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The omoe-peaceiat wiorld of Qb 25 in terrible danger. Drark
forces areab work o amleesh the awesome mignt of the Evil Cine
but their plans rennot be completed withoul the g endary
Talizman of Death, it seems that all Db is searching oo the
Tafimen and yet YOU arethe one who cares it FOULR
mission 5 ho destroy che evil Talsoman betore the @inions i
yeath czn peach i But bowazel Time is runningout, .

Twn dice, a pendl and 2n erpser aze all vou nesd Lo embark on
this shrilling advenmre of sword and sercery, complets with its
plahesrale combat system and a senze shet to recard vour gains
anid Tossrs.

Many dangers e ahead end your suceeas i by ono means

cermin, Fowerfiol advessaties an: ranged againsd you and ofen
yeronky choice IS 1o kil eor b kibled!
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HOW TO FIGHT THE CREATURES
OF ORB

Before embarking on your adventure, vou must first
determine your own skrengths and weaknesses.
You have in your possession a sword, a backpack
containing provisions (foud and drnk), and fire
flares to combat the dark terrors of Orb. After weeks
ol mniensive training, vour sword-play is swift and

deadly.

fo discover the strength of vour courage and the
powver of huck, vou must use the dice Lo delermine
vour imifial STAMINA and LUCK scores, On pages
18-1g there is an Advenliire Sheo! which vou may use
i record Ehe details of an adventure. On it vou will
find boxes for recording yvour sKILL and STAMINA
and L1 CK SC0Tes,

You ars advized either to record vour sceces on the
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Adcemfure Sheet 1ni pen cil or to make 1_1hu::ut-:;u:|:|pj:e5 af
the page to use in future adventures.
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Skill, Stamina and Luck

Roll one die. Add & 1o this number and enler this
tatal in the sEILL box on the Aduetare Sheet

1oll both dice. Add 12 to the number rolled and
enter this total in fhe sTanima box.

Roll one die. add & to this number and enter this
botal in e tu ok box.

E{ﬁr reasomns that will be explained below, SKILL,

FAMINA and 1LUCK scores change constanty dur-
mg an adventure. You must keep an accurale record
of these scores and for this reason you are advised
cither to write sinallin fhe boxes or ko keepan eraser
handy. Bul never rub out vour Inifisl scores.
Although vou may be awarded additonal skiri,
sTamMina and Luck points, these totals may never
excecd your Mitial scores.

Your SKTLL score reflects vout swordsmanship and
general fighting expertise; the higher the better.
Your sTAMINA score reflecis your *.:r.:'u:ra.' comxstitu
Huon, your will to survive, yvour deleminztion and

overall fitness; the hiszhir ¥OUr 57AMINA scoTe, the
lomgier vou will b able to survive. Your 1 DCE ST0TE
indicates how naturally lucky a person ¥ou ans.
Luck — and magic —are facts of life in the fanlasy
kingdom you arc about fo explore,

Eattles

Tou will offen come acToss pages in the baok which
msmuct vou to tight a creature of some sort. An
opbon to flee may be given, bul il not —or if you
choose 1o attack the creature anyway — yoir must
resolve the battle as described below.

First recond the creature’s skiLn and sTAMINA
soores in the birsk vacant Monster Encounter Box 3la)
vour Advenfyre Sheet, The scores for each creahare
are givien in the book cach time vou have an enooun-
T,

The sequence of combat is then:

1. Roll both dwe once for the creamme, Add its

skrir score. This total is the creature’s Atack

Strength.

Eoll both dice once for vourself. Add the namber

rolled to your current skrLt score, This tolal is

your Attack Strength,

2. [ vour Altack Slrength is higher than that of the
creatiore, vinr have wounded it. Proceed to step
4. W the crealiee’s Altack Streneth ic higher than
yourts, it has wounded you, Pmceed to step 5, I
both Attack Strength totals are the HATMEL, AL
hawve avoided each other’s blows — starl the next
Adtack Round from stepa above.

2. You have wounded the creature, so subtract 2
peinis from ifs sSTamiNa score, You may use
vour vrck heee o do additional damage (sce

W)
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=, The creatire has wounded vou, so subiracl 2
points from yollr own STAMINA sCOre. Again
you may use L Kat this stage (see over).

6. Make the appropriate adjustiments to cither the
creaturlts OF VOUT OWD STAMINA scores {and
VOLE LU O K Seore i vou nsed LUCK — See OFer).

17 ij-eg,m the next Attack Round by retuming o
vour current SKILL score and repeabing sleps
16, This sequence continues untl the sTamiva
sopne of either vou or the creature you are
lighting has been reduced 1o zero {deatn).

Escaping

Oin some pages you may be given the oplion of
FUAMing away {rom a battle should things be gong
badly for vou. TTowever, if you do run away, the
creature antomalically guts in one wound on vou
(subtract 2 STAMIN A points) as vou flee, Such is the
price of cowardice. Note that you may ust LUCK 071
Lhis wound inthe normal way [see below). You may
unly Escape if that oplion is specilically grven Lo you
o1 the page.

Fighting More Than One Creature

Samelimes you will ind vourself under attadk from
mote than one person or creature. When this hap-
pens, cachwill have aseparatt atlack on you in €ach
Altack Round but you must choose which one you
will fight. Attack your chosen target asin nosmal
battle, Against the other, vou must throw for your

io

Altack Strenglh in the normal way bul, even il your
Aftack Strength 15 greater, vou will not inflict &
wound. Just count this as thoush yoo have parried
an incoming blow. However, if vour Athack
Strengsth s fower, you will have been wounded in
the normal way

Luck

Al various times during your adventure, cither in
batiles or when vou come actoss situations in which
vou could either be lucky or unlucky (details of
these are given on the pages themselves), you may
call on vour LICK ko make the outcome more favour:
able. Bulbeware! Using tuckisarisky business and
if wvour are unlucky, the results could be disastrons.

The procedure for using vour L v ek isas follows: rall
bwo diwe. If the number rolled is egqual to or less thir
vour currenl LTCK score, ¥ou have been lucky and
the result will go in your favour, If the number
rolled is hizher than your current TUCK score, Yol
have been unlucky and you will be penalized.

This procedure is known as Tesiing your Luck. Each
b yoru Tesfyour Leick, you must subtract ome point
from vour cucrent LUCK score. Thus you will soon
realize thai the more vou rely on vowr cuck, the
more rigky Ehis will bedome:

TI



Usmg Liick in Baliles

{1 certain pages of the book vou will be told to Tes!
your Tuck and will be told the consequences of vour
being lucky or unlucky. However, in battles, vou
always have the option of using vour LUCK cither [o
|nﬂ1t‘l'.-_1 e serious wound on a creatiore ¥ou have
just wounded, or fo minimize the effects of ‘a wound
the creature has just inflicted om voo.

Ifyvou have just wounded the creature, vou may Tesl
yinie Lick as described above. If you are Ludky, you
have inflicted a severe wound and may subtract an
gxtr z puints from Lhe creature’s STAMINA =C0TE.
However, il you are Unlucky, the wound was a
mere praze and you must restore 1 poinl o the
creature’s sTaM1ka (1.e. instead of scoring the nor-
mal 2 points of damage, you have now scored only

1}).

If the creature has just wounded yvou, vou may Tesl
yiour Lick to iy to minimize the wound. If vou are
Lucky, yvou have managed to aveid the full d.amam:-
uif the Blow . Beslore 1 pmﬂtnh TAMINA [Le: ]I‘._-l.'EElﬂ
of doing z poings of damage it has one only 1) If vou
ave Lnlucky, vou have ’rakl-'n 2 mare serious hlow.
Sublract 1 extra c1TaMINA point.

Remember that you must subtract 1 point f"nm}'mir
oW LUCK score each tme you Tes! yoer L
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Restoring Skill, Stamina and Luck
Skiil

Yourseil 1score will not change much during your
adventure. Occasionally, a page may aive inslruc-
tioms to increzse or decrease your SKILL score, A
Magic Weapon may increase your SKILL, but ro

member that only one weapon can be used at a time!
You cannot claim = SKILE bonuses for cammying two
Magic Swords. Your sKILL score can never exceed
its it valoe, Dmnking the Dotion of Skill (see
laterd will restore your ssiLt toits Imilin! level alany
T,

Stamring and Prozisions

Your sTAMINA scure will change a 1ot during your
adventure as vou fight meonsters and undertzke
arduous tasks. As Vol meat your goal, your STA-
s alevel may be dangerousiy losv and battles mav
be !_ﬂﬁl'l'iﬂﬂaﬂj'ﬂ&k}-', st be careful!

Your backpack conlains enough Provisions [or ten
meals. You may rest and eat at any time except
when engaged in a Battle. Eating a meal restores 4
Tasiva points. When yon eata meal, add 4 points
o your STAMINA score and deduct 1 point from
vour Provisions. A separate Provisions Remaining
oox % pronaided on the Adveriure Sheet for recording
fetails of Provisions. BEemember that vou have a
..-"'.-I:.-: Wl o _gll'l. S 1IS58 :.-'UEJT P!I'U'i. ]b'lli_."'l'l'_-h ".-‘n.’I'JE,"'] :.'.

L=

[
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Rememberalso thal YOUrsTAMIN A SO0TE MAY NCVET
exceed ils fnifial value. Drmnking the Polion of
Strength (see later) will restore vour s rasiNa toits
fidal level al any time,

Lk

Addilions to vour ¢ vk score are awarded throngh
the adventure when vou have been particulary
lucky. Delails are given on the pages of the book.
Remember that, ac wilh sxI1tL and sTasmisa, vour
LUCK score may never exceed its frfial value. Drink-
ing the Fotion of Fortune (see later) will restore vour
LUCK to its [nitial level at any fime, and increace vour
initial Luck by 1 point.

EQUIPMENT AND FOTIONS

You will start vour adventure with a bare minimum
of eguipment, bul vou may find or buy other dems
during vour travels. You aré armed with a sword
and are dressed in leather armour, Yoo have a
backpack to hold vour Provisions and any Lreasures
VOU Tay COmE arToOss.

In addition, you may take one bottle of a magic
potion which will aid you on vour quest. You may
choose to take 2 bottle of any of the Rollowing:

< A Potion of 5kall — restores sKILL points
A Potion of Strength — restores srasiya poinls
A Potien of Fortune — reslores LUCK points and
adde 1 fo it LUCK

These potions mav be taken at any time daring your
adventure {excepl when engaged in a Battle). Tak-
ing 4 measure qunt-i:m will restoro SKILL, 5TAMI NA
orLEck seores to theis Initisd level {and the Totion ol
Fortune will add 1 pomt to your [nifal tuck score
before LOCK s restored).

Each boitle of potiun contains enough for ore mea-
<ure, i.e. the characteristic may be restored omce
during an adventure, Make a note on vour Adoe-
fure Shest wwhen vou have used up a potion.

15
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Remember also that you may ondy choose one of the
thres potions to take on your trip, se choose wisely!

To explore the network of caves and tunnels and to
combat 1he tlerrors of the night, vou are also equip-
ped with five torches. To light them you have a flint
and tinder— guacd them with your life!

1h

HINTS ON PLAY

[hereis one true way through the mysterions world
of Orb and it will Eake vou several attempts to lind i
Make notes and draw a map as you explore — this
map will be invaluzble in future adventures and
l_'r:ﬂh'[-l_ vou to progress rapidly through to unex-
plored sections.

oot all arcas conlain easure; some merely contain
aps and creatures which you will no dou bt Eall foul

. Yo may make wrong tuenings during vour
guest and w ‘hile VOU May mdt—*u—*r] Projress ’rhmu"h
HI YU ulmate: destination, il is by no means
certain that vou will find swhatyou are searching For.

it will be TEd]'i.-"k.'lJ Ehat unLr[e-a nnk:n: no sense i 1'Em:1
the enities vou are instructed b rea |.1. Hl’.‘.ﬂdlnh uihr:r

cntrics will only cause conlusion and may lessen the
excifement during play-

':3:'.f one lrue way involves a minimuam of nisk and
any plaver, no matter how weak on indtial dice rolls,
=h :u_L'J be able to get through lairly easily

May the Tuck of the gods moowith you on the adven-
ture abead!

17
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BACKCROUNI

You are reeaining conscipusness. Your eves fluiier
open lo the sound of a songbird, tnlling jovously.
Yo are ing ona couch of preen velvek, seton the
lopmosl Lurrel of a great white castle hanging inthe
clouds. Rising t0 vour feel you look around. The
sonebird, whose sleek feathers are a warm bur

nished gold, is perched on the batilements, res 1:‘1:?!‘:-
dent against the ocean-blue canopy of - <ky
which there is no sun. =

Yoo are clad in sirange, outlandish -duothes,
breeches of dark-green leather and a thickly quilled
leather jerkin. On your leet are russet-red calfskin
boots, supple and comfortable, inte which Lhe
breeclies are tucked at mid-call. A heavy sword is
belted at your side and, with a shock, vou realize
that zomehow vou kmow how o use il skilfully and
with deadly force. As the songbird tlls vou fry, in
vain, 1o recall memories of Earth but evervihing is
hazy and distant. You have been taken from the
world vou know and trained in the art of '-‘-H*Drcl—
plav. You carmot remember even who trained v
ot why, but the hill of the sword fits vour hnmd
snugly. Drawing it, you lunge and parry, manvel-
]mE at hon the sword culs 1h rough the amr fEster
than the eyve can follow.

The songbird scems unperturbed by worr fine

0

display of swordsmanship, bul you are sucprised
when it cocks iks head and speaks to you, its voice
fluting merrily.

'I.‘H.—ir:c:-rnnf, Champion of Fate, Do nol be dis-
mayed, you are not yel in danger.”

‘Where am [?" you ask. Leeling as if you are ina
dresmm.

Far, far from your home, | fear Lo say: This is the
world of Orb and v are in the Garden of the
Gods.”

What 1= 0rb? vou demnand.

You will find it most strange and full of wonder,
for 1t is very different from Earth, Men must share
it Mok iu:-t with talkinge creatures soch as T obot
3 -T:I't weird and [ell monsters, giants, dragons and
demorss. There are warlocks and sorvcerers, too,
creat wielders of magic, in thecilies. Bul donol {ear,
vou have been chosen to be our champion, for vou
zre more likely 1o suceeed than any other on Barth.
Now [ must complete my fask. Come, my masters
oid vou join them in the chamber belins. Please
mllow me.”

With that the golden songhird flutters away downa
? ral staircase. Shaking vour head In conlusion vou
scend the stome skeps into a large drcular room
where two beings fucn towards yoa. “Welcome,”
~=vs one. a pale female figure enfolded in a switling
robe of many colours above which you can only se
= perfectly smooth and hairless head. The robe
~.'-:":r"r'1-~r*1 its colours shiffing as she steps foswards
v, calching your mind before you realize whal is

21
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happening. Lookinginto her face, you secan mmg._
of vourself, fighting for your life inzide a huze
l‘l;"]'l‘l}'.l]{-' Then the i image shifls and vou see }Gu_hce]_[
leaving a walled city, hastening alome across a deso-
late moor, only io find voursell deep in 2 jungle,
surrcunded by devils with blue skins. Your nape
bristles as vou realize that she is revealing glimpees
of your .:l-._sum It is only when they arc over that
vou notice she has no eyes in her smooth pale face-

The other figure changes evenas vou lookat him. At
one moment he is an ancent while-haired man,
heavy wilh knowledge, at another an miant, wise
beyond his vears. 1he metamorphosis® through
vouth to age takes but a few inslants, vet fluws so
mmul‘lﬂv vou cannot see the features EhﬂI!gE His
vaice 14 soft and ageless. "We have summoned you
hiere to the weorld of Orb because we wish 1o prevent
a fatal upset in the balance of nature. The cosmic
seales have been Hpped too farand vou must plava
part in righting them. Itis not forus in the Garden of
the Gods to set things rzhi. We cannot fght him
whe svould brine chaos lo Orb. Rather we use men
as our tools: 1 shall not say whether vou wall
succeed.”

The floor of the room wpon which vou are standing
i5 the maost realistic and detailed map imaginable:
You can even see small fipures tlling the Gields and
walking the streels of an entire world; a world o
pinnacled castles; kmighis on horseback, their men-
at-arms bearing banners which stream in fhe wind;

2L

and strange high-walled cities with fowers and
spircs, concealing the dives of assassing and thieves
'—mng:l' the I-.pir:n dour. The eveless Iimunortal steps
farward, het robe now the calonr of the deep sea,
and caresses your cheek.

‘W are sending you down to the surtace of Chb.
if you fall into ﬂ'u-_l cutches of Death we cannot aid
vou_ Do not fail psl

“Faitin what? you 'p-eb'n to ask. But just then, 1o
vour horror, you find voursell being drawn inexor-
2bly towards a black crack in the map. The realiza-
son that vour destiny s being lampered wilhangers
vou, and vou resolve to find a wav back to Earth and
wour home at any cost. As Ehe world of Ceb rises up
o corulf vou, the awesomeness of what ishappen-
mgz ovenwhelms you and vou lose comsciauingss.

NOW TURN OVER
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1
When awareness returns vouo ook around. You are
standing in a huge vaulted chamber, deep under-
cround. In the chill air vou wonder what terrble
fate may be in store for yvou. You are utterly alone,
withowt a frend m the world, and Yo hawe no idea
what Headish horroes mav exist here, so far from
nome. There are no windows in the chamber, nor
nalural light, only the ruddy slow of flaming torches
that are fixed to pillars soaring bevond sight. The
valls are runming with damp, the air musty and
heavy with age. There are two archivavs al the back
o the cavern. Before vou can investigate further,
the torchlight tickers, and a cool gust chills vou Lo
the marrosw; something in the unseen darkness is
czusing the aic to move. A light flashes briefly ahead
and an infernal howling echoes across the wvast
vauli hohiving thing could possibly bave made that
dreadhul sound, you think to yoursell, but then you
semember that vou know nothing of the dreadful
_-;'-Ll-_f_i":ﬂ' of Orb. You hear the sound of running
nobsteps TP wehing rapidhy; vou cannot vet see
who or what is coming. Will you run through the
e=rest archway (fum to 17). or hold your ground
':a' draw your sword (lurn En 50)?




2
There is an uneasy silence in the ale cellar. Tyutchey
looks across at vou and savs, T don 't ke your face.”
Cassandra nods agreement. If you relort, Al least,
unlike you, Tam wholesome ta look opon,” fom o
294. Il vou meekly reply, ‘I'm <orry, 1 was born thal
way, and leave the ale cellar, tnm to 303

3

You ask the barman fora mug of ale. While he pours
vou vour dank, vour eves adjust to the gloom and
vou survey his customers: You have never seen a
mone disreputable bunch of villainous-looking cul-
throals. The barman savs, That will be a piece of
zold.” You hand over the money. As you replace
vour moncy-pouch 2 dozen pairs of eyes watch
dosely. The only one who deesn’t watch is a
tooped old man, cleaning slops off an empty table,
Vill you:

o

Talk to the barman? Turn ro 83
Walk orer to the old man? Turn tor 1y

Approach six surly-lookimg men,

who look like thicves? Turn b 280
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1

the Preranodon, moelally wounded, crashes into
the undergrowth. You stmuysele on; the heat is
copressive and you are pligued by flies, which
arcle between the 2l straight conifers. Creepers
a1l from the overhaneing branches and great [eens
cover the ground. Lhe air is alive with strange
moizes, and huge dragonflies, vibrantly coloured,
sum from flower to giant dower: Suddenly, with a
=port like a3 rifle, a ee-tnmk snaps. The ground
shakes as a huge prehistoric monster charges at
voi. Three long homs project from the bony cara-
sace which protects its neck. You mustlighl . ..

TRICERATOPS SKILL 8 STAMINA 30

After three rounds of combat yvou hear shrill cries of
=l=rm as another great beast thunders fowards you.
Szt yowr Luck. I vou are Lucky, burn to go. If vou are
Unbucky, tum tozs.

5
tou charge at the Shieldmaiden. She coolly takes

=m and unleashes a crossbow bolt, [Eslams into the
<soulder of vour sword-arm, crppling it with a
searing pain. Lose £ sgi1LL peoint and 2z sTaMin A
pomfs. As you fall, the Shieldmaiden places her
sword at vour throat. Don’t make o move i you
wish to live,” she says. Tum to 75,




i

&
The servant says, ‘Ah ves, vou are expected. Please
come in’ You follow him iolo the pardour. The
dining-table is laid for three, Apothecus rises o
grect vou and introduces you 1o his friend, Dho-
_ dorus, a Sage who iz ancxpert on fravel between the
planes of cxistence, He tefls vou that there are

porlals or gates, allowing travel betwesn Orb and:

other worlds. He suspects that vou may have been
brought from Earth to» Orb by means of soch a
puna] ‘When vou tecover the Talizman,” he says,
‘vou must leave Greypuilds and walk south-east
until you come to the Great Platean. Mount Slar-
reach, the tallest mountain on the platean, has, atits
sturanit, one of these porlals, throogh which you
must pass it you wish to retamn to Earth. .
“And now to more immediate mathers” says
Apuothiecus. You can leave the city by the posiemn
pate in Lhe cemetery. If vou gel into serious trouble
voumay be able to call on the All-Vvther foraid. 1o
do so cry, "All-Mother, nature herself, preserve
me.”" He makes vou repeat the words and you
cmmmt them Lo MEemOTy; note them on n:mr
Adventure Sheet. He explains that the All-Mother
the Fountain of all Life, the opposiie of Death. '5‘19
may be prepared to help vou, but only once, at the
timne of your greatesl need. Tlowever, remember
this: no deity can intervenc in another's temple.”
You thank them both and tum in early afier the
sumptucus meal of peacock basted in Spints of Ra,
and other exotic dishes. You wake up refreshed —

7

EaiN 4 STAMTNA points, You bid Apothecus fare
wiell, thanking him tor all his help and hoping that
vou won't let him down. You set out to find the
Ihieves’ Guild. Turn & &g

Tou hght a torch and enter the cavern, which
strelches away into blackness. You scramble across
the cavern foor until you see a small smooth-walled
annel branching off from the main tunnel. The
irong smell of sulphur seems o pervade bath, Wil
vou walk down the wide and rocky main tunnel
T [ 378), or mvestigate the narrow funnel (Lurn

i 232



8

You pul several miles between vourself and
Greviuilds and sleep the night in a hawnck. You
awake refreshed. Gain 2 sTamina poinis. Which
directon will vou take towards ithe P]Ei‘i—".EIU? You
coald take the direct route, south-sast, across rough
moorland; continue along the old trade road. due
sonth for o while and then strike east; or head east
across the hieath 1o the hills before turning south.

Turnioziz
ITum o 300
Tumilo3i3z

Simntirasl
South, then east
East, then soulh

9—10

Loulie s6ll, enfolded in the Roc’s alons, asitwings
= ponderous way to the purple mountaing. Soon
Fou are sprallimg up the mountainside to the Roc's
=vTie. The Boclets vou fall on to the fealber-soft nost
and prepares to dismember vou before feading yvou
o 1ls bwo enormons chicks, You must fight the Roc.
Each fime vou make a successful attack, roll one dic.

If vou throw a 1 fum to 55.

BEOC SEILL 14 STAMINA 10
EE i

I vou win, burm bo 8y

10

You attack the Dragon! T shall rend vou limb from
dmlyikraars, The great claws swipe at vouasit fries
o crush vour head in ity enommous jaws.

REERD DR AGON SEILL 12 STAMINA ZO

If you reduce the Dragon’s s1amina to 5 or less,
fum fo 29,



11

11

You stop al the bar and ane about & ask the barman
what there is to donk, when you hear Fourselt
saying, You fat pig, pour me a drink before the
sight of vour squalid pus-ridden face makes me
vomil,” The barman sliffens, astonished and in-
censed. He gives a strangled ory of rage. grabs his
cub and hurdles the bar. You slep back, drawing
your sword. Your cyes have adjusted lo fhe gloom
and you notice thal some of his cuslomers are nsng
ter their feet. They arc Lhe mast disreputable bunch
of wvillainousJooking cutthroats you have ewer
sern: o has a scar runming from his ear to s chin.
You must fight the barman and onc other.

SEILL STAMING
First CLT-THROAT & 0

r

If you Teduce the barman's STAMINA 10 4 07 less he
scuttles back behind the bar. 1§ you can then reduce

12

the Frst Cubthroat's sTAMINA to 5or less; Test yous
Luck. 1 wou are Lucky, tum to zoa. JF vou-are
Unlucky, tum fo 181,

1Zx
Your first blow is fatal. Blood spurls from a gaping
wound and the old man falls to the croand: Yol
step back as he turmns once more into his normal
torm, that of a huge Bed Dragon. The Guardian
Dragon of the portals is dead. You skep towards the
silver shimmering porial. 1urn to 400.




135

13

~ woman weanng chainmail and carrying a loaded
crossbow bursls into the torchlight ahead of vou.
Sesing vou, she immediately points the bow inyour
direction. Three men, panting heavily, appear be-
find her. The first, a tall and handsome man, is
dressed in shining silver armourand theblade of his
wo-handed sword glows with a faint white
==diance. The nextis dressed in o flowing robe of
Zoth of gold and wears a smiling golden mask, He
c=mmies an ivory staff. The last is a thick-set man with
= white surcoal over chainmail. A red erose adoms
mis breast and a spiked mace hanys at his side. They
=top. Omnee again vou hear a wailing, louder than
s=iore. They are almost upon us,’ cries the man
with the glittering sword. The Shicldmaiden calls to
oL, “Who are you and what are vou doing here in
ne Rift, the spawning place of all evil? Will vou

5av you have come from

another world? Turn lo 247
cay that you are on a quest

against evil? Tuen to Go
I'ry to play for lime? Turn ko 7y
Attack the Shieldmaiden? Turntog

%.ﬂ i
4



1415

14

You camip for the night, but some large black fhies.
which had just seemed a nuisance, are now objects
of fear, since their eges have hatched and vou are
food for their larvae: You gel no rest, and den't
resain any STAMINA as a tesult, At dawn vou
plunge into an algae-covered pooland the larvae fall
from yuu. Peeling beller vou begin the march fo-
wards the [oothills of Mount Star-reach. Scon vou
are climbing the mountain itself, grasping at the
siunted bushes which grow onoifs slopes. You
notice that the air i« becoming thinner, and you ame
shorl of breath wwhen vou reach a wide cave mouth,
which smells fainthy of sulphur. Inirigued, yon de-
cide o eater the cave, Tum o7,

15
The taproom of the inn is empty. You ask for 2 hot
meal and a room for the night. The innkeeper tells
vou thal this will cost vou three pieces of gold, but
savs that he is short-handed and that if yoo will do
the washing-up he will let you stay for nothing. The
choice 15 yours. You have a delicious meal of roast
hippoprifl in cream sauce. After your moeal vou
gleep like a log and wake up {eeling refreshed. Gam
4 STAMINA points. You set cut in search of the
Thieves' Guild. Turm to 4.

1h

1h

The doors open easily . It seems the magic has faded
novw that Hawkana is foly dead. The thieves have
been spying on you through the keyhole. Scarface
=ays, "The door was locked and we couldn’t get in.”’
He leads the way back op to the skylight. Tfy.._:u still
have Hawkana's ring, you feel it grow cold and see
that 3t has amished to a dull grey metal. Its magic
onky works within the Inner Sanctum. Suddenly,
the alarm bell kolls Joudly. As yvou reach the top
landing, a group of warrior women appears on the
ztairs behund you in hot pursuit. You all run for the
rope bangng from the skylight. As voureachit, vou
sEM5e @ movement at your side and dodge the
murderous thrust of Bloodheart’s dagger just in
fime. Before he can strike again, the warrior-wornuen
ket Toose a volley of crossbow bolts, Bloodheart's
body is peppered with quarrels, shielding vou as
vou chimb the rope. Leaving the stricken Bloodheart
to his fate, the remaininge thieves il;]rnp- agilely from
the temple rool to the rool ol a nearby house. You
will have o ump, too. Roll two dice, If the fotal is
less than orequal [0 ¥our SKIEL score, turn to 163, 0t
it is greater than vour k111, score, bum Lo 56,




17-149

17
As you dash towards the fortndding plackness of
the archway, you hear a click followed by a rum-
bling sound ahead. The floor beneath your feet
hEgmL. to tremble. Do you wani to hurd yourself
through Lhe archway, into {he darkness {furn to 1),
of SLop your headlong fight (furn to 2137

18
The Roc appears not to notice vour fubile attack and
you are sweptup ac the Roc begins to dimb towards
the purple mountains, You are loo high to risk
strugeling, Turn o g.

19
‘T'he roothless old man mutters at vou. He tells you
that this ale cellar is a dangerons place. Having
|.'r]_1;‘ B ]'|_]5 '1."|.ﬂ'|'|1'|'|'|” ]'I_E' 5]111fﬂ? fl-'deuJJ"i.- L'-I.Hu‘l. wall
you o back 1o the bar (furn to B8}, or go over 0 the
lable where six surly- .m-lunﬂ men are sating {om
o 280)?

Z0—21

21F

At last the steep cliffs swrrounding the plateau
ower anowve you. Steps have besen cutinto the face
o the reddish rock, which vou begin to climb. By

,_J_,;L.-,. vour legs ache :‘I"H:l"l'lﬂ'lﬂ]:l]_‘. and vouare ulad

FPP!.'I‘I a ledge where vou are welcomed by & umE

one spray nsng from a2 waterfall, It cascades down
the side of the plateau, casting small rainbows in the
sus, and the thunderous roar is almost deafeninge.
Will vou climb on up the steps (hirn to 3280, or
xamine the waterfall (turm Lo 33)2 '

21

‘ou stop ustin time — a slab of mooth rock slams

wn from above with a arash thal reverberates
round the cavern. It blocks the arch complelely.
ne other one is similarly sealed. Realizing that vou
Save no choice, vou turn to face the oncoming

olzteps and drave wour sword. Turn toas.



Yo walk divwwn the winding tunnel for some Gme.
1t bends gently to the left and downwards and
eventually opens cut into the large cavemn. The
dragon lies before vou, but this ime you are behind
it, A few of it ofd scales lie littered around it. Will

}- i

Thrustvour spear, if vou have one,

it it scaly back? Tura to'285
Ty to grab soine scales? Turm to 260
Try to grab some of the treasure? Turnto 38

Leave Lhe cavern? Turn lo3bg
23

She strikes you down, before helping vou fo vour
feet. You walk together into the Valley of Death,
where vour spirit will svander alone until the end of
fimme.

24
You go down the steps and emerge into a long low
cellar, set with tables and stools. The only light part
it the bar, behind which stands the bulky propnctos
of the inn., Turn to 3.

25—2h

=5

As you step back tolunge again at the wild monster,
vou sec a huge carnivore appear behind ift. This
must be what the Triceratops was runming froo.
Now it shoffles round 1o face the TYRANNO-
SAUIRLS, which is as &1l a5 a honse, with massive
jaws. A ganmantuan battle ensues. Finally the lotn
and bleeding Iriceratops is knocked on b its side.
The end 5 swift, as the foob-lone indisors of the
Trrannosaurus bury themselvesin the throat of the
fallem monster. The victorions creature swivels its
glassy eve to [ace you and raises ils head. Seeing
new prey it leaps towards you to smap yon up, You
must fight

TYRANNOSAURUS

[f vou win turn o 14

SKEILE T1 STAMINA 1H

With a mighty blow, your sword culs through one
of the Willow's branches and some sap from the free
falls on B0 your arme The Willow gives a Tow moai,
stops attacking and pulls its branches back from
vou. Wiall vou plunge yoor anm into the piol {(furn'to
161}, or beal a hasty relreat {turn to 397



27—28

27
The Roc misses you and svars up into the skv.
Tackily, its altentom is distracted by larger prev.
The Roc swoops again, with a roar of wind, and
carres off a wild horse. Grateful for your lock vou
hasien on towards the platean. Turn 1o20.

2B
You hurn down Carriage Strect and see the sign of
am inn, the Silver Trinkel 11 is next toa large siable
and work-house. 1L seems a much piore pleasant
place than the Red Dragon Inn and, as it is growing
late, vou decide to goin. Tum to 15,

2930

24

Suddenly, your weapon is flalling at air. The Dra-
gon has changed into an old man, with long white
hair, weaning 2 whife robe, ‘Spare me, | begvou,” he
implores, ina thin reedy voice. “At last vou have
hiffed the curse that was upon me. Only a sirong
warnior ke vour=elf could have done it. When [
came through the portal, many centunes apo, Twas
ducomed o stay in the form of a dragon unlil [ was
beaten in combal. Mow that [am myselfayam Tean
refurn to my world. Will you step through the portal
with me? Will vou agree and walk with him into the
silver shimmering portal (luen o 77), or attack him
e to 12)?

30
The footsleps are coming closer; suddenly, a sound
ikeadap of thunder reverberates around the cham-
ber. You ook round and see that both the archways
have been sealed by huge stone blocks. Yoo art
trapped. Tom k13-

%, »
Sh




i

31
The doors are il magically sealed shut. Youcannot
torce them open. You turn to sce that Hawkana has
risen o her feet and taken up her sword again. Her
eyes are filled with malice. "You cannot Kilme. This
lime Lwill carve ontyourspleen.” She is slower than
befors but you musl fight her again.

HAWEANA

If vou win, lurn to 54-

SKILL O STAMINA O

32
L'he brass Hger has a mischievous grm. You hang it
round your neck, hoping it will bring luck or protec-
tior. Lurn loag6,

3334

33
You approach the waterfalland wathin momentsare
scaked throurh. Looking deoser, you seea dry space
sehind i, under' the jutting ciff-face, When you
ump throoeh, a cave entrance is eevealed. Will voil
=nier the cave {lurn (o 42, orleave and continue up
the steps (tom fo 328)7

3%
Dedily vou dodege the Hailing claw and move in to
the affack. Do you have a spear? If you do, tum ko
1 IEnot, o' B



35-36

3>
Yo make some unintellimble stiuns and  Eronts,

pointing to vour mouth and cars. For 2 moment
some of them think that vou are casting a spell and
draw their swords, but soon vou hear one of them

saying, ‘A deaf warrior - well, there's a turn-up for
the scrolls!® The Captain mobons vou B mount
behind ene of the younger women, Elvira, who
does not seem pleased ab having o share her homse
with you. You ride {or some lime and after a whit=
the women resume their normal conversabion. You
realize they are members of the Watch, or law-
enforcers from Greveuilds-on-the-Moor. You alse
realize that there 1s rivalry bebween them and the
Priesiesses of the All-Mother in that dty. It appears
that the leniency of the Priestesses has annoved
them. Turn o 1g7.

36
You slrugple lo overcome the drowsiness and the
spell is broken, Looking up you can see bwo hirge
areen cyes staring al you from the tunk of the
1-,]]_10',\. Be[me vou can step back von are attzcked
by the branches ot the enragedd tree. You must ficht
the WILLOW WEIRD.

WILLOPA WEIED SEILL ¥ STAMINGL 20

If vou make four successhul attacks, fum &0 26,

3738

37
Mhe ROCs evesight is as sharp as any eagle™s. You

zre plucked from the pround like a harvest-mouse.
I'he Roc begins to cimb towards the purple moun-
@Eins and away from the platean, You are soon too
high to risk struggling. Turm tu .

fou make a grab for a jewel-encrusted helmet but
mip, In your hasks, over a golden chest full of black
pearls. The Diragon hears von, tums and breathes
On you as you are siruggling lo vour fect. Rolling
iets of flame consume you and you are charred Lo a
ander. Tumn o 43.



T | R |

i
1
|
1)

39—40

39

You wend your way along the bank of the river thal
runs west from the sprng and leave the fems
behind. The terrain has become a little more open

nowe. Lookimg back, vour heart quickens as vou
catch sight of one of the Dark Elves sniffing at your
=il T1e moves with a lithe sywiflness swhich would
seem graceful, if b wasn’t for his spiked black
armour, and deadly expression. While you are
wakching, he stands npand points in vour direchion;
they are not far behind. You must decide quickly.
Will ¥IR:

Run zlong the river bank? Tuen Lo 359
Flunge into the nver and

run along for some distance

before scrambling up the

bank? Turn to 253
Hide n a clump of bushes? Turn to so7

40

Az you step back o lunge again at the wild monster
vou see a huge carnivore appear behind it This
must be what the Triceratops was running from.
Now it shuffles round to face the TYRANNO-
SAURLUS and a gargantuan battle ensues. Finally,
the torn and bleeding Triceratops thrusts forward,
guming the Tvrannosaurus, which then crashes to
the ground, fatally wounded. The Triceratops imps
away and, breathing a sigh of relief, you move on
towvards the mountain. Tum to 14.



qI—42

4T

Belore youcan charge through the archway a slabof
smanth rock slams dovern from abowe, with a sound
like a clap of thunder that reverberates around the
cavern- It blocks the archway completely. Unforb-
nately you cannot slop in mid-leap; you crash sick-
eningly into the stone with bonejamng force. Lose
2 §TAMINA points. Fecling somewhal grogey, vou
pick voursell up and realize that the other archway
15 similarly sealed. Seeing you have no oplion vou
turn Lo face the oncoming footsteps and draw vour
swiord. Tum to 13,

4=z

You manage to light a damp torch, wwhich reveals 2
door at the back of the cave. The door is made of 2
black wond, inlaid with alabaster. A raized fiezein
the cenftre panel depicts a red dragon, a great flame
shooting from its jaws, and an ivory spear. The door
creaks as you open it gingerlv. You siep into =
passage, The musty air recks of decay. You come to
a place where four tunnels cross, Will you:

Advance down the tunnel ahead? Tum'losz
Iake the lefti-hand manmel? Tominsg
Take the Aght-hand tunnel? Turm {080

43

43

Your spirit floats gently towards the Valley of
Dieath. The featureless, wind-blasted plain stretches
away endlessly, beyond the horizon, The souls of
the dead wander there aimlesshy, insolitude. Just as
you approach the edge of the vallev, an ethereal
wind gets up and your soul is wafted away. Soon
vou feel yourself in the presence of the lwo who
summoned vou ko this fantasticworld of masgic. The
eveless being in robes of shifting hues says, “All i
not yel lost.” You understand the words withont
hearing them. ‘Il your spirit is willing we will
seunite it with your body and turn back the wheels
of time.” The other being offers vou a choice: “1E you
wish it, 1 will zend wou back in time. You will be
leaving Greveuilds.” Do you wish to goback in fime
w0 atternpt the quest again? If vou do, the being lays
2 hand on vour shoulder. They disappear. You are
slive again. You have 15 sTamina points and all of
the equipment you carried with vou when you died,
spart from the following, i you had picked them up:
the Cium of an Amber Pine, the Feather of a Roc, the
Spear, or the Scales of a Dragon. Cross these off
vour Adventure Sheet. You find yoursell oulside
the dty of Grevguilds. Turn lo 8.




+—45

44

Hawkana collapses to the floor, lifeless. Youwalk to
the: altar and take the Talisman of Death It & cold
and heavy . Atlast yon have regainedit, GaniLrex
pont, ¥You look back al Hawkana and vour scalp
crawls. Her wonnds are healing. Even as you waich
she tries to raise herselt from the pool of Blood in
which she lies, Will you go back to Hawkana {furn to
54} or run to the double dvors (hom to 3352

15
You light Hare Your Blows cause black blood o
Aoy, but the wounds close up as fast as you can
intlict thermn. Targ's hammer catches you on the
shoulder — lose 2 sTAMINA points. At this Thaum
shaps-his fingers and Tlarg, an illusion after all,
disappears. Turn to 171,

46-47

46

Yo raise thie Talisman above yvour head. It plosws as
vou shout: ‘Begone! Trouble me no more!” Enthral-
led, they strain towards #, but vour words have an
immediate efect. One of them cries, ‘Ofthers will
take it from vine and we Faceless Ones will return as
lords under the reign of our God, Dealh,” His words

fade as they are swallowed by the darkness. The

Talisman feels hghLerand its glow has dimmed. You
<lesp deeply, and gam 2 5raMInN A points. The next
day vou sct off again, feeling moee hopetul nosw thal
vou have banished the minions of Death, The
platean looms before yoo. Turn to 20,

37

The angry voung man huons to you, a puzzled

cxpression on his face. Te thanks you and savs, 1
don't know why we are quarrelling really.” He takes
the charm from you and you walk on., Fortune will
smile on you for being so honest (gain 1 LUCK
point). Soon afterwards you hear the fight breaking
out again. You'te always making frouble,” shouts
the other voung man. You leave them toit. Turn lo
156.




48—49

38

You walk down the winding tunnel for some time,
until il opens out inte a latge cavern. In front of vou
is the ridged back uf anammense Dragon. 1 o about
gighleen metres long and is covered in thick red
scales, Its long tail # carled round a vast hoard of
treasure —gems, gold, goblels and vases—which lies
hijrledy-picgledy beneath its bulk. A few of ifs old
scales are litkered around it Will vou:

Thriast your spear, if you have

one, into its scaly back? Turn Lo 285
Try to grab some of its scales? Turn to 269
Try tix grab some of the

Dreagon’s Lreasure? Tum fo 38
Leave the cavern? Tum 0 369

19

You walk through the fronl door, which is glisten
g with frost. A trail of frostleads from the door foa
large pentacle chalked on the floor. Sand s stewn
where the frost crosses the edge of the pentacle. On
a table e various strange picces of cqmpment. On
the floor next toitlies an Amulel, made from the fip
ot a Unicorn’s Hom, with strange munes engraved
onit. ¥You may take it if you wish. There appears tor
benothing else of any use to vou, so youleave. Tum
lo2B.

50—51

50
Hawlana draws her sword and advances on voa,
sparling with Hgerish ferocily. You must fight the
High Priestess.

HAWERANA SKILL 12 STAMINA 14
If woui win, go to 44
5T

You altack the dragon. ‘1 shall rend you limb from
limb,” it roars. The great clasws swipe at you as 1 lries
to crush your head inits enormous jasws, You dodge
to one side as itleaps at vou and thrust your spear at
itz soft underbelly.

RED DRACON SEILL 12 STAMINA 20

Each lime vou make a successiul attack deduct 3
stamina points from lhe Dragon’s total, as the
magical spearseems to bite deep into its flesh. Ifyon
reduce the Dragon’s sTamina fo 5 or less, turh Lo
2g.



L1

32
Cross one of your Ft'nvi;;'iun'.a off vour Adventure
Sheel. Crouching on one knee, you tass the dried
meat o the wolf, speaking in soothing lones as you
do so. The wolf accepts vour gift. Then a green-
rubed fgure steps into the clearing. He has an ocak
zfatt in one hand and a silver sickle in the other. A
cown of mistletoe rests on his head. He smiles at
vou and says, My name is Wodeman. [ am the
Guardian Druid of this Sacred Grove. My feiend,
snowmane, thanks you for the gitt of food. Such
genlle generosity deserves reward. The Blessing of
the Dnuids will go with you. May lorlune smile on
yvou” You gan 1 LECE pomt for the Thaid's Bleso-
ng. You lookweary,” he sayvs. ‘Heee, have this." He
takes a polden apple from his robes and hands it to
vou. Note it down on vour Adventure Sheet — such
apoles are wonderfully refreshing and will restore
up o 4 sSTAMDIA pomts when vou eat one. You
thank him, and knowing you musl continue on
vour guest, reluciantly leave the wdyllic peace of the
Sacred Grove. Turn lo 154.

fﬂ e
e

[




5355

53
You take the left-hand tunmel, swhich soon furmns to
thi right, and leads inbo a bare stone mom with a
small reclangular pillar in the middle. The funnel
comtinues on the other side of the room. Will viou:

Examine the pillar? Turn to 135
Gy shraight throogh to the tunnel

opposite? Turn to 8g
RBeturn to where the tunnels

crossed and choose again? Turn to g4z

L3
Yo nobice that a fing on Hawkana's fingeris glow-

ing with a green J.Lghl as her wounds closs up-
Cuickly vou take it off befure she comes fully back to
" lifee. You place it on vour own finger. Ttis a Ring of
Eegeneration; regain fi staMia poinis. $ill vou
now try to leave through the double doors {um &
16), or search the Inner Sancham {fom to 137)7

55
oL manage to drve yvour sword into one of the

Ruc’s huge eyes. Ikscreeches in pain and flies away
[rom t'he evrie, You seis yvour chance o escape.
Turn to &g

56—57-

5

You fly theough the air, but not far enough. You
slam mto the side of the boilding with bone-
shattering force and plummet to the street below.,
T uck has not deserted vou completely, for you land
in a stinking pile of refuse; which breaks your fall 2
fittle, Lose 3 sTamiNa points, If you are stll alive,
vou drag vourself off down an alleyway which leads
towards the safe house, Near the safe house vou
pause tn Test before leaving the city. Turn tao 235,

5F
You take a side-strect which leads towards the

Street of Seven Sins and are almost pushed asids by
2 couple of students in blue togas. They are quarrel-
ing and begin fghting in front of vou. Tt seems
one of them disagrees violently with something Lhe
other has said. As they tussle; vou notice that the
zngTy voung man has dropped a small brass Bger
charm. Will vou:

Intermupt the quarrel and give the

charm back? Turn Lo 47
Ignote them and go on your way?  Turn o 1gé
Pick up the charm? Turn o 32



58=359

58

You hurl yourself at the rolling shield and just
manage to grasp its rim. You cover vourself with it
as you lie there, The dragon breathes on you again
and one of vour legs, left unshielded, s badiv
burned. Lose g sTamina points. If vouare still alive,
vou get up and attack once more. If you have a
spear, turn 1o 51. If you have not, turm to10.

59
Alter that display of power, you hurriedly use your
Seroll of Agponizing Doom. Hawkana draws her
sword and advances on you, snarling with tigerish
ferocity, But the spell works and a crackling elecinc-
blue aura surrounds her. She throws back her head
and howls with agony. She is very badly burt and
stamrers, but then exerts her will and recovers. You

st Gght the High Priestess.
HAWKANA SKILL 12 CTAMINA O

IF you win, barn to 44

bo—h1

a0

“Alone? asks the Shisldmaiden in disbelief. The
man in gold fums to the Priest. Is it teue? he asks.
Enowing your story to be a lie you wait anxiously
while the Priest casts a spell, Tt is a lie,” says the
Friest. The Shieldmaiden turns o yon accusingly-
Why are vou Iving lo us? [ ask you again, who ace

you and what are vou doing Rere?” Will voul fell
them the Lruth (Euicn to o), or ask them what busi
neus it is of theirs (homn to 7517

b1
You have banished the Tee Demon to the plane from
which it came, through defealing it in combat. The
shards of bruken slass cranch underfoot, Will vou
=nier the house il came [rom (Euien to 49), or cone
tinwe down Cobbler's Walk (furn to 2837



fG2-63

bz

With o clatter of armoor the Death-knight felds at
the knees and wvanizhes. A wision of the Paladin
appears. Well done. You are a valiant warmor,
worthy ol the guest. Here, lake my Holy Sword: it
will aid-vou, for I no lenger can.” He hands vou his
glittering sword and the vision fades. The sword
feels real enough and its glow lights up the stable.
Your wounds are healed magcally as yoo tooch 1t
(regain up to 6 sTAMINA points) - a gift from the
Paladin. Yiou may add 1 o your skiLL when osng
the Holy Ssvord. Turn lo 121

63

You run as fast you can along the rocky ground.
Your Jungs are boming with the effort. As voun
approach the hills, you look back and see that both
eroups are ow rouchly the same distance behmd
vou. Lhe Elves coming [rom the north are in 2 tight
pack, while the Orcs to the south are begimning fo
siring out. ¥Will vou:

T Tead north to meet the Flres?

Climba hill tothe south, to face the
Clrcs? Tarn o 282

Hun on? Turn to 227

T to 213

By
As vou set off, vou zee a small geoup ol people
diostered around & man wearng a tlowing grev
cloak and one dangling gold car-ring. He is making
muge bunches of flowers appear and disappeat o
cries of delight and amuosement from the crowd.
Wil you:

I'rw to find a wiy into the Thicwves’

Guiid? lurn o83
I'ry &y regan the Tahsman on your
oWl Turn to 383

Stay and watch the magic? Turn to 106




63
Eveniually, the hills give way lo a desolate grey
mooT stretrhing out to the west. After half an hour
O S0, ¥ou see a cloud of dust ahead. You can soom
make outa group of twenty horsemen. Thev wheel
their sieeds towards vou and the drumming of
hoofs carties to you over the breeze, As they get
nearer, vou can see that this is a band of warrior-
women, clad n chainmail and studded leather
armour. Their faces look grim and unwelcoming as
they wheel around vou, forming a closed circle.
Their Captain spurs her horse forward and tersely
demands= what you are doing out here, alone on the
edge of the moor. Will you

Tell them about your quest? Turn te 10
Say that vou are from another
world? Turn to 73

Tell them that vou are the last
survivor of an ambushed

caravan? Tum to 322
Pretend that you are deaf and
dumb? Fum to 35

Demand they escort you to
Grevguilds-on-the-boor? Turn togs
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G
‘Here's vour share of the loot, vou insolent dog”,
shouts the bipgest thuy, attempting & bury his
sweord in your stomach, You jump aside and mest
the attack of the two brsisers. As vou do so, the
weaselly thief mercileszly kills the jeweller. You
must fipht both thieves, :

SKILL STAMINA
Firat TITIEE & 7
second THIEF 3 &}

1 you kil the first thief, tumn to 320.

6768

The rolling zhield eludes vour grasp. The Dragon
churckdes and exhales a mighty breath. As the air
rushes from its cavernons lungs, it ignikes. Yoo are
consumed by rolling jets of flame and charred to @
onder. Torm f043.

it

You run across the rough ground towards the Orcs,
drawing your sword. Unfortunately, as yoo close
with them their Captain, a hoge and hulking Orc
with vellowed tusks, crashes inlo vou. Yoo grab
him but lose yvour balance and fopple over the cdge
of the chasm. You fall fur what secms like an eter-
mite. Atleastyou won'l die alone.
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You climb on, gasping for breath in the thin air. At

lzst you reach the fHat summit. The panotama is
incredible. The swwhole platean lies below you like a
table, a collage of tropical forests, mountains and
huge lakes, which glisten in the sun. Thirly metres
away iz a rectangle of shimmering silbver, hanging
the air, unsupporled. You realize that this is the
portal. As you step towards it you hear the rushing
of wind. Looking up vou see the ancient Red [ira-
gon coming in o land beside the portal. Cutside its
lair the Dragon is even more impressive and fear-
some: warmth and power seem to radiale from its
body. ‘[ am bound by the Gods to guard the partal,”
it says i its ach, mellow voice. Will you:

Run to attack the Dragon? Turn to 382
Tell him that Peath threatens Turn to 358
the world?

Threaten i£? Turn to 275
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7o
Her eyebrows rise in surprise. All four of them look
at you doubtiully. The Priect pauses, then says, ‘llis
the truth and spoken from a true heart ” The Shield-
maiden lowers the bow and tums to guard the
entrance of the cavern,

“Whal are we ko do? The exits are blocked and 1
anly have enough power to teleport one of us out
now,” asks the man in jzold,

The man with the gliticring sword, a Paladin,
says gravely, “Then we will die logether, Wikzard,
and they will pay dearly.’

‘But what of the Talisman? asks the Prest.
‘Perhaps this warrior has been sent by the E‘:'d—_ to
continue the quest?” Sensing the goodness in these
people vou wait tu hear how vou can aid them. Tum
to 1o

et
Tou wilk down the tunnel swhich zoon leads intr a
circular room of bare stune. Tn the centre stands a
sroall round pillar. Lhe lunnel continues on the
ather side of the rowsm. Wiall you:

Exarmine the pillar? Turn tor 184
Go straight through to the hunnel

oppisite? Tum o 204
Relurn to where the tunnels

crossed and choose again? Tum to 42

FE2=T3

Tz
4 deep dry moat and spiked palizsade surround
several elegant wattle-and-clay buildings, Yo arc
led through the village to what must be the Head-
hog's dwellines a two-storeved building, r'art ol
which is built oul u:uf«:ru‘nbhng sreen stone. A huge
mud wallow lies nearby. The Headhog sits on a
carved stone throne, his muscles nppling under his
blue-black skin. Fle wears a red robe lastened at his
thick neck with a necklace of amber. He infroduces
nimself as the lord of the plateau and you are
pleased to discover that you can understand his
gultural laneuage quite easily. He seems at cose
and, thanking you for the ruby, asks if there is
anwihing vou wish 1o know about the plateau. You
zsk him about the portals of Mount Star-reach. Tam
to 110

Ihe Caplains brosy furrows as you tell your story.
There 15 some muttering from her companions.
which she silences with a quick geshure, We must
take you to Hawkana, in Greyeuilds, She will wanl
to speak with you. Climb up behind Elvira here, and
give me vour sword.” She pomnts & one of Ehe
vounger women. Will you hand over your sword
znd get on the horse {tum to 153), or refuse, saving
that vour wonld rather make your own way (Lurn (o
1327
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i1
You stumble off through the darkness, looking for
somewhere safer to rest. Ablast vou see an emply
stable, You bed dosvnin the strasw. Turn o g1

75
“We have no tme to dally with the likes ol vou,” says

the man m o gold. Tu"mnh tix his compamions, he
continues. ‘¥hat are we to do? I'ne exils are blocked
arnd 1 hdu—l omly enough power to eleport one of us
oLt N,

The man with the glitering sword, a Paladin,
says eravely, Then we will die together, Wizard,
and they will pay dearly.”

‘But what of the Talisman?” asks the Proest
‘Perhaps we can use this warrior to continue the
quest.” He steps forward and, before you can act,
casls a spell. You leel a trance coming over Fou — the
man has hypnotized you —and you ]l them EVETV-
thing. Lose 1 tuck point. Turn to 114

Th—77F

i

Hawkana draws her sword and advances om
vou, snarling with tigerish ferocitv. You have jusl
=nough time lo take out the Vial of Vapours of
Speed and inhale. There seems to be no effect — the
zlchemist has sold you fresh air! With the speed ofa
cobra Hawkana is upon yoo and her sword pierces
vour arm as vou drop the empty vial. Lose 2 sTAM-
in a points. If vou are shll alive you must fight the
High Pnestess. -

HAWEKANA SKILL ¥2 STAMINA 14

Ifvou win, go ko 44-

You both walk fowards the portal. Suddenly the old
man grasps you round the chest, Before you know
what is happening he reverts to his normal form,
that of a Red Dragon. You are held tightly in his
powerful claws. “You foolish man-thing, nevertrust
2 dragon.® So saving:. he bites off your head and
rosses vour corpse down the mountainside, Turn to

-
23
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A frer a short delay, vou are taken into a large office.
Inside is a tall, striking, raven-haired wornan, deess-
=d in a long black cloak which parls to reveal the
colished hilt of a longssiord, Her bearing suggests
zreal personal power. She stands and greets vou. 1
am Hawkana, Fligh Pricstess of the temple of Fell-
Hyrink and Marshal of the Wakch. You have been
elling some unusual stories.” She nods and the
zuards bepin to search you. You try fo resist bul are
held powerless. The Talisman is ripped from its
olace of concealment and handed to Hawkana. She
recognizes it immediately, and she laughs with
rapturous delight. She turns away and says, ‘Tam
zoning to the temple, Throw this fool out into the
sireet.” You are hustled oul and the door of the
watch-house slams shut behind veu. You have lost
ine Talisman! What »all you do next:

o back dowen Guard Street fo

Store Street? Turn to 357
Tom down Smith Steeet? Turn tor 303
Walk down the Street of Seven

Sms? Turn tiy 264

73

The shield is wrenched from your grasp. Realizing
that without it you have no chance, you make a
desperate dive for it as it rolls across the tocks. Tes!
your Lick. If you are Lucky, turn to 58 I you are
Unhacky, fom tuég.
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Bo
Yo take the ﬁght—hanrj ’_mnm-r] which soon furns
lefl. You come oul inlo @ bare slone room with a
small SCJLIATE piﬂar in the centre. The tunnel con-
tinues on the other side of the room. Will you:

Examine the pillar?
Go steaighi through to the lunnel

Turn fr 302

opposite? Tumn tnzha
Return o where the tunnels
crossed and choose again? Tuming=

B

“Liens, 1t hisses, and stokes vou with 1fs claw beforne
vou can move, A chill numbness spreads from the
wonnd and yvou feel asaf vour hife-blood is beng
drained away. Lose 1 skl and 2 STAMIKA poinis.
Wow vou must fight the MINTON OF DEATIL
Each time it strikes vou, vou lose 1 sE1LL point as
well as the normal sTamin a loss.

MINION
OF DEATH

Lf you win, tuen Lo 175,

SHILL F -":-'J..'-'I.h‘l."....'-'l.?

Bz—-Hy

82

Drawing back vour arm you throw the heavy spear,
Dragonsbane, with all your might. Uentorunately,
it glances off the heavily armoured scales of the
Dragon’s back. The Dragon awakes and its yellow
shitted eves hold vours. "Who are vou! it asks, Fear
zrips vou. You stulter a reply as the Dragon drawsa
deep breath. Tum to 146.

83
Have you been told aboul the storm-drain? If you
have, tum to 183, If not, tum toa4g.

Bq

You fake the smallest feather you can find as a
memenin of yoor monumental battle and horey
down the sleep mountainside, You reach the bot-
tom of the mountain some hours later and set off
across the wilderness onoe more, lowards Lthe
olateau which looms ahead. You spend the nightin
2 copse of rowan trees and yvou wake feeling ready
@ scale the plateau. Add z stamina points and
[Ty 0



35

Turning down Silver Strect, you are stariled by
what sounds like men’s voices, whispering near by
Tou soon realze that a itnck of the wind is carmyving
their words lo you through a broken piece of pipe,
which comnects a ramshackle house to an open
drair. There are three of them and it secms that thes
are planming ta rob the jeweller's, which you can
plainly zee on the bend of Silver Strect There is 3
shabby skaircase leading up lo the house, and you
Crecp towards it, Will yOm:

Carup the staircase?

Walk quickly to the jeweller's?

Tymore this and turn into Slore
Strect?

Turn to 245
Tumtn =78

Tom to 243

B

B

You straddle the Griffin's back. It leaps into the air
.=.mi takes Hight towards the plateau. [t fies strong-

v, higher and hizher. The rush of the wind and the
_,_nsai.tcrn of ﬂ.!ght is exhilarating. After a few hours
the plateau gives way to a thick prehlstnnn: rain
forest. Suddenly the Griffin caws a waming. A priant
fiving reptile is diving to the attack. [t crashes into
the Grffin, forcing vou to lose vour grip, You drop
some twebve mettes but, Tuckily, a giant fern breaks
vour fall. You are up to your waistin a pool of waber
which has collected in the centre of the fern's giant
fromds. The fiving reptile, a Pteranodon, leaves the
Criffin and flies towards you. You must fight il

FTERANODHN

SKILL 7

SFAMIMA 15

If you win furn to 4.
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Em
You tooch the An'luh—lt.a.tiﬁa whana draws her swvord
and advances, snarling with figerish feroaty_Ttisan
Armulet of Strength against Evil and it increases
vour skILt by 2 points, in this batte only. With the
.'qw.r.-'.d of a cobra Hawkana is upon you. You must
light the High Prestess.

HAWKANA SKILL IZ STAMINA It

If vouwin, go lo 44.

BE
The batman says, You're not like my usual cus-
tomers. A rough lot comes in here, most days.
These fellows don’l rely on charily for a crust, you
koow.” Will you try & make friends and ask him
hiwy he keeps order {turn lo 11g), or ack him how
they pet their money (furn to 102)?

Bo—g0
g

You walk down the tunnel sehich turns right again.
As you round the cormer yon hear an ominous
zound from the room you have just left. You dart
back ko see the room filling with sand, and a slab of
rock coming down over the entrance, Tt slams to the
floorwith a crazh and then all is quiet. You can only
e im- Tummn fo 120

a0
He orders vou to leave the village, never to return.
Tle directs vou north lowards an old temple to Mil,

he God who gave rise b the awhil progeny known
a5 the Sons of Nil, or Sons of the Void. You thank
fim and hummisdly leave the village, As s0on as you
have lefl it 2ome way behind you, turn back towards
Mount Star-reach. Turn lo 14,



¥
i
A

[ lJI;F '] "a.:."-.‘__ e
Bl ! | LT

e

e

.'3-'!.
.;En-\: i

ol

g1

You fall into decp slumber and then begin to dream.
The Paladin crusader you saw in the Rift appears to
vou and seems to be giving advice, The shimmening
that once limned his sword now surrounds him like
2 halo. e wrges vou to enlist the help of the
Ihieves” Guild, ‘though it grieves me tosugrest vou
should have dealhings with such people. You may
{ind them in the Red Dragon Inn. They may help
vou to recover the Tahsman from Fell-Kyrinla's
temple, where it now lies.” Suddenly the dream
szems even more real and the Paladin is shouting,
‘Awake, awzke! You are in grave danger.’ You
wake; everything is silent. Dy the light of the maon
vou see fendrls of mist curling round the door-
jamb. The door crashes open. A pall of mist spills
mio the stable and a wammor clad in full plale
armour, as black as night, and wielding a cruelly
spiked mace steps forward. Tle raises his visor. You
can see nothing meide the helmel. Your gaze i3
held. Now it seems vou are looking upon the fires of
hell. You are filled with despair as the black mace is
raised to crush yowe You must fight the DEATET-
KNIGHT.

DEATH-KNIGHT SKILL 10 STAMINA 15

If vour sTamina is reduced to 6 or below, furn to
193 If you win turn to 62.
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g2
‘Well il you won't trust me you must go vour own
way,” he savs brusquely. " you have lost something
and wish to regain it you should contact the
Thieves' Guild. That type ofien frequents the Red
Diragon Inn, on the Street of Seven Sins.” You thank
him and gather up vour belongings. Asyouleave he
calls after vou, ‘And don't come back, vou'll only
mring trouble’ You go on vour way wondering
whether you have made a mistake: could he have
helped vou? You check vour belongings and fo your
surprise find a pouch you have never seen before,
conlaining frve gold pieces. Will vou go to Lthe Red
Dragon Inn {turn 1o 57), or head for the temple to
Fell-Kyrinla (harn to221)?

293
The wind whips under your shield and vou only
just manage to keep your grip on it. Yoo mun fo
dltack before the Dhagon can cast any more spells.
Tum to 382,

94
You have subdued the Gritlin, which crouches on
the ground before you. You are surprised to hear il
speak, ‘Spare me, and 1 will bear you whither vou
will." Will vou tell it to carry you to the plateau (furn
te B6), or leave it and head sonth-east, away from
the hills (Barn to 287)7 i

g5—yé

95
The Captain sneers at you and says sarcastically,

Why yes, mighty warmmior, we shall I:|r.-' slad ta doas

viou ask You shall dine with our J.EEI.L'].E.I.‘_. Hawkana,

tomight. Mount yourself behind Elvira here,” she
VG, ru.un‘-ng at one of the younper women. The

women begin to chuckle and then the Captain savs,
‘But first we must take yoor weapon,” Turn to 142,

b
You catch it by surprize and strike il a mighly blos,
It hisses in rage and pain and comes ak yon with its
Claws. You must fizht the MINION OF DEATH.
Fach time it strikes vou, it draws vour life-foree,
0 you lose 1 skiLk point, as well as the normal
STAMINA loss.

RIINTOIN
OF DEATH

I viomr win, turmn i 175

SKIELF STAMIMNA 5
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You have ran into the gothicbuilding yvou saw from
the road. .It is the temple of Death and a huge
congregabinn 15 taking part in a religions ceremony.
Hundreds ot black-cowled figures kneelat prayerin
the dark, vaulted church. The black candies shed
enough light for you to see that many of them have
embraced Dleath already. Quickly, vou swathe
yourgelf inone of the black robes of worchip hang-
ing by the arch. The organ sounds a loud and
doletul chord and the h]hh priest, Somps, 15 -
vited lo begin. He raises his arms and his voice
echoes round the vaults a5 he chants an invocation
in the same doleful tones. The altar is suffused with
ted light and a phantom lake of boilling blood
appears. Emerging from the lake are six mounted
wraiths, hunched figures cloaked in a pall of evil.
The blood pours from them as they spur their black
hell-steeds into the aisle. Sommus cres. ‘T charge
you, Tnstmments of Death, to recover the Talis-
man!" In unizon the long-dead lords f‘eph' their
voices harsh with the hafred of ages. ‘Tt shall be
done.” The congregation sighs with a mixture of fear
and awe. You notice one of them walking to the
back of the church where he places a helmet on his
head and disappears completely. Will vou:

Bdelt into the compgregation and
kneel downt

hake a Tun for the door?

Ful on one of the helmels?

Tum toagy
Turn fya88
Tum to 165

o8

You tell him evervthing and he listens with growing
amazement. He introduces himselfas Apothecus, a
sape of histore. ‘T have heard of the Talisman of

Death. You must recoverit at all costs.” He supggests
that vou enlist the help of the Thieves’ Guild, as he
doesn't think vou can recapture italone. 1t will bein
the femple to Fell-Kyrinla by now, Tl warrant,
Hawkana, the Tligh Priestess, will be holding it
there. Go to the Red Dragon Inn on the Streel of
Seven Sins, It is dangerous, but you may make
contact with the thieves there” He gives vou a
breakfast of savoury pancakes and mvikes vou to
dinner that evening, saying thal he will fry to dis-
cover more to aid you. ‘In the meantime,” he says,
‘take these.” He hands you five picces of gold and i
ring. ‘Tt is a ring which increases your skill at arms.”
_-‘a..dl:l_ 1 fO yoUr SKILL 5C0TE while wearing this ning.
As vou leave he gives you a jade rose, “When you
refurn this evening show this and T will know that
vou are not a shape-changer.” You thank him for his
:1,;_'|[_';end leave the hung.-_“lmi. Wl i e to Lthe Red
Dragon Inm (turm to 57}, o head for the temple (turn
traag)?
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You continue along the wall and, fo your relied, find
the postern gate, You duck through and outinfo the
night beyond. Gain 1 LuCck point for escaping the
cily. 1urn to 8.

100

The Priest steps towards vou and lells vou this
story. ‘Long ago the minions of the God Death, In
the ity of the Runes of Doom, fashioned a Talis-
man Lhat would allow them, if the ime wasnght, io
summan their God Lo the surface of this world. That
time has now come. If Death is summoned =l hife
will cease, Only Death’s minions will continue 1o
exist in an awlul halflife. His presence will spread
like a grev shadow across the world of Orb. Every-
thing will tuen lo dustand the balance of nature will
be disrupted for ever. The Loremasters of Serakub,
a group ef holy people, have striven o prevent this.
They senl a group of Crusaders, of which we four
alone survive, ona quesl to stezl the Talisman. The
Teshless King of the minions of Death had sent the
Talisman to the depths of the Bift for sate-keeping.

L0

We have enlered this pit of evil and seized it." Tie
pulls a necklace out from under his surcoat. Cn it
hangs a disc of obsidian, in the middle of whichis a
skull carved in Tuby — the Talisman of Death! He
hands it to vou. ‘Here. For the sake of all Orb vou
must take this Talisman and continue the gquest. 1t
cannot be destroyed, but if yvou can ke it Lo your
world, it will be beyvond the reach of the claw of the
Fleshless King.*

You are impressed by the courage and wunselbish
fortitude of these people and resolve to continue the
quest. You take the Talisman, It ieels cold and heavy
around vour neck, The Wizard tums to you and
says, T am gong fo use the powers ol mapgic o
transport you io the surface. Head west unfil vou
come to the gty of leaming, Greypuilds-on-the-
Moor, where you may discover a way to refun to
yvourown world, Do not fail us! Here, take this gold,
it may be of use.” He gives you a purse wilh 1o gold
pieces in il. As the Wizard prepares his spell, a
horde of creatures boils into the cavern. Turn to 125,

Tk
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104

The Captain and other members of the patrol start fo
laugh at you. She throws her head back with her
hands on her hips and stares at you. ‘Give me your
sword and climb up behind Elvira here” She points
to one of the younger women., "We must take you
back to Greyguilds.” Will you hand your sword fo
her {lurn to 153}, or reluse to give it up (fuen lo 1427

T2
The suely men around the ale cellar scowl at vou.
The barman says, Don't know I'm sure. Why don't
v ask them? and then shuts up. One of the men
at the table ol six says menadngly, Yes, come on
and ask vs." Tuarn b 280,

103

103

You roll through just as the rock slams down with a
reverberating crash, inches from your face. You
walk down the tunnel until you come to a dark iron
door. A message haz been painted In shimmering
letters upon it —"One only can be read.” You swing
the door open and enter a rectangular roonywith an
mom door in each wall. In the centre of the room
stand three pillars, one rectangular, one circilar and
ome sguare. Will yous:

Leave the room through one of Lthe
other doors?

Examine the rectangular pillar?

Fxamine the creular pillar?

Examine the square pillar?

Turn B0 339
Tuirn o 290
Tum to 321
Turn {0 345

i




104—105

LIS

You continue on down Smith Street. There are nd
=hops here and the street is deserted excepl lor a
stooping, cowled fpure, who looks like a begizar.
He comes up to you and suddenly draws himself up
to his full heaght. Inside the cowl there is noth-
ing — no face, just bro glowing coals suspended in
blackness. Your horror at this apparilion tuens o
dread as it hisses in a sibilant whisper, Thd you
think vou could run fromm Death? Give me the
Falisman.” A black-gloved caw reaches out towards
vou, Do you say that vou no longer have the Falis-
man (tum to 8z], or altack this thing immediately
(furm o gh)?

105
You jump aside at the last moment bul are sfll
caught by the heat of the blast. Lose 3 sramina
puints. IF you are still alive you may wish Lo use one
of the following, if you have any of them:

A Vial of Vapours of Speed Turn 1o 76
An Amulet made [rom the Hom of

a Unmicomn Turn 1o By
A Seroll of Agonizing Doom Tum to 59

None of these things Turn {0 50
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The magician conjures upa cloud of blue, greenand
pink amuoke, which engulfs the specistors. While
vouwatch, Iyulchey, the man from the Red Dragon
Inn, appears from the shadows and enters the
smoke. By the lime il clears neither he nor the
maician in the grey robes are anywhere fo be seen,
but the members of the crowd are accusing onc
another, between conghing fits, of being cutpurses.
You realize that Tyotchey and the magican ame
cahoots, As vou tuwn o leave, a servanl places a
silver salver under your nose. Tt bears a gold-
embossed card inviling you lo lake 51!!31"‘"\- with one
Mortphilia, “This way if vou please,” says the man.
You ask who Mortphilio is and he replics, “One of
the elders of the city,” but says no more. Will you go
wilh him (turn to 144), ordecline the invitaton (fum
o 83)7

107—108

107

You walk off in the opposite direction, Your leg
aches where the man-trap wounded you and you
cannot find an inn. Unable to po any further, you
curl up in an alley and sleep, despite the cold. Your
:.t-.akenmg is rude indeed, for you are being
dangled in front of the face of a hllgE (JGRE! He
erins evilly as he swings your head against the wall
and drops vou. Lose 2 sTamiNa points, If you ace
<iill alive vou must fight the Ogre.

OGRE sEILL B GrarIBA 10

I vou win, turm to 74.

108
You wake up with a start. Teis dawn. You regain any
STAMINA points vou Iost fighting TTawkana in the
spiritworld. Towever, vou feel as if youhad actual-
Iv foueht her and vour sleep has had no restoralive
powers. You gather up vour belongings and trudge
omward. Tom to 326.

T~ ohart

s
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Your spirit floats gently  fowards the Vallew
of Death: The [eatureless, wind-blasted plamn
stretches away endlessly, beyond the horizon. The
souls of the dead wander there aimlessly, in soli-
tude, Justas vou approach the edge of the valley, an
ethereal wind pets upand vour soul iswafted away.
Soon you feel yourself in the presence of the b
who summoned vou to this fantastic world of
magic. The eveless being in obes of shifong huoes
says, “Allisnotyet lost.” You understand the words
without hearing them, “If your spirit is willing we
will reunite it with vour body and turn back the
wheels of ime.” The other being offers yon a choice:
‘I you wish il, [ will send youback m tme. You will
be at the lip of the Riftagain.’ Do vou wish to goback
in time toaltempt the questagain? If vou do, he lays
a hand on vour shoulder. They disappear. You are
alive again. Your wounds are healed and you have
to Provisions, You have only the equipment with
which you began the advenlure, including the Talis-
man of Dealh, if vou had lostit. Anything else you
picked up on the way has disappeared and will have
le be crossed off vour Adventure Sheet. Your sxiLe,
sTamMina and LUCK are at their Initial levels. Sud-
denly vou are on the surface of Orb once agzin. Tum
foazg.

110—111

110

The Toglord savs, T will help you, man-thing, for
voumay help me. An ancient Red Dragon hagits lair
within Mounf Star-reach. It 15 the pnardian of the
portals. The last time il awoke, which was before my
children were born, it despoiled oor villages. You
mustslay itbefore vou can go through the portals. IF
breathes [ire which one cannot withstand, save
when one 15 sheltered by scales from the Dgon
itsell. You must steal three of the scales frorn its lair
and fashion 2 shield oot of them.” He @mves you a
parting gitt. a stoppered gourd containing the Gum
of an Amber Pine, with which to make the shield.
You dine with them on mangoes, nuts and puavas
{gain 2 sTamiNa poinfts), You thank them and
leave, After a Tone climb vou come o a wide cave
mouth reeking of sulphur - the Dragon's lair. You
decide to enfer. Tum to 7.

111

When they see thal you have overcome their leader
single-handed, the rest of the Ores turn tail and run,
You humy on down the far side of the hill, Before
vou lies a steep-sided wvalley deep in ferns. You
decide to head down into il, hoping fo elude the
Elves. Turn to 203.
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112
The wind whirls under your shield, whips it oul of
vour grasp and, lo yvour dismay, hurls it over the
summit. The Dragon chuckles and exhalesa mighiy
breath. As theair rushes [rom ils cavernous lungs it
igmites. You are consumed by rolling jets of flame
and charred o a cinder. Turen fo 43,

113

Yo sbep over the fallen guard and, pushing open
the double doors, enter the Inner Sanclum of the
ternple. A tall raven-haired woman, Hawkana, the
High Priestess, is praying at the altar, upon which
lies the Talisman of Death. Beyond the altar is a
large marble statue of the Goddess wearing chain-
mail, her expression armogant and cuelly beautiful
Hawkana nises and turns. She resembles the statue
and is swwearing a long dress of black chainmail. Tum
to 222,

114

154
Ihe Priest steps towards you and tells yoo this
story. ‘Long ago the minions of the God Death; in
the City of the Runes of Doom, fashioned a Talis-
man that would allow them, when the time suited
their evil designs, lo summon their God to the
surface of this world. That Hime has now come, If
Death s summoned, all life will cease, Only Death’s
minions will continue to exist in an awful half-lite.
His presence will spread like a grey shadow across
the world of Orb, which 15 where vou are now.
Everything will turn to dust and the balance of
nature will be disrupted for ever. The Loremasters
of Serakub, a group of holy peaple, have siriven to
prevent this. They sent a group of Crusaders, of
which we four alone survive, on a guest to steal the
Talisman. The Fleshless King of the minions of
Dieath had sent the Talisman to the depths of the Rifl
tor safe-keeping. We have enlered this pit of evil
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and seized it." He pulls vut a necklace from under
his surcoat. On il hangs a disc of obsidian, with a
ruby skull carved at its cenire — the Talisman of
Death! He hands il to you. 'Here. For the sake of all
Ciebr you must take this Talisman and continue the
guest, It cannot be destroved but, if vou can refum
to your own world with it; it will be beyond the
redach ol the claw of the Fleshless King.”

The hypnetic spell binds you — your whole being
is given over to the completing of the quest. ﬂ'lE
Talisman feels cold and heavy around vour neck.
The Wizard turns to vou and says, Tam going to use
the powers of magic Lo lransport vou to the surface.
Head west until vou come to the dity of leaming,
Greyveuilds-on-the-Moor, where vou mav discover
a way to return to your own world, Do not fail us!
Here, take this gﬂld it may be of use.” He gmives vou
2 purse with 10 gold pieces in it As the Wizard
prepares his spell, a horde of creatures boils into the
cavern. Tum to 123,

115—11b

115
You tiptoe stealthily towards the Dragon. Iis nos-
trils twitch and 2 great vellow slitted eye Huttes
open and fixes youwith its gaze, Will vou:

Run put of the cavern and up the

mountain as fast as vou can? Turn b 335
=tand your ground? Turnto 170
Run back, hoping to explore the

narrow side-fanmel? Turm tor 22

116

You trudge on beneath oppressive grey skies, The
Talisman seems to weigh vou down, like a millskone
round vour neck. At last you can see the plalean
Iﬂu:lﬂ'r.mg ahead of you, but this does nothing to -
dispel the nervousness vou feel. At dusk you make
camp and the dark pall of night engulfs: you.
Exhapsted, you fall asleep. A more vivid decam
disturbs your rest. Hawkana appears again, but
her pufline is hazy and msubstantial. She beckons
once more — the void that separates vou Is neither
fime nor space. You feel yourself moving towards
her and everything around you becomes imisty
and ethereal. You have been drawn to the edge of
the Valley of Death. You must fight her.

HAWEKANA'S

SPIRIT SETLL 10 STAMINA 12

If vou win, fum to 1o8. I you logse this combat in
the spint world, toen o 33,



117—118

117

You walk with the Priestess Inlo a small grassy
square. Un the far side of the square stands a
magnificent Hered temple, covered by a wonderful
hanging garden. A flock of many bypes of small
coloured birds takes fight as you pass two guards
and enter through the wide green doors. Inside is a
long hall, decorated with flowers. You both kneel in
prayer before the alar, which is loaded with graim
and fruit. She prays for the protection of afl hving
things. After a few moments of reflection, she lakes
vour hand in hers and leads vou inte a small room al
the side of the hall. On a stand is a st of silvery
chainmail. Lillantha savs, The All-Mother has
spoken to me of your quest. She wishes you to take
this — it may be of help.’ Thanking her, you put on
the chainmail swhich is miraculously light. Tt is
obvipusly magical — gain 1 SKILL point. ‘One final
thing: the gates are guarded by [ollowers of the
All-Mother on the evenings of market-days and {or
the three days following. I you wish lo leave the
cify withoat others knowin i leave then.” You thanls
her and, leaving the peace of the lemple, relurn to
the hubbub of Store Street. Tum to 3o,

118
You have come under the Dragon’s spell. He urges
vou to approach the portal. When you gel closer he
=a¥s, You man-things are su sasly micked.” He
jumps upon you and rends ¥ou limb from limb.
Tum o 43. 2



114

119

Tmanage, mostly,” he savs; ‘bul it puts me in mind
of one time not o long age when things really got
out of hand.’ Fle goes on to tell vou a story about
Heimdol the Mighty. It seems that Tleimdol was one
ol the strongest and most unpleasant men ever o
have swilled beer in the Red Dragon. One day a
stranger, I'vutchev, accepted his invitalion toa bout
of arm-wrestling. Heimdel lost for the first bme m
his life. He was funous and threatened awiual
reprisals if Tyutchey ever retumed. A few nights
later Tyutchey did retum and began tneﬂm-d_q:a_h to
insult Heimdel and two of his lnend_ In the inevi-
table fight which followed Tyutchey killed them all
and carved his initials on Heimdol's forehead. Tl=
worships the God of insane chaos, Anarchil, and
since lhen none has dared gainsay him here, even
thouph they are all thieves and murderers.” You
decide the time has come to introduce yourself o
the thieves, and you walk over lo Lheir table. Tum &
2H0.

120—T121

You walk down the tunnel until you come to s dark
iron door. A message has been painted in shimmer-
myg letiers upon it — 'One only may be read.” You
swing the door open and enler a rectangular room
with iron doors in each wall. Tn the centre of Ehe
room stand three small pillaes, one rectangular, one
circular and one square, Will you;

Leave the room through one of the

other doors? Turn B 339

Examine the reckangular pillar? Lurmn to zgo
Examine the circular pillar? Tum bo 321
Examine the square pillar? Turn o 345

1zl

You sleep again, until the late morning sun, shining
nfo the stable, wakes vou. You stretch and vour
hand touches something cold lying in the strasy, Iris
a gold piece, which you decide to pocket before
leaving the stable. If vou wantto go down anc of Lhe
side-streets that leads Lo the Street of Seven Sing and
the Red Dragon Inn, turn to 57 If you decide against
mixing with thieves and try lo take the Talisman
from the temple on your own, tum to 221,



123124

122
They accept the ruby, chowing their appredalion
wilh bows and snorts. In a fendly manner they
motion you fo go with them to their village. Will you
thank them, but decline and go on your way {fum o
14} oraceompany them totheir village (furn o 72)2

123

The arropance of the warmor-women is tuffled at
your mention of the City of the Runes of Doom. The
Caplain hesitates, narrowing her eves. There is 2
flicker of fear in the eyes of some of the younger
women. Lhe Caplain clears her throat and says, We
must take vou bo Hawkana, Marshal of the Watch at
Creyeruilds.” Turn to 152,

Ry
The guards come back down the stairs and youn are
attacked from all sides. You fight valianily but there
are loo many of them. You are overwhelmed and
slain. Tum to 109.

125—126h

125
Dark Elves and Cave Trolls are pouring into the
cavem, attacking the Shieldmaiden. As the Paladin
and Priest rush o her aid, you see a huge shadowy
form looming behind the sea of Elves and Trolls.
lhe Paladin’s ghttering sword cuts througl the
horde bul the Dark Elves are using magic and the
Shieldmaiden is unable t furn back their attack.
She falls beneath their onslaught. The huge fiend
howls tumphantly, just as the wizard complotes
his spell. Turn to 183

126
At nightfall you st off for the Moorgate hoping that
the followers of the AlEbMother will now be on
cuard. As vou leave Store Street, a figure steps from
the shadiowes. TTe wears a hood which eonceals hig
features bul you recognize the crmately spiked
armout 2nd black-stes] sword of a Dark B One of
those who attacked the Crusaders in the Eifl musl
have infiltrated the city! He doesn’twaste words but

swings his sword. You must fight the Dark EIL
DARK ELF SKILL 8 STAMINA B

If vou win, lurn lo 249.




127

iz
You lorce vourself on r:hnu?.ggh the wild= of nature’s
creation. Bul the singing of the birds sounds hollow
Lo vou and premonthons of death haunt you as you
stumble on in a waking dream. At mightfall you
build a large fire and set torches around it Unable to
sleep, ¥ou wait and listen. The Talisman grows
heavy, Soon the wild neighing which disturbed
vour sleep yesterday peals again, rending the peace
uf the night. The chilling challenge is answered,
again and again. Soon, to your hiorTor, six of the
nightmarish horses, eves and nostnls aflame,
appear, vach bearing the crooked, life-haling spirit
of & Wraith. They form an arc, all staring at von
wntently. In unison their cracked voices crv, "Weare
the instruments of Death. We have come to daim
wou for gur master and to take back hic Talisman’
You stand with the fire bebween yourself and them,
but they urge their horses through the flames.
Linder their attack you feel vour life-force ebbing
away. You become like them, a travesty of tife, for
ever doomed o an existence filled with hatred and
jealousy ol all living things.

128—124

1z

Yo are left alone to wonder how the law-keepers of
this city could be so cruel as to leave an innocent
person in such dire straits. ¥ou tear feverishly at the
rap, terrified of some {oolpad slitting your throat
for his ownm vile amusement. Soft foobsteps
approach. You look over vour shoulder and see a
man approaching. ‘Here,” he says. ‘et me rescue
vou from this frap.” He steps on the release caleh,
which had been out of your reach and the trap
springs open. You step free and he walks along by
vour side. ‘Have you a place lo stay tonight?
Merhaps vou would like fo sleep in my homble
abode? he asks, looking sideways al you. You are
curious that he should be walking the streets alone
at mizht, but vou are also exhausted. Will you accepl
his offer and go home with him {hurn to 143), or
decline his offer {tom to 1a07)?

124
You realize that the Dragon is beguiling you and
that vou should never allow 3 Dragon o engage vou
in comversabon. You run forward to atlack him,
Tum to 38z2.



130

130

As you walk along Store Streeb once more, you
notice that the stores are closing. The theong of
people hurmdang home parts, tomake way foralarge
plack carriage draswwn by bwo black mares. Theycarry
plumed headdresses made of long black feathers.
The cloaked coachman stares groimly ahead. You
step into the gutter to let the coach pass and, as you
do so, the coachman seins in, Inside vou see an
empty black coffin, but the name inscribed in silver
letters on the lid i your own. The door of the uneral
carriage opens and a handsome man with a silver
cane steps down. Fe is dressed in the finest silver
zatin and sable {urs. A storekeeper yreets him. He
smiles and nods, then turns to vou. 'L am the envoy
of Death; 1 have come for the Talisman,” he saysina
voice of doom. As you prepare to resist, o slartling
transformation takes place, svhich seems o be
ignored by all around. TTis magnificent furs tuen to
rags. Where once blue eyes looked out from a finely
featured face, now hollow sockets gaze at you from
a blackened and cracked skull. His skelelal hand
nowe grips 2 farnished rapier. You realize that no-
body else can see this transformation. ‘Give it to
me,” he says. Will vou:

(Give him the Talisman (if you

have if)? Tum to 179
Attack him immediately? Turn to 271

Deny that you have it? Turn ta 2zo
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131
Realiange that you cannot stay with the Sage, vou
sef out tofind a bed for the night. Tum fa 25

i3z
You are engulfed in Hame. The pain s #ermible and
vou catvhardly ces. Tose f sSTamina poinis. I you
are still alive you mav wish to wse one of the
lellowing, if vou have any of them:

Vapuurs of Speed Turn by 7h
Unicorn Amuolet Tum to 8y
scroll of Agonizing Doom Turmn to 59
Boone of these things Turn iovso

1335
Deduct one unit of Provisions from vour Adveniure
Sheet. Touw late, vou realize you are handing them
salted pork. The Hogmen are offended. They de
mand in grunts that you go with them to i’T'.I-Ei"
village, 1r"rjll vou g with them (lum lo 3651, «
eefuse (tum to 172)7

134

134
You set off across the rocky broken ground towards

the hills. After a shot while vou nolice two armed
bands running towards you. Thl:*;j;mup to the south
consists of twenty or more Ores, snatling as they
lope purposetully towards you, They are hunched
and misshapen, dressed in preasy, blackened
leather and carrving saw-toothed scimitars. Their
shields are emblaroned with a purple claw, To the
north, you can make out a small group of Dark
Elves, similar to those srhich killed the Shield-
maiden. They are tail and ithe, wearing ornately
spiked armour and camving longswords of a dull
black metal. They are some way off but are closing,
fast. Will vou:

Head for the Ores? Tuicn o 68
Head for the Elyves? Tum to 214
Raumn-for the hills? Turn b b3
Hidpo? - lurn loxgd



135—136

135

Treading on some dry leaves, you are unlucky o
snapa hidden lwiz. As the BASILISK lumnsits gaze
HPOT ¥, your hm‘]} grows heavy. You fling vour-
sell inlo the undergrowth as vour skin begins o
turm-a stony grev colour- You have just avoided
being turned o stone by the rephle’s o, but the
effects of partial petrification have damaged your
rnuscle fibres. Lose s SKILL point. Hashly, voo cota
path through the undergroswwth and leave the slug-
wich bot deadly monster behind, rejoining the path
further on. Turn to 270.

a7
b
&

136
Aninscription on the rectangular pillar reads:

Prit yonrselfin the ploce of the monkey.
To e 1eft is danger; the idle shall aci,

Asvou ponder the meaning of the strange message,
atrickle of sand falls on your head. You look up o
see Lhe roof crackingand anavalanche of sand staris
pouning dowr. With a grating ramble, a slab of rock
starts to fall across the exit ahead. Your only hope is
to lhnrl voursell theough the narrowing gap. Roll
twir dice. Tf the fotal 15 equal o or less than vour
SKILL score turn to 2o3. Il the lotal is greater than
WIIT SKILL1L SCOTE tm fo 215.

137133

137

You begin rummaging through the trappings of the
temple. You feel a fingling sensation in your finger,
folknwed by a sharp pain. Looking al your hand you
see that Hawkana' s ingis shrinkimg, You try fo pull
it off butitis too lake. You can only watch as the ring
constricts to a solid ball and severs vour finger, Lose
1 SKILL and 2 sTamina ponts. You can feel the
dreadiul malice of the Goddess directed against vou
and vou decde to try the doors. Torm o 16.

138
You take out the Talism 31:'!; and exarmnine it carcfully.
For the firsttime vou notice a glowing inscription, as
if the nearness of the minions of Death was lending
it powwer. | am Death's Talisman, o protected by the

Laceless Ones wha serve my swielder, Af nightfall, you
build alarge fire and set torches around it. Unable to
sleep, vou wait and listen. The Talisman grows
heavy. Scon the wild neighing which disturbed
vour sleep vesterday peals again, rending Lhe peace
of the night. The chilling challenge 5 answered,
ayam and again. Soon, 10 youor horror, six of the



134

nightmarish horses, eves and nostrls aflame,
appear, each bearing the cronked life-hating spinit of
a Wraith, They form an arc, all staring at you intent-
Iy, In unison, their cracked voices cry, “We are the
instruments of Death. We have come o daim you
for our master and o kake back his Talisoan ® Will
Yo

Threaten to cast fhe Talisman into

the fire? Tum fo 385
1y to break through the circle? Turn & 184
Try to use the power of the

Talisman? Turn o b
135
Inside, working at an anvil, i= a brawny man,
glistening with sweat. He is fashioming the hilt of a
sword. Other finished sword= sland ina rack alone
one side of the shop. Take your pick. Seven E.:.i::]_
pieces,” he says, without looking up. You may buy
one if ¥ou wish (turn to 160), or thank him and
leave [turn to 104).

140—142

140
You can hear the clank of armour as a group of
guards rushes past the arras, heading up the slairs.
You continee down until you reach the double
doors at the botfom. A guard remains on duty
before them. She shoubs 8 waming and runs for-
ward toaltack you. You must fight her.

TEMPLE GUARD SKILL 7

If she is still alive after five combal rounds, tien to
124 If vou win within five combat rounds, murn to
113,

STAMIMA §

141
Harg dizappears betore the hammer lands, Very
good,” says Thaum. "Now, what aboul this? Turnlo
175

Ata command from the Captain, Lhe circle of horses
cliesin om vou. Yoo draw vour sword and manage
o wound one of the womest betore vou are attacked
om all sides. They are sirong tighters and use the
flat blades of thelr swords o stun vou, ¥You drop
vour sword and fall to the ground. Lose 2 sxiLt
points. When yoo acguire another sword, you may
resiore them. There are loo many wariiors to resist,
so you decide o do as yvou are ld for a svhile and
accepl a helping hand on to Elvira’s horse. She does
nt look too pleased that vou are going to sit behind
ner all the way to Greveailds. You console yoorsalf
with the thought that at leasl vou are going in the
rght direchion. Turn to2s7.



143-T144

143

The man’s house 15 a small stone bungalow. He
leads you into his bedroom and offers vou a straw-
glled matiress behind a curtain. Thankful [or the
chance to rest, you go to sleep without asking any
questions. You sleep deeply and regain 4 sTAMINA
points. You wake to find that your host is siting
watching vou. 'L hope you are well rested. Yoo
talked in vour sleep,” He smiles at vou and says, Tho
you need help? Has someone stolen something
from you? How did you come to be Lrapped, alone
on the street late at night? If vou want to tell him the
whole story and ask him lor advice, turn to g8. IFyoul
would prefer fo say that you cannot answer, harn to
oz,

144
You are led along tree-lined avenues, through a
quarierof the city you have not vetvisited, Ahead of
viua is a large gothic building with pinnacles sur
mounted by bat-like sarpovles. Before vou reachiit;
the servant leads you into a nearby house. You
follow him throngh to a dark parlour at the back,
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The walls are made of pale bambeo and in 2 gloomy
vommer a decrepit-looking imvalid is sithng ina bath-
chair, mosl of his form hidden under blankets. The
servant hizhts four large black candles before leavings
vou alone with Morlphilio. Thank ¥ou for coming.
It is seldom that I entertain anvone who looks o
vital and full of life.” His voice is hoarse and he finds
it an etforl lo speak. The smeoke from the candles
mukes you feel sleepy, but vou ane startled back to
full awareness when a human skull on the mantel-
piece starts to talk. This 15 the one, master.” At 2
comumand from Morlphilio, the skull lifts off the
mankelpiece and hovers, shadowy wings holdimg it
aloft. “Kill," says the necromancer and the skull
hurtles tosvards ¥OU, JAWSs SApping. Youmust fight
the WINGEDR SKULL

WINGED SKULL SKILL 7

I you win turn, Lo 396.

CTAMINA A

145
Scartace savs, “What do vou mean? Are you sug-
sgesting we are thieves? Thereis an edge inhisvoice
and a tension among, his comrades, hwo of whom
have their hands upon their dageess. Will you:

Hotly deny it?

Say that you are?

lenore this, and say you have
valuable information for them?  Tom i 246

Tom o 252

Torn fo 281

1.4b—147

116
The D-agun exhales a m1bh‘x- breath. As the air
rushes from its lungs it igniles and rolling jets of
flams fill the cavern. You are charred to a cnder.
Tomforgs.

37

You hide in the middle ol a clump of bushes and
peer out info the deanng, After a while, the Diruid
reappears in front of vou. *Since you have chosen to
further defile the Sacred Grove by remaining here, |
zhall assume you have nowish to leave.” Before vou
can move, he utlers some strange words and the
bushes begin fo grow around you. The leaty tendrils
which wrap themselves around your limbs are sur-
prisingly fough. You are held fast. You plead with
him to free you but to no avail. Alter three days
without water you slip from delirum into a coma,
trom which vou never recover.




You dart down a gully and conceal yourself as best
vou can i a crack in the rock that recks of sulphur,
hoping that the stream of pebbles you dislodged
will not pive you away. Soon ¥ou can hear the
ominous sounds of snuliling as the Orces iy to sniff
you out. Suddenly one of them cries out - you have
been discovered! You struggle out of your hiding-
place and draw your siword but you are bowled over
in the rush. One of them grabs your pouch of gold.
The coins Ay out into the air. Tmmediately they
hegin to syuabble over the spoils. They donotnotice
that the group of Flves have appeared at the top of
the gully and are looking down. Without 2 word,
the five Elves descend upon the Ores and, thanks 1o
their majic, soon prevail. Seiang your opporoumity,
you grab your empty pouch and fee over the hill
into the valley beyond. Turmn to 203.

140150

149

You tum left dovwn [Hombeam Road, looking for the
coal-hole. You see what looks like a coal-cellar at the
back of a dilapidated warehouse, You duck into it
and find a small crawl-way hidden on Lhe olher side
ol the pile of coal. You crawl down a chute and out
mio a small passageway that winds for some dis-
lange beneath the city. You come toa door and push
it open. You step into & magnificently furnished
room; evidenthy the Thieves” Guild lacks nothing. A
group of men = waiting for vou, lonnging on sofas.
Some of them you recognize from Ehe Red Dragon
Inn, in parbeular the one with a scar running from
ear to chin. Tum fo 209-

150

We are the priesthood of Death,” savs one of the
figures. "We have come for whatis ours.” Yourarms
are held and you are searched. Realizing thak you
are not carrying the Talisman, they step back. Cne
of them strikes vou acoss the face, "Where is5 it
hidden — worm?" Suddenly, the clatter ot hooves
disturbs the menacing priests. A large group of
riders carrying torches comes inky sight and Ehe
priests melt back into the shadesws as silently as they
came. The riders of the Walch halt before vou.
Yuu're in a pretiy pickle. That's one less problem
for us tonight, eh, girls? This provokes a gale of
laughter but you fail b see the funny side as they
ride off, leaving vou held fastin the jaws ol the Leap.
Turn to 128



151—1IR3

151

They stare and vou cannot be sure what effect your

grestures are having, or cven if they can undersiand
voual all. Will you:

Offer them some dricd meal, vou
have any lell?

CHfer themn a ruby, if vou have
ane? Tum to 122

Attack them? Tumtozzz

Tumina33

152

The Captain of the patrol demands fhat vou surren-
der YO siwvord, and savs, 'Chmb up behina Elvira
there.” She points to one of the younger women.
Wil you obey (lurm to 155}, or refuse (fum to 14337

153

With a shock, you realive that your fool is poking
vut under the arras. You pull il back as fastzs you
can, bul you hear footsteps stopping on the other
side, A woman's vioioe dngs oul, ‘Hal A rat, dead for
a silver? She plunges her ssvord through the amas
and into vour stomach. Within momenis vou are
duad. Tarn to 1og.

154-155

154

As the sun rises, you set off once more across Lhe
wild plains. With evory hour that passes, the Talis-
man seems lo grow heavier. You realize that i is
resdstering: the presence of the minions of Death., Do
vou wish lo examine it again (furn to 138}, or keep il
hidden in case it may draw them to you [turn to
127)7

135
Elvira helps vou up behind her, She appears none
oo pleased at the prospect of shaning her horse with
vou and yvou rde in silenee across Lhe wilderness,
Lose 2z sxirr points unfil yon acquire another
sword. Tom by 25%.



156-157

155

Y ou comme o into the Strest of Seven Sing and soon
find the Bed Dragon Inn. Steps lead downwards
and the sound of raucous laughter Hoats up [rom
the smoke-filled gloom below. You enter and walk
over to the only part of the dive where it is light
enough to make anythimge ot Passing tables and
stools, you come o the bar, behind which stands
the bulky proprietor of the inn. Do you have the
brass tiger charm? If you do, luen to 11, H you do
eot, orm i3

157
You Eneel 2t the ond of & tow nf wnn—ahippi_-!rl_a- A

golden chalice is being passed along and each mem-
ber of the congregation drinks from it Your neigh-
bour drinks with relish and then tuens to vou; his
face is waxen and white, but his eves are crimson
and bloodshot. Blood deips from his vampire fangs.
He hands you the chalice and you have to drink. Itis
human blood, cursed in Death’s name. Tt curdles in
vour stomach, and you are seized by a palsy and
loze £ sTAMIN A points. If you are sl alive, you see
the wraiths ride into the inner chapel, accompanicd
¥ Somnus, and the comgragahon begins to tile ook
You manage 1o gain the strect without being noticed
and, fimgmng the black tobe away, vou sel oul in
search of the Thieves” Guild . Tum to 83.
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138
You ask the scholars to use their spell. “Something
appears t0 be wrong,” mumbles Morean guilhly.
The spell is not working, Cut of the comer of vour
eye vou can see him gesticulating as of casting 2
spell, but the beastis unaffected. You musi fichiitto
the death, Retum to the paragraph vou came from.
You may not appeal for help again.

159

You force through heavy undergrowth for some
time, making vour way over the hill and into the
thick; wooded valley on the other side. You then
take a trail heading westand aremaking good speed
until, rounding a corner, you se¢ a huge browa

sealed lizard with eight legs, basking in the sum. Ifs
heavy horned jaw is filled with long pointed tocth.
Yo may Testyowr Luck to see if you can slip past
withoul waking it. Tf yoo are Lucky, fum to 267 If
yvou are Unlucky, turn to 135. I you prefer not o
take this risk and Ieave the path to cut s way through
the undergrowth, tuen to 384,

1h0—161

160
Youchoose a sword which feels well balanced_Ttisa
well-crafted lomgsword, similar to those used by the
warror-women. You may restore the z sxiLe points
v fost iF vou had voor sword taken, You pay the
man and feave. Tarn o104,

161 _

Belore you plunge vour arm into the water, you
nodfice that the sap from the free is healing a small
grare on vour wrist. You realize it has healing
powers and decide to collect some more sap from
the branch vou cut from the tree. You may use the
Sap of the Willow to restore 4 sTaMIN A points once,
when you think if will belp you most Moving
quickly away from the spring you decide to follow
the small dver that runs through the valley, heading
wost. Turn B 39-



Ih2

1k

‘Weoare the priesthood of Death,” says one of the
figures. “We have come for what 1s ours.” Your arms
are held and you are searched. The Talieman is om
from vou by their leader. ‘Thave it, brothers, Thave
it," he exclaims in fmomph. ‘Now may our Lord
enter his kingdom.” They cheer loudly, oblivious to
the approach of a large group of niders. “Stand,
make no move,” a woman's voice rings ont. 1L is the
Watch, One of the priests mumbles an unholy in-
cantation. You see a wave of fear break over the
women and their steeds. Some cannot confrol their
horses, others flee, but the bravest charge the
priests with loud cries of battle. The ppesis are
unprepared: some are knocked to the ground;
others make wood their escape, as silently as they
came. The Talisman falls to the ground, its bearer
decapitated as he furns to fee. Tt s caught up by
ane of the Watch, who announces her intention of
laking it lo the lemple of Fell-Eyrinla. They wheel
their horses and mide away, leaving vou &0 rot You
hawve lost the Talisman. Cursing billerdy, you re-
sobve that if vou escape you will not rest unil veou
have regained it. Turn o 128

163—164

163

You land safely next to the thieves, Scarface looks
surprised to see ¥ou. Ploodheart? he mguires.
‘Failed, vou freacherous dogs” you reply, bran-
dishing your sword. Jemmy the Rat tums tail and
flees across fhe tooftops. Lord Minlooks at Scarface
and shrugs. ‘T not Hghting the killer of Hawkana,”
he says, They swing under the eaves and chimb like
spiders fran open window . Not wishing to allempt
this climb, you make vour way back to the sale
honse acmss the 1'-::111"—’:::}1:1'_. and climb down Lo the
street, where vou slop Lo regain your breath before
leaving the aty. Tum fo 235.

163
You thrust the torch at the head ol one of the
nightmarish sleeds; the ames flicker, but varthly
tire cannot harm them and their riders urge them at
vou. Under their attack you feel vour life-force
ebbing away. You become like them, a fravesty of
life, for ever doomed .




165=166

163
Worshippers make way for vou as vou walk lo-
wards the helmet, your face shrouded in the cowl of
the black robe. Itis standing on a table and is made
of interwoven silver bands. You place it in your
head and find yourself outside in the swest. The
helmet bestows quickness of thought and reaction
{0 ils wearer. Add I to vour SELLL Soore. You guess
that peweriul Priests of Death use the helmels to
vomne and go from the temple without being seem.
Feeling lucky to be alive you ot out fo find the
Thigves” Guild. Turn to 3.

166

Smiling delighiedly, she asks about Wodeman. You
tell her what happened in the Sacred Grove. “Then
you are welcome at the temple. T am Lillantha, a
Priestese of the All-Mother, Fountain of Life. 1 am
o my way to praver. Perhaps you would like tojoin
me?. Will vou accompany her {turn to 117), of
decline and say vou must be on your way {lum fo
130)?

167168

167

Their eyes narrow and suddenly a terrible pain
shoots info your kKidneys. A thiet has crept up
fﬂﬂ‘tﬂ}- behind you and knifed you in the back {lose
6 sramina points). I vou are still alive, you whirl
rourd and hack to the bar. You see a wiry VOLLLE
man holding a dagger dripping with your blood.
The thieves close in but with your back to the bar
only three can attack vou.: You must fight all three at
oOnce.

SKILL CTAMINA
BACK-5TABRER & &
SCARFACE 2 g
Second CUT-THROAT 2 5

If you Eill Back-stabber and reduce Scarface’s
STAMINA fo 5 or less, tum to 259.

1hH

Az you touch the door, the SERPENT comes to life.
It strike hike ightning. sinking its venomous fangs
mfo vour neck. The poison is deadly, You stagger,
vour blood boiling, but vou are paralysed and can-
not even inhale. You die of suffocation. Turn to 43.
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150

Two newcomers enter the Red Dragon ale cellae.
The first = a verv tall, wiry, man whose frame is
draped in a black cloak_ The only hint of colour is his
hair, very curly and dyed bright corn-vellow. The
second is a handsome voung woman dressed in a
bizarre patchwork of armour. The barman mutters
under his breath, then forces his face into a smile,
“Dvotchew, Cassandra, welcome! he shouls obse-
quiously. The thieves move away from you to sit at
anuther table. Tvutchey skrolls to the barand orders
a drink. Cassandra sils opposite you, at your table.
She ignores ¥ou and Tyutchev joins her, Will you:

Say nothing? Turn ko =

Catup and leave the ale ceflar? Turn to 363

Iniroduce yourself? Turn to 374
170

The Dragon raises its head, ‘Goad-day bo vou, man-
ling." Tt speaks! [is voice is as soft as honey. 1t
appears to smile and you feal it may be friendly (o
you. Welcome to my lair, Are you leoking for
something? Can Thelp? Will vou try to make [riends
with the Dragon (tum to 337), or tell it of the
Talisman and vour need to pass throngh the porial
{tom [o 356)7

L




171-172 N

L
While I'vulchev draws his sword, Thaum poinls al
vou. From his fingeraball of multi-coloured fire flies
towards you. Will vou fry to avoid the fireball by
running at Tyvutchev {turn 1o 244]), or hold vour
srounid (furn Bo 2251

They lower their heads and charge al yon. You
wound beo of them before another catches you with
his tusks. The remendousmomentum of his charge
pilches ¥vou on to your back. Lose 2 STAMINA
petinte. [f vou are still afive, they pin you down and
drag you off to theirviliage. Tumn lo 365.

173174

23
Tmpossible,” snaps the Captain, ‘The Spires lie to
the west of Greveuilds and you are going towards it
not coming away [rom it Yoo are under arrest”’
lum to152.

174

The Wraith and ils hell-stead seem Lo disappear in
the wind. [t may be a trick of the wind, but you seem
to hiear & ghostly voice whispering, ‘We shall re-
furm.” The Talisman [eels lighter again. With a sigh
of relief. you fie down to sleep. You awake, fealing
better. Gain 2 sTAMING points and reslace all but 1
of the sEILL points vou have lost fighting the
Wraith. Turn to 154




17517k

175

Your lasl blow meets no resistance. The grey doak
billows to the ground in aheap. All 35 silent except
for a sudden keening of the wind. You rest and
begin to overcome the shock to vour system_ If vou
have lost any SKILL points, all but 1 are restored.
Cauliously, vou move on, coming 1o Silver Strest.
Tum to 5.

176

The vile monsirosily sinks to the ground, squelch-
ing in a pool of blood and green ichor. The stench of
its spilled entrails is nauseating. The sages are
woebegone al the death of their crealion, buf they
help you out of the pil. I'm sormy,’ savs Morcau,
‘my spell did not work. Whata shame vou had to kil
her.” You shake vour head al thelr madness and ask
tor your gold. Polonius dives his hands info various
pockets and folds of his robes, a look of consterna-
tiom crossing his features. Heisabout oy make some
excuse, when he sees vour grosving anger. Eventu-
ally, le offers vou a magic scroll as paymentinstead.
It containg a Spell of Agonizng Doom, which vou
can use once only. You accepl, take vour leave, and
head for the house of the Sage. Turn fi 273,

177178

AT

You charge al the Druid, yout sword raised. Before
vou can stnke, your jaw drops in amazement.
¥Whete once Lthere was a man carrying an vak staff,
thereis now a skylark, Trilling shrilly, it flies around
vou and awav. After a few minules vou see the
skylarkw hE‘EI.Lng above you agpain. [t could be Lrvine
fo draw attention to you, or perhaps it is preparing
lo attack vou itsell. If vou leave the clearing, turm to
187. 1 you wish to stay and hide, tum to 147.

178

The Dragon savs, You muost believe me, IF vou do
nol, vou will die frving the portal, and [cannot carry
the Talisman throogh.” Tts honev-smooth voice
beguiles vou with its gentle charm. -']"f.ﬁctli,.'r_:lr;.v Luck 11
FOu i}:e Lucky, tum to 129, 1 you are Unlucky, tum
1.



1
You haslily hand the Ta]iz?nﬂn to the skelelal envow
of Death, Ashe receives i, he seems to draw unholy
streneth from it ou fool,” he mucks, his voice
deep and resonant, full of malice. He touches vou
with the Talisman uncannily quickfy. Ttisasif Death
himself had touched wou dnd your heart beats no
more. Nothing can save you. Your quest ends here.

1580
You run down the stairs four at 3 fime. You reach
another landing before vou hear the tramp of fest
coming up from below. Thinking quickly, vou hide
behind an arras. Test your Luck. It vou are Ludky,
turn to 140, Ifyou are Unlucky, tumn to153-

151

181

The cuf-threat yields and you are looked at with
some admiration and respect. The barman tries to
make light of things saying, “You are truly a mighty
warrior — you could even be a match for Tvutchey.'
Fle tells you the story of Heimdol the Mighty, Tt
scems that Heimdol was one of the strongest and
most unpleasant men 2ver to swill ale at the Red
Dragon. Une day astranger, Tyulchey, accepted his
challenge o a bout of arm-wrestling. Heimdol lost
for the frst lime in his life. He was fudoos and
threatened awful reprisals if Tyutchev ever re-
turmed. A few nights later Tyutchey did reburm and
brgan o menlt Heimdol and bwo of his friends. In
the inevilable fight which fullowed, Tvutchey killed
trerm 2lb and carved his initials on Heimdol's fore-
head. He worships the God of insane chaos, Anar-
chil, and since thal nighl none has dared sainsay
him here " If yone want to ask the whereabouts of the
Thisves' Guild, turn to 210. I vou would rather ask
the cut-throsts for aid in completing some un-
fmished business; turn fo'223.




18z

182

“We are schelars,” says Moreau excitedly. *Yivisec-
bon s our feld of study, We nse surgerny and majgic
fo create new forms of e, Just wail ll you see our
creabion.” They ke your to'a large sunken ]'.lI‘I‘ in the
middle of the massive greenhouse. The pikis ringed
ai the top with downward pointing spikes. They
lowwer a fadder and vou all desvend into it In a
barred cage at the edge of the pitis a mest loathsome
sight. The scholars” creation 15 a massive beast with
the body of a giant cockroach, six giant arims [or legs
and two heads, one above the other, The top one is
the head of a crocodile and below is the warty face of
#n ogre. ‘Isn't she beautiful? savs Moreau. Polonius
ays, ‘We need a valiant warrior bo testher. We want
hertobe used as a war-beast, Do notworey, though;
the minute she looks ke harming vou, Polonius
here swill pul her to sleep with a special spell.’ The
ogre face, which Jooks distinetly male, roars and
slavers. Hvou want to say, "Thank vou, no, P not
fighting that,” and leave immediately, turn Lo 201, If
vou would rather say, “This should ke interesting,
=nd prepare to fight the beast, lum o 18g.




153184

153

You turn right, down Trader's Row, and walk for
some way, looking for the storm-drain. Eventually
vor see it and, checking that yom are unobserved,
jump dewn it. You land up to your ankles i siime.
You wade down the hugge drain unfil vou come toa
small round door setin the left-hand swall. Tesf yoir
Luck, If you are Lucky, turn lo z38. U you ame
Lnlucky, turn to zos5.

184

An inscription on the circular pillar resds:

Beliind the symbol on the first door
Ties thil toiicl: e risk yonr e for.

As you Loy to work out the meaning of this strange
nmésagp,fa pool of water forms around vour feet.
You look up just as a dack splis the ceilng. A
torrent of water pours down. You jump forward 25,
+with a prating ramble, a slab of rock stares o fall
from the roof across the exit ahead. Your only hope
is to throw vourself through the narmowing gap. Roll
twi dice. If the total is equal to or less than your
SEILL score, turn to 1o, I the resuli is greater than
VOuT SKILL 200Te, turn 1o 215,

185—1B6

185

Suddenly, you are in blinding sunshine, You are
standing at the lip of an immense chasm. Yoau
realize that this must be the Rift the Cruzaders
spoke ol The rocky earth is blackened and cracked,
full of pits and fissures, and noisome fumes rise
from the depths of the chasm. To the westvousee a
range of green hills partially covered in trees and
thick woodland, A few hundred metres Lo your richi
vou can see where a forest begins, extending all the
way to the hills, You realize that vou must head in
the direction of the hills to reach Greyguilds — but
which toute will vou take? If vou go through the
forest, turn to 256 I you would rather take the more
direct route across open sround, turn o134

186

You leave the building and continue on down Book-
er's Walk. The streets are aheadv deserted and there
ate few lights in this parl of the city. Yoo search for
the welcoming light of an inn. Then, wilhoul warn-
ing, the sicel teeth ot a hidden man-trap snap shut
mund vour leg, ripping vour Mesh. You are in
terrible pain. Lose 2 stamina points, Shadown
fgures loom oul of the murk all around you. Their
faces mlow with a sickly pallor in the moonlipht.
They are wearing black robes clasped at the neck by
<hrunken human skulls. Do you still have the Talis-
man of Death? If you have, tumm to 162, If you have
noE gof ik fm Lo 150.



157188

187
You leave the clearing, arxions that you should not
anger the Druid further by siaving in the Sacred

Grove, Turm to 139.

188

¥ou run for the door to the street at the back of the
chiurch. Somnus sees vou and points majeshcally.
The.” he whispers. A huge dark higure appears
before you, a great black sword in its hand. It has
black wings of shadow and a tall white cresl sweeps
back fram the black helmet which hidesits feabmes.

Yourheart palpitates wildly and then stops beating,

The mere zight of the ANGEL OF DEATH ﬂl.’qh'h'srh
you. You will wander the barren plain of the Valley
of Death until the end of hme.

18g—190
18g

‘Excellent; excellent,” enthuses Morean. They climb
the ladder and draw it up behind them. With a dlang
the bars of the cage slide into the ground. The beast
comes fowards yoo, intent om making you its next
meal. You must fight the VIVISECT. The Sages
produce wax tablets and begin to fake notes,

VIVISECT SEILL &

You may appeal for help at any time, TF you do,
remember this reference number and tuen tao 258, It
vou donobappeal and vwin, furn to'276,

STAMINA 12

190
When vou have laid vour weapons aside, the Tra-
gon beckons vou to the portal. When you get close it
says, ‘You man-things are so easily tricked.” It
jumps upon vou and rends you limb from limb.
Yurn by 43
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151
The Captain nods and says, We wall escort you
vafely to Greypuilds. These moors are well known
tor brigands. Perhaps vou would like to ride behind
Blvira here” She ponis fo one of the vounger
wamen. You thank her and accepl a helping hand
up, thankhil to rest your legs. Ehira does not seem
too pleased at having to share her horse with you
and you ride across the wilderness in silence. Tum
B zfH.

192
At last you teach the floor of the platean itself. It
gecms voulr aching lees have torgotten how fo walk
om level ground. The vegetation is lush, like a
lropical rain forest, and vour dothes ding o
vou, damp with perspiration. As vou pause io
listen to the screech of a scariet macaw & group of
HOGMEN bursl from the vegetation in' front of
vou. Thev are blue-grey, hairy and have heads like
lusked boars. Will you tell them that you mean ne
harm (furn te 151), or altack them {lurn to172)7

1931

143

Yoo are weakening, You realize you are close to
death. A sudden blinding light hallz the Death-
kaight's omslaught, Tovour amasement the Paladin
crusader stands before vou, bathed in a silvery
radiance. The Death-knight steps back, shielding its
face. The Pzladins’ Hn:-]j. Sword hums through the
@ir and culs the Death-knightin bvo, As abruplly as
he came, the Paladin dizappears. Thereisno sign of
vour adversary but the Floly Sword remains, casting
@ glow where it lies on the straw. You pick it up,
realizing that it i meant for you to use in your
struggle against Death. As you grasp it, your
wournds heal magically, You repain 6 sTAMINA
pomts. Youmavadd 1o vour sk whenusing the
Holy Sword. Tam to 121.

A
You drve your sword EHEE his back. He lels out-a
scream of pain as he dies. Locd Min, a small, agile
young nn i behind vou. He savs, ‘Sloppily done.
We may all pay for that. Now, hurr!. ¥ Turn to 283.




195

145

You conlinue along Cobbler's Wallk, furning a cor-
ner or fwo. Suddenly, a body comes crashing
through a nearby window into the streel. Splinters
of glass Ay evervwhere, bul you are unharmed.
Moving cluser vou see the mangled corpse of a man
dressed In black robes covered with odd svmbols. A
door to the nearby house bursts apen and a man
dressed in a silver robe with black symbols, runs
inlo the sireet screaming, Flee! Run for your life! as
he disappears. Tn the open doorway a monsbous
figure now stands. It springs al you with a demaonic
nowl It is three melres high, with the head and.
hind legs of an elk. Tts bloated humanoid torso is
motiled bhie and grey and its breath clouds the air
with crystals of ice. It points at vou and a gale of
freczing sleet hils you. The chill is almost erippling
lose 3 sTAMina poinls. IF vou are still alive, the
Demon reaches for you wilh its powerful talons.
You must fight it.

ICE BYEACIN SEILL B STAMINA 10

If vou win, fumn to 61.
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196

The Sage shows you Lo a side room, full of reading
desks. A fesww are occupicd by students of history,
vouny and uld. With an expansive gesture he poinis
to a wall lined with shelves, which are filled with
scrolls and tablets. You choose a setof scrolls called
Greyaiilds Revisited, by Wyleve. 1L is the story of a
dissolute young nobleman who failed to take
advantage of the education offered by the Guilds of
Learning. You are able lo glean much intercsiing
information about the cty. The religious orders
held all the power. You are astonished o find that
Vagar, the God of thieves, liars and cut-throals, has
masl [ollowers within the city. Thereisa temple o
Death in the city as well. Indeed it scems that
Greyguilds is not the tranguil city that it once was.
The armed forces protecting the ity come from two
wroups, Lhe wartor-women who worship the sl
soddess Fell-Kyrinla, and the followers of the All-
Muother. Groveuilds lies on the edyge of a large plain.
called the Manmarch, ur lands of men. Ibis justone
of many dbes in this part of the world: As you are
wondering whether vou will ever visit Doomover,
or the Spires of Foreshadowing, the other sludents
begin filing out. With a start vou realize itis already
dark and vou Ieave quickly, looking for 2 safe place
ti sleep. Turn (o 186,

197—108

1oy
suddenly, from behind vou, the Captain shouts,

‘Lookout! Ambush! Evervbody duck!” Yo hear the
sound of an arrow whistling through the air as
elvira docks in front of vou. Will yoo duck {harn ta
2;0) of wait ko seet what happens {lurn to 224)?

19
“fou have come across Lhe wildemess? Thd voo by
anv chaner come across a man dressed in green
robes similar to mv own? He would have carried an
oak staff and wom a crown of mistletoe: he wold
have fold vou his name " Will VOU 2N5WET;

| did niot mieet him'? Turn b 2z
THis name was Dwithian'? Turn Lo 212
"His name was Wodeman'? Turm to 166



kb

199

As you are looking around vou, checking that there
i5 3 mate near by to avenge her death, a green-
robed figure appears in ihe centre of the clearng, as
if by magic. He has an oak staff in one hand and =
silver sickle in the other. A crown of mistletoe rests
on his head. Striking the ground with his siaff, he
says, 'l am the Guardian Druid of this Sacged Grove
and you have slain my [riend, Snowmane, and left
her cubs motherless, May the hand that Kiled her
never be sll," Yo fecl a tremor manming down your
arm — your sword-hand besins to chake. Lose 1
sRILL poinl for the Druid’s curse. If vou atiack the
Druid in arder to force him to lift the curse, tuen o
177. I vou decide not o risk further dealings with
this man and leave the clearng, fom fo159.

ZRCk

I

Dhring the fight the brass tiger charm lalls 1o Lhe
floor. Wow that if is gone vou realize that it was
aursed and that it forced you toinsult the barman.,
You make no attempt to recover it. The cut-throat
¥iclds and vou are looked at with some admiration
and respect. The barman lries lo make lighl of
things saving, “You are fruly a mighty wamior—you
could even be a match for Tyutcheyv.” He tells you
thee story of how Tyutchev beat Heimdol the
Mighiy. It scems that Heimdol was one of the
strongest and most unpleasant men ever to swill ale
al the Roed Dragon. One dayv a stranger, Tyutchey,
accepied his challenge to a bout of arm-wrestling,
Heimde! Tost for the frst Bme in his like, Fle was
furious and threatened awlul reprisals if Tyutches
cver eiumed. A few nights later Tyutchey did

furn and began to insult Heimdol and two of his
mends. In the nevitable fight which followed,
Twvutchey kiled them all and carved his imatials on
Teimdol’s forshead. "He worships the God of in-
sane chaos, Anarchil, and since that night none has
dared gainsay him here” I vou want to ask the
whereabouts of the Thieves® Guild, urn to 236. If
vou would mther ask them for aid in completing
some unfimished business, mn fo 246,
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201

‘Alvwell, that's a pity,” cavs Polonius, and prosses
the far wall of the pit. With 2 great clang bars spring
up belween vou and the two scholars. To vour
horror you see that at the same time the bars separ-
ating you from their awful creation have slid into
the ground, The beast comes lowards you, infent
un turning vou into a meal. You must fight the
VIVISECT., The scholars produce wax @blets
and begin to take notes.

VIVISECT SEILL H CTAMINA 12

You mav appeal for help at any lime. If vou do,
remember this reference number and furn o158, IF
vou do not appeal, and win, turn to 176.

2Dz

The guard beckoms you inside the temple. Jusi as
v enter you almost bump inte T Tawkana, the =i,
raven-haired High Priestess. “Who is this? shc
barks. The gmard explains that vou claim to be a
secrel messenger, but have failed to give any pass-
word, Hawkana says, ‘Thiz person isno messcnger.
Dic, desecrator!” Cursing your ill luck at meeting
Hawkana so soon after entering the emple, vou
turmn to run. Hawkana lets out 3 scream of invocs-
tion, calling on the powers of her Goddess. A pillar
of Aame engalfs you as the power of Fell- Kyrnka is
unleashed. You are bumt toa dnder. Tuen to 10g.

Z03—204

203

When vou reach the feor of the valley, vou find a
pool into which a spring is bubbling. Feeling thirsty
after having come so far, vou step forward lo the
pool to drink where the branches of a gnarlad oid
willow meet the water. Almost immedialely you
beson to feel strangely sleepy and realize that vou
are swaying, about to topple into the pool. Test ];r.:.':i:"
Fuck, If you are Lucky, furn to 36. If you are Un-
lucky, tum o' 314. :

2004

Ju=tasyou approach a doorahead, you hear a crack
and the sound of rushing waler behind vou. A slab
of rock is slithering down, slowly b!u:_'luing the exit
from the room you have just left Tt suddendy slams
1::.1 the loor with a crash, before much of the water
that is filling the room can flow mto the funnel
twards you. You can only 2o on. Tormn to 120,
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205
As you are about to epen the door, ¥ou heara ’._1‘5':1:
and something thumps vou on the back. Looking
down vou sec the bloody head of a harpoon pro-
truding [rom your stomach. Your hands dutch at
the gaping wound as you try to Stop vour entrails
spilling into the shime of the sewer. Mercilully,
death takes vou swiftly, Turm o 103

206

You strike the old temple-servant across the ha'_i;_:_:f
his neck with the pommel of your sword. He cor-
lapses soundlessly, You go to tie him up. ‘Good
work,” savs Lord Min, a small, agile young man.
‘Now [l finish it.” He steps forward with his dag-
ser, meaning Lo slit the old man’s throat. Will you
stop him (fumn to 251); or let him kill the old man
(furm to 234)7

2n7—z208

Ly

Tour piich-soaked torch flares brightly, The
WRAIIH reins its hell-steed in before you. It
carries an aura of fear bul you stare defiantly into the
black empiiness of iy face. Tt hisses with frustration
and, in a voice hoarse with ave, says, ‘Peath will
take what is his and vou shall becorme one af us, For
we shall return with our full strength — we are the
mnstruments of Death.” It turns iis nightmarish steed
and disappears into the night. Your rest thereafter is
roubled and you regain only 1 sTamina point,
Tumn to 154

208

The foolsteps come on and from the air above vou a
dull rasping voice Intones: ‘T am a spirit of the dead
and we are beyond number.” Suddenly a terrible
blow knocks vou backwards, Lose 2 sTAMINA
points. You must fghl the CNSEEN STALKEE,
=triking out blindby and hoping your thrusts will
narm it

UNSEEN 5TALKER SKILL 4 STAMINA B

I vou win, tumn fo z50.



209-210

204

Scarface looks you up and down {or a moment.
Lhen he says, ‘Right, PlI get the Goildmaster, we'll
sge what he has to sav.” There is an uncasy silence
vefore he returns with another man, Scarface says,
This is Vagrant, Guildmaster of Thieves.” Vagrant
=3 handsome, middle-aged man wearing an ermine
jacket Twirling his moustache, he asks you the
purpose of your visit, What will vou say:

You need help to steal

something? furn to 315
Yo want to steal the Talisman of
Death? Turn By 27k
Yom will lead them toa hoard of
priceless jewellery? Turn to2ga
210

Your request eomes oot more like a demand,
spoken tersely and loudly. Nevertheless, ene of
them tells yvou that the entrance Lo the Thisves’
Cuild is through an open storm-drain which leads
mibo the sewers near Trader’s Bow. You gruffly tell
them to meetl vou there at midday tomorrow. You
decide v leave straight away, before vou insult
anvone else. On vour way to the door the glonm
darkens a5 fwo people come down the steps from
the slreel. The first has to stoop to avoid hitting his
head. THs @Il wiry [rame is wreathed in a cloak that
seems ko deepen the darkness about him: The enly
fint of colour is his hair, very cotly and dyed bright
com-vellow. The second 5 a4 handsome young



21

woman, dressed in a bizame patchwork of armour.
“Iyulchey, Cassandra, welcome!” cries the barman
absequicusly. They wait for you to step out of their
way. ‘Gel out of my way, Orc breath,” you zay
before yum can siop vourself. With a flach of insight
you realize the brass figer charm must be cursed.
Tyutchev smniles. They step to erther side of you,
drawing their swords, Together they strike with the
=peed and grace of panthers, Tyutchev’s sword is
almaost as tall as you are and he wields it neghgently
in one hand. Cassandra’s glows coldly. Dvery lime
she hits vou, sublract 3 sTAMINA points,

EEILL ETAMINA
TYUTCHEY 101 1=
CASSANDREA q 10

I vou reduce Cassandra’s STAMINA to 4 or less she
drops back and Tyulchev moves m fo cover her, It
vou reduce Trutchev’s sTAMINA {0 4 or less, fum to

355.

4

211=321Z

211

e Dragon savs, This s a oerave matter indeed. The
Talisman must go through the portal. [ will tell vou
sommething: Teannot pass through the portal. As voul
can see; it is loo small for my bulk. You can pass
throngh, butonly if you leave behind any metal you
are carrving. The gods have set a poweelul magic Lo
stopweapons being brought through from the other
side. I will [et vou pass but, for your awn sake you
mmast do as | sugeest.” Will you lay down any
weapons and money before stepping through (turn
2 190}, orask him it he takes you for a fool (burn B
178)2

I'I

212

1 zee,” she says shortly and tums away., She walks
off and i= soon lost in the crowd. You shrog your
zhoulders and walk on. Turn to 130.



.1'.[3—215

z1%
You run back inlo the Toom with the skylight, bul
there is nothing to be seen. The ropeis gone and the
skylirht 15 shut. You hear the tramp of feet coming
up the stairs. You look around desperately bul there
is nowhere ta hide. Ten of the warrior-women burst
in. You light valiantly but there are too many of
them, ¥ou are overwhelmed and =lain, Tam fo 100.

i

As you close with the Elves, one of them makes a
slrange gesture. You realize with horror thal he is
using magc, A drowsy paralvsis seizes your limbs
and youare unable tomove, Tanghing croelly, they
bind you hand and foot. You are to be laken dowm
into the Rift and you will never see dayhsht again.
Your quest ends here.

I15
Toa Jate: The descending rock Lraps you and your
ribeage collapses like a concerhing. Turn to 43

]

216217

216
The boy leads you to the Guilds of Learning, You
fmarmy down a cloister, which surrounds a square of
tall grass speckled with scarlet poppies, and on
towards a huge greenhouse made of tarred wood
and glass. Two scholars wearing Lhe pale blue mobes
of the Sages come out to greet von, One is spindly
and bald, the other is very chubby and peers at vou
through his pince-nez T'm-:v are crbw::-u:.h 1_11-&15&;:1
ko =ee vou and introduce themselves as horeay and
Polonius. The fat one, Polonius, asks you lo come
with them, if you would like to eamn twenty pold
pieces for Bwenty minutes’ work. Will you sa with
them into the greenhouse (turn to 182), or politely
decline and go back to the Sage’s house {tum to

27317

217
You creep up behind the old man as he shuffles
alomg the comridor, Will vou use the pommel of vour
sword and ey to konock him oot (hom to z06), or
steike hom doswn with vour sword fiucn to 19.4)7




218-z210

x18
Flastily, you leave the elearing, Luckily, it seems she
was interested onlv in protecting her cubs. You
press on through the wood towards the halls, skird-
ing the clearing. Tum ta 154

g
As you tun throush the darkness the Talisman
srows heavier. weighing you down. You cannot
keep ahead of vour pursuer. A flaming hool strikes

vou doswn. Lose 2 STAMINA points. If vou are shil
alive, you must ﬁjfhr: thas monstous WEALTH.
Whenever it hits you, you feel a cold, numbing
sensation as it drains your hife-force. Lose 1 SEILL
paint each time it stnkes vou.

WRAITH

[f voru win, turn bo 174

HEILT 4 ETAMINA 10

il

220

224

“Lies,” it hisses, and lunges at vou with its rapier
before vou can move. A chill numbness spreads
fram fhe wound and you feel as il vour life-Blood is
being drained away. Lose 1 skl and 2 5TAMINA
pomis. Mow vou must fight the ENVOY OF
DEATIEL. Each time it strikes you, you must loge ©
sKILL point as well as the normal st asin s loss.

ENVIY
OF DEATH

I vou win, tom fo 254,

SKILL & LTAMIMA &

221
You spot one of the wardor-women who you know
are memnbers of the temple of Fell-Kyrinla. Hoping
she i= on her way to the temple, von follow her ata
distance, Eventually, vou come 1o a building rmade
of a white stone, with datk srey columins. Steps lead
up fo the entrance between bwo pillars and thereis a
guard at the top,. What will vou do;

Afbtack the guard? Turmn b 234
Tell ber you have a message for the

High Priestess? Turm b 2oz
Caive up and go to the Red Dragon

Inn Turn to 2
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222-223

223

Tlow dare vou desecrate the temple. Tow dare vou
interrupt me when U'm speaking with the Goddess,”
she says =oftly, white with rage. ‘T dedicate youir
soul o the Coddess.” She drives her fist into the air
and chopsit downwards. A pillarof flame descends
from the vaulted roof. Roll one die. If vou score 1-- 4,
mirm to 105, Ifvou scorea 5 or 2 6, turn Lo 132,

233
Thev appear imterested and ofler you some ale, You
accept a mug and do not drink. You suggest that in
helping voo they might gain a great deal. Thev
agres {0 meel vou and tell vou to come to the
Thieves” Cuild at midday tomorrow, via the dis-
guised coal-hule in Hombeam Road. You are begin-
ning fo chaf to them when Bwonewcomers enler the
ale cellar. "Ah! Tyutchev, Cassandra, welcome!
cries the barman obsequiously. The thieves with
whom you ate siting move quickly to another table,
Fhe first stranger is a very tall, wiry, man whose



223

frame is wreathed in a black doak which scems o
deepen the darkness around him. The onby hint of
colour is his hair, very curly and dyed bright com-
vellowe, The second is 2 handsome young woman
dressed ina bizarre patchiwerk of armour. The man,
Tyulchey, strolls to the bar, but the woman called
Cassandra comes over and sits atvour table, looking
viru over, ‘Find vour own table, wrinkled hag,” you
zay before vou can stop yourself. With a flash of
insight you realize thal the brass tiger charm must
be cursed. Cassandra spits in your face and moving
with the prace of a panther, draws her sword. Ik
glows coldly and is fimed with frost. Each lime she
attacks successfully you lose 3 STAMINA pianis as
biting cold sears your wound. Tyutchey mersly
looks on, grinning,

CASSANDRA

If vou reduce Cassandra’s sTAMINA log o less lum
to 342

LEILL o CTAMINA T

224—225

224

Realisang that the whole thing was a trick designed
o test you, you make no move and the arrow, fived
by one of the women, thuds harmlessly into a tree,
They now belicve that vou are truly deaf and dumb.
You nide on o the late afternoon, moving from the
wilderness to a grey and desolate moor. Ahead vou
czn see the walls of a large city. A salute is given as
vou approzch the huge arched gate in the fortified
wall. The Caprain gestures to vou to dismount and
waves you info Greygnilds itself. Thankful for your
escort, you wave [arewell and sel out to discover il
there 15 any way of retuming to Earth. Tum to 296.

225

The fireball erupls around you. The excmdating
pain and the smell of your burnt flesh Lells vou that
it was real. Lose 6 51amina paints, IF vou are still
zlive, you hear Thaum laughing ceuelly as Tyutchew
mawves to attack. Turn to 265,



22h—227

220
‘Ah, it s a long time since we had news. Tam a
Pricatess of the All-Mother, the Pountzin of Life.
The Druids are our frends. T st vou wall enjoy
your stay in Greyguilds. Goodbye, stranger.” She
walks onand is scon lostin the crowed . You conBinmae
on doven Store Street. Turn to 1300

2237

Your legs are beginning 10 grow heavy as you reach
a gap bebtveen two hills. Yom are slowing now, and
wimder how much kmger vou can keep this up.
Looking back, vou are pleased to see that the Flves
and Ches have met and ame engaged in bioody
baltle. The Elves are making shorf work of the
Circs — strange sparks leap from their hands, Killing
the Ores instantly. You realize that anv respite you
have gained will be short-lived, and press on. Clves
the hill you come to a verdant valley, deep inferns.
Turn to zo3.

228—230

_ax8
You humy on down the stairs bul the old man has
seen ¥ouL Turn to 283

23g
Un vour way lowards the Sage’s house a small boy
runs up to you and asks if you would like o helpa
very clever scholar and make some money doing it-
Tt won't lake long,.” he adds, lugging at vour sleeve.
Do you want t thank him, but decline and go on
vour way (fum to 273), or will yvou goowith the boy
[tien By 2dk)?

230

Youwade carcfully into the scum-covered pond and
hold out your hand to the old woman. There is &
sudden churning m the water and slimy lentacles
<hither around vour thighs. The old woman's head
rears up at yow, tevealng a huge, horny beak
where her chest should have been, above a bloated

body, sprounfing six tenlacles. You must ficht the
GRENDEFEL.
CRENTYEL SKILL & STAMINA §

If vou win, lurn lo 65.



231232

231
Instead of plummeting right down fo the plateau,
the magrical Roc's feather holds vou up and you drill
genty down to land on the steps seventesn mebes
below. You start to climb up again, keeping a careful
look oul. Turn 1o 192,

232
Drawing vowr sword, you run ferward fo atiack.
WHITE
SHE-WOLEFE sl B STAMINA O

If vou win, lurn 1o 1gg,

23372M4

233
The alchemist gives vou the Vial of Yapours of
Speed in exchange for the gold, telling you to inhale
the Vapours when Yo wish to speed up vour
actions. [Eyou have anmy money left, you can ]:'Lwam
of his other wares which vou haven't lried:

Barkskin — 7 gold pieces.
Fortunate Luckstone —

Turn to 306

10 gold pieces. Turn 1 266
Flixir of Life —12 gold pieces. Turn to 360
Or are you ready to leave and

COMTITIIE N ¥OLIT Wiy'? Turn to 28

234
As you rush up the stairs, the guard strikes a hidden

bell and attacks vou. You must fight her.
TEMPLE GUARD SKILL & STAMINA 8§

If vou wim torn tir 255.



235=23h

235

As you cafch your breath three shadows appear on
the road before vou. Looking up, you see Tvutchey
and Cassandra, with a hideous squid-like creature
hovering in the air between them. One of the
squid’s lentacles is curled loosely around Cassan-
dra’s waist, ‘We meet again,’ savs Tyutcheyv, Youni
Lord Min tells me you have been successtul. Con-
grahulafions, you have done usa favour, Now vl
be glad yvour perl = over: We are taking the Talis-
man.’ Grmly, you draw vour sword. [ see.’ says
Tyutrhev. ‘Then let me introduce Thawm,” he oon-
tnues, gesturing towards the squid-like monster.
Its form dissolves and becomes the man with the
gold ear-ring and Howing grev robes vou saw pro-
docng flowers out of the air for the cowds. Heisa
Master of Wusion: At that moment o huge and ugly
Troll appears from within the safe house, “Here is
Harg,” savs Thaum. Harg raises a huge hammer
ready to sirke vou. Is he real, or is he one of
Ihavm’sillosions? If yoo attack the Troll, tom to 45,
I vou allow his hammer Lo sirike vou, lurn to 141,

236 _
They mate you tojoin them for a drink, swhich vou
do. One of them tells wou that the entrance to the
Thieves' Guild is fhrough an open storm-drain
which leads mke the sewers near Trader’'s Howe
They willmeet you there at midday lomorrow, lurn
e T5g.



237238

237

Coming along Moorgate vou realize that the juards
on the pate have been donbled, following the death
of Hawkana. To vouwr dismay, a mounied patmol
enters Moorgake f:r-.c.nrn Smith Street and VOu are
trapped between the cavaley and the guards at the
gate. As wvou slip through the gate, ome of the
watrioT-women Tecoenises you. They scream for
vour blood. You flee across the wilderness, but the
cavalry are swifter and there is nowhere (o hide.
You turn and fight, bul there are too many of them
and they are hungry for revenge. The end is merci-
fully swift. Turn to 100,

z38

As you open the door you slip on the shme under
foot. A plancing blow catches you on the side as a
harpoon Lthuds inlo the door. Lose 2 srasmina
poinks, If vou are still alive, vou look behind and see
the firing mechanizm of the trap. You open the doot
and step mto a magnificently furmished room.
Cvidently the Thicves” Guild lacks nothing. A group
of men, some of whom vou recognize from the Red
Dragon, are lounemng on sofas. They leap to their
leet in surprise and reach for their swords. Will you
Place your back i the wall and draw your sword
{turn to 242), or calmly tell them that vou have been
invited (tum to 252)7

239-240

239

The old man gurgles softly and dies. Lord Min grins
wolfishly. Lose 1 vuvek point for vour callous action.
You hurey on down the stairs which lead to a set of
double doors. A guard 15 on duly but she is over-
whelmed bedore she can make a sound. Inside the
Imner Sanctum of the temple a tall raven-haired
woman 5 praying at the altar, wpon which lies the
Talisman of Death. She appearns to be talking to her
goddess, Fell-Kyvminla. Beyond the altar is a large
marble statue of the goddess, wearing chainmail,
her expression arrogant and cruelly beautiful. The
tall woman rises and turmns towards you. ‘Hounds of
Hell! Tt's Hawkana, the High Pricstess!” breathes
jemmy the Rat. T'm off.” You look around Lo see the
thieves have dizappeared. Before vou can by o
follow, Tlawkana casts a spell and he doores fly
shut, Tuen to 222,

You duck and hear the sound of an arrow cmbed-
ding itself in a free some way off. ‘Oh ho!’ yuu hear
the Captain crow. ‘Suddenly regained our sense of
hearing, have we? A truly miraculous recovery.’
She shouls a command and Elvira twists in the
saddle and throws you fo the ground. Landing on
op of you, she knocks the breath out of vou and
oveTpowers vou. Tour hands are tied behind your
back and your sword 15 taken, From now on you
must fight with vour dagger. Lose 2 sKITL puints.
When you acquite another sword you may restore
them. Tum o 257,



241-242

2431
Searface leads vou through a maze of back allegs
intoa building that Jemmy the Rat tells vouis a s afe
house. You climb on (o the roof and continuee run-
ning across therooftops of the cty. Soonyonareon
top of a tall house, just below the bop of the temple
to Tell-Kyrinla. Bloodheart, a hulking, silent fellow,
lakes a rope and grappling hook from his shoulder
e effortlessly throsws it round the lop of one of the
lemple columns. He secures his end to a chimmey-
stack and walks across on the fightrope he has
ceeated. You all manage bo cross hand-over-hand
and join him in the temple caves. Jemmy the Rat, a
wiry man with fingers like spider’s-legs, finds a
skylight and, true to his name, prises off the bars
and picks the lock. Eeaching inside he disarms a
trap containing a poisoned dart. You marvel at his
nimble-fingered skill. They lower a rope and you all
drop down to the top of a staircase, You catch sight
of an old serving-man passing a doorway on the
landingr, The others have not noticed him. Will you
silence him, incase he has seen you {fom e zag), o
iynore him, hoping he didn’l see vou {turn to 2287

232
Ag they move towards yon, one of them produff= a
crossbow and fires. You duck but he was aiming at
yout ley and the bolt slams into vour thigh, spin-
ning vou sideways. Yoo feel as if vour vems are.on
fire, The bolt was poisoned, and vou socn sink into
Lthe eblivion of death. Turn b 1og.

243-244

43
You conlinie alang Skore Street amd then down a

tree-lined avenue called Booker's Walk, Two very
zrand buildings, built of blocks of prey stone, stand
on either side of the road . A group of young people
in blue tosas, escorled by a white-haired cld maniin
paleblue robes, enters the building opposite. A flag,
showing books and scrolls, is flying from  the
nearest building: it appears to be a hbrary. Will you
ce what information the library has to offer (tum o
346], or investigate the other building, to find oyt
what the voung people are doing (turn to 27937

244
The fireball bursts behind vou, bul a burning pain
wears your back and yvou smell charred cloth. Lose 3
sTamina points. I vou are still alive, you press
home vour attack on Tyulchev. Tion to 265.



245

245

Jusl as you are about lo enler the bare, roofless
rom, a8 rotben stair breaks, betraying vour pros-
ence, Realizing that they may have been overheard,
one of the thieves Tans off across a nearby roof-top.
The other two, mean-looking thugs in brown
breeches, attack vou. They trv {0 come af you from
different sides, but after springingy up the last stairs
vour {oolwork is loo good for them and vou hold the
skairway, where they can only come at you one st a
lime. You must light them in order.

SKILL ETAMING
First THIEF ) 7
Second TITEF 7 fi

If you win, turn te 32q,

246247

246

They appear interested and offer vou zome ale. You
arrept a mug and do not drink. You suggest tharin
nelping you, they might gain a great deal. They
ayree fo meel you and tell yoo o come to the
Thicves” Guild at midday tomorrow, via the dis-
guised coal-hole in Hombeam Road. You begin to
chat to them. Turn lo 164,

247
er evebrows rise in surprise. All four of them look
at you in disbelief. The man in gold tums to the
Priest in the white surcoat and asks, ‘s il the truth?
Knowing vour story 1o be true, vou decide to wait
while the Priest casts a spell. Ttis the teath,” he says,
‘and spoken from a true heart.” The Shieldmaiden
lowers the bow and moves over to guard the en-
trance of the cavern. ‘What are we to do? The exils
are blocked and I have only the power to teleport
one of us out now,” savs the man in gold. ‘Perhaps
this warmior has been sent by the gody to continue
the quest.” Sensing the roodness in these prople,
vou waif to hear how you canaid them. Turn to 100
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z38

You aresweptupin the talons of a greatwhite eagle.
Your assailanks are soon specks below you on the
streef. Rising high above the roof-taps you look Lo
the south castand see, far away, a mountain un top
of a large plateau. A voice speaksin vour head — the
voire of the All-Mother, “That iz Mount Star-reach;
vour goal. Atiks summit lies the portal that will take
wou back tovourown world.” Fora moment it seems
e eagle will bear yvou to the mountain, but the
alisman seems to welgh like a ball of lead around
vour neck and the eagle is forced Eo land inoa
deseried allew of Store Street. Before you can thank
it, it fakes to the air again and is soon soaring far
above the city. Are you wearing magical chainmail?
If you are, tum to 375. H not, turn b 258,

244
You hurry alomy to the Moorgale iselt. There is a
group of warriors on guard, men and women, in
green livery. They are followers of the All-Mother
who have been given your description by Lillantha.
They wave vou through the gate and youo walk out
mto the night. Gain 1 Luck point for escaping the
dty. Tumto 8
73




250—251

250

Exhausted froum the rigours of the day, vou stop and
draw breath. The attack by an unseen foe has lett
you unnerved. You look around, then histen cane-
[ully in case another attack should beimminent. - 4=
:rnghht falls you are thankiul to find an empty stable.

You go in and curl up in a heap of straw, readv for
the night, Turn o g1-

251

You riach out and knock the young thief's hand
awav. He drops his dagger, which clatters noisily all
the way down the slairs. Sentimental fool” he
snaps. "The guards will have heéard that " He draws
another dagger from his boot. "Hurry, we have litils
Hime now,’ says Scarface. You hurry om. Turn 285

252253

Zga

If we had eeally wanled you to come, don't you
think we would have fold you the safe route? savs a
thiel wwith a scar running from ear to chin, whom
vou recognize from the Red Dragon. They move
towards vine purposetully. "This 15 the welcome we
wive to the likes ofvou,” he continues. Will vou place
vour back to the wall and draw your sword (burm to
23z), or sit down, telling them to Kill you if they like,
tut they'll miss out on an affractive proposition
(furmn bo 209)7?

253
The river winds belween the hills. You wade along,
it, knowinyg that the Dark Elves will lose your scent
in the waler. After a while, you climb out on the
other side of the river and conbinue on your way.
Turn lo 331



254

Z54

Your last bloww meels no resisiance. The skeletal
foom collapses to the ground i a heap. All is silent
except for a sudden keening of the wind. You rest
and besin b overcome the shock to vour system. I
you have lost any SETLL points, all except 1 are
restored . Caubiously, you continue along Slore
Slreel and then down a btee-lined avenue called
Booker's Walk, Two very grand buildinegs, built of
blocks of grey stome, stand on sither side of the
toad. A group of voung pecple in blue topas,
escorked by a white-haired old man in pale blue
robes, enlers the building opposite. A flag showing
bouksand scrolls is flving from the nearest building;
it appears to be a library. Will vou see what mforma-
tion the library has to offer (turn 1o 346). or invesd

gale Lhe other building, to find cut what the voung
people are doing {turn to 27g)7

255—256

255
As the stncken woman shdes down the temple
steps, leaving a trail of blood behind hee, vou are
dismayed to see Hawkana, the raven-haired TTich
Friestess, She lels oul a scream ol invocation, calling
on the powers of her Goddess, A pillar of Hame
engulls you as the power of Fell-Kyrinla is un-
feached. You are burnt toa ander. Tum to 100,

256
You enler the green, gloomy shade of lhe woods,
After a while, vou stumble intoa clearing and stop
in surprise at the sight that greets you. A huge,
white SHE-WOLF, almost as latge as a pony, 15
suckling fwo cubs. She pushes them aside and
crouches, snarling. Will ¥ou:

Tuen Lo 218
Turn to 5z
Turcn bo 232

Hack off and leavp?
Offer the wolf zome dried meat?
Attack her?



z2g7—25H8

257

You ride oninto the late afternoon, moving from the
wilderness Lo a grey and desolate moor. Ahead you
can see the walls of a large city. A salute is given as
vou approach the huge arched gate in the ff-r::iﬁa:d
wall. The Captain details haif her patrol to remain
on guard at the gate. Turning to you she says, “We
are taking vou to Hawkana — she will want to ask
ol some gquestions,” Do you want fo scize the first
ppporiunity to fight your way oul {lum o 318}, or
g0 quietly and see what happens (fum to 334)7

256
Skure Streel is an extension of Moorgate. Will you
hurry down-Store Street to the end of Moorgate
[I.-urrf b 237), or, if you had dinner with a Sage, ask
the way to the cemetery (furn to 261)?

2509—260

259
Ihe cut-throats yield. ‘Tt seems vou are a match for
us, Warrior,” says Saarface. The thieves look at you
with admiration and respect. Will vou demand that
they tell vou how to get lo the Thieves” Guild (furn
lo 238), ot sa¥ ¥ou have some unfinished business
they might like to help vou with (furn to 246)7

260

You walk down the tunnel which turns lell again.
As vou round the corner oo hear an ominous
sound from the room you have just left. You dart
back o see the ceiling crashing down, a set of
vicious spikes profruding rom it A slab of rock is
shiding down, gradually blocking the entrance. 11
slams to the floor with a crash and then all is quiet.
You can only go on. Turn to 120



»61—-263

261

You stop & passing shudent whe difects yvou to the
cemelery. Yoo run down Pallbearer’s Row, anxious
i escape from the city. As vou approach the cem-
elery, an ox-cart, relurming from the markel, losez a

wh E\-.T and ow erLurﬂc, almost blocking the road. You
run for the gap bebween it and the cemelery wall,
buat it is blocked by 2 man with a shaven head, He
wears bageye scarlet rousers which end just below
the knee and a loose scarlet jacket Hied with a black
cotton belf. On his forehead is a tattoo of a scarlet
praying mantis_ He doesnt seem inclined o lel vou
pass. Will you

Ask him politely to let you

through? Turn tir 338
Tl hirsr fo et gmk ot :.-'(_}'[]1'“-'&_'!.?? Turn to 311
Attack him? 2 Turn to 288

262

A= you open the book, the scales glitber and sevm B

change colowur. Tis Gtle is Tome of Misforline and the
letiers on the page seem to glow ommouslv. You
shul the book, but it 15 too late. You can feel the
malice of evil magic. You are the victim of some
ancient curse! Lose 1 Luck point, You leave the
Guilds of Learning in disgust. Tum {0186,

263
You fall a1l the wav down the diff-face, bouncing a
few times against the rock, You are dead long betore
vou land af the base of a violet creeper. Tum to 43



264—265

264

Ax dusk comes, you walk on down the Street of
Seven Sins unfil you reach the Red Dragon Inn. A
thick-set man opens the door and Bings 2 pail of red,
slained sawdust across the road. *Sorry, dosed,” he
erowls at yon and slams the door again. Before vou
can -move vou notice the pile of sawduost being
dishubed. Footsteps appear, one by one. leading
from the sawdust towards you. Will you:

Shout loudly, toattract attention?

Scoop up some dirt and flhing it at
the tootsteps?

Wait to sew what happens?

Tum fo 297

Tum to 348
Tum 208

2h5
Tyutchey's bastard sword, almost as long as vy,
hums through the air as he parmies your first attack
with the agility of a cai. The black cloak he wears
makes it difficult for you o fll exactly whene he ic.
Cassandra and Thaum, lnoking conlident, stand
back to watch. You fight Tyutchev.

TYLUTCHEY CEILL 18 STAMINA-IZ

After your first successfol attack om him, turn o 3o1.

=2 k8

266
The alchemist gives you the Fortunate Luckstone in
sxchange for the gold. You can feel its power when
hie hands it to vou. Add 1 o vour tuck score, I vou
hawe not tried them already, you can buy any of his

itherwares:

Barkskin — 7 gold pieces. Turn to 308

Vapours of Speed —1ogold pieces.  Iurnto 233
Elixir of Life — 12 gold pieces. Tumn to 360
O are you teady ko leave and

continue on your way!

Tuorm b 28

207

Creeping stealthily, vou barely tustle the dried
leaves underfoot. The soporilic BASILISK does not
even nolice vou, which isjustas well. Tes eyes flicker
open for 2 moment and a small mouse which hap-
pens Lo be running across its line of vision slows and
amns fo stone. You hurry quickly on vour way, lest
vou suifer the same fate. Toen to'ago.

268
You ride on into the late afternoon, moving from the
wilderness to a grey and desolate moor. Ahead vou
can see Lhe walls of a large city. A salute is given as
vou approach the huge arched gate in the fortified
wall. The Captain iclls vou to dismount and sends
vOLL ON ¥our wayv, Turn fo 206,



269—271

=60
You tiptoe [onward stealthily and pick up three of
Lhe scales which the dragon has shed. Each is as
long as a man's forearm. Cautiously, vou lipioe out
ot the cave and comtinue up the mountain. Tum fo
310

270
The trail winds belween the spurs of two hills and
plunges down into a moist and mossy dell, At the
bottom, a large dew pond, covered with algac, is
shaded by the boughs of a horse-chestnut ree. Your
aftention is caught by a weak ary. An old woman is
up tu her neck in the middle of the pool. Her matied
hair is slreaked green with the scum of the pool. Tm
drowning! Help me, I'm tangled in the weeds! she
begs pitcously. If you help her, turm to 230. If you
decide toignore her and huery on, turn to 65

7L
You catch if by surprise and sirike it a mighty blow.
It hisses in rage and pain and lunges at yon with its
rapier. You musl fight the ENVOY OF DEATH.
Each lime it strikes vou, you lose 1 sxi point as

well as the normal 5Tam1cA loss,
EMYOYY OF DEATET SkinL B STAMINA 4

If you1 win, burn to 254.

272—279

272
‘Well, how would we know, then? says Scarface.
The others laugh at vou and turn their backs, [[you
want to po back to the barman and ask him the way
to the Thieves” Cuild, tum to 295, If you would
rather Eap Scarface on the shoulder and say, ‘Come
on now, Lwon't tell anyone,” tum to 167,

273
You come to the door of the Sape's house and
knock. After a few moments a manservant opens
the door. ¥You explain that vou have come Lo see the
Sage. The manservant asks vou for the token, Do
vou have the token? T you do, turn to 6. 1f not, turn
i 8




el

274

You thread your way through the moss-covered
iombs and headstones. As vou approach the light, it
shimmers and moves towards vou, floating in Lhe
darkness, You are entranced. The will-o-the-wisp
draws you, mesmerized, lowards alatge grey tomb.
svwithered hand throsts through the carth beneath
your fectand grabs yourankle. You hack al it but vet
another mouldening arm grips you. There is a gral-
mg noise a5 3 fendish CHOUT. staggers from the
tomb before vou. Other zombics erupt from their
sarthy graves around you. In vour panic, you find
the strength to nip yoursell out of the ghastly grasp
of the vombies — but the ghoul is almost upon vou!
You must fightit;

GHOLTL SKILL 7 STAMINA

U you defeat the Ghouol within fve combat rounds,
furn to 343. [fitis still alive after five rounds furn to
298

275
“You dare to threaten the Lord of the Skies, puny

man-thing? he bellows. Before vou can reply he
utkers & word in a strange language. A powerful
gusl of wind suddenly blows up and hits vou, Test
yeur Luck. If you are Lucky, lurn to g3- If you are
Unliucky, tumn to 112



2rh
There 15 a hushed silence, broken by Varrant. “That
is indeed beyond price.” He suddenly barks ouf an
order; "We'll mount an expedition before they move
the Talisman. It is mackel-day —a good lime. Scar-
face, Jernmy the Rat, Bloodheart and young Lord
Min, vou will accompany our friend here.” Some
hours later, when they have finished their prepara-
tions, you set off. As vou leave, vou sce a picee of
praffiti scrawled in blood on a wall: There s o Bomonr
dmerre thitnes! You resalve Bybe on yoor guard. Tum

lo 241

ay7—a7h

27T
A small boulder catches you and knocks you off the
narrow steps. Lose 2 STAMINA poinks. If you are still
alive and have a Roc's feather, tum fo 231, If vou
haven't got a feather, tum 1o 263

28

You enter the jeweller’s. It seems to be curiously
lackimg in things of real value. The jeweller, a small
man with a monocle, is jost locking the large safe
behind his counter. As he reaches for the closed
sign, before you have the chance fo speak, the three
thieves you overheard burst into the shop, bran-
dishing swords. Will you seek to get in with the
thieves by capturing the jeweller (turn B 304), or
leap to the jeweller's aid and attack the thieves (lurn
lo 286)7



273

2
You slip inside the 11?3_‘,1—: bmiding and walk
cautipusly down cmpty corridors. Yoo find a
reading-room and decide fo look at some of the
serolls: You find one which tells you that the women
who brought you to Grevguilds worship Fell-
Eyrinta. Another lists the different tvpes of magic
and the names given Lo those who prachise them:
warlocks, shamans, witches, necromancoers, cle-
mentalists, thaumaturgists, demonists, cabalists,
spellbinders and many more. The necromancers’
mayic interests you, for these are the death-
magicians who perform human sacrifices and other
unspeakable abominations in their pursuil of posw-
et. Then vou notice a red book bound in sirange
multi-colimired scales. It seems to beckon vou. Will
vou open Lhe tome (furn to 262}, or leave before you
are discovered (furmn to 186)7

|

I

alo—2f1

280

You miroduce yourself fo the motley group of vil-
lains. They donot reply. You persevere, saving thal
you only wish to speak to them for a few morments.
Oneof them, whose face is marked by a japwed scar,
running from =ar to chin, fixes vou with a stare and
grates, “We dim'beare fir the law, s wakch vourself.
You could be dead before you knew we'd moved.”
Will yom:

Ask them the way to the Thieves'

Conifed? Tum to 145
Say you need help with some
unfinished bosiness? Tummn to zg6

Boldly retort that their threats
don't scare you? Thurn to 167
28
Scarface laughs. They remove their hands from
their daggers and a voung man appears from be-
tind you and sits down. “Of course we are thieves,”
he savs. 'What i= the Eed Dreapon if not a den of
thieves?” They invite vou to join them for a drink.
which vou do. Onc of them tells vou that the
entrance to the Thisves' Guild is through an open
storm-drain which leads into the sewers near
Trader's Row. You ask if it is possible lo go there
right away, but they say no and vou agree o meet
them there at midday tomorrow. You besin to chat.
Turm toabg.



zHz=284

282

You strugple up the nearest hill and- halt ai 1ic
summil: You have a few moments o czich your
breath, before the first Chros are upon yoo. Luckily,
being no more than an undisciplined mob. they mun
atvou one at a ime, You must fght the frst three m
order. The third is apparently their leader, a huge
broad brute with curving yellow fusks and a jagged-
pdired somitar.

SRILL STAMINA
First 312 g b
Second CRC 5 1
Leader QRO 7 i
If you win, furn teaza.

283

You are padding silently along the landing lowards
the ztairs which lead down, when a loud peahng of
belle flls the air. “The alarm,” snarls Scardace. You
[reeze: Looking back you are astonished to find that
vou cannof see the thivves, who you thought were
behind you. All vou can see are shadows. You are
o1 your own, Will vou go back to find the thieves
{turn to 213); or run down the slairs ahead of vou
itum to 180)7

281
Mothing happens. Turn fozg2.

2Bz—28h

285

1 e Dragon bellows with pain but the thick scales
on its back give il somo protection even from
Dragonsbane. Its tail whips round and catches you
aaross the shoolder. Lose z sTamMina points. A
wave of fear hits vou 25 the Dragon burns its head,
its yellow ohitted eyves glinting with malice and
pain. For that cowardly blow you shall die,” il
roars. Wiall yon:

Run back down the tunnel

I'ry ko grab some scales?

Try o grab some of the dragon’s
treasuTe? Turn to 38

Tum to 335
Turn tin 398

286
Two of the thieves, thick-set bruizers in brown
leather breeches, tuen to face vou, while the third, a
thin weascl-faced man, goes for the jeweller. You
must fight the two thicves together.

SKILL STAMINA
Farst THIEF & i
Second THIEF = A

If vomr KHll one of the thieves, turn to 2gg.



287

I'he going is difficult and the darkening skies do
nothing to raise vour spirits. The Talisman becormes
heavier with every step and the pouring rain soaks
vou o the skin. You are almost thankful when nighl
comes and you can burrow down in the dead
bracken. Unfortunately, sour sleep is broken by a
wild neighing. You jump up to see a massive black
stallion, its eyes pits of fire, galloping lowards you.
it snorts clouds of glowing cinders as it strains at the
bit [i= rider, a dark spectral figure, is hunched and
twisted and seems 1o have no substance. You can
zense the hatred it feels for all Fiving things. Will vou
run from if, hoping it cannol charge across the
broken ground {turmn to z1g), or light a torch and
stand your ground (turm to 207)7

288
The man is a monk of the Order of the Scarlet
Mantis, an expertin unarmed combat. He kicks and
punches with deadly {orce. Each time he wins an
attack round roll one die —if you throw a 5o0ra &
o io 356,

MONE OF THE
SCARLET MANTIS SKILL 1 STAMINA B

I vou win, turn {0 325.



2Hg—2g0

289
You step out, squinting aygamst the bright hight of
thelate alternnon sun. Add 1 Luck poini for visiting
the Red Dragon Inn and hiving to tell the tale. You
arc back in the Street of Seven Sins. I you have met
4 Sape and he has invited vou fo dinner, you may
turm tor22g. IF vou have not been mvited, or do nol
wish 1o go, you may go down a side sireet called
Cobbler's Walk, heading west (fum to 195), or go
dowen Merchant Street, heading north-west {fumn to

304

200
In the flickering torchlight vou read an insciption
o the rectangular pillar.

Put yourself i He place of the monkey.
To b foft ~,dzmg-r.=r the adle shall ace.

suddenly the three pillars disappear, You depback
in amazement: The room remains empty and no-
thing else untoward happens, so you decide to
leave. Tum to 339.

201295

2q1
Where 1= this prceless jewellery  stashed?
demands Vagrant. [fvou tell them to follow you and
your Il show them, furn to 349 IEvou tell them that il
lies in the temple to Pell-Kyrinla, turn to 333.

252
A spray of brightly coloured light speeds from
Thaum's hands o yoor eves, daseding vou. Cas-
sandra slabs vou neatly in the heart as Tyulchey
cleaves yt:i]rhearj from vour shoulders: Turn to 109,

203
You wait for seme time, bying to ignore the geow-
g ache in vour muscles. Nothing bappens, You
decide o misk breaking cover and cross the civior.
Turn to 331,

204
Ak this they leap up, whipping cut their blades, and

mowve: o attack. Torm to 368.

295
The barman says, “Lwill tell vou, but it will cost you
six gold pieces and not 2 sihver less. " IF you have the
moncy and wish to pav him, turn to 323. i vou do
not have the money or do not wish ko pay him, tum
By 31



206—298

g6

You walk into the city along a street called Moor-
gate. Many of the buildings are quile grand, built of
liwht grev slone. The strecks are crowded with a
mixture of peuple shopping and voung men and
wuomen carrying books and scrolls, Will vou walk
down a continuation of Moorgate, called Store
Street (turn 1o 357), or fum ]ert into Smith Strect
(Lich to 3o3)?

207
The only peaple in sight iy away, not looking at
vou. The footsteps come on and a dull, rasping
voice intones, ‘T am a spirt of the dead. We are
bevond number.” Suddenly, a terrible blow knocks
vou backwards. Tose 2 sTAMINA points. You must
fight the UNSEEN STALKER.

UNSEEN STALKER SKILL g STAMINA §

If you win, burn to 250,

28
You are still struggling with the Ghoul when you
see the ather Zombies closing in on you. Soon vou
are surrounded. A score of cold, dead hands grasp
you and vou are laid *-.tru""imlb i a 11-=-1-rh dug
grave. You scream as the earth i piled UpUN ¥
You are entering the wastelands of Death,

293

255

With a shout of victary, the jeweller steps back [rom
the fallen body of his assailanl, a bloodied shott-
sword in his hand. You are surprised thai such a
small old man is so skilful. Seeing this, your other
gpponent throws down his sword and runs out of
the shop. You may pick up the thiel's sword, The
reweller furns to vou, his monocle swinging at his
waist, and thanks vou. He teaches behind the coun-
ter and hands you a leather pouch contzining 1o
eold pieces and a small velvet-covercd box. Inside
the box is a magnificent ruby. ™Mo one can call Oliol
the Jeweller a miser,’ he says. Searcely believing
vour good fortune, you thank himand leave. Gain 1
LuCk point. Turm 0 304,
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As vou walk on down the road, leaving all human
habitation behind, it begins to rain heavily, trans-
forming the dirt road infc a morass of mud. By
afternoon vou decide to leave the road and head
east, through the wildemess. After a hard day's
L‘:‘LL,, you eamp for the night. Your sleep is fitful,
You dream of Hawkana, clad in a funeral robe, her
wounds shll bleeding. Sheis standing at the edge of
the Valley of Death, her hair sleeaming in a howling
. ‘.T:hr.-' beckons vou o Follosy, then harns and
walks down into the blasted desolation of the val
ey, You wake up feeling on edge and drained of

energy. Lose 2 sTAMINA points and turn to 116.

30
As soon as vou wound Fyulchew, you notice Thaum
gestunng. Tyulkchev becomes invisible. As voustart
back in SLtr[Jriﬁ'E Cassandra is upon you, her sword
darfimg at you. Tyutchev reappears behind vou,
TRisinge Eus. sword to strike and Thaum is peshuring
agzin. You feel threatened from all sides and youare
hard pressed b defend vourself. Do vou wish tocall
npona God foraid (lurn to 330), ordo vou think you
can tromph by the skill of your own hand (furn to
202)7



302-303

30z
Yiou step forward and in the flickering torchlight
read an inscription on the square pillar:

Furthest from Ine poison of N soarck beetle,
- T r
ETLRTY b ot Eheolil iEh T ji?
Yow il fud 2 venomy e deacdly than dragon fire.

As volu ponder the meaning of this sirange mes
sage, a trickle of dust falls into vour hair. As youlock
up, the ceiling begins Lo descend with a roar. Ohled
spikes slide down towards you, protruding from
thiz rock. A erushed skelelon is impaled on one of
them. You jump fornward as, with a grefing rumble,
a slab of rock starts tofall across the exiiahead. Your
otlv hope is Lo throw vourself through the namoe-
ing gap- Roll bwo dice. If the total 18 cqual o or less
than vour sxiLL score lum to 103. If the tofkl is
greater than your sk 1. soore turn to 235.

303
You stride down Smith Strect. Mext door o 2
linker's shop vou see what appears to be an am-
ourers, Do you wish o gom (furn toa3g); or pass by
itirn to104)?

3047305

Gl

You continue down Silver Strect, past the jewel-
ber's, which is closed, and furn leftinto a tree-lined
avenue called Booker's Walk. Two very grand build-
mgs, built of Blocks of prev stone, stand on either
side ot the road. A group of voung people in blue
togas, escorled by a while-haired ald man in pale
bloe tobes, enters the building opposite. A fag
showing books and scrolls is flving from the nearest
bulding. I appears o be a ].11.11'an Will you see
what information the Hbrary has to offer (tom to
346}, or investigate the other building 1o find oul
what the vounyr people are doing (harn to 279)7?

33

As vou walk across the sawdust-covered hles
towards the door, you hear Tyutchev say lo the
tarman, “Who was that lrightencd mbbit? e walks
over to the thieves. Do you want to huery oul of this
den of thieves, thankful to be alive [tom to 28g), or
draw vour sword and shout “Who's frightened?
{torn {0.294)?



306

306

The alchemist gives wou the jar of cintment in
exchange for the gold. ‘Rub it into wour amms and
chest right away. 11will make your skinas fonagzh as
bark fora week.” ¥ou take his advice, As =oonasvou
haverubbed onall the ointment, your skin begms fo
burn. The pain is excrudating and vour skin blis-
ters. Lose 2 sTaMIN A points. If you are shll alive,
Alernbic says, mildly coneerned, “Alas, something
must have curdled. It will pass. T am a fair man.
Here are your seven gold pieces. Perhaps you
would like to try something else? You accept vour
mumey back. If you have not tried them already, you
can buy any of his other wares: :

Furtunate Luckstone - 1o gold
pieces. Turn to 265
Vapours of Speed - 10 gold picces. . Tumm k233

Elixir of Life — 12 pold pieces. Turn to 360
Or would vou rather leave his
shop in disgust? Tum to 28

e
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j07—308

307
You hide yourself in the bushes, hoping that the
Elves will be unable to follow vour trail. Test ponr
Eurk. If you are Lucky, turn to 293 I you are
Unlucky, turm to 344-

308
Yous flatten yourselt against the cliff justin fme. The
boulders hurtle past and explode as they hil the slep
just below vou. You carry on, warily cdimbing up the
steps. Turm fo 192,
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300

The jeweller reaches for a sword behind the counter
but vou are too gquick for him. You grab the sword
and hold its edge ta his throat. TTe fenses up and
says “There's my sale. Take il all but don’t hurt me?
He points to the safe at the back of the room. One of
the thieves, a thin weacel of a man, binds the
jeweller. You may keep the jeweller's swword, if vou
wish, I'he other two, mean-looking thags in brown
breeches, look vou over coolly, Will you demand
vour pick of the loot {tum to 88), or ask for a small
share of the booty (Hu Lo 354)7

310
M you have 3 gourd lilled with Gum of an Amber
Fine? If you do, turn to 385, If vou do not, turn to
360.

— -

311312

311
The man i a monk of the Order of the Scarlet
Mantis, an expert in unarmed combat, He attacks
vou withont hesitation. He kicks and punches with
deadly force. Each time he wins an Attack Eound,
roll one die—if you throwa 5 ora 6 turn to 366.

MONEK OF THE

SCARLET MANTIS SKTLL. g LTAMINA B

I you wimn, go lo 323-

J1z

Unlortunately the thieves have overheard vou. The
youngest moves soundlessly behind vou, hidden
by one of the tapestrics. A searing pain rips into
vour back. He has stabbed vou with a peisoned
dagzer You sink to the floor, unable to move. The
voung fhef callously pockets your purse, Turn to
109



.-

3137315

3135

As you walk across the barren heath, the sky tums
grey and specks of rain interrupt vour thoughts.
You press on as the rain becomes heavier, head
bowed fo keep your face dry. You fail to notice a
winged monster swooping down lowards you, You
are knocked to the ground —lose 2 s¥asina points.
I you are still alive, vou pick yoursell up and find
yourself face fo face with a winged lion with the
head of an eagle. [t is bent on making a meal of youl,
You must fght the GRIFFIN.

GRIFFIN SKILL & STAMINA 14

If vou reduce its s ramina to b or less, turn to gg.

314
You make a grab for some of the scales, but rip, in
your haste, over a golden chest filled with black
pearke. The Dragon turns and as vou are steuggling
to your feet il breathes on vou, Rolling jets of flame
consume vou and char vou to a cinder. Turn o 43.

315
"Oh yves? savs Vagranl. "Whatis this thing? It vou
sa2y you'te not prepared to tell whatitis, butit hesin
the temple of Fell-Kyrinla, luen to 370, I you Lell
them it's the Talisman of Death and you are pre-
pared to share the spotls whim you getit, turn {0

2.
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316
"You don't walk out on Tyulchev! They leap up,
l,’-.-']'l:ipp:ing outtheir Blades, and move toatEck. Tum
Lo 368.

317

The mellow voice of the Dragon is pleasant and you
fnd yourself speaking freely to 3t The Dragosn
explains that it is the gunardian of the porial and you
tell it of your need to pass through. s h""ﬂJ'E]!H‘
charm carries vou away and when it tells you to
leave your sweapons before setting off to the portal
vl dio as i supeests. As vou turn vour back, Lhe
Dragon pounces and snaps vour neck like a hwig,
Turn B 43.

718

5lill seated behind Elvira, you are riding into the
City of Learning, Grevguilds, along a sireet called
Mooreate. Many of the buildings are quile grand,
built ‘of a light grey stone. You see a mixture of
peuple. Thers are men weanng light blue fingas who
are Sages and professors from the Guilds of Leam-
gz Other sroups of young men and women ane
carrying books and scrolls. There are eight of the
warrior-women sl with you. Will yvon jump down
and try to fight vour way free (turn o 362), or
change your mind and go quietly to meet Hawkana
(born to 357)7

319-320

319
You strugyrle o tear yourself away [rom the pool,
but a gentle and soothing voice suggests that vou
tall into a peacetul sleep. Yoo feel nothing as you
enter the cool green water. You are charmed by the
WILLOW WEIRD. It thrashes vou with its bran-
chies as vou sink beneath the walcr. Lose 4 sTAMINA
points. The pain shocks vou out of your reverie and
wou strusnzhe out of the pool. Looking up, you can
see fwo large green eyes staring at you from the
trunk of the willow. Yoo must ficht it

WILLOW WEIRD SKILL §

I vou make four successiul altacks, lurnto 26.

STAMIMA 12

320
The other fbwo thieves tun for it when they see how
skilfully vou dispatched their ferocious foend. You
are leftalone in the shcr[:u with the dead jeweller. His
eves s B gave at vou inmube reproach. Will vou
putup the closed sign and lry lo open lhelm-. eller's
safe (furn i 343, or leave immediately in case you
are accused of murder {lurn o 304)7
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331
In the flickering torchlipht you can see an inscrip-
Lo on the circalar piﬂf_rr.

L't‘.ﬁ t.'!ﬂr i |" iy _.;'.Ju' Tisk _:|_.|J:.a1' it for

Suddenly the three pillars disappear. You step back
in amazement, but nothing cise untoward happens
and the room remains empty, so ¥ou decde to
leave. Turn to 339.

323
“Where did the caravan come from — the Spirec of
Foreshadowing, perhaps? demands the Capain
of the patrol, Where will vou say it came from?

[he Spires Tum to 173

The City of the Runes of Doom Tum to 123

Borakuh Tom fo 191
323

ITe fakes the money greedily and sayvs, The entrance
lies through an open storm-drain which leads into
the sewers near Frader's Row. Twouldn't go there
now, af Twere yvou, but it will be sale around midday
tornorrow.” You thank him and prepare to leave.

Just then, Bvo new customers enter the gloomy ale
cellar. The first s a very tall, wiry, man whose frame
15 wreathed in a black cloak which seems to deepen
the darkness around him, The only hinl of colour &=
his hair. very curly and dyed bright com-yello.
[he sewond iz a handsome voung woman dressed in
a hizarre patchwork of armour, The barman mutters

s et y

under his breath and then forces his face into a
smile, “Tyulchey, Cassandra, welcome!” he shouts
obsequinusly. Tle moves to the other end of the bar
to serve Ivuichey, who orders a cavafe of Spirils ol
Ra. Cassandra siis al a nearby empty table and
Tyutchev joins her. Will vou:

Tum away from the bar and leave?  Tum to 3683
Sit down and fnish your ale? Tuen to 2
Intruduce yourself to Tyutchey

and Cassandra? Turnio 374

34
You make a grab lor one of the scales but trip over a

golden goblet studded with fire-opals. Recovering
vour balance, you snatch up three of the scales

fore the Dragon can turn round and mun back
down the narrow bwisting fumnel. You leave the
cave as fast as vou can and continue up the moun-
fain. Turn tn 310

325
Your blade slashes him actoss the chest and he
slumps to the ground. You step over his body and
walk past the cart. Looking back, to vour surprise
¥ou see the monk has risen to his fect and s run ning
away! Obviously he was feigning death. You -;.hrug
vour shoulders and goon. Turmn B 392,
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326
You are neanng mounkins which stretch awayina
haze of purple to the south. Ahead ol you lies the
F[area.u- "_?uq‘h‘;en]:,.', adark shadow falls around you.
Looking up vou sec an enormoits bird swooping
down lowards vou, Itsbeak alone is larger than you.
¥Will yom:

Stand to fghtit? Tumtnas

Kneel to ficht i£? Turntozy

lie prone? Tum to 37
327

They betray a flicker of interest. Tyutchey calmly
savs, ‘T have no time tor such adventuees,” bul his
cunositr is obviows, You begin to think vou may
nave made a mistake in telling them and pet up to
leave. As vou climb the steps to the streef vou see
Tyutchew walking over to the thieves. Turn to 264,

328

F
As vou climb the steps the temperaluee and humid-
ify increase. Dripping with sweat, vou look up and
soe that the lip of the clitt is only sixiy metres above
voir. Suddenly, several boulders crash down from
the top. Rolltwo dice. If the total is less than or cqual
{0 ¥our SKILL score, turn to 308, I the total is greater
tham ¥our sKiLL scote, burn fo 277,

330
You search the two thieves and find 6 gold pieces.
Turn to 304.
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330
Which gun‘ vl FOU calt om?

Avatar the One l'urn to 347
Lifespirit Turm o 284

Rocheval, God of the Paladins Turn & 363
The All-haother Turn to 2358
Fate Turn to 38g

331
The river llows oul of the hills into a wide plain,
where it burns notth, Yon sirike out west across the
wild -grasslands. Just when vou think vou have
fimally lost vour pursuers, ¥ou notice a group of
ligures closing fast. Corsing under your breath, vou
realize that they are on lo you again. Doggedly, you
torce vourself on, but the strain takes its fll. Lose 2
STAMINA points. |usi as you are stealing Youreelt to
turn and face your fell adversaries, vou see a doud
of dust ahead. You can soon make out a group of
twenty horsemen. They wheel their siceds towards
you and the drumming of hoofs carries to you over
the breeze as they canter in vour direction. Seeing
this, the Elves seem to give up the chase and fall
back, obviously unwilling to cncounter the nders.
You are thankful to see the back of them and dedide
lo wait for the riders to approach. As they get
nearer, yvoul can sec that this is a band of warrior-
women, clad in chainmail and studded lsather

-armeur. Their faces look grm and unwelcoming
as. they wheel around vou, forming a close drde.
Their Captain spurs her horse forward and fersely

332

demands what you are doing out here, along the
edge of the moor. What will vou do:

Ask them foaid you in your quest?  Tuen to 101

Say vou are from another world? Tum to 73
Say you are the sole survivor of an
ambushed caravan? Turn to 322

Pretend that vou are deafand
dumb? Turn lo 35
Demand they escort you ta

Grevguilds-on-the-Moor? furntogs

332
Ihe wall opens to reveal a blank wall of rock. Ttis a

false door. You closeit and the monkey's grin seeins
lo mock vou. You may choose another door;- Which
will you choose?

The serpent door Turn to 168
The scarab beetle doos Turn t 377
The dragon door Turn to 352
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333
Vagrant replies, "Are vou mad? Nothing is worfh
raiding the temple of Fell-Kyrinla for.” Tf vou fell
them about the Talisman of Death, tum to 276. If
vou decide to call their blull, saying that you will
find sormenne else Lo share the spoils with, lum fo

367

334
You rde into the City of Leamming, Grevguilds,
along a street called Moorgate. Many of the builc-
ings are quite grand, built of light grev stone. You
see o mixture of people in the streeis. Thers are
some men wearing light blue togas who are Sages
and professors [rom the Guilds of Learning. Other
groups of voung men and women ate cammying
biowoks and scrolls. You realize that, unarmed as you
are, you are no match for these women and have no
alternatbive buk o go with them. T fo 351

A
The Dragon makes no attempt to follow vou and

you run out of the cave and cimb towards the
surnmit. Turn Lo 364,

336-338

336

The sage directs you to The Book of the Gods, a large
leather-bound tome, inlaid with gold leaf. Turning:
the gilt-edped pages vou realize the Gods of Orh are
many. You recognize a symbol on one of the pages
as being the token bome by the warrior-women,
Their goddess is Fell-Kyrinla, swordsmistress of the
heavens. She is swom to oppose Rocheval the
CGood, God of Paladins. To yoor excitement YouL
dizcoverareference to the Talisman: Sosre belieee thut
i can be wsen ko comrmund the wnedesed mindons of Death.
Turming the page vou come o a reference o the
All-Mother, Nature herself, Pressrver .:-f J_fff-, who cites
for all. Then you see a biarcly illustrated page
dealing with Amarchil, breoker of edifices. whn spirns
oreler, You are just learnirg of Aueter the One, essence
of {ight, when vou realize thal il has grown dark
while vou were reading. You thank the Sage and
leave qutc]uhr hoping to find a qaﬁ: place to sleep,

Turn to 186_

337
They szem o lose interest in you and leave your
table to talk to the six thieves. You decide to leave
the Red Dragon, while yoo still can, Tum to 289,

334
He does not lel you pass. Will vou step aside and
mvite himn to pass first (furn to 379), or ask him less
politely to move out of the way (tum to 311)7



339340

334

You try all the doors, but you can only get one of
them to open. You seem to have no cholce and youl
e through into the room beyond. 1t is a wide hall,
siretching away (o the left and right, Tn the centreof
the room stands a hideous idol. Hs base is the coiled
tail of a huge serpentl. ks muscular torso sprouts
four dawed arms, twi ETUESCITI heads and bal-like
wings. An inscription on the tloor reads, Damedh,
sore of the God Nil, Motk of the Void_ In the oppozite
wall are four doors, Bwo o the lelt and two to the
right. Each door bears a symbol. Furthest from vou
un the left 15 2 preen serpent. The next door bears.a
grinning monkey; the third, a black scarab beetle
and the fourth, forthest to vour night, a red dragon,
breathing fice. Which door will you open:

The serpent doar? Iurn to 168

The monkey door? Tum to 332

The scarab beetle door? Turn to 377

The dragon door? lurimto 332
340

‘1 am a thisf, among other things,’ says Tyvutchey.
Why do you wish to meet thieves? You tell him
that vou have some unfinished business and need
SO hE']P~ “Ah }'ﬂﬁ," hesa ¥, ‘butlam nevded at iy
temple. 1 am oot interested.” Will vou take your
leave and go up the steps out into the street (fum to
28g), or mention that the business involves the
Talisman of Death (lum to 327)7
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341 .
As v ceach for the safe, a blinding sheet of fame

envelops you. The safe was lire-lrapped and you
hawve been fried. Turn faog.

342
Tyutchey stepz between vou. Hissword is almostas
lall as vou and he hefts 1t negligently in une hand.
Cassandra steps back, clasping her arm. "You've 2
difficalt fight on your hands, Tyutchev,” she gasps.

TYUTCHEY SRILL 10 STAMINA 12

1 vou reduce Tyutchew's sTaminaingor less lum
B335

3
With a mighty slasi, your sivord bites into the pale,
slimy neck of the Ghoul, decapitating i It slumpsto
the floor, truly dead at last. As fast as you can. you
spring past-the questing arms of the lumbering
zombies and dash back to the wall, knowing vou
must find the postern gate as soon as possible. Tumn

ter gg.

344345

Within moments vou can hear the Elves swarming
round vou. They besrin drvings their swords into'the
bushes. Realizing vou have little choice but lo [ace
them, you stand op and rush at them with your
sword drawn. One of them makes a stranpe gos-
ture. A sudden pain gnips you and you fall to the
ground. The Elves are using foul sorcery. Unable to
resist, vou wabch helplessly as they bind you hand
and loot. You are to be taken back to the depths of
the Riff, never to see daylizht again. Your quest
ends here.

345
In the flickering torchlight you can see an inscrip-
fion on the square pillar:

Furituest frome Hie poisore of Hie scanal beells
Yo will fod & wemomm moore deelTy than :Erﬂg[l.r;t fire,

Suddenly the three pillars disappear. You step back
m amazement. The' room temains emply and
nuthing else untoward happens, so you decide to
feawe. Tum ko 339



346-348

346
The entrance hall of the library is flled with desks at
which scribes are working, copying books and
scrolls, Recliming on a plush window-seal is a
wrinkled old fellow in the pale blue Tobes of a
scholar, You feel out of place, wearing armour in
the quiet of the library, where the stillness is broken
only by the scratching of pens. “Welcome to the
largest library in the Manmarch,” says the Sage.
‘Chouse any lome or scroll vou may wish to perose.
Perhaps I may be of assistance, Whatis your feld of
‘study? Will vou ask to read something about the
Gonds [Euirn 10:336), or ask to read about the histore of
Greveuilds (furn to1g6)7

347
Nathing happens. Tum to 2g2.

3448
The dirt yvou have thrown splatters across an invis-
ible form. It outlines the shape of a thin man-ike
beiny abiout three metres fall. It moves towands vou,
almost mechanically, until it towers above you and
your realize it is about to attack. You must fight the
UMNSEEN STALKER.

UUNSEEN STALKEE SHILL 7 sTaMInNa §

U vou win tum to 250.

F9=351

349
¥agrantsneers, ‘Wha do you think vou are—a God?
Vagar the Deceiver himsclf? Get thee gone” Ile
waves his arm dismissively. Tuen to 367,

350

You nofice that the base of the sarcophagus is
hollow and vou break through it to find a tunmel
belowe. You jump down and feel your way along ils
damp-walled windings. At last, you see a circle of
daylight ahead. You emerge on to the steps again,
some way above the roaring waterfall, and beyin to
climb. Turn to 328:

351
You are taken along Moorgate, past various food
and pollery shops, and then down bustling Skore
Street. They turn right down Guard Streetand come
W a halt outside a squat yrey building. Tt is the
watth-house. The patrol dismounts and vou are
ushered mside. Turn B0 78. ;
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352

You open the door and slep through intea pas=age,
You have only gone a few steps when vou hear the
zrattle of a falling chain as a porteullis drops behind
vou. blocking the tunnel. You can only go on intoa
small room ahead of you. It is a dank crypt, al the
end of which lies a sarcophagus, thickly covered in
grey mould. You search every nook and cranny, bul
¥ou cannot find 2 way oul. You arc trapped. Even-
tually you decide to fift the lid of the samnpingue
The rank and fetid air, trapped inside since Hme
mmmemorial, smells sickly sweet, Inside lie the
mummified remains of a warrior, his skin stretched
faught over brittle bones. His skeletal hand is curled
around an andent scimitar encrusted with emeralds
and an chony spear with an ivory tip lies across his
chest. Will you take the sword {furn to 387) or the
spear {furn 10 395)7

353

Your last blow has drawn a goul of blood from
Tyutchev's side. He jumps back and says, “Anar-
chil, breaker of edifices, aid me.” He is calling upon
his God. Before vou can strike the killing blow the
cellar starts to shake, An earthquake opens great
cracks in the floor. There 35 a roar ol tumbling
masonry and the inn is filled with dust, In the
confusion, Tyutchev and Cassandra make good
their escape. When the quake has stopped wvou
climb the steps and leave, Tuen Lo 28,
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354
The weasiel-faced thief buries hiz sword in the un-

fortunate jeweller’s back and savs o vom, as if
nothing had happened, “Well, ldon't Know —vou're
not even a member of the Guild. Il tell vou what,

thoujeh, iF vou open the safe we'll mve you a share.

llis pru:uln:u_ied by a magical Glyph of Warding. You
must say, I am undone™, to cancel the power that
guards the sate.’ IF you go to the safe and do as he
says — hoping to get first pick of anything inside —
turn to 341, If vou refuse and invite him loirr il lum
to 364,

355
Your last blow has drawn a goot of Blood from

Tyatchev's side. He jumps back and oies, “Anar-
chil, breaker of edifices, aid me.* Before vou can
sirike Lhe killing blow the cellar slaris to shake. An
earthquake opens great cracks in the floor. There ma
roar Of tumbling masonry and the inn s filled wilh
dust, In the confusion Tyutchev and Cassandrz
make gpood their escape. When the quake has stop-
ped you climb the steps, throwing the cursed tiger
¢harm to the yround, and head outimio the blinding
sunlight, Tucn to 28g.

35t-358

3560
The Dragon says it1s gu a:dian of the portal and that
it will allow vou to pass through with the Talisman.
I ifs rich melliffuons voice it says, “Youwill haveno
further uses for your weapons, leave them here,” Will
VML

Do as 1t bids and lay dowit your
weRpomns?

Run foryward to altack?

Bun for vour hife?

Turn tirg73
Turn e 146
Turn to 380

357

You are now in Store Street, It is crowded with
shoppers but your attenlion is drawn bo 3 woman in
green robes, wha is looking at vou speculatively,
Fler straight hair i= cut fairly short and she is wear-
ing no ornantents. She crosses the street, and asks
politely, in a quiel bul clear voice, Thelieve youarca
stranger in this cfy. Who are you and where have
vou come from?” Will vou tell her that vou are on a
holy quest and have crossed the wildemess [Lurn to
198), or say that yoo are just passing through and
start o walk briskly on (tuen to 130)7?

358
Its mellow voice carmies across the wind; ‘T know
nothing of Death: be cannot touch me. [ am the
guardian placed here by the Gods, nothing more,
nothing less.” Will vou tell it aboul the Talisman and
ils importance [turm to 213), or Tun to attack the
Dragon (tum to 383)2
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359
Yo Tun as [asl as you can but vour exerbons have

left you exhansted, Unable to find a hiding-place,
vou have lo lusn o face the Dark Flves who are
almuost upon vou, One of them gestures sirangely.
A sudden pain grips you and vou fzll to the ground.
The Elves are using foul sorcery. Unable to nesist,
vou can do nothing as they bind vour hand and foot.
You are to be taken back to the depths of the Rift,
never to see dayvhght again. Your quest ends here.

360

The alchemist gives you the botile in exchange for
the jold, telling vou lo drink il while it is fresh . Yoo
decide to do so there and then. Tt has the pungent
adour of wild garic. Drinking it, you feel invig-
crated. Increase your Jimbel sTamina score by 2
Points. You can now restore vour STAMINA i this
NCw Maximun, Tou feel}'nur money has been well
spent as you have been @iven a new lease of life, If
vou have any meoney lell, vou may punchase any
olher items which you haven't tried:

Bartkskin - 7 geld pieces.
Forunate Luclkstone — 140 gqﬂd
pieces. Turn fy 268

Tumn ti 308

Vapours of Speed — 1o gold pieces.  Turn lo 233
O are you ready o leave and
confinue on your way? Tum 28

361364

361
Mothing happens. Turntozg2_

362
You jump down and back into 3 comer between bwo
shops, sothat they cannotall attack yowat once. The
(apfain and Elvira dismounl and drasw their swords
while anather furms and Haf!:rpa back to ]H-::uurgal'e.
You mustfight these two lirsl.

SEILL STAMIMNA
CATPTATN 5 100
ELVIRA i1 o

In any round, if the Caplain’s Allack Sirength is 1o
or more and she wounds you, forn to 393, If vou
win, tom to 376.

363
‘Stayl” sawvs Tyutchev, amrogantly gesluring wou
back to vour seat. Will you kee P guingr (tumn to 316),

ordo as he bids and relurm to vour stool (Fuern to 374)7?

364
Shame,” he says, ‘wou wiould have been killed.” At

this the two large Lhirves attack wou. You must fight
Hhveme

SKILL STAMINA
Fieck TTITEF & T
Second THIEF 3 b

Ifvou kifl one of the thieves, turn to 391,
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365

Their wvillage is composed of several elegant build-
mgs made from wattle, daubed with clay. A deep
dry muat and spiked palisade surround it You are
led through the village lo what must bhe the
Headhog's dwelling, a two-storeyed building, part
of which is built from crumbling green stone, A
huge mud wallow lies nearby. The Headhow sits
on a carved slone throne, his muscles rppling
under his blue-black skin, He wears a red mobe
fastemed at his thick neck with a necklace of amber.
He zecms at ease but he demands to know why
¥ou, a human, are on the plateau. If vou say that
¥ou mean no hamm — vou are searching for the
portals on Mount Starreach — turn (o 110, If you
tell himm wou are looking for a lost city, tum to go.

366

With a grunt of effort, the monk kicks vour wrist,
disarming wou with his left foot, and scissors his
night foot into your chin before his other fool has
touched the ground. You go out like a lipht. Yoo
Tegain cunsciousness when water is splashed on Lo
your face by the dover of the ox-cart, Your head is
still ringimg. ‘T'm afraid he robbed vou,” says Lhe
peasant. Franbically, you check [or the Talisman,
but the monk has only taken the ting vou found on
Hawkana Tom to 3o0z2.
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‘Gowad hack to you, then,” says Scarface, The thieves
are sbll pointing their crossbows at you. Vagrant
leaves and vou decide it would be prudent to do the
same. There seems i be nothing else vou can do
except tackle the termple to Pell-Kyrinla alone. You
st off in search of it Turn to 383,

3668
Tyutchey's sword is almost 25 fall as you are and he
wiclds it neglicently in one hand. Cassandra’s
glows coldly. Each lime she hits voumust subfract 3
STAMINA points.

SKILL STAKMINA
TYUTCHEY 10 12
CASSANDEA 0 1o

It wou reduce Cassandra’s STAMINA to 4 or less she
drops back and l'vulchev moves in lo cover her. If
you reduce Tyutchew's STAMINA By 4 or less fum i

353

369

369

You dimb on, gaspiny for breath in the thin air. At
last vou reach the flat summit. The panorama is
incredible. The whole platean lies below vou like a
tble, a collage of lropical forests, mountains and
huge lakes, which glisten in the sun. Thirty metres
awayisa rectangle of shimmenng silver, hangmg]_n
the air, unsupported. You realize that this is the
pc_n'taj. A= you sep towaeds it vou hear the rushing
ol wind- Looking up you see the ancient Red Dira-
gomn. It lands beside the portal. Outside its lair the
Dragom 15 even more impressive and fearsome.
Warmth and power seem b radiate from its body, 'L
am bound by the Gods to guard the portal. Twill live
until the day that somebody passes thn:rug,h Itiz a
shame, but [ cannot allow you to pass,” he says with
relish. You step forward to do battle, as he draws a
deep breath. With a bellow he empties his caver-
nous lengs. Rolling jets of Hame engulf vou, before
virl can atlack him. Yoo are charred to a3 cinder.,
Your quest ends in sight of your goal. Turmn to 43.
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Tl

“Thank von,” says Yagrant. ‘Now lhal we Xnow
where Lo go we have no further need of you.” He
snaps his ongers. & volley ol crossbow bolts find
their mark and you crash fo the ground, dead. Tum
o109,

S
The mummy collapses inte a pile of splintered
bories and ragged linen. You vxamine the scmitar
and the spear. The spear has the word ‘Dragons-
bane’ carved on its chaft and is obviously magical.
You decide to fzke it and you may add 1 1o vour
SKILL score when wivlding itin battle, Tuarn to 350.

i

372
Alembic greets ¥ou and says cheerfully, “You look
like an adventurous person. Would von Tike to buy
sumething? You inguire what he has 1o offer. He
shows you the following things, cach marked witha
price. Do you want tobuy:

A small potion-bottle marked
‘Elbdrof Life’ for 1z gold pieces?  Turn ko 360
Ajarofointmentlabelled
‘Barkskin’ for 7 gold pieces?
A'Fortunate Luckstone” for
10 gold pieces?
A small vial labelled 'Vapours of
Speed” for 1o gold pieces?

Turmn to 3o
Torn to 266

Tum to 233

W von decde you would rather turn and leave, Lurn
oy af,

373
The Dragon allows wou toleave but, a5 vons 0, YOU
lancy that vou see a glint of malice in ils eye. Fear
SPULS You on. You hurr_'. quickly out of the cave and
contimue the climb to the summit, Turn (o 369.
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374

They tell yvou theie names are Tyuichey and Cas-
sandra. Trutchev says. You are a newcomer —
what brings you to the Ked Dragon?’ The beantitul
Cassandea lakes a dagger from her boot and starts fo
toss itend over end, catching it each ime by the fip.
As you consider your answer she fsses it again but
does nol catch it. T8 bures itseld in the table, a cent-
meire from your hand. Will vous:

Say that you wish bomeel some

thicves? Turn Lo 340
Sav vou camein fora drink? Tum t 386
Tell him o mind hisownbusiness?  Tumnto 397

Store Strect is an extension of Moorgate, the road
leading to the arch through which vou entered the
city. The markei-day crowds are thronging the
sireels and you look around nervously. Will you:

ITasten down Store Street to the

Moorgate arch? Tumto z37
Lielow inan alley until evening? Tum tn 126
O, if vou had dinnmerwith absage,

ask the way to the cemetery? Tum o 261

37377

370

The others nide away from you, rising a hue and
cr¥ s they go. You run along Store Sireet and then
double back along a dark alley that parallels Moor-
gate, and conceal voorself behind some old basrels.
Atter waiting for some time you dare to come oul of
hiding and walk carefully back on to Moorgate, Will
vou go down Store Strect (turm tir 357, or furn Lefl
into Smith Street (fum o 303)7

377

The door will notopen. As you trv again vou heara
noise behind vou. You wheel round in Hme to see
the idol cracking open like an egg, seattering a
thousand shards of rock across the room. Oul
writhes Dammolh, the monstrous son of the God il
Mouth of the Void. He moves slowly bul puc-
posetully towards vou. You fight him but he is
imvulnerable. Your sword makes no impression and
vou cammot do him harm. Yoo realize your only
chance is to escape through one of the doors. You
jump back. Which door will vou fry;

The serpent deoor? Turn tor 168
The monkey dootr? Turn Lo 390
The dragon deor? Turn to 352
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378

IThe tunnel goes on, furning lell and downwards.
As vou round the corner you come face to face with
an ymmense Pragon. The heavy lids of its eyes arc
almost dosed and small puffs of sulphurous smoke
Billiny from its nostrils. 1L is about eichteen metres
long and covered in ted scales. Tts long tail is curled
arcumd a vasl heard of treasure — pems, pold, gob-
lets and vases e higgledy-piggledy bencath its
drovwsy bulk. Will you:

Creep lowards the Dragon? Turn to 115
Castyourspearatil, if you have

one? Turnto sz
Goback to explore the

side-turmel? lurnto 22
Leave the cave and carry onupthe

mouniain? Turn t 360
Try to steal some of the Dragon's

treasure? : Turn to 38

379

You step back and wave the monk through. He
walks past arogantly, withoul a word of thanks.
Turn to3gz.

380
You run and a wave of fear hits vou as the Dragon
roars evilly, Unbl the portal then, manling.” You
amive salely at the cave mouth and continue the
cimb to the summit. Tumn o 369.
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351
As you say: the words and reach for the safe, a
blinding sheet of lame envelops you. The safe was
fire-trapped and you have been fried. Tum o 10g.

382

As vou charge al the Dragom it breathes a tongue of
rolling flame at you. You crouch behind your shisld
which protects vou from the fery Blast. Before you
can attack, the Dragon, roaring in anger, swipes at
the shicld with a massive claw. Rofl two dice; if the
lotal is less than vour SKILL score, Lurn to 34. IFthe
total is equal toor greater than vour S81LL soore,
Luen Lo 7g.

343
You spot one of the warrior-women who you know
are members of the temple of Tell-Kynnla. Hoping
she is on her way to the temple, you follow herata
distance. Eventually, vou come fo a binlding made
ol awhile stone; with dark grey columns. Sleps lead
up to the entrance between tvo pillars and thereisa
guard al the lop, What will you doe

Attack the goard?

Lell her you have a mescage tor the
TTigh Priestess?

Tum io 234

Tirn o202

384-386

384

You hack your way through the undergrowth bul
dense thom bushes make progress slow and dif-
ficult. You are soon panting for breath, and exertion
has made you hungry. You most eat — cross one
Provision off vour Adventure Sheet. You do not
gain anv sTaMIina from this meal. You battle on.
Tirm o 65

385
Pausing in a gully, yvou examine the scales. You fit
them ftogether Lo form a shicld and, using the gum
ol twe amber pine, vou bond them logethér. Turn to

.

386
“Alone?” msuires Tyukchev, ‘Strangers don't come
to the Red Dragon just for a drink, Tlon't vou know
we'te all thisves? Whal are you up 2" Will vou tell
him to mind his own business {lurn to 397}, or
apologize, sa¥ you must have made a mistake and
leave (burn &0 289)?



387—380

387
As you Ery to draw the sword from the MURMMY's
crasp, the [ingers suddenly tighten inlo a grip of
irun. The ancient corpse sils uprght with 2 mstle of
falling dusl. You step back in hurror as the Mummy
rises from the sarcophagus clulching the somitar
and spear. It lumbers to attack you, for rying 0 rok
its fomb. ¥ou must Aght it

MLUMMY SK111 4 CTAMIKA 10

It wod win, turm to 371,

358

‘They ignore vour threat and spur their horses
through the fire at you. You casl Lhe Talisman info
the flames, but it remains untamished. One of the
Wraiths picks it from the slowing embers and
touches vou with il Your soul 15 sucked mic the
I'alisman and your body crumbles o dust. You are
now just a part of the power of the Talisman.

384
You hear a voice speaking in vour head, Twill help
vou but, for now, Death will fake you. What is
destined to happen, must come fo pass.” Turm 0

202,

S90301

390

The door opens lo reveal a blank wall of rock. Hisa
false door. The monkey’s grin seems to mock you.
Belore vou can move, a heavy green coil loops itsell
around your chest. You are thrown on the oor and
crushed by Damolh's powertubail. Hisjackal heads
start to feed olf you while you are slillalive and yvour
spirit 15 sucked into the blackness of the void, Your
guest ends-here.

3u1

Seeing your deadly sword-play, the third thief bolts
ity the street. The other one pleads for mercy;
throwing down his sword. TT tell vou what the
right words are,” he gabbles. ‘Tust say, “lama casxel
of iron and fire”Y Will vou try the safs, using these
words (furn (o 381), or order him Lo Ley the safe (turn
B0 359)7



392393

392

Dusk is deepening as vou enter the cemetery. You
begin to explore the city wall, looking for the post-
ern gate. You do not look at the headstones for fear
of finding vour name at the head of anopen grave.
Your eye is caught by what looks like a lantern,
hanginy from 2 post in the midst of the graves. Will
vou walk over to the Jantern {lurn 1o 274}, or ignore
the lantern and continue searching along the wall
(turn 1o gg)?

393

Wanting to take you alive, the Captain closes with
you and slams her shield into ¥our sword-arm.
Before you can strike again she brings the hiltof her
sword crashing into the side of your neck: you
slump to the floor, stunmed. Yomr arms are fied
behind you and you are pushed on your way once
mecres. Turn o353,

394395

I

You pass several markels where grain-meechants
are dezling, but one small, drab shop looks more
interesting — a board announces “Alembic the
Alchemist’. There is nothing in the window but a
small plate with what look like five hazel nuts on ik,
and a stuffed ynx. Peering in, youw see a man
dressed moa white, sleeveless rube with a phoenix
rising from flames embroidered onit. Will youenler
the shop (fumn B 372). ot go on vour way [fum to
28)7

You fake the heavy spear and, locking closer, see
that the word Dragonsbane’ s carved on iks shaft. Tt
5 obviously magical and you may add 1 lo vour
SETLL score when wieldimg it With a creak of old
bones the ML MMY rises from Lhe sarcophagus. I
lumbers drankenly fowards you, dutching its
scimitar, bent on destroving the despoiler of its
fmh.

MUINIREY SKILL B STAMINA 10

If you swin turm B 350




396—398

396
You smash the skull into splinters of bone, bul

Mortphilio has not been idle. The walls of the par-
four are not bamboo but are made from the bones of
the necromancer’s viciims. He sumimons them forth
to attack vou. He is soon surrounded by skeletal
warriors and you decde to mun betore you are
overwhelmed. The only clear way is down a long
stone corridor that leads to an archway across which
& black blanket 15 draped. You run through, pushing
the blanket aside and catch wour breath in amace-
ment. Tumito o7,

397
T think you're soine b0 regret Lhal,” says Tyutchey
between gritled teeth. Cassandra wavs, softly, I
think, stranger, it would be betler if you begged his
pardon, don’t you?” What will you say: Tl hot
apologize to the lkes of him’ {turn 1o 294), or 'Oh
yes, T beg vour pardon” (lumn to 33717

398
Test wour Luce. I vou are Lucky turn to 324, TF vou
are L'nhick:; b b 314




335—400

399
The thief says, sullenly, 'If | must,” and moves over
torthe safe, Suddenly he leaps acrobatically over the
counter and is out of the shop like a flash. Will you
trv to open the safe saying, Tama fa*_ak:-*‘cr-fir-:m and
lire! {turn to 381), ur leave the shop in case the thug
tells the Walch vou have killed the jeweller {lum to

304)°

400
Before vou step through the poral you drink in the
splendid view ol this fantaslicand magical world for
a httle longer. The glittening lakes and emerald
forests shimmer in a haze of heat. The Talisman is
heavy at your chest, With a final prayer to the
All-Mother you step mito the sihvery soreen of the
portal, remembering the {our crusaders who gave
vinl your quest. You meet no resistance as you pass
through the screen. All poes dark and then a very
differentlandscape lies before you. You are withina

41

arcle of standing stones, The smells, the air, the
birdsong - everything seems strange bul vou know
that vou have found vour way back to Farth, Yon
are a hero, saviour of the world of Orb, bul there is
no one here to herald your relurn. As you step away
from the stlanding stones, voices speak within your
head. The two beings whe summoned you to Orb
=re thanking vou for saving the world. A last they
tell vow who they are. Time, Eldest Father,
Youngest Son, and Fate, Keeper of the Balance,
buth Gods of Orb. As you leave this sacred place,
their [inal words ring in your ears.
“We may call upon you again!’




Muwe Foghting Fanrfusy o Puiffing

- THE YWARLOMIE ()
FIRETOT MOTINTAIN

Rere faoiain e fan Lipingslane

Desp @ e cavenis boneath the thredening crgs of
bFmetop Moontain. a powerful Werlock Lives, guarding a
pE5s of Irgasure ~or an e runmue gres. Seversl adventor-
et yoursclt have sct ot forFiretop Monntain, but none
has reliired. D voo dare B follow theny? Woi knows
v hat srrmors you mav find!

2. THE CITABEL OF CHAOS
Sleme faeaan

You ave lhe sier pupil of the Grand Wisand of Yoreend
¥mE misson s toveniure o the dark; doom:laden tower
of the demi-zonczrer. Balinus Dire. Risking death alevery
furm of e passage. wall wvon be able o overoome the
six-headed Hydra. the penl of the Ehino-mars and Lha
deecle amd mwesteriouns Canjers? With only vour sveocd
and your magwal zkills o aid vou, your - Lask s by
RS T

3. THE FOREST OF. DOON
o Lo sl

Cnly the foolhardy wrould viskoan srcounler with’ the
wrnkniwn perils fmat furk in the murky depths of Dark-
wood Foresl el there Is no allarnalive, feevour queslisa
desperate roe against timee bo fimd the missing pieoss of the
kegendany Hammer of Slonsbrdge - fashuoned by Dwarfs
o pretect bre villazers of Stonebrdge against theit ancient
chooim.



1. STARSHIF TEAVELLER
Sleme ok

Sucked throush thiappalling nighmman: of the Seltsian
Vaid, thistarslup Traveller emergesaithe othier shile il the
Black hele into.an wnknown universe. ¥ 0N are (e captain
of the | raveller and her fane s in vour hands, Will voube
able Lo discover the way back to Larth fnian the alicn
pruples end planels won ‘enciumies, or will vou and vous
craw be doomoed o moam uncherted space forever?

S CITY OF THIEVES
~Tam Lizingslane

Lierrorstalks Lhe night as Aanbaer Bone and his bloodihersty
Moon Doge hold the prosperows town of Sihvorten tn
rensom. ¥ ape an adventurer, and the memhants of
Silirerlon tarm to v their four of ni=d. Fonr I:l"i“;F'-';.:"l
kitki= i along dark, tedsting slogels wheore thitsves, ¥32a-
bonds and creatures of the nignt lie in wait to map the
sy braveller.

ho . DEATHTRAT DUNGECN
lar Limgston:

Do it r-.ia.ring lisbsirrinth ot fang, wiknown hemoe
ail woad. Countless r-.-.‘l‘.-"'l1 wzreg before ym have laken
up the challen sval Tha Trlal of Charngmoms, “but nof ome-has
carvived. Devised be s devilish ming of Ssron Sulum
vil, the laberinth is nddied with femlish traps and hicheszs
cresthimes of darkaess to trivk and lest your enduzance.

7o I51 AN OOF ThHE LIZARD KING
fm Lroingstome

Kidnapped by a vidows teoe of [and Men from Fire
Bland, e yoong mn ol Oveter Bay face a grim [uture of
slavery, starvation and o limgeringduath. Thedr master will
b he mad and dangarous Lizard King, who holds swar
vrver i bamd of mutents by B strange powees of Tilack
mezicand voodoo, Wik vou riskallin an attempt o save
the pricamers?

B SCOREFION SWANP

rresenod F.'y
Feme fareaan g fan iR sione

Al vour Bfe vouve beeed Fales ol Scozpins Swamp and
fow 1t i= orEs-mossed wath mencherows paths leading fo
e heuntolits disgusling denizans. One slep oul of place
spolls a cortain and ngering deatm. Yo ve alwaysbeen fr
Lo e B vennbuee pnbo That awilul mersh, but now it holds
sk rhe ke of fmeasome and glery and vou canndt resist
ihe challengat

9. CAVERNS OF THE SNOW WITCII
L Lagmagyrstome

eep within the Crystal Caves of Teefinger Mountzing, (he
Srzaded Seow Wilchis plotiing tobring onanew ioe age, A
brave mepper divs i vour eones end Tays he borden ol Tia
mizsion on your shoulders. But Hme §% munning oat — will
¥ OV ke v bhe challenge?



1 HoUSE OFHELL
Sivvis Jocksmy

Tnking refzge in ther infamous Hosse of Hell has o be the
wirsl misleke of vour life! The dangers of the nmential
storm o tside anenothing compared Lo the blood-ourdBEng
adventures (hal await vou insice, Who knows how many
mipless wanderers ke voursell have perished within its
SITLESOMmE wells? Do warned! Tomight is goimg i = mE':_l
forroernernber o

in preprraiim
12, SPACE ASSASSIN

13. TREEWAY FIGHTER
14. TEMPLE OF TERROR

Az by Sieme {aclzan

FIHTIMG FANTASY
The mirediiclory Role-playitg sime

The wurld of Fgnting Fantasy. peapled by Ores, dregems,
zombizs and vampires, hax captured the imagiealicn of
million: of readers world-wida; Theilling adveniures uf
sword and sorcery come b life in the Fighling Fanlaay
Camebogks, where the reader is the hern, cdivine with
goath and demwens in seasch uf villains, oeasure o free
Rl i 18

Mo YO cen cresle your owen Fehting Fanlasy advan-
forem end 2ond vour ends off on dange rous migsanmsl I
this chearly wrilien handbook, then: one hints on devizing
combrat=. monsters to nse, trcks and tacties; s el s ban
mini-adventuns compieie with Comesbazster's notes for
wou b sfart wdth. Literaliy countless advenluns avwiil vou!

WHAT IS5 IPUNCGEONS AND DRAGO™NS?
ety Baberpioid, Pl Pari, (oo Hosprgrans
A lazdrating ouide b the grestest of all roleplaying
gamess it inchades detailed Backgronnd naoles, hinis on

pley and dungeon design. slralegy and tictics, and vl
proes inveloeble for plaver: and beginners alike.



