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PUFEIN BOOES

HOUSE OF HELL

Strendad mile from anywhere ona dark and stormy night,
vour unly hope of refuge = (he atrange, ramshackle houze
¥omcan see in the distence, But bewara! Enlering the doors
of e infamons Elonse of Hell takes von intg an adveniure
of such spinc-chilling and bho -.J-L]-C'I:ITIHJEI.;'.; propostionsthar
its mighimarish inhabitmmts will haunt vou for ever? Connt -
lesee wmwrary sleangers have entercd the House of Hell
neings vou and noune has Eved oo tell the kale. Do YU
darefu fulkow thern?

Steve leckson, do-foundee of e mighly successlul Games
Workshop, hes created 2 thilling adventiere of sword and
sorcery for vou, with an elaborete combat system and a
semme =heet 1 reoond your gains and losses. Al vou need s
fwo dice, a pendil and an etasec.

Aany dangers e ahead and your sucoess is by no means
certaim, Powesful adverares are anged againat von and
often yoer onbe chofor s o Kl or be killeal!



Steve Jackson

FIGITTING TANTASY GAMERODOKS

1. The Warlock of Firelop Mounfain
2. The Citadel of Chaos
3. The Forest of Doom
4. Starship Traveller
7 ity of Thieves
B. Deathirap Thmgeon
=, lsland of the Lusard King
8. Scorpion Swamp
g. Caverns of the Snow Witch
142, Howse of Hell
12. Talisman of Death
12, Space ASSiEZin
13. Freeway Fighter
14 Temple of Termor

Mustrated by Tim Sell
Puffin Books
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HOW TOSURVIVE THE HOUSE OF
HELL

The Mouse of Hell is a little different from previous
Fighting Fantasy adventures. You start your adven-
fure unarmed, with no provision or potions; and you
have to avoid being frighiened to death!

Sefore embarking on vour adventure, you must first
determine ¥our own strengths and weaknesses. To
=ce how brave, lucky and resourceful you are, you
must use the dice to deteemine vour inibal SKILL,
STAMINA and LuCk scores, On pages 18-—1g Lhere is
=n Adventure Sheet which vou may use to record the
detzils of an adventure, On it vou will find boxes for
recording your SKILL, STAMINA and LUCK scores.

You are advived erther torecord your scores on the
Adveniure Sheel In pencil, or, make photocopics of
the pagxe to use in futore adventures.

Slkall, Stamina and Luck
Eoll one dis. Add & 1o this number and enter this

fofal in the sE1LL box on the Adveninre Sheat. This is
sour fnitial sKILL. In this adventure, vour Starting
XILL i less, because vou are unarmed, ot you will
fave the opportunity to arm yourself (zee Weapons,

L3}

s

moll both dice. Add 12 to the number molled and
emier this total in the sTAMING box



There is also a Lok bux. Roll one die, add & to this
number and enter this total in the LUcx BOX.

For reasons that will be explained below, sk,
5TAMINA and LUCk scores change constantly dur-
ing an adventure. You must keep an accurale record
of these scores and for this reason you are adyvised
cither lowrite small in the boxes or & keep an eraser
handv. But never rub out wour [ulid scores.
Although you may be awarded additional sxie,
STAMINA and LUK points, these totals may nover
exceed your Tnitul scores, except on VO rare poc-
sions, when you will be instructed on 2 particular
Page.

Your SKILL score teflects vour gencral fighfing ex

pertise; the higher the better. Your sTAMINA s0oTe
reflocts vour general constitution, your will fo sur
wive, your delerminaton and courage; the higher
wiur STAMINA score, the longer you will be able in
survive. Your LUCK score indicates how naturally
Tucky a person vou arc. Luck—and evil - are fack= ot
life iy the devilish domain vou are about to explore.

Battles

You will ofien come across pages in the book which
instruct vou to fight ghosts, ghouls, men and
beasts. An oplion fo flee may be given, butili not - or
il vou choose to atlack the creature anyway — you
must resolve the battle as described below.

Firsk tecord the creaturc’s sxipl and STAMINA

1Lk

zcores in the first vacant Evil Encounter Box on vour
Advemiure Sheet. The scores for each creature are
given in the book each time you have an encounter.
Ihe sequence of combat 1s then:

1. Roll bath dice once for the creature. Add i sETLL
score. This lotalis the creature’s Attack Strength,

2. Ruoll both dice once for yourself. Add the number
rolled lo ¥our current skirr score. This total is
vour Attack Strengrth.

3. If vour Attack Strength is higher than that of the
creature, vou have wounded it Proceed to step
4. I the creahure’s Attack Strength is higher than
vours, it has wounded vou. Proceed to step 5. U
both Attack Strength totals are the same, you
have avoided each other's blows — skart the next
Attack Round from step 1 above,

£ You have wounded the ceeatare, so subiract 2

points from ifs sTaMiNa score. You may use

vour LUCK here to do additional damage (sce
below).

TI'he creature has wounded you, so subtract 2

Points from ¥ouT DWTL S TAMIN A SCOTE. AZain you

may use LUCK at this stage (see below).

5. Make the approprate adjustments to gither the
crealure’s Or VOur own STAMINA scorcs {ancd
vouT LUk score if vou used 1uok — see below ).

7. Begin the next Attack Round by returning to
vour current skiLe score and repeating steps
1—6. This sequence conlinues until the STAMINA
=core of either yon or the creabure von are
fghting has been reduced to zero {death).

Ii



Fear

As well as surviving your adventure by ensuring
that your STAMINGG never drops to zero, in The House
of Hell you must also avoid being frighierned fo denti.
Before you begin vour adventure, roll one die and
add & lo the resull. This tolal will give you the
TNExImUm FEAR sCoTe you can bear, Your FEAR soore
is the number of points vou can fake before bemg
frightened to deeth. Dharing your adventure, vou will
come across situations where vou must, for exam-
ple, “Add ome (or bwo, Cic ) TTAR poinds.” YOUr FEAR
score skarts at zero and you must add keax points as
instructed in the bext. If your FEAR score reaches the
maximum {as rolled initially — see above), then yvou
are frivhfened todeath and must end vour adveniures,
Ivote that FEaR works in the opposite way i nommal
SKILL, STAMINA and LUCK scores; you slarl with
zern and IWCrAASE YOUT FEAR score fowards vour
maxitnum, rather than suldraciing, as vou do with
the other scores.

Escaping

On some pages you may be given the opiion of
running away {rom a battle should things be going
badly for you, TTowever, if yoo do run away, the
crealure antomatically gels in one wound on you
(subfract 2 sTAMINA points) as you Hee. Such is the
price of cowardice, Mote that you may use Lok on
this wound in the nommal way (see below]). You may

1z

only Escape if that option is spedilically given Lo you
on the page.

Fighting kfore Than One Creature

If you come across more than one creature in a
particular encounter, the instructions on that page
will tell vou how to handle the hatfle. Sometimes
vou will treat them as a single monsler; somelimes
vou will fight each one in tum.

Weapons

You begin The House of Tl adventure with no
weapon. As with other Fighling Fanlasy adven-
tures, your sk1LL scote Teflects vour combat ability
il 2 weapon. So, before you starl off on vour
adveniure, deduct 3 points from your SKILL score
and mote this ‘Starting sx1Lr’. Do not, however,
change vour [pital skin, as this is stll used to
determine the maximum skILL you have, andisalzo
used if you must make rolls against vour skl Tf
vou find a WEAPON (swhich will be identitied with
capital letters) during the adventure, the Bext will
tell yvou how many skt points the WEAPON
zllows you to add, These points are added to your
‘Starting sKILL’, not your Il SKILL.

Luck

At varons times during your adventure, cither in
batfles or when vou come across sitnations in which

13



vou could cither be lucky or unlucky (details of
these are g'..'en omn the pages themselves), vou may
call on yourtuck lo make the outcome more favour-
able. Butbeware! Using LUcK s a risky business and
if you are urlucky, the results could be disastrous.

The procedure for using your1Ock is as follows: roll
bwo dice. If the number rolled 15 equal to or less than
your current LUCK score, ¥ou have been hucky and
the result will go in vour favour. i the number
rolled is higher than your current LUCK S00TE, Yo
have been unlucky and vou will be penalized.

This procedure is known as Testog your Tk Fach
time you Test your Luck, you must sublract one point
[rom vour cumrent Lrek score. Thus vou will soon
realive that the more vou rely on your luck, the more
risky Lhis will become,

Lisittg Luck in Battles

On certain pagres of the book you will be told to Test
\err Lick and will be told the consequences of your
being lucky or unlucky. However, in battles, VO
:111-.?1}'5 have Lthe opticn of using vour LUCK either to
inflict a more sericus wound ona creature you have
juslwounded, or to minimize the effects of a wound
the creatnre has just indlicied on vow.

If vou have just wounded the crealure, vou may Tes?
yokr Luck as deseribed above. Tf yon ar Tuc }ﬁ-‘ viim
have inflicted a severe wound and may subiract an
exfra 2 points from the aeature’s STAMINA sooTe.

14

However, if you are unlucky, the wound was a mere
graze and you must restore 1 poinl Lo the cocature’s
sTAMINA {i.c imstead of scoring the nommal 2 points
of damage, vou have now scored only 1),

If the creature has just wounded yvou, yoo may Test

vowir Luck fo bry b0 minimize the wound. If vou are
Tucky, vou have managed to avoid the full damage
of the Blow . Restore 1 pointofsramina {ie instead
uf doing 2 points of damage it has done only 1) Tf
vou are unlucky, you haw:' taken a more serious
blow. Subfract 1 exira STAMINA point.

Eemember that vou must subtract 1 pomt from vour
own LuCk score each tme vou Test yoir Luck,

15



Restoring Skill, Stamina, Luck and Fear

Yfll'l_l' SKELL, STAMIK A and LIICK scires may ‘.'.'!'LEIE:.'.'E
during your adventure. Your sxint will increase
(from ‘Starting sk1007) if yow find a WEATON. Your
STAMINA will drain as vou fighl crealures, and may
e restored by eating or resting as instmcted by the
lext, Your Lock will run oul as you must deduct
vne LuCk point each fime vou Test vonr Tack. Oc-
casionally a particularly lucky find or encounler
Ty TestoTe somme I'_'I'F :!.{'IJJT LA, -"tl:,..'LIT FEAR SOOTE
is built up as you go theough the adventurs; each
time vou get frightened, you will add o vour rFEar
score. Orecasionally, when you get the opportunity
tor relax, the text may instmact vou to deduct points
LroIn voLr FEAR SCOMC.

IMote that any bonuses yvou are awarded can never
be used Lo exceed vour {nifial SEILL, STAMINA and
LUCK SCOTEs, TOT make vour FEAR sCOTE 3 minos
nurnber.

1h

HINTS ON PLAY

There is one teueway through the House of Hell and
it will take vou several attempts to find it Make
notes and draw a map as vou explore —this map will
be invaluable in future adventures and enable vou
o progress rapidlv through to unexplored sectinns.

Remembier o make a note ofany advice you teceive;
and write down any messages or special relecence
NUMbers you ane given. Some tooms are death traps
and others are chambers of horror— be svarned!

It will be realized that enitries make no sense if read
in numeTical order. IF is essenfial that you read only
the entries you are instructed to read.

I'he one true way involves a minimum of risk and
any playver, no matter how weak on initial dice rolls,
should be able fo et throwrh fairly pasily.

May the power of good go with you!
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Background

The rain spatters the windscreen relentlessly. You
can see no more than a watery gloom as you strain
torwards over the steenng-wheel to see the moad
ahead. Although the wipers Hap valiantly, they are
ﬁght‘jng almingba’rﬁﬁ, a5 the rain dnves harderand
harder. Your ool eases olf the accelerator; the head-
lights struggle to light up the road.

Dirmmd You curse the white-haired old man who
sent you off alone this bumpy track. Probably he
meant the sseend fning on the left — or even a right
turming. The old fiswl. Perhaps thiz is his idea of a
joke. After all, didn’t you notice a mischievous ghint
in his eye? Something varmcly simster?

Butwhat sort of nonsense is this? So you've taken a
wrong turn and got caughl in a downpour in the
might, The rain will ease off soon — 1t can't posably
kecp up this deluge for long — and then you'll beable
to.s  WATCH OUTY

You spin the wheel frantically 1o the left to aveid the
fismare who, from nowhere, shows up in the head-
lights. The car bumps and jolis as it bounces over
the rocky roadside and thumps inkoa ditch.

You collect your thoughts. You are mmbunt, but
shaken. Then yon remember what has happened.
The ody! You must hawve hit the figure which
appeared; there was no way vou could have
avoided him. You spring oulof the car, praying that
hie ik S5h11 alivee.

a0

Tour clothes scak up the rain as vou hobble back to
the road. In the darkness it is difficolt o see any-
thing. Buf Hiere is no sign of w body!

Tou consider the situation. Are you cerlain that it
was someone and not a trick of the light? Yes, You
cam remember the arms held up in [right o2 the car
colbided, and the look of anguish un his face, His
=ce! There was something familiar aboul thatface. A
man you recognized. An old man; with white

-

Tour heart leaps: no, fmpossitle! With a shiver of fear
o tace back to the car, jump inside, force the koy
mio the fgnifion and bvist it violently! The starter
coughs, splutiers and dies.

Y ou hit the key again but this time a single shudder
= all the engine can manage. You grasp the wheel
«ith vour hands and shake it desperately as if to
“orce some life into the car. But the battery iz dead.

Your car is certainly not budging from the ditch

P, SN
iy
._..[nlll.

sour situation s hopeless. Bub now the plight of
Four caris patamount, Where can you gethalp? Yoo
--=-~-:c1 3 garage at Mingleford, but thal was some

swenhe miles away,

ZL



As if in answer, a light appears in Lhe dislance.
Someone has switched on a bedroom light. What 2
stroke of luck? It was ai least {ifteen miles back that
vou passed the last house and you happen to have
broken down just a shorl distance from someone’s
home,

You bulton up your coat and open the door. From
rnitside the car, you can see the building mone
clearly. Just ahead, on the left, a drive windsup toa
large house. I is a good five minutes” walk away.
And by the time you reach it, you will be drenched.

But howw else can vou call the garage? You canm't

alford to miss lomorrow’'s appoinmment. No, go you

must. Anvway, vou'll probably be able to dry off

inzide after phoning the garage.

Youslam the door; turn up yourcollarand setoff for
the house. A fAash of lightning lights il up clearly for
_'.'-n-tr but, in vour preoccupation with the min, the
arning from above is wasted on vou. The house is
11 very old —and in ashocking "i-t;l:‘tl-"”ff&"pﬂﬂ The
Lizht in the window is fickering. Most likely an nil
'=_t__1'r certainly not electric. And vou don't notice a
fact that might have turmed vou back anyway: there
= no felephone line going to the house.

5 you climb the steps to the front door, little do vou
_ah.—e what fate has in store [or you.

;'.m!ght 1s going to be a night to remember .

NOW TURN OVER

23



1

You climb the creaking steps up to the front door
and pause o catch your breath. Even though vou
ran all the way up the drive from the car, vou are
soaked through; vour feet are particularly wel,
Tudging by the number of puddles vou stepped into
m the dark, the drive needs a small fortune 2pend-
ng on repairs. But onder the puru;:h, you are oub of
the storm, and you brush the rain from your clothes
before tuening towards the deoor.

Ihe ram s still pelting down, but an eerie silence
hangs in the aie. No lights are on downstairs. You
siep back off the porch to check the upstairs window
which altracted your attention carlier. Nothing. No
lghts. The whole place seems to be deserted. But
then vou remember the Hme — five minokes to
midmght Everyonein the house has probably gone
o bed. An owl hoots in the distance and a shiver
runs down your spine. The situation is a little scary.
Here you are, in the middle of nowhere, at some
strange, tun-dowmn old house about to wake up
whoever lives inside, at midnight. They certainly
won't be too pleased. But vou have no choice if vou
are going to make vour appointment tomorrow —
vou must reach a telephone ko call for help. You step
up fo the front door.

From the lefi-hand side of the house, a dull glow
catches your attenton, A light has been turned on!
Tou breathe a sigch of relef; at least someone 15
awake. You consider vour options: lhere is an elabo-
rate knocker in the middle of the door and a bell-pull



Zd

hanging down to the right. Will you rap the door
with the knocker {lurn to 357), pull the cord (lurn Lo
2], or creep round the house 1o inveshigate the
light iturn Lo 28g)7

2
Yoo may now proceed either by hurming right and
trying the docr of the Shaitan room (turn 1o 200), or
by turning Ieft and following the passage, which
bears right past bwo rooms labelled Asmodeus and
Eblis and then rejoins the landing {furn to 272}

3
You grab the box and walk up to the mirror. You put

yvour hand through again and pull it back. It seems
safe enough. You step through . . _ just in the nick
of time, for as you disappear into the mirmor, vou
hear the door open behind vou. You find you arein
a small room behind the mirnor. You deade to open
the leather box. Inside iz 2 Colden Key, which you
pul in your pockel. Now furn to16a.

4
‘0h, a casual visitor, ch? Well, how do vou hike our
dungeon, friend? Pleasant enough for you, is it?
Having a soud Hme? Bah! Inlo the cage wath this
miserable wretch!” The torturer’s men tighten their
urip on your wrists and frog-march vou over to the
lett-hand wall, *And we'll show our frend just how
hospitable we are,” continues the torturer. What
sort of accommodation would you like, fhend? Do
yiru want to spend the nest of your life crouching

o6

down or standing up?’ The torturer's evil laugh
resounds around the room. What will your answer

be? Will you choose the tall cage (hurn to 306) or the
box cage (fuen bo 201)7

5

The bedroom has been prepared for vou. The room
is not large, but a huge mirror appears to double its
size. Urisp white sheets have been folded back on
the bed, and a warm fire burns in the fireplace. The
duxar closes as the butler leaves the room and you
walk over o the [ire. Your situation is a little
wormying. If vou don't get going quickly, you will
never make your appointment; but il it is troe that
tiere s no phone you can use, what else can vou
do! Maybe vou should just hang your wetclothes in
front of the fire and climb into bed (turn to 23); or
would vou rather leave the room (Luen to 5537

4

e door slowly opens and you hold voursel £ close
to the wall. The man who enters is shorl and stocky
and appears to be bent double. TTe is not armed, Te
peers into the room and seratehes his head. Evident-
ly he has heard something and is perplexed at
fnding nothing in the room. Will you step forward
and announce yourself (tum to 367) ot keep hidden
znd hope he leaves (furn to 2577



i

£

The bell-push does nol open a hidden panel, nor
reveal any other means of cscape. As vou touch it 2
loud bell starts ringing thronghout the hoose! You
bury your head in your hands, In a fow moments
v will be captured by the evil Tard of Dromer, his
devil-worshippers and servanls, And this lime you
will nol escape . - .

B

You sit desvn inoa solid, carved chair and fook
around. The reception hall is certainty not what vou
would have expected from the outside. 11 is elegant
ly decorated with rich tapestries and fine oak
panels. A number of poriraits Tine the walls. A
sturdy sixteenth-century table is set ag=inst one
wall. Will you wait for your host to armive (fom v
am=, study the painlings (turn to 304} or hunt lora
telephome (turn to 238)7

9
Resolve your battle with the Tire Sprites. They
attack vou one al a ome:

First FIRE STRITE
Seeond FIRE STRITE

STAMINS 4
STAMINA 3

SKILL 7
SKILLF

Each time they wound you, you misk the added
danger of heir flames touching vou. You can either
deduct 3 51 AMINA points instead of thenormal 2. or
o nay Test your Luck alter each wound. A Tudky
roll means you manage to put out the Aame beforeit
burns ¥oul (no sraMiNa damage). An Unhacky roll

————

10

means you lose 4 sSTAMINA points instead of 3. IF
vou wish to Escape during the batlle, lutn to 218 —
but the Sprites will get in a last hit as vou leave, IF
vou stay and fight them, hurn to 375 if vou win.

10

The Golden Key fits the lock and tums. The door
opens to let vou info another small room. The dust
and cobwebs sugmest that this room is very rarely
used, and it certainly looks fairly uninteresting. But
m the thick dust on the floor, you notice one foot-
print, then another. Someone has been in here
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recently! The footprints lead towards the right-hand
wall, around the door. Behind a loose stone in the
wall, vou find what it was that thiz visitor came o
hide — a large cast-iron key. You pick it up and
examine it. Tt is heavy and fairly crudely made, and
has the number 27 cast into it. Yoo put this in vour
pocket, Wothing else of interest secms to be in the
ronm, bul you may add 2 Luck points for this find.
MNow you must leave the chamber. Turn bo 204,

11
As Yol P“]l the door o, VOUT ears rateh the conmd of
another deor opening. Someeone is coming! You
grab the handle and nip into the room, dosing the
door quictly behind yor. You wait in the darkness.
The door you heard closes and all goes guict. Is
someone lurking nearby? Tum to 38s5.

12-13

12
You rummage through the box but there is nothing
clse hidden inside. The walls all feel solid except for
the one on the lefi-hand side, adjacenl Lo the sceret
entrance. You feel around and locate anather secret
doar, bul vou cannot feel 2 catch, Perhaps the same
password opens il, You try this, and the door starts
o open slowly, revealing another room. You stare
into this other room; it is almost an exact replica of
the one in which vou are standing! It is rompletely
bare except for a table with a box resting on it,
Fascnating! Do yon wish to step into this other
roum (furn o 133} or leave it and return through
vour orginal door ko o opstairs (i to 293)7

13
You step into the room and close the door behind
vou. The room is empty and vou heave a sigh of
relief, failing back against the door to catch vour
orezth. Will you restin the room (turmn to 372) or try
ihe window for a means of escape (tumn to 107)?
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14
The smell from within the room catches vou off

balance and stops vou dead in your tracks. The
room ifself is unexciting, with bare rocky walls and
floor. But strewn around the Aoor are the headless
bodies of five goats. Standing over the goats, feed-
ing ravenously on them, are theee huge Great
Diames! As you enter the room, they tum towards
vou, angry at having their meal intecrupted. Their
mouiths curl back and they snarl. The nearest dog
leaps towards vou and vou musl light it

GREATDANE SKILL 7 STAMINA T

If you defeat the dop, tum to ga.

oy
Yoo tug at the handle, but the door is locked. TF you
have a key, tum to 212 Tf vou do not have a key,
en o 7.

16
“A friend of the Master?” snarls the torturer. ‘1 have
not seen you before. And | know ail the Master's
mends.” You tell him that you are new ro this house,
and that is why vou are wandering about, lost. The
torfurer 1s not convineed by your story, bul cannol
risk harming one of the Master's friends. T tell vou
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what 'l do,” heannounces. Tdon't beleve vou. Bul
‘Il give wou a chance. If vou can convince me that
vou are one of the Master's friends, Tl 1t vou go.
Bul lirst vou'll have to pass a little test. Tie our fhend
down, lads!” The toriurer's assistants bundle vou off
to the middle of the room and tic vou on o the r=ck.
Tum to 381,

17

The two men snatch the bax from vow. One of them
pulls outa dagger! He snarls and lunges at youwith
il. Although you leap out of the way, vou must add
z rraR points for the right, The other man grabs his
friend’s swrist. Tra not waste your lime, Hide the
box for the Master and | will deal with our visilor!”
The man with the dageer grunts in agreement and
backs towards the door, As he leaves the room, the
other advances. Resolve vour fight with lim:

THE MASTER'S SERVANT sx1ii8 sTAaMINAQ

If vou defeat him, you may leave the room {fum o
131).

18
e telly yuu that there are all sorts of secrels in the
cellars. % .. And some of them 1 just couldn’t el

vou, Tt werld be more than my life’s worlh. For the
Masterwould punish me. And 1 wouldn'tlike that*

Neadless Bn say, this only makes you more Inin-
gued. But he will not be pressed on the subject. IF
you have a weapon, you may draw il oul and
threaten the Hunchback (turn to 191). If vou have

1G—zit

any brandy, vou may offer him a drink (turn to 93).
If vou have neither of these, turn to 347,

19

You sgarch the room, while the old woman
threatens vou from her bed. Yoo recognize some of
the plants, as most of them are common house-
plants. The woman's voice stows frantic as you
poke around in a herb garden by the window. A
thought dawns on you and you tuce to her, threat-
ening to destroy her plants unless she is able to give
vou the information you require. She shoeks at the
thought of vou hamming her plants and agrees.
What will you azk her:

How &y find the man m grey?

Aboul the zecrel rooms in
the house?

What tonight's ‘festivities’
are? Turm to 283

Tum to 388

Tum to 3271

Z0
As his slaves fall dead on the floor, the Vamipire
rizes to his feet, Teady to fnish you off. You quickly
Rold up yvour garlic and he slands his ground. But
what can you do now? You may either try the other
oot (turn to 270} or head back for the enfrance door

(il bor go ).




21-24

21

Yo walk along the passageway. Do vou wantto ey
the dewor on the left {furn 10 250) or the door on the
rght {lum to 118)7

2
‘Lies!® he smarls, in response to your explanation.
You are like all the others in this house. 1 must
destroy you alll® Shouting this warming, he leaps
towards vou, Turn to 271.

23
The bed is warm and comforiable and vouzoon drift
wff to sleep, Strange and disturbing thoughts drift
through vour mind and you wake suddenly in 2
cold sweat. A moise has disturbed you and you
realize that it was the sound of the door closing. You
look around the room and notice a glass containing
a clear liguid by the side of your bed. Somepmne fus
Brnsghid ioni @ bedtime drink! You spring out ofbed and
tey the door, butitislocked. Do yon wish o swallow
the drink that has been brought for vou {fum t045)
ot will vou try to break down the deor (tum 1o 128)7

The door opens and you find yourself in a small
room. There is another door leading off the room.
But in fronl of vou is a slrange sight which catches
your attention. A shimmering haze seems to be
hamsging on the wall, almost like a curlain of spark-
ling water. You siep up to invesligate and gingerly
hold out vour finger to touch it Your finger passes

25—-26

right through! Plucking up vour courage, vou poke
vour head into the haze. On the other side, vou
realize what has happened. Your head has emerged
thromgh a large mirror inlo a reception room, On the
wall opposite is a huge mural of a counlry scene and
standing in the middle of the moom are a fable and
six chaire. The sound of voices outside the door
startles you and vou draw your head back. Will you
wail until the way is clear and step through the
murror {furm to 349); oy the other door in this Titfle
room behind the mirror (fuom o 2aq) or will you
nstead go back to the stairs and tollow them down
(turm to 216)7

25
Ihe hittle man stares once more into the toom,
shrugs his shoulders and leaves, closing the door
Echind him, You are alone again. After waiting a
few minutes, vou decide to leave the room. Turn to
116,

26
There is another door a couple of melres up the
landing on the l=ft. This is the door to the Mephisto
room. I you wish to enter, tum to 298. Otherwise
you may pass it and head lowards two doors in the
comer of the landing {(turm to 287).




27=23H8

27
You draw back the curlains and peer outside. The
Eghlin the room makes it difficult to see, so voul pull
the curtains behind you. With vour face pressed
zgainst the bars, yoo look through the window,
Thereis a Tamble of thunder in the distance and the
rain i still beating down, making it difficult Lo see
anything. A fork of lightning flashics down frum the:
skv and lights up a sight which makes vou cry oul
loud! Outside vour window, dripping wet and
swaying in the wind, isa whastly face! A long-dead
ligure, hanging in a noose, is staring at you with
lifeless eves. You step back and fling the curlains
shut to hide the horrendous sighl. The face is famil -
1ar. The old man i the villige! You must add 3 Fear
points. ¥What will you do now? Will you dive into
Sed and sleep through the night (hurn to 231 or run

out on to the landing (turm to 121)7

2B
The Earl of Drumer is the last survivor of his family.
His estate stretches for miles around the house. Ab
one lime the estate was prosperous, with many
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tenant farmers cultivaling his land and providing 2
healthy income for his family. But things started to
change, His sister died at Lthe age of thirty-two
under mysterious circumstances. She was found
dead in a clearing inthe woods with strange marks
on her neck. News travelled fast, and the ignorant
peasants starbed muticring about wilchcrall and
black magic. In their eyes, the house was cursed.
Pure supersbtious nonsense, of course, but gra-
dually the farmers moved tonew pastures, avordng
thie estate.

By nosy vou have fnished yvour meal. Frankhing
returns o offer vou [ruit, cheese, coffes and brandy.
Will you fake:

Tum to z24
Turnto 74
Tum to 310

Fruil, colfee and brandy?
Cheese, coffec and brandy?
|ust cheese and coffee?

29
As the Ghool shumps to the floor, it falls againct a
rack of pans hanging on the wzll. The pansclatterto
the floor; the noise 15 deafening! Have vou beécn
heard? Turn lo 254 lo find out.

30
Reselve your bable wath the Earl of Drumer. I you
are using the Kris knife, add 3 peints to vour sxii
during the fight:

THE EARL OF DRUMER skniLg sraminaig

I you win, turn Lo 288,

3134

31
As you scramble for thi door, you slipin a pool of
soat’s blood and slither on lo the Ooor. The dogs
szize their chance and spring on top of you. Tum to
78 and hght the dogs. But because vou are at a
disadvantage, having fallen over, vou must deduct
2 from vour Attack Strength for the [irst four Attack
Rounds.

32
You draw your weapon and advance, The man
wmps back at the sight of it, bot vou stride closer.
AS von prepare [o sirike, a sly smile spreads across
his face. Tuen to 326.

A short distance further along the balcony vou
armive at & door with Azazel writken on the name-
plate. If vou wish to try this door, turn o 358. Lfvou
would prefer lo continue, luening to the left and
following the landing, tum to 229.

3
How good are your powers of persuasiim? Throw
twio dice and compare the fotal with vour skt
score. [Fvou roll a number equal to or less than your
SKILL score, furn foapy. I vou rall a number greater
than your SKILL score, itn to 22,
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35
Your eyes light up as the lid falls back. The box =
lined with red velvet and there in the middle is a
pearl-handled dagger. Its silver blade is wavy but it
is finely polished and razor-sharp. Aninscrption in
the wwooden top reads:
The Kriz Knife

A hlade fashioned for the worification and pleasure of (ke
Dewrons of Hellfire - owr friee Masters. To be 2esed omiy by
Tnitintes. Never to beowiclded in the presence of The
Aasters,

A sense of awe fills you a5 yvou pick vp the kmife.
¥ou lurn it over tenderly in your hands and then
place it in your pocket. For this find v may add 3
LUCK points. Now you must decidewha! to do next.
Will yon leave ’rhe way you entered and cimb the
slairs to the ground flacr (lurn to 293) or will vou
search the room thoroughly frst (fum B a2)?

36
You may now leave the food store. Will you try the
door opposite {tum to 305) or retrace vour steps
along the passageway (hurn to 366)7

7
You study the portrait of “The Duke of Brewster
1765—1828". A rather elegant sort of chap, you think
as you stare at him. But suddenly vou jump back®
You could swear you saw his eyes mooe! A moment

3H—40

LateT, vour suspicions arc confirmed. Fliy BVEL ATE
definitely moving, directing vour attenlion towards
une of the doors In the hall. What is happening?
Your car breaks down and 3udden]1,r YoLL dre in an
clegantly decorated derelict house, with moving
portraks! Will vou sit back in the chair and wait for
vour host to retuen (Eucn to 277} or by the handle on
the door that the portrait is looking at (turn Lo 391)7
You may, if you wish, look at another painting by
tuming tn 250-

38
The first letter Orville gives vou is D. You must start
wriling straight away, or vou will have lo deduct 1
point from your STAMINA score as Dirk fightens the
rack: When you are ready, turn to 332,

32
With a superhuman etloet, you beat down the

h¥pnotic power of the eve and slam the book shut.
Replacing il on the shelf, you rub vour eyes,
Although a hittle dazed, you are safe. Bul you decide
tir leave this room without delay . Turn to 54,

40
The box rattles when vou touch it. There is some-
thing solid inside. You undo the catch and open the
lid. Inside you find 2 =small key. You tey the key in
the door and it fits! The key turns and unlocks the
door, allowing you to leave the room. You find you
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are m the cormer of the landing, and there is an
unmarked door to yoor left. I you wish to go
thrvugh 1f, b fo 86. Siraight ahead, you can sec
the main slaircase leading downwards. If you wish
Lo o thas way, tum to 193.

§1
~tarting al the far end, vou examine the cupboards.
You open the first door and find il is a wardrobe
with dresses and blouses hanging inside, You open
the second door — and spring backwards in fright
For inside, partly dressed in tattered clothes, are
two SKELETONS., Having disturbed them by
vpening the door, they are coming to life before
vour eyes and advandng to attack! You must add =
FEAR points for the fright and then fight them, one
at 2 brme:

ricst SKELETON SEILL B STARMINA £
Second SKELETON SKILL T STAMINA G

I vou defeat the Skelelons, you may cither logk
arpund the room (tum to 338) or leave (hurn to 243).

42
The hallway narrows by the stairs and widens again
further on. You may turn left here (fum to 316), or
follow the hallwvay round to the right and try the
first door on the fght |:*1_1rn tox 237,




4345

43
Starting at the far end, you examine the cupboards.

You open the first door and find i is 2 wardrobe
with dresses and blouses hanging inside. You open
the second door — and spring backwarde in fright!
For inside, partly dressed in tattered dothes, are
two SKELETONS. Having dishurbed them by
opening the door, they are coming to life before
vour eyes and advancing lo attack! You must add 2
FEAR poinis for the shock and you must now fight
them, one at a Bme:

Birst SKELETOM
Second SKELETOMN

If vou defeat the Skeletons, you may look through
the cupboards before you leave. Turn to 368.

STAMDIA G
STAMINA G

SKEILL D
SKILL 7

EE]
The door is net locked. You open it cautiously and

poke your head inside. You have found a food store
ol some kind; the room is lined with shelves with
various foodstufls on them. Bread, dried mEm‘.ﬁ.
cheese, fruit, dried fish, wine (red and white) and
cakes are all neatly stacked on the shelves. Tf you
need to restore some of your sTAamMINA, You may
choose any of Lhese to eat. Note which vou fake,
Lthen tum to 227 If vou would rather not risk taking
any of thern, turn instead o 36.

45
"The liquid has a slightly sweet taste, like water with
a spmmful of SUgAr dissolved in it. Bul your moaikh

f6—48

s dr¥ from your sleep and yoo dnink it down. You
=F1_ back, thinking aboul your visitor. You dedde it

a3 probably Franklins, the bufler. Tt was nice of

um to bring vou a drink, but why has he locked the
,d:'::!:? Again, you start to feel Bred, and you curl up
on the bed. Your head slarts to swim and the room
spins round. Too late, you realize that you have
seen drugged! Although you trv your best to fight
the [ecling, it is no wse. Comsciousness fades | |,
Turm o ag3.

£
Dovou have any parhic wath vou? Tf so, burn to 361, 0F
vou have a gold ring edged with rubies, turn to 135.
If you have both of these, vou may choose o use
cither. If you have neither, choose another weapon
and hirn fo 32

+
Where would vou like to go next? The Shaitan room
zf the end of the passage (tum to zoa), the Mammon

soiom opposite (fum o 123), of would you rather
mm back down the passayeway and follose the
andmg tound (urn to 272)7

48

Yo step inte the small room. ("]ancjng round 1o

make sure vou are safe, vou walk op o the table.
The rest of the raom is bare, except for the lable and
the box which resls on it. Could this be the one vou

are looking for? Tt is a handsome rectangular box

made of wood with brass fastenings. 1t looks ke a
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case for a pair of duelling pistols. You undo the
eatch and ip back the lid. Turn to 33.

49
You have a choice of three doors here. Will vou go
throueh the doorat the end of the passageway (furn
lo 195, trv the door on the leff {fum by 307 or by Lhe
door on the right {furm foz17)?

50

Your groping hand iouches a piece of wood. You
feal it and find thatitis a length of branch about the
size of a baseball bat. i youuse thisin a fight, it will
countasa WEAPON (add 3 skriy points). Now vou
musl retum to the maiter of your visitor. Will vou
attack a5 suon as the door opens (turm Lo 183) or will
vou keep the stick hidden and wait to see whal
comes through the doar (furn to 26337

51
1f you wish ta look for secret doonways, fumn to 276,
{herwise return to the last reference and choose
agaln,

52

The T1Tell Demon steps forward and slashes at vouo
with ils claws, catching vour arm with such force
that it breaks. You shriek and dutch your injured
arm, now useless in the battle. bur'.fu- agomy will
be short-lived. For nothing vou can do will defeat
this unearthly creature. The battle - and vour life
will shortly come toanend . . .

53—55

3
You bry fo spring aside, but the chair is boo quick for
vouL It smacks inko your shin, causing you to howl
in pain. Lose 2 5TamiNa points and also add 1 FEaR
point for the unnerving experience. You had better
leave the room before the POLTERGEIST injures
you more serooshy! Tum to 2.

54
There are two doors leading out of the study. Thd
¥ou enler from the drawing-room? If so, you can
leave through the other door [turn to 247). If you
entered from the hallway, you may now leave
through the other door by turning to 353,

Tonight? she croaks. Tet’'s see, Ah yes, there is a
ceremony tonight. Brother Samuelson —no, T think
it's Izaacson — will be teceiving the Master's bless-
myg. If I were you I'd stay well away from the
ceremony, though. They don't like onlookers.” She
conghs a little and her eyes close, as if the sirain of
talking was too much for her. You consider her
words and leave her in peace, heading for the door,
Turn to159.
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50
As the fight starts, vou can see that he is not bent
double at all — he is a HUNCHBACK! Mow rezolve
vour battle wath him:

HUNCHBACK SKILL 7 STAMINA T
Atter three AHack Rounds, torn to 72

57
‘Come, come, Orville. Let's have another.” Orville
thinks again and this time says 'K Write your
answet quickly, or deduct another $tasmina point.
Turn to 333.

55
The halhway widens. You walk across to another
halbway and continue in the direction you were
walking until you reach two doors opposite each
other. Will vou tey the door on the right (tsrn bo 118)
or the door on the left (tum to 32312

5q
The door s locked! L seems that vour hosks certainly

don'twant you prowling arvmnd the honse. Do you

want to lry lo break dm-rn the door {turn to 7o), or
climb it bed (furn fo 23)7 IF vou prefer, you could
pretend o go lo bed, swilch oul the lisht and wait to
zev what happens {fum B 63). s

-"’*-m-
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bo
There seems Lo be no other way out of the passage
Even the panel through which you entered has now
closed up. A be]l-pu_qh is set in the wall and, hoping
that this will reveal some way out, you push it Tumn
o7

i
There is nothing unusual under the stairs, although
some of the bricks in the wall lnok as if hev have
been replaced recently. You may either ook in the
bals’ cornet {turn to 165], alonyg the back wall {fum
tix 356 or climb the stairs Lo the door above (fum o

293).

fhz

The collecHon containg many invaluable first cdi
tions and ebscure works in strange languages. The
Earl of Thumer has a disturbingly large collechon of
books on black magic and many volumes on hyp-
notism. Do you want o look al any of them? If o,
will ¢ choose a book on Black Magsic {iurn 1o 156
or a book on TTypnotisin (Lurn 1o 384)7

63—63

63

You wait in the darkness. Apart from the rain
drving against the window, the house is silent.
How long will you have to swait before someone
appears? All might? The thought of sitfng in the
darkness all night makes youa little uneasy and yvou
must add 1 FEAR point. But then you hear a shuf-
fliing noise in the corridor outside your room. Turn
o158

The Fire Sprites follow you as you back towards the
window. Pretending to be terrified, vou make for
one of the plant-pot stands and attempt to hide
h:hind it. But when the Spntes are near encugh,

ou strike! Crabbing the large plantpot on top of
“'ta stand, vou hurl the contents over the [illle
creatures! The soil covers them and douses Eheir
Hames; in an instant they have disappeared. Turn
now 1o 375.
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&

‘The man in grey? Whois ?—.e" You'll have Lo forgive
me, slranger. As vou can imagine, it is some Sme
gince T wandered round the hoose. 1 don'l even
koo who is here any more. Except, of cours, the
Farl and his manservant, Frankhns. Bul a man in
grev .. . Wait! T know who he might bel In the
cellars, a man is being held capfive in a room oppo-
sile the food store. Could this be the man in grey? |
thought he wore white. Perhaps he's a little dirfier
now,” Her voice fades, asif Lhe conversation was too
much of a strain for her. You dedide to leave her and
hiead for the door. Turn to 154,

ab
You hold up vour pentacle before them and com-
mand them to step back 1o allow vou fo pass. Gasps
come from the crowd as they see the pentacle. But
its power cannot be denied. They watch power-
lessly as you back down the other passageway and
vpen the door at the end. Turn lo 232,

The dagper is no use to vou in this predicament; bul
what about the flask of liquid? You hold it up and
study the contents. The switling black liquid is thick
and pily. Rainbow patterns and reflections play
tricks on your eyes. You rould swear vou were
leoking straight inkto a pair of dark eves inside the
Hask! But vou swarl the liquid once more and the
Image L‘F.ls:tppca.rs. You imagine fhat you have no-
thimyr fo lose by opening the Hask, 20 vou romove
the stopper. What happens next is instantaneous!
As soon as the stopper leaves the neck of the flask,
the liquid tums into a billowing black smoke, which
hises put and fills the room. The room goes black
mstantly. ust as quickly, the smoke is sucked back
into the flask and the stopper reappears in position.
All is as before, with one exception. You are no
lomgzer in the toom! Your body has been sucked into
the flask by the NANKA - a bype of Exil Genie -
ving mside it Your adventure ends heee.
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The younger man tums to the older one and angrily
says, The Master's teachings are not for the faint-
hearied. ¥ou know ol his powerand his promises to
uy all. PE'T]'I:]PH v angt nio longer strong enough o
slay will us.' The older man turns away, towards
thewindowe, TTe is hiding the look on his face, which
is one of nervousness and fear. He realizes that he
has said the wrong thing. “No,” he stammers, 1)l be
all right. Just a2 momentary weakness. Come, lefus
et on with the preparations.’ Together the two men
leave the kitchen, blowing out the candles on the
way. You wonder what they were talking aboui.
Mow you musl choose your next move, Will vou Iy
the kitchen door to see whether vou can sncak
inside fiurn io 306) or go back round to the fronfand
kmock om the door (furn to 357)72

bg—70

You step inside and dose the door quictly behind
vou. A solt click comes from the lock, As you step
torward, a voice greets you. You look around but
your can see no onel The voice contimues: Gal Char
visitor i imequisitive, eh? Or are you teving to leave
the house? Ferhaps our hospitality is not to vour
liking. Maybe vou would like to see some more —
shall we say — amusermenis?” The eerie voice makes
vounervous. Add 1 rear point, Do you wish o stay
and falk to the voice (turn to 291} or will vou make a
hasiy exit back through the door{turn 1o 1207

You walk over slowly and reach out for the sheet. Tt
now hangs in the air well above the box it was
covering. Tou grip itin vour hand and tug it down-
wards. It snaps, confirming your suspicions, The
sheel was being pulled by a thin strand of string.
You breathe a sigh of refief {(you may deduct Lhe
FEAR point you had just taken). Bul who, or what,
was pulling the sheel? You decide not b wait to find
out. Leave the room by tuming to 329,
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You open the door and cast your eves over the room
inside. The floor is dusty and the rocky walls are
bare. A rough wooden table and chair are placed
against ome wall. Sitting al the table is a wormed-
looking man weanng a white tobe, A poat’s head
mask lies on the table. ‘Hello,” he says, nervously,
“All hail the Master, Tam ready to repent. How is the:
CErCmmy progressing? Er, wim, is it my turn vet?
Then he leans forward and whispers o vou: s ot
7 PO N ”&ffp e o EF:-!:',!JE_.':"DM fhis hu]!.:ﬁrrr.:m!y;m minh
fe generodisiy rewardenl.” What do you make of all this?
Will vou tell him the truth about vourself (tum to
z14), or will you remain emofionless and Ik him
confinue (fom to 333)7

72
S

Have vou come across this TTunchback before? IF so,
turn 138, [ not, turn to 164

73
To enter the room, she passes right through the

door! You, of course, must use more traditional
methods; vou tumn the handle and walk inty the
Apollyon toom. It is an elepant bedroom. bine
floor-length curtains hang along one wall. An enor-
mous bed with lace coverings 15 against another
wall: and opposite stands a beauliful dressing-table
with 2 huge mirror. The woman hovers in the centre
of the room and bids vou lo sit down on the bed.
Your coming here has been no accident,’ she starts.
‘And 1 must warn yon of the lerrible dangers vou
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will [ace here. This house is ruled by the SMaster, =
P WET.['[I] Rlacl. Priest E!ll: the I"-.-'igh[, named Kﬂﬂ[‘l’,
Earl of Drumer. 1 would guess that you are o be
offered to the Demons of Hellfice, i you sumvave thad
long. Yesterday they trapped a girl, a prelty voung
district nurse who happened to call. She 15 o be
oftered {onight. I caemet it fhis devilry confime!
There must be some way it can be stopped! If yon
can find the Ernis knife, you might defeat Kelnor, for
this weapon is his only weakness. Please help me!
You will probably find il in . . . No! Craick! We are
discovered. | can hear the Hounde. Go! Leave this
room!” You stand up. She was right! You can hear
barking getting rapidly closer, She motions (o you,
pointing at the door. You run o the door and peer
vutside. Nothing,. The barking jets lousder and vou
turn back towards the Chost, who seems to be
strugpling with something. Sheisinvolved ina light
with two huge ghostly Great Danes wehich are snap-
piny and clawing at her. You take 2 step forwards,
but it is hopeless. You cannot help, as ¥ou cannot
even touch the beasis. And vour help would have
been very welcome, because the dogs are much too
pawerful for her. She is weakening and, as she does
0, her image fades. Moments later she disappears
completelv. Satisfied that their job has been done,
the two Great Danes disappear also. You are alone.
MNow what will you do? Do wou want to help her as
she asked {tuen to 257), or would you rather just
escape from fhe house (turn to 348)7

i ;

74
You finish off your meal. The Earl rises to his leet,

sa¥ing: ‘Our comversation has been most enjovable,
but mow voumust be very tired. Franklins will show
vou to your room. Let us retire.” You stand up. He's
nght, vouare Hred, and it is well past midnight. ¥ou
stumble and reach out bo steady vourself it the
table. Phew! You didn't realize you were il tired.
Or have vou had a liltle too much to drink? Your
head is spinning; and the woice of vour host be-
comes part of a backgronnd noise which is getting
louder and louder in yvour ears. Eventually vou
collapse to the ground and [ose consciousness . - .
Tum to173.




7570

‘Bscape from this house?’ 1:?. langhs. Would that we
could both escape feom this place! [will find my own
way out, as | have a mission to complete before |
leave. You may choose your own escepe-monb,
though none is safe, The front door is at the foot of
the staircase. As you no doubt entered that way,
vou could try leaving by it; or perhaps you could
leap from the window? Unfortunately most of them
are barred. There is a secret passageway through
the cellar which leads outside, but the chances of
finding it are slim. Anyway, mv thanks forreleasing
me: We will parl company here.” The man peens
round the door to check the passageway, then
leaves the room. You may either leave affier him
{furn to 378) or walk over 1o the lable and boxes to
cxaming them (lurn to 2313).

b

£
Orville has been practising his next letler and blurts
it out excitedly. 5is his choice. Wote immediately or
lose a sTAMTNA poinl, then lurn o 315.

=79

i
Your trov the doorknob, bat it will not rnove! You are
locked in the oom. A shiver of anxiety comes over
vou. Add 1 Fear point. Unless vou can find a way
out, you are trapped. Perhaps there may be aclue in
the box on the mantelpiece. Turn to go.

7i
Resolve vour lght. The dogs attack one at a Hme;

Second GREAT DANE SELL L
hird GREAT DANE SHKILL B

STAMINA G
STAMINA G

If vou defeat both of them, tum 1o 383.

L
fi)
Boll two dice and com pare the total with vour sgicc

score, [Fitis higher than your SETLL score (use your
Iilisl SKILL score), furn to 106, If it is equal 1o or
loweT than vour sEILL score, turn to 128,



So—B1

Bo
Youlook around the chamber. Another passageway
leads from the chamber, I you choose yourmoment
-::al'efu]l:..r, VOU May be able to reach it without being
noticed. Will you move quielly along the wall to-
wards it (turn to 187) or will you instead watch the
proceedings (torm to 314)7

81

In a drawer underneath the bench yvou find a few
omate letter-openers. Pechaps they are someone's
collection? You are particularly inferested because
thev are strong and dagger-like. In fact they could
easily make dangerous weapons. Youmay teke one
of them if vou wish, and as a WEATFON it will allow
your SKILL soore to increase to its Intisl valoe if you
use it ina fight, New bummn o 385,

H2-54

1 b
Thereis nowav you will find of opening the door, as
it will only open and shut at the command of the
Earl of Dmumer. You are now his prisoner and will

remain apped for the rest of your life within these
four walls.

83

Various items of crockery, cutlery and food are kept
in the storeroom, including a sharp meat-knife,
which you might like to hide under your coat o use
253 WEAPON in the future. This sharp knife will
allow vou to add 3 skt points in a fight. On one
shelf vou find several cloves of garlic which you may
alzo take. There is also an unlabelled bottle of white
hquid on another shelf. If vou wish to drink the
liguid, turn to 362 IF you would prefer to ignore the
hiquid and tey the door at the back of the storeroom,
lurn to255. Your only otheralternative is to leave by
the door vou entered and return to the landing (turm
o233,

84
There is nothing special about this food. Tum to 36.



A5—86

B5

The little carving moves to reveal a button setin the
mantelpiece behind il. ¥You consider whether or not
o press the button. As vou are deepin thought, you
do not nofice whal is happening to the fire. In the
grate, the fire has come back to Tife! Strong fames
are licking the chimney and considerable heat is
being given off. You feel the heat and step back-
wards. Asvoudoso, bvosmall lgurees leap from the
fre and face vou. These FIRE STRITES are small -
they come up o your knees — bul Lheir flaming
bodies burn with the vigour of the fire from which
they arose. They hover in the air just above the
carpel; for # they touch anything, it bursts into
fame. Do you wish to fight these creatures (turn to
g or will you trv another approach (hurm to 145)7

86

e door opens into 2 narrow passageway which
=nids al a window. There is a door half-way along
the left-hand side, and a sign on Lthe deor identifics
itas the Diabolus room. If vou wish b try this door,
turn o 13- If vou wish to investigate the window
mstead, turn bo 110! If yvou're not keen to do either
and would prefer o go back through the door and
confinue along the landing, tum to 193-




Hr—88

By

The door bursts open! Tiwo white-robed men enter
Al leasl, you presyme they are men, bul their faces
ate hidden behind masks ‘made out of goabs’ hﬂarlh
They carry knives and leap forward to allack: one
attacks you and the other attacks your comrade
Eesolve your own fight first:

DEVIL-WORSHIPPER

If vou defeat him, turn 1o 178,

skILL B STAMINAT

i)
She curses, “Dammn you, stranger,” she hisses. “All
right then, I will answer your question.” Which
question did you ask her?

How te find the man in grev? Turn to 65
About the secret rooms in

the house? Turn {0 205
What tonight's festivities’

arc? Tum to 55

89—9z

You follow the stairs downwards, Running across
the bottom is a passageway. You lurn right and
rollowy it until you reach a dead end with two doors
facing each other on opposite sides of the wall. Will
vou try the door on the lebt (furn to 305), the dooron
the right (fum to 44) or will vou lurn around and
nead back the way you came (tum to 366)7

9o

You fling your garlic at the Vampire and dash for the
door. He shrieks as he kries to brush it off, but this
will at least keep him occupied {or a few moments
more. However, your luck is out. The dour is lock-
ed! And the Vampire is now striding lowards you,
his eyes firmly fixed on yours. Do you have a gold
fing edged with rubies? [f so, turn to 135. Other-
wise, e Lo 326,

g1
Further up the passage is another door in the right-
hand wall. If you wish to try this door, furn to 112, Tf
vou want to pass it and continue aleng the corridor,
turn to 393.

gz
The door opens on to a dark landing. A flight of

stairs armives at this landing and continues down-
wards, Will vou follow the stairs down {tum B0 216)
or would you mther close the door and step back
through the mimor {furm to 349)7



93

s eves lisht up at the sight of the brandy. You
poura litile into the cap of the hip-flask and pass it fo
himn. TTe gulps it doswwn and licks his lips. Afler two
more capiuls, he is definitely slorring his speech.
You tell him that vou have heard of secrel paszage.
ways in ihe cellar and that you would be very
interested in being shown around by someone as
knowledgeable as he is. Your flatkeny, and the bran-
dy, have their desired effect. Proudly he tells youall
about his cellars — much more than he shoeld. “0F
course, noteveryone can get round these cellars” he
boasls. “You've got to know the password fo get
threruph some of the secret doors. And the Master
keeps changing the password to protect his secrets.
In fact only vesterday he changed the password
from Pravemi o . © © Oh, what was it now? Tfs on
the Hip of my tongue. Ach, | should remember it
because it is like the name of the house, butmrizad upt
My mind's mized s It musl be you and your
brandy!” He steps back, realizing that he's =said
encugh. You try asking him more, bot he will not
speak, Instead he turns towards the door in the
lefi-hand swall and leaves vou, pointing down the
passageway and mumbling something zbout up-
stairs, Turn fo 393 to follow Lhe passageway or 266 o
look around.

M4-05

04
The other two CGreat Danes snarl and advance Bo-

wards you. If wou wish to fight them, turn to 78, II
vou wish to czcape, vou must Test your Luck, If you
are Lucky, turn to 240, Tf you are Unlucky, tum to

L.

]

a3
The door opens wide and ;c}he older man peers out at
vou before inviling you in. The two men lisken as
vou tell themn of YOUT accident, Well, that iz a stroke
of bad luck,” says the older man, ‘but 1 dare say
Eranklins will be able to help, Go and fetch him,
Brother William " Al the mention of his name, the
vounger man glares at his companion, but never-
theless leaves the kitchen. You ask vour host what
zorl of place this 15 and whether he and Brother




a5

William are members of a relimons proup. “Some-
thirp like that,” he replies. ‘In fact you have armved
at an awkward Bme. Tor tomight - - 7 he hesitahes
nervously, ‘lu:unighr is . . ." His sentence is infer-
rupted by the arnival of H-mﬂ'tr_r William and a tall
man dressed in a black suit with long tails. You
explain your arrival to Trankhns. “We do not wel-
come visilors here,’ says Franklins solemnly, but |
will introduce vou to the master of the house who
will decide whether we can help. Follow me.” He
leads you out through the kitchen along a hallway to
a receplion hall and points to a seat. "Wait here
while T tell the Earl,” he orders, then he disappears
through a doorway. Lurm to B,

96—g7

gb

The Earl mings for his butler, who appears in the
room immediately. ‘Franklins, our guest has de-
cdded not o eat. Chor hospitaliby has been refuserd.
Deal with the situation!” The butler nods and
tnuches & button on the back of vour chair. Clasps
appear from Lhe arms and spap closed across your
wrsts, holdmyg yoo in place! Yoo sguitm to free
voursell, but vou cannol break their grip. Mean-
while, the butler has pulled a handkerchief out of
his pocket and is shaking a pungent liquid into it
trom a glass bottle. You cannot avoid it as he halds
the doth over your mouth. Chleroforns! You begin to
loser pumscionsmess - . - Tum to 173

Q7
‘:'m: fry the handle withoul success. The dour is

firmily Jocked and vou decide to follow the hallway
ll“r*i-"E'd Where the hallway widens, you may either
muen left {tem o 3168} or follow the hallws ay round Lo
the right and try the door immediately on the right
fum 1o 217).
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o4

Yowopen the door cautiously at [irst, bul all vou can
= iz darkness, 50 ¥Ou ijinirl it wide open.
Agzinwese! You scream oul lowd as a body lumbles
forward on top of ¥ou! The body is that of an old
man and, judging by the expression on his lace, his
death was not a pleasant one. You must add 3 eEak
points. Yoo panic and run off round the landing,
Turn to 374.

94

As the lid falls back, vour eves light up. lnside the
"1..'{}5 a pearl-handled dagger! You reach down and
oick up the dagwer, admiring its workmanship. Bul
the I:H.f-p_r was not the only thing in the box. Tyving
undemnieath it is a flask, ‘which contains a black
Gquid. You can lake this with you if vou wish. ¥ou
slide the dagper nto your packet and Luen Lenvards
the door. Bul vour heart sinks as the door slams shut
in fromt of yoo! You try to open i€, but there is 1o
handle. Will you search the room for a way of
opeming the door (furn B B2} or will yvou see

h*Lm*_* the dageger or the flask of liquid can help
ki bl Sl B

200
You shut the secret compartment and nip guickly
pehind the cortains. Moments later the door opens
=nd vour hear footsteps coming info the room. Two
men enter, i the middle of o heated dizcuszsion.
Although vou can hear only part of the conversa-
fion, they arc falking aboul a cezemony which



101-103

inwolves a human sacrifice! Yoo swallow hard and
hope that you are not Fkely to get involved im if; but
add 1 FEaR point for the thought. You keep motion-
less behind the curtains. Sure enough, the men
walk up 1o the lable. You hear a faint click and a
drawer slides open. Then the men fum and leave
the room. When il is sale, you come out of your
hiding-place and check the compariment. They
have laken the leather box with them. Will you now
leave throuyh the door (fum o a31) or 'hmu-ﬂ'a the
MLEror Luen Lo 160)7

101
In the nick of time, you spring aside as the chair
speeds past vou and crashes into the wall behind.
You escape injury, but vou must add 1 FEaRr punt.
You had belier now leave the room before the
POLTERGEIST inside does yvou some real damage!
Turn oz,

102
The passageway is narrow and only the faintest
glony lights your way. After a short distance yvou
come bo 3 staircase which leads downwards. Slowly
and cautionsly vou go down the stoirs. After a
dozen or 5o sleps, you reach another landing. The
stairs contimie downwards at the landing and you
mav either follow them down (lurn to 218), or you
may trv a door in the wall of the landing {furn to 24).

; 103
You openthe door slowly and carefully. The room

104105

vou enter is a bedroom which [ooks as though it s

waiting for someone to come in and go to bed! The

sheets are fulded back, the fire in the freplace is

warm but dving. On the bedside table a candle is

burning and next to ik s a silver tray with a bedtime

-nack on it. Velvel curtains are pulled across the

window, and alung the left-hand wall are fitbed-

cupboards. The overall picture is quite cosy. Will
vou enter the room and mvestigate the bedside table
{turm to 163) or the cupboards (hurn fo g1, orare you
= little suspicious of the apparent tranquillity of this
room and would prefer to leave (bum to 243)?

104
You feel o stab of pain in vour backl. You reach ouk bo
znp the wound and blood oozes through vour
fngers! Even though his master is dead, Franklins
will fight on! You fum round fo face the butler
belore he can attack again with his knite. Deduct 4
STastiNa points and tum to 180,

105

Defeat the Master, ¢h?” he savs, watching you
carefully. W word, our friend certainly cannet be
szid Lo have modest ambitions! You will never de-
teat the Master, for he has only one weakness, He
mav only be killed with the Kos knite, and that is
middenin a room with a secret entrance, [ know only
that the room = downstairs and that vou will need a
password o open it. But [ do not know what the
password 5. Old Mordana knew the password, but
<he died some time ago. If vou know what's hest for
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vou, you will leave while vou can.’ Yo ask him
whether the two of you should leave together, but
he shakes his head. ‘T cannot leave here without
seeking my revenge - or dying in the attempi. |
must leave vou now.” He checks the passageway,
then nips out. Will you follow him {lurn to 378) or
will vou first check the table and the boxes (fum o
z13)7

106
You charge at the door with your shoulder. The
door shudders but holds finn and vou are lell
nursing an aching shoulder. Dedoct = sSrasina
peints. You realize that the door is made of selid
wood and vou are unlikely to break it open withous
doing vourself an injury. Tum to 158.

AT
You walk over Lo the curtaing and part them slowly.
Chutside, the storm is stll raging. Thunder rolis
across Lthe sky and rain rattles against the window.
The window is barred. There is no way oul here.
Turn lo 168,

108—109

103

The hallway widens. To vourlelt, there isa passage

with bwo doors facing each other across it. Togo this

w=v, fom to 21 If you don't wanl to go this wvay,
vou can walk on a couple of metres and harn night
=0 a passageveay which rans past two doors facing
zach other and ends al another door. To go this way,
I foeg.

109
Can vou defeat the demon which now stands before
vina? If mot, it will certainly kill vou. Bul you have
with vou the Kns knife, the only weapon which will
harm the creature. You may add & peoinls to vour
SKILL score while using this weapon. INow resolve
this battle:

HELT DEMON
i you win the fight, furn to 400

EKT[.[.'I_‘I. STAMINA TR
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110

Curtains are drawn across the window, and vou
approach cautiously. You gingerly pat the folds in
the curlain and are relieved fo find nothing there.
Although they seern to be safe, you are siill on your
guard as vou draw them apart. As vou do so, =
thunderclap booms vutside and makes vou jump.
But you are safe; a perfectly ordinary window is
uncovered, However, the heavy iron bars on the
outside are a little worrving, Through the window
vou can see nothing but the rain running down the
pane of glass. But curiously, the rain is avoiding one
area. Could it be that the wind is blowing the rain
away from this corner? You bend down to fake 2
closer look. Written in the condensabion which hac
formed om the glass is a message! You read three
words: 'Mordana in Abaddon’. You repeat this mes-
saye to vourself and then rub it off the window, in
case anvone else should see i, This message may be
useful to you {and you will realize when it is). If,
later in the adventure, you want to nse the message,
tum to reference 88. Do not tirm fo 88 moae! Now you
must head back to the landing and fum lefi. Tum o

103.

111

111

Your host is a little annoved by your nervousness.
Come, come,” he savs, ‘there’s no need to be afraid.
Has your little accident caused you to lose vour
nerve? Donk yvour brandy, You'll soon forget your
fears.” As you walch him, your mind beyins to play
Ticks on you. Ts his expression one of genuine
concemn for your wellare, or is there a hint of some-
thing secretive in his eves and smile? You shiver,
and your fear of the siluation is evident. Add 1 Frar
poink. A short while later, Franklins appears. "Your
mealis served, sir,” he says to the Earl. You both rise
and go through to the dining-room. T'urn {0 309.
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112
1he door opens wide. You are about to step inside
tut hesitate when you see what lics within. Yo are
snlering an undergronnd torture room, [none cor-
ner stands a formidable ron maiden, its deadly door
standingajar. A stretching rackisin the cenlre ol the

ruom. Hanging from the ceiling alongs the Teft-hand
wall are two cages. One is just ah{:nul‘ large enough
fura man to crotich in and the other will allow a man
o sland op but notmove about, A shiverrins down
yuur spine. Suddenly, wo pairs of hands grabyour
wrisls and you are shoved fonward into the room!
From behind the door sleps a broad-shouldeared
man with powerful arms. TTe is dressed in a leather
aprom and rousers and wearsa pateh avross his left
eve, Dol he exclaims. “And whe do we have here,
inpassing in our house? Come on, speak up. TTave
vou lost vour tongue? What will your answer be?
Wil you tell him youare Lrying to find your way out
=nd will be happy to leave straight away [lun (o 4
or will you daim to be one of the Master’s friends
[ Ly 16§ 7

113
Ihe rowomn VOui eniter 1= a receplion room. A table and
51 chairs stand in thecentre of the roomt, At one end
15 an enormons mural of a country scene, perhaps
painted of the ares, many years ago. On the oppo-
sifewall, stretching from the floor to the ceiling, 15 a
ful-length mirror. Velvet curtains line the swall
opposite the door. You walk over to admire the
painfing, then turn to face the mirtor, A shockisin



114

store, Your eves widen as vou lurm towards the
mireor and slare Into it 1 cests no reflacion of youl
Add 1 Frarpoint. You walk clozer (o the mirmor but
still no relleclion appears although vou can see the
table and the wall behind you dearly. You walk
rislit up to it and feel its surface. Your hand passes
right thronazh the glass! Pulling it back quickly, vou
consicder the siluation, Will you leave this room
iturn toa31), step through ihe miceor (fum fo 16} or
investigate the room further (o to 32437

114
Boowvonr wish tor leawe e room (lum b 77hor

investigate the box on the mantelpives {turn 1o 4037 .

115117

115

Your mouth waters as a roast duck is laid before
vou. The Earl is having the same, and yvou both chat
2= ¥ou eat. He wants to know how vou came lo be
driving along this road in the middle of the night,
and you tell him about the old man's directions. You
azk him about himself and his family. Turn o 28,

116
Outiside the room, the passageway runs onwards,
pasta door on the Left, If vou wish to continue along
e passameway, fuen bo g2 IF you wish to cxplare
the area, urm to 166,

117
You step into the room and cloge the doac behind
vou. A squeaking noise from one comer makes yvou
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jump, but when vou walk over you are relieved to
find that the squeaking comes from three ais in 2
cage. You keep vour ears pesled for sounds of
visitors as vou investigale the contents of the room.
Do vou wish to look through the drawers (fum to
B1), examine the liquids in the glass vials jiumn o
341} or logk through the cuphboards (him to 37)7

118

The door opens and you enter the kitchen. The
oo 15 empty and immacolately fidy, with all the
knives, pols and pans hanging in neat rows along
the walls. A double sink is st undera window, next
to a-large cooker and fridge. A great square table
stands in the centre of the moom. There are e
doors; one leads cutside and the other looks like a
pantrydonr. A large bunch of keyvs hies on top ofthe
cooker. Do yon want:

To ey the back door
leadingz outside?

To trey the other door?

Tor grrab the bunch of keys
ot the cooker?

Taimn to 327
Turnic 126

TurnioTiB

119—122

119
Will vou start by looking theough the ormaments on

2 comer shelf {fumn fo 192) or will you examine the
fre and the mantelpiece (lurn Lo 303)7

120
tou grab the door-handle and twist it The door s
wcked! The voice laughs ab vour fufile attempt to
sxcape. ‘Wo, my friend,” it chuekdées, “yon cannot
e=cape from this room. The only escape vou are
soing lo make now is [rom lile itsell” Add 1 rEAR
pumtand o fo2gr.

21
tou open the door quickly and step out on to the
Bndmg. Luckily there is no one about, Tuming lett,
vou follow the passage round untl you reach a
wood-panelled wall where the passage fums left,
lurn o 175.

122
The passageway leads into a large chamber with
rocky walls. Mystical symbols are painted on the
walls and four goats’ heads, mounted on spikes,
mark out the central arca. In the centre of this arca i3
2n alfar draped with a black cloth and a hooded
Geure stands by the altar. This figure wears a gown
ke the others, but his goat's head is dyed purple.
You presume he must be their leader. You follow
the congregation, who swround the altar, and
stand at the back. A few minutes later, another
sound comes from the passage; this time vou hear
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the screamis of a voung woman. Twao of the masked
characlees emerge [rom the passagewar pulling 2
pretty fair-hammed gurl, who s fighbng fmously o
beeak free and sceeaming al the top of hervoice. She
15 dragged to the altar and ted down on i The
congregation, led by their leader, chant for a short
time, then the leader mohons for Briother Isaacon
to step forward. The bGvo exchange masks and
Brother Isaacson steps up fo the altar. Dawng =
sharp dagges [rom his gown, he raises it above the
woman. Exciied muatterings mn throngh the cronad .
But what will you do? Will vou watch whal will
happen (hurn bo 333}, will vins tre B0 find a way out
{tucn Lo 8o) or will vou ey lo rescue the yo
woman (turn to 3287

12N

[he room you enter looks well fived m. It i5 2
bidroom, and a larse bed covercd with a veliow
bedspread dominates the room. Clothes are strewn
about the flovrand 2 Bap is running m 2 wash-basin
in lhe cotner. The clothes suggest it is 2 woman's
room, but no one 1= about. Will yoo il oot to
announce yoursell in case anvone i in the room
(turm to 386), search around osed what viou can find
itim to 337) or leave the room {um toz)?

T24—1ag

The disembodied head speaks: ‘Frepare voursell lor
Jeath, mizerable mortall” it gloats. ‘For the evil that
5 In this place cannot be escaped. The House ol
Drumer has drawn you here for une purpose. Be-
fore the night is oot you will join me and oy
companions in the nethier world. Cuar fate will be
vours. You will forever haunt the place that has
=used your death!” With these words, a mocking
‘aughter fills the room. The apparition turns back
through the wall and as it docs so, the Jaughter
fades. But the fright will give vou 2 FEAR points.
Add these lo vour total and leave the room. Tum to
382

125
Yoz enter a dimdy lit bedroom and cose the door
behind you. The room is empty apart from a
dressing-lable and a2 lange bed, but vou can hear
DILLSic pla'_ung. Po vou wish to search the room ko
make sure it’s safe {urn o 239} or leave shraight
away and head back to the landing (turmn Lo 272)7
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126

Vou reach for the door handle and open it wide. Bat
the sight that greets you makes you step back
aghast! Inside the pantry, standing mobonless, is a
hideous figure in @ttered clothes. Is face and hands
are in & state of semi-decay, and the odour of death
Hlls vour nostrils. Your intrusion has woken it. Its
:'_Z'EE open arid a hissing noise comes from ks throat,
A lomgs tongue flashes out at vou and Lhe creature
"='§'5 forward. Add 2 TEAR points. You must fight
this GHOLUT! But you may grab a knile [rom the
wall o use as a WEAPON {add 5 seriL points).

GHOUL SKILL B STAMINA T

A% soon as it inflicts its second wound on you, lurn
186, i vou manage to defeat i, tum to zg.

127
“ome on, then,” he says cheerfully, “Let's go. I'm
ready.” Youare nol swee whether to play along with
him or not You ask him whether he's sire he
knows where he's going. “Oh, that [ deo, that T do,’
he laughs, walking up tovow, Bl sure oz feoven O
wd going dowen there wilhion! 2 fight? And with thase
words he pulls a knite from his gown and attacks
vimn. Resolbee this battle:

MAN IN WHITE SKITL7 STAYINAG

If you wish o spare his hife, yon may tum o 359
when vou have reduced his sTanMira to 2 points. I
vou decide to fimish him off, tumm to 366.
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128

You take a short un and charge at the door. It
shudders, and the noise reverberates through the
house. But the lock holds firm and vou bounce off,
clutching a sore arm, Deduct 2 sTAMIN A points tor
the pain. U you wish to ey charging again, turmn {o
106, If vou feel that the door is too strong and vou
arg un!ﬂc:elj.r to break it down, fum o 258.

120
You Hptoe quictly aleng the wall towards the other
passageway. Keeping your eves on the ceremony to
make sure you are not noticed, vou edge along until
vou reach the passage and nip smartly along it You
have escaped! Al Lthe end of the passage 15 a door
which is unlocked. You open i, Turn fo232.

130
Score the points indicated for any of the following
choices:

Kclnor S points

Eris 3 poinis
You score no puints for any other choice. Now turmn
b 207

L31—133

131
You leave the room cautiously and look around in
the hallway. There is noone in sight. There is a door
w0 vour left, which you may iy by turning to 211
Otherwise you may turn right and follow the hall-
war round {furm to g8).

132

You walk down the stairs cautiously, looking in
every direction. There is no one aboul. [n the hall-
way below vou may choose to trv either a doaor on
the lefl (turn to 353} or a door on the right (tum B
285) ot vou can walk up to the front door and opendil
(Lo 222).

133 !

Tou step info the small room, which is bare excepl
fur a lable. Glancing round to make sure vou are
safe, vou walk up to the table. The box which rests
oL it 15 a handsome wooden one with brass fasten-
irgs. Ikis long and thin and looks asif it should hold
= pair of duelling-pistols. You undo the cakch and
lizp back the lid. Tirn to gy.
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134

You bend down and grasp the crate by iis comers.
With a heave, you lift it inlo the air. The sightat your
feet horrilies you and you must add 2 FEAR points
for the fright! Qut of the upturned box drops the
limp body of a lifeless animal! The crezture is
perhaps a well-shorn sheep or, more hikely, a goat,
but it is difficult to identife as it has been decapi-
tated. You turn away, fghting down a feeling of
nausea and malke for the door, Turn 1o 378.

135

You place the ring on your finger. As you dosa, the
man slarts bo smile. Well,” he says, “that should
certainly make my job a good deal easier! Come over
here.’ You shiver as vou realize that you have done
the wrong thing! Your fingers desperately iy io
reach the ring to pull it off, but vour mind will not
allow them to do so. The ting has brought you
directly under the control of vour host's will. Tum
tor 326,

136—138

130
Were you Lucky or Unlucky? If you were Lucky,
vou managed fo escape the splinlering glass with-
out harm. If you were Unlucky, the glass cut your
wrlsE—kose 2 s ramin A points, Turn now ko 317,

137

You walk up to a large window which looks as
though it may not be quite closed, But there are
feavy bars across il Even if vou were able to open
the window, yon would never manage (o squicze
thromigh the bars. The house is vertainly well pro-
tected from intruders! Do you want to continue
sound the house o see where the light is coming
mom {turn to 345) or tetum fo the front door and
cither pull the rope {lurn to 275) or use the knocker
tum o 357)¢

138
Tou recognize the Hunchback; he 15 the man who
brought you a drink upstairs, but you cannot be
sure e has recognized vou. Do you want to stop
fighting armd jog his memore {harn o 108) or would

vouo sather just Kill him {luen o 164)7




139-141

130

You shep over to the bed and shake the old woman
eenth Bt as =oon as ¥OU touch her withered skin,
Vol jump back i horror. She 15 stone-cold! Dead!
Add = FeEar poinls for the shock. As you stand by
the bed, shivering, a2 low moan comes from the
body. Iis eyelids flick open and pure white eyes
stare up at the ceiling. She has no pupils! Do vou
wish fo wail o see whal will happen next (furm to
246), or will you beat a hasty refreat and retum to
the passageway (fum to 139)7

140
You grasp the handle and tum it. The doeor is
locked, and it looks too sturdy for you bo break
dowe. Will your tumn towards the door at the end of
the corridor {lurn to 332) or go back the way yvou
came, carrving on past the room from which vou
vriginally appeared (lurn to 287)7

141
Score the points as indicated forany of the following
choices:
Shekou 5 points
Shattan 3 points
Yo score nuo points for anv other choices. WNosw turn
to280.




142=143

142

The footsteps et louder and then they stop. Yo
caunol seg apything! By the scund of the foolsteps.
whoever was coming should be standing night in
front of vou! You start to sweat, and must add 1
FEAR puint. A pain grips your chest and staris to
srow, It is as if an invisble enemy 1S grasping vour
heart and squeezing! Bul vou shll cannot see any
thing, You fght the pain and resounding laughter
echnes in your ears, Something = standing there!
You struggle fo escape. Fight this INVISIBLE
ENEMY. Although vou will do him na ham, his
STaM1MA score Teflects the grip which he has on
you; if you reduce his sTamiNa o zero. you will
break free and ran escape by running down the
hallway and turning right, Tormn to 257 1f you escape.

IMNVISIBELE EMERY SRILL 10 STAMINA G
143

You slep over to the next cell. The sound of foot-

steps outside the deor makes you fum quickly. Four

men dressed in white gowns and wearing goafs’

heads appear al Lhe door. T told you!® says one. 1

144143

knew I could hear something. Looks like someone
wanls to free our prisoners. Come on, brothees?
They rush Bwards vou and you must resolve your

battle with their leader, whuo attacks vou first:
LEADER SKILL 3 STARITHA i}

If you win, born fo 300

144

"Wha's that?' asksa voice from behind the door, The
door is unlocked, so vou could walk in, but perhaps
vis dom't want to be discovered just veb. Will vou
open the door and take a chance wath whoeveris in
the room (s to 72) or will you mumble something
like, ‘Sorry, wrong door,” then by elsewhere (turn
to 278)?

45
How will vou hold off these advancing creatures?
Will vou pick up the brandy decanter {lurn Lo 160 Or
move slowly backwards towards the window (buen

i )2



146—148

146
The rock creaks and dust rises as the wall starts 1o
move. A crack appears in the brickwork and slowly
a secrel door opens. But to your surprise, the door
opens on to une side of the hollow arca you found.
Merhaps this was merely a decoy. Moments later the
door has opened wide enough fo let vou see inside.
You can sec a small chamber with a fable standing in
the centre. On the tableis a box. I you wizh toenfer,
turny 1o 133. If vouwould rather leave, voucan climb
the stairs and go through the door at the lop lhom o

293}

147
Whoere will vou hide? Will you nip behind Lthe

curtains {tum to 1841 or quickly dive through the
Tnlrr-::rl_’F.Ll:J‘l Loz)?

118
You pick up the bunch of keys and stant lo fick

through them. Asserreglin! You scream loudly and

drop the keys on the floor. For they are red hot, and

vou have severely burnt vour hand! You were using

m'_——' e TR -

149—150

vour weapon-hand, and must lose 3 sTamMina and 2
=kiLi points; but if you wish, you may Test yiur
Luck. A Locky roll means that you weren’t using
vour weapon-hand after all, and vou only Tose 1
=TAMINA point. The screamn and clatter of the falling,
Seys have made quite a noise. Tucn & 254,

You take the stopper uff-:ﬁf* vial and sniff the liquid.
It = odourless. Raising the neck to vour lips, you
2ke a sip and wait for something to happen - but
nwthing does, You feel no strange effects atall. Turn
o 385

150

As vou are puzzling over the curtains, yvou reach out
‘0 lean on the bed. But as you rest your weight on
the bedpost, the whole bed shifts aside and vou
crash down on o the floor! This is all very strange -
and a Titfle scary. Add 1 FEaR point and tke 1
STAMINA point of damage. A rumbling from the
oppusite side of the room breaks into your
thoughts. Shiding over the carpet towards you, and
sceclerating rapidly. is one of the chairs. Test your
Lnck. If you are Lucky, turn to 101, If vou are
Unlucky, b to 53. :




151

151

A plagque beneath the paifﬁngruad:—i ‘Lady Margant
of Danwvers: 1Hoz—1834", You stand and admire her
beauty and wonder why she died so young. As vou
are slaring al her face, vou suddenly blink and lock
apain. Didn't yvou just see her (s poning? Soaoely
not! A swhisper reaches your ears but vou cannot
make oot its message. Yoo lean fonwards and put
vour eat Lo the lips. A soft woman's voice 1s speak-
ingr o you: ‘Stranger, beware of this place, for it =
cursed! Many have succumbed fo its power, myself
included. The evil Lord Kelnor will alneady be plot-
tirg your death, Drink not his white wine. Orifvou
van, bepone: Esrape while vou may! You step back,
aghasl! Whal sort of place is this? A crespy, man-
down old building flled with priceless antiques —
and painlings which falk? A cold prickle runs dowm
viur neck and you must add 1 FEAR poant. Will vou
noiy ron for Lhe door (furn to 391} or wait fo seewhat
happens (harn o 277)2

152153

152
You tey the dooc-handle. IEwill not tuen; the door is
leked! A mash of ancasty comes over you. How will
vou leave this room? Add 1 FEAR poinl. Again voul
try the deorknob, but it will not budge, A noise
comes from behind vou and you swing round. Did
that rustling sound come from the window? Yoo
step over o investigate. T'urn to 236.

Ly
‘Iz that 507" he asks. "'I'hr.-'.njwh v are vou hare?’ Will
vou lell him that you are an culsider Living lo escape
from the house (furn to 28] or will you pretend to
be a 2ervant of the Earl of Drumer (turn Lo 268)7
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134

fou iy the door of the Asmodeus room. Teis locked,
sut the kevis in the lock. You tumm it and slep into o
dimly lit room. A single candle is burning on a table
on the far side of the room, in front of a window.
Two packing crates have been turned upside down
i mizke seals on cither side of the table and there is
no other furmiture. Your ears prick up ata shuffling
=ound behind vou and vou wheel round towards
the door. A loud av comes from behind the door
and a man with thick white hair launches himself at
voul He is dressed in a long robe of a dirty grey
cofout and belore vou can avoid him, he iz on top of
voul Add 1 rear point. Fesolve vour hattle with
him:

WHITE-HAIRED MAN SKILLF  STAMINA Y

When you haye inflicted your first wound on him.
o fo 262.

155
You step into the room. 1L is a stylish bedchamber,
teauntifully decorated. But one thing disturbs you
mmediately. The srindowsare barved. Perhaps, being
=0 far from anvwhere, they are designed o keep
miruders out, rather than to keep guests inl In the
cenfre of the room s a foor-poster bed, You walk
overand fest fhe matiress; it feels very comfortable:
Sv now vou are in need of a rest, Will you climb into

bed (furn to231) or walk over to the window to take
a lpok outside [fuern o 27)?



156—158

156

Yoo take a book off the shell enfitled: Muyshosl
Syeribols pid Their Part e Mugic Riuals. Youopen the
cower and something drops out of the book om to the
floor. You bend down to pick itup. Itisa pentadie,
fachivned in metal and hanging on a long chain. The
book itself is hollowed out to take the chasm and 2
picce of paper lics underneath it. The paper de-
scribes the pentacle as having powers over devil-
worshippers. Cast inlo the pentacle is the number
66, Tf you wish to take the pentacle, you may use it at
any appropriate lime by lurning to reference num-
ber 66, Add 2 ruck points foryour find. Do you now
wislt tor look for other interesting books (fum to 286)
or would vou prefer to leave the room (turn 1o 5457

ThY
‘Hrounm,' grunls the tormarer, T am stll not con-
vinced. Wevertheless, vou may be a friend of the
Baster.” ¥ou hold vour breathashe pauses tnmake
up hiz mind. “All npht stranger, 1 will give you the
bienelit of the doubi. Belease thE‘rac‘I-: Dtk Youare
set free and allowed o leave the room. Turm fo 238,

156
You can hear slow footsteps approaching your
room, They stop outside the room and a key rattles
as it unlocks your door! You must quickly deade
whether to jump into bed and pretend 1o be aslesp
fien 1o 279) or to hide behind the door to surpnce
whoeverisabout to come in (lurn Lo 3731

150—167

EH
Having explored most of the rooms upstaits, you
decide o msk searching the ground Aoor. You fol-
low the landing back round to the staircase and
crecp downstairs. Turmn to 132

Th
Behind the mirmos is a small chamber, just large
envugh for you to birn around in. There are two
doors in the chamber. Do vou wanl lo ey the
wit-hand door (fumo B gz) ar the nht-hand door
furn o 294)7 Or would vou rather step back
througth the immor {tum B 3497

Th1

You unstopper the wial and snill the liquid. 1l smells
of lemon. You ratse the neck o vour lips and take a
=ip- It fasfes like lemon juice! You swallow il doswn
and wait anxivusly for any effects. Nothing hap-
pens. But this is understandable, as the effecis ol
thiz liguid will not become apparent until yoo haye
vour next fight For the liquid has healing posvers
and will profect vou from mjury. The sip vou- took
was strong enough toheal the next bwo wolnds ¥l
take; do not :ln_duLt any STAMINA points for thuse
woumnds, MNow furm fo 385,




162-165

162
Yonir attacker reels from the Blow and you have a
moment to catch your breath and comsider what to
donext. Will vous

Leap inand [inish him of[f

Hold up vour hands toindicate
you mean no harm?

Run {or the door opposite?

Tum o zF1

Turm tor 333
Turn lo 378

163
O the bedside table are a candle, which lights the
room, and a silver trav. On Lthe silver iray Is 2
night-time snack: bread, jam and tea. You cam, i
vou wish, eat this snack (furn lo 226} Otherwise
v can leave itand either inveshgate the copboards
{turn to 43} or leave the room {lurn to 243).

1hy
You knock him to the ground and are able fo get 2
vicious kick in belore the Hunchback can recover.
Deduct an extra 2 STAMINA pomnis rom him and
resolve the battle. 1 you win, turn to 116,

165

You search around the comer but can find nothing
unusual, You can hear some bats squeaking and the
overwhelming smell of their droppings forces you
tor cul hortvour search. You must decide what vou
weant th do next, Will vou search under the <tairs
(turn 1o 63}, ook along the back wall {(furm lo 356} or
climb the stairs (hurn 1o 293)7

Thb—16H7

166
Explonng the area, you find nothing parliculacly
snusual. You see a wooden door on the left of the
"-=:-.£I.-=H._..*”..1,, which you may fry by furning fo 221,
vou can vealk a liltle furthee up and try another
door in the dghi-hand wall {tum fo zeg). L vou
ould prefer to ignore the doors and continue up

e passageway, burn to o1,

167
thi sheets do, in fact, cover up [urnituce and buoxes.
There are several easy chairs and a stylish chaise-
crigme, and the boxes contain houschold bits and
peces. One box contains omamental crockery
wrapped upinnewspaper. Thereis nothing unusual
=bout any of this. Tum i 380




168—170

163
A saft voice is calling your name! You leap back
against a wall, while across the room a strange
chape is forming. A human ligure i3 passing
through the very wall irself and entering the room.
At Teast, the figure s afmest human, bul ils head is
missing. As il materializes before vou, the voice
becomes clearer. Tt comnes from a head that 15 car-
fed, nol on the apparifion’s shoulders, but in its
hamd which hanes down at ils side! The sight 13
horrible and ghostly blood dnps on to the carpel
from the severed head. You musladd 2 FEar points.
Will you stay to hear what the ghost has o say to
vou {fum foazg), or run from the room (turn o 33z2)?

169
You grab the decanter and splash brandy quaickly
over fhe bwo cmeatores, hoping to douse their
flames. But tovour dismay, the brandy burms fienoo-

y! In fact it seems to nourish the Fire Sprites rather

han weaken lhem. Tum to g

L7
What business of yours is this house?” she screams,
If vou will not go of your own accord, then iy
hoands will seevou off. And i they cannot, T will do
it myselt? With these words, a wooden panel slides




171173

openin the wall. Tsvohuge GREAT DANLSspring
out and atlack. Resolve your battle with the dogs
{Fight them one at 2 Gmel:

First GREAT DAME
Socond GREAT TPANE

Tf you defeat the dags, you may cither leave the
room (turn 1o 15g) or remain to search it {tum o 1g).

STAMINAD
STARIMNAD

SKILLF
SHILLD

171
Your slrugerles are wasted. You cannol iree j_.ruur%-rﬁ
from the cheets and the pillow, which are wrapping
themselves around your body and face. Eventually,
vou drop back into the bed. You have fallen victim
toy the evil within the TTouse of Dhumer.

172

Caution should have overmuled yvour sppetite. Forin
the House of Drumer, cheese and white wine are
ot recommended, for the simple reason that any-
one who eats cheese or drinks white wine wall pay
lhe penalty. They are poisoned! This is the end of
viour adventure.

173 1.}
Y¥ou wpen your eves. Your head s spinning and it =
wome Lime before vou are fully aware of the fact that
vour hands and feet are bound. The room vou arem
1% empty, but youworkeula plan. You will hop over
Lo the window, break the glass, and ose il o ot
vourself free. Pulling vourself to your feet s awk-
ward, but you manage it and with amixiure of hops

174—1IT5

and shuffles you arrive at the window, Outside the
wind is blowing the rain against the window panes.
¥¥ill vou go ahead and smash the window with yvour
hands —something of a risky business — or will vou
instead Tes! your Luck? T you want to Tesf your Luck,
urn o 136. Tf you do not wish to use vour Luck
hers, furn Lo 360_

174

The rock creaks and dust rises as the wall comes to
Gt A crack appears m the brickwork and slowly a
secrel door opens, Bul o vour surprise, the door
opens to one side of the heflow area you found.
Perhaps this was merely a decoyv. Moments later Lhe
door has opened wide enough tolet vou see inside.
You can see 2 small chamber with a table standing in
the centre. On the tableis a box. Tf vou wish to eoter,
furm Lo 48, IF vou would rather beave, you can <limb
the stairs and go through the door at the top (kurn to
2a3).

173
Tou follow the passageway round the corner to the
feft. Iwo dours face each other across the passage
2Nd You may either try the door on the left, to
the Belial room, or the door on the right, lo the
Abaddon room. Straight ahead, the passapeway
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I. 1—

continues for a few metres before ending at
trnarked door. Will you:

Try Lhe door of the Belial

TeHam? Tumic iz
Try the door of the Abaddeon
ronm? Turn 10335

Jurm oo
Turm o 132

Try the unmarked door ahead?
Tum back and go downstairs?

156

‘Enough’’ shouts the lorturer. Unde the imposters
ropes. Our friend is no more a inend of the Master
than is the Chief of Police!” ¥ou are bound to admit
he is right, and you fry & excuse yourselt by saying
thal you thought you must fry that slory, ptherwise
vz woruld have been killed, You tell him the tezl

story of vourarrival, Turmn tor 4.

AT

ITe frowns and considers your story. ‘11 is imposs:-
ble,” he savs, ‘that vour story is true. But somehow
v are nol like the others. Perhaps there is some
truth in what you say — and 1 would dearly like 1o
find a friend in this evil house. All righl, stranger.
believe you.” Youbreathe asigh of reliefand you can
now ask him either how you can escape from the
hose (farm to 75} or how vou can defeat the Master

(tumm to 1057

178

Y ou immediately turm to aid vour comrade, but you

170—1H0

=t too lale. A thrust from the Devil-Worshipper's
kniife pierces his chest. You slam vour fist into the
Szck of the man's neck and he slumps to the floor.
Sut vou have lost yoorally and must leave without
imm - Tum to 366.

179
fou spring ko the bed and wrap the shests around
vinz, kesping one eye open fust wide enough to see
what is goine on. A shambling fisure enters the
st [f looks like a man who is bent over double
and he is carrving a slss of liguid in his hand.
Macing the glass on your bedside lable, he lurns (o
E=zve the room. Do you want to [eap vut of bed and
attack him (fom to 399) or will you wait until he has
gone and swallow the drink he has left for von (tum

045}

180
The sight before you is the last vou will ever see. The
wound yoo have just suffered and the butler's

ermifying transformation are more than you can

oear. Frunklms is miy more. THs bhuman shell has

dissolved and he nosw stands belore you as his teue

==lf — a hideoos demonic form sumounded by a

doud of vapour. Steam hisses froo ils moath and
olood — your own blood — drips, not from 2 knife,

but from a huge savage claw thal is ils right hand.
A3 ¥ou drop dvingg o the floor, this creatiure from
hell steps forwards to crush vou with its goat-like

nooves. You may have defeated the Earl of Drumer,

bt ot TITE RTASTER - .



IR1—182

183

Lhe butler screams as your blow strikes him. The
man is obviously not the violent type, as the agony
i his woice 15 certainly not warranted by your
modest hil. His ory continues! It becomes deafening
and you are forced to step back and cover your ears
with your hands. But this is not the anguish of an
Injuredman - .

~team begins to rise from the floorand it engulfs the
outler. His expression changes from a scream to a
vickous smar] and his eyes widen. A transformation
= faking place! Before your eves, the form of Frank-
dnsmelts avway andis seplaced by a hideous demon-
ic beasi! Steam hisses from its mouth, Its scaly skin
= dark. Tis hands are now two vicious claws which
<lash the air before vou. Tts feethave become hooves
— goat-like hooves. You must add 3 FEAk points 35
vou wilness the creation of this demon from the
depths of hell. If vou are still alive, turn to1ogif yoo
are using the Kns knife, or 52 if vou are nol.

18z
[he man looks away as you pull out vour knife and
prepare to strike him with it 'Again, My thanks." he
says. ‘T will not get another chance to thank you,’
Your hand comes down and even vou musl close
Vour eyes as vou strike him. Bot vour knife never
reaches ils target. A stromg hand catches vour wrist
inches from the man's chest and squevzes hard, You
open your eves and see the man smiling at you
devilishly. TTe has tricked voul He had no wish to



183184

end his life, He simply wanted & weapon fo use
apainst his jailers, a weapon which yvou have now
provided for him! He slams vour wrist against the
bars, lorcing vou to drop the knile inside his cell
Your anger furns to fear when he does not release
hiz grip, but instead bends down Lo pick up the
knife and holds it against vour throat. Tam somy
my [riend,” he savs, 'bul I cannol risk vour lelling
the others that T am e armed. My foends and 1
ariisi have our freedom at any cosl. We shall have &
when our jailer Tetums with vur next meal. [ am
deeply sorry that the price ol our [reedomis so high
— for you.® And with those words his blade bike
deep: Your adventure ends here.

183

The door opens slowly. A small, shwky man steps
into the room. He appears to be bent double and as
he peers intoe the toom, you leap om him to atack.
Turn to 56 Lo resolve the battle, but since you leapt
un him straight away, vou may muse him 2
sTAMINA points of damage immediately for your
surprise attack.

184
You hide behind the curtains, clulching your box,
and wait for voor visitors to leave. The door opens
and you can hear two voices lalking. They ame
disenssing a ceremony which mvolves zoats and
priests. You hear a click and a moment later, the
vinices start shoubing. They have discovered that the

185—188

box is missing! You hear angry foolsteps stomping
abouft the room and vour mouoth dries as you wait
amdously fo see whether you will be discovered.
suddenly the curtains are flung apart! Sheepishly
vou sland there holding vour box while lwo men,
wild-haired and furious, glare at vou, Will vou
apologize and offer them their box back (Luen to 17)
or leap forward and attack them (tum to z15)?

18
There are no signs of traplfin the room. lf you wish
to double-check, you may Fes! your Lick. Tf vou are
Tudky, lurn to 37y. Fyou are Unlucky, tuen Lo 206 1
vou donot wish to Lesl your Luck, pull the rope and
mmio 318

18k
[his Ghoul has the ability to paralyse you if itis able
to-inflict four wounds during one fight, You are
half-way there and you must be very careful as you
comfinue the battle; two more wounds and you will
dic. Now tefurn to 126 and linish the Fght.
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187
As you creep along the wall, someone in the group
cries ott. You have been spotted. All cves lum
toweards you and the unholy gathering advances @
surround you. You are brapped. Will vou atiempi fo
fight vour way out {fum & 365), or do vou have
sounelhing else vou can use? If so, useit

1HE

The rock creaks and dust rizes as the wall comes 1o
life, A crack appears in the brickwork and slowly a
secret door opens. Bul lo your surpnse, the door
opens un to one zide of the hollow area yon e,
Perhaps this was mercly a decoy. Moments later the
door has opened wide enough to lel vou see msde.
You van see & small chamber with 2 izble standing in
the centre. {n the lable 1s a box. 1f vou wish o enter
{urn lo 133, [ youwould ratherleave, you can climb
the stairs and go through the door al the top (fum o

293].

I8g—Igo

18y

The Vampire’s eyes light up as you open the door.
Although you didn’t know it, this was just what he
was hoping for! As the light from the room falls un
& the faces of the Vampire's two undead slaves,
their cyes open and they step out of the cupboard
twwards vou. The hideous, grey-green, decaying
faces of bweo ZOMBTES follow you as you step away
from them. “Abtlackl Attack!” yvells the Vampire,
They obev. Resolve vourcombat with them, one ata
Hirmes

First ZOMBIE
Second ZOMBIE

If vou defeal the Zombires, burm o 2o

STAMINA D
STAMIMA L

SHILL 7
SEILL G

100
Tou knock Toudly and watkch the window. A [ew
secumds later, the two men reappear and hght the
candles. The older man walks towards the door.
Turn tozo7.
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g1

Az you pull out your weapon, he steps backwardsim
fear. You demand that he tells vou the secrets of the
cellars. *All oght, all fight,? he pleads, T &0 you
Butl will be in terrible tronble if the Master finds out
that | am sving away his secrels.” You tell him that
hewill be in even worse trouble if he dosse’l tell vou
what viu want to know, "The cellar mooms,” he
starts, ‘are connected by secret doors. Some of thess
are simply hidden, bul a few - the most mportant
ones —need a password to open them. The Master
keeps anchanging the password fo keep his seovts
zafe.’ You ask him what the current password is. but
e says he doesn’l know. You thresten him agun,
and he starks to fisrht:

HUNCHBACK

When vou hawe inflicted your firstywinemad o bien,
tum to z6g.

LEILL 7 STAMINAY

192—143

1g2a
There are zeveral delica il-!;tﬁmﬁ of pottery and a lew
sibver pieces on the shell. One of the silver orna-
ments i2a short dagerer, and you may take this with
vou if yvou wanl, It is rather too short to be a really
useful WEAPON, but nevertheless, vou mav add >
SEILL poinfs if you use il in a fight. There s also a
siver hip-flask. Fvouhavenot already done z0, vou
may take this Hask and Gl Il swith brandy. Wow von
mav either examine the fireplace (hurn to 303) or
feave the toom {tum to 218).

93
A short distance further on, vou come to the top of
the main staircase which leads downwards. Trn-
mediately opposite the staircase is5 an unmarked
door. Do you wish togo downstaies (turn te13z), by
e unmarked door (turn to 377}, or will vou con-
nue round the landing (fum to 23317

104
Scote the poinls as indicated if vou wrote down any
of the following words:

Avazal paints
Abaddon 3 polnks
Asmodens 3 puAnts
Apollvon 3 points

fou =come no poinks for any other cholce. Now tum
130,
.
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195

I'he room is a study. Old leather-bound books line
the walls and the only source of lighl comes from a
single candle burning on an antique desk. You walk
over to examine the desk, which iz made from
peautiful wood and has brass-handled drawers. A
viece of paper rests on the blotler. As vou look at it,
vou are suddenly aware that sumething strange 15
happening. A large brown letler F is forming in the
top left-hand corner! You gasp as the word Tind
appears ina child’s handwriling across the top of
the paper. For this vou must add 1 FEAR poinl.
Slowly the complete message forms: ‘Find Shekou”
Who or what 15 Shekou? You pick up the paper and
mwrve round the desk o see it more clearly in the
ight. But 25 quickly as it appedred, the message
dizappears. Do vou wish to look over the collection
of books {fum to 6z} ot will you leave this room [l
o 54)7

196
A tack of lamb is broaght in on a silver platter. 'The
smiell s deficious! You both start to eat and talk. The
Earl asks vou about your job and your reason for
being in such an oul-of-the-way place in the middl:
of the night. In fum, he tells you about himselland
fuis family. Turm to 28.
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197
touwalk up to the mantelpiece and pick up the box.

A calch is holding it shut. But before you open the
bux, a rustling from the window atizacts vour atten-
tion, Senlelhing is happering! You place the box back
on the mantelpiece and walk over to the curtains.
Tum lo 236,

198

I'he duall- '|-‘.-11.'tLL:| Hunchback seems to vaguely 1=
member vour face. You start to chal (o him and find
that he iz quite flatbered that stmeesne wants to falk fo
him. ITe tells vou his name is Shekou and he lives in
the cellars beneath the house. Do vou wish to ask
him about the secrets of his cellars (lurn 1o 18) or, i
vou have any brandy with vou, you may pull it ont
and offer him a drnk {tum to g3).

159
You sit on your haunches and reach for the photo-
graph. As vou pick it up, yvou feel a heavy ifud on
the top of your head! You slump to the floar, dazed,
and the plant-pet; which came crashing down on
vour head, smashes on the floor. You must lose 3
STAMINA points for this accdent. Now turn Lo 200,

200 —21F

i, 1

You open the door and peer round. The room is 2
large, elegantly decorated bedroom, with a four-
posterbed inone comer. There iz a three-picee suite:
m e centre of the room, facing a fireplace. A fire is
smouldering, but the rtoom appears to be empty . On
the far side of the room are two mome doors, Do you
wish fo go in {turn ko 6g) or quickly close the door
and I:_'a'ﬁ? the room (turn Lo 389)?

201
You are bundled inside the small cage and hoisted
inlo the air. What a dreadiul place to spend your
davs. 1he cage is bir enough for voul Lo sit inside,
with your knees close up lo vour ¢ fest. Fut vouL are
unable lo stretch at all. When cramp sets in, vour
fate will be long, slow and painful, much lo Lhe
dehght of the torturer and his assistants . . .



202—207

202
You tell the man vou have no wish to feam vp with
him, The door is onlocked and he i free to go
whenever he pleases, Now where will you go? Tum
to z78.

03
There is only one hiding-place in the room, but vou
will have to be hacky fo find it Tecf yorir Luck I vou
are Lucky, turn to 376. lfvou are Unlacky, vom will
have to wait to see who— or what — vour visitor is.
Bul you may decide towait behind the door, msiead
of in plain view (furn to 360).

i
Do you wish lo ey the other door (fom to g2) o7
winild you prefer to step back through the mirror
[lurn io 34497

205
The donris firmly locked. Try the door opposile by
turning io 118,

20b
You can find no siens of any traps. Ring for the
butler by lurning to 318.

20T
‘What's this? you hear theolder man ask. ‘Someone
knocking at the door at this tme of night? Could i
b one of the brethren? 1 thought everyone was
here.” Then the two men start whispering to each

20l

other in voices too low for vou to hear. You wait
patiently outside in the mmin unbl eventually, the
duor opens and a voice asks, "Who is it?” Will vou tell
them about vour predicament and ask to use the
phone (furn to 85) or will you claim to be one of the
orethren that you heard them talking about (tuen to
2677

208

1 don’t believe it!” he exclaims. 'Have my pravers
been answered? Can | join vou? Please, yvou must
allow me fo come with vou. Tcan be of great help 1o
you.” You fell him he is cettainly welcome to help in
vour escape, and ask him how he came (o be in this
aidden area. ‘Do vou know about the samrifices?” he
zsks. "Well, [am to be saved for the next ceremony. |
was part of the Master's coven but my conscience
will nolonger allow me tolive with the evil it enlails,
But the coven cannot allow defectors. T was sent-
enced Lo death — death by sacrifice! Togelher we
must destroy Kelnor, the Master. Tknow how it can
be done! Kelnor can only be killed with the Kris
dagger which is hidden somewhere in the house.
And he muost be summoned 0 a red rooer. Lel us
agree toid the world of this human monster and his
=vil =ect!” You would be foolish to refuse the help
and agres. You mav add 1 tuck point for this
miormation. A noise outside cuts the conversalion
shurt—someone is coming! Tuen to 87




206—210

209

This room ssems to be a dungeon of some sort, for
2long one wall are four cells with heavy iron bars
locking their occupants in. Mo one seems to be on
votirside of the bars; sovou walkin o have a look. A
hwig cracks as you step forward and immediately
three bodies spring to life in three of the cells. They
are a ragged lot — clothes in tatlers, hair dishevellad
and grubby. They all reach forward through the
bars and plead with vou to release them. Fach one
has been captured by the Earl of Dhurmer's servants
and imprisoned to await some horrendous fate.
Medrest to vou is a pretty yoong mirl; her lace and
f2ir hairare dirty 2and sheis in tears, She desperately
wanks to be released. In the second cell is a lall man
with strong features. TTe has accepted that he is
about to die and bravely azks yoo to kill him now, to
deprive the evil Earl of his pleasure. [n the third cell
154 balding man in a grev gown who says nothing.
Dir you wish to try to help these prisoners? Yo may
talk to one of them il you wish. Wonld you like 1o
talk {0 the voung wrl {furn to 322), the dark man
(turrt tor 266} o1 the balding man (turm to 363). L vou
would rather not talk &y anv of them, VOU tiay leave
the room and walk away (tuen to ga).

210
Asyou lzave the room, the Hunchback limps along,
mulicrng to himself, ‘1 wish the Master's [riends
wontld not just dropin onme like that,” he mumbles,
‘giving mesucha frightand all. Especially ona nigh
like fonight . . ° He Teads vou along onbl he



211—214

reaches a door on the left. “‘Keep on going until you
reach a staircase, then go up into the house. I've gol
work to do down here.” Do vou recognize bhs
Hunchback? Have you met him before? i o0, you
may turn 10 230, If not, vou may either follow Tis
directions (furn ta 353} or wait until he has goncand
explore the cellar (harn ti 1 66).

Z11
The dooris lecked and you will not be able to open
it. You lurn round and follow the hallway (um o
58],
=+

212
Your key doesnot fitin the lock. The door remams
firmly closed. Turn to 47,

213

The table iz quite ordinary. You leel around pnder-
neath it, but can find nothing exceptional there. 1he
packing crale on the left fevls hghl. You fip it up to
have alook underneath and find nothing inside. Hut
the crale on the righti= heave. You Kick itwath your
foot and it does not move. Do yon want 10 L it to
seewhal is hidden inside {turm 1o 133) or Jeave if
alone and walk back oul into the hallway (lurn i
378)2

314

You tell him who vou are and that you wish lo
cscape {rom the house too, prelerably destroving
the Earl of Prumer’s cull of terror on the way. Lhe

215

mern bepins & get guite excited. My name is Rafter-
tv." he savs. Thave seen enongh of the evil in this
place and wish to wash it out of my life for cvee.
Merhaps we can escape tugether, There is a secret
trap-door in the ceiling in this corner of the room. L
von will be so kind as to bend over, T will climb on
vour back: and when Pm through | can haul you
up.” Will you help him with his plan fo escape (hurn
to 245} or do you suspect this character and decide
v wonld rather contimue alone (hurn to apz)?

5

[he wo men are as startled as you are by this
encounter, but vou are teady to aktack. You drop the
leather box and leap lorward. Resolbve this batlle
{fizht the men one ata fime):

First MAN SKIEL T
Second BLAN SETLL B

STAMINA B
STAMIKAG
If vou wish fo Escape at any fime durng the battle
after the first four Allack Rounds, you may only do
=00 by throwing yourself throogh the mimor while
they are not looking (lurn Lo 260). I you deleal the
twormmen, o bo 273,




216—217

216
The narrow staitway splits and offers you hvo wavs
down. Will you choose the left-hand stairs (furn to
398) or Lhe right-hand stairs (tum 0 8g)7

217

The door opens at the top of a staircase which leads
down into the cellats underneath the housze. You

walk downsiairs slowly to allow your eves o be
come avrnstomed to the darkness. Al the foot of the
stairs, a bwillering noise catches your atenton.
Suddenly vou feel something land on vour head
and dig sharp claws into your scalp! You swat it
away and your hand tonches asmall, leathery body.

BATS! A number of them are fAapping around your
head, darting and scratching with their claws. You
st add 1 TEAR point for the shock, and vou may
[ LSS

Fun back upslairs Turn to 570
Hide under the skairs Tum o 320
Figzht the bats Turm to 343

218=214

218
Thd vou enter this drawing-room from the hallway
or the study? IF von entered from the hal]wa_'_.r, Vi
=ke the door which leads into the study — turn to
195 b you entered from the study, vou go through
the pther door into the hallway, Turn lo 251

219

5 the others set off along the passageway, you
semain af the back of the crowd. As the last few arc
lzaving the mowm, another man bursts in through
the door, puffing and panling. ‘Good, I'm not too
zle,” he gasps. Tor a mimute T thought T'd miss it!
Now Jet's see, Where is my gown and mask? Your
Slood chills as the man starts looking in the area
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where you took your costume. ‘Gonel’ he save
“Wait, Brothers, someome has taken my dress. Ah,
Hhere is my mask. Sorry, Brother, you must have
taken mine by mistake. T can recognize it quite
clearly by the broken looth. Here, Jet me have it
The man snalches fhe mask from vour head and all
attentiom is focu=ed on vou. ‘Here, who ane vou?
somenne asks. Your hesitant reply gives the game
awav. Back, Bruthers!” shouts a voice. “We scem fo
[awve an inlrader in our madst.” A dozen men come
back inta the room and surround vom. You have no
choice but lo go with them to the cell where they
lock wvou in, This iz a cell from which them: 15 no
escape; your advennare is over.

220—31321

220

The poor, miserable creature pleads for mercy, TTeis
such a pitilul sight that vou step back as he grovels
on the floor. He will do von no harm and thanks vou
continually for sparing his life. Do vou now wish (o
leave the room, locking him in behind vou {turm to
350} or will vou try o {orce him lo answer your
guestions (furmn (o 234)7

Yo can hear gruff noises coming from within the
room. Whoever, or whatever, is in there cerlainly
doesn't sound foo foendly, Will vou try the door
anyway {furn to 344} or will vou open the door in the
wall opposite {tum to 2og) or combinue along the
paszageway (turn to g1)?
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223

You grip the handle, turn it and slowls pull the door
open. The noise of the storm raging outside be-
comes louder: You start to walk through the door-
way, but sfop and gasp, vour eves [rozen wide
open! Standing in the doorway before vou 15 a
hooded Ggure! Buk its face i not human. lnslead,
the head is that of a goat and its mowth 15 red wath
blood, whichis dripping on to the ground. [z dead
eves stare vacantly upwards. The sight 15 ternfying
and vou must add 3 FEAR points. You slam the door
i it face and tuen around, Whers will vou run —
throngh a door on the right {(turn 1o 353}, through a
door on the Ieft (lorm to 285) or back down the
hallway (furn fo 108)?

X2

I'he rock creaks and dust %5&'5 as the wall starts to
move. A rrack appears down the wall in the brick-
work and slowly a secret door opens. But to your
surprise, the door opens ento one side of the hollow
arca you found. Perhaps this was menely a doecoy.
Moments later, the duor has opened wide enough
to let you see inside. Youn can see a small chamber
with a E=ble standing in the centre, On thetable s a
box. U you wish Lo enter, tumn o 133. I youo would
rather leave, voucan climb the slairs and go through
the doorat the top (furn ko 293),

273
Franklins brings them to vou and you finish off vour
meal. Well. my friend,” savs the Earl, “vou must
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now be quite tired; it is well past midmight. Trank:
lins will show vou to your room.” You thank him
and lollow Lthe buller ont of the dining-room. This
way, if you please,” he savs as he leads vou up =
magnificent wide staircase with carved wooden
banisters, A landing at the top leads to warious
different rooms, each with a name-plague on the
door. Tle takes you o one which reads "Erasmus
Eoom' and opens the door, wishing vou a good
might's sleep. Turnto 5.

225
You press the button. Tt clicks and vou can hear 2
rumbling from behind the bookcase. Slowly. the

hookcase slides aside to reveal a passageway behind |

it If vina wish to go down the passage, tumto 243, T
vou would rather not risk explonng the passaze
leave the study by turning to 54.

226
You examine the tray carefully. but there seems @0
be nothing suspicdous aboul il The snack is ust
whal ¥ou needed! You may add 4 STAMINA poinis
and 1 LuCK point for this find. When yvou are ready,
vou may either leave the room {turn to 243) o
mvestirate the cupboards {lurn 10 43).

2=
Whal [ood did you tal-:e Bread and cakes will
restore 2 STAMINA points cach; dhed meats, dried
lish and cheese will Testore 1 sTAMINA point cach;
fruit and wine will not restore any. Wine will lose

z2fi—231

vou 1 sKILL point, but if you drank wine you may
deduct 2 eear points (Dutch couragel). L vou ate
cheese or drank white wine, tum to 17z, Tf vou ate
neither of these, but ate dried [ish or drank red
wine, turn Lo 84. If vou ate none of these, tum o 36.

zaf
Fiow wall you attack the man? Will you use a
weapon (luwm to 32) or do vou have anything clze
vou can use ffurn to 46)7

229
You follow the landing roond until ¥ou reach
another door on the right-hand side. A name-plate
identifies it as the Frasmos roone I you wish o
enter this oom, turn 1o 140, Ahead of you, at the
end of the passageway, is another door. I vou wizh
to o there, turn 10332,

230

You recognize the Flunchback as the man who
brousht vou a deink upstairs, Will yon jog his
memory (turn fo 198) or would you rather have your
revenese and attack him (barn to goz)?

231

You ciimb into bed and blow out the candle.
Arxios thoughts race through your mind. The old
manwho gave you wrong direchons, j.-'l_'l ur accident,
the sinister aimosphere in the hoase . | Soon vour
weariness gets the better of you and vou drilt oli to

=l .

shoep. In a2 disturbed slumber vou ht—*:-"ln tor droan.
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Youare being chased by a swirling doud of gas. You
are trying to run from it but the faster you run, the
slower you go. The cdoud is catching you. As you
desperately trv to avoid it, 1t engulis vou. You begin
to cough and choke. It is stiffing vour breath! You
wake with a start. Your head is buried in the pillow
and the bedclothes are holding vou down! They feel
heavy and vou must strain 1o fight for air. Add =
FEAR poinis as you realize that something super-
natural is happening here. To delermine whether o
not you escape from the pilkow, roll two dice_ 1§ the
tora] i less than or equal lo your sxiLt score, bom o
348. IE it is higher than your SKILL score turn $0 171

232
The door opens into a small room which is pitch-
Hlack. There seems to be no exit from the room, bul
vou feel around the walls: Eventually your hand
touiches a small button in one comer and ¥ou press
this. A panel in fronl of vou slides aside and lets you
out into a passageway. There ane twi doors 0ppo-
site cach other, one on the lelt and one on the might
Thereis no other way through. Will you try the door
on the left (turn 1o 342) or the door on the nght (fem
2o P 1

233235

233
A Few steps past the unmarked door is auother
unmarked door. I you wish to trv this one, tum to

o8 If vou wish toignore it and go on, lurn to 374.

234
He is lecrified of yoo and aprees to answer your
questions in exchange for his miserable lile. Do vou
wish toask him:

Honw yoo can escape from

the house? Turn e 258
Abonit the peoplen the

house? Turn ter 308
¥¥ hat is happening m the

house? Turn ter 325

235
If vou wrole down any of the following words, yvou
can zcome the points indicaled:

Dhabolus

3 points
Drumer

3 points
Any other choice 15 nol worth any points, Turn fo
TH3-



236—237

236

crom behind the curtain, a heavy blow hits you in
the chesl and knocks yoo backwards on to the floor,
Lose 2 sTAMina points and add 2 FEAR points. You
pick vourself up quickly and the curtain slides to
one side. A human figure steps out. Its skin is a
dirfy-green colour. Iis wide eves stare af vou, yet
trrough vou. Tts jaw gapes open to reveal a mouth
Ralffull of rotten teeth. Trwears rapred clothes, And
it iz advanong towards vou! Resolve your fight with
this ZOMBIE:

ZOMBIE SKILL T STAMINA G
lf you defeat the Zombie, turn to 114.
237

You stand back from the secret door and say vour
password. Which word will you choose?

Pravemi Tum toz23
Goathead Turn to 188
Murder Tum tu 17y

Kris Tum to 146
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238
Thereis no telephonein the hall and you feel uneasy
about venturing into any of the rooms. While voo
are wondenng what to do, you hear a noise comins
from behind cne of the doors. You rush back to the
chair and sitdien. Turn to 277,

23%

There are no hiding-places in the reom. The bed =
solid and reaches down lo the Ooor. You appear
to be safe, But suddenly yoor ears pnck up o
vou hear a shuffling sound oulside. Foolsteps
are approaching along the passageway. With cars
pecled, vou listen. The shulfling stops outside yous
door! Will vou wail o see who is there {furn o 5691
of make other plans {lum Lo 281)7

Youmanage to scramble to the door and slamit shut
before the dogs can cpring at you. Mow out in the
passageway, voumustleok for another wav toleave
this anea. Turm tor Go.

Zj1=243

241

The passageway vou are in has rough slone walls

and most run along the outside of the house. Rocky
stairs lead downwards and you follow them until
vou reach the boltom. The air is cooler down here
=nd you realize vou must be in the cellars beneath
the house. A hali-hidden wooden door is standing
Sjar; vou poke vour head round it and peer inte the
moom. Actoss the room is another door, but what
vou see in front of you flls vou with alarm, Turn Lo

209.

242
The boxes comtain jewellery. Most of it is quite
zaudy, but one ring in particular looks as though it
mightbe waluable. It isa gold band with rubies inzel
around £ You bend over and hold il up to o candls:
0 by to read an inscription running around the
m=ide m. It says: “Te dearest Margaret from
Leorge: 18347 You may ship this into your pockel if
Vol wish. Then toum to zoe.
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213
A few steps lurther back down the passageway, hvo

doors face each other. On the right is the Belial
Room, which you may enler by furning o 312. Chin
the left is the Abaddon Room and you may try this
diar by Lurning to 335 Otherwise vou can confinue
round the passageway and walk downstars (fumm o
132}

244
The Earlis vutraged! TTow could youallow him Lo go
tovall Lhe lrouble of preparing a meal and then refuse
to eat it? Will you apolojize and take the duck {lum
to 115) or the lamb (turn to 1g6), or will vou apoks-
miye for the inconvenience, bul still refusce to eat
{Euch Lo ge}!

245
Yo bend down in the corner of the toom to allow
him 1o stand on your shoulders. Suddenly a
thought vccurs 1o yon. Why has Rafferiy nof

zyb-248

cscaped already by standing on the table? You um
round to ask him —just in time to see his [ist slam
into your chin! You slump to the floor and Rafferty
smiles. Capturing you will gain him the Master's
faveur once more. He has saved his own miserable
hide, but vou are about to be taken prisoner. You
will spend the rest of your davs beneath the Toose
of Drumer uniil the Master tires of you.

236

You hear words coming from the old woman, vet
her lips do not move. “Stranger, how dare vou
invade the private bedchamber of the woman of the
fouse? she asks. You starmmer an apologetic reply.
She orders you: ‘Begone, intruder. Leave an old
woman (o die in peacel” Will you leave her as she
wizhes (burn to 150) or ask her lor informabon abiet
the house {turn to 170)7?

247
Outside the study there are two doors in the hall-

way opposite cach other. Tf vou wish to try the dooe
on the left, tum to 217, If you would rather trv the
door on the right, turn to 307, Otherwize you can
continue along the hallway, following it round (tum
i 316).

248
You leave the torture room and can now conbnue
along the passageway. Tumn to 303,



245=250

e

Slowly and quietly vou walk up to the curtain. There
= no movement from ik You prab the lefi-hand
curtain and fling it open! There is a full-length
window behind, which 15 barred on the outside. Bul
nothing is hiding there. You lake hold of the other
curtain. Bul before you can mowve it, the bulges vou
noticed cone fo Iifz! Turn bo 236,

250
You step up o a portrait of “The Duchess of Brews
ten 177y —18a3’. She looks a stern old woman, with
an 1oy sfare; a lady of the nobility, nomistake. Butas
vou stare, her image seems to shimimer. You blink,
and fry fo look away. But you cannot! Within the
shimmering face, voucan see small movements and
your jaw drops as the portrait’s eves turmn lowards
voul. Add 1 FEAR point for the fright. The woman's
lips start {0 move and you hear a voice saving,
‘Stranger, vou have innocently stumbled into a
cursed place. Would that I could nd you escape. But
=las you cannot. There is evil and suffering within
these walls and you may only escape by destroying
it But that is almost impossible. 1 can tell you this,
though: vou have an ally close by who may be able
to help. This man is dressed in a grey robe. Tf you
can find him, you may together free this house from
the evil that controls it With these words, the
shimmering slops. You rub vour eves and look
again. The pamnbng is still. Faren ko 257



251—153

251
Across the hallway is another door. 1f you wish o
try this door, hurn io g7, Otherwize von can fum
right and follow the hallway {furn & 42).

352

The corrdder ends al a stout wooden door wilh
Shaitan written on the name-plate. To your right @
the Manunon room. And o your leff is anotier
door, but this one has no name. Do vou wish to iy
any of these doors?

Turn &y 200

Turn boa23
Turn 13

The Shaitan Room

The Mammon Koom

The nameless door

Turn back and {ollgw the

landing

s
For fiftcen minuties vou t:::l everv loose brick in the
hall, But yoeudind nothing which will open the secret
dowr. Perhaps that parbicular door can only be
operied from the other wall. You must now cho o
VOur nexd plan. W ill you g upslairs through ¢
door at Fhe top (furn to 203) or look in the come
where the bats came from {tum 1o 165)7

234—256

254

Tour fears are confirmed when the door opens. ‘The
noise has atlracted the attention of some tnyskerious
friends of the Farl of Drumer. Four men enter the
roam, &l dressed in while gowns and wearing
goat’s heads ko conoeal their faces, They are armed
with knives and lengths of wood. It would be Foul-
izh to resist them. Grabbing vour wrists, thev lake
vou downstairs into the cellars. There vou enter a
room in which there are four prisen cells, Three are
already cooupled, bul the fourth is empty. You will
be detained here at the Farl’s pleasure. Your adven-
ture has ended.

235

You step out of the at»:n‘ii‘u;mm into a hallway, To
vour left, the hallwav ends at a door which leads in-
{0 thie Shaitan room. TF i wish b f:r].-"ri'le-u:]{:unr, b
o zo0. Almost opposile is the Mamaon room which
vou may enter by orning fo 123, If you are not
it terested in either of these, 2o back bo Ehe landing
through the storeroom (burn to 233).

-rEh.
You grab the vial boldly. remove the stopper and
tzke a sip of the ligquid inside. You wash it round
vour mouth to test the taste. 1l is thick and syrupy;
mot at all unpleasant. Yoo swallow hard and wait
with baited breath for it to take ellect. For scveral
moments nothing happens. Perhaps it will have no
chect. Yoo move over towards the cupbeoards and

-—-+

1t Is when you ficst notioe a differeoce, Tach step



57

vou take is an effort! Your feet feel like lead weighls
and vour movements are sluggish. This liquid is 2
poison which saps the strength of those who take L
You must reduce your sk by 1 point and vour
sTaMINA by 3. Continue by turning to 385.

257
You consider vour best plan as vou walk down the
PASSAEEWAY, You turn right along 1_11-5- L.?.i'l ding and
two doors are on your leff. The first has Azazel
writien on its name-plate and the second. Mephis-
la, Do vou wanlt to tre either of these rooms? If so
vou may enter the Azazel room by turming fo 3_-,3_0;
the TvTei-Jhi.c,Lﬁ reom by turning to zg8. Olhenwise
you may pass both these mooms and walk along o

where the landing tums right by uming 1o 287.

ach

258
‘Escape? he whimpers. “You can only escape I the
Master will allow it. Bul vou have been kind time.
Yes, very kind. Shekon will help vou leave, But Lhe
Flaster must not know, Please promise me that you
will not tell the Master? You agree and he leads you
out of the room on to a landing, He points to a
staircase across the landing, ‘I you go down there,
vou will end up by the front door,” he savs. ‘The
Masler may have locked it, but | dor’e think sa, Co.
Luickly!” You walk cautiously ronnd the landing
twards the stafrcase. Shekou cannot walk as quickly
=25 you and vou leave him behind. You turn right
=nd then right again. You are now across the land:
ing from the Erasmus room and vou look for the
Funchback. He has disappeared! You have passed
3 couple of rooms, but where has he gone? Is he
letting the Master know of vour whercabouts? INow



239—-261

you must decide what to do. Will you go downsiairs
(i to 132} or would you rather try a room near by
on e first Aoor (furn 1o 282)7

253
The duoor is locked. You may either try the door
across the hallway (turn 10118} or go back along the

hallway (turn 1o 49).

T

260
1he door is locked. You will not be able to zoin. You
turm and set off down the hallway. Will vou enter a
room on the dght (furn to113) or will you carry on
alony the hallway (turmn to 316)7

261
You walk over to a comer where you can waich
everything and catch vour breath. You may add 4
sTAMINA points for the rest. Now tarn to 380

2h2—263

262

You climb into the bed and lie stll. You can hear
nothing, but then there is a single [aint click as you
=hill vour weight. Yoo must have released a small
catch, because vou are suddenly flung upsvards.
Like a gigantic jaw, the bed has snapped upinto the
wall, swallowing vou! It is pitch-black and the bed-
clothes are thrown off you as voo Ay downwards for
several metres before landing on something hard.
Take 2 sTaMINA points of damage and tum b 242

263
You step into a corner of the room and wait, The
door opens slowly and a small, stocky man enters.
His face is dumpy and dirty and he appears lo be
tentdouble. He squintsinto the room. Will vou step
forward and greet the man (harn to 367) or leap
acToss the room and attack {lurn ko 36)7




2h4—265

You nurse your broises and look around. All is
pitch-black apart [rom a point of light coming from
the end of 2 long tunnel. You walk down Lhe tunnel
caubously and vour pace slows even further when
vou hear the sound of veices in the dislance. Hu-
man voices are chanting in a long, monotenons
drone. Soon vou are able to see what is happening,
A group of people, perhaps forty of them, are
gathered around a large fire. On the far side of the
irc is an altar, and stretched out on the altar is.a
voung woman. She is bound hand and fool. You
cannut make out the faces of the onlookers, as they
are all wearing goat-head masks. In the cenlre,
standing over the altar, is a lall man dressed in
robes, whose goat mask has been dyed purple. He
holds in his hands a sharp dapger and is preparing
& sacrifice his young victim. Do vou wish o walch
the procesdings (num to 314), Ly to find a way out
(fum to 8o} or try to restoe the YOUNE woman [lurn

o 328)7

265

My humble apologics.” stammers the torlurer. I
did not realize yvou were one of my Master's
Brethren. Can | make amends? CanThelp direct you
onwards? If vou refuse his help, you may justleave
the room (furn to 248). T vou want lo ask the
torturer how to get back upstairs, he will yive you
directions. If you follow them, yvou will end up back
on the ground floor (furn o 293).



zhbh—z267

266
The dark man courageonsly bares his chestand asks
vou fo plunge a knife inlo his hearl o end his
sullering. If you have a knife, you can do as he
wishes [turn to 182) or vou can refuse and talk o one
of the nther prsoners (harn toa43).

267

The door opens wide and you are inviled in. We
thought cvervone was here already,” says the older
man. ‘That's cutting it a bit fine. I'he othersare . _
He pauscs whoen he sees your face and the heo men
ook at each other. ‘Er, ahem . . . whal delayed
you® You are feeling a little uneasy about the sibua-
Hon and nmmble some excuse aboul yourcar break

ing down. “Your car,” says the man slowly. “What a
shame — | hope it’s nol too bad.” From Lheir reac-
tions, you get the distingt impression that you have
said the wrong thing, Then it dawns on you that
there are no other cars around the house although,
according to these lwo, everyone has arrdved. You
try desperately ko think of what to say next and you
donot notice that the vounger man has crepl round
behind you. You fiel a heavy blow on the back of
vinr head, which knocks vou unconsdous. Lose 4
STAMINA points and furn toa73.

zhfi=270

26
"‘Une of the Earl’s servants? he asks. '[ don't believe
vou. Yoo don't ook like one of his henchmen. W
are you? Will vou admit thal you are an imposter
{turn o 208) or will vou become angry and switch
vour story, pushing him oul towards the door (furn
to127)?

26y

The wine is dry and light; ebviously a very expen-
sive vintage. Butthere is a puzzling aftertaste which
vou cannot place. Perhaps there is a little sediment
i thedecanter. No, the taste is more like . | . azpirin!
Too late, vou realize that your wine has been drug-
ged. You start to raise yourself from the table, but
the effects are already taking hold, You stumble, fall
back and crash to the foor. Conscousness fades.
Tom to 173.

270
You hurl the garlic at the Yampire and dash {or the
doar. Fle shrieks, trving to brush off the garlic, as
vou fling it open. It opens inlo a cupboard — but a
rather unusual one. The back wall has slid aside,
revealing a secret passageway. The Vampire is ris-
i f0 his feet again, so vou decide to risk what lies
ahead and step through inlo the passageway, slam-
ming both doors behimd vou. Tom to 102,



271—273

a7
Continue your battle with him. Tf vou win, you may
either leave the room (tum to 378) or check the able
and the boxes (harn B 213,

272
You [ollowe the landing round, past a wooden door
which bears the name Tultivillus. You may v this
door by turning Lo 155. Straight ahead, the landing
ends at a panelled wall and the passageway tums 1o
the left. To fullow the passage round, fum o 175.

273
You collect vour thoughts, The box! Whatis in the
box that made it worth such a great deal of trouble?
You pick it up and open it. Inside is a Golden ey,
Do you now wish fo leave the room {tum lo 331} or
dur you want tostep througsh the mirror to see what
lies hehind {furn to 160)7

274276

2

You remuove the stopper from the neck ol Lhe vial
and smiff the contents. A strong, acrid odour hits
vour nostrils and vou sneeze Toudly and shake voue
head B drive away the smell. Quickly, vou put the:
stopper back on the vial and too late, vou see the
sign etched into the glass. A stuli aud crosstunes! Yoo
have zniffed a deadly poison which 1s now working,
its way through your svstem. You leel dizcy and the
room starts ko spin. Coughing violently, yon shunp
o the floor. Consciousness fades as vour last mo-
memis pass. Bul perhaps this is a merciful escape
from the terrors of the House of Hell.

275
tou grasp the rope and pull. From the depths of the

house you heara tinkling noise and the light coming
from the side window goes out. Turn to 357-

276

You feel around the wall, rapping the brick with
vour knuckles, Your heart leapsas yon find a hollow
areal You trace it with yvour fingers and the aréa is
roughly the shape of a small door. Do vou wish ko
ook for a catch which will open the door (lurn Lo
2531 o7 will vou try a password (tuem to 237)7
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277
Footsteps! Someone is coming! The tall man you met
earlier walks in, opening the door for another tall
man dressed in a purple smoking-jacket, Mav 1
present Lord Kelnor, the Earl of Dnimer,” the butler
annoumces. The Earl holds out his hand and you
shake it. His grip is strong and his eyes pieree youm.
His lips widen Lo a solt smile. You begrin to tell him
of your predicament, but he holds up his hand.
‘Please: T can see that you have been caughtin this
filthy slorm. Let us it by the fire and we will sce
whether we can help. Frankling, tell the cook to
prepare some food for pur visitor,” You protest that
vou do not wish to be any Lrouble, but your host
gmores you and leads vou into a drawing-room
where a fire 13 burning. You take off vour coat and
=it down. The heat of the fire makes vou feel com-
fortable once more. Frankling returns with tweo
glasses of brandy. Will you relax, drink the brandy
and ask if vou can use the telephone (turn to 394) or
will wou wait ko see what he asks vonr {turn o 111)?

278
Where will vou try now? The door opposite (tum o
342} or will you look for another way out of this
corrilor (hormn fo 6o)?




zrg—281

279
You turn Lo go the other way, but stop at the sound
of definite footsteps coming along the comidor b
wards you. You must decide quickly whal 1o do.
Wil }-'ufu turn back and follow the Ghost mio the
ruam al the end of the corridor (furn o 73) or lake a
chance and wait to see wha is coming (lum o 14z)?

280
How many points did you score in total? If you
scared 12 points or mere, turn Lo 265 T vou scored
B—11 points, tarn to 157, If you scored less than 8
puints, turn 10176,

281
You can either step behind the door, :?a&}- 1o
pounce on anvihing that comes tnmug_,h. {turn to
369}, or ¥ou may try 1o hide from vour ¥isitor (fum
to 203}
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z82—284

282

You look over the landing and then frm round (o
consider your choices, There ate two doors in front
of you, both unmarked. If you wish to go through
the door on the left, turn to 377. Tf you wish to o
through the door on the rght, turn o 98. If vou
would rather confinue along the landing, turn to
374.

283

“Before T will answer vour question,” she says, ‘vou
must iell me something — whef /s my mame?” Do you
know swhat her name is? I g0, vou will have noted
down a reference number to turn Lo, should wou be
asked Hhis question. Turn to this reference. [f vou do
not know her name, she will not answer your
quesbon no matter what yvou threaten to do to her
planis; you will have Lo lcave the room by tnmmirg Lo
155.

254

The Hunchback cringes as vou strike him. ‘Enough!
vleroy! Please! TN fell yvou the password! It is
Pravemi. A member of the Farl's family, or some-
thing. Now leave me alone ' You step back [rom the
miserable creature. Shekou scampers off through
the door in the lef-hand wall and leaves you akone,
Will ¥vou walk on along the passagt {turm to 3g93) or
would you prefer fo explore the area around you
i Lo 166)7



25E5—aB7

285
The door is locked. You may either try the door
opposite (turn Lo 353) ur creep back along the hall-
way [turn Lo 108).

28h

Another seetion of books is concerned with medi-
eval portraits. You pull a large book down from the
shelf, A book next to it falls over and reveals 2 small
hurttin set in the back of the bookease. Do you wish
{0 press this button? If so, turn to 225, If not, ¥ou
may look at the book vou have chosen by tuming fo
FLL.

287

You walk up to the two doors in the comner of the
balcony. The one on your leftisnamed Balthus and
the ane in front of you has ne name, 1f you wish fo
eriler the Balthus toom, lurn fo 29¢. f vou would
rather go through the other door, turn t 86 1 yoo
choose to ignore these doors and continue Tound
the landing, farn 193,
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288—200

288
The Earl of Drumer drops to the floor, dead. You
oreathe 2 heavy sigh of relicf, for vou have defeated
the evil Master of the TTouse of Drumer. But what of
Franklins? Must vou also destrov the butler? Turn to
104

z8g

You walk from the porch round the side of the
house. A lightis indeed on, and it's shining through
a window at the back of the building. Tho you wish to
go round to see if yon can see anything at this
window {fum 1o 345) or will you walk up to one of
the other windows along the side wall to see
whether you can enter the house without anvone
knowing (tum to 137)7
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290

You heara musthing from the curtains and straighben
up fix look towards the window. You shudder swith
fright ax the curtains open before you! [ust as quick-
lv. they shul again. Then there is silence, You walk
slowly over and grab them! Bul they are perfectly
ardimary curfams! You must add 1 rear point lor Lhe
shock. Now do you wish Lo leave the room (furm o
2] or will you try to work out the mystery of Lhe
curlainsg (firm to ago}?

R
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291—292

201

Levfromt of you is a high-backed armchatr facing Lhe
fire, with its back towards vou. A figure raises ftself
from the chair and turns to face vou. The man is tall
and pale, with jet-black hair. He wears a long black
cape, fastened across the neck with a jold clasp.
Tes,” hesavs, ‘5o faryou have fared well against the
occupants of the house. But | believe vou will find
that vour rum of luck has come to an end. Step
forward 50 | can see you.” Will vou step forward as
he asks (turn 0 326) or will vou prepare Lo attack the
ot (o o 228)7

22
You pour a measure of the deep brown liquid inteo
one of the glasses and hold it up. Tt looks sale
enough, <o vou take a sip. Delicions! The brandy
wearms vou inside a3 it slips down and yoo may add
SraMINA pomis. You spy a hip-flask on a shelf in
one comer and you may take some of the brandy
with wou it you wish. Mow vou van ook around the
roont. Do you wish to examine the cormer shelf
where vou found the hip-flask (hurn to 102) or Ehe
freplace and the mantelpiece {tuem to 303), or will
voo leave this drawing-room {turn & 218)?



293-2405

295
You open the door at the top of the stairs. Facng

vou is a dour, and Lo vour tight the halhway ends at
anather door. Do vou wish to enter the door oppo-
zite (turm to 113}, the door to your fght (furmn to 260)
or turn lefl into a main halhway (furn to 316)7

254 y
Ihe door is locked. If you have any kevs with vou,
you may Ly them in the lock. Do you have a Golden
Key? If so, you can try it by turning to 10. Ifnot, lum

Wraog.

g

295
‘Secret rooms? she laughs. "Why this house is
riddled with secret passageways and secret Toums.
Most are in the cellar though, but some of the
upslairs passages lead to themn. The most cunning
sacret roum is Lhe Master's most trusted hiding-
place. H can only be reached by one way, and that is
from under the siairs in the cellar. A password is
needed and I knew the old one, but it has recently
been changed. Shekou will know the new pass-
word . . The woman's eves close, as if the oon-
versation has been a great strain. You leave her be
and cansider the information you have been gven.

zgh

When you are in a position to find the secret door in
question {under the ceflar stairs), you may try to
find it by deslucting 10 from the reference yoi will be o af
tue e, amd Lieening Do e new reference. No ather clue
as o its location will be given. But first you musl
find the password! Leave the room by tuming to

154,

2gh

The key turns and the door opens. You step into the
dining-room. The Tong table is set for bwa with [ne
sihver. A sparkling chandelier, festooned  with
candles, lishis the room. The walls are covered with
plush red wallpaper. Full-length curtains are drawn
along one of the walls. You are prepared for vour
batfle, A rope hangs down by the curtains. You can
pull this, if vou wash, to ning for the butler {turn to
328). Diherwise you can check round the room for
signs of any traps (forn G 185).




2g7=298

297 i
Seare the points indicated for any of the following
chinces:

Mammon 5 pn?nb}
Man in white 2 points
Mordana J:Pn?nb
Manin grey 2 poinis

You score no points {or any other selechion. Now
frm to 147

208
The handle tums and the door opens a little, butitis
caught um something and will not open any further.
Do vou wish to try o force the door (fum to 3g0) or
will you leave it and conlinue along the landng
{furn Lo 2877

20—300

299
The toom you have entered is bare. Pin-striped

wallpaper covers the wall. & hearth 5 set in the
centre of one wall and on the mantelpiece there iz a
small wooden box. Curains are pulled towether
along anotherwall, but thev hang awkwardly, bulg-

ing at unnatural places. Do vou wash bo:

Investigate the bulging:

curtains: Turn to 249
Upen the box om the
mantelpiece? Turn to1g7
Leave the oo ’? Tum to1gz
215
=Tt

31

TIa!" he laughs, continuing to advance as yvou back
lowards the window. “All ight, then TF you really
zre not one of the Master's bretheen, sake the siziof
Ing croms!” You comsider this harmless request. You
touch your forchead, then your chest, then ecach
shoulder, and look back at him, His eyes open wide,
Tt i5 trwe!” he exclaims. You really are an outsider!
Uh, my fmend, how can you forgive me for myv
mexcusable attack? How was [ to know? Tor none of
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the Master's follawers would dare to cross them-
selves!’ You tell him that vou accepl his apologies
and ask him whether he can help vou. Do von wish
b ok him how you can escape from the house (um
o 75) or how vou may defeat the Macter [fum to

105)7

301

Although you defeat theit leader, you cannot hold
off the other three men, who surround and caplure
wou, Cme of them runs off to gel the keys to the cells.
When he returns vou are locked into the fourth cell.
Y¥our adventiure ends here - . .

302
You spring en the Hunchback and attack. Resolve
your battle:

HUNCTTRACK SKILL 7 STAMING 7

If you win, you may githier head for the simincase
{lurn to 3g3) or explore the cellar {furm b 16b).

303-304

305

A fine carrage-clock sits in the centre of an elabor-
alely carved wooden mantelpiece. A number of
lefters are jammed In behind the clock and vou
reach for them. As vou do so, your sleeve catches
vne of the carved images in the woodwork and it
mowves! You lean forward to examine it Ttis & small
carved demonic face which can be moved sideways.
Do vou wish to see what lies behind the wooden
face {tum to 85) or will you read through the letters
{turn to 364)7

304

Three portraits are particalarly intecesting. Will vou
took at 3 beantiful voung woman wearing a Hara
furn to 151), a middleaged, portly gentleman
wearing halF-moon glasses {turn B 37) ot an elderly
womarn with grey hairand a cold expression (lurn to

25047
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305

The door has 2 bolt un the gutside, You undo the
bolt and open the door, peering cautiously inlo the
room. The walls are bare and it is sparsely fur-
nished, with only a table and chair. Sitting in o
CoTner aslecp is a man m a whike gown, As vou open
the door he wakes with a start. *Oh, hello!’ he says.
Tsuppose vou've come for me, have yon? Wil :..rcl-u
say yes (An foaz27) or no (lum to 133)7

3040

The door is lirmly locked. You will not enter the
nouse this way, If you wish, vou can knock at the
door to ey to attract the attention of the bvo men
W0 were taﬁnng I you dedide to do Lhis, you must
Test your Luck. If you are Lucky, they wall hear you
and come to investigate {tum to 190). If you are
Unlucky, theyare outof carshotand you will not get
through this way, If vou decide against knocking at
the e:Ic:u:rr or if you hawl' been Linhec k} ;W will have
0 g0 back fo the front door and either knock {turn t
357) or pull the bell-pull {(furn to 275).

307
You try the handle. It turns; the door is unlocked,
out the sound of voices puts you on vour guard. You
mch the door open and look through the crack. Tt
meveals an elegant room with a polished wooden
door. Atone end is an enormous full-length mirror.
You can see the rest of the room teflected in this
micror. A mural, depicting a tranquil country scene,
cowvers the wall facing the mirror. The reflection



308—300

shows the roum io be empty, apart from a table and
chaics in the centre of the dloor, but you can definite
Iy hear voices coming from inside the room. Tni-: i
all very puzzling, but you decide agaimst eniering
the room when one of the vioes calls out, Whe's
that at the door?’ Tnstead you decide fo leave quick
Iy! Wil you o through the door opposile {um &
217} or nip along the hallway {lum to 316)2

308

‘The people?’ he asks. “Ah, ves, the peuple. of
course. Tonightis the night, There are many people
here. The Master is holding a spedal oomsion
tonight and his friends are here. All are {rends of
the Master. Thai is, all except the onein grey. For be
has beleaved the Master's must and he will be
punished. Yes, punished, betore Lhe maght 1= ol
The Master put him in the Asmodens room - and
he's Prnmw{d to let me watch. But you have no-

thing Lo fearif vou are a triend of the Master. Yousre
a fr]en:] of the Master, aren't vou? Perhaps hell let
vou watch, loo!” The Hunchback is migeling with
glee at the thaught of the night's activities. You have
rained all the vsefal intormation vou will gel out of
l'um, s v leave the Toom, hh.}unﬂ him . Turn 1o

3:“.

309
Ihe dining-room locks magnificent. A long table
stretches belween b fine ‘chairs and is laid wilk
gleaming silvery cutlery. A rich red wallpaper cov-
ers the walls and the room is lit by a sparkiing

—————r e — A R e P —

310—313

chandelicr, bristling with candles, which hangs
irom the ceiling. You ke your seat and the butler
moves behind vou to offer you wine. Will you ke
white wine (form o 269) or ted (turn to 3g5)7

310

If you wish to look for secret doors, tum to 276,
Dehemwise, reburmn b the last reference and choose
again.

11

I'he book contaims a rgﬁhﬂcﬁqm of porfraits of the
nobility pairted many centuries ago. It is un-
doubtedly worth a small fortune, You may take it
with vou if vou wish, then leave the study by
lurning to 54

312

You enter the room and study its contents. IE seems
that this room is used very little and is perhaps a
storeroom. White shoets are covering the fumiture
and several large. square shapes which look like
boxes. Do you wish to rest here (turn to263) or Took
under the sheets to see what thev are hiding {tum to
167)7

313
The: man hesitates and eves you suspiciously. You
tell him you mean him no harm and that you are
only looking for a way out of the heuse. ‘Fool’ he
sareams. ‘Do voo expect me to believe vour feeble
ie=? Yom are one of Hemr, And I frey are Lo punish



g

me, they will find that T will not give in without =
fight!" With these words he advances towards you.
Do vou wish to

Try to persuade him that

vou are not one of them? Tom to 34
Ask him how you can convinee

him that he is wrong? Turn to 300
Spring at him quickly to

getin the first blow? Torn o 271

The pitch increases as the onlookers join hands and
circle the altar. The priest raises his kmife mio the alr
and lets out a frenzied scream as he brings if down.
You force yourself to look away and suddenly, you
notice another passageway leading off from the
room. You look back at the gathenng. They are all
busy with the sacrifice, smearing the unfortunate
viclim's blood all over themselves, You seize your
oppurtunity and run for the passage. Tesl your Luck.
If you are Lucky, turn to 129, If you are Unlucky,
turn o187

JL5-317

315
All night, Orville, that will do for now,” says the
orturer. He tumns o you, Have you been convine-
ing enough for him? Over the next five references,
some of the answers that he would have been
expecting are listed. Each one scores a number of
points. If vou choose one of the words listed, record
how many points you score. When vou have been
through all five references, vou will have convinced
the torturer if your score is high erougrh, Now turn
i 235.

316
I'wao doors face each other across the hallway just
before it ends at a wall. Do you want to ey the door
on the left (furn to 205) or the door o the right (hun
n118)?

317
Tou cuk voursell free and massape vour wrists to get
the circulation moving again. Then you walk over o
the door to tryit. [t is not locked! You tryv the handle,
open it a litthe, and Took outside. Your room is on
firet-floor landing. Facing the door is a balustrade,
and looking over the banisters vou can see the
entr=nce hall beloww. To your left, there are two
doors in the comner of the landing, which runs along
to the right. lf wou wish to go this way, b Lo 287

Looking mumrng.hl' the landing runs past another
door and then turns to the left. To go this way, turn

33



318-320

Fu

A fow moments later, Franklins, the butler, enters
the dining-room. He is startled to see you. You
demand to talk to the master of the house and he
agrees o pass on your request. Ten minutes later,
the Earl of Drumer comes storming angrily into the
room, with Frankling following close behind. They
stand facing vou across the table, watching vou
carefully. “Why have Theen disturbed in the middle
of the night?” he demands. You tell him that vou
snow of the evil that goes on in the house and that
vou are determined to destrov it. The two men look
at each other, they nod and look back al vou, then
they step apart and advance round the table to-
wards you, the Earl to vour left and his butler to
VDU Figi'li' You must choose quickly whom you will
attack first. If vou fght the Barl frst, lurn ko 30. If
vou attack Franklins firsl, turn to 351.

319
The butler brings in a plate of cheese and a steaming
pot of coffee. He ouls you a portion of cheese and
pours your coffee into 2 china cap. The conversation
continues. Tium fo 74.

320
You shelter under the stairs and fend off the bats
with vour hands. They soon discover that they
cannot get al you while you are tucked away; and
they flap off back to the corner from which they
came. When all is quietapgain, youmay decide vour
next mowve. Will vou head up the stairs and gpen the
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door at the top {turm to 203) or will you remain o
explore the bats’ chamber {tum to 330)7

=L
‘Before 1 will answer your queslion,” she says, vou
must tell me something —sehud & s e Do voul
lnow what her name is7 If so, ¥ou will have nofed 2
reference number to furmn to, shonld vou be asked
this question. Turn 1o this relerence, If you do not
know her name, she will not answer vour quesiion
no-malier whal you threaten to do foherplants, and
v will have to leave the room by turning 10159,

322
The girl is hysterical. It seems that she is 2 disinc
nurse who has just been assigned 1o the area. She
knocked on the door, was invited m and them
captured. She pleads with you to help her and her
voice rises o a scream. But what can you do? The
keys to the cells are nowhere to be seen. You begin
to get swortied thal her hysterics may ativact the
attentions of the orco pants of the house and you iy
lo catm her down. Do you want to talk foone of the
others as well {tumn o 143) or will yoo leave the
eoom quickly (lurn to ga)?

323
The door is Tocked. The handle and lock are pard of
an ornate melal plate. Do you have a cast-iron ke
with vou? If so, deduct the number on the kev from
this reference number and fum & the resolbing
reference toopen the door. Otherwise, you must iy

324-325

the door opposite — and quickly, berause you can
hear footsteps approaching from the hallway. Turn
o 18,

323

The underside of the lable forms a closed box, and
Liss arouses your suspicions. You knock on it It is
mollow. Perhapsitisa seerct compartment? You foel
around underneath and, sure enough, your fingers
find a small catch which releases a hidden drawer.
Inside this drawer i€ a leather box, But wait! What is
that noize? You can hear [ooksteps outside Lhe dosor.
You will have to hide guickdy, Will you grab the caze
=nid lake it with you (turn to147) or will vou leave it
behind and close the drawer (hurn to 1o0)?

325
‘What is happening? he asks. ‘But surely wuou
know. Ts that not why you are here? Tonicht Brother
Is=acson is to receive the Master's blessing.’ Your
quisrmcal look takes the TTunchback by surprize, He
realizes he's said the wrong thingz. “You are not one
ol the Master’'s friends, are Your? A curse on me, L
should have realized,” he moans. ‘The Master will
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punish me for this. I must wamn him!" He hobbles
towards the door to try to escape, but you are oo
quick for him. You force him out of the way and
spring outside the room, locking the door behind
vou. Turn o 3500

326

The tall man spreads his cloak. He is staring directly
inta your eyes and his dark pupils seem fo pierce
vour mind. At the last minute you panic and {r¥ o
break his gaze, but it is no use. You are under his
control. He covers you with his cape and your last
memaory is a sharp stab as his teeth sink into vour
neck.

27
You step over to the back door and grasp the
handle, The handle turns, but the door will not
vpen. It is locked and the kev is nowhere sbout
— ot igit? Do you want o grab the bunch of kevs on
the cooker (turn to 148) or try the other door (fom
to 126)7

328

You leap into the centre of the ceremony with a loud
war-cry. The youny woman looks up ai you hope-
fully. Your daring rescue is commendable for Iis
bravery, bul unbelievably siupid. For how can you
hope to stand voure ground against forly opponents.
They surround you, grab you and the priest cafs
vour throat with his knife. You deserved to die!

320331

329
Outade the Belial room vou have two oplions. Do
vou wizh to try the Abaddon room across the way
{lurn fo 335) or would vou rather now head to the
staitcase and creep downstairs (furn fo 132)?

330
Where do you wish tolook?
In the corner from which
the bats came? Turn to 165
Along the back wall? Tum to 356
Under the stairs? Fuen bo 61

331
Although vou fight the power that draws vou to the

book, its force is greater than your resistance,
Gradually your will is overcome, As you collapse on
the floer, your spirit is sucked out of vour body and
nio the eve. Like the other weak-willed victims who
have already come under the book's power, you are
doomed £0 an eternal life of agony trapped within
the pupil of the Hypnotic Eve.
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332

Az the end of the cortidor ahead of vou 15 a stont
wooden door. While ¥ou ate considering swhether
or not fo iy this room, a noise behind you starfles
vou. You spin tound, onlv to find that the wind is
rusthing wall-hangings; there is nothing to be afraid
of. You turn back, and are amazed to lind a [aint,
white figure has appeared in fronk of youl This
appariiion 15 a voung woman in her early tiventics,
with long flowing hair. She is dressed in a white
bridal dress swhich has seen better days; it is ripped
and torn. “Oh, thank God | have found you in time?’
she says. 'L must talk to vou immediately! Come, Lot
s o into- this room.” Will you follow her into the
room (Luen 0 73} dr doyon suspect a trap and would
rather fum back (tum to 279)7 Whichever wou
choose, vou mustadd 1 ke ar point for your encoun
lec.

333
Orville is now getting the hang of this game and is
enjuying himsell. M i his next letter, Write im-
mediately or lose another stamina point. Then
lurn o 76

£

334
Your cold stare fmghtens the man. "l see you really

are one of the Master's loval friends,” he whimpers.
Ler. . Imerely suggested thal 1o make sure T was
alking to an honourable persom. T expect my time
has come, has it? He looks al you pitifully and
drops to his knees. Again vou merely glare al him
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silently: Suddenly he reacts! Before wou can stop
him, he has pulled a short dagger from his robe and,
with hoth hands, has plunged it into his stomach!
You watch, homified, as the man slumps to the
floor, face downwards, Any knowledge that you
could have gained fromhim has now been lost. You
curse silently and leave the room. Turn 10 278.

335

You enter a bedroom which is lit by a single candle
buming by the bedside. A heavy, musty odour
hangs in the air, which could come from all the
plants which are slanding in pots on the mantel-
picce, bedside table, dresses and shelves. Whoever
used this room cerlainly liked plants! Bul another
sight catches your attention; and stops you n your
tracks. Asleep in the bed is an old woman! 1l seems
that she has not heard you, {or she has not moved
since vou entered ihe room. Do you wish lo leave
her in peace [tum to 159), walk over and wake her
{tarn to 13g) or will you instead spring over and
attack her belore she can wake (lurn fo 33317

336
You catch up with the butler in the corner of the
rowr. Resolve your fight with him and, if you are
attacking with the Kriz dagger, add 3 poinis Lo ¥our
sILL during the battle:

FEANWKIINS SKI.1. 6 sTAMINA B

When vou have inflicted your first wound on Frank-
lins, turn 1o 181,

337338

337
You walk over to the mantelpiece and study Lhe

rinkets seattered alomg it A couple of lacquer boxes
and a pictureframe {with no picture) flank a large
plant-pot with a broad-bladed plant growinginit Tn
the grate below arc several lumps of coal resting ona
sed of paper—a fire all ready to light. But something
else is In the grate. A black-and-white pholograph
has been thrown on to the coals. Do you wish o
check the contents ol the boxes {turn Lo 242) or pick
wp the photograph to look abit (tum to 1ga)?

338

The bedside lable calches yvour attention; particelac-
by the silver tray. Laid outonitis a bedtime snack of
bread. jam and tea. You examine il cacefully and
deside it should be safe emough. You sit down on
the bed and help yoursell. I is delicious! You may
add 4 sramina points and 1 cuck point for this
find. When vou are ready, leave the room by tucn-
Ing f 243,
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339
You are standing by two doors, and each has 2

name-plate. Ahead of vou is the Asmodeus room.
You may try this door by tuming to 154 To your
right is the Eblis room, which you can enter by
turning to 126; or you can follow the comidor unil i
turnslefl by touming to 252,

340
You feel around on the floor, but come across ondv
garth and straw. A shuffling al Lthe door reminds=
you of the visiler approaching. Tum & 263,

391
At the end of the bench is a rack which holds four
elass vials, and each vial contains 2 colouned Bguid.
Th gy ook like the results of someone’s EXpETImEnt.
Are you willing to risk taking a sip of one of these
liquids? If s, which colour will you choose:

Gresn? Tum to 139
Hed? Tumn ty27a
Clear? Tumtozg6
Yellow? Turn fo 162

Tf this seems a litte too dangerous, you may nsiead
look through the drawers (furn to 81) or the cup-
boards (furn to 371).

342—344

The door is not ]:mkediiphu’r the shufflings and
velpings that you can hear inside sugpest that you
vught to proceed with caution. Will you decide
against enfering and examine the passageway you
are in (lom o 6o}, or will vou fling the door open
wide and stride boldly in (Lurn to 1417

343
Fight the bats as a single creature:
BATS SKILL STAMINA 4

Ii you defeat the bats. you may cither climb the
stairs and open the door at the top (fum Lo 293), or
vou can explore the bats’ chamber {turn ko 530),

344
The door is liemly locked. Whoever is in there
doesn’t want to be disturbed. Will you now open
the door on the right-hand wall {turn to 209) or press
on {turn to gu)?
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345—346

345
Ihe It window is next to a back door which leads

mio a kitchen. Voices anc coming from the kitchen,
but you cannot see anyone. Whoever is in there
must be standing by the back wall, oul of sight. You
strain fo hear what is being said. Thers appear to be
wwo people in the kitchen, and thev are talking
excitedly, ©. . . Master is getting ready. I'm starting
o gel excited. Tve never been to one before. Do you
really think we may be pisiied? Another man’s
voice, rather more controlled, replies: “You knaw,
I'm having doubts about this whole affair, She iz so
young and she came here in all innocence. T just
don't know.” Lhe two men walk around the kitchen
2nd you can see them more clearly. [hey ate bath
dressed inyehite gowns. Oneisa good deal volinger
than the other. Do you wish to knock on the door to
see whether they will let vou in (lurn o 207); or will
vou wail and histen for a litile longer (turn to 6H)?

346
How will vou ey toescape? You must o back down
the corridor and hurn right. But will you proceed
caubiously, ready to nip into the roums you pass if
you hear anyone (tum to 2571, or will you race for
the staircase and run back downstains (Aun Lo L1327
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347 ]
The TTunchback has had cnough of your chat and

turns lo go through the door on the left, Tie points
down the passageway, saying, Head nn doswwn here
for the stairs,” Turn Lo g1.

348
You furee yourself free from the pillow arltd leap out
of bed, gasping. Was it just your imagmabon, o
were the bedclothes really trying to sulfocate yoo!
In any case, you decde that vou are definitely not
weleome in Uhis room. Yoo getdressed and walk out
of the room back on to the landing, Turn w121

349
Yo wail until there is silence in the drawing-room

and step rarefully back through the mitror into the
room. ‘The coast is clear, You walk over fo the doos
and leave the room. Tum to 131,

S5
You are on a landing overlooking the entrance hall.
To yourright, the passageway endsata door. To the
leff, the landing tums right past a couple of doors.

IL=350

D vou wish to turn o the right {turn o 332), or
would you prefer to follow the landing round to the
ket {fumn to 257)7

351

You lum towards the butler. He stops and takes a
step backwards; vou step forwards, Frankling runs
round to the other side of the table. “Franklins!
screams the Barl. ‘Move n, man! Step up and
attack? The butler twitches nervously. Will vou
continoe pursuing him {turn to 336) or will vou
leave the cowardly butler for the time being and
concentrate on the Earl {furn & 30)7

352
Next letter, Onille! shouts the torturer. Orville
thinks, and says: A" Write down vour answer
straight away orlose a point of sTamrna. Then trn
tog7

323
The door upens mto a large, but cosy, drawing-
roiim. The dying embers of a warm fire buen in the
hearth. Comfortable chairs are arranged around the
fireplace. Two glisses and a decanter stand on o
glass-topped table between the chairs. There are
plants in tall stands on either side of the windows,
and there is another door nekt to'the one you came
in. Do you wish to explore the room [urther (turn o
119}, leave through the other door (fum to 218} or
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will you have a litfle tipple from the decanter {tum
lozgz}?

354
Yo CTEHP Over o the bedside. She does not mose.

You raise your hands over vour head, ready o
strike. You fake a deep breath and tense your
muscles . - . Her eyes fack open! She stares vacantly
up into the air with milky-white eyves and the sight
makes you shudder with horror. Her Bank cyes kawe
ro puepilsl A cold sweat breaks out on vour broww and
vour hands drop lo vour sides mmpotenily. You
mustadd 3 reAr points for the shock. Will you lum
and run through the door back into the passageway
(turn toago) or wait to sec what happens next (Luom
Lo 24617

355
You grope around in the blackness and find no-
thing. If vou wish, vou may Test your Luck — if you
are Lucky fum to 5o;iF yoo ane Unlucky huen to 340
(Hherwise vou can wail to see whether the
approaching figure will be able to help vou (furn o
2063).

356—357

356

You feel along the wall for any sigm of a secret
entrance, but find nothing. Just as you are besin-
nmg to think vou are wastng vour time, vour left
hand dislodges a brick. Behind the brick is a lever.
You pull the lever and a rumbling noise comes from
the wall near by A section of the wall zlides to one
side, revealing 2 small entrance just large enough
tor you to climb through. You look inside, but it is
pitch-black. Do you swant to step througgh this door-
way (tam to 387) or would you rathernot rick it and
chimb the stairs instead (turn Lo 203)7

357

A few moments later, the Lliruur-handle turns slowly
and the door opens. Standing in the doorway is a
tall man dressed in a dark suit with tails, His long
face is solemn. “Yes? he asks, indimantly. You
smile nervously and explain your situation. Your
car has broken down, youneed to reach 2 telephone
and you are soaked to the skin, The man's face
remains expressionless. ‘Come in,” he orders, “The
Master is expecting vou. Follow me.” He lpads you
nto & reception hall and tells vou to sit down swhile
he informs his master of yourarmval. Turn to 8.
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358

The door opens and you pesr into the room. You
quickly check that there is no one inside and are
reheved to find it's empty — but full of clutter. 1t
seems to be 3 gude scentific laboratory of some
sott. A brass telescope points through the window
towards the sky. Charts and mathematical tables are
pimmed to the walls. A human skeleton hangs {rom a
hook. and a benich is covered with glass vials and
apparatus. They look like priceless antiques, and
they were pmhablv all made in the last century,

Do you wish to investigate the raom further (turn
o117}, or would you prefer to leave {(tom to 11)7

359
You explain that vou have no wish to kill him and he
steps back, puerled. Tho youmean you're notone of
the coven? You're an outsider? Younod. An elated
expreszion spreads across his face. Furen to 208,

350

You grit vour teeth and shove vour bound hands
azainst the window-pane, rope first, Yourfirst blow
iz not hard enough to break the glass, so vou by
again. This lime the glass shatters and some larse
pieces fall on fo the floor. But vour desperate action
does not leave vou unbhurt. You receive a nasty mash
on ¥our left wrist. Deduct 2 sTamIna points and
turn fo g1y
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361

You pull the garlic out of vour pocket and hold itup
before the man. TTis expression changes from one of
confidence Lo a look of fight. As you suspected, this
VAMPIRE cannut bear Lo be near taw garlic. Sweal
briaks out on his forehead and he backs off towards
the bed, He is heading {or one of the other doors in
the room. You hurriedly Took sound, Lrying fo de-
cide the best way oui. Will you try the door on the
left (turn Lo 18g), the dooron the night, which he was
heading for (tum to 270, or will you furn round and
dash guickly for the door vou care in through (farm
togo)?

362

You azte ihe liquid, Tt is white wine! You drink
some more and it warms you, You start tofeel a litlle
light-headed and dizzy; then suddenly you feel a
stal of pain in vour stomach and you double over.
But there is ne relief from this pam, because you
have drunk a bottle of poisoned wine! In a few
muoments you will lose consciousness and in five
minutes you will be dead. You will never make
tomorrow’s appointment after all - _ .

363
You step up tothe balding man’s cell. Thonot waste
your time in here,” he savs, “forvou cannot help us.
Chur ondy hope is that vou can destroy the evilin this
house before it destrovs us. But that is unlikely,
because vou would have (o destroy the Master ficsl.
He may only be killed swith the Knis knife and Lhe

364

batile may only take place in a red room — Lo symbol-
ize a battle taking place in hell iself. The dining-
room upsiairs has red walls, butit is always locked
and the kev is hidden behind the mirmor when
ceremonies are taking place, If you can find the Kris
knife and the key, then you may save the world
from the devilry that is brewing within these valls,

But as for ws, we will all be dead before the might is
oul. Don't waste vour bme with us,” You listen to
his advice and consider whether vou ought to leave
immediately, as he surpests (tum to ga) or whether
vou should talk lo the others (Euen to 143).

i

The letiers are not parti cf:]:r]}'imeresﬁng excepl [or
one from a foreign address, written in immaculate
handwriting with a broad-nibbed black pen. It is
addressed to the Earl of Drumer and appears to
wearn him of possible dangers. Tt starts by describing
a raid of some sort on the writer s house and how he
narrowly excaped being caught. [t ends swith a P.5.
which says: ‘Lalso supgest vou further protect vour-
selfl by changing the password on your own cache
room. T for one know il is Goathead. How many
others know the same? Why not change il o some-

thing which will remind vou of the suund advice of 3
good friend? The letter is signed by ‘Count
Pravemi’. You read this through agam and replace
the letter. Do you now wish to leave the room (turn
218} or will vou turn vour attention back to the
small wooden face on the mantelpiece (tuen 1o 85)7
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365
You put up a gouod fight, but the sheer numbers of
the devil-worshippers overwhelm you. Youare cap-
tured and will remain so until yon feel the prcst's
knife on the sacrificial altar —for you will be the next
victinn,

366

You head back down the corrdor until you reach
the stairs again. The passageway muns past the stairs
ancl you decide to continue this way. A litfle forther
along you come to-a small flight of stairs; but the
passageway is so dark that you do not notice them
in time. You tumble down and land i a heapal the
bottom. Lose 1 sTamina point. Turn 1o 264,

367363

367

You cough lightly and step forward. The man turns
towards you and jumps back, startled, You apolo-
gize for frightening him and explain vour situation,
He eyes vou suspiciously and calms down, saying:
“Of course Ul help you! Er, ahem . . . follow me. As
he turns and walks through the door you can see
that he is not bent over double, but has a hunched
back. You follows him from the room. Tum Lo 210.

368
There is nothing of interest in the cupboards. You
may now leave the room by turming to 243. -
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360

You watch the door-handle cauhously, preparing
voursell forwhoever orwhaiceershould appear. The
handle turns - . . and then it's released. The shui-
{ling noise dizappears down the passageway. Your
visilor has decided to leave this room alone! Breath-
ing o sigh of relief, you sit down on the bed. But
whakb will your next plan be? Would vioun hke to take
a shorl nap and perhaps goin Some STAMIKA (fum
b 262) or would you rather leave the room and
cither follow the passage round (lurn to 252} or
return to the landing (turn fo 272)7

370

The bals claw at you as you run up the stairs, but
vou manaye to reach the top without any serous
wolnds, Deduct 1 sramisa point lor the cuts and
seratches. At the top of the stairs 15 2 door. Lighl
shines under the door and frightens the bats away.
You may open it, bul be careful fo do so slowly.
Turn Lo x93,

3A=372

371

You step over to the cupboards and trv the doors.
They are not locked. You grasp the handles and
open the cupboard doors wide. Just as quickly, you
slam them shut! Shaking nervously, vou stepawa v,
holding vour hands up to your gaping mouth. For
the sighl inside has given vou a terrible shock, and
you must add 2 FEAR points. Hanging from hooks
inside the cupboards are two corpzes which have
evidently been used for experiments of some kind.
The blood has not yet dried on these corpses —and
they are still warm! You lean back against the bench
i compose vourself. Tum to 385,

I7TE
You sit on the bed, trving to work vut hosy on earth

you can escape from this place. The room you are
now in seems safe enough and the rest refreshes
you — add 2 sTaMIna points. Bul a few moments
later, the wind whistling through the curlains
atiracts your attention. You glance over towards the
window. Tum to 168.
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A73~376

373

The door opens slowly and a man shuffles into the
OO CRITVING a glass confaining a clear liquid, He
appears o be bent double and his moyvements arc
slow. As he gets nearer to the bed, you realize he
will zoom notice that you are notthere, Do oo want
o mp oul of the room quickly and lock the door
behind vou (furn (o 330) or will you leap on the man
and attack him {tum o 399)?

¥
The landing furns right and a passage branches off.
You may either turmn left down the passageway and
pasta couple of doors belore turning left again (turn
Lo 339); or turn right, following the Landimg {furn to
272},

373
Yoo step back up to the fireplace and cxamine the
secrel button again, Will yvou pressiE(hurn Lo 302) or
will vou leave the drawing-room [lurn to z18)?

376
You glance at the bed and an idea dawns on you.
Perhaps vou could hide under the bedclothes
there is nowhere else in the room to hide. I you
wizh to fry this, turn to 262 Otherwize furn to 369,



377—380

B
Yom step into a small storeroom and close the door

behind vou, There are shelves on the left and nght
walls, on which various househeld objecis are
stored. In front of you, in the wall facing the door, is
arther dour. What do you want to ﬂﬂ" Will vou
zearch through the things on the shelves (fumn fo
83}, try the door opposile {furn to 255) or return o
the landing (harn to233)2

378
The hallway outside is clear. You decde agains]
tirning right and following the passageway, which
it a dead end. You may enter the Bblis room to wour
immediate left {tum to 125} or you may confinue
back tiswards the landing and follosw it {fum to 272).

379
You still find no signs of any traps. Ring for the
butler by furming to 318,

350

You keep a suspicious eye on the room while you
consider vour mext move. Suddenly. ome of the
sheets flaps. Was it the wind? No, vou think, the zir
is perfectly s6ll. You watch the sheet. Slowly, it nses
int the air as i it was being pulled up on a rope!
Add 1 rear point and decide quickly what fo do
Will you grab the sheet (furn to 7o) or leave the room
and slam the door firmly behind vou (hurn fo 32g)7

381-382

381

‘Right, then! savs the torturer. ‘Ler’s see if you
t=ally do know the Master or not. Orville here will
give vou a letter. You tell me the first word that
comes into your head beginning with that letter. If
¥ou izke vour time and think too long about your
answer, Dk will tighten the rack. Got that? All
nght, let's start.” Each Bme the torturer’s assistant
gives you a lefter, voumustswrite down on a piece of
paper the first word you can think of which begins
with that letter and relates to the house. After vour
test 15 complete, the torturer will consider vour
an=wers and then decide whether or not he believes
¥our story. To stari (when vou have pencil and
paper ready), torn fo 38.

382
You leave the Diabolus room and are standing once
maore in the narrow corridor outside. Do vou wish to
turn leff to investigate the windosw {tlL[‘I‘! tor 110} ar
would vou rather retumn to the landing and follow it
round {fom to 193)7
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383

You step back from the balile, nurse your wounds
and look at the eight dead bodies on the floor. You
shake your head at the senseless waste of Tie
Searching round the room, you find nothing of any
ralue, Butif vou are thirsty, thereis a jug of waterin
ome corner of the room. Presumably thisis drinking-
water for the dogs. You may drink from it i you
wish. If vou do, you may gain 2 sTAMINA poinfsif
YOUT 5T AMINA score was less than 12. Ififwas more
than 12, you will gain no STAMINA points, 25 vou
were not thirsty. You decide to leave the room and
explore the passageway outside. Tumn to 6o.

354

You pull cut 2 heavy book with a large cye em-
bossed on the spine. The cover has no nt]e and yom
flick the book open. The frontispiecs is an elaborate-
ly detailed drawing of a symbolic eye. You cannet
help staring at the dlustration and, as you do so, Lhe
dark pupil seems to ghint as if it were made of glass.
Shapes start to appear and faint soumds reach your
cars. Lhe sounds ame screams of agony! The sh Apes
in the eye are contorted human faces racked with
pain! You shiver with fright as vou look at the poor
wretches, and you musl add 2 Frak poinis. Realiz-
ing what is happening, vou try tocdose the book, but
something is compelling you o keep on staning at
the cye. Koll two dice and compare the total wath
vour sk score. TEvour roll exceeds your skill, turn
to 331, Otherwise tum to 36,

3ic—386

385

Suddenly your ears prick up at the sound of foot-
steps coming closer. Yoo nip into the shadows and
wait. The lootsteps stop outside the door and yon
can bear fwo volces talking: Hadn't we better ask
the Master's permission?” one asks, “Hmo. Maybe
vou're night. And we'd better get a light for Lhe
lamps.” You breathe a sigh of relief a5 the footsteps
disappear off in the direchon you approached Lhe
roerm. You decide it is best to leave before they
return and yvou open the: door on to the landing, Lhe
safestway Lo g, it strikes ¥ou, is away from the twao
visilors, whu may return at any moment. I voo
approached this room from the left, turn to 22g; i
vou came from the right, harn to 26,

36

You clear vour throat and call outsofthy; vourcerkain-
Iy don't want to disturb anyone eisein the house.
l__"tl':'"'ﬂ'lﬁ- no reply. "r‘n:m.steplum ards, stumbliovera
chamber-pot and crash o the door. That's strange,
vou think — surely vou would have seen nhh’r mn
FF"IH.{J!' ¥ir. You rise to vour feet and wince, You
have banged your knee badly. Deduct 2 sTamina
points and urn o 290.




387—388

You find yourself in a dark tunnel. It is quite short,
and ends af a door. You open the door sloswly and,
when you are sure there is no one inside, you step
into the room. Ttseems o be some sort of ceremonial
anie-room of dressing-room, Hanging from hooks
around the walls are thirty to forty white gowns,
and testing on shelves underneath the HOWTIS aTe
macabre masks, made from goats’ heads, A single
premageway leads off to the left. While vou are
wonderning whers [0 go next, a sound sendz a chill
dowen vour spine. Someome is coming! A hubbub of
voices grows louder as a group of people come
towards the room. You look quickly roond for
somewhere fo hide and dedde to nip behind the
door. Suddenly the door opens and about forty
people come info the room, all chattering excitedly.
You mingle with thern and merge unnoticed into
the crowd. They are ribbing @ man called Beother
Issacson. I scems that onight is a very sigmificant
night for him. You copy what thew are doing,
Bughing and smihmg, and even gelting dressed up
n a gown and mask. Eventually, when they are
dressed, they all move off along the other passags-
way. Will o go along with them {fum to 122) or
will you hang around at the back, hoping to stay
behind urmoticed in the room (Burn to 21g)7

388
“Before Lwill answer your question;” she says, Yol
must fell me something — whatis my name?” Do you
know what her name is? T 50, vou will have noted



385—391

down a reference number to tum to, should you be
asked this question. Turmn to this reference. If vou do
not know hee name, she will et answer your
question no matter what you threalen to do to her
plants and vou must leave the room by tuming io

150,

389
You step into the passageway and follow the hall
round to the right: back to where it rejoins the
landing. You carry siraight on. Tum o z7z

300
You heave the door with your shoulder. The wood

creaks and it opens aliltle further; enough o let vou
into the room. Ttis small and bare; and a cold, damp
wind swirls theough it, billowing the curtains. The
window pane is smashed and the floor beneath the
window is sodden from the rain. You look around,
but there is nothing unusual in the room, apart from
a frayed length of knotted Tope. You may take this
with vou if vou wish and leave. As you pull the door
to vou find a piece of glass wedged undemcath if,
which was making it stck. You lum left out of the
rooir and continue along the landing. Turn to 287.

3o
¥ou race across to the door and twist the handle.
Aazaat! You stifle a scream and release the handle
immediately as an electric shock runs up your arm.
Lose 2 5sTAMINA points and fum toz77.

g2

You proess the button and hear a small click. Then
vou hear another sound and you swing round o
face the corner shelf, Beside this shelf, a shiding
panel has opened in the wall. You walk over to
investigate and bend down to look at the apening.
Toolate, vou realize that the panel has revealed, not
a funnel atall, buf a false opening. The wall behind
iz solid. Butil has served its purpose; vou have been
lured into a trap! You are standing on a trap-door
which opens beneath you and you fall downsvards.
Turn o 397-
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343
The passageway widens into a small chamber,
Although it is dark, vou can see a staircase going up
2 few metres ahead of vou. To wour right, the
chamber opens oul into a wide area. You slep
forwards and, almost immediately, a twittering
noise puts you on vour guard. Suddenly you {eel



394—395

sornethini land on vour head and dig sharp daws
inte vour scalp! You gasp and swat it awav. Your
hand touches a small, leathery body and a pair of
wings slart to flap as it rises [rom vour head. BATS!
A number of them are Aapping around your head,
darting and =scratching with their claws. You must
add 1 rear point for the shock. Do vou wish:

To run up the slairs? Turn o 370
Tie hide under the stairs? Tum to 320
Tis fight the bats? Turn to 343

394

The fire and the brandy warm you and yo begn io
ferl more relaxed. You may deduct 1 FLAR point if
vou have any. You explain to the Earl what hap-
pened on the road and that vou would like touse his
lelephone to call the local garage. T'm afraid our
telephone line came down tonight in the storm,” he
replies. “We will have it repaired 10MOmow moTn-
ing. Tn any case; the garage would not come out
here at this hour, Butdon't worry. You are perfecty
welcome to spend the night here; Tam glad of the
company. Tomorrow Tranklins will take you mio
towyn, Ah! TTere is Franklins mow.” The buller comes
back in Lo announce that a meal is ready. You both
rise to o into the dining-room. Tum o 305

393 -
The wine is impeccable; a fine vintage. Soup fol-

lows, and then you may choose eitherlamb {1!.1.1'1'1 to
1) or duck (1urn Lo 135} for vour main conrse. Or

396-397

vou can tell your host thal you have already eaten
and you are oot hungesy {tum to 244),

300

The t@all e is lnwn—-wﬁgﬁum the wall. The back
opens and you are shoved inside. [t s a tivht fit and
you are forced up against the bars as the door is
icked behind vou. One of the torturer’s assistants
winches von op m the air. You wdll [1ar|g, g118-
pended Tom a rope until your sTAMINA runs out
from stamvation. IF hunger does not take its toll
gquickly enough, the cramps probably will. For
althoegh vou are standing op, you may not sit or
lean in the cge. Your adventure is as good as
aver::

397
Dowen vom fall for several metres until you finally

F_E:‘Ld n a heap on something soft. Add 1 FrAR point
tor the foght and Tes!f your Luck. I you are Lucky,
you are unhure W yvou are Unlucky, vou have
bwisted vour wrist - deduct £ sRILT point: You pick
yoursell up and verify there is no serious damage.
You have landed on a mound ol earth and hay and
vou realize that vou are in a cellar underneath the
hoose. The room is ialtly small, with one door.

Chutside vou can hear a shuffling noise coming
closer_ Will vou spring behind the door to surprise

whalever is approaching (turmn to 6], or will you
gquickly seatch the room for a weapon in case you
need to defend vourself {tom ko 355)7



393—400

308
The slairs are very dark. Yoo take a fow steps down,
trying desperately to see the stairs below you. Sud-
denly vour fool slips and vou lose your balance.
Lose 5 STaming points as yon humble down the
skairs, landing ina heap al the bottom: Turn to 264

354
Youor wisitor 15 2 ITUNCTIBACK and he is both

surpnsaed and [righlened as vou leap on him. He-

zobve vouor battle:
HUONCITBACK SKELLF STAMINA 7

When you have reduced his sTamina to 4 points or
bess, turn b 220

I3
The creature howls as vou slrike Lhe linal blow, 1t
lotbers o ats hooves and orashes down on to the
fzble. As it falls, its Hailing arms smash into the
chiandelier m the centre of the room, scattenng
candles on to the fdoor. From behind you another
ory goes up and your other attacker, whomn you
have forgotten about completely, springs over Lo
L Eable f0 g Ehe baast pitifolly. You cught to kill
both of ﬂ'tem, but the pathetic, sobbing creatuee




hunched over the huge bulk is hardly worth con-
sidering, Tn any case, something else, much more
dangerous, has caught your aftention. One of the
candles which was knocked {rom the chandelier
has rolled across the fAoor and set light to the heavy
curtains, The fire is spreading rapidly — you must
escape quickly!

Smoke is beginning 1o creep out of the room as vou
close the front door behind you. Walking down the
drive you glance back to sce the fire making rapid
progress through the eround floor. Flames are lick-
ing along the wooden beams, Inan hour ar so, the
place will be beyond rescue. From & safe distance
you watch the fire destroy the house.

A fitting end, you think, for d House orhell.




