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PUFFIN BOOKS
THE RINGS OF KETHER

Corruption s rife in the Aleph Cygni system and the flow of the
{flicst narcotic Satophil~d from the spaceports of the planet
Faether has grown to enormous proportions. Several attempts
have been made to crack the notorlous drug rings of Kether,
with no success, Mow the hard-pressed Galactic Federation has
entrusted Y OL with thizs extremely dangerous undercover
migsion, YOU must find the source of the drug and bring all
those concerned to justice, But beware! Kether is a wild and
Lawless place = and YOU ape on your own, .

Twio dice, a pencil and an erxser are all you need to embark on
this thrilling futuristic adventure, complate with its elabozate
corbat syaterm and a score sheet to record your gains and
louses.

Many dangers lie ahead and your success 8 by no means
certain. Powerful adversaries are ranged againzt youw and often
your only choice is to kill or be killed!
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YOUR MISSION

You are a Marcotics Investigator for the Galactic
Federation. Recognized by your superiors as being
among the best in the field, you have been issued
with the latest in interstellar scout craft and dis-
patched, single-handed, to crack a suspected drug
ring in the Aleph Cygni star system,

Before you can begin, though, you must determine
your strengths and weaknesses, For this you will
require two dice and a pencil to record scores on the
Adventure Sheet on pages 14—15. Asitis possible you
will not successfully complete your mission in your
first adventure, you may wish to take photocopies
of the Adventure Sheet for future adventures.

Your Ship

Roll one die. Add 6 to the result. Enter this total
under the wEAPONS STRENGTH section of the Aduen-
ture Sheet, When firing at enemy spacecraft, you will
need to roll less than this to score a hit.

Roll one die, Enter this score in the sHIELDS section
of your Adventure Sheet, You will lose points from
this sHIELDS score whenever you are hit by fire from
enemy spacecraft. If your ship is hit when your
SHIELDS sc0re is zero, your ship is destroyed.




Your Abilities

Your abilities to fight, withstand damage and
escape from tricky situations are determined by
your SKILL, STAMINA and LUuck. On vour Adventure
Sheel you will see sections where these attributes are
to be recorded.

Eoll one die. Add 6 to the result. Enter this tokal as
VOUr SKILL SCore,

Eoll two dice. Add 12 to the result. Enter this total as
¥OUur STAMINA score. If your sTAMINA score ever
reaches zero, you have been killed.

Roll one die. Add & to the result. Enter this total as
YOUr LUCK SCOre.

Testing Your Luck

Un occasion you will be called uf:ﬂnn b Test your
Luck. When this occurs, roll two dice. If the result
equals or is less than your LUCK, you are successful. If
the result exceeds your LUCK, you are unsuccessful.
Each time you Test your Luck, reduce your Luck
score by 1 point,

Blaster Combat

Modern weapons being what they are, blaster
combat iz fairly short and extremely deadly. Tt is
conducted as follows:

1. Roll two dice. If the result is ugher than or aqual o
your SKILL, you have missed. If the result is less
than your skiLL, you have hit your foe and in-
flicked damage on it — deduct 4 points [rom your
opponent’s STAMINA,

2. If your opponent’s sTaMINA has reached zero
then your epponent has died.

3. If your opponent is still alive, then your fire will
be returned: roll two dice. If the result is higher
than or equal fo your opponent's SKILL, your
opponent has missed. If the result is less fhun
your opponent’s SKILL, your opponent has hit
you - deducting 4 points from your STAMINA,

4. If you have not been killed, start a new combat
round by returning to step 1.

Note: If you are faced by more than one opponent,
you may select which one you will direct
fire against. They will all refurn fire simul-
taneously (unless dead, of course).

Hand-to-hand Combat

Hand-to-hand combat is conducted just as in other
Fighting Fantasy books. If you are already familiar
with this system you can skip this part of the rules.
Otherwise:

1. Combat is simultaneous, Hand-to-hand fighting
is a series of clashes in which one combatant will
do damage to the other.

2. Roll two dice. Add your opponent’s SKiLL score
to the roll. The total is your opponent’s Attack
Strength.
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- Roll two dice again. Add your skiLL score to the

roll. The total is your Attack Strength.

- Ifyour opponent’s Attack Strength is higher than

yours, the opponent has inflicted damage on you
— deduct 2 points from your sTAMINA,

- If your Attack Strength is higher than your

opponent’s, you have inflicted damage on your
opponent ~ deduct 2 points from your oppo-
nent’'s STAMINA.

If the Attack Strengths are equal, both attacks

have missed. Start the next Attack Round from
Step 2 above.

. Continue this combat until either your sTAMINA

or your oppunent’s is reduced to zero (death).

Ship-to-ship Combat

There are two modes of attack in ship-to-ship com-
bat:

Z.

10

Phagers: Whenever a ship is hit by phasers it will
lose 1 point from its sSHIELDS.

Sart Missiles: Only your ship is equipped with
this weapon. When you decide to fire a Smart
Missile at an enemy ship, the missile will auto-
matically home in on and destroy the enemy

ship, regardless of how many sHiELDS the
enemy may have left,

Combat is conducbed as follows:

1.

You select your target(s). You may attack with
both phasers and Smart Missiles in the same
combat round, firing phasers at one ship while
destroying another ship with a Smart Missile,
Any enemy vessels attacked by a Smart Missile
are now destroyed; they will not return fire with
phasers.

Eoll two dice for the phaser attack. If the result
is Righer than or equal to your ship’s WEATONS
STRENGTH, you have missed. Proceed to step 5.
If the result is less Han your ship's WEAPONS
STRENGTH, you have hit the enemy ship - reduce
its sHIELDs by 1 point, If the enemy ship has not
been destroyed, proceed to step 5.

. All undestroyed enemy ships return fire with

phasers in the following manner: roll two dice. 1f

the result is higher than or equal to the ship’s

WEAPONS STRENGTH, the phasers have missed
o,

%?E the result is less than the ship’s weEArons

STRENGTH, the phasers have hit you - reduce

your SHIELDS by 1 point.

. Combat continues from step 1 until either you or

your opponent’s ships are destroyed.

=
g
s
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Smart Missiles

These deadly devices inflict instant and certain des-
fruction upon enemy spacecraft. They can only be
used once each. Your spacecraft begins with two of
these weapons — note that there is a section on the
Adventure Sheet for keeping record of the number of
Smart Missiles you have left in your Armoury.,

Replacing Stamina

If you become involved in any gun battles or other
combat, you will almost certainly lose some
STAMINA points. These may be recovered by taking
Energy Tablets, Each tablet will restore 6 points to
your sTAMINA and can be taken at any Hme. You
begin the adventure with 4 Energy Tablets — note
that there is a section on the Adventure Sheet for
keeping record of the number of Energy Tablets
you have left. Your sTAMINA score can never be
made to exceed your Inftisl level.

12

Your Credit Account

During the course of your adventure you will prob-
ably need certain amounts of cash. You beg:ln the
mission with 5,000 kopecks (the standard inter-
galactic currency) — record this amount and any
expenses on the Adventure Sheel.

13
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MISSION BRIEFING

The Galactc Federation consists of several hundred
eivilized worlds, all of which are signatories fo
cerlain basic Federal laws and conventions. One of
these concerns the suppression of trafficking in
cerlain narcotic drogs. Simply, the export of narco-
tic drugs from one world lo another is illegal.

The Federal Police Force has become aware, how-
ever, of an extremely large flow of the illicit narcotie
satophil-d [rom the tiny Aleph Cyymi system. As
Lhe individual worlds are supposed 1o police these
matters themselves, there has developed some
concern that all is not well with the Aleph Cygni
administration.

With the obvious [allure of the local administration
to deal with this breach of Federal law vour depart-
ment, Federal Central {Vice), has decided to send a
Grade 1 Investigator (you) to locate the source of
this drug flow, penetrate the organization respon-
sible and then destroy it.

16

Because of the possible untrustworthiness of the
Aleph Cygni authorities, you travel to the syslem
incognito, posing as an interstellar travelling sales-
man with a cargo of exotic off-world fruil, spicesand
luxures. Once in the system you are on your aswn.
Good luck!

NOW TURN OVER.
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3
FIVE MINUTES TO HYPERSFACE TERMINATION
flashes on the command vidi in front of you. An
alarm bell chimes softly through the ship. In a few
moments you will be entering the Aleph Cygni
system and, if there has been any criminal infilkra-
tion into the Galactic Vice Squad, there could be a
very hot reception.

FOURE MINUTES TO HYTERSTACE TERMINATILHY

Swivelling in your crash couch; you run a check
through vour spacecraft’s weapon systems: PHAS-
ERs — Check; SMART MISSILES, 2 — Check; sHIELDS
Check. Pretty helty stult for a travelling salesman,
though no one's to know, unless you have to use it
Until such time, your cover should remain intact.

You charge up the conventional drive of your
spaceship, raise the anti-spy beam shicld and grit
vour tecth for the stomach twisting end to hyper-
spatial travel.

FHEPARE FOR INSERTION INTO REAL BPACH/TIMI

The bottom drops out of the spaceship; you follow
at some super-light speed . . Ssshff. Everything
flies back together and is once again, apart from the
hangover you seem to have developed in the Jast
moment, back to normal, There, on the sereen in
frontof you, is the Aleph Cygnd system ~ the yellow
star, Aleph Cvgni, and its single planet, Kether.
Kether, your Cosmo-Nav tells you, i3 a habitable



fr.]

wuorld consisting of vast expanzes of vcean and.
aparl {rom a few scaltered islands, only one con-
linental land-mass. Circling this world i a smazll
pock-marked moen known locally as Rispin’s End.
Mot visible on vour vidiscreen, but whose presence
you are alerted to by vour Cosmo-Nav, 15 a vast belt
consisting of hundreds of thousands of asterids.

Where will you begin vour search for the drug
runners—at the system’s starport on Kether (lurm to
333}, on the moon {turm to 328), or in the astemid
belt {turn to 372)7

2
He spots yvou following and ducks down a side-
street. You ey to give chase but he is nowhere 1o
be seen. Lost him. Suddenly, a hand grabs your
arm and drags you into the shadowy shelter be-
tween iwo bmldmgs It is the man you were chas-
ing. ‘Wha . . . youtrv tosay before| he clzpsahand
OVET Vour mmr’rh He pLIJ.IS out 3 pad, scrawls
duict — apy beam® on it and then Meet me, Hotel
Miremuer — R 1202, ¢ hour.” Then he strides off.

Will you go to meet him (fumn to 395), or go back and
continue vour surveillance of Zera Gross's apart-
ment (furn to 1og)7

TR
v ""'17:._:_ ,\_ﬂ_l
5
g

The door opens into a small room, with adesk, a fesw
filing cabinets and a vidiphone. The vidiphone be-
zins to buzz and, to your dismay, tootsteps can be
heard approaching. Drasving your blaster, you hide
in a cormer, behind a filing cabinet. Someone enters
the room and answers the phone.

“Yeah? Oh, it's you, baby,’ savs aman.

‘Clive, I have lo see you,” & woman’s voice crachk-

Ies over the phone.

‘Look, dear, we're going to be busy all night and
I have to meet Arthur at the Café Heroes of the
Federation tomorrow moming, so yoo'll have to
wait until after then.

But . . .* she pleads.

Tomormow. We can’t speak here.” He hangs up.

‘Hey, Torus? Get here, now!” vells someone else-
where in the building.

QK Clive wells back, running from the room.
Will you leave and go to the meeting that Clive is
having with Arthur tomorrow {luen [0 315), or will
vou continue lo explore the warehouse {tuen Lo
35412



46

In a sleazy bar vou discover a hoary old asteroid
miner, down from space for a two- week drinking-
binge. ‘Lots of illicit traffic . . . hee hee,” he cackles.
‘Tots of illicit traffic, my |I1.'ﬂE‘ Eed. . i hee hee -
but it'll cost you soo kopecks to get the location out
of me,’

Will vou pay him the 500 kepecks (turm to 355), orgo
to the starport to continue your inquiries (tum to
34517

>
‘Stop!” you ooy, “leave me alone!” It shrieks with
insane laughter, rises to its full height, pounces -
and swallows you whole. You have failed.

a
You show him youridentification. “You . . . you'rea
Fed?" heasks, T, . , Ididn't mean . , . Oh, no!’ His
bewilderment gnr:-; way o fear. 1 d.Ld.n’* do any-
thing,’ he says, putting his blaster down. T'm not
]]th the rest of the guys here . . . I don't work for
thew.’

‘Who? you ask, but he is not listening. In a panic, he
tuns off, and disappears from view. Will you go
back into hiding again (turn to 357), or assume that
yuur cover has been blown and leave the starport in
search uf a new lead (turn bo 2z31)?

7—10

rd
The road dips into a hollow, thus being forced Into

an S-bend. The sloop, still far ahead, slowed down
and staved on the rvad to take this bend. Will vou do
the same (turn o 280), or throw the car into the
possibly soft shoulder at high speed (tum to 35837

8
You hit them a glancing blow, but enough to send
them spinming across the tarmac. When the sloop
hits the verge it flips, end over end, unkil it comes to
rest in a free a few metres back from the road. You
pull over. Turn to 350.

9
The corridor ends fairly shortly in a large control
panel. The only thing on it which makes any sense s
a diggtal read-out

NEXT SHUTTILE DUE —75 HOURS, 11 MINTTES,
20 SECONIDS

Yo furn back to the T-juncton and follow the other
passage. lurn to 360,

10
You go off target, drifting straight into the side of
one of the bulbous creatures. The thing turns wild,
sprouting testh in a cavernous maw and snapping
at vou It bites you. Lose 4 points of sTamina, Tum
i yha-
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i1

Arriving al the Viqueque that evening, you {ind Mr
Samuel, heavily disguised by a change of hair colour
and false beard, -Eﬂter] ina semi-enclosed ]:u:uﬂth
Were you followed?” he whispers. Tdon't think so,”
¥ou whis per back. He relaxes, wiping his brow with
an old handkerchiet and taking a hearky shag from
his drink. During dinner, via staccalo bursts of
whispers, he informs vou that the local proctors are
zbsolutely rotten wi ith cormupton and Lthat his owm
departmment, the Vice Squad, is the worst.

We haven't condurted any form of drug-related
mquiry for months,” he laments. *Somebody up-
~-.--“*F‘ar perhaps everybody, i= on someone's payroll.”
He doesn’t have many ideas, though, aboul swho is
controffing the racket, nor where vou should bugin.

He has only two concrete leads to olfer you. He
suspects that some of the drugs arrive at the city's
heliport on both legal and illegal flights, and he has
one nnderworld coatacl — an unemploved starship
navigator —whowould be willing to speak with vou,

Will you ask a few questions at the helipost {lurn to
206}, or g0 to meet the navigator (furm to 284)7




12—-13

12
You punch the heading YEAREOORS into the termi-
nal. After a second it replies with

AGRICULTURE, MANUFACTURE OF TRANSPORT?

Which heading will you look up first?

Mymiculture? Tum fo 363
Manulacturing? Tiarn o 321
Transport? Turn to 285

13
The gunman has collapsed on the sidewalk; a pool
of blood is spreading towards the gutter. You
approach him cavtiously. Tle opens hiz eyes and
watches you. “Zera has you marked,” he whi

We. . . ook Clive to “Spark’s" this .
ing. . }f-.:lu re mext.” He expires.

ﬂ'usmum

Looks like yvou won't be able to find Chve now—he's
probably already six foot under. If ‘they’ are plan-
ning e drag you into a place called "Spark’s” (a bar,
you discover, when looking it upin a direclory a bit
later), then perhaps you should preempt them by
showing up at this place — incognito — first. Turn to
2B46.

14=17

You discover an alarm which would have been
miggered had you simply opened the window. You
sasily disarm il. Climbing through the windaow you
find yourself in a finy bare room. Turn to 365.

=
sl yowr Luck, If you are successful, tum to 327;
L"LIPTE".-'I‘-'F turn fo 366.

16
You have no leads left to follow. Stll, you persist or
a few more weeks before receiving a recall from
Federal Central (Vice). You have failed.

17
I'he track winds through the wood for a kilometre or
two before breaking out into the open. You cannhot
see the sloop anywhere, Will you continue down
this road {tum to g5), or backirack to the main road
{furn to 368)7




18—20

18

You duck to the side, avoiding his blow. Next, vou
deliver a savage kick to his midriff, knocking him to
the floor. Throwing him into a full nelson, vou
demand, ‘What's geing on here? He gurgles a bit
and then fries pointing at his desk, on which are
numerous hles and a compuier vidilink. You take a
look at these, Turn to12s.

19
You gently nudge your ship between the closely
packed mines. Roll two dice. Tf the result is higher
than or equal to vour sk1Ly, turn to 351 1 the result
is less than your sKILL, tum to 370.

20
The corridor takes you to the control room of the
asteroid’s nuclear reactor. There are plenty of in-
strument panels covering the walls but, strangely,
other than a kevhole, no controls — must be com-
Fletely automatic.

If you have the key to {it this hole tum to 351
otherwise you return to the Tjunction and head
down the other corridor {(lurn to 3532).

Z21—22

21

The corridor twists, turns and branches. Eventually
vou tealize that you must have made a wrong tuen
zomew here, for the assassin is nowhere fo be seen.
You decide that vou might as well follow himup on
Kether, as he's unlikely to stay on Rispin's End once
vou leave. You tocket back to the planet and head
out Wwards the City Central Library- Turmn to 8o

22
With a lightning manoeuvre, you leap over the
=dge of the gantry. falling about seven metres.
Chrow three dice and sublract the total from vour
stamrma, If the fall hasn't lalled you, vou manage
o cscape the warechouse and thugs.

The only worthwhile clue you have lett — as going
back to the warshouse would be a bit impractical - is
the knowledge that their ‘shipment’ is coming from
the astercids. You decide to find somebody in the
space industry who may know something about
Hlzgal space fraffic. Turn to 384,




23—294

4%
To your surprise, he isin! He looks up at you with
inditference, asif he is used 1o people bursting inon
him unannounced. You might as well come straight
to the point and question him.

Will you act tough to extract the necessary informe-
tion (tom to 208), or play ‘Mr Nice Guy' (flum o

296)7

24
The two dead men hang listlessly in the air, their
knives fioating near by, From several corridors
leading into the room come the sounds of pursuit
and hysteria. You go back down the corridor you
entered by

Will you go straight back ko your spacecraft and
thence to Kether {tum to 231), or down the other
passage at the intersection where vou heard the
monks’ voices (turn to 385)7

z5—20

25
Shcking your gun barrel against his chest, you push
:*:1 over to 2 wall. That's just not good Encrugh,‘
o say- ‘T'm afraid I'm going to have to shoot you.”
closes his eves and grits his teeth — resigned to
deat "le Test yowir Luck, If you are successful, tum to
; ptherwise ke bo 335

il.J "|

26

The jefs Hare again, but vou have misjudged the
"'Jn:- at which to hold them and find yourself
Snfting by the satellite at an angle. You'll have to
:_-L:'h.q_ anadjustment with the jets i vou are to make
= Roll two dice, If the result is higher than or equal
D vour SKILL, turn to 204 the result is less than
¥OUT SEILL, e fo 18z,



an—28

27
The turbines whine as you push the accelerator to
the {loor, and the car shudders as you smash into
the rear of the sloop. Your bumpers mangle slightly,
but otherwise the collision has litlle effect. Test your
Luck, If you are successful, turn to 388; otherwise
Lueen ter 344.

The plastic containers are full of Sstophil-d. Looks
like they were getting ready to ship it out to the
rmainland. In one of the corers of the room you
discover the curled-up body of a man, obvivusly
killed by the teeth of a rather savage beast or at the
hands of a skilled torturer. With all the fracas vou
have recently caused in this room, other guards
may be coming. Will you search this man to fry to
discover why he was killed {tum to 350), or just
leave (lurn to 38¢)7

29—30

29
You grab the lever, and the iris lock shuts, with a
click like a camera shutter. Air rushes back into the
room with a roar. Tum to 371,

30

i there! you shout at a voung bar-wench. T'm
new in lown and U'm sort of looking for somebady
who can help a young, unscrupulous type of per-
=om, like me, get along without having to workiha
megular way, seel’

‘Oh, yeah? she shouts back, disdainfully. *What
d'ver do, 7zemo head? You perform a quick bit of
thinking here: what's absolutelv essential for a
"m—p‘udunnh ootfit?

Tm a chemist. [ make funny little crystals for
oeople to stick in their bloodstreams,” you vell. She

blinks at vou a bit, obviously thinking withoul
sewing vou. Hiking up her skirl she reveals a garter
purse. Slapping it, she says, Five hundred kopecks,
ek

Will you pay her (turn to 323) or not? U vou decide
nol to pay vou will just have to mingle with the
throng (fum to 362).



31

31
Having started the eject oyele, your spacecraft
begins Lo disinlegrate around vou, the debris con-
fusing th{faﬁarhngr:raft The escape pod, of which
the bridge is parl, begins to perform some violent
evasive manoenvres to bring you safely to the sur-
face of Rispin's End. The attacking craft, obviously
amvinced that yoo have been destroved, break off.
You are on the grey, pocked surface of Kether's
moon. Leaving the escape pod and setting off on
oot towards the dome town, you are distracted
only by the odd piece of debris from your ex-
spacecraft falling softly to the ground. With the low
gravity on this moon, some of the pieces could
remain in orbit for days, maybe weeks.

You trek aceoss the moon for hours, taking nine-
mefre steps until, with alarm, you realize that your
oxygen is running lew. To your right, nestled at the
foot of a crater some kilometros away, VoUW can 5ee 4
small orange dome, the only sign of possible habita-
tion that you have seen since you ejected.

Will you approach the dome, in the hope that it is
oocupied (turn to 333), of will you keep going, just
m case the dome town is only over the next ridge
{tum tr 39217
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The security puard knocks you into submission,
handcuffs vou and calls more guards on his com-
link. Turn to12g.

33
1. .. TI'msorry, | didn’t mean to destroy the files,”
he pleads.

‘What?' you say sarcasticallv. “You didn't meon
ol

‘Oh .. cer, . .well, that's not what T meant . . .
er. . . what do you want to know — 1 was covering
up for sume flights from the islands . . .*

‘Which ones?" you snap.

I don't know — we only pick them up when
they ve almost reached the continent’s coast . . _but
mainly Iwas covering up for flights to the asteroids.

“Wheo were you doing this for?”

1. ..Tdon't know . . . I just receive a cheque
every month . .

He may be lving. If you think he needs 2 bit more
terror to make him come oot with the tuth, turen to
374. Otheriwise, if vou think sheer fright is making
him become a bit confused, then g0 easier on him
and turn to 335.

34735

34

The hatch opens into a small anbiseptic airlock.
Omnee through this, however, you find a rough-
hewn comidor, dimly hit with yellow arc lights,
leading towards the centre of the asteroid. The walls
of the cormidor have, evidently, been kreated with
some kind of plastic to prevent the air inside from
filkering away intn space. Weightless, you follosw
the corridor unfil it enters a spherical room. Above
vou, 2 Hny niche is cut into the wall —its contents lie
in darkness. In front of you the cormidor continues
out of the room and further into C230. WIll vou
follow the cormidor (fumm to 336), or examineg the
niche (burn b0 375)7
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35
The meeting they have arranged for you 15 wath Mrs
Tormus, wife of Clive Torus, one of their ex-buddies,
They take vou to the glasshouses in the enormous
Botanic Gardens of Kether's capital city.

‘The documents,” the punk driver of the black
ground-sloop you are in explains, ‘are in a safety-
deposit box. SheTl have them for you.” They park
behind a glasshouse, show you where Mrs Toms is
standing. and push you from the car. Turn to 376.
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36
You take your spacecraft into orbit. If your ocwn
spacecrall has been destroved you will have & hire
another for the fmp for 1,000 kﬂpedc:s After a few
days of searching for anything in an L16 orbit, you
discover the satellite. Tum to 377.

The sloop is only a few melres ahead of Fou when it
comes to an S-bend — the big car slops clomsily into
the comer, far too fast. Here's your chance! As they
go around, will yon mm them i the back (tum to
135), o1 hit them in the side (fam to 306)7

3840

38
The machine drops from the air and explodes into
fames. You step past the remnants and proceed
zlomg the corridor, coming shortly to an intersec-
ton. Will you continue down the cormidor (hurn to
340}, or take Lhe side-passage (tien to 379)7

39
Eoll two dice: Tf the regult is higher than or equal to

vour sKiLL turn to 3oz, I the result is less than your
SKILL furm to 343

4ia

The door opens, leading you into the room you
were in before. Teis pointless to go back. Return to

186,
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After several hours scanning the previous severzl
years' daily news releases and case lists, it becomes
evident that there is very little to find. No articles at
all on organized manufacture or dealing of drugs,
and enly one tiny snippet under a case list released
four years ago which reads: ‘Central Criminal Court
3: Btate vs, Z. Gross and B. “Blaster” Babbet. Before
Justice Zark. Charge: trafficking in illict organic
materials (Salophil-d). Sithng 10,30 2.m." Afler that
there is nothing, No record of convicton —nothing,

You look them up in the vidiphone directory and
find an address for B, Babbet, but nothing for 7.
Creoms. Will vou go and look over B. Babbet's
address {iurn tn 256), or go to the State Computer
File Centre to see if anything vlse about these two
can be uncovered (fum to 23617

4z
As you draw your blaster, he fires at you. You will
have to fight him.

GUNMAN
If vou defeat him, turmn to 13.

SKILL B STAMINA S

43
You ciimb the puttering on o the roof and find a
window. Roll two dice. [f the result is higher than or
-:*qua.] to your skiLL, bum to Hz. Tf the result s less
than your SKILL, turn to 14.
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44
You arrive at the meeting-place. The greenhousesin

the Botamic Gardens contain a huge, rambling dis-
plav of exolic plant forms, both native and off-wrorld
—a very picturesgue spot.

You see Mrs Torus, safety-deposit box shicking ot
of bag, waiting for vou lo meel her. She has nol seen
v yet. Will yon look around the grounds first o
see if you are being watched (hurn to 15}, or just go
right up and meet her (fum to 376)7
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45
A fesy hours pass with hittle happening. Then a

helifel arrives with a one-tonne cargo of small
heavy-duty plastic boxes. These are lnaded on toan
electric dray and wheeled over towhere three Cus-
toms officers are waiting to nspect it. One of them
OPEns & b,

“‘Ah! This is the stuff,” he says.

What? says another,

You know, Satophil-d — dope, stuff, dust.”

45

:Dh_]’

‘Anything to declare? he says to the helijet pilot.

‘Mo, Of course not,’ is the reply.

Very good,” says the Customs official. “Pasged
mspection.” He stamps the boxes with a large red
Sign, S2ying PASSED CUSTOMS — FOR ExrorT, How
blatant can they get in their contempt for the law7
Time to put an end to this. You burst out of the
locker, drawing your blaster as you go. ‘Freeze!’ vou
cry, aiming your gun at the pilot's head. They keep
very, very stll. You utter a few threats concerning
their fates if they don't tell you who is running this
racket. They spill the beans.

The Isosceles Tower . . .7 says one Customs offi-
cial.

.. .inthecity . . .’ savs another.

.. .topfloor. | " saysthelast

‘.. . and don't forget the communications satel-
ite in the Lad orhit . . - gasps the helijet pilot.

‘No. . . wewon't,’ say the others.

After imprizoning these very guilty felons aboard
vour spacecraft, will vou go to the Isoaceles Tower
{lurn to 320), or check out the communications
zatellite {furmn to 36)7
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46
The car slides a bit but slays on the road. The sloop
has been lost ahead in the thickness of the forest.
However, you see a small side-track approachingon
the right. Thid the sloop continue on the main road
or take the track? Which will you take: main toad
{turn to 329) or track (turm toag)?
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MMaving defeated them, vou may dzim the first
ll'ILI[j.f s fully automatic blaster, which will cause &
ponts of damage every fime you hit zn opponent.

Afler the smoke clears you approach the private
office and open its door. A tall, gangly bureaucrat
attacks you with a paperweight. ‘Out, out” he
Screams as he swings at ¥ou. He has taken vou by
surprise, so Test yowr Luck. If vou are successfol,
turn to 18; otherwise tuen o 369,

48—40

=T
(3 - -
r x.!

> :Jn-?_..-" B
[F n‘f"r\—-:—‘ﬂ_r =5
) -
I:‘_}"_ R T =i ';HHF
£ i =
p

b

-

Fa

You sight up onone of the mines —a flat disk-shaped
pieve of potential energy just waiting to blow vou to
atims — and let fire with your phasers. The mine
explodes far more violently than vou expecied, the
rmpact hitting your ship even from the supposedly
safe distance that you chose to fire from. You lose 1
sHIkLD. Fortunately, though, thanks to the defen-
ders” incompetence in laying out their minefield,
the mine has set off a chain reaction through the rest
of the field. They all explode, giving yvou a clear
passage through to the asteroid. Turn to 312.

44
With the alien vanquizhed, you cross the bridsre and
go down the exit comidor, coming shortly to a
T-junction. Will you turn to the lelt {iurn to 352), or
the right (o o 20)?
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As you circle around EKether's moon, scanning the
surface, vou are alerted by your ship’s computer to
the approach of two small robot fighters. They are
swooping up from the far side of Rispin’s End,
lasers stabbing beams al you! They have cut across
vour path and there is little chance oF escaping them
without fighting. As you lock on vour defensive
soreens one question raises itself — Why? You fight
them.

WEATOMNE

STREMGTH SHIELDEG
ROBOT FIGHTER 1 T 1
ROBOT FIGHTER 2 7 i

If your ship is destroved, throw one die, [f the result
i even, you may eject (buen to 31); otherwise you
have been destroyed. lf you defeat the robots tumm e
204-
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51

You hide on the porch of the apartment block next
door — just in time too, for a thin man comes along
the street and enters the porch of the woman's
building. He speaks on the miercom.

Leral’

“eah?* comes the crackling, machine-distoried
reply.

‘Tt's Arthur.’

tAh ., . good, Come onup.’

He enters the building and emerges ten minutes
later, looks cautionsly up and down the sireet and
strides off towards the city cenfre. Will you follow
him (harn to 2) or continue ko walch the apartment
{turn tu 104)7
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52
They deo not see vou. ‘Everything ready? one of the
mern asks,
‘Cure, sure. What time's the dope arrving?”
"Tomeorrow some Bime — it's coming in from the
asteraids aszain, S0 we can't be sure exactly when.
Might have re-eniry problems.”
A e

33

Ihey talk for a while about the receiving arrange-
ments and then leave the storeroom, The landing is
= Hitle bit too far above the storcroom to make
umping practical, so you go back down the stairs.
Will you continue Lo explore the warehouse by
~ings through the other door (furn to 3), orleave the
place and look for somebody in the space industry
who may know something about the illegal space
affic you heard the two men discussing (turmn
0 384)?

53
You swat atthe bug, butit flies away and settles ona

safter above vou— still walching, You attempt a few
manpeuvres —diving into a passing helicab, walking
through a crowded shopping-mall, and even run-
ning in and out of different elevators. But all this s
t0 no effect, evidently, as you find when you leap
out of one elevator and are confronted by bwo men
kolding blasters fifteen centimetres from your belly.
There is no chance of escaping them, as you'd be
blown to pieces from this distance. They lead you
out the back of the shop which you were in. Turn to
316.
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54
Will you shoul a question at the beast {turn 0 356),
or just order it to leave you alone {turn o 5)7

‘Raize your hands over your head * warns the secur-
ity guard, as he walks forward, blaster pointing at
your midriff. Tust what the zark dovon think you're
up lo, Mr Zero? You raise your hands. Will you
demonstrate to him that you are a Federal Nareotics
Investigator (lurn to &), or keep your cover and
altempt to bribe him instead (turn to 538)?

56
Suddenly, the forest is gone. The road, curving ina
long wide arc to the right, is dear but for the black
sloop which is about 250 melres ahead and huriling
along. Will you drive on the wrong side of the road
inan attempt to shorten the distance {turn t 290}, or
nol (tumn to 7)?

57=59

55 : 3
Sut you actually miss it by a few centimetres” i
squeals around the curves with youin close pursuit.
Torn i 378

5B
Leaving the room by anu::chlrr corridor, you come to
2 T-junction. To the left and right the corridor splits
z=nd heads into dim vellow light before turning from
view. Will yvou go left (fom to 360), or nght {iuwen

o)l

39
You make it to the first sphere and jump for the

next. Roll two dice; If the tesult is higher tl'!ﬂ.l'l or
equal to vour skiLL; turn to-1o. If the result is less

than vour SKILL, tum to 361.
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The corridor twists and tumns, but you can see him
ahead. You pursuc him until his path is Blocked by
an airlock door which he is hastily trying to Upen.
You notice, however, that the warning light above$
the: door is on. There is a vacuum on the other side!

Te opens the door and, terror and sudden realiza-
tion in his eyes, is swept oul by a rush of air into the :
airless reaches of Rispin's End. His body spins
slowly in the low gravity overa vast grey plain.

You are also swept forward but, fortunately, the
airlock’s emergency override is activated before vou
find yourself in space. The door shuts. You g0 back |
to your spaceship, suit up and go to recover the
man’s body which, when you eventually find it
yields little informalion — noidentification, simply a
mechanical component fora hefijet. Mavbe his nor-
mal occupation, when not shooting at strangers,
was a mechanic?

There seems to be little point in staying on Rispin's
End, so you return to Kether. You can sither go to
ome of the heliports around theca pifal (furn to 206},
or perhaps do a bil of ‘research’ at the Gity Ceniral
Library (Lurn to 8o,

bi—h2

1]
The gantry ends in a door, which opens on to the
roof, You receive a sudden push in the back which
sends vou sprawling to your knees. The last thing
vou hear is the click of a blaster being set off *safety’.
You have failed,

62
Thers are too many files to look at them all, so vou
decide Lo have a Took in his desk drawers. Tuen to

179,
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Drrawing vour pistol, vou float over their heads and
sav, “Ahem.’ They look up, but seem impervious to
the threat that your gun poses o their existence.
They merely scream, ‘Intruder! Intrueder in the
monastery!” Then, in the frenzy of their pamnic, they
pulllong knives from hidden folds in their garments
and try to stab wouw. ‘Kill the infidel’ coes one.
Treath to the nnbeliever!” cries the other. They will
altack you one at a ime rather than simultaneously.
You must fight them hand to hand.

SKILL STAMINA
MONK 1 g 3
MONEK z = 5

If vou defeal them, turn fo 24,




64

64
‘Dan’t shoot me, please!” he whispers, T tell . . .
tell you what T know." You lake a lew menacing
steps towards him. “You do that,” YOI 53Y, EMCOUra-
gy
‘There are some intermittent fransmissions we

wek from a | . . a satellite in orbil. An L16 orbat, T
think. They tell us when to expecta . . . a shiprnent
but. . but, , " heshitters.
‘Bul what?
‘Oh . . er.. .butnothing really, that'sit’

Maybe he's telling the truth. You could go oot into
space and check up on this satellite (tum to 36}, or
vou could assume that he knows some more and
rough him up a bit to see what else he'll say (lum to

65—66

65

You find that you were holding one of the jets
incorrectly, cutting off its fuel supply and sending
vourself spinning 5I:bhth You have only covered a
guarter of the distance. You'll have to have another
shot with the jets. Roll two dice. If the result is
higher than or equal o your sKiLL, turn ko 26. 1f the
result is less than your SKILL, turn to 260,

They swerve wildly across the road before fishtail-
ing; over the verge and hitting a tree, wrapping the
car around it. A& bit of harsh braking brings your
mwm car to a more cvilized halt on the side of the
road. Turn o' 350-
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You push the door open to find vourselfin a large
room stacked high with heavy-duty plastic contain-
ers. There are also four brutishdooking guards
present. When they see you they draw their zons
and start firing. You will have to fight them,

ERTLL. STAMIMA

GUARD 1 2 6
GLAED = & i
GUARD3 s 5
GUARD 4 = .

I you defeat them, tum to 28.

]
You fly lowards it, but miss by millimetres. Clawing
frantically, you grapple with the cdge of the airlodk,
but the rush of airis too strong and sweeps you into
gpace. You have failed. 4

ag—70

The ficure smashes into a thoosand pieces when
vou shoot it The other Babbel laughs, turns to the
left and opens fire, emigmatically, away from you,
To your horror, blaster shells come tearing through
the folding screen and smash into your body. The
figures were reflections! The gangster was hiding
behind the screen all along. You sink to the Hoor,
vour wounds making an irremovable stain in the
plush pile of the carpet. ¥ou have failed.

L
The woman seems o remain unaware of YT pre-

sence and, after a short ime, enters a five-slorey
apariment block. A few moments after entering, a
fourth-foor light comes om. You goup to the block’s
porch and look at the residents’ list, Five names —
ome per floor, probably. The fourth floor is socupied
by

FERA GROSS
STELLAR AND INTERPLANETARY
IMPORT/EXFORT

Will you stay and watch her apartment {tum to 51),
or call it a day and spend the mormow searching in
the City Central Library for some information about
thiz Zera Gross (turn to 8o)7?
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As soon as you land on trlir.a flaor, a flashlight is on
vou. Stop!l” a voice cries, You can't afford to be
canght here in this position, soyou will have to fight
the security guard who has discoversd you. You
cam't siart a gun fight either, because the noise of
blaster shots would certainly attract more guards.
You dive at him and fight hand to hand.

SEILL STAMINA
SECURITY CUARD 10 2

If vou defeat him, ignore any damage that he in-
ficted wpon you (the damage is omly temporary)
=nd furn to 11g. If you lose, turnto 32

=2
Pleaze don't zend me to jail,’ he pleads. T've told
von everything!
“What about the Customs officer’s name? you
ask,
Zac—Zac Kalensus,” he says. He pays me to do it
... but T won'tany more. . .*
Yeah. . . yeah,” you say. Tum to a1z
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You rockel oul to asteroid C2jo. If vour own
spacecraft has been dt—!ﬁi‘ru:.-'ed, you will have to paxy
ot 2,000 kopecks to hire another for the trip.

Cz30 is about 300 metres in diameter, with the only
sigms of habitation being a dock and a few antennae.
Seerns to be faicly quict, though — at Jeast your
arnval hasn't resulted in the launching of any anti-
shipping missiles . . . yet.

You don your pressure-suit and space-walk around
the outside of the tock, discovering, seemingly,
only three ways of entering: the dock area, a small
emergency entry, hatch, and an air-conditioning
radiator vent. Entering via the dock would be a bit
vbvious, so will vou try the hatch (turn to 34). or the
venl (turn to220)?

7475

4

You miss! Startled, he l-mins to see you and begins to
shout into a walk-phone. As you take aim again, he
shdes from the tree, Bking a potshot as he goes, and
hitting you in the hand. Subtract 1 from your SKITL.
Other shots can be heard now, and a woman's
screams. Chasing the sniper, vou see Mrs Torus's
blaster-riddled body lving next to the black sloop
that wou saw parked behind the glasshouse. The
smiper picks up the safetyv-deposit box Mes ‘T'orus
had been carrying for you, and dives into the sloop,
which squeals off. Will you try and give chase to the
car {furn to 1g1), or stop and tender aid to Mrs Torus
(born By zan)?

In the cify, you visit 2 lot of cheap dives, a few of the
places you were at before, and ask a lot of questions
— all to no avail. Everything seems to have gone
underground. The organization has finally been
zlerted to your presence, Turnto 16.
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You pursue the sloop through the forest, yoor
bumpers almost touching. Suddenly, the fores! dis-
appears and the road is in the open, going up a
raised embankment. Will vou try to draw up next o
them {(tum to 310), or ram them from behind (lom o
277

You pass down the corridor and come to an infersec-
tion. Will you continue down the corddor (fum to
340}, ot turn up the side-passage (fum to 370)7

Yo shoot atit, swhile it tries lo engulf vou in elecinic
fire,

SKEILL STAMINA
SENTINEL 7 10

If you destroy it, tum to 263,

T3—8on

A smazll poisomed dart, fred fromamindscule open-
mg in a corner, hits you. The door does not open.
Lose 1 pomtof STAMINA. Returh 1o 186,

go

The City Central Library is an enormous complex,
housing millions of volumes of vidis, microfilms
and even 2 few books. Itis almost deyoid of humar
fife when vou amive: there is no organic staff and
most subscribers get the information or volumes
they want sent o them by cable, You seat vourself at
2 terminal marked FOR FUBLIC USE ONLY,

WiIll you start by looking through old vidinews for
smething on local organized erime (tuen to 41), or
ook up some government-released statistics in-
stead (hummn to 12)?



182

81
The café owner doesn't recall the name and has not
seem anyone, other than those you saw, enter the
premises. Disgruntied, vou leave the café,

‘04, you! calls a voice behind you. Turning, you see
that it is a dean-cut looking {ellow pointing a blaster
at you_ ‘Come here.” He waves the gun menacingly,

Will you attermpt to run from him (furn to 364), or
draw your own blaster and threaten him back (fum

trg=)?

#z
As you open the window, an alarm begins sound-
ing. Footsteps can be heard approaching from the
garden and behind the window. Trapped! Two
zuards appear. You will have to shoot at them.,

SKILL STAMINA
GUARD £ i &
GITARD 2 é f

Tf you defeat them, you are forced, by the presence
of more guards, fo leave the manor-house
ltogether. Tum 0231,



S3—H3

B

Cautiously, vou appmachihe pedestaland flame. It
rars brivhter. The doors slam shut! You see a
monstrous serpentine figure with a woman's face
forming in the flame over the pedestal. It sprouts a
couple of dozen scaly legs from belind iis face,
turns blue and begins {o laugh. You notice that its
mouth is full of steel fangs. A couple of leather
wings prow from ils back. The beast reaches and
grabs vou with a few of ibs legs.

If you have read the praver to Thuvald, you may
recite it (o o 122, Otherwise, you will either
hawve to shoot the beast (tum to 93), or fry to speak
with it (turn o 54).

84
The puard moves down the row of lockers, finally
reaching yours. He puts his hand on the latch.
‘Hey, Harty!" a voice within the depot aries. Time
tar a beer, ol buddy.”
‘Is that so?" says the security guard, looking at his
watch. "Cuess itis, too.”

Leaving yourlocker, he strolls off in the direction of
his friend. Safel Tumn to 45.

8c—8h

85
You hurtle into the forest at well over 200 k.p.h, to
find the road curving in fight S-bends between thick
cumps of fress. You fight with the steering-wheel
tn keep the car on the road. Roll two dice. If the
result is higher than or equal to your skiL.L, turn to
27o0_ If the result is less than your SKILL, turn to 46.

8h

You enter a small ante-room o a private office.
Standing by an enormous wooden table, pushing
piles of files through a shredding-machine and tos-
sing magnetic memory inte a litle incinerator on L he
wall, are two brutish-looking characters. They are
bath armed. When they see vou, they dive Lo the
floor and begin firing. One of them is armed with a
fully automatic blaster.

SKILL STAMINA
THIIG 10 b
THINC = £ f

If you defeat them, tum to 47.
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You reterm to the mainland and then rocket out to
the asteroid belt. If your own spacecraft has been
destroyed, vou will have Lo hire another at a cost of
2,000 RQPEI:PE. It you cannot affurd this then you
have Ealed.

When yvou approach the environs of the drug run-
ners” asteroid, the command screem om your ship
flashes a message: MINEFIELD SUBROUNDING
TaRGET. You look out o see a thickly clustered
elobular minefield sct around the production aster-
0id - a very tricky proposition.

Yill you shoot vour way through the mines {fum to
48), or carefully manoeuvre through instead (turn to
197

BH
You fire st each other.

SKILL STAMINA
ARCTURIAN VANQUE 7 10

If you defeat it, turm to 49.

Sg
You go to the main heliport where the Air-traffic
Chief works. Now, should you follow him home
from work to confront him {turn to 237). or fry to get
into his office when he's not there (turn to 257)7
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g0
You come back to the centre when it is dark — not
that it being dark has that much relevance to your
chances of being detected, but al leasi most of the
staff should be away. You don't even attempt to go
aver the razor wire — certain deteclion there, In-

stead, yvou climb up a drainpipe on the pillbox s=t
aside for public inquiries. You reach the roof. From
here you climb along an msulated cable, which mins
between the pillbox and the main building, until
you are on the roof of the acual centre. You open a
skylight and drop into the building. Tes! vour Luck. If
you are successtul, tom faag; otherwise tum o 7.

g1
Your foes are dead. As you slep from the ware-
house, with the sounds of pursoit close behind you,
another thug steps out from behind the pile of
mabbish by the back door. You spin round and raise
your blaster. ‘o, wait! he implores, holding a
pitce of paper out to vou. You hesitate, tzke rhe
paper, and then sprint from the environs of the
warehouse. Later vou read the note:

Dear Nare,
Meet e at the Caff Heroes of Hie
Federation, 9.o0 .m0 fomorrom.
Yotirs unthapnly in orime,
Clime Torus

You might as well meet him. Turmn to 315.

9z=04.

While sithng in a sleazy bar, talking o 2 hoary old
zsteroid miner, you notice a buzzing little insect
land on vour shoulder. Yoo eo to brush it off but —

freeze — that's no insect. That's a bug, an electronic

g, Though minokely fashioned B look like an
msact, you can see, at close examinabion, the fny
jets under the mock wings, and the vidicamern for
an e¥e- an eye thatis staring straightinto vour own,
Will vou try to lose the bug (turn to 53 or ignore it

and go to the starport to conduct your inguiries
{furn to 34517

You draw vour pistol and begin pumping shots into
the beast's head and body. Telaughs, draws itself to
its full height, pounces — and swallows vou whole.
Yo have failed.

24
You sprint from the depot. The puard gets off one
shot 2k you, but misses. Well, you won't be able b
do anything around the starport for a while, so you
head off to find another lead. Toum o 2371,



g95—-06

b L
You {ollow the road for about ten klometres, but
thete is o mgn of the villains. Yoo have lost them
Disconsolale, ¥ou drive back into the diy- Tem
16,

The duty proctor, smoothing the wrnkles from his
uniform, hurries along a short comidor, beckoning
vou to follow. He shows you into a large office filled
mainly by an enormous desk, the rest of the space
being taken by the huge investigator sitting behind
it-

‘Hello,” you say, alter the duty proctor has left, T'm
a Grade 1 Investigator from Federal Centml (Vioe).
T've been sent here to crack the Aleph Cygni drug
ring and would d'Fl'FI]'E':fI{ItE‘ any mformation or aid
VOU CAN give me,

Wy -;:er:am]'.r dear chap,” he says jovially.
‘Here, have a cigar — Vegan, you know." He hghtﬁ
up before continuing, ‘1 would love o be of assice-
ance but, you see, there is no Aleph Cygni drug
rng,.”*

“What?

96

‘Fiction. We have absolutely no evidence of any-
thing large-scale, only one small operation out
on Rispin's End, but that could hardly supply a
granny, let alone export to other worlds! Ha, ha!"

‘S0, the only operation you know about is on the

moon?”

Yes, that's it His jolly face is beaming at vou.
“You could go and take a look out there, butIshould
hardly bother*

Oh

‘Mo, no. 1 believe vou've been sent on a wild-
zoose chase. Dear, oh dear, these Federal fellows, if
vou'll excuse my rudeness, wouldn't know a drug
ring from a Scallopian Fang,”

Perhaps not. There is obviously a source of, to use
polibcan’s jargon, misinformation about. Federal
ur local? Well, regardless of this man's views on

Federal efficiency, you must continue the inyvestiga-
Son until matters are resolved to your satisfaction.
Will vou go to Rispin's End {fum to 398), or ignore
the local prociors and continue by searching for
some bar or dive where someone might igive a clue
or twio away (turn to 20g)?




97 —48
97
Yoo shoob it out.

SKILL STAMINA
ANTARIAN ROBOT 8 8

If you defest it, tom tn 58.
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You go off target slightly, drifing into the kentacles
of one of the bulbous creatures, The thing turms into
teeth and a cavernous maw, snapping wildly at you.
It bitess vou. Lose 4 poings of sTasmms, Tum tosg.




gg—100

Walking through the 51‘.!335:11.15 cormidors ofthe dome
toswn, deep in thought, vou acddentally bump into
a person rounding a commer. ‘Excose me,” you say,
glancing _ . . ii"s him! The assassin! Recognizing
vou, he swings the bag he s cammying — probably
with his rifle in it — and knocks you off balance. He

TUNS away down ome of the cormdors.

In a moment you are after him, but he is already oot
of sight, having disappeared around another comer
at a Tunchon. Unfortunately you didn't see which
way he went, Will you try the left corrider (fum to
o), or the right (hurn to 21)?

gL n

You raise yvour arms above your head as the sunmen
close in. The car door opens and out steps this
shifty-looking dude. He walks up to you slowly,
thoughttully.

“‘Who . .. who are you?" vou ask, irying not to
suund too frightensd.
‘My [riends,’ he says, searching you casually, “call

101

me “Blaster”, bub to you, it doesn’t matter.” TTe
doesn’t find your sun.

Why not?

‘Ha. . . because, my friend, you are about to die,
e are expecting a shipment from the asteroids
wmight, see? As a consequence of vour snooping
rou must, alas. . " Here he draws his finger across
his throat.

'OK, boys,” he says to the gunmen. ‘On the roof,
three bullets in the head.” You are led by two of
them up a skaircase and along a gantry towards the
roaf of the svarehouse, As you walk along the raised
ganiry seveml options present themselves to you.
You could fry grabbing a rafter and licking the
fhugs off the gantry (furn to 383); or you could just
jurp off the ganity yourself and hope the fall
doesn’t kill or eripple you {tum to 22); or vou could
waita whilelonger and hope that a better opportun-
ity of escape presents itself (fum to 61).

101

You hear someone coming down the corridor to-
wards the office. Quickly, you step outside, smile at
the young lady standing there and say, e doesn’t
seem (o be in.” You stride past her and out of the
building. The asteroid known as C21o should be no
problent io find, so will you take a trip out to look at
it {tumm to 73}, or ¥ to find somebody in the space
mdustry who can verify the facl of illepal traffic out
lo the asteroids (furn to 384)?



i02—10%

102

You float cauticusly into the hall and ke up a place
behind a row of black-clad figures, swwho are throng-
ing the hall. They begin to chantand sway. A couple
of men out in front swing burning incense in great
circles. Soon a man, cobvicusly the MC or high
priest, appears outin fronland begins along prayer
to some holy malevolence known as Thuvald.
Obviously vou have the wrong place — this is 3
monastery, a weird one no deubt, but still a monas-
tery. You sneak out of the hall, away from Cz30 and
head back to the Kether. Tum o 231

'Iﬂj

He freeses. ‘T, . Idon't know . . ." hestutters. You
wave your pistol and take a couple of menacng
steps towards him.” _ . . very much . - . just about
gome transmissions from a satellite m orbit . . _an
L1ty orbit, T think. Please don’it shoot me!” You
threaten him a bit more buot with littfle effect.
Perhaps that is all he knows. You dedide to have a
look in space for this satellite. Tum to 36.

104—105

104
You drop the jets! They fine comtinuously, exhanst-
ing themsslves of fuel and dragging yvou, via the
safety wires attaching yourself o them, in the
wrong direction. You spin off into space, You have

105
You didn't quite hit them hard enough — they man-
age o regain confrol and stay on the read. The
collision did, however, cost vou a bit of speed. Turn

b A
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06
The comdor ends ina room. Spread about are gun
racks and a few packets of blaster ammunilion. A
little gun-cleaning robot rolls over lowards vou, “Hi!
Nice day. Clean vour gun®

You push it to one side as you enter the room. A
brief search reveals little more than one hand-
grenade, which you keep. You may use this onoe.
When vou use ik against a foe (or foes), throw three
dice and deduct the lotal from the sTAMINA of all the
oppumenis present.

There's nothing else in the room, so vou go back to
the intersection and down the main comidor. Tum

by 340,

107
You jumpatthe large red lever. Test gioter Luck. Tf vou
are suocesshul, tum to 29; otherwise furn to 68,

108

The figure smashes into a thousand pieces when
vou shoot it. The other Babbet laughs, tums to the
left and opens fire, enigmatically, away from you.
To your horror, blaster shells come tearing through
the folding screen and smash into your body. The
figures were reflections! The gangster was hiding
behind the screen all along. You sink to the floor,
vour wounds making an irremovable stain in the
plush pile of the carpet. You have failed.



TOG=11CF

109

You take up stabion just across the road in the
shadow of a shop doorway. The light on the fourth
Aoor goes out after fifteen minutes, Nothing hap-
pens tor about five mimistes; then, with no waming,
six hogre — really huge — thugs come out of nowhere
to confront you.

“Ere, vou, Yanque head.”

What? you say.

'This . . ." They grab you and, as they say, pro-
ceed to beat you to a pulp. Eventually, they leave
you alone. After recovering consciousness some
time later, you drag vourself off to receive some
medical atbenfon and rest. Lose 2 sTamina points
permanently. With the new day, vou head off to the
library to look up £. Gross. Turn (o Bo.

110

‘Hey, you, stop!’ one of the men vells, as you move
towards the stairs. Damn! Seen. You go down the
stairs, open the door, and are comfronted by another
two men with drawn blasters, You will have to fight
ther.

SKILT STAMINA
TITUG 1 & 8
THUG 2 5 B

If you defeat them, turn to g1.

T11—112

111
Today, in fact,” he continues, ‘some stuff amved

- - and will probably go through Customs tomor-
ow.” Well, you don't know exactly where the stuff
% coming from, so there's no point in flving out to
the islands yet. So will you pay customs a visit on
the momow {furn to 337), or try o find someone else
in the space industry who may know about illegal
traffic {fom to 384)7

112
‘Hal” you say defiantly, “You don't scare me!

-,

Tity, she savs. ‘0K, Brak an” Johnny®
“Yeah?
"Kill the dummy

Thigis the end ofthe road. Thelastthing youhearor
see is Brak cocking his gun before pulling the trig-
ger. Yoo have fajled.



113-115

113

The driver, in response to your frantic waving, pulls
over to the side of the road. ‘What? he asks in
astomishment when you drag him from the car,
Hey . . . wait!” he yells, when yvou hurl his vehicle
ko a wide arc and setoff after the escaping villains.
Looks like you've had a bit of luck, anyway, as the
ground car you are in is a small, powerful six-
wheeled sport model with twin gas turbines.
Should be able to poll a few hundred kilometres an
hour with this.

You fick on the traffic radar — picking the sloop up
ahead — and accelerate to zoo k.p.h. I vou stopped
to shool before waving this car down, tum to 387;
otherwise furn to 202.

=5
After a few more days of non-discovery you give up
and return to Kether to look the city over for possi-
ble lezds. Turn o 75.

115

The furbines give a magnificent amount of power,
pushing vou effortlessly down the slope to swithin
three metres of the sloop. You start pounding on
¥our hormn to unnerve them. The two carsdive intoa
wood. The road becomes quite curvy, necessimbing
a reduchion in speed. You could fry to ram the car
from behind and send it into a tree — it is a heavier
vehicle than yours and will probably be harder to
conirol in these conditions. Will vou try to push it
off the road (tom to 222j, or ot {turmn to 76)?



116=118

116
It digesls wour guess and then fires its blasters at
you. Wrong one, buddy,” it cackles. You will have
lo fire atit.
SKILL STAMINA

ROBOT SENTRY B 4
U wou defeat it, turn to 38.

1317

You slide your ship into the main dock area, parking
next o an interplanetary shuttle. When vou open
the airlock you find a small spherical droid in front
of vou. Liltle rockets on its surface send it darimy
from side to side while it fires at you with pulsing
red lasers. You will have o fire atit.

SKILL S5TAMINA

DEFENCE DROID 9 4

If you defeat il, turn to 156.

118
You receive an electric shock from the door. Tt does
not open. Lose 1 point of STAMINA and then retum
to 225,

11g—120

119

You are in an office area and there, not two metres
frooy vou, is 2 video link to the Centre's files.
Hastily, you begin fo retmieve information from it.
Turn to 393.

120

Yes, of course you can look,” she says. *All his other
papers were kept in the drawer over there.” She
ponts to 2 bureau. You leaf through the fevw scraps
that li= in the bottom of the drawer —a catalogue of
home appliances, a few notes to himself to remind
him to pick up dinner or such, a couple of bills,
mnvinces for varous harmless articles and one piece
of print-out which looks like it came from a telex:

000561402
CABI QUEKRT SATCOM XX507I34XX END
TAX: COT

The mteresting thing about this print-out is the
hand-scrawled message on the back:
Lera,
Kalepsus says ke wants a bigger drink
for his Customs boys.
Cliee

O course the Customs would be init. This Kalensus
must be their boss. Will you meet Mrs Tomus later
when she has had time to get the documents from
the bank (tom to 44), or pay the Customs a visit and
lean heavily on this guy Kalensus (luen to 142)7



12a=133

IZ1
You discover an alarm which would have been
trigeered had you simply opened the window. You
casily disarm it. Climbing through the window, you
tind a shorl corrider whichends in a tiny bare room.
Turn o 36s.

4

Wil wrltb;_n o1 th-: plaque, a.nd SCream !t ﬂlll‘

‘Thdden 15 he,
Mighty is he,

Tis time retums,
Hold, wail, be stll!’

The monster hovers in the air and begins 2 weird
ululating coy:
‘Mizled you have been,

In the wrung place, you are,
With the Customs officals you shonld bel

Turn to 161

123
You make it. The guard checks the locker you wers
in and moves on down the row. Eveniually he
leaves the area altogether. Tum o 357-

124-125%

124
The villaing” sloop is only ninely metres away when
it disappears from sight in a2 wood. The frees are
thick and low — it is impossible to tell whether the
road will remain relabively straight or not.

Will vou try to cose the gap by accelerating (harn o
85). ot play it safe by staying the same s peed (turn o
i) 14

. ﬁﬁ}, .
Vi

'i:-r"

125
The files are useless, but the vidilink, once you work
outhow to tum it on, isa goldmine. Ttflashes up one
messare continualiy:

T ATTENTION ALL ST i
THE FEDS ARE ON TO U5 50 DESTROY ALL FILES
INCLUDING THIS MESSAGE. RENDEZVOUS —
PARADISE, 34 16" 42" wEST, 1600’ 01" NORTII AT
21:30. BE EFFICIENT.

ZERA GROS5S + BLASTER DARDET.

Cood-oh! Later, after you have lett the office, it
tums out that the co-ordinates are those of a tiny
izland some 4,000 kilometres off the coast of the
mainland. Tum to 330.



126—127

126

You leave the room via another door and find
vourself in what is obviously a command room —
huge vidiscreens and  floor-to-ceiling - computer
banks adom the walls. Vidilinks are set around at
irregular intervals. It all Heks over and Hashes quict-
Iy toitself. The screens show production figures of
Satophil-d in tonnes per month; arrival and depac-
fure fimes of helijef flights between the island and
mainkind; and the exact location of the asteroid on
which all of the drugs are manufactured, This 15
obviously not the complete operation: what you
need fo fake out now is the production asteroid.
Tum to 87.

127
You take ount a few tablets of the drog and dodyge
towards the bridge, bright gashes of electrons danc-
ing aronmd you, When you are close to the alien,
vou throw the Satophil-d inlo its gapingly huge
mowth and duck back to the door. The monster
stops firing, chews a bil, squats on ils haunches and
then ships over into the pit. Tom o gg.
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128-129

128

The man is busy stripping bits and picces from one
of the helijet’s motors when you approach and
speak to him. ‘Quiet day, isn'tit? you say. He grins
and continues to work: Yep, sure is. Rest of the
week, though, it's go, go, go.” You continue in this
vein for a few more minules before vou mention
that you've heard that alot of illegal air traffic comes
through here undetected.

‘Ha! Undetected my foot. Those guys in traffic
control just don't report it.” He pulls a large secion
of maotor out, “And not just here either. Ohver at the
other heliport, by the starport, they're justas bad.”

‘Ch?

“Yup, somebody’s hiding semething. Probably
the Air-iraffic Chief over at the starpori —everything
goes through him.*

well, whole new avenues! You can try and verify
this man’s information by doing some research,
either at the City Library (fumn to 8o}, or the State
Computer File Centre {fum to 246). Or you could go
to air-traffic control, cither at this heliport {turn to
1h7) or at the starport (horn to Bg).

129
You are dragged off to the proctor T1Q), where all
your identification is taken away. Your daims that
vou are a Federal Tnvestigator fall on deaf ears.
Eventually, you are tried, and senl to prison. You
have [ailed.

130=131

L300
You throw the chiefaround the room sohard that he
stumbles and falls. Leaning over him, you insert
vour blaster’s bamrel in one of his ears. ‘Now, if you
don't tell me evervthing vou know, you might not
even make if as far as the jailhouse. Just disappear,”
you whisper.

Moo - oo . the Costoms officer— Zac Kalensus —
he paysme todoif. . . and [ think there are some
files for a few space fights to and from the asteroids
that. . . thatl have to destroy too . . . notjust from
the islands” Tum to 111

131

You hang around in the aty, frequenting bars,
dives, cheap hotels and even looking for likely
persons in the vidiphone direcbory . Test your Luck. Tf
vom are successful, burn to 4; otherwise turn to gz,



132-133

132

Just as vou reach the exit, the doors slamshut with 2
terrific Boomn. Oh, oh. Trapped! Turming, you scea
monstrous serpentine figure with & woman's face
formimg in the flame over the pedestal. Itsproulsa
couple of dozen scaly legs from behind ifs face,
turns blue and begins to laugh at you. You notice
that its mouth is full of stecl fangs. A couple of
leather wings srow {rom its back. Frantically, but
vainly, ¥ou fry to open the doors. The beast leaves
the flame, advances towards you, and grabs vou
with a few of ifs legs. Will you shootatit (tumm tergs),
or bry 10 speak with it (urm o 54772

133
Unknown tovou, vour jackel has caughton a spring
in the door of the locker. Piny, it goes, when you
accidentally pull it free. ‘Hey, you,” says the guard,
noficing you, ‘stop!” He is drawing his blaster. Wil
you stop (furn to 55}, o run {fum (o 94)?



134-136

13

Slowing down, you maintain contrel. The car stays
on the road, althoogh itsqueals around the corners.
You have lost sight of the villains' sloop in the trees.
A side-road approaches to the rght. Did they go
dowm this or continue on the main road? Will vou go
down the side-road {lurn to 95), or straight on (lum
to gh)?

135
Your car leaps forward anﬁd sThashes o the rear of
the sloop, giving the necessary impetus to send it
out of control. Tt fishtails off the toad and then fips
over and over and over, violently rolling to a halt a
hundred metres further on. You pall over to the sade
of the road. ‘'urn o 359.

136
Your choice 15 wromg, evidently, as the machine
opens fire on you. Twrn to g7,

1371368

137
Eoll two dice. Tf the result is higher than or equal to

vour seiLL, burmn to 98, If the result is less than your
SKILL, T tor 5.

138
You take a dive down a nartow alley and sprint
away, leaving the assassin behind, However, you
did manage to catch a good look at his face — good
enough to recognize him if vou saw him again. 5o
vou go to the dome town's starportand, finding the
Arrivals desk unattended, slip behind it, seat your-
self at the passport vidilink, and ook through all the
recent arrivals. There he is! Arrived about a week
ago —a Mr B. Smith; are, 34; occupation, librarian;
place of work, City Central Library . . .
‘Ahem,” says a voice behind wou, 'what do you
-

‘Sorry,” vou say, quickly flashing your Federal
Investizator badge at the Arrivals cletk, ‘police . - .
er. . _ proctor matters:”

Will you combinue your search on Rispin‘s End (turn
o 09}, or go back to Kether for a bit of research at the
library there (tum o Ba)?




139-141

139
As s00m as vou begin tomove, they fire. The deadly
lail hits you, and forces you to the ground. You
have failed.

140

There are a lot of files, so you pick a few out at
random. Cnly one of them yields anything inteoesi-
ing. It is concerned with an asteroid known as
Cazo and the oceurrence of a fairly large amount of
unauthorized traffic behween it and Kether. The
file does not state or hypothesize any possible
reasons for this, Throw a die. TF the result is even

turir boaog; if odd, turn o 62,

143

You float cautiously into the hall and take up a place
behind a row of black-clad figures, who throng the
hall. ‘Here,” says one of them, noticing vou. Who
are you?" The others, turning to see, move rapudly,
seize you and bear you to the front of the hall. ‘A
toy! A tov!’ is chanted throughout. A short while
later you lose your life in a rather peculiar religious
ceremony, You have failed.

142-145

142

You find the office of the Head Customs CHficer,
TAT KALENSUS, itsays on a little brass plate next 1o
the entrance. You turn the door-handle and kick it
vpen. Standing next to an open window is M
Kalensus, memo in hand, surprise on his face, You
point vour pistol at him and say, iy, ‘OK, Zac
baby, start Lalking about this litfle dmag racket you're
in om or I'll have to start pumping with my Llrigger
finger.” Test wour Lk, IF you are successful, tum to
64; otherwise turn to 103.

14

You manage to draw }-‘:_}urjﬁelF tor a halt only a short
distance from the satellite. Another short burst and
vou should reach it. Roll two dice. If the cesult is
higher than or equal Lo your sIcL, turm to 104, Tf the
result is less than your SKILL, furn o 223

144
Your bumper hits them firmly, catapulting the sloop

towards the side of the road. Test your Luck. I you
are successful, tum to 66; otherwise tum to 1os.

145
The monster is dead. Skepping past its body, vou

find vourself at an infersection in a comidor. The
main passage continues straight on, while a nar-
rower corridor goes fo the might. Which way?
Straight on (fum to 340}, or righl (lurn to 106)7



146=147

146

You go down the tunnel, through an airlock and
mito 2 finy cone-shaped room. An iris airlock at the
other end — which happens to be the big end -
opens, Tevealng empty space! The atmosphere in
the room begins to rush out, taking you withiit. You
are in a garbage disposal room. Will you hald on to
ihe airlock door behind vou until the mash of air
stops (furn o 3ga), or make a dive for the emergency
stop lever next to the open iris lock (furn to 107)?

147
You jump through the folding sceeen. Babbet is
standing behind it, facing the opposite wall — the
two figures were simply reflections of the real arlicle
m Riding. You tackle him, The bvo of vou roll across
the thick carpet, wrestling and trading punches in
nand-fo-hand combat,

SKILL STAMINA
BLASTER BABBET T4 B

If you defeat him, fum to o0-



148

138

You givechase, The woman, despite her weight and
age, is quite fast—not fast enough, though. You run
in the shadows and it becomes evident, after 2
couple of minutes, that she believes she has kot
yoma, She goes once around the block and then
darts into a Hvestorey apartment building. A few
moments laker a lighl comes on on the fourth foor
Stepping up to the block’s porch, you consult the
residents’ address list. Just fve names, one per
Aoor. The fourth fioor is taken by a zEra cross,
TMPORT/EXPORT,

You can either wait outside the apartment to zee if
anything develops (furmn to 109), or you could callit=
day and spend lomorrow doing a bit of research at
the City Central Library to find out a bit more about
this Zera Gross (turn to o).

=l

149-150

149
The doar opens on to some stairs. You cimb them

=nd find yourself on a raiced freight landing; above
zre doors for a helijet to enter the building and
Selow is a sforehouse. A door in the storehouse
opens and two men enter. Will you lie down in an
sttemnpt to remain hidden {tum to 52), or Wy to
=scape from the landing by going back doswn the
shairs (hum to 110)7

150

The block is slmost completely deserted. However,
vou do manage to find two off-duty pilots hanging
arcund the Flight Service Centre.

What? they say, cowering, when you ask them
sbout the existence of any illegal space traffic.

Don't know a thing,” says one.

‘Mothing,” says the other.

Well,” says the first to the second. ‘I must be off!’

“Yes,” replies nomber two, 'so must IY They scoot
off down a corridor.

Very unsatisfactory. Will you continue your in-
Juiries: at the statport hangars (fumn to 306), oz in the
oty {fum to 189)7
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151
You find yourseli in a plush room - either a library
or a study. Books on real wooden shelves line the
walls. There 15 real wooden furniture, heavy and
zmoky with ong years. Behind a massive desk sits
an equally massive but certainly uglier wornan, She
smiles, map-toothed, at you. “You pave ns quite a
turm, ¥ou did, dropping out of space all unexpected
like. Isn't that so, boys? She looks around at the
ather gangsters who are lolling about on the rest of
the furniture, cigarcttes dangling from their lips,
and bleary, boozy eyes fixed disinterestedly on you.

Yeah,” they answer.

“We don't have Federal Investigators visiting our
Little planet at all often. Do we, bovs?” she asks
aIEin.

Nah.’

Suddenly, she leans forward, staring at you. Her
voice isicy: “You have bwo choices, Narc. Either you
g0 toa meeting that we've arranged for you, to pick
up 2 box of documents for us, or else, . " Will vou
agree 1o go to the meeting (Bien to 35), or take the ‘or
clse” {fom to 13z)?

152
Eneeling, you fire half a dozen quick shots at the
sloop before it disappears over a hill. Missed! You
still have lime, though, to wave the other car Bo 2
stop and commandeer it for a chase, Tum to 113,



1537154

153

Tior a few days you have your computer ezvesdrop
on all the electromagnetic traffic transmitted
through space by artificial means. While your shipis
doing this, you make a visual search of the surface of
Kether. On the fifth day your computer aleris you o
the presence of a large communications satellite in
anLiborhit, It receives sighals irregulary and trans-
mits a response shortly after — not to the source of
the incoming signal but towards Kether. It uses =
unidirectional antenna for transmission, but =ome
leakagre allowed your computer to detect it

The suspicions part is the size of the satellite, its
infrequent use and the fact that it always (ransmits
to only one building in Kether's capital dbv. Tt could
be a Defence Department satellite, but . . . Will vou
go and look at it (frn lo 377). or disregard i and
continue vour surveillance (tum to 114)?

154
The sloop is now 100 metres ahead and accelerating
through a wide curve before a long straight. On the
left you can see a side-road approaching — it may
afford a slight short cut to the straight that the sloop
is heading for. Will you take this side-road (turn to
261, or remain on the main road (ham to zoz)?
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Turn to 116.

156
The sparking remains of the droid float in the
vacuum. You leave the sparse dock arga via an
airfock and proceed towards the centre of the aster-
oid through a zero-gravity tunnel. Tum to1g9s.

157
You receive an electric shock from the door. It does
not open. Loset Pl.'_l'il'l‘l‘ af sTamIra and then return
tny 225




1gh

158

Under a hefty shoulder, the door collapses. Tnside,
om the floor, in & pool of blood, is the man vou were
supposed to meet — shot. His eyes open and he
crooks a finger ab you in an attempt to call you over.
‘Beware,” he whispers when you are doser. ‘Beware
of . . .of Zera Grossand . . . and. . . BlasterB. .
Tle expires, lthe last words too much for him. Yoo
search his body and find a wallet and a letter. The
wallet identifies the man as being Arthur Flange of
no fived address. The letber is from a friend or
aciuaintance of his. It reads:

Dieqr Arthiir,
R ey plims. 7. doesn't suspert yel. We muis! work
out Hie [l delails. Meet me ot the Café Herves of
te-Federetiom om Thursday ot g @.m.

Clree Toris

Will you go to mect Clive tomormmow in place of
Arthur (hurn to 335}, or go to the City Central
Library lo look up this Zera Gross that Arthur
mentioned — her name might be raised in a case list
somewhere (lurn io Bo)7?
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159
You arrange to mest Mrs Torus by the greenhouses

in the Botanic Gardens, when she has had time to
get the documents from the bank. Turn £0.44.

160
You approach a small side-window, Roll two dice. T
the result is higher than or equal to your SKILL, furn
to8z. Wihe resultisless than yourskrie, fumtoaza.

1631

Wow," it cries, turning white as a sheet, ‘begone!”
The doors open and you are sent flying by some
mysterious force into the cormndor beyond. The
doors slam shut. Will you continue to explore the
asteroid (tum to 346}, or retum to Kether and cither
go Lo investigate the Customs offidals (furmn to 337)
ot search for some other clue (tum to 231)7



162—-163

i6z

‘Hmin,” he muses after pocketing the cash. ‘Tguess
it's about lime for my coffee break. Bye.” He stralls
off, out of sight. Will yeu o back inte hiding (turn lo
357}, or assume that the guard will tell somebody of
vour presence? If you assume the latter, then vou
will have to leave the starport and search for a new
clue (burn to 231).

163

You brake just in time, for there, over the crest, isa
tight hairpin bend. The sports car's six wheels
squeal slightly as it whips around the comer and
flies om to a long, straight downhill slope. The sloop
is aboul 100 metres in front. Will vou push the car
faster (turn to 115), or stay at your present spesd
{hurn fo124)?

1bg-165

164
The vidilink is broken and the files are just meaning-
less rows of numbers. You continue your desultory
search through the remnants of the office for a

while, but eventually give up. Turn fo 203.

165
Zera is immokile. The vidilink is on fire; the desk is
nddled with bullets. Looking around, you find no-
thing of note within the room. Tum to 126.




iB66—167

166

fou enter a toom which has gravity, Before youisa
wide, deep pit spanned by a narrow bridge with no
Sandrail. On the bridge stands a fnipedal alien hold-
mg electric bracers in each of ils three paws. It is
considering you with three eyes. Thankfully, it has
only one mouth, albeit a zery large one, "Halt,' it
zays, and then, without waiting to see if you do,
ares several bright bolts of electrons at you. If vou
pozsess any Satophil-d, furn B0 127; otherwise turn
B B8

167
The terminus is largely empty, with only a few staff
shout You make your way to the control sector of
the building, where you find a pair of off-duty
air-traffic controllers drinking some brown goop
Tom a machine in one of the cormers.

Yech!" is the first thing they say toyou. ‘Oh . . . oh,
that is really horrible,” is the second. Introducing
vourself as an off-world travelling salesman, vou



168

attempl lo engage them in a conversation about the
lack of traffic around the port.

‘Thank the stars,” savs one. You should see it the
rest of the week. Phew!"

Pusy?

‘Rather.”

Upom your bringing up the subject of unidentified
heljjets or illegal traffic, they look at each other,
down their goop and scoot away into the restricted
area of the control sector. “Gota go.” Bye-bve”
They are gone: suspicions behaviour or just a reluct-
ance to talk shop? You could find the infamation
{rom other sources, though. You can go to the City
Central Library (turn to 8o} or the State Computer
File Centre, which might have air-iraffic records
(fumn to 246); or, il you haven'i alecady; you could
approach the man working on the rental helijets
(tumm to 128),

168
He looks contermptuously down his nose at vou and
removes his pince-nez, ‘No, no. That will neverdo.”
He must have pressed an alarm bell with his foof,
because in the next moment several zecurity guards
enter the room and grapple with vou. Tom fo12g.
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16g—171

1

He looks suitably ﬁ'igh?egned. Tt's the Customs
officer, he makes me do it Don’l send me to jail,
please . . . please . . ." he pleads. You slap him in
the face.

‘Makes you do what? Come on, you'rein very big
trouble, mister.”

He makes me destroy the records for certain
fights _ _ .7

Which flights?" vou snap.

‘From . . . from the islands.”

Which island in parbcular?” you ask, simulating
rage and pounding him against the wall.

T. . . Tdon'tknow,” he cries. ‘We only pick them
up just before they . . . they teach the coast.” He
collapses into a smvelling heap,

Will you really start slapping him around 1o see if
he's hiding anything (turn to 130), or ease off a little
ta show him vou're human {turn B0 72)7

170
They lead you into the manor-house. Tum o151,

171

You fAoat gently to the floor and move towards Lthe
pedestal. In response, the Hame leaps to the cailing
and changes to a hellish shade of purple. You notice
that two heavy, iron-studded wooden doors in a
wall are open and thus offer a means of exit from Lhe
room. Will you investigate the pedestal closer (furn
ti 83), or leave via the open doors (tuen to 132)7



1F2=174

172
Slowly, vou open the Iocker door, slide out and
creep towards an aisle between the next row of
lockers. Roll bwo dice, If the result is higher than or
equal fo your SETLL, turn b0 133. If the result is less
than ¥our skaiy, turn to 123

73
You enter the forest al 240 k.p.h., only to find the
road curving in tight S-bends between thick clumps
of trecs. You fight with the steering-wheel to keep
the car under control. Test yowr Luck. If you are
successful, tum to 134; otherwise burn to 270,

174

You hit them just ahnuc?the. rear mudguard, for-
tuitously locking one of the back wheels, stripping a
differential and szending the massive black car
through the guardrail and rolling down the
embankment. It flips, smashes and is still - certainly
a fatal crash. You pull over to the side of the road.
Turn to 350,

175
‘Scorpion,’ ¥ou answer, The machine does not even
bother to tell you that you were wrong before open-
ing fire on vou. Tum fo g7.

176
Tou strugele free. With snapping teeth and writh-
g temfacles, it pursues you back to the tunnel, bul
follows no further. You decide to bry jumping from
sphere to sphere, Turn to 137,

177
Having defeated vour foe, you might as well find
out why he was attacking vou. A search of his body
reveals little, though; there is his ofle, a small
mechanical component and a Heket, via Pan-Kether
Spaceways, from Rispin's End to Kether.

I'he mechanical component, under close examina-
Hom, reveals itsell to be a pressure bearing from a
helijet. Perhaps his normal job, when he wasn't
killing people, was a jet mechanic. You look at his
hands: short nails with grease under them — could
be from cleaning his rifle, though.

The ticket to Kether is made out for a B. Smith,
stated occupation librarian. There doesn't seem lo
e much pointin staying on the moon, so you returm
to Kether. You can either go out lo one of the
heliports around the capital {(turn to 208), ot perhaps
do a bit of research at the library {turn to Bo).



178-179

178

The large sliding door is unlocked and pushes open
czaly, revealing a quite dark interior; the shadowy
cutlines of crates and, in front of you, a pround car
are barely defined. Cmietly and caretully, vou creep
mside. Suddenly, six or severnt men jump out from
oehind the crates with blasters pointing at vou. One
of them yells, *Sfop?” Will vou freeze where you are
\lirn £ 106), or take a gamble and dive for cover
{tom toa3g)?

T
They are unlocked andﬂmnbin mainly junk -
mainly, bul not completely, for theee, undera pile of
bent paperclips and rusting staples, isa ‘gem’. Itisa
letter from the Head Customs Officet to the Air-
traific Chief:

By Aestho,
Here's yoir chégquie. Note it foday’s flogkt from
Hee sasi pomsf - No. 212 — wes ‘winsHal ard should
be woritten off as per the others. Comtentts will e
clzared fomarroe, so tomorreie’'s shuktle fo Ty Celi
No. pog —should also be written off-
Fic Eplensus

The cheque is for 3,000 kopecks! Will vou pay a visil
o Customs (tum 0 337), or try to find somedane
in the space indusfry who might know about the
illegal traffic {0 Tau Ceti, tor instance) hinted at
in the letter (tum fo 384)7



180—183

180
Test your Luck. If you are successful, turn ‘o 102
otherwise turn b0 141,

11

He caches the extra z,000 away in a shirl pocketand
signals vou closer. "T'op floor of the Tsosceles Tower,
in the cify,” he whispers. That's their nerve cenfre.
He then mumbles something about being out of a
job and rushes back into the {reight depot, ount of
gight. You could check out this tip by going to the
Tsosceles Tower (furn 1o 320), or follow up his first
clue by looking for the satellite {furn to 36).

182
Yo are not far from vour goal, butin a slow spim, =
the white vapour from the jets tumbles at an odd
angle. 1f you're not careful you'll miss the satelhte
completely. Roll two dice. If the result is higher than
orequal to your sgILt, hurn to1o4. [fthe resaliis less
than yvour sk11.1., tumm to 143.

183
You misplaced your bumper on the side of the other

vehicle, The collision sends your car sideways, off

the road and sailing into a tree at 160 kp.h. You
have failed. S
o
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184-186

184
It is an Androform, constructed in the shape of a
Gerce hound. You will have to fight the machine
hand tohand.

ANDROFORM
If you defeat it, tummn o 145.

SKILL G STAMINA R

185
The exit leads you down another zero-gravity tun-
nel o, a crosstoads. You have three tunnels fo
choose from.

Straight ahead Turn to 293
Lefe Turn to 332
Right Tum to 146
ST
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1686
Which door button will you press;
Front? Tuen to 7y
Back? Turn to 4o
Lefi? Turn to 381
Right? Tummn to 342
Up? Turn to 303
Downi? Turm bo 26y



1B7

You -give chase but; for all her fat and age, the
woman is amazingly lleet of loot — you lose sight of
her down a side-street. Tuck is on vour side in one
way, however. In her rush to escape, she dropped
her hag, which contains 500 kopecks and a small
number of business cards, all ol svhich read:

L. GRO55
STELLAR ANDINTERPILANETARY
TMPORT/ EXFORT

Strangely, there is no vidinumber or address. "‘Liil
it's something 1o go on, You retum to your ship an
decide, the next day, to so to the Giy Ll_ﬂtn._
Library o zee if there is anything to find out con-
cerning this Z. Gross. Turmn to 8o,

1B8—18g

188

Giling around towards the back of the hangar-
sized warehouss, you discover a small door partly
hidden behind some piles of rubbish. You force this
entrance rather easilv. In fronl of you is a shorl
cormdor which endsin two doors, indistinguishable
from each other. You approach the doors. Which
will you go through: the left (146) or the night (3)7

189
In the dty vou find a few interstellar and intec-
planetary shipping agencies to ask some questons
of — all of which give unsatisfactory replies. While
¥ou are in a sandwich bar, picking up some lunch

bebween agencies, you are confronted by two men—

cach holding a blaster no more than fifteen cenbi-
metres from vour belly. ‘Come with us,” they say,
“or we will Tv:l]] vou,” You'd have no chance of escape
at this distance. You go with them out the back of
the shop. Tum to 316,



190-191

190

The conduit heads further into the asteroid until
vou find your way blocked by an enormous mainte-
nance and pest-killing robot. Its three eyes swivel to
watch you approach. It flicks a tentative laser blast
at vous to see if you fall into the “pest’ category thatit
holds in its machine mind. There's no way past,
even if you destroved it, and, as it begins to lumber
towards you, it may even pose a threat. You retirn
to the grille overlooking the room, push it open
and enter. Turn lo 173
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You run out on to the road, narrowly being missed
by a carload of picnickers —out for a jolly time in the
gardens, The black sloop is tearing down the sireet,
past another car which is heading toward you. Will
you shoot at the villains’ car (fum o 152), or try fo
{lag the other car down sa as to give chase (hum i
113)7

192—1g4

Tourocket intoa high orbil around Kether, Test your
_wcie. IF wou are successful, furn to 153; otherwise
o o 114,

193
You shide along the shoulders, but retain a grip on
ihe road with the other theee wheels. The car sling-
shots outof the 5-bend at a terrific pace and ends up
only three metres behind the' sloop. Turn to 378,

194

Turnto2ih




195—196b

g 195
The funnel ends in a large cylindrical chamber,
Floating in front of you, blacking vour passage, isa
“evics constructed of four cubes set in the shape of
an A with a cubic hole in the centre. Bright blue bolts
of electricity fly between the cubes through the
c=niral hole. With a low hum, it begins to approach.
the flashing becomes more frequent and begins to
=sh out towards vou in great electtic arcs. Will vou
fire at this device with your blaster {lurn ko 78), try to
dive past it (furn to 39), or take a flying leap at it to
hit it with vour boots and thus {(hopefully) send it
out of control (hurn to 38017

196
You receive an electric shock from the doar. It does
notopen. Lose 1 point of stamiva and then return
o225,



1g97—1g98

197
You mun down the stairwell, but by the fime you
reach ground level and launch vourself into the
street the man is nowhere to be seen. You have lost
him, Suddenly, a scream comes from above you
Murder!"Just what you need, Within seconds, proc
lor helijets descend from the sky, landing in the
street and on the hotel’s roof. Anaother hfh,-:
hovering between the surrounding buildings, fixes
a room on the twelfth floor — most certainly 1201 -
with a spotlight. Proctors, procs, cops — call thes
what you will — seem to be everywhere.

Mot knowing if the local procs can be trushed, you
decide {o lie low. Mext day, vou head off to the G
Central Library to see if anything can be found out
about the man vou saw running down the stairs —=2
least you know what he looks like. Tum to Bo.
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‘Good-day, Mrs Torus, I am an Investigator from
Federal Central {¥Vice). Could T have a word with
vour husband?’ you ask in your most offical voice.
She looks up and down the sireet and then ushers
you in.

199

‘Clive . . . Clive's dead,” she cries, bursting into
tears, They killed him?’

Who, Mes Tomas, who?”

Tis mates, the people he worked with. He didn't

want to work for them any more so ., so they
killed him."
You discover from her that her huashand took care of
a lot of the accounts for Fera Gross (his boss,
evidently], and that these accounls were kept by
Clive in a safety-depuosit box at one of the banks in
the dfy. They are still there. . . . lcan get them for
vou, if vou like,” she says.

“Yis, that would be very useful, thank vou.” Clive
may have kept other incriminating documents
around the house —perhaps vou should ask his wife
if you could look through his personal papers? She
looks very upset though. Will you ask her (fburn to
1zq} or not {turn 1o 159)7

199

Circling through the trees, vou let the sounds of
pursuit pass you — heading for the security fence, no
doubt. Before you is the house, a rambling bwo-
sturey structure in the style of Neo-starquest Colo-
nial. Qu.lh'_‘ tasteless, rr:..JIl'. s Asitis bmnmmg Fairly
dark, you could fry dmemg on to the roof to look
for a way in {turn to 43), or simply force a ground-
fluor window or door (furn to 160).



200—20%

200
‘Mo, it cries, turming as white as a sheet, ‘begone!”
The doors open and you are sent flying by some
mysterious force inkto the cormdor beyond. The
doors slam shut. Will yon continue to explore the
asteroid (turm to 346}, or assume that you're in the
wrong part of space and head back to Kether (fum
to z31)7

Turn 1o 162,

202
The sloop flies down the straight and disappears
over a hump-backed hill. You cannot see what
happens to the road past the crest. Will you assume
that the road continues straight and take the crest at
high speed (turn te 30g), or will vou antidpate a
cormer and slow down a bit (hum to 163)7

203—205

-
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There is another door at the other end of the office.
Yom go through it, down a short corridor and then
through vet another door. Tum o 86.

204
Usimg her massive bulk, she beats you into insensi-
bility. The last thing you hear is her fiendish cackle
and ‘Tar, har. Stupid narc . . . You have failed.

205

The corridor leads to a small storeroom where,
evidently, the finished Satophil-d is packaged prior
iy shipment to Kether. Large quantities in both
powder and tablet form are present. You may take a
small amount as evidence if you wish. Ifso, add it to
vour Equipment List. Leaving the store, you goback
into the laboratory and through the other exit. Tum
o 1Ihé.




z06—207

20h

You take a cab out to the heliport on the ciy out-
skdrts. It is a large deselate slab of concrete under a
harsh sun with a few low buildings rising at what
vou suppose is the terminus. Nothing moves. There
are a couple of rental helijets grouped by ahutand a
few service vehicles parked next to the terminus. A
man comes oul of the hut and proceeds o work on
one of the helijets, opening ils lurbines for inspec-
Lon. You could either direct a few questions at this
man frum the rental company {ium to 128), orgo fo
the terminus (furn to 167).

207

You appreach the receptionisi, a seemingly
pleasant fellow with pincenez. Td hke tolook ata
few files, if 1 may?’ ‘Oh, ves,’ he says, greedily
rubbing his hands together. “What cenbury would
Yo 11[-.:- hmmm! ‘Oh, this century, just the last few
vears, actually,” vou say, nonchalantly. Hebegins to
bob up and down in agitation. “Ah, no. I'm afraid
we can'l lel you see them . - ." Will you now hold
et 1,000 kopecks under his nose (fum to 168) or
2,000 {turn to 373)7

208—209

=

208

You withdraw vour blaster from its holster, stick the
barrel in his face and push him around, Te slams
against a wall and slides {o the floor. 'l am a Federal
Marcotics Tnvestigator and T hear, Mr Air-traffic
Controller, that vou've gol snmerhj.ng to hide. Oul
with 1t Ev t-'r'l.-'l'hm}, you know,” you say in an icy
voice. Test your Luck. 1f you are successiul, luen to
16g; othemwise fom 0 33.

204
Chne of the gunmen, although off balance, manages
to top you ap with a kick to vour shins, You fall, T
wouldn't tey that again, sunshine,’ savs a scar-faced
thug, sticking the barrel of his gunin your ear, They
rough you upa bit belore dragging vou to your feet,
Turn foago.




210—211

210
You see, too late, that she is dead. The sloop has
disappeared from view. Looks like you need a new
clue now. Turn to 231,

211

The freizht depot is quite enormous, but you find a
row of lockers in which you can hide and sall geta
pood view of any comings and goings. You share a
locker with a couple of greatcoats and 2 pin-up —the
depot can be seen through a few ventilation slots.
After a short while, vou notice, to your dismay, =
khaki-clad security officer, armed with a giganfic
blaster, checking your row of lockers. He opens
gach one in hurn, slowly approaching the one vou
are hiding in. Will you fry to move from your locker
without being seen (furm b 172), or slay where ¥ou
are, hide behind a coat and hope he doesn’t ind vou
(turn to 83)7

212-215%

212

The road and sloop disappear into a wood, o0
metres ahead. There is no telling what happens to
the road in there. Will you accelerate to catch up
{turn ko 173), or stay at the same speed (furn to 46)7

713

Unfortunately, the sloop is bigger and heavier than
your vehicle and vour inexpert side-swipe leaves
vou open to retaliation of a like kind. The behemoth
bears down on vou, smashing your car ont of con-
frol and through the guard-rail. Your car rolls
violently down the embankment, stopping at the
bottom to explode. You have failed.

214
‘Antares,” you answer, The machine lowers ilself {o
the floor and says, just before shutbng itself down,
‘Correct. Pass.” Tum to 58.

215
You cannot break free, and the monster sets its teeth
in you. You have failed.



21b=2>18

z1h
tou lake cover behind the scooter and draw yvour
oistol. The assassin is lying on the ground firing a
Sgh-powered rifle.

ASSASSIN gL B STAMINA &
= vou defeat him, fum to 177
Z17

Yom enter the warehouse grounds. Will you enter
the building via the large main entrance at the front
(turn to178), or have a look around the outside first
| e bo 28807

218
The office = empty, bar the usual equipment and
fumiture. Yoo probably won't have very long, so
will you search on the vidiin the room for his private
computer files (fom to 140), or go throuph his desk
drawers instead (hum to 17g9)7



219—220

219
The tamp leads, pechaps fortuitously, 1o a balcony
overlooking the great hall. Ttis packed with a throng
of black-robed figures. They begin to chant and
sywway, A couple of men out in front swing buming
incense in great circles. Soon, a man, obviousty the
M, high Pl‘_ifﬁ-‘l’ or such, appears oot in front and
begins a long prayer lo some holy malevolencs
known as Thuvald. Obviouasly, you have the wrong
place — this is a monaslery, a weird one no doubt,
but sH1l a momastery. You sneak out of the balcony,
away from C230 and head back to Kether. Tum o
231

224y

'Fine,” he says, taking the money. “What do vou
want to know®

‘Tugs,” vou say. "Where do they come from, and
whao do they o o He looks a bituncasy about this
topic. ‘Well, I. . . Idon'tknow much about that, but
1 think it's pot something to do with a satellite in an
Lakorbit. Irregular transmissions . . . vou mightiny

looking forit. . '

Z21

Transmissions to whom? you ask.
He rubs his fingers together. For another 2,000
kopecks T micht be able to help vou,’ he says.

Will vou pay him another2,000 {tarn to 181), or srive
up on him and find another Customs official, but
this fime fry a bit of rough stuff (fum o 143)7
Allernatively, vou could look for the satellite that he
mentioned (hum to 36).

by |

You reach the salellile safely and attach a magnetic
damp to it, to prevent you from driftfing away into
space. You remove a communications cable from
vour pack, open a service panel on the side of the
satellite and altach the cable to a diaynostic inlet on
the satellite’s computer, Now you can determine its
funciion, where it receives its transmissions from
and where it sends them on to.

Returmng to your ship, you find thal the satellite
receives from an unknownasternid and transmits to
the tp floor of the Isosceles Tower in the centre of
Kether's capital. The messages are all concerned
with shipmenfs of the drug Satophil-d from the
asteroid to the planet. Pity you don’t know where
this asteroid s, but vou do know where the Isos
celes Tower is. You return to Kether. Turn to 320,



222224

zz3

You scrape bumpers with it and plant your foot as
you hit a curve, Roll two dice. If the resultis higher
than or equal bo your sKILL, tem to 183, i the result
i5 less than your skILL, turn {0 144.

423
Mice dowr, hey? Who's a nmice dog? you simper,
while holding out a hand 1o it. It slavers, opens ils
massive maw, ahd bites your arm. Lose 1 point of
SKILL. Turn to 184.

=
=7 T

You misjudge badly, and the sentinel reacis sharply
by moving in such a way that you fiy through the
hole in the centre of the four cubes. While you are
doing this il covers the hole with sheets of lightning.
You are fried.

zag—226

C
Which door button will you press:
Fromit? Turn to 118
Back? Turn to 157
Leoft? Turn to 196
Right? Turn to 235
Diowmn? Turn to 273
Up? Turn to 313
226

As you jump from behind a2 ground car into a
shadow by a building, vou trip over a small fmiotor
wnicycie left in the middle of the sidewalk. Thereisa
tremendous crash as it falls over. The woman, look-
ng round, sees you. She staths runming down the
strest. Roll bvo dice, If the resull is higher than or
equal to your SKILL, tum to 187, If the result is less
than your SKILL, b to 148,




22p=228

227

Cautiously, vou approach him. Tm Clive Torus.
We may bo able to do some business together,” he
says rather furtively. ‘Oh yes? How?' vou reply,
warily. Meet me at the Café Heroes of the Federa-
tion at nine o'clock, omormrow meming. We'll falk
there.” He then turns and scutties off into the bowels
of the warehouse.

¥ou could meet him tomorrosw (turn to 315), or,
knowing that the thops ane expechni a shipment
from the astercids that evening, vou could oy to
find sumebedy in the space :nduatn who may
ko s::bmethmg, about illegal space traffic (fum to

384).

228
Tlegal space tratfic?’ he muses, tuming a few
switches an the panel in front of him. “Yes, a bit of
that goes on around here. . . sol'mtold. You press
hirmm o be more spedfic. “Well,” he says, looking
around to make certain that no one is Listening,
‘there’s this asteroid — C230 — out in the mam belt,
which has a lot of suspicous comings and goings.
You might try there — the co-ordinaies for it would
bein any Cosmo-Nav.” Will you fake his advice and
have a look atthis asteroid (turn to =3], or go back to
the city fo Ity to verify his mformation (mm {o 13g)7

229-231

The vent leads through some machinery, a couple of
automatic airlocks and, eventually, into some air-
conditioning conduits. The occupants of the aster-
oid don't seem o possess any gravity generators,
and you float through the air-conditioning unbl you
come o anootlet. Looking through the grille you can
s22 a large rough-hewn room. It is very dim — the
only light comes from a guttering red flame burning
o a pedestal in the centre of the room. Will vou
push out the grille and enter the noom (fum te 1710,
ur continue through the air-conditioning {tum to
1go)?

230
If you are willing to part with at least 2,000 kopecks,
you can Lry to bribe a Customs officer for informa-
tion {fm fo 298); otherwise you will have to resorl
t a bil of rough stuff on one of them (turm to 142).

231
You have very little to go on really, almost no
aptions at all. Will you:

Return to Kether's capital city
to havea look around?
Search in space for a new clue?
Search for Ca3o, assuming you have
heard of itand have not
already sought it out?

['trn to 75
Tum to 19z

Turn to 73



232-235

232
¥eona lose comtrol, and shde off the road and acooss
counlry [or a short distance, The car comes o restin
a bogry paddock. Your windshield is covered with
mud, I}adl} restricting your wisihility. The wind-
shield wipers can hardly move the stuff so, while
vou are driving the car, reduce your SKILL by 1.
With wheels spinning, you drive across the slippery
field and back on to the Toad. Tum tu 387.

233
Turn to 116,

34
Behind the door is a room full of pressure-suits and
emergency air-tents. There is nothing of use inside
the asteroid —only cut of it, You leaw the Toom amnd
g0 back dowm the tunnel. Turn to 105,

235
You receive an electric shock from the door. It does
not open. Lose 1 point of sTAMINA and then retum

Lo 225,

236

You fap gently on the door. No answer. You tap
again. A groan comes from within. You try the door,
but it 15 locked. The secomds are Heking away. The
ever more distant sound of steps going down can
still be heard. Will you foree vour way into the room
{furm to 158), or go in pursuit of the man who just
went down the stairs (tum to 197)7?

237
T'mone of Clive’s . . . er. . . colleagues,” you say-
‘Do you know where he is? Her face twists and she
begins to cry. 'Oh, why don't you leave us alone —
go back to Spark’s w here all your filthy mates hang
out. . ."and then slams the door in vour face.

Well, well. ‘Spark’s’, vou discover, is a bar down by
the starport. Might as well goand have a look there.
Tum to 286.



238—z240
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The gunmen are taken by surprise; by the ime they
start shouling, you are sprinting across a mini asiro-
turf golf coumse towards a copse of trees. There vou
pause: behind you are shots and shouts; in fromt,
nothing bar the secunty fence. You could escape the
manor-house environs, although the dmag munners
are certain to abandon the manor onee they discover
you have fled, sovou will have to look for a new due
(turm to 2333, o7 you could double back to the house,
break in and find outwhat's going on (hum o 19g9)-

239
It flaps its great wings to stand wprght, considers
vou with unnerving malice, and speaks:
‘In the wrong place, vou are.

Misled, you have been.
With the Customs officials, vou should be.’

Torm to 161,

Turn to'162.

241-244

241
Taking the access road cuts the distance between
the sloop and your car to a mere 100 metres. Yoo
rejoin the main road just as it straightens. Tum to
202

You pick a fevw files from the floor and seat yourself
behind a computer vidilink: Boll two dice. If the
result is higher than or equal to your skice, turn to
164. U the result is less than your sKILL, lurnto 125,

243
She lies, whale-like, immmobile and exhausted.
“Zera,” you say, slapping her face, “tell me about the
organization.” Unfortunately, she is extremely
dared and can omly mumble, ‘Up . . . up, then left
v« T bo 126.

244
You mske it oy the third !-i]:I]'I.E'I!'E. From hare yiu

easily make il Lo the other exit. Turn to 283,



2qg=246

245

Crouched low over his beer, a5 if he is nvang tohide
hic head in his shoulders, he begins to mutter 2
leng, paranoid tale about the Tau Cygni threat
{whatever that is). Due o the noise in the bar, and
the navigator's dull voice, you miss most of his
monologue and {ind, when he suddenly and unex-
pectedly reaches the end of his tale, that the only
information vou have gleaned from him is his suspi-
cion that something odd is going on at Rispin's End
and that the fat broad playing cards at the fable
behind you has something to do with it What to
make of that? Will you go out to Rispin’s End (the
moom) to see if anything is to be found (turn to 308),
or will you keep an eve en the woman at the izble
brhind you (furn to 3.4;}7'

246

The State Computer Fle Centre is a squat, ugly
cectangle of concrete surrounded by a few kilo-
mietres of razor wire, A large metal sign, wired to
one of the fences, flaps lazily in the wind: TRESFAS-
SERS PROSECUTED, There is, however, 2 public en-
trance into a tiny pillbox sel away from the main
building. You enter this building and nobice, 2o your
dismay, yel another large sign:

DMLY THOSE FILES WHICH ARE MORE TITAN T{0
YEARSOLDWILL BE RELEASED FOR FUBLITFERUSAL

It seems that you are going to have Lo resord Lo a
felony to get the information vou want. Wall you by
bribery (turn to 207), or breaking and entering (tum
b go}?

247248

247
Al the heliport there is a large display of holographs

headed with the slogan:
WEHAVE YOUR COMFORT AND SAFETY IN MIND

The holographs are of all the slaff involved in the
umming of the port. There are, vou nokice, bwvo
chiefs of air traffic — you make note of what their
cmiling countenamnces look like, hire a ground car,
and waik in the staff car-park. After a few hours one
of the chiefs emerges from the port, climbs inko &
sround car and drives off. You follow him home.
When you approach him, will vou act tough to
sxtract the necessary information {twmn to zo8), or
will you act friendly {twmn to 2967

Presently a couple of gunmen appear at the end of
the eomidor. They call for you to sumender. You
take a few potshots at them to demonstrale your
resolve. In response, they throw a small device
down at you. It explodes into a coud of clinging
vapout- A g=5 bomb! You try not to breathe but shll
vou begin to lose consciousness, Obviously, it is
nerve gas, enfenng vour system through the tear
ducts in your eves. You black out. YWhen you come
to, you discover that vou are being supported on
sither side by a burly rhug Turn to 131,
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249

240
YWith ome cshot the ﬁﬂ'iPt-'.‘l’ 1t semit p!ummel‘lng tn the

ground, dead. Beholstering your gun, vou walk to
meet Mms Toros. '‘Good day, M Torus,” youo say.
Haveyou the documents? “Yes, thev'reright here,’
zhe says, showing you the safety-deposit box. "Gon
- - " There is an explosion at vour very feet. Some-
body planted a bomb! Evervthing is thrown in the
air. One of the glasshouses collapses. Throw bwvo
dice and deduoct the total from your sTaMin s If you
SUrvive, conbinue.

You rise groggily to vour knees, just in Hme to see,
over the siill form of Mrs Tomus, a slick young man
cimbing into the ground sloop you saw patked
behind the glasshouse, He is catrying the box of
documents. The sloop drives off. Will you try to
chase the car (fumm to191), or let them go and tender
zid to Mrs Torus (turn 0 210)7



250-251

250
The dome-covered base has a population of zbont
sao. Youdon't detectanything even remolely suspi-
clous there — a few tourists and lots of scentists and
technicans. You hire a small rocket scooter for a few
days, to scour the surface of this tiny moon {deduct
szt kopecks lo cover costs). The search, however,
proves fruitless: you find a couple of prospeciors
and one technical team Iooking at vacuum welding
of the moomn’s crust, but no illegal drug manufachor-
crs. Yol leave Rispin‘s End and head for the main
planet, Kether: Tum to 333.

251
sliding out on lo the verge, vou manage to keep the
car under control. You change down, acoelerate and
slingshot down a long gentle slope, The sloop ic still
far ahead, doing a good 190 k. p.h. Will you acceler-
ate to catch it {lurn to 124), or play safe and just
malch its speed (turn to z12)7

ZIRAI=IXE3

252
A quick bwist of the steering-wheel sends vour
sports car careering into the side of the large black
sloop. Paint sinips, metal shrieks and sparks fy. Roll
owo dice. If the result is higher than or equal to your
skiLL, fum to 213, If the result is less than your
SKILL, turn 10 £74.

253
I'fhe commidor leads vou toan octagonal room. Stand -

mg in the centre, contemplating you with at least
four of its seven slectronic sensors, s a chrome and
sitver robot, obviously of alien design and manufac-
ture. “Welcome,” it sirhs, nsing up on its seven
atficulated legs and extending a few antennae and
microwave sensors inovour direction:. Then it con-
times:

‘Red lam,

the heart of a scorpion,

vel not of Arachnia at alll
Pincers [ have,

but I grasp with the unseen.
Inome word, whatam TV

With which letter of the alphabet does the answer
begin:
A? Tum o 214

52 Tuen to 173
xX? Turn to 136



254-255

254

Sticking close to the walls of the cavern, vou float
towards the other side. Cne of the creatures brushes
you with a tentacle, then another, and another.
Suddenly, it wraps half a dozen around you and
drags you from the wall. What's worse, you dis-
cover that these creatures are almost entirely teeth
It tries to eat you. Roll two dice. If the resultis higher
than or equal to your skiLy, turn to 215. i the result
14 less than your sKILL, burn foaps,

255

‘laking a helicab to Proctor HQ (the local police are
known as proclors) gives voua pood idea of the size
of Kether's capital — in fact, its only dity. A burgeon-
ing little metropolis about ten kilometres in dia-
meler, with a few quaint fifty-storey office blocks
and apartment lowers for a cty centre. Lots of
helijets; Iots of ground cars; no peds. A normal
fringe capital reaily. You amve at Proctor 110 in the
cily centre and make your way from the fifficth
storey of the lower to the forty-ninth, where Vice is
located.

‘Excose me,” you say to the duly proctor at the
reception. ‘I would like to speak to one of the senios
investigators.”

‘Oh . . " says the ageing and sleepy man. "Er. . .
yes, right this way.’

Throw a die. I the result is even, tum to o8; other-
wise turn to 2g7.

2gb—258

2ch
The place, when you find it om the cty outskirts,
turns out fo be a large, run-down warchouse. Turn
to z17.

257
A gquick search of the directory in the fover of the
port administration block reveals the location of the
Air-traffic Chief's office. You kmock on his door. but
there is no reply. Cuietly, vou open it and step in.
Throw a die. If the resultis even, fum to 228; if odd,
furn o 23.

238

Somewhere, a BOTIE .*iuuilr_’l.a- The deep resonance
booming through the asteroid causes the very rocks
lo vibrate. The bwomen bow their heads inresponse
and float off down another corridor. After a moment
you follow them, coming eventuzally to a nexus.
More black-robed figures are pouring out of ather
comdors and into a great hall — seems to be quite a
gathering. Will you try to slipinto the hall unnoticed
afier the last men enter (turm to 180, or take 8 ramp
next to the hall {tum to 219)?
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250—260

2
‘Fine,” he says, taking ﬂfg money. What do you
want to know?*

‘Drugs,” you say. Where do they come from, and
who do they go to”

He looks a bit uneasy about this topic. Well T. . .
I don't know much about that, but 1 think it's got
something to do with a satellite inm an Lih orbit
Trregular transmissions ., . . you might try looking
forit. . .7

Transmissions o whom?' you ask.

1. .. can't say." He turns suddenly and mons
back into the freight depot. Well, vou could go and
look for this satellite {turn to 36), or find another
Customs official, but this time fy a bit of rough stuff
{turn bo142).

260

White vapour bursts from the jets, which carry vou
at a slow drift towards the satellite. You seem to
have made it about half-way, but you will hawe lo
use your jels again to adjust your course, otherwise
you are likely just to miss landing on the satellite.
You fire the jels again. Boll two dice. If the result is
higher than or equal to your sk1iy, tum to 18z, If the
resultis less than your sxIre, lurn to 223
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261—264

Taking the side-road reduces the distance between
vour two cars to a few metres. You come out behind
them just as they fimish the curve. Turn to 378,

262
You draw vour blaster a5 the beast leaps, slavering,
at your throat. Tum to 184.

263
The sentinel spins out of control and dashes itself to
pieces against the walls of the chamber. When it has
finally stopped sparking, you move pastit, towards
the exit. Turmn to 285

264

A short blade flicks from the button and slashes
your hand. The door does not open. Lose 1 point of
SETLI- Retommn to 186



zbhg—zbHb

263
After a few hours, the woman surges o her feet
with an enormous burp and staggers from the bar
into the street. The men che was playving with, now
looking dishevelled and tired, lay down their cards
and Order drinks from the bar. It seems they are
going to stay lor a while longet. You put down your
glass and slip after the woman. Tt is dark outside,
thus atfording vou plenty of concealment as you
follow her. Roll two dice. If the result is higher than
orequal to yoursxiit, turn to226. If the resultis less
than your SKTLL, fum oo pa.

206

You scuttle along the ganfry, away from the man
and out of the warchouse. The only worthwhile clue
you have left is the knowledge that the thugs'
‘shipment’ was coming from the asleroids. You
decide to find somebody in the space industry whe
may know something about illegal space traffic.
Turmn to 384,

zhy=2zh8

267
He agrees to tzlk to vou for soo kopecks — subtract
this sum from vour credif account. Turn i 228,

263

You sif at his feet. ‘T think, sir,” he begins, ‘that vou
have been mizsinformed about certain things — in
short, led astray.” ‘Oh?’ you say. "Yes. This asterod
is 2 monastery. Nothing more, nothing illegal. I
suggest, when you get back to Kether, that vou pay
a visit to the Customs officials at the starporl —well,
soodbye.” He waves his hands and shouts some-
thing unintelligible at vou. Instantly, vou find your-
self back aboard your spacecratt. You statk back kor
Kether. Will you take the Grand Keeper's advice
and visit Customs (turn to 337), or trv to find
another clue instead {tum to 231)7



zhyg—z70

260

You climb on to the roof of the passenger terminal,
find a mainienance duct, and crawl nbe the ceiling.
Eventually, vou find your way through all the wir-
ing, automatic fire-extinguishers and anb-termomist
gear to a position just above the Customs’ check-in
point. You wail, and wait, and wait. Nobody ar-
tives. Nothing happens. Ubviously, the passenger
terminal is no hotbed of crime and vice: 1t's too Late
to'go and hide in the freight depot, but you'll stil
have time to get oul of the ceiling and approach a
Customs official {furn to 230). Alternatively, vou
van forget about the starport and carry vour In-
quiries elsewhere (furn to 231).

270
Ihe car powes out ufmnt‘rcﬁ slides from the road and
rolls violently across the ground. Eventually it is
slopped by a free — a total wreck, It Explude._ You
have failed.

Zyil=ags

271
The shouldess are sofl and give way under your car.
Foll two dice. If the result is higher than or equal to
your skiLL, lurn to 23z, If the resultis less than your
SHILL, tomn fo 1g3.

373
You say the first thing that sprongs to mind:
"Wrench? The machine hums a bit and floats into a
Tecess in the ceiling: 'Pass.” Turn to 77.




273-274

273

The surface of the asteroid is pock-marked and
glowing from your assault. You bring wour
spacecratt down and space-walk across to the air
lock. Onee through it, vou find yourself at the end of
a long zero-gravily tunnel, heading into the bowels
of the asteroid. Floating down if, you come across
an aithight security door set in one of the walls. It is
unmarked. Will veo continue down the tunmel (fum
to 195}, or go through the door (turn 1o 234)7

274
You receive an electric shock from the door, Tt does
nut open. Lose 1 point of sTamMina and then retumn
to za5.

275—27h

<75
At the dome town, you decide to hire a small rocket
scooter for 2 few days (deduct 500 kopecks to cover
costs). When you return to yvour pressure-suit and
scooter affer paying for the hire, you find that
somebody has slipped a note into your helmet, [t
reads: If yone want fo grow old, leane Aleph Cygni.

Cute. There doesn't seem to be anyone around who
could have slipped it in — must've got away quickly.
You spend a few days going over the surface of
Rispin's knd but, apart from a few small mining
cutposts, find absolutely nothing to indicate the
presence of any illicit activity. You return Lo the
dome town. After you park your seooter, a shot
rings oul from behind a want garbage compactor,
the bullet ricocheting off the ground in front of vou,
An assassin! Will you return the fire (tum to 216],
Lry tos gret away {(urm to 138)7

276

Youlook him upin the vidiphone directory. Thereis
only one €. Torus, of 113 Fifth Avenue, City. You
cafch a helicab into the dty, find Fifth Avenue and
forus’s apariment. A knock on the door brings a
woman in answer — probably his wife. 'He's not
here,” she says, fghting hard Lo restrain tears. ‘Tle’s
nof here.” She looks as if she has been {rightfully
upset over something. Will you pose as one of
Clive's colleagues (burn to 237), or let her know that
vou are a Narcofics Imvestigator {turn to 198}, to
elicit his whercabouts?



277-280

257
You dive for the privet hedge! Test your Luck. TF you
are successful, turm to 238; othenwise furn o 204.

2

8

It fllaps its great wings to sland upright and consid-
ers you with unnerving malice. “You are in a most
holy spot,” it hisses between steel teeth. A monas-
tery dedicated to the merdless Thuvald of Kyth*
Tum to 200,

270
Turn to 162

280
To stay on the road, you have to brake drastically.
However, vou make it safely through. Tum to 387.

al1—=282

281
The antigrav dray is a massive grey device, about
the wize of two helijets put end to end. It floats a
metre off the ground. You could attemnpt to drive it
into and through the freight door to give whatever
mighl be waiting behind it a nasty shock {turn to
2g2), o, if this doesn’t appeal, you could leave the
dray and enter, on foot, one of the lesser enbrances

{lurn fo 331 o1 301), or the freight entrance (lurn to
7).

282
You jump over the desk at her, and send both of vou
sprawhng on the Hoor. You trade punchesin hand-
tn-hand combat.

FZERA CROSS SKILL 3 STAMINA 11

It vou defeat her, turn to 243; otherwise turn to 204



zB3—284

283
Coing through if, you find yourself in a large chem-
wcal laboratory; stainless-steel and glass apparatus
rise on all sides, This must be the factory proper.
Tlere is where most of the Federation's illegal
Satophil-d comes from. There is nobody aboul, so
vou busy yourself destroying some of the equip-
ment. While doing this, you nofice two exits from
the room — a door and a corridor. Which will you

take? The door (tum to 166), or the corridor (turn to
205)7

284
3Ir Samuel leads you b a groffy spaceport canteen,
He's in there — looks like this.” He shows you a
small holograph of the man in question - tall, dark,
lerge nose — you'll be able to recognize him. ‘Tell
him I sent vou, Bye.’ You shake hands. Samuel
leaves and you enter the canteen. Inside is chaos —
noise, fumes and fights — but there, leaning on the
bar, is your man. After identifying yourself, he
Ieads you o an empty table to talk. Turm to 245,




285—286

285
The statistics on transporl are almost completely
useless, apart from being long, tedious and very dry

eeading. However, you do notice that, in the case of

air freight ﬁlung one of the coasts of the continenlt,
the amount of reporled cargo received for toi=l
lif--capacity of aircraft uwsed s far beloze whal it
should be in reference Lo the other coasts. Bven the
amount of air traffic is below normal. Perhaps there
issome undeclared cargo? You leave the hbrary and
head for the State Computer File Centre in order to
get a firsi-hand look at the files used in compiling
these statistics. Turn to 2460

2B6

Entering the place, vou are struck by the noise and
thick atmosphere — what a joint! You saunter up to
the bar, order a drink and then tum o survey the
erowd. Standing in front of you, blasters pointing ai
vour stomach from fifteen cenfimetres away, anc
two men. ‘Come with us,” they say malier—nt—la—ﬂ's
‘or we will kill you.” You would almost certainly be
shot to pieces if you were lo try to jump them, so
you do as thev say, Theylead vou out the back. Turn
tor 316.

287248

287

You creep down the corridor. An uneasy feeling
begins to sneakinko your mind, growing with every
step. You turn and discover a security camera track-
g vou, the dead lens staring at your startled face.
Analarm goes off, followed shortly by the sounds of
fest approaching at 2 tun. Will you make a stand
{turn o 248}, or escape the manor (tum ko 231)?

253
Drawing vour blaster, you take careful aim at the
STHFET. Roll two dice. If the result s hisrher than or
equal fo vour SKILL, turn o 74. I the result is less
than your sxicL, fum to 249,




280—2q0

285
You orbil around Rispin’s End for a few days,
surveving the surface with your spy beam. There
is very litlle to see, though — a couple of vacuum
tents oocupied by some prospeciors, and the main
base. Cerlainly no fadlity for the production of
Satophil-d. Will vou land at the main base for a
closer inspection (turn to zs50), or give up on
Rispin's End and head for Kether {tum to 333)?

200
The black sloop is about 100 mefres in front when it
brakes heavily to negotiate a tight S-bend. As you
approach the curves, vou see that the shoulders of
the road may be soft. Will vou do'as the sloop did,
by slowing to take the 5-bend (hurm to154), or takea
risk and go over the shoulders al speed {fum fo
271)?

Zg1-—z2gz

The air blast from winding down your window
makes it exiremely difficult to aim, and the exkra
drag imposad on your car from this acion means
that the sloop begins to pull away from you_ You put
vour gun away, wind up the window and fall back
behind the sloop again. Turmn to 37.

=
The drive turbines of the dray whine into life. You
steer Lhe dumsy machine towards the freight doors
and push the throttle forward. It roars and acceler-
ates at quite a frightening pace down the ramp and
info the doors. They cave in. When you finally come
to a rest, you find that the dray has [ortuitously
crushed four brufish-looking guards against the
stacks of heavy-duty plastic containers they were
tending. You dismount to have a look around. Turn
i 28.



193—294

293
The unnel ends in an enommous Tough-hewn
cavern. Through the centre of this cavern—in a line
neading to the exit on the other side — hang three
metallic spheres, each adorned with what seem to
be large, loop-shaped handles. The rest ofF the
cavern i filled with bulbous creatures, dewvoid of
=yes or other sensory organs bar a set of lng
tenfacles with which they constantly search the
zeTo-gravity space around themselves. Wil you try
reaching the other side by jumping from sphere ko
sphete (fum fo 137), or by wending your way
through those bulbous crealures (turn to 254)7

2
The atfacking robot ﬁgl?l-tm have disinteprated,
their twisted remains spinning rapidly off into the
void. You continue vour orbital search of Rispin's
End but, finding nothing, vou land at the dome
amwm fo have a doser look at the surface and its
mhabitants. Tum to 275.



295—2qgb

g5
You follow the man down the stairs and out into the

street. He does not seem tonotice you. A ground car
pulls up next to him; he climbs in and is driven off.
Chaickly; vou hail a helicab and give the immoriz]
linne; "Faollow that carl”

‘Aw, come on— [ don't wanna get mixed up in
anything.”

Tlease, It's very important,” you plead, watching
the ground car slowly disappear into the traffic.

‘Mah,” says the cabby. T don't wanna get in-
volved. Get another cab.” You pull out your blaster
and stick it in his ear. Follom: 5.7

Eeluctantly, he takes the cab into the air and puc-
sues the car to the aby outskirts where 1t disappears
into a warehouse. You land a block away, pay the
cabby and apolopriae for your harsh words. Tum to
217.

296
‘Lxeuse me, sit,’ you say, pleasanily, Tam a Feder=l
Marcotics Investigator— | have reason to believe that
YO LEN assist me in my investgatons.” His eyes
glaze over and he slumps into a chair - seems to be
quite terror-stricken. Turn ko 33,
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The proctor leads you down a long corridor, ner-
vously doing his tie and smoothing wrinkles from
his uniform. ‘Normally,” he says, Mr Perry takes all
the inquiries, but he's down the pu. . .er. . . ata
meeting today, so Pll take vou to see Mr Samuel
instead.” He reaches Samuel’s office and ushers vou
1y

Hello,” you begin by way of infroduction. Samuel
waves the proctor from the tiny office and tells vou
to be seated. T am a Grade 1 Investpator from
Federal Central (Vice). ['ve been cont here to crack
the Aleph Cyymi drog ring and would appreciate
any information or aid that you might be able to give
me, you say. Mr Samuel becomes decidedly
alarmed and speed'l.less He looks under his deslk, at
his desk lamp and in a potted femn; finally, he
scrawls something on a piece of paper, hands it to
vou and pushes vou from the room,

Standing in the long cormidor, you read the note:
Care't speak here. Meet me at the restayerant Viguegue al
7-30 tomight. Something is wrong, when an Investi-
g=tor can't talk about crime in his own headquar-
fers. Will you meet Mr Samuel at the restaurant
Vigueque (fum to 11), or conduct your investiga-
tons elsewhere — such as a bar or dive (luen to 2g9)7



2¢8-299
208

You approach a reedylooking Customs official
standing behind a counter in the freight recephon
wing. ‘Psst, hey, psst. buddy,” you say by way of
introducing yourself. 1 need some information.”
¥ouwave a wad of notes under his nose. He looks io
wee if anvbody is watching and then, leaning for-
ward over the counler, whispers, ’l-im-:mun.:h?' and
puints at the cash. How much will you offer him:
2,000 kopecks (turn to 25g), or 3,000 kopecks (ium
to a20)?

The canteen you {ind is advertised by 2 gaudy
crypto-flunrescent amimated sign, depicling a large
‘Crush’ class stellar battleship diving into 2 foaming
glass of undefined liquid. The sound-eliects ame
dealening, full of fusion-mutor roars, laser zaps and
dam-sized splashes. Looks promising.

300

Enkering the premises, you find the joint packed
with drunken flotsam and jetsam; there is hearty
laughter, the obligatory fight in the corner and it is
all very, very noisy. A small sign over the bar
announces that no aliens are allowed. Very promis-
mg- Will vou approach one of the barmaids for a Hp
about whaoin the bar might best be approached for a
oit of underworld ‘largesse’ (turn to 30), or just
mingle to see what you can find out (turmn to 562)?

300

The two cars fly over the crest, vours becoming
slightly airborne. In front, the road turms into a tght
curve. Neither of vou has an atom’s worth of ho

of slowing in fime to take it. The sloop brakes wildly;
vou crash nfo it from behind, and destroy your
vehicle. Both cars, still travelling at great speed, fly
off the toad and wrap themselves around separate
imees.

Throw three dice and deduct the total from your
sramina. U you have survived the smash, tum to
359-




301—302

301
The ramp ends in a door, which opens as you
approach. Standing in front of you is an enormous
four-legzed dog-like beast. It is covered with short
spiky fur, but one of its eyes is a vidicamer and its
teeth are stainless-steel razors. A low growl vibrates
from its throat. Will vou try to soothe it (furn to223)
or justassume it’s rery dangerous and shoot it {(tum
to 262)7

02
Il darts wards you as %Uﬂ fly by, A preat tlash of
elecinidty grazes past, burning through the back of
your pressure-suit. Deduoct 2 points from vour sta-
sina. However, you make it past, and head for the
exit. Turn to 185 '



J03=304

303

A bright Aash of electrons surges out of the button,
engulfing your arm. The door does notopen. Lose
point of sTamMina, Betumn to 186,

304

Tlinud if [ jodn in? you ask, pulling a chair up to the
circle of card players. “Yeah, I do. Getlost,” says the
woman, After a bit of wheedling, however, she
changes her mind and lets you sit in. You discover
that her name is Zera Gross and that, ostensibly, she
runs an importiexpert agency. Aha! You fry a
poinled joke Lo see whal reaction the word "drugs’
might have on them: More exporting than impori-
ing, I'd wager, the nature of the drug business being
what it isl [1a, ha!’ vou laugh. The sudden silence
and stony faces around the table is a little discon-
corbing.

‘UK, boys, time to teach the little worm a bit of
respect.” The five or six men with whom you were
playing cards rise to their feet and attack you. You
are beaten, as they say, almost to a pulp. Lose 2
STAMIN A points permanently.

305

When you finally come to, the bar is almost empty,
It 1= early moming. On the new day, after a bit of
medical attention and rest, you head off to the City
Central Library. There might be some information
about Lera Gross on the case lists. Tum to 8o,

305
You grab the rafterand swing a kick al the first thug,
sending him flying off the gantry to the floor far
belowr. Thud. The other punman slips his blaster off
safety, but vou have already closed with him. A kick
sends the gun out of his hand and a few well-placed
blows fimish him off-

‘Pust!” says someone back down the gantry, ‘Past,
buddy? It is a man, possibly one of Blaster’s gun-
men, crouching low, waving at you fo come over,
Will vou follow him {tum o 227), or Tun from him
{furn to 266)7



306—307

ob

All of the hangars buh:l:|13t-r are deserted. In this one,
you find a lone shuttle pilot perfforming syshms
checks on his spacecraft. He ignores you as he goes
laboriously through panel afier panel of insto-
ments — flicking switches, reading meters, making
adjustments. You decide to approach him for some
information. Will you offer him cash for this in-
formation (hurmn {o 267), or not (turn to228)7
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As you draw your pistol, the Crand Keeper mur-
mirs a few words and makes a slight gesture across
his lips with a finger. You discover you are frozen,
incapable of movement, ‘Wow, let’s be reasonable,
shall we?" he says. '‘Come, sir, sit down.” Tom o
268,

jo8—-310

308
Will you secrete yourself away in the passenger
arrivals section (fumn fo 26¢) or in the freight depot
{form to 2x1)?

399
The zporis car fliecs over the crest, becoming

momentarily airborme. In front of vou, the road
takeza S]Mrp hairpin curve to the rlght Wery tricky.
You slam on your brakes when you touch the
ground and try to keep your car under conbrol as it
tacks into the bend. Test yowr Luck, If vou are
successful, furn to 251; otherwise Burn to 270,

310
The car’s furbines whine softly as you eke out the
exlra revs necessarv to bring you alongside the
cominals’ car, You do so, slowly,
Will vou try Lo shoot al them (turn to 291}, or push

them off the maised road with a sid e-swipe (furn to
2521




311-312

11

The Tamp ends m 3 L’I3:1-:n' whirh opens as you
approach. In front is a long corridor occupied by a
metre-wide, saucer-shaped robot. A flickering red
eye on its rim contemplates you; a cluster of blasters
set in its underside threaten. It hangs in the air
noisclessly. “Word of the day? it demands, You
make 3 guess. Which will it be:

Tuesday? Turn te 155

Satophil? Turn b 104

Wrench? Turn toarz

Babbet? Turn to 233
Iz

The asteroid is covered with batteries of phasers
and, having been alerted to your presence by your
passage through the minefield, is using them in an
altempt to deprive vou of your life, You will have to
fight these oufer defences before attempting to
land. if you have any Smart Missiles let, you may
launch them. For each Smart Missile deploved, the
asteroid will lose 2 SHIELDS.

WEAFONS
STRENGTH SHIELDS
ASTEROID BEFENCES 9 ]

I you win, you may either dock at the main en-
trance ({urn to 117}, or at one of the few emergency
armlocks set into the asteroid s surface (furn to 273).



3A3=315

313
'The door opens into an identically cobic room. Turmn
toy 186,

314

‘The man does not lock at all surprised when you
join him. Tn fact, there seems 1o be a certain recogni-
tion in his eves. You talk to him for a while about
how you're an off-world travelling salesman, before
mentioning that you'd be interested in ‘expanding”
your operations to cover, perhaps, a2 few Slhat’
iterns. He laughs at vou. You're nota salezman. Hal
You're a narc.” This, of course, startles vou shghtly.
He is quick to reassure you. Leaning closer, he
whispers, ‘We can’t talk here, Meetme in two hours
at the Hotel Mirimar, room 1201 He then drains his
glass, rises and walks from the canteen- You deade
to meet him. Tum to 395.

315

The Café Heroes of the Federation, you find, is =
small establishment om the outskicds of the dty. At
g.00a.m. it is completely deserted. Seating yourself
in a discreet position, you order breakiast and wait
for Clive Torus. After two hours, the only other
people who have been in the cafié are two old ladies
wha had a slice of toast between them, a2 young
couple and a child. None of them could possibly
have been Clive — looks like he's not going to show.
Something may have happened to him, =0 vou
decide to follow him up. Will you ask the café owner
if he's seen or heard from him (tuen to B1), or iy o
find his address (turn to 276)7

316—317

316

Ot the back is a large black ground car with reflee-
five windows. They bundle vou into the rear, keep-
ing their guns raimed on you. Time for a little eide -
har, har,” laughs the drver. You are taken for a drive
out of the dby and into the country, o a large
manor-house. There are shady-looking gunmen all
over the grounds. As vou are led out of the car,
towards the house, you see an opportunity fo
escape —a quick dive into a privet hedge lollowed by
2 short roll down an embankment and then a sprint
for all you're worth. Will vou attempt this cscape
(tumn fo 277). or let the gunmen lead vou into the
house (turn to 170)7

317

It faps ils great wings to stand wpright and con-
siders you with unnerving malice. ‘1 am a Mind
Parasite. One of the great old omes from ancient
Kyth," it says, in a voice of ice. Turn to 200.



318-319

318
‘Here,’ you say, slipping him a wad of banknotes.
‘This is for a cup of coffee. Tsn't it coffee break now?
How many kopecks did you give him:

1,0007 Tum to 279
1, 5007 Turn {0 240
20007 Toum fo 21

319
The car slides a bit, but your definess keeps it on the
road, You hurtle out of the bends atover tpok.p.he,
to find that the distance between your foes and
vourself has been drastically shortened. They are
now only abowt 100 metres in front. Tum to 154

3ZD=33L

320

You hire a hehjet and land among the other helijets
om the pad on top of the fifty-storey sosceles Tower.
Omn the fiftieth floor you find the office vou want: 2.
GROSS AND ASSOCIATES. IMPORT/EXPORT,

Surprisingly, the door to this office is unlocked; in
fact, ajar. You draw your blaster and slowly push
the door open wilh a toe — you are faced by lhe
wood-panelled wall of a comidor leading B the left
and right. There is no sound whatsoever, Will you
follow the wall to the left {fum to 331), or the right
{turn to 86)7

321
You fire at pach other!

ZERA SKIr1 8 STAMINA LT

If vou defeat her, turn to165.



32i-323

322

You o off target and hita couple of tentacles from 2
pair of the bulbous creatures. They open lremen-
dous tonth-filled maws and atiack you wildly, biing
you. Lose 4 points of sTamina, Tumn to 244,

53
Y ou part with your 5o0. The barmaid pulls you dose
and points out two people at separate tables. One is
a pale, drawn-looking man alone with his beer, the
other is a fat, middle-aged woman plaving cards
with six or seven men. Which will vou approach,
the man {lurn to 314), or the woman (fom {o 343)7

J24=325

I'he manufacturing yearbooks are long, tedious
=nd, what's worse, completely useless, They den't
seem {0 conlain anything remotely informaltive.
After a few hours, you decide to Ity something
different. If you haven't already, you can look up
stafistics on agrirulture {turn to 363) or ransport
{turn to 283). If vou're sick of statictics, you could
look tl'r_mugh old vidinesws for refersnces ko organ-
Lred crime (fomn to 41).

325
Peering arvund a corner, you can see the gunman
gelling into a long black ground car, which then
doves 0ff. You hail the helicab and follosy the saloon
to a place called Spark’s Bar. Here, the gunman
gots gut of the car, with the driver, and enters the
bar. Turmn fo 286.
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326—327

326
. Yeah, Clive's wile is planning on meeling this
Federal Tnvestigator tomormow moming . . .70 you

hear,

"What? With the documents?’

Yeah — at the greenhouse in the Botanic Gar-
dens.’

The Fed doesn't know about it yet?

'Nah . . . the boys are bringing the dude here for
the set-up, [ rang Clive's wile, posing as the Investi-
gator, lo pot her to come . _

A door in the other room opens and a frighiened
voice cries, ‘The Fed's escaped!’

‘What? They run from the room.

Will vou go to this set-up meeling tomorrow (furmn o
44}, ot just escape from the manorand look for some
uther clues {turn to z31)7

327

A shorl scarch reveals two very suspicious items: a
man in a tree with a high-powered huniing blaster;
and a long black eround sloup with datkened win-
dows parked behind one of the greenhouses. You
can't do much about the car, so will you take oot the
gniper (burn to 288), or assume he’s harmless and
just go o meet Mrs Torus anyviway (furn to 376)7

j2B-329

328
You accelerate towards Rispin's End at a steady 3
Gs. When you arrive, will you survey the moon
from orbit (turn fo z8g), ot land at the omly base and
take a closer look (turmn to 250)7

320
The forest ends, and the road, ocoupied only by the
sloop 100 metres ahead, leads from it in a long
graceful curve fo the right. You could probably gain
a bit on them by driving up the wrong side of the
road, keeping an eye oot for oncoming traffic, of
course. Will vou do this (turn to 57}, ot not (urn to

29a)?




330=331

i

You hite a long-range helijet and fly out to the tiny,
vegetation-coversd island. As you circle over it, vou
spot a Jarge cleanng containing a launch pad for
shutiles, bwo landing bays for helijets and an ant-
grav drav. One of the helijet bays is ocoupied. You
land your aircraft in the other bay and climb out.
Now that youo are closer, you can see three ramps,
spaced equally around the helijet bavs, descending
mlo the groond. Two of the mmps end 0 quite
ordinarv-looking enfrances, while the third finishes
m a large freight door. Will you enter one of the
ordinary enfrances (fum to 311 or 301), the Ireight
door (turn to 67), or ke a look at the antigrav dray
{tormn fo 281)7

331
The corridor opens out into a spacious open-plan
office. There are some fifteen desks spread about,
compulter vidilinks and even a fow document fles.
It gives the impression of having been very hastily
sirpped and deserted. Files are spilled on the floor,
magmetic memory tape hes m’{-!r}-'u’here, and one of
the desks is even tipped on its side. Perhaps they
wernk expecting a whole bevy of Feds to armive. Will
you search through some of the [iles to see if any
zense can be made of this mess (fum to 242), or will
you continue through the office {turn Lo 203)7



332333

2
Lhe passage leads to 5 3m-i::um stacked high with
heavy-duty plastic containers. Looking them over,
vou find they contain different chemicals, natural
products and packaging materials — all the neces-
sary rasy materials to produce Satophil-d. You re-
turn to the crossways. If you haven't already done
50, ¥ou may take either the right passage {lumn o
146), or the continuation of the tunnel {fom o 293}

333

You land at Kether's only starport, which is on the
continental land-mass and only ten Klometres from
the planct’s capital dty. Your ship is towed 1o it
parking-space where, 1o your dismay, you are
bBoarded by several Customs officers looking for
comtraband, "What, drugs? you ask. They look at
vou smugly before replving. “No, technology.” They
search your ship, making amess everywhere they 2o,
but they find nothing illegal and eventually leave the
spacLcTaft.

You could ask a few questions around the starport
(tum to 394), go to the local lasww-enforcement head-
guarters and ask for some help (tuen o 253), or, i
vou want to keep a really low profile, find 2 shady
starport canteen in which o conduct a few discreet
inquiries {urn to zgg}.

3347335

Your continued search reveals even more missing
files, this fime regarding spacecraft: whole interstel-
lar flights are missing. Something is odd there. You
leave the Computer Centre. Will you go and see the
Air-traffic Chief about these missing records (turn o
84). or ity to find somebody in the space industry
who may know something about any illegal space
traffic (o to 384)?

335
He swwears that he has told vou the truth, 1t doesn’t

give yvou a great deal to go on, however: the best
course of action seems fo be to find someone in the
space industry who can vernify the existence of this

iltegal fraffic. Turn to 384.




3308337

336
The dim corridor arches and ends at a rocky inter-
section. While floating there in the vellow light,
dedding which way to go, you hear voices. Low,
sonorous lones drift to your ears, Will you go down
the comidor which Ieads to these voices [t o
3071, or take the other passage {(turn to 385)7
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337

Time (o decide your strategy regarding the Customs
officials. ¥om could approach a Customs officer and
either threaten him for information (fum to142), or,
if you are willing bo spend at least 2,000 kopecks,
vou could Lry bribery (tum to 298). Altermatively,
you could hide in the Customs building in the hope
of catching them in an illegal act {furm to 308).

338—330

You back your ship off, aim your phasers and blow
the satellite to pieces. Having effectively destroyed
your last chue, vou head back to Kether starport,
Turmn to 16.

339

As the black sloop reaches the crest, you spola road
to the right. Thers must be a curve up ahead! You
slam on the brakes and slide to a halt just over the
hill. In front, the road takes a light fum. The black
sloop, unable to slow in time to negotiate the curve
with safety, has flown off the road and wrapped
iself around a stout-looking tree. Turn to 354.




340343

340

The corridor leads o an automatic door, which
sigrhs open as you approach and clangs shut after
vou go through. You are in another commdor. Un
one side, this cormdor ends in a door, on the otherit
continues until il disappears around a comer. ¥Will
you gro through the door (turn to 67), or down the
passageway (lurn lo 253)7

311
You dive past it and head lowards the exdt. Tum to
183,

3
An X-ray laser flashes on momentarily, buming

vour arm- The door does not open. Lose 1 point of
STAMINA. Felurn Lo 186,

343

The woman is really horrible — gap-toothed, beery,
burping and coarse, but the way she commands the
men playing cards with her shows that she has real
powwer. What form of power, however, is vet to be
seen. Will you bry to join the card plavers {tum to
304), or wait until they finish and then follow the
wirman (furn to 2657

344345
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344
You grab the rafter and aim a kick at the first thug,
butmiss him. They overpower vou with a few quick
blows and then drag vou alomg the gantry. Turn Lo
B

The starport is divided, ﬁ:ghly, into two sections:
there are the enormous spaceship hangars, ofwhich
only one seems fo be in use, and there are the
administrative and tafficcontrol buildings. In
which section will ¥ou begin inguiries? The hangars
(turn to 306), or the administrative block (tum to
150)7 :




346

346

You follow the cormidor for a few more minutes until
¥our path s blocked by an ins lock, over which 15
nscribed: cranD KEEPER. The lock opens as vou
approach and reveals a small room decorated in the
most archaic taste. Evidently there is a gravily
generator m the room, as an aged man n volumi-
nous black robes is seated in a high-backed chair,
facing vou. 'Come in, come in,” he says, motioning
¥ou towards a stool at his feet. “Come and sit for
a while.” Will vou do as he savs (furn bu 268),
or assume he is hoshle and draw your pistol (lurn
w3077




347348

347

“Waitl" he cries, eves Aving open. ‘1 just remem-
bered! The dope dealers’ nerve-centre is in the oty

. .CT.. .wait. . _wail. . . let mesee,  he pinches
his brow withaa v:cruple mﬁnger*_. asif trying torecall.
Nes, I've got it, in the lsosceles Tower — top foor.”
Thanks,” you say, as vou tie him up with his
vidiphone cord. You head into the dty cenfre, to-
wards the Isosceles Tower. Tom o 320

‘I'he sloop accelerates into the straight and dis-
appears over a hill. Tt is stll about 300 metres [rom
vour car. The hill it went over is a hump-backed
ridge, so vou cannot see how the rest of the road
continues. As you approach the Will, will you
assumne that the road conlinues straight, and go
over the crest at high speed (fum to 309), or will you
anticipate a corner and slow down a bit (fum to
163}7

349=350

349
A shudder runs through your car and it begins Lo

fishtail stightly across the road, The black car pulls
away from you as you fight 10 maintain control,
Tum to z2g0.

= i
The man has no identificalion on him, no vendella
marks or anything, in fact, which counld give you
mformation. You can only determine the cause of
death — logs of blood. In one of his hands, however,
he hokids 4 Energy [ablets, You may add Lhese lo
vour Equipmnent List. Yoo leave the room. Tum to




351352

351
You misjudse the distance between your shipand a
mine. The device's mass detectors are disturbed by
the provamity and send a short message o the
hydrogen bomb contained somewhere in it shell to
explode.

This it does, sending a terrific shock through vour
spacecraft. Lose 2 sAIELDS. If this hasn't destroved
your vessel, then vou have made it through the
minefield. Turn to 3z2.
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The corridor leads you to a tiny cobic room with
doors on all its surfaces, Each door is a bright shade
of red with a little black button set in the centre.
Turn to 225,

353354 -

353

You approach the dome which, you notice, is
an oxveen tent Around it are parked various
lw-gravity earth-moving machines and a rocket
scooler. Looks like vou're not poing to suflocate
after all. You knock on the airlock. After a few
moments it flashes up a little sign: ENTTR. Inside,
vou mest the owner, a wizened old prospector, Tle
expresses some surprise when vou {ell him ol your
circomstanices, ‘Shot down, eh? Shat down by drug
runners, vou say? Well, shot down, maybe, but I
don’t know hout them drug runmers. Been on this
rock for thirty yvears, and ain't never come ‘cross any
of them ol drug numners.” He feeds vou, replenishes
vour oxygen lanks and then, with the new day,
takes vim om his tocket seooter to the dome town.
Tam to 273.

354

You follow after Clive, finding yourself in the caver-
nous main interior of the warehouse, In the dim
light, you can see lots of cates and a large, sleck
black ground car. Creeping forward, you are sur-
prised by half a dozen gunmen leaping out [rom
behind the aates, Freezel” one of them yells. Will
yvou doas he says (furn to 2oo), or try to make a break
for it (fum to 139)7



355357

355

Deduct the 00 hopecks from your credit account.
The miner informs vou that a certain large asteroid
known as Cz230 i5 the centre of a hive of activity —
none of which is reporied to the authorities, After
TECeivinig this news, you notce a small insect land
on the fable in front of vou. Insect? No - a bug. An
alectronic ]::-ug 1:11;1':111'115] ¥ forrmed soas o ook like a
real insect; vou can see the tiny jets under the mock
wings and the vidicamera for an eye — looking
straight intovour own. Will you go to astercid Cz3o
(ot 73], or will you attempt to lose the bug (turn
o 53)7

356
Choose carefully! What question will vou ask?
What type of beast 15 it? Turn to 317
What place have you stumbled
upon? Turn to 278
What helpcan the beast give
you? Turn to 239
357

You hide away in the locker you used previously.
Torn foras-



358-359

358
The shoulders are soft and begin to collapse under
the forces your vehicle is exerting on them. Roll two
dice. If the result is higher than or egual fo vour
SKILL, turn to 270, If the result is less than your
skice, furn to 31g.

359
Leaving your own vehicle, you approach the wreck-

ed sloop, Looking inside you can sce thal nobody
survived. You recover the safety-deposit box and
open it, Inside are lots of incriminating documents
regarding two individuals: Zera Gross and Blaster”
Babbet, There are bills for the raw materals neces-
sary 1o produce Satophil-d, amounts paid in bobes
tn various officials and, what's mosl important, the
location of their receiving fadhity om Kether!
Evidently, the drugarrives from space via shutfle at
a little island some 4,000 kilometres off the shore of
the main continental land-mass. 1L is stored there
until sent to the starport on Kether for shipment out
of systern. The box cven contains the exact co-
ordinates of the island facliby. Tum o 350

360—362

360

The corridor leads to a door. Tt has a brass plate
attached to it ZERA GRO55, The door opens as you
approach and there, in aroom, behind a large desk,
dictating to a little robot secretary, she is — fat,
gap-toothed and horrible. “Yeah? she says, nol
lonking at vou, obvioushy thinking vou're one of her
henchmen. ‘WWhad® yer want?’

Yeah? repeats the secretary, scaibbling frantical-
Iy, Whad yer., . .

‘Shuddup, dummy,” she shrieks at it ‘T'm sprak-
ingter. . . She notices wha you are, *. . . friwr’ She
makes a dive fora blaster on top of the desk.

Will vou engape her ina gun fight {turn to 323) ot in
hand-to-hand combat {furn to 282)7

361
You make it to the second sphere and jump for the
niext. Roll bwo dice, If the result is higher than or
equal to your SKTLL, turn to 322, 1F the resultis less
than your sxiLL, fum fo 244

36z
You mingle for a while before finding a likely per-
son. Lhrow a die; if the result is 1, the person is a
pale drawn-looking fellow, who is alone {tum o
314); if 2, the person is a fat middle-aged woman
playing cards at a table {turn o 343); if in the range
3-b, turn to 38z.



333-365

363
The agriculture yearbooks prove to be weighty but

rather uninformative reading. After a couple of

hours of annual rainfall, bushels of wheal and so
many tons of dead animals, vou decide that agncul-
ture is probably not what you are looking {or. I vou
haven't already, you can leok at statistics for manmu-

[acturing {turn to 324) or transport (turn {o 285). I

you're sick of statistics, you covld go and look
through old vidinews for references to organized
crime {tum to 1)

364

You dive down an alley and run. The gunman fires
afber you but misses and yells out, jost before vio
round the next corner: “You can't escape - not even
in space!” What does he mean by ‘noteven in space’
You could try to find somebody in the space indus-
try to talk to aboutillegal goings on out there (fum &
384}, or vou could double back to the café and try to
follow the sjmman (furn to 325).

365
The room has a corridor leading from it, and a door.
Behind the door vou can hear muffled voices. Will
you ity to hear what is being said {lum to 326), or
explore down the corridor (burn o 287)7
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366
You look amony a few copses of trees, under a shrub
or two and in one of the greenhouses, but find
nothing and nobody of a suspidous nature. You go
o mest Mrs Torus. Turn to 376.

o

The asleroid belt lies .‘il:lT?'ll-!?q. Alls outina huge ring
around Aleph Cygni. I consists of at least a hun-
dred thousand fair-sized rocks and millions of little
ones. Unce voureach the outskirts of a small section
of the belt, vou realize the futility of a search — it
would fake a Federal Astrosurvey team with ten
ships a good twenty vears to explore every rock
capable of supporting a base. You head back to
Kether. Turn to 333-

3R8
You follow the frack at great speed, meet the main
road, swing on toitand accelerate away. Turn togé.



569—371

369
Your're a bit slow, and the paperweight grazes your
skull and knocks you oul. You never regain con-
scionsness. You have failed.

3o
You make it through the minefield safely. The pro-
duction asteroid is just a short way off. Tom to 312.
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37t
There's not much point in staying here, so you
return to the crossways. If you haven'talready done
s0, youmay take cither the left passage (lum to 332),
ar the comtinuation of the tunnel (furm & 203)-

37=

B
You accelerate towards the asteroid bell, vour ship's

bwin fusion drive pushing you along at a steady 3
Gs. Suddenly, an alarm goes off and the command
LCTeen presents:
WARNING
TWO UNIDENTIFIED VESSELS APPROACTITNG
FROM ASTERDIDS ON INTERCEPT COURSE

You push your ship into a slight turn to aveid any
posaibility of 2 collision, but the bwao vessels, instead
of conlinuing straight, change direction to remain
om a collision course. They are trying tocateh vou. In
fact, they have begun firing their phasers! You will
have to fight themn_

WEAPONS
STRENGTH SHIELDS

INTERCEPTOR 1 3 3

INTERCEPTOR 2 5 2

I you destroy them, you may either continue to-
wards the asteroids (furn to 367), or change course
and go to Kether instead (turn to 333).
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373

“Well, in that case . . " he says, mking the money
from vour hands, Tmightlet vou sit at this terminzl
here for a few minutes.” He indicales a widilink
behind the reception counter. ‘But you must be
quick, as my superior could return at any moment
and then . . . alas . . - T wonld have to denounce
you.” He smiles. My neck or yours.” You sit al the
términal and begin leoking throogh the Centre's
confidential files, Turn to 393.

374
You theow him arcund the room a bitand then place

the barrel of vour blaster firmly against his fore-
head.

MNow,” you say, Tell me the fruth.”

‘It is, it is,’ he screams. ] swear it is. Look . . .
look, TN even tell vou which asteroid all the fraffic's
been coming from.”

‘0K

At's Cz3o0— if you've got a Cosmo-Nav you can't

miss it.”
Will vou o cut to this asteroid (fum to 73}, or iy fo
find somebody in the space industry who might be
able to verify this source of illegal fraffic (fum fo
384)7

375376

375
The niche contains a small plague:

PRAYER TO THUVALD
Hidder is he,
Mighty i fie,

Hi= fime relirmns;
Hold, weit, be still.

Strange! Finding nothing else, you continue out of
the room and down the still rough-hewn corridor.
Turn o 336.

376

You walk fowards her. "Mrs Torus,” you say. She
turns, but at that moment Gyo shots ring out from a
copse of irees to your left — one slams into Mrs
Torus, the other into vou. Throsy one die and de-
duct the result from vour sTamMiNa. If you survive,
cumntine.

You both fall to the pround, Mrs Tors dropping the
bag che was carrving. The safety-deposit box with
the incriminating documents falls out. Before you
can react, the sniper dashes over, grabs the box and
leaps into 2 sloop, which squeals off.

What a set-up! You lurch to your feef. Will you
attempt to chase the sloop (fum to 191), or aid Mrs
Torus (fum to z10)?



rT

377
You manoeuvre vour spacectaft alongside the satel-

lite_ Ttis very large, obviously containing a nuclear-
poOwer phmt, instead of u.-a{ng a solar wlng. An
ormmi-directional receiver antenna sticks out of one
end, and a unidirectional antenna points out of the
othwr — down at Kether's capital city. Will vou blow
the satellite up {turn to 338), or don your pressure-
zuit and ke a space-walk across Lo look at it (turn

o 39937




378

You tail-gate them up a straight at 240 k.p.h. Every
now and then you graze their bumper with yours
and push them slightly. The road dimbs a hill and
then disappears over the crest. Both of your cars are
still doing over 200k poh. when you reach the ridge.
Roll two dice. If the result is higher than or equal to
POUT SKILL, turn to 300. U the result isless than vour
SKILL, turnto33g.

379-380

379
The passage leads to a room, In the centre, hanging
in mrid-air, is a large, square plastic table — the latest
thing in antigravity furniture, evidently, A chair,
similarly without legs, hovers next to it. When you
enter the room this chair floats over and says, ‘Hil
Want to sit on me?” Pathetic device. You see a key,
with alarge cardboard tag attached toit, Iving on the
chair. Picking it up, vou read:
Zera,
This 5 for shutting diwn the reacior @t Bose 1. Keep
Hlaster

You pocket it. There's nothing else in the room, g0
you go back to the intersection and down the cori-
dor. Tum fo 340,

330
Roll two dice. If the result is higher than or equal to
vour SETLL, fumn to 224, Ifthe resultis less than your
SKILL, furn to 263.




381-38z2

381

The door opens on to a sumptuouos living-area —
carpets, modemn furmiture and diffused light. There
& even a frendy folding screen, decorated with
off-world scemery, next to the door. In the wall
opposite the door vou are standing in is a wide
corridor, leading into another, similarly decorated
roum. In this corridor stand two identical figures of
what must be ‘Blaster” Babbet. Tucked under each
left arm is an enormous Vanque blaster. ‘Cood
svening,” they say together. Time to die, Fed.” Will
vou blast the left figure (turn Lo 6g), the richt Arure
{turn to 108}, or try to think of an alternative course
of action (fum to 137)7

382
You find a slightly deranged starship navigator to
talk to. He grabs you by the neck as you stand at the
bar and savs ina low voice, Beware.” Well, he might
know something. Yoo buy him a drink and sit ata
tzble with him. Turn b 245,




353
The rafter is above you! You jump for 1t Tesf your
Luck, If wou are successful, turn to 305; otherwise
turn v 344

384
Will you conduct your inquiries at Kether's starport
{burn tor 345), of in the city (fum to 152)7

385
The passage winds through the rocks, eventually
leading past a large dark roum occupied solely by a
low pedestal upon which a ruddy flame is burming.
The entrance to the chamberis flanked by two large,
iron-studded wooden doors. Will you enter the
room (iurn Lo B3), or bypass it {tam to 346)7

386
‘That's all T know!” he pleads. Looks like you're not
going 1o make much headway here, so youdedde to
g0 and look for the satellile that he mentioned. Turn
1o 36,

F87=3090

387

The sloop is about 300 mefres ahead, docking 'Lﬁ_—..
k.p-h It is tearing around a long, wide, left cueve,
towards a straight. A small access toad is coming up
on your left. 1 vou take it you may be able to cul the
distance between the two vehicles — but there is a
danger that the access road might not join up with
the main road further on. If you decde to take the
side-road, lurn o 241. Fyou stay on the main road,
toirn to 348,

358
You maintain a steady distance between the vehi-
cles. Tum 37

389

Yoo exit the room into a comidor. Turmn to 253,

390

The airlock proves sabe to hold. Aftera few moments
the ms lock clicks shut and air roars back into the
room. Turn o 371




391

391
lurning the key in the hole results in a horrible
grinding noise coming from the reactor, Sirens
begin to sound throughout the asteroid’s passage-
ways. A synthesized voice booms: ‘Waming. Grav-
ity shielding withdrawn. Melt-down will occur in
spproximately five mimutes . . . Warning. Gravity
. . . and soon.

sl the mstmument panels flash in panic. The ceiling
drops away to reveal a small airlock, marked
EMERCENCY ExXIT. Il leads vou to the surface of the
asteroid. From here you scuttle back to vour
spacecraft and make a hasty retreat.

The astetoid explodes in a ball of radicactive fire,
taking the refinery, stores, shuttles and — evidently
—the est of the criminal oreanization with it Con-
grafulations. Your mission is a success.



392-393

352

Yo begin to run towards the ridge in front of youw;
vou are virtually flving in the low gravity. After half
an hour vou cross it, only to be confronted with
more of this seemingly endless moon, grev plains
and splintered mountains rolling on fo the horizon.
A ted warming light —ten minutes of oxygen — has
just come on inside your helmet. You bry to run back
to the orange dome you saw earlier, but somewhere
along the way vour oxvgen is finally depleted. You
have failad.

393
Consulling the file directory un the terminal reveals

that you can only have access to frEnsport fles —
nothing personal, legal or even remotely criminal.
So you have s quick look through the transport files
and notice, almost immediately, that large sections
are missing from the air-traffic records — dawvs,
weeks, maybe more. There has cither been some
enormious boreaucralic INCOMPERENCE 0T, as seens
more and more likely, a cover-up. What could ther
be hiding? Flights from certain locahions? You could

394

be discovered al any moment. Will you continue to
search throogh the files (fumn fo 334), or goin search
of the person most likely o be responsible for the
missing files, the Chief of Air-traffic Contrel (hurn ta
8q)?

3

The starport is a large ?:!‘L::E, but there are few
people about; the only other crafl present are a small
non-hvperspace fighter and a squat planet-to-orbit
shuttle. You manage to find a few people Lo chat to
about Kether's starport, although all you find outis
that 1t 15 the only facility in the system which can
handle the FEEUE“[II"H‘Ehtd rships. TFthis is true, then
it means that all the drugs that are leaving Aleph
Crgni must pass through this starport. Well,
maybe. Not finding any more interesting topics of
comversation you decide to leave the starport’s en-
virons. Will you declare your Federal Investigator
status to the local Jaw-enforcement headquarters to
zce what information they hawve (turn to 255), or find
a starport canteen, or hotel, in which to conduct
your mvestigations (furm to 2gg)7




395-396

Itis night. The Hotel MiEiEfar is a dive. The elevator
is out of order. There is no heating. Armiving at the
* twelfth Aoor after tunning up the stairs, vou lean for
a moment in the doorway lo catch your breath. The
door to 1201, which is just next to you, opens. A
shifty-looking characler, putting something in his
jacket purket, steps oot He lonks a bit surprised at
seeing yvou. He waits impaliently by the elevator
until, realizing thatitis outof order, he heade for the
stairs, and clatters off down towards street level.
Will you enter 12071 (furn & 236), or follow the man
who just left {turn to 2g95)7

395
At a touch of the accelerator, your car leaps at the
massive black sloop. Test your Luck. If you are suc-
cessful, turn to B; othervise tum to 7.

397398

=

Cautiously, you drift towards the voices, until you
come b0 a oom. The passage seems to cnter it
throwgh the ceiling, for there, upside down in the
zero gravity, bwo figures are Hoating. They are each
garbed head to loe in large sack-like black robes.
They look like some order of weightless monks.

The holy malevolenceis stiring again,’ says one.

Yes,” savs the other, Ttis.”

twill bewwanting a . . . tov again,” confinues the

first.

e, 1Ewill.”
Will you stay where yvou are {tumn to 258), confront
them {turn to &3), or retreat back to the intersection
and down the other passage (bum to 385)7

398

You rocket vut to Rispin's End for a look_ Ik isa tiny,
almost asteroid-sized lump of rock, hardly more
than go0 kilometres in diameter. There is only one
official fadlily on this moon —a small dome town for
sclentists and fourists. The population is about 300
persons. Will you land at this facility (burn to 275), or
fiy around the moon to see if anything unusual can
be spotted {turn to 5007




395—396

395
Tt ic night. The Hotel Mirimaris a dive. The elevator

is out of order. There is no heating, Amiving at the
- twelfth Aoor after running up the stairs, you lean for
a moment in the doorway to catch vour breath. The
dpor to 1201, which is just next to you, opens. A
shifty-leoking character, putting something in his
jacket pocket, steps out, He looks a bit surprized at
seeing you. He waits impaticnily by the elevator
until, realizing thatitis outof order, he heads forthe
stairs, and clatters off down towards street level.
Will you enter 1201 (turn Lo 236), or follow the man
who just left {turn to 295)7

395
At a touch of the accelerator, your car leaps at the

massive black slonp. Test your Luck. i vou are suc-
cessful, turn to 8; otherwise lum to 57-

397-398

397

Canfiously, you drft towards the voices, until you
come to a room. The passage seems to enter it
through the ceiling; for there, upside down in the
zero gravity, two figures are floating. Thev are each
garbed head to toe in large sack-like black robes.
They look like some order of weightless monks.

The holy malevolence is stirring apain,’ says one.

“Yes,” says the other, ‘ILis.”

Tt will be wanting a . . . boy again,” continues the
first.

Yes, it will.’
Will you siay where you are (turm to 258), comfront
them (turn to 63), or retreat back o the intersection
and down the other passage (burn to 385)7

399

You rocket ouf to Rispin's End for a look. Itis a tiny,
almost asteroid-sized lomp of rock, hardly more
than 400 kilometres in diameter. There is only one
official facility on this moon —a small dome town for
scientists and fonrsts. The population is about 300
persons. Will you land at this facility (furn to 275), or
£y around the moon to see if anything nnusual can
be spotied (lurn to 5o)?
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304
You will have to use hand-held zero-gravity jcis Lo

bridge the gap beltween yourself and the satelfite.

These contain limited fuel, soevery ime youmake a
decision (that is, lurn to a new reference), make 2
mark on a scrap of paper with your pen. Onee you
hawve 4 marks, ¥ou are out of fuel and spin off into
space. Stop making marks if you reach the satellite.
You steady yourself in the open iris of your airock
and take careful aim with your jets at the satellite.
Raoll twao dice, If the result is higher than or egqual {0
vour skiLt, burn to 85. If the result is less than your
SKILL, tum o z60.

Don't furget to keep count of your fuel,
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400

With the capture of ‘Blaster’ Babbet vou have wiped
out the leadership of the cominal organization.
Congratulaions—you have smashed the drug mng.
Your mission 15 a complete success.

Alsa i Pufiin

DUNGECMNIER
Medare Goscoigre and. Pefe Tariyn

:"-!G'-\' o a.l'u.'." O FI'.I.'!IIIJ.‘\- Czann cresake FEIUE DT ':?Intil.ﬁ-_'_-'
moviest Imagine that you are the director and your
rirnds are the cast of haroes. Will vou send them 20
battle with fhe evil wiard or recover he Crragrons’
hoard? The chofoe 5 pours, and Dhergesseer makes the
exciting world of fantasy role-plaving accessible in a
thoroughly user-friendly manner

BLACKSAND!
Aoy Gosrotgzwe awd Pefe Tamilun

Spmawling like the corpse of some giant creature, Port
Blacksand & o festering den of pimtes and bogends.
Unforesern dangers hack around every streel coener and
in cvery dark allevway. Devious plots and crimes ane
1'I-'E'd‘nen_' in every favern. Thieves snd  assassing sl

through the shadows. Andent mysteries furk in the pel-

lars "'1:|. sawers. But the infarmous: Cif v Of Thiewes s
i homme bo cxdfement and  adventure | beyond
L king) ehing

The second volume m the Advanced Fighting Fantasy
sorics wimich slarled wilh [rpemer.



Sieve Jrck=on’s

SORCERY! I
TIIE SHAMUTANTI HILLS

Your ecarch for the legendary Crown of Kings takes you to
(e Sharmutant Hills: Alive with il cmsafures, lawless
wanderers and blondthirsty monsters, the land s niddied
with tricks and fraps waiting for the unwary aveller, Wil
you be able ln crose the hills safrly and procesd o e
scoond part of the sdventure — or will you perish i the
allampl?

SORCERY! 2
KHARE — CITYPORT OF TRAFS

Az g warrior relying on force af arms, ura wicand lezaned in
rmagic; vou muslbrave the terret of a dty built o =p ghas
unwery, Yow will need all vour wils aboul vou bo sureioe
the unimaginable horrors ahead and tn make sense of the
chies which iy lead to wour success —or to vour doom!

SORCERY! 3
THE 5E¥FN SFRFENTS

Seven deadly and magical serpeits speed ahead of you o
wearm e evil Archmage of yuur coming: Will v be ableto
catch themy before they get thera?

SORCERY! 4

THE CROWMN OF KINGS

A the end of vour long trak, voo face the unknown lerroes
of e Mampang Fortresa. Hidden inside the keep s the
Crown of Bings — the ultimate goal of the Sorceryl epic. But
bewrare! For if vou have nol defealed the Seven Serpents,
youramival baz boon anticpated .

Complete’ witl all the magical spells voo will

neesd, ech book mn e pleyed cither on its own,

or as part of the whole epic.



OUT OF THE PIT
Fighting Fantasv Monsters

Steve focksom and Tan Livingsions

From the darkest comers, frum the deepest pools and
fram the dungeons thought only to st in nightmares
come the Fighting lantasy monsiers — the dovwnfall of
many a brave warsior. Two hundred and fifty of these
loathsome creatures from the wild and damngerous
werdds of Fighting Fanteey are collecled here — some
ari ald adverseries, many o have ved o mesl —each
of them descriped in minute detail. An indispersable
enide for Fighling Fantasy adwvienturera

FIGHTIMNG FAMNTASY
Slrepe fackspo

The wnild of Fighting fantasy, peopled by omce.
dragons, rombies and vampires, hoe caplured the
imaginaton of millionsof readers world-wide. Thalling
advenbumes of sword and seroery come Lo life and the
reader iz the hero, dwing with death anc] - dirmons in
search of willains, treasure or fresdom. Mow voo can
create your own Fighting Fantase advenmnes and send
vour [riends off on dangeris missions! In this deardy
writken handbnok, there are hints on devizing com-
bats, monsiers 5 use, bicks and factics, as well 23 lwo
mini-adventures to start with. The ideel infroducson
to the fast-growing world of role-playving games.

THE TREOLLTOOTH WARS
Steve frctsan

Tt stacted with 2n ambosh. When Balthos Dire's Blood-
lusling Hill Gablins mount their mid on the Strongarm
carzvan, bitle do thew pealize whal dramatic conse
GUETCES thair actions well have. For that carnvan camics
Cunmelwort, 3 mystical herb from Eastern: Allansia, des-
tined for nome other than Lhe evil sorceren, Fhirmdan
ard War - belween beo Forces well-makched for ovil
- = soon by ensue oo Wil Balthus Dire's chaolics or
Thamdan har's undead prove viclorrus? Toe angwer
is hers in the fist Fiflf"-hrlfl Fankasy nowel

DEMOMSTEALER
Pefere Goscaiore

It starfed writh a |"_"U|'E-I.E|'_'.-'. Basne alafz on the back of an
mmense ki, a sinister thicf breaks inko Ehe toweer of the
sowcemer taztromo. Guided by long-dead voices, he man:
ages o make off with an aocient serall whose socoets
could spell doom and destmction for all Allansis!

Chadids Darkmane is zoon on the tail of the thiel. Bul
&= fhe quesk oToMW S ever |‘.‘|.".3-E:’. His MR Eins donbsts abaut
the power of soroery bam inko nightmares. Lhe frail
lezaks 557 brvord northern Allansia. fo the Pirata Coast
and the bwisting alleyivavs of Rimom, whene Tack-
manes nighinares berome flesht For the thief has usad
the ancient scoll bo summar: athers Lo help him in lis
soTceTous Lask, Demans wha are not bound by the con-
slraints of eartily forms — whao feast on the human spiril.

A few brave companions accompany Darkmane, bul
will they be enough — and in time — o stop the thict
from wnlocking the fnal secret of Yaztromo's scroll?
Derpumestraler, the second Fighiing: Fanfazy nowel ina
serics that began with Tiw Trollisath Wi, holds all the
EnSwWers.



