turn to 151
170

A= the strength surges inko vour body, you charge
v door with all vour might. Boll one die. I yon ol
1, 20r 3, the door does notbrezk and you muost lose
= sTamina pombs. IFvou roll 2 4, 5 or 6, you break
the door down (turn Lo 292). Conbinue this until you
169 A lnng Lible, large enmgis o sl orty or Gy peaple, steds succeed. o you may devide to try either the middle

liaiot = door (turn to 64), or the far door (tam to j04)
mstead.
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For this pame vou will necd at least 1 Gold Piece. B
von haven’t any Gold Pieces, vou may use 2 Fool's
Gold Spell and lake your Fool's Gold o the Games
Master, who will give yoo 10 Gold Pieces for it (B
voul have no Gold Pieces or Fool’s CGold Spells, vou
cannot play the game.) Choose any numbers vou
wish between 1 and 6 and stakeany number of yous
Criald Pieces om each ane. Write your selection(s) and
stakeiz) down. Then roll one die. If the number you
roll 15 ome of vour choices, you win five imes the
stake you have placed on that number. You may
contimre as ]UHE as vom like, or you May switch to
playing Knilev-Eniley (turn to 365), or Runcstones
(turm to 278). i vou are bored with playing games,
lurn Lo 31, Bul you must plavat least one same of Si
Dk, if you have Gold Pieces or a Fool's Gold Spell,
belore you move on.

172
You advance and take a swing at the creature. Wilh
a clang, your sword Bounces off i stone body
Realizing that you cannot harm it with your
weapon, you may cither cast a Spell (furn to 26), or
use something from vour backpack (fum to 28g).

173
You concentrate hard, and a green, fuming gas jets
out of your finger towards the creature. She realizes
thal her own spinning will suck the gas nside her
Whirlwind and begins to back off. When she has

174176
retreated farenough, yvou make a dash for the Black
Tower. Turm to-2>18.

174
The passageway twistsand tumns, eventually ending
m a flight of stairs going upwards. You climb the
stairs and find vourselfin a short passage ending at
= dead end. As vou examine the wall, voudiscover a
short lever, which vou pull. The rock face ahead
spens shightly and closes behind you as vou walk
shrough. You are o standing in fronl of a door,
which is locked. Will you ey to break it down {turn
0 268) orwill you cast a Strength Spell to smashil Lo
s {fom o 116)?

The creature has never heard of a Pincus within the

Citadel. The Dog-Ape holding the mace growls and

sieps forwand. You may quickly choose another

name (fum to 110) or may prepare to fizhl then
turn b 288).

176
15 you gel cdoser, she fums ko look at you. Nel in
the least perturbed by vour weapon, she says, ‘Tut
dovwen your weapon, voung stranger. Fam bulan oid
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winmman: ']l do von no harm” Will you do as she
asks?

If you ignore her words and

comtinue advancing Turn to 127
I wou pul away vour sword

and talk to her Tum to21
lfvou stop and use an E.5.P.

Spell Turn i 329

177
You are in a narrow hallway, This confinues for
several metres and ends in a doorway. Halfway
along the passage vou can see an archway whers
sume steps lead downwards. Will vou go forwards
to the door (turn to 5}, or creep down the steps (fum
bo 344)7

178
You run arpund the kitchen, followed by the
Erevlin. You throw chairs, food, knives and bowls at
it; but all have no effect. You sling a cup of liqud
acrogs the room and, to your surpnse, the Deviin
shrieks as it hits its flaming body! Then you get an
idea. Nipping over to the ketile of broth, you dodge
the creature until the bvo of vou are minning round
Lthe kettle, jusi out of each other’s reach. Yoo both
stop, facing each other acoss the steaming brew.
With a great heave, you Hp the contents of the kettle
ouf — all over the creature, which screams and
disappears as its flames are extinguished. MNow vou
may #ither check the cupboards (fumtaaz), arieave

170—150

Hirouzh the door at the far end of the kitchen (lurn
= 263}

179
As vou step out of the sh;'d aws tuwards the cenlre
if the courtyard, a voice in the wind ches, ‘TTalt!
Starnd your -l:_erum‘l‘.' You whirl about but can zee
no-one addressng you. You lake another couple of
sieps. Again, the eerie voice orders you ko stop, and
this hme an armow zings Lhrough the air and lands
cloze 1o vour ket foot. You jump back. Still you can
e¢ no-one. Bot now vou ane stuck. Will vou:

Press on forwards, very

cautivnslv? Turn to 378
bake a dash for the monament
n the contre of the yard? Turn tor 125
Cast a Shielding Spell around
yourself and advance? Turn b0 341
150

The great Gark lies dead on the ground.: You wait for
2 minute to see whether the commotion will attract
anv guards, but all appears to be zafe. You go
through the creature’s effects, but find little of
value. Inside a pouch strung around its waist are 6
Lold Pieces and an ornate Flaithrush. You may lake
thesze with vou if vou wish. You decide to continue
onwards. Turn Lo gg.,
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181

You cast the Spell into the air. As you do so; the
Flying Carpel sails past vou and, fo yooar consterna-
Som, a second, identical carpel appears and begins
to v around the room. Suddenly the air is awhirl.
The Doy Tlead fies off the wall and biles your arm
savagely. Lose 2 staMina points The man, who
has turmed mmto a Snake, slithers up o you and
Iunging forwards, strikes at your leg. Test your Luck,
If vonr are Lucky, the Snake's langs merely graze
vou. Lose another 2 sramina points. If you ate
Unlucky, it= fanys sink decp [nlo your call and your
leg begins to .h_-.::ub with pain. In 2 Blinding flash vou
realize that the bitc = deadly and you sink to the
ground dulching your wound anidd writhing in
agony. As the poison takes effect, your head swims
and consciousness fades. You have failed m yvour
mission. If wou have suevived, though forbunate,
vou are not unscarred, Your body is wracked will
ceinand you must either otfee your opponentsz a gift
from vour backpack {humn to 54}, or feave the rooim
guickly by the other door (Lurn o 25).

182
You feel vourself sucked inty the room. As i by
magic, your torch flickers and dies. The room 35
pitch black. From nowhere, vet everywhere, comes
a muocking laugh which [ills the room. ‘Poohsh
zdventurer,” S3¥3 another voire, which changes ils
tone from hizh to low as it speaks, “Welcoms b the
home of the GANJFES! Unfortunately, it will be the
lazt room vou will ever see , . . Ah, but of course,

182 Swididendy, i ghestliy rehite Mnmitnos jaa s Smoerl: s
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vol cannot see, can vou? Buf we can sec yoi, 't
we brothers?” And laughing voices come from all
around vou. Suddenly a ghostly white luminons
face flics Lowards you. You recoll in horror, throw-
ing yourself on the ground, and begin o feel very
frirhtened. Lose 1 SKILL, 2 STaMINA and 1 LUCK
point for vour fear. What can voun do here:

Creale a Fire Spell? Turn 1o 85
Trv an usion Spell? Tum o 195
Feel in vour backpack for an

artefact? Tum to 322
Drasy vour sword? Turn to 248

183
He thanks you profusely. You have made a friend
here. Turn toazo.

184
While vou are deliberating your next move, e
Fydra advances. 1wo of its heads dart out and oite
oL ome an yourarmn and the other on vour neck. Its
;hi11'p tecth ?]:-ierc'e vour skin and bile deep. Allis
lost, You have failed in your mission-

183
The dour npens into 2 narrow corridor which bends
round sharply to the left, continues for several
metres, then ends finally at a door. You grasp the
handle, Turn tia3.

18b—187
186

Lhe @all man agrees and persuades the shorber man
that this is a fair price. The short man mumbles and
curses, otfenng 6, then 7, Gold Mieces but the price
has been Bxed at 8. You may, if vou wish, offer the
tall man 8 Gold Tieces yourself, although vou will
have fo conjure up some Fool's Gold to give to him,
If vou want to do this, useup a Foaol's Gold Spell and
fumm fo 15. [ not, the short man eventually agrees to
the price, buys the dagger and leaves. You may
remain o zlk fo the 21l man (fom to 83), or may
continue on your way [turn to 245},

187
You concentrate on the sorcerer’s mind. Tmages
and words flash through yvour head, A couple of
seconds later, there is nothing. You look up at
Balthus Dire, who is glaring at yvou. ‘Do not v to
probe the mind of Balthus Threl” he commands. You
concentrate arain, but still receive nothing as he is
now blocking your Spell, You reflect for a second on
the Images vou did receive: a chart under the battle
plan f@able . . . 3 sense of horror at a high-pitched
screech - . . a blinding light . | . a ring on his finger

- -2 rmror-edged sword - . and you.

fle is now mumbling under his breath; watching
vou with one eve. He raises ane hand in Lhe airand
concenirafes his zaze on it Then he looks atyou. He
waves his hand in the air, backwards and lorwards
and side bo side, faster and faster. With a crash Tux
orings his hand down on the table, You fall to the



1R8—18g

floar — net in surprise, but because the ground
berealh vou is shaking violently. The whele room
seems b be lossing like a ship in a tempest.
Although he has a firm footing and is now walking
towards youl, ¥ou cannot rise 1o vour feetatall. Your
only chance is a Spell, if you have any left. TFso, will
FiaLl L=

Turnlo 279
Trm tor 314

A Levitalion Spell?
An Mhasion Spell?

Bul il vou have neither of these, fum to 115.

158
A vudden intense flash of light bursts out in front of
vou. You shield vour eves and then rub them — but
vou cannol see! Panic hils you as you hear a low
:gl-c1ur1inj; noise. Padded footsteps come closer and
o Crv oLk in pain as this unseen creature roars and
embeds its sharp teeth in vour leg. Will vou:

Cast a Strenggth Spell? Tam o 3m
Cast a Weakness Spell? Turn to 159
Dirave vour sword and slash out

al the creatore? Turn loge

1&g
¥ou may use any of the following Spells:

Wusion Spell Tumn to 319
Shiclding Spell Turn Lo 130
Weakness Spell Tum t0 43

[l vou have none of these, you will have touse your
swiord . Turnio 333,

190-102

190

A perfect copy of the Golem forms in front of you.
Your command it to attack the real Golem, which is
now almost upon you. Resolve the battle of the
Goltemns:

GOLEM
If vour creation beats the original, turn o 147. Ll
diwess not, you will have Lo finish off the fight your-
self, If vou win, you may also tum to 147,

SEILT B STAMINAG 10

15

You gasp as the Spell malerializes itself in front of
vou. A perfect replica of vourself, armed as you are,
aow stands in front of you. At the sorceree’s com-
mand, your fwin advances and you must fightit, It
has the same SKILL, 5TAMINA and 1UCK SCores as
vou have. The only advantage vou may have is by
using vour LUCK Lo do extra damage or minimiae
wounds — vour bwin will not use its Luck here. IF
Vou win, turmn o 119,

192
Yiona cast the Spell just in time. The missile hiks your
magical shield and splatters against it, dribbling on
iy the floor. Yoo test the resulting mush to see what
itwas. You werenearly hitby a tomato! In Lhe cenlre
of the room, the slecping figure is stirring- Turn to
2g.

i | e
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1493
Choose a Spell:
Fool's Gold Turn oz
ES.F. Turn tir 123
Mhrsion Turn Lo 35

i vou have none of these, tum to 283

L%
The stranglehold around vour neck tightens and
vour last living memory 15 one of fear — of these
non-human creatures with their long-dead [aces,
cloating over your death.

You have failed in your mission.

i
Balthus® eyes follow you HEH- vou duck but you are
obscured by the battle plan table. The minjature
Sreball dips in the air but shoots over vour head.
You may quickly use another Spell to attack. Turn Lo

377-

195

The toom 15 indeed a food store. At first, the strange
smells —a mixture ol sweel, spicy and stale food —
ke vou by surprise. ¥arious meals hang on hooks
alomer ane wall. In one corner is a barrel, [ull of exotic
muits. A cheese rack holds a dozen or sovarietivs of
cheese and your nose turns up in disgust at the
strong smell of the, shall we sav, ‘over-rips’ ones.

Six lpaves of black bread stand on a lable, next lo a



197-109

broad knifie and cutbng board. Two other doors lead
from e room. I you are hungne, vou may oy Some
ol the Fod {lum by 45), othenwise you may leave
either through the door in the lefi-hand wall (turn
13], or the door in the right-han d wall {tum to 281).

197
The stairs are well-worn and creak under your
weight. Cautivusly you dimb up to the balcony.
Turn to 363.

148

Yoo think quickly. You reach inte your bag and pull
aul a handful of weeds. Showing them to the crea-
ture, you explain thal you ane: & herbalist and have
come to treat the Lord s libragian, whois catically il
The messenger never lold you of any passwords.
Will he believe vou? Test wonr Lick, T you are Lucky,
he believes you and lets vou in {tum to 177). U you
are Unlhacky, he doesn't care who you are, you may
not enter without the password, and he advances
towards you with his pike (tumn to 2gol. .

104
The sorcerer has mansformed himsell into 2 GOR-

GON, an extremely dangersus creamre with the
posveT b turn Lo shome any who vatch her FEsC. As
v lunge forward you stare directly inio her face

aMI—Z0Z

and her Spell is cast. You can [eel your joints stiffen-
ingz. You fall to the floor. Your consciousness ades
25 you turn into a stone stalue, dead at the feet of
Balthus Dite . .

You have failed in your mission.

200

At your first movemnent, the creature scems to break
from its france and steps Lowards you, Seeing this
vow may either run for the door at the far end of the
room {fum ta z37), or make for the boxes and 1k
taking on this silent giant (furn to 98).

201
They point towards the two doors. The one on the
left, they say, takes vou into the kitchen, where the
cooks will be preparing the supper. The door on the
aght leads into the Great Hall, where all the ban-
guels are held. Tumfo 270

202

After several mimutes of shouling, vou hear voics
ina strange tongue coming closer. To your reliel you
see four heads peering inlo the pit, sithouetted
against the sky. You vell at them Eo get some rope.
Thev chatter and disappear. Eventually you hear
their scurrving foolsteps returning. They stand
once more at the top of the pitand throw down to
vina, THf a Tescue tope, bul the contents of a caul-
dron of boiling oil! ¥ou will have to walch your
footing on vour next adventure, for this oneis over.



Z3—215

And remember - strangers are net welcome at the
Citadel of Chaos . . .

203
As you race for the doors, vou stumble, allowing the
creature to main grouwnd. It grabs vour anm with one
handand 1|:'|_:'cﬁ1.-5. you across the ronm; you land wilh
a crash against the wall under the mirror. You will

nuw gither have to draw vour sword (fum foas), o

prepare touse a Spell (lum to 11

204

You hold your nose and step forward into Lhe slimy
waber. A couple of steps in, vou fee] 3 pulling on
your leg. Lilting it out of the water ¥ou lind that
some sort of vine has coiled ilself around vour leg.
You leap back to the bank and the vine remains
fixed. Trom out of the waler, one end of the vine
riges, moves around in the air as if looking al vou,
and then falls back with a splash. You realize that
this is not a vine, but a long SEWER SNAKE. which
is now pulling iselt tosvards vou. Lum o 73-

205

The tall inan is outraged by vour poce, bul the other
agrees, The arjument becomes more infense and
thie taller man draws his sword. The shorder man
does likewise and, as vouare threalensd, sodoyou.
Tt is you and the shorler man against the @l man
You musl resolve this battle. Belore starting each
Attack Rownd, toll one die. If the mumber is odd, the
lall man will attack the shorter man first and you

206—207

personally may ignore that Allack o (althoogh
vou must still roll for the short man). If the number
= even, the fall man goos tor vou (and the shorter
man can ignore that Attack Round). Tf the shorter
man dies during the batile, the Laller man will finish
off the battle with you,

SEILI STAMINA
TALL MAN B =
SHORT MAN i f

When the battle has been resolved, tirn Lo 309 if the
shorler man is still alive, If he has been killed, turn
b 368

206
You leave through the deor and find yourselfat the
oot of another spiral staircase leading up into the
Black Tower. Climbing the stairs, vou eventually
come tp 3 landing where a single door is the only
way onwards. You by the door. It opens slowly.
Turm a8z

207

You open Lhe door and peer through intoe the dark-
ness beyond. You walk a couple of paces [orward,

allowing your oyes to accustom themselves to the

Blackness: You dose the door behind vou, bidding

the Leprechaun farewell. Turn to 188,
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208
The Smder-Man's weapon is its bite, which is highly
poisonous. As ik bites vou, you teel the poison
spreading through your system, numbing vour
nerves. As you stumble and fall to the ground, it
allacks you again and again. Your lastmemory is ik
ugly litile face biting into vour neck.

You have [ailed in your mission.

20}
You cast your eves over the strange structure, It
appears not Lo be a fountain, but a temple of some
<ort. To one side there s a dooe, which you may
investigale, or you may press onwards Bowards the
Citadel itself. If vou wish b press ohwards, tuen te
156. I yvou wish to investigate, tum o 362,

210

You now stand in a large, round room, 1tis lil by a
single loech. [ixed into one wall, There is no fumi-
tute in the room, save for o rough wooden table and
chair in the centre. Hovering above the fable — fast
asleep —i5 a very small man dressed ina green shirt
and pantaloons. He cannotbe mote than a metre Ball
and you cannot believe that he is still asleep after
vour noisy enlrance! You hear a areak and harn to
vonrrighkin Hrme o see a small catapult fire a mizsile
of sorne soct straight al vouw. [t is going to hit vou
unless vou use a Shielding Spell! Tt vou use this
Spell, turn to 192, H you cannot [orwill noty, tarm o
339-



211-213
211
You olfer him the pebbles you have turned inlo
1d. ‘Fverything | wanl is down here,” he says. T
am led, | have a job to duo and, if I get bored | am
allowed to torture the prisoners for ammsemment
Whal do I want with gold? You had better try
another Spell. Will vou go foran E.S.F. Spell (tum o
123}, OF an Ulusion Spell {turm to 35)7 i you have
neither of these, turn Lo 283,

Z1Z
laking the left fork, you fullnw 2 path which even-
tually joins another passageway leading on north-
wards. You follow this new path for some distance
until it eventually widens oul. Turn to ga.

213
You draw your sword just in time, as the Drhearf is
almuost upon vou. Fight each in tum:

SEILL STAMINA
DW ARE 5 6
GOBLIN g 4
ORC 5 =

Il vou win, furn to 235. You may Esoipe during the
battl by making off lor the monument in the centre
ol the courtvard (harn bo 2og).

rij—ai1y
=14

You tzke the stopper off the Vial and spray the
creature with the green ligmd. Tt growls and
screams in the air, dutehing itsell around the neck.
The liguid appears to be bumning into the Gargoyle
and fomes rse mmto the airre Moments laler, Lhe
crealure fies dead on the ground. Tum fo bz,

Sl T )

215

You will have to make up some story for these ugly
women. Will vou iell them that the Captain of the
Cuard has ordered an inspection of their kitchen
after a couple of cases of food poisoning (tuen o
136), or will you tell them vou have laken a wrong
tnm and vou are looking for the way onwards (tare
Lo 41?2

216
What will vour approach be! Yoo may exther tell the
creature that you are a guest (luen 10 2043, O You
may ity fo bribe the Gark by offenmgg it 3 Gold Meces
_rad Gold Fieces — {turn Lo 301}, of by using a Fool's
Gold Spell to create some gold to offer it {h]rn tu 36].

Z17T

4
You furm the handle as carelully as possible z0 a3 to
surprise whatever awaits you. Slowly, the door
opens and vou enter Lhe room, which is dark and lit
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by a single flickering candle. Your blood drains as
voul see a three-pronged TRIDENT heading directy
fur vour throat! In a flash you must decde what o
do, Wil yiu:

Immediately cast a Shielding

Spell? Tumn o 293
Try guickly 1o side-step the
weapon? Turn {057
218

In fronl of you is a large wooden door. firmiy
locked. You may cither knock three fimes for the
euard (turn to 118), or you may use a Strength Spell
to fry to open it (turn Lo g4).

219
You duck and cover your head. A bottle hits vou,
then another, then another — but you don't feel
thing! How could this be? Then you realize what is
happening. The wine must have contained some
hallucinalory potion that is making ¥ou imagme the
bottle attack. In an inslant, the nose ceazes. You
lovk up 1o see that, as vou suspecled, all the bottes
ate in place on their racks. With greai relief, vou
press onwards and leave the Wine Cellar. Tum to

2EI0—22T

220
The knives hit wour magic shield and drop to the
ground. The Wheelies liktwize bumpinto the shield
and bounce off, somewhat mystified. They chatter
iy each other, holding you al ba'.-r while your Spull
wiars off. They seem to reach some sorct of agree-
mentand one rolls off back up the corridor, presum-
ably to fetch help. The other bwo teach tor their belts
and pull out small blow pipes. Putling some kind of
pellets in their mouths first, they preparce Lo aim,
You will have o leap on them first with your sword.
Hezolve this batlle (fight each m turn):

SKILL & AMINA
Frst WHEELIE Y £
Second WHEELIE & 5

1i you win, vou may take either the lell-hand pas-
zage (lurm to 243}, or the right-hand passage [lum
fo =)

231
As vou move forwards, she makes & pevuliar ges-
ture with her hands and lowers her head, mumblingg
gquietly. Tom fn127.
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222-225

2332
Az you creep around the wall, vou hear a low
moEning noise 3 few metres ahead. As you et
closer, wou can make oul the shape of a man-on the
sround, obviously m pain: He calls out for help.
Will vou approach himy to see whal vou can do [tum
tn 137) or ignote him and conbinus alomg the wall
{bieen B0 g 57

223
She gmimaces as she looks at the ugly Tittle thing,
pulling the bedclothes up around her neck. Turn to
138

z24
You quickly whip vour head back and narrowly
avind the Smapperfish’s jaws. But you crack your
head on the handle on which the kettle is hanging,
Lome z sramina points. Yoo reel from the blow and,
as vou by to collect vour senses, the three old
women showve vou o Bowards the doocat the fac
end of the Kichen ‘Good riddance, scab!™ they
shoot as they shove voo througgh the doors Tuemn o

zh3.

225
He aprees entirely. This artetact s extromely valbo-
able. The shorter man explains that he just doesn't
have that kind of money, and wanders off into Lhe
darkness. The tall man offers the dageer to you at
the banmain price of g Gold Pieces. You may uze a
Fool's Gold Spell to conjure up enough zold to buy



226—227

the knife (deduct this spell and turn to 15) or you
may apologize and press onwards (furn to 2450

e 1
You may pull from Four backpack any one of the
follonag g, if Yo have collected them:

A Silver Mirror Turm o 312
A Golden Flecce lum to37
A Pocket Mytiad Turn to 38

U you have none of these, tum fo 184

227
They begin Lo gel very angry al your manner. Tem-
pers tise and they start to shout. Suddenly vou are
overwhelmed by them. You stuggle, but one of
therm cracks youo vn the head witha sword hill. Yous
head swims and the room goees black as you lose
conscionsness. Turm toagg.

22B8—22g

228
The Tocked door is very strong and made of zolid
oak. It is unlikely vou will brezk it down, but vou
may y. Otherwise you could use a Strength Spell
to smash it. The lock 15 copper and vou could by
usinnr 2 Copper Key il vou have one, Which will vou
rhoose:

Iy lo smash it dovwn? Turn to 88
Caxst a Strength Spell? lien to 170
Usea Copper Key? Turn ko 2946

29

You slam the door shut behind vou. You [olow a
shorl,. narsow passage, which winds round and
brings vou o the foot of another staircase, reaching
right up into the apex of the Citadel. A sign on the
wall reads 'HALT. None may pass but by order of
Balthus Dire.” You realire vou are nearing vour goal,
Coutiously you climb the stairs to the next landing,

rightupin the belfry of the Citadel. In (ronl ol you is
asalid mtal doar. Yoa v the handle but the door s
locked. You hift a small flap and can see small
tumblers underneath. This is a combination Jock



230—-231
which can only be opencd by those who know the
combination. Do you know the combinabion? If 20
harm to the sectiom of the book with that same
number. If nol, you may either fry #o break the doos
down [tummn to 30, or use a Steength Spell (fumn to
163},

230
‘Come tn make some money, ch? savs the Ape-
Dog. “Well vou can share some of vour profits with
usl® Ay you have nothing to offer them, vou can poll
a rock oul of vour pouch and casta Fool's Gold Spell
on ik, offering them a gold nugged (tuen 1o 96}, of
you can prepare vourself for battle (fumm b 288).
Deduct the Fool's Gold Spell from vour Spells il vou
uge it

231
’I-;:ru barge the door vnl‘hsu:lur shonlder. Tes! your
ek TF vona ame Lucky, the door breaks open {tom o
196]_ I vou are Unducky, vou broise your shoulder—
I0se 1 STAMINA point— and vou must Tes? vosr L
again, repeating this procedure uniil vou are Lucky.

232—235
Lose 1 sTamina point for each unsuccesstul
sttempt. When you do eventually break the door
open, hum to 1gh. Otherwise, if your shouldee is
srtiing a Litle too painful, you may return to the
first fork you came to and take the other passage at
amy fime {tum ko 243).

232
You back off m horror from the hideous creabure
standing belore you. From the legends vou have
been told m vour youth you tealice that vou are
facing 2 GORGON, whose gaze has the power to
turn vou to stome! Test your Lock. B vou are Lucky,
turn fo 12 I you are Lnlucks, tum to 7a.

233
You avoid the full impact of the Trident, bul one of

it= prongs embeds itselFin yvour shoulder. Tuckaly it
is not yvour sword arm. You grab the shall and
wrenich it from vour shoulder, crying oot m pain as
vou do so. Lose 5 sTaMiIna points for your injury
and b b 374
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234

"fﬂ-u wake up in a dirty room with rough walls cut
into the rock. Tron bars in the window and the door
confirm vour suspicion that vow are in a priscn cell
of some sort. There is not muoch you can do bak sikon
fhe straw matiress In one corner unbl someone
appears. An hour or so later, yvou hear a shuffling
noise outside. Looking through the bars in the door
vou can see d land-like ceeature shuflling doswn the
cotridor, carrving a mug and bowl. The beasl has
two heads which talk o each other as he walks. Tks
ckin is grey and scaly and a long tail lellows it up
the passage. It stops al your door and pushes the
bowd and mug through a small opening inle vour
cell, then shambles off to sit aka table across the hall.
Yua have been given bread and broth. Will you cat
and drink. or will you call out ko this creature, a
CALACORM? To take your food, lurn to 3g7. If you

wizh to shout to the Calacorm, tum bo g,

235
Afraid that the commotion may have attracted
atlention, you peer out info the darkness. Nothing
seems fo be happening. Going through the pockets
of the creatures you find 8 Gold Picces, a copper-
coboured key, and a jar ol a dark, areamy cinfment.
You may take any two of these with vou. Turning to
the vial of higuid, you can make outaninscrption on
the lid, written in runes. Your heart leaps as you
realivns that this i a Potion of Magik and is very rate.
Wirthin the vial is enough liquid for two doses, and
zach has the etfect of raising vour macie scote by 1



236—237

pnt, allowing vou the energy to use one oxlma
spell, ¥ou may take this Potion with vou fouse affer
using any ‘-.-.pu_ll When you dnnk the Fotion, Vi
need not cross that Spell off your list Remember
this Polion will only work twice. Now you may
carry om, either towards the Citade] (tum fo 2451, or
over to the Bwio men talking by torchlight (fum 0

ahg).

236

fhey take vour Bernies enthusmstically, popping
them into their mouths and chewing them. Seconds
laler, they Eall azleep, one by one. When all three are
asleep, vou walk over to investigate the box. The fid
opens revealing several more dolls mside, jost like
the ones on the floor, and various other wooden
Lowes. Thoere spems to be nothing of real value there
and 50 you leave the room by the far door. Turn lo
140.

T T o

237

You open the door and step forwards inlo a pas-
sagreway, which runs eastvards for sweveral metres
and then ends at the foot of a staircase, You climb
the ofairs and evenlually find vourself in 2 namow
paszapeway. A short distance abead, youcan seean
opening inlo a large, well-lit room. You press on
larwards. Turn fo16g.

236-239
238

He indicates a section om the shelves and you take a
beok fo one of the lables to read through at. The
book is most enlightening, tracing the hislory of the
Citadel. The Black Lower was built by Balthos Dire’s
grandfather. Asitberame a sanctuary for the forces
of evil, law and order gradually made way for chaos
25 Lhe monstrous creatures battled their way up the
mowver hierarchy. Dire's grandiather eventually
found it necessary o protect hamselt trom hiz min-
wms by setting up various protective traps between
the creatures and his own dwellings, inesk nolable
of fhese being the Doompil Trap and a magical
Combination Lock on the door o his own room. The
combination of the lock is 217, You read further
about the various secret passageways that permeale
the Cifadel. You may then choose either to ask the
man for the section on Dalthus Dire (furn to 18); or
the section on Creatures of Craggen Rock [tum to
3751, or you may keave the room through the doorat
the far end {tum to 31).

239
An idea strikes vou. You e the rope into a krp,
wilh a slip-knot at the end. Whirling the rope
around your head, vou tey to snare the l:]'ii:“:-" After
several throws, vour loop goes over the chest and
the ship-knot Hghtens around it You pull, and the
chest shifts. You pull once, and ik fallsover the edge
znd down inko the french —but to vour dismay, the
weight of the box s enormous and ibpulls vou right



Tk
overwith it I you have a Levitation Spell, nseitand
furn o 37g. Otherwise tom o 8a.

240
You hold up a flaming hand, Tanning 1% down the
back af the gown with its arms around vour neck
The gaciment bursts into Aames and a silent scoeam
comes from the dead mouwth within it The other
Chosts back olf. You sel fire to a couple more as they
retreat. TInluckily they ane too close and you lose 2
STAMINA points lor vour bums, Walking carefully
forward vonr hold the restof the Ghosts ai bay undil
you are saiely past the woman, Turn to 6.

24T
You hit the creature a damaging bloww. But fo your
dismay, vour sword tangles ilself within the beast’s
lul:hl:'LgI ha]_r You try o 1:|1:|'|] bartit slashes at the sword
and knocks it vut of vour hand across the room. You
are now defenceless, You may either contmue the
fgl1l with 1,r|:|111'ha1'+' hands, or cast a Sirength Spedl.
Il vou fght at normal strength without 2 weapon,
deduct 3 points from your SKILL soore for Hie rest of
the light. I vou use a Stoength Spell. you may
comtinue at normal sEILL. IF you win, ¥ou may
relrieve your sword and turn to 77.

242
The hottles and caskets contain hundreds of differ-

et types of wine. Some ase exceedingly old and
valuable, In one cormer of ’rhe room there 1s a @bl
faid vt for sampling, with lwo botlles and glasses

233244
Will vou trv a sample of the Bed Wine (furn to 24); or
the White Wine (fumn to 103) ot wall you Ery neither
and press onwards [lurn lo 95)? If you decide to
leave, you may take a bottle of wine off one of the
racks with you for vour journey.

243
The passage runs along fior several metres and then
ends at a door. You listen al Lhe door and can hear a
deep heavy breathing coming from inside, as i
some large creature were asleep in there: Cauliously
vom trv the handle and the door npens. fust :rlﬁldt
llh{:un-h the room iz dark, vou can see thatl a very
large Goblin-like creature s ah'teep om the floar. You
may either nisk fptocing into the room (Lurn Lo
332). or you may retum fo the fork and trv the
right-hand passage (turn bo 2.

234

4s vou concentrate on vour Spell, the Wheelies
stop. Bvidenily they are a little apprehensive about
wwhat you are planning, Suddenly, in front of their
hairy eyes, you disappear! Ai,.am they chatter ex-
citedly. Where have vou gone to? Under vour Invisi-
ity Mhesion, you may comtinue, choosing cither
the right-hand passageway (lurn to z), or the left-
hand passageway (frm to 233} leaving the Whoelies
to scarch around tor Vouw in vain.




245-246
245

Tou set off towards the Citadel. Althougrh the nigcht
air 5 calm,. you hear a fainl whistling, which rapidly
sets londer and londer, untl a stromgg irist of wind
suddenty hils you wilh such a [orce thal you can
barely move agamst it You shivld vour eyes unbl
ihe blast retreats slightly and, as you open them,
vou see 2 ghostly female face inside what appears to
be a living Whiclwind. She mouoths words at you
which vou canmot make out, butsome seconds after
=he has finishoed talking, the message coaches you.
She seems to find your appearance offensive and is
challenging vou with words of abuse. You grabs al
vour sword, but she laughs. Will vou ignore herand
continue (furm to 262}, talk to her (fuem b 390), or
use vour magic to see her off (hum to 37)?

e Kl

You disappear. You can, however, still watch the
Calacomm from vour cell. To vour consternalion, the
Deast has not notived that vou have pone! Yoo wait
patientlv, but to noavail, and now vou start o worry
that the Spell will soon be weanng off. You kick the
dust at your feet. The creature looks up and rushes
ovier b vour cell door. You are nowhere bo be seen! Tt
opens your door and enters the cell, but as it does
20, your Spell bermns to wear off. Try to tnick me,
=h? sa¥s lhe Calacorm as it grabs you. You will now
navies i firht the treatore:

CAT ACORM SHILL g ETAMINA B

You may casl @ Weakness Spell on il, which will



237-248

reduce its SKILL to 5, If vou defeat the creature, you
may leave the jail along a passageway which runs
northwards (iuen to174).

They are shocked by your request. You curse as vou
realize vou should not have let them know about
WLLT real mission. They all chatier exatedly for
some Hme, then turn wwards you. Together, they
all bicws hard, To your amazement, their breath is
like a gale-furce wind and you are hurled backwards
ayainst the wall. Your head cracks on the rouzh
rocky wall and you lose constiousness. Tum [0 2343.

A silence spreads over the room, Suddenly, a blood-
curdling scream comes fromn one comner and &
hideous face appears in the air, shooting towards
VoL, screaming as il comes. Your hair stands on end
and vour legs turn to jelly. Somehiny, vou manage
lo teach the door, fling it open and race through.
However, vou have forgolten that vou are high m 2
tewwerand the balcony hasnorailing . . Youtumble
aver the ledze and fall straight down. If youhave a
Levitation Spell, tuen to 703. Otherwise you land in
a crumpled heap at the base of the tower and your
broken body breathes its last breath . . -

249251
e

The passapeway ends ahead of you 2t 2 wouden
door. A sign reading PANTRY' is fixed to 1. You
listern but hear nothing. Lhe door is locked, TF you
havea Copper Key vou may try using it here fLurn 1o
3g92), otherwise you may either try to charge the
door dovwn {turn to 231}, or retum B the fork and
take the other passage (turn 1o 55).

Z50

You concentmate and, belore yvour eves, a hurnicane
begins to swell up and ravage the moom. Chaies,
bk and all sorts of things By up into the air and
are swirled around the room, leaving vou wn-
wuched by the lllusion. You lake a step forward but
stop suddenly when you bear a loud laughing
sound. You look into the room Lo see that the Flying
Carpet and the Dog Head have changed into stone
stwes. One of them taunts you. "We, my dear
adventurer, are MIKS, We are mastas of illusion.
Your crude tricks cannot fool ust’ The man, who has
nows iirmed inko 3 Snake, has meanwhile shtherad
aiToss the carpet. wrapped himsell around your leg
and i= sinking his fangs info vour rump. The pain is
unbearable and vou sink 1o the ground, realizing
that the bile was poisonons, Beware of Miksin your
next advenbure. Thiz one has ended here | |, |

251
You walk lorward into a spacions open courtyard
surrounded by large walls. Various lights are bum-
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miz and groups of figures are shuffling around i the
darknes=. In the centre of the courtvard is a large
monument of some kind — perhaps a founiam.
Looking across the yard you can see whalappears o
b the main entrance Lo the tower. Will vou:

Creep around the wall towards
L Loseor?

Stride boldly across the courl-
yard?

Tiptoe through the shadows towards
one ol the groups?

Tom iy z2e
Tum fo17g
Tum fir 329

ZRE

You have znared either 5 or 6 of it heads! It
struweles to free iscll [rom the noose. With a
analch, the Myriad is wrenched from vour hand.
But nevertheless, the coealure has been diverted
enough tolel youjump for the door on the lar side of
the rowom. Turmn to 220,

233

The cheese is indeed over-ripe, but as vou catit, you
feel stranpely refreshed. The laste, once inside vour
moulh, is most enjovable and you take several
mouthfuls. You may add 1 SKILL point, 3 STAMINA
poinls and 1 Lrek point for this meal and then youo
can leave. Tf vou will iry the door in the left-hand
wall, tuen to 13, 1 you'swish to try the door oppesite
the one you came in through, lurn 1o 281,

254—25h
254
Yo roll down the starrs, acriks the rodom ancd !ina].lj-'
crazh into the wall on the far side of the hall. Yo
twnst vinar elbow badlv. Lose 1 SsILL and 2z
sTAMINA points [or vour imuries and then take the:
viner siaircase up. Tum to 197

255

Ihe creature looks at you. Irs eves nammow. Tnoats
hand 15 a long pike, which it quickly points iowards
vou. “That = not the password!” it bellows and steps
oot to do battle. Test your Luck I Vouare Luck}r, ol
think of 2 bluff quickly (furm fo 198). IF yvou are
Unlucky, you stammer and the ereature advances Lo
fight {turn to 200).

25h

The sorceter smiles. Then you shall join me!” he
laughs. "But first | must secure yvour genuoine layal-
v TTis hand settles on your forchead. He closes his
eves and concentrates. You feel your will draming.
Your fighting spirit i= leaving vou. After several
moments hie releases his grip. You stand free in
fromt of him. Will vou bow down and salule him as
vour master (fuen 1o 65). or grab vour swiord and run
him through {(fum & 155)7
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Yuzir tovcic Nghts ng a darge crentame, sedoiegly made of ract
abselis shang g B e dpor

z57—258

257

You look round the room. lkis it only by vour torch.
Althongh a fairly large room, it has litte foenituse in
it. although a large boulder, sliced flat, resembles a
table and a smaller rock forms a sort of stool behind
if. In one corner. a pile of rocks are held together
with mud. You wannot imagine theic purpose,
zlthough they support three wooden chests, Then
viou jump with frght as your torch lights up a large
creature, seemingly made of rock itself, standing by
a2 door. It iz roughly human-shaped, although some-
whnat larger. Iis eves are staring shraight at you, but
vou cannok be sure i s actually seeiig vou!

Will vou:

Eun for the other door? Turn ter a3y
Attempt to speak with the
creature? Turn ko 357
Mowe slowly towards the boxes
in the comer? Turmn b 200
258

None of vour offerings arc of anv partioular interest
to these creatures, who are much more interested in
vou than vour gifts. You by Lo impress them with an
Hivsien Spell, creating a colomerful mminboswe across
the centre of the mom. They are fascinated and
alfons vou to pass through tothe far door — tukn to
140. If vou do not have an Wusion Spell, you must
use one of your other Spells tosmpress them, I vou
have no other Spells, vou must approach them —
turmn to 366.



Dismayed, she watches as you float inte the am
above her. She sping herscli frantically, trving to
suck you down, bul vou are out of reach. You tunt
her with & smile and a wave and float over lowards
the Black Tower, setting yourself down ontzide the
mmain entrance, Turn B 238

zbo

After sume strugeling, the box opens. Inside w5 2
sitver key. Will vow:

Try b use the key on the

second box? lurn 34
Try ti usie the key on the

third Thox? Tum o zgg
Take the key and make for

the exit door? Tumto 237

261
The Ape-Dog asks 1o see vour herbe. Ludaly, vou
grabbed a few handfuls af weeds on VOLUT Way ana
vau show them. Cocking its head to one side, the

2fiz=af]
creafure eyes you suspiciously. Tt asks vou for the
name of the guard you have come (o treat - 2ome-
thing yon hadn't planned on! You quickly think of a
name to bluff the ereature with:

Kylitronr Turn to 1
Pincus Twmn te 175
Blax Turn ter 394

22
As vou cast the spell, an identical Gark, similarly
armed, appears before oo, At your comimand, the
batile starts:

GARE SKILL 7 STAMIMA IT

I vour creation loses, you will have o finish the
E‘a[‘ﬂE B tha dezth on FOUT 04T with vour o] Tf

either you or your Cark defoat Lhe cature, {uen Lo
180,

263
Calacorme are refmble and contented creatures.
Ther are large reptilian beasts, with grey skin, long
tails and fwo hicads, which chotter af cach other
maessantly. They want for litile, having no great
zmbitions in life -_n_l,nml their jobs, their food {Lhey
Iive om dead snakesz) and thewr home comforts.
Rather out of character with theic placid. nature is
their great delightin the screams and paim of torhure
and, sLanm:I L:mugh these creatiures are for some
reason scared to death oy mice, in spite of their huge
size. Turrlo 326,



264

Your great muscles fex and grip your sword hilt
lightly. You stand and face the RHINO-MAN read:
for battle. In view of vour extra strengih, you may
roll one of the dice again when m]Jing for your
Atfack Strengti (e, vour Attack Stremgil will be your
SKILL SCOTE ph]!-i the roll of three dice instead of the
normal twal

RITIC-hi AN 5RILL & STAMINA D

If v wan, vou may enter the Black Tower. Turn io

2b3
You are in a short cocridor, which ends at a hurge
wnoden door ahead. You try the handle and the
door opens into a large room. Tarm fo 16y,

=

2BA—268

zhHb

He is not interested in your chat, or vour stories,
and gquesbons your authoniby b be there, Without
wamning, he lums inlo a Snake, hissing at you, and
slithers across the floor towards you. hleanwhila,
the Dog Head on the wall has detached ilsclf and is
now floating through the air towards you, Will you
uze 2 Spell against lhem (lwen Lo 320) o scarch
through your backpack for something touse (harn ko
3407

207
A5 ¥ou grasp the chalice, the hiquid forns emeen,
then 2 ditty brown in front of vour eyes, It smells
putrid, but you takea sip. With a srimace you spit it
out— vou are donking muddy water! You leave the
chamber and head for the Citadel. Turn to 156, and
20 one LLUCK poink

|
E
2

268
Az vuu hikthe door, the wood cracks a little but does
nof give., You ey il again and Ehis Hime the wood
splits down the middle. You break vour way
through into the room behind it. Fuen to 210,
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269 As o anpriveh, oo heiy flaen jrg.i i
"|F'I.'{' I.'“' a -'-‘ﬂ_i:li-\._"

26g—271
269

Ihe two men are dirty and unkempi As you
approach ¥ou can hear them arguing loudly abont
the price of a dagger. The taller ol the two is
shviously trying to sell the dagrer to the other, He
irgues that the dagger is enchanted and s worth
miore than the other s wi]]in% to pay forit, As FoL
come closer. he grabs you by Lhe arm and asks you
or vour opinion on the price of the weapon. Whal

will vou sav:

z Gold Pieces? Turn o 205

8 Crold Pieces? Turn te 186

ro Cold Picces? Turn Lo 225
270

Tou may take either the door on the left or the right,
' vou take the door on the left, twen Lo 283 If vou
wank to by the other door, turn t 23,

271
fou grasp his hand and introduce vourself—and cry
sut as the nerves down vour arm go numb!
'Seamus bursts out laughing. Lose 1 sKILL point,

- 25 VoL wert using your sword arm. You are becom- -
- ngangry, but the little man continues to shake yvour

sand and laugh. A laugh comes from behind v
2nd viou look round to see him fluating in the air,
srinning. Buf vou are still shaking his hand in fromt
& youl . . . orare you? In fact, viou now realize vou
2re franhcally s h.akmu hands swith a stuffed :]nrnrru,'
which is lopping S eed e ea Tl VOLLE AL a3
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you shake it. You throw it to the ground — but it i
ziuck to your hand! The situaton is ludicrous, and
YL Are bfvmmmg very angry. Justa ]itt!E]_ukﬁ,'fa}ﬁ
the Teprechaun, wha snaps his finger-. Ihe dun-
my disappears. Now, what can I do for you? '!-‘-:::_
vou ask him the way onwards (furn to 348), o7 dramw
Emur sword (turn to 131)7

272

You go through his pockets and find 8§ Gold Fieves.
The Pocket Myriad has, unforlunately, been dam-
aed in the ght, butyou may be al:ule_ t find some
use for il and may take it with vou, Now you may
gither investigate the Wine Cellar {11_u_-n to 2321, of
press on through it ko the door at the far end of ins
oI (furn ko g5}

T3
Iz the password:
Scimitar? Turn Lo 372
Ganjees? lurn fo 255
Viakon? T o ag
; :
- ——

5T

274276
274
The armoury cupboard is locked, but can easilv he
smashed. Inside are various swords and pikes. Will
vou smash the lock and choose a weapon {tum to
353). or nummage through your backpack tor an
ariefact to use (hom to 277)?

75
You recognize the device as a Pocket Mytiad, an
2nchanted gadget which can become any one of a
number of weapons or useful artefacts. You both
close for battle. You may fight him with vour sword:

SLACKEIF

Or vou may cast a Spell. If vou cast a Weakness
Spell, his skivLis reduced to 5. you casta Crealure
Copy Spell, an identical Black BN with a Pocket
Myriad will ight the Elf {resolve the battle between
ihem-and if the urlt-;'inal Black EIf wins, vou must
gmish him off yourselt). If you wish ko cast an
Husiom Spell, tum to 309, If you fight him and win,
om o 272,

SKILL B STAMINA 4

296
fou fzll to the bottom of a deep pit -~ possibly a
Slled-in well. You pick vourself up and you appear
0 be intact. But how are vou going Lo gel oul? Todig
‘ootholes up the sides of the pit with your sword
would take far too long. You could cast a Strength

- spell to assist you in this (tum to 165), or vou could
- <hout for help {turn to 202). Which will yoo choose?
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77
You ne doubt have collected several arefacks on
vour way through the Citadel. Do vou have any of
the following? Tf so, yon may use one mow:

Abpiderina Jar Tom o 330
A Powket Myriad Tum o 315
Small Berries Tum to 78

If you have none of these, turn 1o 119,

278 i

Kunestones is o somewhatl dangerous game, bt Lhe
prizes are high, Gefore the game begins, vour
Ciames Master, who iz an apprentice Sorcerer, casis
abpell ona rock, which will cause it to explode some
time later. The playvers stond ina orcde and toes the
rock from one Lo ancther around the arde. When
the rock explodes, the player holding it 15 out of the
game - and winds upwith badly burmed hands! Th=
rermaining players are gmven another Ronestone £
toss around again and the game continues unts
there 15 omly ome plaver left. Onlookers bet on the
players bul, belore they can bel, they must contn-
bube 3 Gold Meces each to the prize money. In thie
game you will sland to win 16 Geld Fieces, at the
risk of mjuring vour hands. Having chosen this
option, vou must play the game at least once, but
vou may conbimae to play for as long as youo hike B
vou win, you will claim 56 Gold Fieces for sach
pame vouplav. IFyvoulose, vou st deduck 2 skine
and 4 sTamIna points lor each game.

=7y
Play Lhe game like this: roll one die tosee how many
sther plavers will join you. Give each player a letier
A B, C ¢te. —vouo are player A) and write them
down on a piece of paper, in a circle. Then throw
snother die for each player fo see who starts with
the stone {highest throw starts). Throw Lwo dice tor
e starting player, who must throw less than 1z,

Move on to the next plaver, clockwise round the
drcle, who muast throw less than 11, The third
olaver must throw less than 1o, and so on. Move
vour penol from letter to letter atound the circle to
* wewp iTack of who has the Runestone. As soon as
* one player throws higher than the farget number,
the stone explodes and that plaver is out. Then start
the whole thing again (i.e. the target number goes
Sack lo 12), without the loser. Keep on going untl
st one plaver temains. If any player throws the
ame as Lhe larget number, the stone explodes in
mid air and vou must repeat the round.

" Whenvou have had enough vowmay cither play Six
fick [fum to 173), Emnifey-Knifey {furn to 365), or
vou may leave the gaming room {burn to 33).

279
fow rise mbo the air. The room continoes to shake

sround you bul you can Hoat freclv. You rmay fly o
wherever you wish in the room:

To the armoury cupboard? Tuen to 44
Quickly nip behind the sorcerer? Turm to 918
Orwver to the window? Turn to 78
Under the table? Tumn to 335
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2R Yo snrprise four smallcresfores ailing o Lhe Bere foor

zip—ziiz

280

The creature 1 savaging vou mercilessly and you
are: powerless Lo prevent it Your leg is covered in
Blood and the pain s sickening, o no avail you
struggle with the unseen head. You are in agony,
The creature lunges a2t your neck, and your last
memory, before losing consciousness, is of its jaws
dosing around your throat, Tum o 323.

281
You open the door into another room and surprise
four small creatures sitting on the bare [loor. They
spring to their leel, shocked at your arrival, Will
YOu:

Draw vour sword and make

ready bor an attack? Turn to 382
Tell them you are jusl passing

through? Fuien ke 2B5
Try to make conversalion with

them? Turn to 356

282

Yoo cast 2 small lreball dicectly 2t the Sewer Snake,
which burns through its body cutting it into Ewo
halves. Both halves now attuck vou and are
aushing vour chest. Lose 2 sTamina points. Trying
a different strategy, vou create flames which burn in
each hand and rub them over the Snake’s coils. The
creature twilches violently and releases its grip! You
find its head and smother it in vour flamning hands,
burming it to death. Turn to 13z



283—285

283
Without magic, your fate 15 sealed. Youw ame doomed
tor spend the rest ol vour days as a prisoner in the
Citadel of Chans.

You have [ailed in vour mission.

24
Yona cast the Spell {cross it olf your Spell List) and
slarl Lo rise inlo the air. The tentacle will nut let go
and the pain in your leg becomes excrudating, You
decide Lo relurn to earth before your leg is wrenched
from ity socket. You will have Lo either fight it with
vour sword (lurn o 71, or cast a Fre Spell (tum to

T14).

¥ou tell them you mean them no hanm, vou are just
ol your way onwards, They sigh with relief. The
room 1% sparsely decorated with bils of foliage and 2
smiall fire bums under a hole in the ceiling in one
carnier. In the wall npposite there are lwo doors. The
flittle creatures tell you vou can make your way
omwards through cither of these doors. Will vou
choose the door on the left {fum toe 185), or the door
om the richt (turn to 23)7?

286—287

ZHb
Ihe hittle creatures squeal and huddle together as
vou approach. You run them all through with your
sword, butthey put up no resistance! You feel a little
wary al such an casy battle and make for the doar at
the far end of the room. Turn to 140.

287

You offer the Jar ot Ointment. Something invisible
whisks it out of your hand and over to one of the
animal higads. Lnseen hands unscrew the top and
the head sniffs the vintment inside. Turning ko vou,
the bead snorts, “Why this is naught but an alchem-
1=tz healing balm! What use have we for this? The
lar falls to the Joor and smashes. You mav either:

Offer a Pocket Mymiad Tuen Lo 260

Offer some Gold Pieces Tum to 27
Ok beat a hasty exitand try
the other door Turm b 25
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258
The twi creatures advance. The Ape-Doy attacks
you first, followed by the Dog-Ape. Will you casta
spell or stand and fight?

You may cast

A Strength Spell Turmn to bz
A Levitabon Spell Tum 86
Oryou may dight them in turn:
SKILL STAMINA
AFE-DOG 7 4
DOG-ADPE f [
1f you kill them both in battle, tum o 32.
| e _ e

2Bg
What will vou take from vour backpack?
A Silver Mirror? Turn to 340
A Vial of Hogweed Eszence? Turn to 214
A Jar of Cintment? Tom to 305

Tf vou have none of these, returmn to 304 and choose
agzain,

200—291
2g0

The RHINO-MAN steps forwards and jabs al you
with ils pike. You leap guickly out of the way.
Although if is not wearmg armeour, its thick hide
looks protection enough. You must decide whether
to take it on in combat or to use vour magic, Will vou
draw vour sword (burn b 325), or try a spell? You
IN2Y EEC

A Weakness Spell Turn to 307
A Levitation Spell Tum to 70
A Strength Spell Turn o 264

A ety W i

201
“What is that? demands a ghostly voice. You bar-
gain with them. You will allow them to take the
omment il they will 2llow vou through the room;
vou have no business with them, A g,hu:uslh hand
appears [rom nowhere and bries to snatch the Jar
from your hand, but yvou whip it away quickly. 1t is
mdead the Ointment of Healing,” vou hear one of
the voices say quietly, We accept vour offer,” saysa
voice, ‘Leave the Jar where vou are and leawe
through this door" A door in the far corner glows
sofily. You do not trust them and Exke the Jar with
vou to the door. As vou open the door vou fling the
Jar across the room and leave quickly. Turn to 328.



2gr-204
292

The roomis an elegant bed-chamber, plushly decor-
ated with ine lace and a fur carpet, ln the centre of
the roam is a large four-poster bed. Sitting upan the
“E-J evidently awakened by all the commotion; is o
eautiful, :;u-]ph -like woman with long dark hairand
-:'_Fm.-p piercing eves. "What right have you in here?
she screams at vou. With those words her eves tum
Sluod-red and two jets of higoid fire shool [rom them

directly at you. Will vou;

Create 2 Shielding Spell to
protect yourself? Turn to 376
Leave the room guickly and ey
the next door? Fuien ko fig
Iell her vonr have a special
gift for her? L to gz
=85

n the nick of Hme, vour Spell stops the Trident in
mid-flight. horribly close tr vour neck. [t drops B
the ground. Tam fo 374.

e e
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294
The Gark siraightens up, Towers its axe and boging
apolograng to you for being asleep atits post. At its
242 The rom 15 an ciczant bed-choneber, pleshly deonitel otk fae in=istence vou agree not to tell anvone, The crealure
CE Pt it offers to fake vour mnic, bul vou decline its offer
and press onwards. Tuen togg.




295—208
205

¥ou concentrate and begin to turm yoursell into a
tGiant Scorpion. The Dwart and the Goblin stop in
their tracks, bul the Orc behaves as if nothing has
happened. The other two see vou sting the Ore with
your tail, but the Orc does not flinch and calls the
other twa on. Seetny that you have done no dam-
aye, they shake their heads and look again lo see the
real vou. The Ore tries to grab vou, Tam 213

296

The key turns and the door opens. Turn fo 2g2.

297
You slam fhe douor shat behind you and, above the
clanging bell, you can hear the sound of footsteps,
running; quickly and getting closer. The corridor
ahead forks two wavs, Will you spring ahead and
take the right fork {mm bo 2], or the left bork {born to
316) — or will you go back through the ‘doorand ring

for the butler (turn to 7507

298
As vour hands close around the chalice, 1t begns to
firve und foam, spitiing at vou as vou raise il to your
lips. Ave vou sure you wanl to taste it? If nof, turn
back te 58 and make another choice — bul if von ars
determined, tum to 141,

244302
209

The kev will not turn, no matter how hard vou try.
In youor frusitation, you throw the box on the
ground —and it vanishes! You grope around for the
mvisible box but cannot teel it anywhere. In total
despair, you turn towards the door and set off onee
more fowards your goal. Turn to 237

300
Ihrow one die. If you rofl a 1, 2 or 3, then this
mumber of knives hit vou {(cach knife does 2
STAMIN A poinls’ worth of damage). Kvou eolla 4, 5
or b, Lhen they miss you. You must prepare lo
counter-attack either with an NMiusion Spell {Eurn to
244). or by drawing your sword (turn to 346),

301
You feel strength surging through vour hody. You
¥ to wrestle with the head of this creature but its
own strengih seems alzo to have increased Lo match
vours, Your lee s now useless and covered in blood,
Your strength begins to fade, and as it doez zo, the
creaiure’s jaws close on vour throal. Conscousness
fades. Turmn fo 323,

302
They order you to take a trav of food Lhrough a door
in the far wall into the Great Hall and h—*;]u-w ot the
tble, as the Ganjees will soon be down for their
supper. They also warn vou not By wait for the
Canjees, of ¥ou are hkely to wind up as the next
meal. You take the trav and leave through the far



AN As ywna emder fl iy, S CTaTHRE Croai o5 Tt el o
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door, Glad to be out of their repulsive kitchen, you
follow a passageway onwards, pause to leave the
tray behind, and continue to another door. You tey
the handle and it opens. Turn o169,

303
The Golem advances and vou slash at it with vour
sword. Your sword hits solid rock and clangs noisi-
Iy, You will have to resobve this battle and deduct 1
skrL1 point during the fight:

GOLER SEILL S STAMINA 1D

I wou defeat the creature, turn to 147

304
The door opens and you enter the room. It 3s quite
large and 15 decorated with varons carvings, It
looks something like an artist’s studic and a number
of unfinished stone stabues line one sall. In the
centre of the room, a large stone GARGOYLE i3
standing on a stone-carved box. As you enter the
room, the creature creaks as its head tums toswards
vou. Slowly it comes alive, hopping down off its
pedestal. Tt blocks your way through the room to a
door om the far side. What will you do

Prraw yvour sword and advance? Turn to 172
Prepare to casta Spell? Turn to 26
Lok through vour bag for

something to use? Turn to 28g

Nip out of this room and try
the middle door? Tumm ti fig
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305

You throw the Jar al the Gargovle. 1t smashes but
docs no damage, The creature swipes ontat yoo and
hits vou in the chesl, knocking you over. Lose 2
STAMINA points, You had beller leave this room
quickly and head along the balcony to the middle
dewor. Turn Lo B4,

A short distance further on, a door blocks the pas-
sapeway. Lo fact, thisis only a hall-door and is abuout
waist-high to you. A sign by the door points on-
wards and says Flavers Only’. Will you push open
this door (turn to §2), or turn back and enter the
room with the fancy door fhorn to 13257

JoF
As you casl the Spell, the creature lunges at you and
clips vour arm with its pike. Lose 2 51 AMIKA poinis.

308—310
Then the Weakness Spell takes etlect. The crealure
slows down and starts puffing and panting. You
draw yvour sword and advance to finish hum off.

RETTNO-R AN SHILL L STAMINA 7

If you deleal him, vou may enter the Citadel. Turn
(i 4 Lot

308
The handle lurms and you slep inlo a dark room.
Turn o 257.

309

You both go through the tall man’s pockels. You
find 2o Gold Pleces, swhich vou split equally, and
¥ou hss np for the dagszer; heads you getit, Bails he
does [fessacom for this). vou get the dagger, nun to
15- If not, tum to.245.

Will vou use:

Turn o8z
Tum to 250
Turn tu 393

A Creaturne Copy Spell?
An Musion Spell?
AnE5. . Spell2

If vou have none of these, return to 104 and choose
AN,
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311
You concentrate hard, mumbling your Spell’'s m-
cantations. One of the old women notioes vou and
shouts to the other two. You cast vour Spell —but
nothing happens! You glance at the old hags, who
are smiling al you. ‘We cannot allow vou to uss
maggic against our pet,” says ome of them. You have
wasted a Spell. Cross one {of vour choice) off vour
Spells. Mow the Devlin 15 almost on vou and you
will have to eilher dive for cover (turm to 178), or
draw vour ssword (urn to 61).

312
Yow hold up the Mirror. This seems to have litie
elfect on the creature, which continues its advance.
One head springs forwards and knocks the mirror
from your hands, smashing it on the floor. You in
to decide what to do next. Tumn to 184,

FITILS
¥

The fruit is sweet and juicy. You eat one, then
another —it Bastes dehaous! Gain 2 STAMINA poirits.
But to vour surprise, as vou lry to clear vour throat
atterwards, not a soumd comes from vour mouth.
You have eaten a Fruit of Silence. Its peculiar effect
15 omly femporary, but vou pdll not be able to speak
propeddy for some time although you will be able to
make yourself understood with difficulty. This
means, ineffect, that vou will not be able to use vour
magic {the next fime a Spells ophion is given) but
after this vou will return to normal. You may con-
tinue either through the door in the left-hand wall
{turn to 13), or through the door opposite the one
vom have just come through (tum o 281).

You try to concentrate, crealing the illusion that the
sorcerer is likewise in a shaking room. The Spell is
cast (and vou muost cross if off your list] but it has no
effect; vou cannot concentrate fully. Balthus Dire is
almost upom you. Tum ta 373-

315

Balthus Dire falls into a state of concenfration as you
liddle with your Pocket Myriad. You press one
button and a shimmering lizht comes trom i, ex-
tending by abouk sword- ]r: ngth. Thisisa Sun-Sword
and will add s + points to your skiLL when vou fght
with &l You hum o face the sUTCETED, wWh ¢+ has been
concentealing on-a Spell. Turn o191,
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316—317

316
Ihe footsteps vou heard — which really ought to be
called ‘handsteps’ — belong to three WHEELIES
which now toll down Lhe passageway towards Yol
forcng yvou back to the door. These creatures are
peculiar beasts having, instead of legs, an exira set
of hands_ They move by cartwheeling along at quite
a rapid pace. Their heads —or at least their faces - are
set in the cemtre of their chests, While they are not
well-practised al swordsmanship given their awk-
ward means of movement, they are excellent knife-
throwers. Grasping knives from their belts as they
spin zlong, they can launch them at a mpid-fire
pace, like large catherine wheels. At the moment,
three such knives are speeding their way towards
¥ou. You may either use a Shielding Spell to protect
vou (hamn to 220} or Test pour Lick. 1E youo opt for the
latter and are lucky, turn to139. T you are Unlucky,
turm to 300,
317

The paintings are portraits of various Lerds and
Earls prominent in the Kingdom of Cragzen Rock.
Behind a chair at the head of the table is a porlrail of
HBalthus Dire himself. He does indecd look a power-
ful adversary. Add 1 LUuck point for the warning of
his appearance, but lose 1 sTAMINA point for the
feeling of fear he instils. You may now continue
either up the left-hand slaircaze {tum to 19}, or the
right-hand staircase (fum to 197).
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318

The sorcerer is showing sizns of mentzl exhaushon
and 15 slow to react as you slop behind him. You
nelice he is wearing a gold ning with a large Tuby set
it on the index finger of his right hand, which
h’mgs b his side. You may either trv to grab the
mng frorm his finger (Iurn to 381), draw your sword
quickly (Eurn to 117), or search through vour back-
pack for an artefact 1o wse {twen Lo 277).

319
You concentrate on your arm. Tt begins to harden
and tums the dull metallic colour of iron. The old
man’s cves widen as he sees your iron forearm. You
wrestle to free yoursell but still his teeth keep their
grip. Lose 2 STAMINA puints and coss off vour
Musion Spell. Your illusion obviowsly wasn't con-
vincing enoupgh. You go for your sword. Tumn to

320
You comcentrate hard, bul lry a3 you migh:, you
receive none of Balthus ]_Jm-'ﬁ Thli_'l-libh — he is

Blocking your Spell! You may conlinue with an
Hlusion ! Spell (furn to332), a W eakness Spell {tum 1o
113), or you may draw vour sword fo attack him
(i to 351).

AL
321

Cautiously, and keeping well vutof sight, vou creep
thromgh the darkness around the edge ol the courl-
vard. There are two proops of creabures in fronk of
you. To the right, vou can see two human-like
figures talking under a torch fastened g0 the wall. To
theleft, 3 group of four creatures, ol varying shapes
and siees, are sithng around a fire, eafing, Will you
approach the two by the torch (Lluen o 260), or the

group around the fire (fum to 33g)7

32z

What will vou pull from vour backpack?

A bpider in a Jar? Turn bo 39
A Charmed Amulet? Turn to 168
A Jarof Dintment? Tum to zg1

I you have none of these, you will have By draw
vour sword and face them (turn to 248).

323
You awske and look around. As your memory
refumns, you are amazed thal you oo sec! Your leg
[eels tender, but is uninjured! You hear a small
chuckle coming from above you and suddenly the
whole thing makes sense . _

Floating above you is O'Seamus, now laughing
leudly. The whole thing has been ane bie practical
foke! You are enraged and leap to your fE-Er, but as
vou glare al the funny little man rolling about in the
airin hysterics, you can't help but see the funny side
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ton, You chuackle, then siggle, then laugh loudly.

For some time the bweo of vou roar with laughter
until tears stream dimen yvour laces.

When you are both able to control yourselves, vou
eventually settle down Lo chat. He is 2 pleasant hitie
man. Before vou leave, he savs, ‘Indecd you are 2
pood sport. Your way ahead is fraught with danger,
though, But perhaps these will help vou.” With a
wave of his hand, a sword and a plate appearon the
table, The sword is a magic battlesword and will add
1 point to the diee roll when throwing for vour
Atfack Sfrengih. The plateis, in fact, a Silver Mimorof
fine workmanship. You may fake these with you,
but you will have to leave vour old sword behind.
Leave the room through either:

The brass-handled door Tum to 386

1he copper-handled door Turn 0144

The bronze-handled door Tum to 338
e

“You cannol hide from me!” he cries. This 1z indeed
true, and vou realize vou could be in some danger
while you cannot see him. Tum to 36g.

FEFTIEF

325
The creafure is somewhat bulky and clumsy, snort-
mg luriously as you avord his blows You draw your
swaord and fight:

RHINO-BAN SHILL B

If you defeat him, vou may enter the Citade]. Turn
HYITT.

STAMINAG

You replace the book. Will you conlinue browsing
through the books {turn to B4}, or will you leave
through the door at the far end, behind the libracian
{fumn to 31)7

327
They ke your Pocket Mytiad and play with it
glesfully. While they are suitably distracted, you
cancreep past them to the door on the far side of the
room. Lurn to 366. Cross voue gift off vour Equip-
meng List.
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328

You doze the door behind you and find vourself at
the foot of vet another staircase, spitalling up into
the fower. Climbing the staims, you amiveat another
baluomy where a single door is the only way on-
wards. Irying the door, it opens easilv. But, as vou
push the door, a loud hissing noise comes from
within. You step inside and tum cold as a huge,
si-headoed HYDRA snakes towards you over Lhe
bodies of its previous viclims! Iis six serpent-like
heads dart at you, with vicious pointed teeth. You
cower into the corner. What will you do:

Draw your sword and fight the

redture? Tum tn g
Use a Creature Copy Spell? Turn o 143

Use something [rom vour backpack? Tum to zz6

320

Tou concentrate on her mind and vou are shocked
fiy find that she i3 not alive, a5 she seems, but has
been dead for many vears. Ever since a raging live —
a turse pitl on her by Balthas Dire himself for failing
2 launder his robes in fme for an important meel-
g — bumed her and hee children 10 death, her
chostly body has been doomed to wash clothes for
ctermify. Sheis indeed a miserable wreteh. You now
nobtce that she 15 growing angry and suspicious
with your presence. She i= chantling something
under hier breath. Will von attemnpt to falk to her
[furm fo 23], or wiil oLl Ly Lo move quuickly on past
her along the path (furmn to 223)7
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330
The sorcerer shrieks inhomor as Yo Pu]] ontthe]ar.

Sensing that this little creature mav be a valuable
ally, v npen the Jar and retease it. The somcerer’=
expression changes 1o a sly smile and, as vouwatch
the little Spider-man advances not fow, ards Balthus
Dire, bul towards you! You must fightit:

SPIDER-MAN SKILL 7 STAMINA 3

A soonas the creatore inflicts its Grst woond on
voul, tuen Lo 208, 1 vou defeat it without injury, furm
a1y,

33
The Snapperfish’s sharp teeth catch your face and
rose a5 vty to pull back. Lose 1 SEILL and 3

STAMINA points as vou nurse vout bloody face. The

throee uld hags shuffle round the kettle to ¥ou and
bundle vou off owards the door at the far end of the
kitchen. Shoving you through the door, they launt
andinsult you, closing the door behind vou. Turm &

332-333

32

Balthus Dira’s jaw rlmpi as & transformation lakes
place In front of his eyes. Your body stows in size
and strength. Your skin tums a deepred and horns
crack rh"-::-ugl‘ the tight skin onvour forehead. Your
tecth are sharp black spikes and vour tongue, now
forked, hisses menacingly at him. You now stand

elore him as a TIRE DEMON and vou grab Lhe
Tndent from the ground as a weapon. The sorcerer
urns away from you in horror. Yon may either
spnnig across the table al him (luen Lo Bo), or com
mand him o call off his plans of conguest and

surrender fo ¥ou (turn o 43).

B e S

333
‘*uudmh vour sword and prepare to chop him with

t.He gl.‘:.r‘.:.ﬂ:- up at you with a look thatleads you to
:I'EH_'-L that he 15 not completely in control of his
own aclion=s. With pity, you crack him on the head
wilh your sword hilf, causing him lo howl and
release his grip. You leave him moaning on the
ground, morsing his head. Lose another 2 sTaMma
points for the damage he has done B your arm and
press onwards. Turn bo 14
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334
You take a couple of sips, Not bad! You take 2

mouthiul but as you do so, you wonder why the EIf
s chuckling. Suddenly he asks swwhether you realky
are a guest. Although your mind is confirming that
you are indeed a visilor, vour voice is Tf'ﬂmg him
that ¥ou are not; you have come B put an énd o
Balthus Dhre's plans of conquest! You curse as you
realize that the wine must be spiked with a Truth
Serum. The Black ElIf now knows of your mission
and must be prevented from kelling others. You
drave your sword and, as you do so, he pulls 2 small
melallic device from the pouch ted amund his
waist. With a touch, it turns inlo a saw-edged
weapor. Turn to275.

335

Fixed under the table is a secret drawer, stightly ajar,
and poking oul of the drawer is a scroll of parch-
ment. You grab the scroll and throst it info vour
tunic. But you can hear Balthus murmuring under
his breath, A Spell! But what will this one be? And
what can vou do aboul it7 Suddenly he i running
around the table, tuu{'hin;._; each zide as he goes. Af
his touch, the table responds with a arackimg noise.
Tien Lo 342:

336—338

336
Resolre your battle with the creature:
GARK SKILL 7 STAMIMA 11

After four Affeck Rounds vou may Ezmpe through
one of the doors at the far end of the room (tum B

g99). otherwise you may continue and [ight to the
death_ If you doso and win, tum to18o.

337
The sorcerer is indeed as great & swordsman as he is
2 wizard. Resolve your battle:

BALTHUS DIRE

li you have managed o steal the sorcerer’s Ting, you
may deduoct 2 points {rom his sxizr, as he was
wearing a Ring of Swordsmanship.

SRILL 12 STAMINA IO

If yom defeat Balthus Dire, lurn lo goo.

338

e door opens intog a passageway. You follow the
& F g ;

passageway omwards for some Bime and ik twisks

and fums through the rock, You pass another pas-
sageway joinimg from the ncht and carry straight
on. Eventually the path widens out. Tum to ge.
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339

A motler crevw sit around the fire. A warty-laced Ore
is handing oot serarmey chunks of half-cooked meat
to the others. A snarling Dwarf with green skin iz
complaining aboot the siee of his piece, while twio
scmffy Goblins—a manand a woman—are cuddling
each other. They mgele and laugh, and every so
often she slaps his ugly face causing more mern-
ment. As vou approach they stop and burn round Lo
look at you with unwelcoming laces. They snecrat
vour neat appearance and the female Goblin whis-
pers some comrment to her mate. In front of the
Dhwarf you can see an open box. You can just make
ot a wial of hogoid withim g Wil vou:

St down with them around the

fire? Turn tor134
Ask them whether vou may join
them? T tor 1449
349

You hold up the mirtor, but the eature mensaly
swings al il and smashes it inlo picces. Yow had
better leave the room quickly and try the middle
door on the baleony. Turn to 64.

341
You cast the Spell around yoursell and advance.
Four or five arrows sing Enwards you but stop in the
aiT a metre before they reach you, dropping harm-
lessly to the ground. You teach the monument.
Remember 1o ceoss the Shielding Spell off vour List.
lurn tozng.
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The sorcerer stands back from the lable and laughs.

‘Wow 1 have vou, peasant!” he gloats. Cautiously,
vou step out from beneath the table. That is, vou iz
to step out: But you cannot reach out further than
the table’s edbe ITe has created invisible walls
which now trap you undermneath! Try as vou might,
vou cannot break through his barriers.

You are now his prisoner, You have failed in vour
Tission . .

343
A little turther along the passage, vou amve

another fork where you may go cither left {tu.m h:'
554, or right {turn to 249).

44
You follow the stairs -::'Imfﬂ'lward 5. The airic cool and
stapmnant, At the foot of the slairs is a door. Will vou
try the door (turn to 7), or climb the stairs again and
wo up o the door to the ground foor (turn to 5)?

—— o
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345347

35
Ihe creature groans as the Spell takes eltect. 1tz

EMOTMOous weight is now a pgreat burden B it. It
shamnbles towards vou still, bt you are able 1o
sidestep it and head for the dooe on the far side of
e moom. Tum fo 140,

336
As the Wheehies see you draw your sword, they
stop and chatter excitedly, One of them — evidently
the leader — sends the smallest one back up the
passare (presumably to fetch help). The othee lwo
I:T_TFH keiives and roll showly towards you, Resolve
this battle (fght each in turn):

SHILE STAMIM A
First WHERELTE 7 &
Second WHEEL IE 6 g

Ifyou win vou may take cithee the left-hand passape
(tum fr 243], or the nght-hand passage (tuen Lo 2).

347
Ihe Gorgon sees the mirror and shrieks. Youchance

a look at the creature, your e msing upwards
from s feet. But the Gorgon has disappeared and
mstead Balthus Dire stands once more befora YL
I'orm iy ez
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348

‘Oh, 1 shoulde't go s way,” says O'Seamus.
“I'hese are not pleasant parts.” These three doors are
the only wavs onward. Two of them ame very dan-
gerous and the other is very smelly. On the opposite
side of the room are three doors. Ung has a brass
handle, cne has a copper handle and one has 2
bromze handle. Which will vou choose:

The brass-handled door? Turn 1o 207
The coppec-handled door? Tumn k> 22
The bronze-handled dowor? Tumn 10 354
Or will you ask his advice? Turmn o 68

349

A replica of Balthus Dire malerializes in front of wvou.
Dire himselfl raises an evebrow. ‘Attack!l’ vou com.
mand the duplicate, who turns towards the centre
of the room and advances. Two metres from the
sarcerer, it stops and clutches its head. It looks up
froumn its hands, hurns and comes towards wou! The
sorcerer laughs Two can play al this game!” savs
Dire. You concentrate and will the rephca back
towards Dire. Fventoally it ceases s approach and
turns back as you command. For some momenis

this goes on, and you realize that vou bolh have the
power Lo command this creature, but only within a

SH0m35T
cerizin range. Backwards and forwardsit goes, until
the Spell begins to wear off. It gradually fades from
view, The concenltration has been somewhat stren-
uous for you. Yoo look up to see Balthus Dire
holding his hands in the air and then bring them
down hard on the table. What magic is he using
now? Tum lo 157

350
You trv a simple ploy to get rid of her, hoping that
she is nol oo intelligent. Looking into the shadows,
you claim o see another similar creature. She claims
¥ou are mistaken, but vou are convincing. She nips
olf toinvestigate, allowing you to rush to the Citaduel
entrance. Tum to 218

331
A£ vou advance with yoursword drawn, the sorcer-
er pulls & scimitar from his belt. “Yes,” he gloals, ‘|
will fake great delight in [inishing this off with
weaponsh And with those words he leaps over the
tble towards you. The battle to follow will be a fisrht
to the death:

BALTHUSDIRE  sxiLl 1z STAMINA 15

If you slay the sorcerer, lurn (o 400.
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352
You Hiptoe into the room. The room is gloomy and

the air iz damp. A crude wooden post is nailed to
one wall with several hooks on it There are Ewo
doors in the far wall leading onwards, On the
post, hanging on the wall, is a makeshift mirror but
as your torch lights up the mircor, its reflection is
thrown across the eyes of the sleeping giant, who
grunts and stirs. Qe eye opens, then another and,
seeing you, it gpnnga to ity Feat! Tt grabs an axe,
which it was using as a pillow, and quickly sndoes
the leather sheath fo reveal 2 sharp bromze head,
This giant creature is a GARK! Large and brutish,
Garks are half-Goblin, half-Giant, bred by master
sorcerers for their agpressive characker. "sllhnugh
somevwhat stupid, they are rather tough beasts with
2 war-like nature. Will you:

Make a dash for the doors? Turn to 20y
Draw your sword, ready fora
fight? Tum to 16
Apologize tor disturbing the
creature? Turn ter 216
Prepare bo use a Spell? Turn o1
353

Many deadly weapons are inside the cabinel, but a
blue-honed sword takes vour eve. Balthus Dhre sews
wvinr fake this sword and flies mto a rage. ‘Do not
touch that weapon!” he screams, Buk he is too labe;
vou have it invour hands. ‘5o be it,” he zays, sliding
a scimitar from his own belt and advancimg Bowards



354356
. The battle to follow will, vou realize, be a fight
le the death.

BALTHUS DIRE

Your new weapon is an enchanted syeord which wall
add o points to your dice roll swwhen detenmining
vour Attack Strengl k.

SKILL 12 STAMINA 1G

[£ yom win, furn o 400.

A '
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354
You open the door and step into another room, glad
to have lefl the annoying little crealure behmd. Turmn

foa SR,

355
I vou will not {or cannot} use ¥our magic, v will
have to rely on your sword. Draw your sword and
turn 1o 351,

356
They are somewhat relieved thal youmean them no
harm, and settle back on to the foor, inviling you &
join them, Lhe room i= small and plain and bate of
greenery have been mounted on the walls, presum-
ably [or decoration, although the leaves arc now
wilted and long-dead. A small fire bums in one

356

comer, under a hole in the cefling. Two doorsarein
the wall apposite von; ome on the left, the other on
the right. You sit down lora chal. You discover that
these small, skinny  creatures call  themselves
SCOUTS and they are indeed a likeable lol, joking
and laughing wath you. You decide not to sk
telling them koo much of VOLLC mission, boat you ask
l‘LnP—ch questions about the place, Balthus Dirs is
th._ master of the house and :.-[_'P'E.I‘"Il:'j‘w st ot his time
high op n the Citadel. TTis ladywife is a beautiful
sorcercss who 1= very vain ard who enjovs the
things that money and power can buy. There are
many evil creatures within the Citadel, but vou
must be parficularly careful of the Ganjees, whi
roam the Tower at might. Eventually yoo get up,
thank them for the chat and prepare to press on,
You mayv add z sTamMINg and 1 LUCK point For the
rest amd fnformation vou have gained. The Scouts
also offer to doa woond deed for vou betore you o, a5
thev have also E!‘l}D}E‘d FOUL company. Yol may
either

Take them up on their pffer
[ecide not to rsk it and
leave throngh the door on

Tum tn 136

the left ' Tum to18g
Leave I:hrmlgh the dooron the
right l'wrn toras
T P
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357
The creature is apparently deal-multe. You hail itm
all the languages vou know, but it conlinues 1o
sland silently. You make a move towards the centre
of the room. Turn to zeo.

Unfortunately, you are not in much of a poston o
issue idle Hireats, The sorcerer merely laughs loudly
and Hghtens his hold. He tells vou to reconsider, or
vour death is certain. Will vou continue 1o refuse his
offer, not wishing to lurn lraitor to vour country:
men (hurn to 148), or will vou agree to-come under
his command (turn to 256)7

559
Y bry o duck, but canneot avoeid the full impacl of
Lthe missile, wwhich hits vou on the forehead and
splatters all over your face, You brave yoursell
waiting perhaps foran acidic reaction to take place

360—361

Sut the mushy iquid merely drips off vour face om to
the ground. Cautiously vou test it, first with your
finger. then with your tongue. You have just been
nil by a mipe tomato! You turn to face the sleeping
hgure once more. Tum to zq,

&
360

You cast another Spell. Your partially-formed
Hydra grows a little more, but is 5till not complete,
You will need one more Creature Copy Spell to form
2 whaole creature. [f you wish to cast this third Spell,
do =0 and let the Hydras fight to the death:

HYDREA

SRILL 10 STAMINA 17

I vour creation wins, turn to 22q. If vour creaturs
loses, or if you did not have enough Spells to
complete the crealion, you must decide what Bo do
mext (turn to 18g).

36L
L - -
Agaim the door opens but as you open it, you hear

I‘E JLermnsr clanging of an alarm bell! Tesf your
Lk, Tf vou are Lucky, huin o 2g7, I_r VOLL re
Unlucky, tum to 126,
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36z

The door opens and the small room inside is Lt by
candlelizht. Cantiously vou Iook inside to see a
strange sight. On a stone altar in the middle of the
chamber ane three silver chalices, each conBining a
different-colonred liquid; one clear, one red and one
milky Fluttering around the altar are three small
winged gremlin-type creatures, all chirping excited-
Iv. Every so often one lands on the altar and takes a
zip of the milky liquid. The open door creaks on its
hinges and startles them. They whirl round to see
vou and become very excited. Youmay either enter
the chamber (turn to 58), or close the door quickly
and press onwards towards the Citade] (harn to
158).

363
Along the balcony are 3 doors. Will vou try:
The door to the leit? Turn to 228
I'hi door m the centre? Turn to éyg
The door to the right? Tum to 304
364

As your Spell takes cffect, you see a small mouse
run fnwards the table, You curse as you realize that
the Spell cannet have worked properly. But hope
returns a5 one of the Calacorm’s heads sees the
mouse and leoks horbfied! The other head sudden-
Iy mohices it, and both throats shriek together! The
crealure jemps up on to the table, and the Calacormn
sorcams in ferror as the harmless little mowse



365

approaches, sniffing fastidicusly at the ground oo
the way. You lel the Calacorm suffer for some
maments and then call out that you will gel Ad of
the mouse for him, il he will release vou. Tle agrees
quickly and throws you the keys. You lel voursslf
aut, grab your sword which wras leaning agamst the
wall and set off down the passapeway. A sate
distance away, you break your E-pe].l and the mouse
disappears. Ium to 173,

365

You have chosen a deadly gambling game which 1=
outlawed in most kingdoms. Since you have chusen
tor play, you must play at least one game. bul you
may play more if vou wish. Your Games Master 1=
an apprentice sorcerer and he has selected a choice
of prizes for you. U you survive, vou may claim
either: bwo extra Spells (which you may choose from
Lhe list at the besinning of the book), so Gold Pieces,

or an Enchanted Dreastplate {which will allow you
tor dedoct 2 points from a creature’s dice roll when
throwing for ils Allack Sirenghi).

The pame is played like this: six daggers lie on 2
table, Oneis a real weapon while the other five have
spring-loaded blades and will do vou no hamm. You
are plaving the game against one of the oiher cea
tures in the rodom and only one of vou will survive
L1 turn, you must select one of the daggers and siab
vourself in the chest with 1t If the dagger 1s real
death is cerlain. 111l is a dummy, it mustbe eumed
oy the table to be shuffled back in with the olher five

366—367

The game continues unfl one of you selects the real
dageerand stabs vourself throogh the heart, where-
upon the survivor can claim the prize. Your oppo-
nent will make the first selection. Throw one die for
mim. Then do the same for yourself. As soonas one
ol vou molls a 6, the real dagrer has been chosen. I
this is you, vou will have killed yoursalf!

Sow knowing the males ot the game, you can only
eeb put of playing at least once by casting an Olusion
Spell (turn to gl Otherwise you must play. After
vou have played, vou may either play Six Pick (tum
lo 171}, Romestones (fum to 278), or vou may bid
vour [riends” farewell and leave the room {luen Lo
3)-

366
As you stride past them, the litlle creatures walch
vu silently. They seem merely to fnd vou interest-
i;ng. You feel that something 15 not quite right here.
Turn to 140.

[
Some way along the pagﬁel:j_;t-:, vou arnive at a four-
way junction: You lake a path to the noeth, which
cveniually leads vou to a large wooden door. Yoo
can hear nothing by listening al the kevhole, Will
you ity fo open the door slowly and quietly (furn o
308}, or charge the door down (turn to 127)7
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368
You po through both their pockets and fimd 28 Cold
Pieces, which you take with you. As vou are about
tu press on, you remember the daggzer — the source
of the argument — and pick it up. Turn to 15.

369

Yo must see what he is doing. As you iy o peck
around Lhe curtain, you feel it flapping around vou
as if in a wind — although no wind is blowing. The
curtain iz lightening jtself around vou. You
struggle, but the heavy drape is engulfing vou. It
around your throat and head, and vou ane gasping
for breath, Still vou struggle on, but to no avail- Yoo
begin to feel faint, knowing that once vou loze
consciousness, the battle will be his. But there 1=
nothing vou can do. Your world goes black - .

You have failed in vour mission.

3o
The: box is solidly made and you cannot break the
lock with your hands. You draw yoursword Lo try fo
hack it offt and, as vou do so, the box falls an VOUE
shin, causing a nasty cut. Dedudi 2 sTaMINA points
Your sword will not break the lock. Will you:

Try to open the first box?
Try to open the second bex?
Forget the boxes and press

onwards?

T o 260
Tum o129

Tum ta 237

37373

FFL
The creature gruntsand opens the door to lel vou in.

Tam to 177.

372
As vou cast vour Shielding Spell, a bottle hits you on
the shoulder. You feel nothing. Something is not
quite rizht, and you trv to aneel vour Spell. Unfoc-
funately it has already been cast and you can see the
bottles smashing into the magic shield vou have
credaled. The bottle which has hit you has dis-
fppeared. You curse as you tealize that the wine
vou just tasted must have had some hallucinatory
properfies and you are imagining the bottle attack.
As this idea dawns on you, the bottles cease pelting
vou. You blink and look again. All the bottles are in
place on their racks as normall Yoo decide to press
vnwards. Turm to gs.

373

Balthus Dire knecls down beside you. He grabs
vour wrists with one hand and you can feel his
great physical power, matching his abvious powers
of sorcery. ‘Peazant,” he says, vou are indeed o
worthy adversary. Your power exceeds that of most
wizards. It isa shame to let such fRlent zo to waske. |
muay kill you now, or Lean offer another option: Join
wilh me in my plan lo conguer the Vale of Willow, Tt
shall be vours to govern when we succeed. What
sav youl”

cimhnned il
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374
What is your reply?

Never. [ will not hurn against
mv countrefolk!

Taccept vour offer.” (You plan Lo
outwit him when be releases
¥ou.) Tum to 256

“‘Balthus Dire, vou are evil! T am not
defeated vet!” (You plan to cast
another Spell at him, }

Turn to 148

Iurn to 338

374

A5 vou compose vourself after your fright, vou
glance around the room. Ttis obviously some sorl of
Military Headquarters. Scrolls with strateyric maps
hany from the walls, as do portraits of past generals.,
A bookcase inone corner holds hundreds of leather-
pound volumes, Chrmate drapes are drawn across a
large window. A cabinet along one wall holds pikes
and swords of a variety of deadly shapes and sizes.
In the cenire of the roum is a2 model landscape which
vou recognize as the Vale of Willow. Armics of
miniafure troops are positioned on the modal, This
musi be the invasion plan!

Leaning against the table, with eyves fixed on you, is
Balthus Dire himself! His very stature is formidable.
Well over ivwo metres tall, heis built ke an ox, with
troad shoulders and muscular arms. In his battle
tunic of leather with wide, studded wristbands, he
looks more a soldier than the demi-sorcerer he
really 15.

: oot overien)
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Tmpudent peasant!’ he growls, ‘Do you think vou
are any match for Balthus Dire? With these words
he snaps his fingers and you hear a gruniing from
behind. You swing round to see a grotesque crez-
ture shambling towards you. Tts hairy body has four
arms, each ending in vicious-looking hooks. As it
approaches, it slashes the airin fromtof it Wy, Ul
wager you are noteven a match fora CLAWBEASTY
]au_;._,hh Dhre. Will you:

Dirawe vour sword o defend

voursel]? I'urn to 30
Cast a Shielding Spell? Tum to1og
Cast o Weakness Spell? Turmn o158

375
He indicates a book on the shelf swwhich is an

alphabetical listing of all sorts of creatures. Will you
turmn tao the section on:

Calacorims? Turn Lo 263
Milks? Tum to 133
{lanjees? Turn o 63

37
You cast your Shiclding Spell. Alas and alack, this
Spell is ineffective against magical weapons! The
jets of fire sear straight through vour shield and
burn inlo your own eves. Screaming in pain you
drop to the floor. The curain of death drops over
YOLL

Y¥ou have failed in your mission.

377379
377
You pick vourself up and concentrate, What wall
your next attack be?
An Husion Speli?
A Weakness Spell?
An ES P Spell?
None of these?

Turn tio 332
Turmioaz
Tum to 320
Turn o335

378

You take o fow steps forvards and another amow
narmowly misses vour foot. A few more steps and an
amow nps th mugh VOUL nic, Srazing vouTt for:

amm. You can 56l see no-one at all, nor can vou see
where the arrows are coming from. After another
few steps, another arrow appears, but this one
pierces your calf. You cry out loud - and you must
lose 4 sTamina points — but you are almost al Lhe
morument, which will provide shelter, You leap
torward and duck behind ibunbl the arrows cease,
Tuorn fi2o0g.

379
You release the rope and float into the air, Dropping,
back on o the sround on the rim of the trench, you
curse al the fiendish trap that had been laid lor
greedy adventurers like yoursell, You move on to
the door opposite vour entrance and try the haodle,
Toam to 206
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380
As vou sit down they rise to their leet. The Dwart
picks up a club and springs at vou, while the Goblin
and the Ore grab swords: The Goblin's mistress
gives a crv and jumps outof the wav, retreating back
into the darkness. Turn to 213,

351
Test your Liick. If you are Lucky, the ring shdes off
his finrer and you now hold it in vour hand. If you
are Unlucky, the ring sticks and does not come free.
Your snatch fires Balthus Dire into action and he
turns on vou with his sword, Turn to 337

382

They rush tound the floor in panic, bumping into
each other and crying, "Oh my, oh dear, this
stranger lonks nasty, where are our weapons? You
laugh at their disorder and put away vour sword.
They calm down and stare at you. You may either
press onwards [lurn to 28g), or talk to them (o io
356}

38

Ihe old man’s strength %i—‘:h"-lﬂ::' tir return as the
Stamina Spell takes elfecl (deduct this spell from
vour Spells). He tells vou he was beaten aboul the
head by cruel Canjecs, who delight in thuggen.
You bring the conversation round to the Lllﬁﬂd
itself. Suddenly, for no apparent reason, 2 siab o

pain fromovithin grips him. Hiseyes narmow o :'-11'_5
and b threses himsell forward, sinking his feeth —

384—356
sharp teeth 2t that — into your arm. Deduct 2
staMina points. Will vou beat him ofl with vour
sword (turn to 333), or use a Magic Spell to free
yourself (furm to -IElg]-?

aﬂﬁ#- =

84
You fiddle with the -;Fij,vt and suddenly a long,
thin line unswinds itself from the shatt, You decade
tor trv to smare the creature’s heads with the line,
which has a hook ononeend. You cast the line at the
areature. Throw one die. If vou throw a 5016, turn
to 252 I you throw a 1, 2, 5 or 4, turn o 1o7.

385
They clap vou on fhe back and welcome youin. A
dark-skinned, wiry creature thrusts a mug of grog
ko your hand, You drink the ale down in one.
Another mug comes. Add 2 sTaMINA points, as Lhe
ale is quite refreshing. Then they invite vou to join
in their games. Will vou play:

Knifey-Knifey? Turmn to 365
Runestones? Turn to 278
Six Pick? Turntoi7L

336
Chitside the dooe, the passage slopes downwards
and von follow it for several minotes. You notice an
unpleasant smell which gets stronger and stronger
s von goo Eventually you come Booan epening,
cantinen auerlan
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387-389
Looking through if, holding vour nose, vou can see
a Larze open sewer Hlowing across the passageway.
A rope hangs down from the ceiling. Will vou wade
across the sewer {turm to2o4), or ey Lo grab the rope
and swing across {um to 108)7

387
Atthe mention of a Silver Mirror, she rises, helds up
her hands, and commands her Ghosts to stop. Yoo
v her the Mirmor and she bids you on your wav.,
You are lucky Lo be alive. Turn fo 6.

388

His whole body strains with ellorl. Several mo-
ments later he regains his composure and once
again looks ab you. Weakness!” he mocks, “Surely
vou don’l think | 'could be defeated with a mere
Weakness Spell.” He has obviously managed to
fight it off and now prepares fo launch a counter-
attack. Tum fo 157

3

As vou approach the 51::|:|E’[|!f| one of the old women
throws some powder on to the tire, and the three of
them slep back, cackling. Yoware on your guard. As
vou watch, the fire beging to roar and the flames
grow menacingly. Suddenly, several of the fames
spring from the fire and take the shape of a DEV-
LIM. a [Dnvarf-sized creature, made of fire itsclf!
The three hags point towards vou and the Devlin
advances.

CoRTiRed o dlear
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Wil you:
Dreasy vonar sword and prepare o
ﬂghi. it? Turn to S
Look for cover? Tum fwars
Propare a spell? Tum 1o 313

3o 4

She begins o torment you, Plowing you off wour
{eet each time you rise. Test your Luck. If vou ars
Lucky, turn ke 350. If you are Unlucky, furn toaze.

301
The Gark takes vour 3 Gold TFeces, puts them mioa
pouch arvund ils waist and shows you onwargs
thi doors. It asks you whether vou would like to go
to the Library {right-hand door} or the Games Room
{lett-hand docr). Turn 1o go.

392
The key lurns and the door opens. Turn o196

393
You cast your Spell and concentrate on the three

changing creatures. lmages flash before you. As
vou fit them together, vou realize these creaforis
are MIKS, and are able to trensform themselves into
arvone, or anything, they wish, They are thinking
of yiu and are ot the Jeast bit worned by vour
presence — more likely they see vou as sport. Every
sooften, though, they are thinking of gold and their
emolionsindicale a great greed, Perhaps thiswill be
o passport o safety. [ vou have any Gold Fieces

turm e 27, L vou have no gold, vou had better leave

394397
the room guickly and tey the other door. Tum o 25.

304

The creatures look at each other as il the name
zounds familiar bul they can't quite place it You
quickly add that he is on the first floor watch. They
=g and eventually decide you may be telling the
fruth. The Ape-Duog summons the gatekeepes who
cveniually appears to lel you in. Turn tio 257,

33

You cast vour Spell and concentrate, creating the
ilhsion that you are a powerful sorcerer and you are
becoming tred of their pranks. Bul nothing hap-
pensl Again a mocking laugh comes ab vou [rom all
sides. "We are magical crealures ourselves,” savs o
voice, ‘lhough not such amateurs as vou!” Sud-
denly you feel a blow in the middle of vour back
which knocks vour into the middle of the ronm. T.ose
= sTAMING pombs, Will vou fumble in your back:
pack for something to use (turn to 322}, or draw
vour sword {fum to 248)7 [f vou have nol yel teicd a
Fire Spell on them vou may do so (tum to H3).

396

Turn to 185

397
This s nobmuch of a meal, but vou were hungiv and

thirsty and this offering restores z STAMINA poinks.
Now vou may either call out the Calacorm {tum to
Ba), or choose a Spell o lry Lo get vou out of this
siluation {tum to 1g3)



398—400

fou cast the spell and vour strength returne to en-
able you to finish off the steps. As voureach the top
the effects wear off once more. You may now set off
along the wall towards the Black Tower. Turn to 9.

3499
You casl the Spell. The EIf approaches and, as he

does so, the Pocket Myriad disappears from his
hand! He stands before you, apparently defence-
less, nervously deciding whether to fight on or run
You can nip in quickly and cathim diswn:

BLACK ELF SKILL 4 STAMINA 4
1 you win, turn to 272,

400

Balthus Dire, lving at yvour teet, is dead. Your ms-
gion has been completed! The Vale of Willow is safe
from allack - for the time being al least.

Tor make sure hiz plan is destroyed, you take the
drapes from the window and spread them across
the table on which his battle plan is laid out. Taking
a candle, you st fire to the rich curtains. As the
flames lick the table you consider ¥our own escape.
20 you have a Levitation Spell lefi? If so, ¥ou may
cast it and Ooat oui through the window o the
safety of the ground below, TF not, then you will
need o recall vour reserves of skill and comming o
avoid the guardsand dangers of the Giadel on vour
escape. Bul that is another slory . . .



