The city of Tak, at the northern end of the
Inland Sea, is the greatest den of thieves,
pirates and cul-throats that the civilized
world has ever seen. In this city of scum,
there are two pirates infamous for their
ruthless greed, their daring raids and their
countless skirmishes with death. One of
these villains is Abdul the Butcher. The
other is YOU!

Unly one of you can be King of the Pirates.
A wager is lald, a race is on. Bul which of
you will win?

Twao dice, o pencil and an eraser are all you
need for this rip-roaring adventure. YOU
decide which course to sail, which dangers
tir risk and which monsters lo fight,
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FULFIN BOOKS
sEAS OF BLOQD

Thee city of Tak at the nocthern end: of the Inland Sea as:the
grcatest den of thizves, pimbes and oat-throats that the chvlized
world hes everseen. In g ety of acun, these are dwo pirales
infamons for their muthless eyeed, their dadne raids and their
copnibess skirmishes wilth death. Oine ol thesa 13 one Abdal the
Haicher. The other-is YO L

Uy one of wou can be King of the Pirates, butwhich will it ket
Acwager i mede thal the fical Lo eeach the distant Tsle of Wippure
with the grearest amount of gold wins the crown, Bat boweare!
These zre beacherous zeas and many dangers ewatl you.
Powerfl adversares ere mangesd ageinst you and ab fimes vour

onby deoics i Lo kil or be killed!

Twodice, 3 percd and an eraser are all vou need Lo embark on
this thelling piretical adventure, complebe with ity claborate
combal svstem snd a soore sheel to record vour gains and
T
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INTRODUCTION

You arc the captain of the piraic vesscl Bangher,
Together with your band of seasoned cut-throats,
vou must scourpe the ands of the Inland Sea,
searching for gold and slaves in a race against your
greatest nival, Abdul the Butcher. The two of you
have cut a swath of infamy across the cvilized
world, and are recognized as the bva sreatest picate
capiains in existence. Now, however, vou must
contest to discover who 1s the greatesk.

Buf before you can begin your jourmey you must
determine the strengths and weaknesses of youmself
and your crevw. For this vou will require two dice
and a pendl & record scores on the Admesture: Shect
on pages 18-1g. As it is possible that you will not
complebe vour tnp in one adventure, vou may wish
fo make copies of the Adventure Shest tor future
atbempts.




Your Crew

Koll one die. Add o to the result. Enter this tolal
under the crEW STRIEL seclion of the Advenboe
Sheet. This value will be used when vou engage in
larpe-seale battles wsing vour crew (e.g. when
lighting enemy shipping}.

Roll tero dice. Add 6 to the result. Enter this totalin
the CREW STRENGCTII seclion of the Adverifre Sheri
I'hiz score represents the manning level on board
the Bunslier and is used lo determine how efficiently
you sail. You will lose points from your CREW
sTRENGTH when vou engage in large-scale batiles.
Cerlain actions will allow you to reawer lost CREW
STRENGTH points, but you may never exceed the
Iritiel score. U vour CREW STRENGCTH €ver reaches
zetw, then you and vour crew have been wiped out.

Your Abilifies

Your ability to fight, withstand damage and escape
trom Ericky gituations is determined by your SKILL,
sTaMiNa and Luck. On your Advenlnre Sheef vou
will see sections where these athibutes are o be
recorded. They are derived as follows:

Eollone die. Add & to the result. Enter #nstotal as
:,.'T_'I'I_'IT SKEILL S{0TE.

Roll two dice. Add 12 tothe resnlt. Enter this total
A5 YOUT S TAMINA scorc. 1 vour sTAMINA scoTe
ever reaches zero, vou have been killed.

Eoll one die. Add & to the result. Enter this total as
VOLE LUCK SCOEE.

10

Using Luck

Um occasion, you will be called wpon to Test youe
- When this ocours, toll feeo dice, Tf the result is
enjel fo ariess thay vour currend TUCK score, then you
hc.u. been Lucky. Tf the result excreds wour current
Lurck score, then you have been L-I'.'.'.r1I-!.|-._1_|'- Fach tima
vou Test ponr Luck, Teduce your current LuCk score
br 1 point. Thus, the moee vou use your LUCK, the
rickier it becomes. LUCK points may somelimes be
recovered, but you may never exceed your Tnitid
SCOTE:

Individual Combat

Individuz] combatis conductad the same az in other
Fighling Fantasy books. Tt 35 uced when vou, the
captain, fight individual creatuees. I you are
already familiar with this system, you can skip this
part of the rules. Othenvise:

1. Combat i sunulanecus. Individuzl combat iy
conducted a5 a series of rounds in which one
combatant will inflict damage upon the other.

11
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Eoll two dice. Add your opponent’s SEILT scome
to the roll. The total is your opponent’s AAifsck
Strength.

. Roll two dice again. Add your ki1 score fo the

roll. The total is your Aftack Strenath.

- IEyour oppoment’s Atfeck Stremgilh is hagher than

yours, the opponent has inflicted damage on
vou—deduct 2 points from your sTaMIiNa.

. If yvour Atfeck Shength 15 higher than voir

opponent’s, you have inflicted damage on your
opponent — deduct 2 poinls {rom  your
Oppunent’s STAMINA.

If both Attuck Sfremgths are equal, both atiacks
have missed. Start the next Afsck Rownd from
step 2 above.

. Continue this combat until either your or vour

opponent’s STAMINA 15 reduced B zero (death).

Large-scale Battles

Whenever the book savs that vour crew must fighl,
or when the opponent has STRIKE and 51RENGTH
values instead of SETLL and sTamMT A, then the rules
for large-scale combats must be used, They are as
follows:

L.

e

g

Combat in large-scale battles s simultaneons and
conducted In a very similar manner (o individual
combat. [t 15 a sedes of roundsin which omne fonos
i the battle will inflick damage upon the ather,

. Boll tvro dice. Add VT uppum—ln’r!—i' STRIKE {078

to the roll. The total & vour opponents’ Atleck
Strengtis.

. Roll two dice again. Add vour CREW STRIKE scOLe

to the roll. The total is vour crew’s Athwk
Strength,

. U your opponents’ Altack Sirsnghiis higher than

vour grew's, they have inflicked damage upon
vour crew — deduct 2 points from vour crew
STRENGTH.

. If your crew’s Aftack Slrenglh is higher than your

Dppnnentﬁ’, vour crew have inflicted damage
upon your opponenls — deduoct 2 peints from
FOUT OPpOnents’ 5TRENGTH,

- If vour crew have inflicted damage upon your

opponent and the ophion of escaping is given in
the book, then vou may escape. Mobe, however,
that this has a penalty: whenever you choose to
escape, vou automatically lose 2 points of CREW
STRENGTH.

13



7. HWbuth Atfeck SErepyths ame equal, both atfacks are
unsuccessful. Start the next Atlack Rotrd from
step z above.

8, Continue this combail uniil either your ap-
'I'.'ll:H'H-!'I'I“'.‘\,“i'I ar ]r'{!lu'l' 'l:"!'l.'f!'l.‘-""_i STREMGTH ]'!E'.:'h -:I.'-"-'E'E'!'l
reduced 1o zero {unless yvou escape, of course).
Whichever side is reduced to zero firsthas lost.

Your Log

Your toc records how long vou have been travel-
ling. Using a sheet of paper, vou should keep a
record of your Loc as instrucled inwvarious passages
in the book. You only have a imited amount of ime
in which to complete your journey; the Loc will
allesy vou to see how vou are progressing.

Restoring Stamina

If you become involved in any individual combat,
;E::-'r_[ will almost certainly loze some points of
51amiNA. There is only one way to recover these -
other than the ocrasional instruction in the book —
and that is by resting, For every day that you add to
your LoG, ¥ou will be able ko recover 1 point of
sTasina. Note, however, that vour sTAMINA score
can never exceed its Inifiol value. Of course, the
more Hme you spend resting, the slower you will
travel lowards your destination — =0, beware!

Booty

During the course of your adventure, you will
almost certainly capture some gold and slaves. This
iz Booty, There is a section on the Advenfure Sheet in
which this can be recorded. You start the adventure
with enly 20 Gold Pieces.

15



The Map

The area in which you will be travelling is covered
by the map opposite. It would pay you to become
fumiliar with the names and places on this map, as
there are quile frequent references to them in the
book.
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THE WAGER

The cite of Tak, at the northemn end of the Inland
Sea, i the greatest den of thieves, n-iuﬂna]ﬁ_ and
cul-throuts the civilized world has ever seen. Every
form of vice and illicit activity is not only permitied,
but even encouraged, in this dby of scum. Thas, your
horme lown, is where your adventure begins.

OF the numerous pirates drawn to Tak, you and
Abdul the Butcher are recogmized by allas being the
kings in daring and greed. However, ne ther of you
are particularly wealthy, as vour love of gambling
consumes all the riches that vou bring back from
vour journeys against the encomy cities of Tagash,
Iarad and Kish.

The infamy that the two of you have bredis also the
source of a great rivalry; you each try fo m_:.rdfa l‘t:r;
uther in increasingly dangerous but breathtakingiy
spccessful raids. Your goal — the title of King of
Dirates. the Sacker of Cities, which is never be
gueathed, but only earned,

0

One evening, while dicing againzt each other in one
of Tak's gambling-pits, somebody suggests that
the two of you should have a contest to determine,
once and for all, whois the greatest piate, The idea
appeals instantly to yvour audacious spirits. "Yes,'
says Abdul, Tet us have a race of speed and
Ireasures’

You agres upon the terms of the comtest. Each will
take only one ship and, sailing from Fak on an
appainted day, will- head for the distant isle of
Nippur, which lies deep in Lhe greal Southern Sea.
Ihe journey must be completed wathin fifty days
and, at the end, whoever has the greatest amount of
gold wins the bet.

With shaking of hands all round and much toasting,

the deal i sealed. Your journey is aboot to begin.

TUREN QOQVER

1
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1
OUn the day appointed for the beginning of the race,
vou fake the Banshee out of the lowering granite bay
of Tak and into the Inland Sea. Abdul the Butcher's
Haweldar cuts quietly through the water beside you.
Far to the east is the hostile but rich port of Lagash;
o the westis the Scoythera Desert, across which the
caravan routes to the cates of Kish, Calah and Assir
run. To the south is the mountainous isle of Enraki.
Will you:
Head towards Lagash fora
dangerous bul daring raid
against its coastal shipping? Turn to 55
Iravel lo the Scythera Desert to
plunder the rich westemn

CAaravans? Turn tozop
Fatrol the Tnland Sea via the isle of
Enraki? Turn to 76
2

The wheelis too fast and yvou are too slosw. Tecrashes
mibo you with Hailing scythes, bringing your adven-
ture fo 2 gory and untimely end.

Mine at last!” cackles your creditor, "Next lime vou
will ot be so quick to gamble with money vou do
nol have.” He and his sailors brush past you, going
to claim their prize. Without a ship, vou cannot
continue your joumey. Youradventure ends here.



4
Add 1 day o your toc. When you reach the nar-
ravest pomt of the Channel of CGoth, an extended
line of warships appears on the horizon in your
direction of fravel. As vouapproach closer, you see
that there are several hundred war galleys, with the
markings of Shurrupak, heading through the chan-
nelinbaltle formation. Thew stretch from the shores
of the Tsle of Volcanoes almost £ the shores of the
Eastern Kim. Turming back north to avoid conflict
with this large force, vou run into another long line
of yar galleys, this Hme from Marad. You realize
that the two dty-stales must be at war with cach
otfier and that you have quite inadvertently been
caught in the middle of what is about o be an
snormous naval battle. Both forces are roughly
equal in size, bul the Marad galleys - repuled to
have five men on every oar — are by far the larger
vessels. Will vou head for aafr;-h, by Leying to
break through the Marad lines (turn to 43} or the
S5h Jn'up.akh.t‘le--i'urn b 127)?




5—6

e
As you approach the door, you stumble over an

unseen lripwire. Something snaps, causing a
splintering sound overhead and a desp upsciiing
rumble to vibrate through the surrounding stone-
work. The corridor suddenly collapses, crushing
vou under several tons of masonry- Your adventurs
15 VET.

Struggling with the door, you manage fo squeesc
halfway through before the block crashes to the
ground. Unforiunately, the half of you thatis shillon
the other side of the door gets wiped by the mono-
lith. ¥our adventure ends here.

=y

Roll three dice. If the result is less flei your CRTW
STRENGTH, hon to 387. I the result is equal fo or
aregler (han your CREW STRENCTH, turn to 356

8
As vou sprint [or the door, the monster slams vou
with a blow from its spiked tail. You are crushed
against the side of the pit. Your advenlure is at an
end.

You stumble back in pain and terror as the poisen
cats through your eyes and into vour brain. Your
advenlure is over.




10—11

10

You sail onwards, passing the bleak red dunes of
the Fastern Rim's Sea of Fire — so named because of
the intense colouring of the infertile earth. Roll three
dice. 1f the result is fess tham your CREW STRENGTT,
add 3 days to your Loc. If the result is equal fo or
grenter {hin your CRTW STRENGTH, add 6 days to
Four oG, One evening, with the sun setting over
Hhe sea to the west, you notice a phosphorescent
wreck in the water to the side of the Benshes. Heav-
ing to, you drop anchor and dive overboard for 2
closer look. You see a merchant vessel, Iying in
shallow waler, with two large holes smashed mits
hull - ome in the stern and the other m the bow.
Which will you swimirito, the holein the sterm {fum
to g44) ot the bow {tum to 3317

11

You take the skeleton by the hand, intenl on remoy-
ing its rings. However, as soon as you touch the
gulden trinkets, the skeleton springs into action by
grasping your hand in its own bony digits. It
squeszes tightly and holds you fast. All vour efforts
to escape are in vain; the supernatural gop proves
greater than your mortal strength or human
weapons, Your death comes slowly from hunger
and thirst. Your adventure is over.

12-13

Your crew manage Bo cut the Bansher free from the
warship's grapples, and slash ils rigging. The
warship’s sails crash to the deck, causing chaos and
comfusion among the marines. Turnto go.

3

Alter hammowing you for a day, the seas and swind
abate, The skies begin to clear. Betore you, on the
norwon, 15 fhe island of Trysta, so the storm has
carmied you overand past the treacherous shoals. By
zome sfroke of good fortune, the Banshee escaped
destruction. Will you land on the island ahead {fum
o 152}, =ail south-east, towards the Channel of
Goth (lurmn to 1g9z), or sail south-west, either to-
warnde Kish (tom to 223) or the Roc (hurn 1o 27)7
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14
'Ah, woe!’ cries the ghost. Thisis dreadiulindeed ”
He tums a wrathful eye upon you and sweeps his
hand in despair. ‘O bearer of such wretched news, |
curse vou.” Lose z points of 1UCK and 1 point of
SEILL. lurn to 210,

15
Unce in the Southem Sea, will vou;

Travel to Shurmupsk, 1o sell any
slaves you might have and io

recTuit more crew? lom for3ox
Head into the great Kish Delta

and travel upstream o the

Dead Ciby? Tum to 140
Sail through the centre of the

Soulhern Sea, aiming for

Nippur? Tum to 340

16—17

16

A 200n as you exert pressure, the ring sinks inte
the ceiling and admils a torrent of water, which
knocks you to the floor. The entrance deor slams
shuf, the aypl fills rapidly with water, and vou
drown. Your adventure is over.

1y
You oy to run to one side, to avoid the speeding
missile, but the snow i5 oo deep, The ball hils and
crushes you. This is the end of your adventure.




1B—19

16
The inonster parries ferodously with a swilt move-
ment ofits long arms, knocking vour pum:hm:ﬁ arm
ty one side and almost breaking it — lose 1 point of
sTamina: As you jump back, the Cydops grabs vou
by the left hand and then lifts yon into the air. Wil
VoL
Give it an open-handed chop on

the back of the elbuw? Turn to 187
Kick itin the shoulder? Turn 0 251
Back-hand it in the elbow? I'um o145

19
The Barshes picks up pace as you trim the sails and
aim for the space between the two nearcst gallevs.
Will vou try to Tun exactly between them (fum to
200) ot veer uff at the last moment to crash throngh
and shear one of the zalley’s oars off (tum o 275}

20—22

20
Roll three dice. If the result is less than vour crow
STRENGTH, add 5 days to vour Loc. Tf the result is
gt [0 o grender Hhan ¥OUT CREW STRENGTIH, add 6
days fo vour Los. Evenlually you arrive off the coast
of the Scythera Desert, where you drop anchor,
disembark wilh most of the crew and march inland
across the butming sands, You come Lo a busy little
village surrounding an oasis — obvioosly a staging-
post tor travel through the desert, Will vou atrack
the willage (lurn to 143) or retreat into the nearby
dunes o lie in ambush for any caravan that might
happen by (lurn to 7917

Z1
As soom as vou attack the Anemeone, it fulds a doren
tenfacles around vour body, and the poison stings
nject a large and consequently fatal dose inko your
sloodsiream. You lose consciousnesa as the crea-
ture moves you slowly towards its circular moth.
Your adventure is aver.

22

Ihe Kishian marines are deleated and the warship
sef afire. Boarding and searching the enemy vessel,
vou discover a chest in the master’s quarters swhich
contains 2% Gold Pieces. From the survivors among
the marines, you find 3 fine specimens for the
slave-markets of the Eastern Bim. You scuttle the
warship and continue towards Assur. Tum to 376.



23—24

23
You march over Lhe sand {or several hundred vards
until, withowot warning, the beach collapses wuncler
vour collective feel, revealing huge sime-covered
crealurcs which seive some of your crew in their
claws and carry them out 1o sea. Deduct 2 points
fTom your crew sTreNGTH. Hyvslerical with fear,
vour crew insist that you Eake them hack to the
Bansfie. Will you force them to continue along the
beach (fum to B6), or sugpest that you all head
mland instead (tomn to 42)7

24
For three davs, vou wait n the village for hapless
passers-by ko fall into your ambush, but none
appear. Finally, ¥our patience snaps at thiz waste of
ame and yvou decide to return Lo the Bamshes by try
viour fortune elsewhere. Add 3 davs lo vour Log,
then borm to 35.
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25

Your vigilance and care are not enough. With an
mminous scraping sound, the Bamsher's keel shides
over a bed of silk. The ship comes fo an unsteady
halt. Using large poles to push, and throwing outall
YOUr excess carun, vou allempt fo refioat your ves-
sel, without success. The water-level drops and the
Banshee setfles decper inlo the sand-bar. In the
morning, vou find yourselves surrounded by
l{lshaan soldiers who, from their NeaThy. garmison,
saw your mast above the dver-banks. You are cap-
tured, and your adventure is over,

26

Sitting down, you dig into the soup and bread with
gusto. Aftera while vou starl Lo feel quite sleepy, as
do your crew. H.u!::-bmg your eves, you look down
the long table, at which vou are all seated, and
notice something quite unusual: all of your pirates
have been turned into farm animals - sheep, goats,
pigs and such. Alarmed at this tum of events, vou
give a squawk. A squewk? When vou look down at
vourself, vou find vouhave been transformed intoa
parrol, ‘Come, my pretty lidle fellow,” says the
woman, settling vou on her hand; ‘come and join
the others.” No longer human, your adventure is
LIYET.

ay—28

o
Add z davs to your Loc. The Rocisanisland formed
by a single enormous mountain jutting out of the
vcean. Iis peak is almost continually shrouded in
cloud, while the lower slopes are covered with
dense forests. It is named atter a species of giganhic
bird which sometimes uses the higher slopes for
nesting. Test yonr Leck, Ifvou are Lucky, Wuen o6y, U
vou an Lmderky, turn torge.

28

Muost of the cheap men have been lured away to the
war with Marad, which promises enormous fiches
tiy the winning side. You are left with good, but
expensive, applicants to select from. For each point
uf CREwW sTRENGTH yvou wish to recover, you will
have to spend 20 Cold Pleces. When you have
completed vour recruiting, turn lo 18o.



i0—30

2g
Jumping torward, vou deliver a swift elbow inlo the
Cyclops’ 1ibs, cansing it to double over — deduoct 2
pointe from ils sTamina, Asitleans over, il delivers
a back-handed slap to vour head, sending you
reeling to the pround - lose = puints of sTAMINA, Lhe
Cyclops recovers first, grabs you by the armand hifts
v into the air, Will you;
Tum fo251
Tum to 305
Tum to 145

Eick it the shoulder?
Kick it in the atmpit?
Back-hand it in the elbow?

30
The cry comes again, rolling eenly down lhe moun-
tain slopes, You head up the ravine, fowards the
source of the sound. Will vou take vour crew with
you {lurn lo 160, or creep along alone {fum & 13817

4132

31
“Ah, woel” ories the ghost. "This is dreadful indeed.’
He turns a wrathful eve upon vou and sweeps his
hand in despair. 'O bearer of such wretched news, [
curse you.” Lose 2 pomts of tuck and 1 point of
sEILL. Turn o 210

32

The Bareshee sails into the only large bay that Nippur
Boasts. Your crew are overjuyed that the journey iz
over. Roll three dice, If the pesult is fess Hun your
Crew STRENGTEH, add £ days to your Low, If the resull
18 gl fo or greater Hin vOUE CREW STREKGTH, add 5
days to vour Loc. Abdul the Butcher's Heooldar is
already moored in the bav. The few members of his
crew lefl on board inform you that Abdul has gone
inland, to the rendezvous peink on the peak of
Nippur's single mountain. Tf your LoG sreeads 50
days, tumn to 342, If vour Lo is egee! toor less than
sodays, turn toz13.




3373

33

The hole is large and Aimmed with weed and bar-
nacles. Swimming through into the interior of the
ship, vou brush against what you thought was a
guminy pile of rags stuck to the hull. It unfolds into
a brghtly coloured flower of tentaclkes and rasping
teeth, and blocks your exil from the ship. You will
need to o back to the surface for air at any moment,
so will vou fighl your way past the tentaded
creature (furn Bo21), or try ke find a way gut through
the interior of the sunken ship (turn to 5737

You head at speed towards the coast, but the
warshipsare moving quite fast and soon cut you off.
You have ne option nuw but to fry smaching your
way Ltheough the line. Tum to 19,

35-30

Retuming to the Burj.’:ﬁﬁ?inu witich anchor and sel
off out 0 sca_ If vour crew have taken casualties,
vou could head for the neutral city of Assur 10
recruit some more men (lurn o 171} Alternatively,
you could go to the neighbouring city of Calah to by
your luck in the gambling-pils (Luen o 211); or 5ai
=ast to raid the isle of Enraki (horn to 76).

36

When you reach the summit, vou lind Abdul the
Butcher and a few of his men waifing for vou. "Ah,’
he says, when vou appear, ‘voumade il Now, letus
see which is the greater rascal’ He drags an enor-
ms chest forward T sacked Kish,' he boasts, ‘and
even captured a Marad war gallev. The treasure is
here bo prove it.” He opens his cotfer, inviting you to
do the same with yours. To work out whether you
have more than Abdul, round the amount of gold
vou have doww to the nearest hundred (e.z. if yus
have 387 Gold Fieces, tound this tipure doswn Lo
z00); when yvou have done this, divide the rounded
figure by bwo, The result is the number that you
should turn to. I the number vou should furn fo s
more than goo, then tum to 400,




37
The wild man screams as I::':'.-u swang at him, catches
yvour arm and pounds you in the head, knocking
vou out. Lose 2 points of STAMTNA permanently
(i.e. reduce your {kilisi score by 2). Upon recovenng
EOTE hcru_rs later, vou discover that the money you
putup as a bet is gone — deduct it from your Booty. If
yvou haven't already, vou could iy the Batsar races
(turn to zgo) or the dice {turn o 236); othenwise, vou
leave Calah (harn to 262,

35
The island s like an cnormous smocth granite boul-
der, swith neither beaches not fuliage. Lowenng the
ship’s boat, you goashore with a few crew. Lzs! vour
Luck. Uyouare Lucky, tum to 133, 1 you are Dninchy,
fum toaza,

39—40

39
She keeps insisting that vou should eat, but, justas
vou bow 1o her pressure and take a boswl of soup,
your crew, all at once, shimp uncanscons to the
table. Whal's even more alarming is the trans{orm-
alion they start to undergo — turning into sheep,
godts and pigs. Dropping your bowl, you rush to
shake the first mate awake. ‘Oink,” is the only
response he can muster. The witch has fled into
the house, probably fearful becatse you're 5611 in
fTuman form. Pursuing her, vou find voursell in a
small lobby which leads inlo a large feasting=hall,
whose ceniral fire-pit is blazing. A small side-
door also leads from the lobby. The witch is not in
sight. Will you go into the hall (furn 1o 2163, or take

the side-door {turn fo 227)7

30
The Lizard Men are forced back into the surround-
ing forest. Your crew manage to capture four of
these creatures to sell as slaves; the little fellows szen-
erally fetch quite a high price. The jungle has come
alive with the throat swarbles and Tok-Tok stick
sigrmals of the natives. Obviously, a larger force is
gathering under nearby cover in preparation for a
renewed atfack. Bealing a hasty retreat, vou relurn
to the Bansfwe, weigh anchor and continue through
the straifs. Turn to 15.



41-42

41
Your men lay into the cattle with ropes and knives.
Chnly minutes aiter they start, a large force of heavily
armid cavalnmen appear over a nearby rise and
approach your position. Drawing to a hali, the
cavalry dispateh a herald fowards you, who says,
‘Hear, O foolish pirates, that vou have offended His
Majesty, the King of the Four Winds. You ane in-
structed to leave this island immediately, or suffer
the: Tnost dive consegquences!” Turn o 176.

B A

412

Cutting your way through the jungle, you penelrale
into the interior, coming face to face with the bigzrest
and ughest lonking critier you have ever seen. Hun-
dreds of tree-runk legs support a body hwice aslong
ag the Bawshes, while its head — which is mostly
mouth - iz stacked with knives for teeth. Will vou
run [turn to s4) or fight (furn to 70)7

4344

a3
Civing full 5ail (o the Barshes and putting every man
armed and ready on deck, you head at full speed
towards the line of Marad galleys, aiming between
the dipping vars of two ships. As your boat hurtles
through this gap, ene of the galleys fires its ballista
grapples, catching the Banstiee by the munwale, [
drags vouin like a harpooned whale, Your crew will
nave 1o fight

MARAD GALLEY

If your crew beat off the attack, turn to 208. .

STRIKE B STREMGTIT 12

+

@ hole leads into the captain’s quarters, where
vion confront half a dozen Sea Sprites. These
amdious hitfle creatures dart nervously from side o
side as you enter the vessel, then rush into the far
comer of the room where they whisper topether in
high-pitched squeaks, Finally, one of them swims
torward caufiously and says, ‘We are magical crea-
tures, O brave adventurer from the world above, If
vou will help us lo recover a treasure, we will speak
on your behalf to our cousins, the Wind Sprites,
who will surely make vour ship the fastest on the
seas.” Will you help them (turn to 754 0T Nl (Luen
o 3837



The Banskee sails down the coast. Roll three dice. If
the result is fess than YOUr CREW STRENGTH, add 3
davs o your Lo, Tf the result is equal f or graater than
VOLLE CREW 5 IRENCTH, add & days to your Lo, You
arrive just oifshore from Mount Martu-Amurry, 2
gianl forest-covered peak that towers over the small

fishing town of Kirkuk. Will you:

lake your cut-throats ashome and
try b0 [righten the townspeople
into handing over most of their
weald? Turn o 102

Continue sailing down the coast
towards the hostile city of Kish?

Sail out inko the Inland Sea o raid
the chipping-lanes around the
Shoals of Trysta?

Torn o 223

Tum to b6
o

047

46
Flashing vour amm, you smash the monster in the
vack of the knees. It staggers forward and, losing
talanice, collapses to the ground on to some sharp
rocks —deduct 2 points from its srasina, Will vou

Eick it the ribs? Turn to 266
Eick it in the groin? Tum to 224
Punch it the jaw? Turn to 196

37
“hen you reach the outskirts of the Kishian town,
vou see that there are no regular soldiers of any
xind. Taving lined your men up under cover, you
give the order to charge. With 2 mighty roar, they
sweep forward into the unprepared settlement, the
oW miliba mving only piecemeal resistance.

TOWN MILITIA STRIEE B STRENCTH 101

If you win, hurn to So.



El
48

The punch-out arena 15 set under a sprawling tent,
which is packed wilh shouling and roaring gam-
slers. Theidea of Ehe game is that a challenger fights
the house champion in a duel with spiked iron
zloves. The first to knock oot the other wins and, if
challenging, collects double the money putup as an
mitizl bet, You dedde to challenge the champion, an
enormous Opre from Scythera. You may bet up to
50 Gold Pieces. In the following combat, the first to
hif the other wins the bout.

COGERE CHARPTON SEILL 1T

If vou wan, furn fo 370.1f you lose, tuen to 323,




49-50

1

Dropping anchor in a sieamy volcanic lagoon, you
prowieed ashore with your crew. The couniryside 1s
almost jungle, with ttudunhag,e, exoticanimals and
hundreds of thousands of insects. Will you head for
the higher slopes of the central mount=in {fum to
151}, o7 stay in the lowlands, searching through the
jungle {turm to 183)7

50

‘Come now,’ savs Abdul, looking at your markedly
smaller pile of ;L,v.-ld ‘il was ha.rr]i} even a conlest
and you call yourself a pirate? You have been
hopelessly trounced. Abdal is, withouta doubt, the
rreater pirate. You have lost the wager.

Rl=52

51
The Banshes stops almost dead in the water, while
your crew try ineffectually to rehoist the sail. One of
the enommous war galleys bears down on vour craft,
mmpales the Barshee on ifs ram, and breaks ils back.
You and your crew fall into the shark-infested
wabers. Your adventure is over,

L5z

Reaching the pass, you look down the further slope,
and spy a tower of the forlress seme miles away, A
sudden cry of anguish or fear flies out of a nearby
steeply ETJmT:'lmg snow-filled ravine. Taking stock,
vou find none of your crew are missing, The cry
comes again, even more tortured and rending, Wil
vou side-track into the rayine to see what is causing
the noise (turn to 30), erignore it and proceed down
towards the temple-castle (furn to 111)?



3

R L8 5
I i il | i | You are in a large subterrancan cavern, lit by the
1 — |__ | Phnﬁphnreﬁmn:u of the rocks around. To ane side,
: e a small wooden landing juks out into the water.

\

Swimming ko this, you pull yourself from the water
and follow the constuction 1o a short corridor,
which leads from the cavern to a massive slone
door. Beside the deor is a life-sized stabue of a
gargovle, looking down the comidor at you. Will
vou try to open the door (furm to 6g), or have a close
look at the statune (furn Lo 8817

34
Tearing off through the jungle like a herd of panic-
stricken animals, vou and your pirates dash to the
beach, into vour boats and back to the Banshee. 1
vou haven't already, vou sail to either the neat-
looking island (turn to 386) or the palm-tovered
island {fom o 354).




5550

55
Boll three dice. If the result is dsss Han vour CREW
sTRENGTH, add 5 days to vour Loc and tum to 68. If
the result is pguel 20 or grepler fhan your CREW
sTRENGTH, add 6 days 1o your vocand furn o 181

5B

Impressed wilh your sping, Mog and Ogmog offer
tojoin your party as crew members—add 3 points o
vour CREW STRIKE. If this takes your crew STRIKE
over its Tmitial score, then the new total becomes
your filinl score. The Giants inform you that the
country around is a wasteland, occapicd by hordes
af Ores and certainly never visiled by anmyone
wealthy. You return to the HBrnshes. Turn o272,

5758

57

Diving down, you pass through an open hatchway
into the empty hold. Trom here, you make your way
through a rotting deck-cover and info the open sea.
With blood pounding in your ears, vou reach the
sucface and gulp in air. Becovering your com-
posure, you take another deep breath and dive
down ko the hole inthe stern of the ship. Turn to 44-

58

Asyour men swing their rams, the ocoupants of the
toweers o either side of the gate counter-atlack by
pouring massive cauldrons of boiling oil on to them.
Deduct 4 poinks from vour CREW STRENGTH. De-
moralized by this turn of events, your cres drop the
rams and flee, Tunming at breakoeck pace for the
Bashee, as the angry warrior priests burst from their
castle in hot pursuit. You reach the ship safely, hoist
zail and head off doiwn the coasl. Turn lo 123.



5960

Business is extremely poor. By the end of the day,
you have sold so few of your caplives that yon are
forced to sell the remamder to & dubicos slaver bor

only 5 Gold Picces each. Multiply the number of

slaves vou had by five and add the total o your
Booty as Gold Pleces. Turn to 279,

When you leap at the Cyclops, it protectsits body by
taking your kick om its arms. Grabbing you by your
exlended leg, il applies an extremely painful and
cTushing grip —deduct 2 points from your as well as
ils sTAMINA. L gives up on bying to break vour leg.
Instead, it grasps you by the ankle and dangles vou
upside down. Will vou:
Eick itin the elbow?

Give it an upper cut to the groin?
Funch itin the stomach?

Torn to 235
Turn toagy
Turm io33g

B1—hz

b1

ITeading for the beach, you run into several mem-
bers of your crew who had been searching the
island, with the rest of your men, in the hope that
vou were still alive. You return to the Bershes and
confinue your journey, Tum B 1s.

a2
Blost of the cheap men have aleeady been hired by
varous Shurrupak nobles to use on their war gal-
lews in the comflict with Marad. By a stroke of good
fortune, however, vou find a pirate crew who have
recently been deprived of theie ship theough having
to repay a gambling-debt. Many of them are willing
ty be hired by wou. For each point of CREW
STRENGTH you wish to recover, you will have o
spend 10 Geld Pisces. When you have aompleted
Vvouir recruiting, turn to 1840,




63

&

The commidor leads yvou inﬂl;u a small ante-chamber,
occupied by a weird-looking cleric. The creature has
a roughly humanoid body, but the head and legs of
some bwisted bird. It hisses when il sees vou, rallles
a few ofits sacred talismans and then attacks with a
swing of its ebony staff. You fight it. Whenever the
creature hits you during the battle, roll one die, 1f
the msult 15 1 or 2z, deduct damage from your
STARINA 33 normal; if the result is 1 or 4, deduct 1
point from your sEILL; if the resultis 5 or &, deduct
T point from vour L UCK,

AWEKMUTE SKEILL H STAMINA Y

1t vou defeat 1t, by b 3285

v




f4-bg
64

The Barnshes's keel sceapes the bottom several imes,
but does not stick. With an hour b dawn, you reach
the puint where the river passes bebween the
mighty anti-barbarian walls of Kish. These heavity
defended walls; punctuated with high towers, rum
for hundreds of leagues to either wide of the aver,
completely endrcling the state of Kish. Asvou s fo
pass between the towers that stand on either bank,
the bow of the Ranshee catches an enormons irom
chain which stretches across the entire width of the
river, You are brought to a halt. Will yon send 2 few
crewnien ashore tounshackle the chain frinn where
itis comnected to one of the tovwers flum o 268}, or
turm back 1o the sea {tum to zo7)?

&5
The Flverines’ slashed bodies sink i the botiom of
the pool. The water, now still, is only 2 foot below
the floor of the abbol’s chamber. Bloedied, you
clamber out of the pit. Turn tr225.

B—67

The Bansfher ploughs on towards the Shoals of
Trvsta. Roll three dice, 1f the resultis less Huwd your
CREW STRENGTH, add 4 days tu your roc. If the
resultis equal fo or gresler fan YOUT CREW STRENGTT,
add sdays lo your 1oc. As you near the treacherous
reefs off the island of Trysta, a viclous squall starks
up from the north and looks as iftmightturninloa
major storm. Will yvou run with the storm by head-
ing south {turn to 203}, or tacknorth, into the wind,
ko sit out the foul weather fturn Lo 14257

While you are saling past the island, the ship
suddenly falls inkto a very dark and sharply defined
patch of shade. L ooking up, you see an £normuous
bird, somewhat like 2 buszard, only several hun-
dred fimes bigger. I circles above the Banghes a
couple of times, then descends in a stecp dive o
attack. Your crew take up weapons to defend them-

zelves,
A ] STRIKE 10O STEEMNGTIT 4

I your crew defeat i, turn to 117,



bH—fig

i)

You sail towards Lagash, on the Fastern Rim, keep
inig 2 keen eve out for any of the numerous mer-
chantmen that are attracted to this aty. Fortune is
running duaingt vou, however. Tsvo tdangular red
sails appear on the horzon in front of the Bandiwe
and sweep doswn towards vou, They are Lagashian
warships, decks crowded with marines, battle ban-
ners streamning in the wind. You heel the Bardere
about and try to outsail the intruders. Koll three
dice. T the result is less Mhan FoUr CREW STRENGTH,
lurn o 87 If the result is egquel fo o groafer (han
your CREW STRENGTT, Lurn 1o 175,

The dooris largeand heavy, but, by putting all youor
weipht apainst it, vou manage to open it a fraction.
Ay soon a5 the door gives, however, a remendoms
splintering sound echows from above. A slone
Block, weighine at least several lons, has hipped
from ils place above the door and 1s falling o crush
vou, Test your Luck. If vou are Lucky, tum fo gg. IF
you are Lalucky, bom fo 6,

Fo-72

L

The beast rears its head and opens its mouth in the

sharpest grin ever seen by man or god. Thinger
bums in its eves. I you have the Crossbow ol
Aodllon, turn to163; otherwise, turn to 110,

71

After yvou have handed the gold over, ¢l-Shaear

tosses vou a letter of free paszage to Shurrupak. His
marines relinguish their srapples and let the Barnslee
pull away. Leaving the scene of the battle, sill you
head towards Shurrupak (turm to 3o01), or sail ool
through the middle of the Southern Sea, intent on
travelhng as rapidly as possible to Nippur (furn
to 34007

7E
Trade 15 brisk, if umn*-.]:ulrnn;.; After a day’s work in
which vou managed (o sell every one of your cap-
tves, you find that vou received, on average, 0
Gold Fieces for each. Multiply the number of slaves
vou had by fen and add the total fo your Booby as
Gold Fieces. Tum to279.




F3=75

5
The Bataar races are over for the day. I you haven't

already, vou could try punch-out {11_:|:rn m.{.ﬁ_}l or dice
{fum to 236). Oitherwise, vou leave the city of Calah
{tuirn Bo 262}

74
Stepping sideways, vou aim your blow, only fo
have it caught in mid-Hight by one of the Cyclops’
enormous hands. It twists your amm savagely,
almuost dislocating it — lose 2 points of sTamma.
Letling go of your hand, it grabs vou by the ankle
and dangles yvou upside down. Will vou:
Kick it in the elbow?

Eneaitin the chast?
Buitt it in the ribs?

Turm i z35

Tum to 32z
Tum ti372

ik

A predatory Erell, whichinhabitsa cave under this
vessel, has stolen the Skull of Salt,” explains the
Sprite. This is cur most precions relic, given fous
by Falher Sea,; swhich, by ils magic, keeps the sca
and fresh waters of the world separate, We must
have il back’ The Sprites give you a magic potion
which enables vou i stay undenwater withoutb
needing lo breathe, and then show vou 1o the Keell's
vave beneath the wreck. The senbance tunnel
dezcends verlically into the sea-bed. Swimming
down, you notice that the walls are heavily pocked
with wide, deep holes. Will you continue swim-
ming down inlo the cave (turn to to5), crstop for a
moment ta ook in one of the holes (furn to 8g)2

]

The Banshes sails out inlo the Inland Sea, Boll three
dice. If the result s fess tham vour CREW STRENGTH,
add g davs to your Loc, U the result is equn! io or
yrimter fhan YOUr CREW STRENMGTH, add s dau. tin
vour toc. Presently, you arrive off the nortlisen-

mast fip of the mountainous isle of Enraki, home
of the warrior prests of Asswr sel Dablo. These
fearsome holv men, armed by the gods of war and
protected by the gods of stone, reside in a fortress
raised on the lower slopes of the island’s precipitous
central snow-capped mountain, They are very rich.

You have three options to deprive them of this
wealth:

A direct assault on the forfress
Gaining entry to the [orteess via 3
deception of some kind, then

pilfering what vou can

I'mding a way over the mountains
behind the castle so as to
assault the (most probably)
lightly defended rear

Tum to 237

Turn bo 315

I'tien ter 1HS

f
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7778

77

Az you march cross-couniry, a large body of heavily
armed cavalry appears over a rise in front. They
dizpatch a herald towards vou, who says, ‘Adven-
furers, know thal you are in the land of the King of
the Four Winds and that His Majesty requests the
pleasure of your company at his table,” Will vou
tolknwe the herald towards Lhe cavaley and then,
presumably, b the King (burn to 213), or requrn to
vour ship (fum o 176)?

78

Only a short distance down the unnel, YO CoTnEe
across the bodies ol halla dozen men: The marks on
their budies show that they have been badly mauled
by some large avian — most probably the Roc that
attacked you. Will you search their bodies for loot
{turn fo 22q), or continue down the tunnel (turm to
2a40)7



7g—80

Tor three days, you and your crew lie under the
blazing sun of the Scythera Desert, waiting for sight
of the lumbering pack-animals common among
caravans in this part of the world, Add 3 days o
vour Lo, You besgn 1o run low on provisions 2nd
frosh water, Will vou wait for just a few more days
amany these dunes {turn 10 194), or give up on the
deserl and tetumn to the Benshee {(turn fo 3517

Bo
With the militia defeated and most of the townsfolk
fled into the neighbounng couniryside, you pro-
ceed straight 1o the local courls, to seize the public
assets. Marching boldly through the cheobc mess
Lthal vour men have made of the building’s intenor,
yvou come Lo the vaulis, whose locks your pirates
have just crowbarred free. When vou open the
massive iron doeors, a ferocious black Sith Orb
lunges out and atlacks. You fight this terrible beast

alomne.
GITH ORE SETLL 10

ETANINA-TL

1f you defeat it, turn 1o g7.

H1=82=

H
Damn me fo the seven hells it Ul et vou take her,
el-Fazouk!’ you crv, swinging your scimitar at his
head. He docks to the side as his sailors rush ko his
defence, You fight vour foes one at a ime.

SKILL ETAMINA

FIRST PIRATE 5 4
SECOND PIRATE 8 f
THIRD PIRATE 7 fa
JIAMIL EL -FAYOUK q a

I you swim, borm Bo 307

Bz
As the Cyclops tries to heave itself back to its feel,
vou un up and shoulder it in the face. Unfortu-
nately, it sees you coming and biles you on thearm—
lime 1 pomnt of sramina, The monster regains its
teel and launches into a crouched attack, intending,
to catch you in its arms, Will you:
Take a Bying kick at itz midrilf?
Take a flying kick at iks legs?
Take a fiying kick at iiz head?

Tuen 1o Bo
Turn to 314
Turn to 2go




B3-84

B3
With a heroic cHort, your crew wrestle the mainsail
back into place, allowing the Benshes lo pick up just
enough speed 1o avoid the rams of the war gallevs.
Breaking into the open seas, will vou head towards

Shurrupak, to sell slaves and hire crew (fum 3o},

or travel out through the middle of the Scuthiem
Sea, intent on sailing as rapidly as possible to
Nippur ifum to 33017

B4
Having defeated WNestafa, you search hise body,
finding nothing in the rags he was weanng.
Obviously he had fallen on hard Smes. Afraid that
voumight meet more old adversaries, vou leave the
dock arca. Will vou look for replacements in the
markets [turn to 253) or in the slums and poorer
parts of town {tum to 2g3)7

B5—86

5

The stairs lead into a slimy dackness. The walls,
dripping with muoisture and covered with maoss,
pressin close on either side. Water trckles down the
stairs al vour feet, making vour progress rather
precanous. Without warning, a ten-foot Leech,
enormous by anyone’s standards, lunges (rom its
lair above and bites vou on the shoulder. You hack
atit ina freneey. Tor every tound of combat that the
Leech is still alive; il will suck 2 points of sTaMiNa
from you.

GIANT LEECH SRITL & Sraniya B

If vou defeal it, turn fo 162

S5
Move, scom!” vou sav, unsheathing vour scimitar-
‘Ut vou'll have more to worry about than monsters
Testyur Fuck, Ifvouare Lucky, turm ko 230 T you are
Linlucky, turn to 182



Hr—88

87
Cunning and skilful sailing puts ome of the warships
far behind. However, the other warship stays with
you, and eventually polls alomgside with a shower
of grapples and arrows. You will have to fight.

WARSHIT SIRIKE 10 STREMGTHH

If you want to escape, r7emember the penalty and
lurn o 12 If you decide tofight on, and successfully
defeat the warship, harn to 135.

&

The gargovle is'set about a foot above the ground,
orva somall cdreular dais. Looking coser, you see that
the dais has rollers built under it, so the statue has
been boilt f0 be mowved. There are wear-marks from
the rollers on the left side of the statue but none
on the might. Taking a firm gnp of the gargovie's
shoulders, vou prepare to push. Which way will
youtry tomove the statue: to the lefi (lurn o114l or
lo the right {lurn lo 165)7

89-91

g
Reaching madomly inte a hole, vou dishob an
enormons eel, which SAVAEES VUUT ATI. Léwse 1
point of st Withdrawing quickly, you confinue
vour descent into the cave. Tum to 105,

oo
The Bamshes, under full sail, pulls away from the
warshipand leaves it farbehind, Will vouhead back
into the Inland Sea, towards Eneaki (tuen Lo 76), or
iravel doswn the coast of the Fastern Rim, towands
the Rivers ¢ f the Dead {turn Lo 197)7

9I
Your blow is completely imeffective and resulis
only in leaving vou open to a counter-attack, The
Cyclops jerks ity knee Wmto vour chest and then
pushes you lo the ground - lose 2 points of
sTAMINA. Leaning vver vour pain-racked body, il
grabs yvou by the forearm and lifts vou into the air,
Will you:

Eick it in the armpit?

Biter it on the wrisE?

Give it a chop lo the back of the

elbow? Turmn to 1687

Turn to 305
Turn to 276



B2—093

gz

While vou are sailing past Lhe island, the ship
suddenly falls into a very dark and sharply defined
palch of shade. Looking up, you see an enormous
bard, someswhat like a buzzard, only several hun-
dred times biggee. It ciecles above the Bawshee a
couple of imes, then descends in a steep dive to
altack. Swooping, it catches you in its claws and
carries you back towards the island. Drawing vour
srimitar, you trv to fight your way troe.

RO CRIEL 11 STAMIMA T

If vou defeatit, tumn to 124.

33
The creature 15 about half as high as the pit and
rzther long, sowill you take an athletic running leap
al the beast’s back in an attempt to springboard yvour
way cut of the pit {turn to 332), or run acound the
monster and go through the door it came out of
(frm ko 87



94-0h

You lind a real sucker to take vour entire consign-
ment of slaves. The wizened old man, abviously
blind not to have seen the defects in your ailing
caphves, seems B believe he has gota bargain. You
receive 15 Gold Pleces for each slave, Mulaply the
number of slaves vou had by fiffeen and add the
tolal to your Booty as Gold Pieces. Tum fo 270,

o

Your sciunitar cleaves ’rq? the rat and kalls it — Hhe
others vanish. The witch clulches her chest and falls
over, dead., You step puatside and find that all the
farim animals and exotic birds have been tumed
back into human beings, Colleching vour orew, vou
return to the Banshes and sel sail for Nippur. Tum
tog.

ob

Toun bad,” savs el-Shacar. “But then, we were never
the best of friends.” He signals to his men to con-
tinue: the assault upon the Basshes. The marines
drag your ship alongside their galley, then pour
down on to your hapless piates, whom Lhey
slaughter rather efficiently. The Banskeris captured,
and vou and a few of vour crew are taken as dlaves.
Tour adventure is over.

QF-—101

97
Stepping past the body of the Orb, vou enter the
vaulf, where you find 130 Gold Tieces —add this to
vour Booty. Will you lel your men continue with
their sacking of the town (lurm to 1.11] or beat a
hasly retreat tothe Barshers (turn to 113)7

o5

Your frusty pirates ovenwhelm  the wonld-be
restuers. From the survivors, youmanage to find ¢
fellow who will feftch a teasonable price in the
slave-markets — add him to your Booty. You seltle
vour men into the village to await the amival and
SLEHqutEnt ambush of any unsuspecting caravans.
Testwour Luck. I you are Lucky, tum to 194, Ifvouare
Lfr’;:._.-:l_a_r, tumn b zg

949
With jusl a fraclion of a second to spare, your
wrgzle through the crack i the daurway. The
stone block crashes to the ground behind, missing
vou by the mimurtest of distances. Tum to 17y,

1iM]
Tam lo 50.

1071
Tou knock oot the wild man, collect as many Gaold
Pieces as you initially bet and then depart from the
arcna. If yoo haven’t already, you vould try the
Bataar races {lum to 27o0) or dice {turn lo z36).
Otherwise, yoo leave Cafuh {turn tir 262).



102

102
sailing straight into Kirkuk's harbour, you dis-
embark with most of your crew and order the
gathering townsfolk to bring you their headman,
When he duly artives, vou demand that the towns-
folk pay you 200 Gold Pieces, otherwise vou will
raze the place to the ground and carry its occupants
off as slaves. ‘This is a heavy tax, vour lordship,”
savs the fmghtened elder, *but come with me Lo the
town colfers and T will give vou cverything we
have ” You and your men march with the town elder
through the streets, armiving in a few minutes at a
rather unimposing public building, As soon as he
opens the door, a large number of zoldiers, dressed
in the short blue robes and steel armour of the
Kishian army, charge out and attack your crew,
More soldiers appear from around neighbodring
building=s. An enormous mélée starts.

KISHIAN SOLDIERS crmike 3 STREMGTH 8

If vour crew defeat them, turn to 121,



103—104

103
Ihe wind picks vp, howling menacingly through
the Bunshee's ripging and driving the rain that starts
to [alllike needles on your crews. The shipaashesiis
way through the heavy seas. Test vour Luck. If vou
are Lucky, turm to 13« 1f youare Unlicky, tumtn 172

104
Your crew overrun the two vessels, defeat the
Lagashian marines and then search for Toot. They
discover a total of 68 Gold Pieces and save 3 of the
marines Lo sell as slaves — add these to vour Booty.
¥ou cut the DBanshee free from the warship's
grapples. Lagash is obviously a litlle too danger-
ous, so will vou sail back into the Inland Sea,
towards Enraki (turn to 78), or joumey down the
coast of the Fastern Rim, towards the Rivers of the
Dead (lurn Lo 197372

105=107

105
Ihe cave sprouts a large side-tunnel which dis-
sppears inlo murky darkness in front of you, while
e main cavern confinues staight down. Will you
change your direction and take the side-passage
{Lurr & 236, or confinue down (tum to 148)?

106
The race begins; the leards pound down the track
towards a fresh Goblin, Basilisk streaks ahead and,
with a ¥ery convincing bite, wins the race, If you
backed the winner, collect as much gold {oras many
slaves) as you inifially bet. IF vour Bataar lost, then
vou lose whatever vou pul up. Turnto 73

o
The warship bears down -:f;u:.-;'k] v, intent on attack-
ing. When it is cose, the marines on deck cast
grapples which seree the Bunshee and draw it closer,
The batfle begins.

EISHIAN WARSHIP sSTRIKE 10 STHENGTH &

If you want o escape, remember the penalty and
tum to 332. I vou light on and succeed in defeating
the warship, fum o 287,



108

108

The Banishees cyashes through heavy seas to reach the
island. Roll three dice. If the result is fess fhan vour
CREW STRENGTH, add ¢ days to your vos, IF the
resull is gl fo or fréater (he your CREW STRENGTII,
add 5 days fo vour Lo, The weather clears marked-
Iv az vou near Kazallu, becoming almost pleasant.
When wou reach the island, you disembark with
Four crew Bo look for food and water to replenish
vour diminished supplies. Sphitting vour crew inte
search-parties, yoo wait on the beach, planming the
next and final leg of the joumey. After a couple of
hours, one of your crew returns o tell you that they
have found a farm a short distance away. Yougo lo
the farmhouse and meet the aowner, a strikingly
beautiful young woman who runs the entire place
by herself, her only company being many (and
'rEl'IE-!.']:l exotic birds and the usual farm animals.

When you arrive she is busy feeding vour crew with
soup and bread. Tam so pleased to meet you,” she
savs breathlessly. ‘Can [ offer you something to
cat?” Will you accept her offer and join your crew
(furn to 26), or dechine and just tuke what you need
taick 0 the Banafiee (furm to 30)7



104—110

109

Au you pass the island of Trysta, a dark and sailless
barge comes ploughing threugh the sea lowards the
Banshes. Its decks are crowded with soldiers, and
mighty hallistas are set fore and aft. This mysterious
craft, propelled by magic, no doubt, is obvioushy
intent on attacking vour own vessel. As il nears, the
ballistas let fly, sending missiles which tear down
vour rigging. There is no escape; you will have i
fight.

BARGE STRIKE 10

f vour crew win, turn 1o 395-

ETRENCTITS

110
The beast attacks you and your crew with insane
tury.

THE HORERDOR

If vour crew defeal it, furn b 210.

CTRIKE T2 STRENGTH 12

111-113

111
The path winds down the mountain slope, taking all
of you 1o a rocky peint overlooking the rear of the
castle. You see that the walls are lowest at this point
and offer the possibility of launching a surprise
atiack. You can also see right into the cenbre of the
castie, to the enormous wooden temple that domi-
nates the interior, Will vou start the attack immedi-
ately by storming the low part of the wall {lurn o

149}, or oy to confuse the defenders first by setting
fire Lo their temple with fire arrows (lurn (o 283)7

II:. i
4
!

112
Ficking up a stone, you throw it into the darkness
bevond the creatures, where it lands with a creck,
The Troglodvtes are not fooled by this attempted
diversiomn. They spot you, unsling their spears and
charge up the stairs. Drawing your sword, vou dash
down to meet them halfway. Turn to 130.

11

Refurning to the Brzn.n;.'r.ﬁ.-,j:.vﬂl vou set sail east, to
take the Channel of Goth into the Southern Sea
{fum o 246, or enter this ocean via the Roc (turn
Lo 27)2



114—-11%

iy
The statue rolls easily but squirts a viscous ctream of
poisonous liquid inte your eyes from ifs flared
nostrils. Roll three dice. If the result excesids your
STAMINA, ttm o g. TFthe resull is equal fo or less Hun
YOUT STAMTINA, turn lo 129,

= B
=B

175
S{epping in close to the monster, vou punchitin the
back of the lex and send it crashing to the ground -
deduct 2 points from its sTasuna. While the
cTeature is lying peone, will you:

Jump up and down onils back? Tucn 0361
Kick itin the groin? [um to 224
Shoulder it in the head? Tum o8z

116
The Giant Craylish will certainly satisfy all of your
food requirements and, with the discovery of a
fresh-water stroam a short distanceaway, all of your
provisioning needs are fullilled. Returming o the
Eanslize, Y leave the Thres Sisters on the last .[Eg of
the journey lo Nippur. Tum to 7.

T17-114

117

The bird crashes mto the oecan and ginks from
sight. Will you land on the island (barn ta 4g), or
conlinue on your way through the straits and inlo
the Sputhern Sea {furn o 15)7

118
The race begins; the lizards pound down the track
towards a fresh Goblin. To your uller amazement,
none of the favourites win. Deduct the gold {or
slaves) vou put up from your Booty. Tum to 73.

119

With the warship in hot pursuit, vou head towards
the Shoals of Trysta, the sound of surf and sight of
whibies water telling you just how close they are. Roll
two dice. If the result is less Hham vour SETLL, turn io
134 If the result 1s equal do or grepler Wiaw FOUT SKILT,
furmn to 159,



1241

130
As you wander around the island, the members.of
crew who came with vou light a small fire on the
shore to cook a couple of fish they have caught. A
fremor runs through the island, then another, Sud-
denly, the ocean around the island bubbles fer-
ociously as enormous limbs, t2ils and heads rise oul
of the water. The ‘island’ is a single Hvinyg creabure!
A fidal wave crashes on the deck of the Benshee as
the monster rolls over to put out the fire on its back.
Roll two dice and deduct the result from your crew
STRENGIH, If you still have some crew left, when
the sea-monster settles down, you reluen to the
Sanshee and continue vour journcy. Will you sail
south, towards the Channel of Goth (lurn to 4, or
west, fowards the Roc (turn to 257)2




121—1322

1z

The Kishian soldiers, badly beaten, fum =il and
run, disappearing down the surrounding maze of
streets, Further down the sireet in which yoo were
fehting, you can gee a large number of Kishian
Winged Hussars mustening inte deeply packed
ks, Time to make an exit! Will you lead your
crew at breakneck pace back to the Bamshee (fumn fo
331}, or dodyge through the streets of the town with
the aim of escaping into the forests of Mount Marhs-
Amurru (furn tr355)7

122

Swinging towards the Cyclops, vou deliver a nasty
blow with vour free leg. Tt squesls in pamn and
drops you to the ground — deducl 1 point from its
sTamiNa, Landing lightly, you stand to face your
opponent. Will vou:

Munch it m the shoulder? Torn togr
Funch it in the midriff? Tumn to 18
Give it a back-hand in the atmpit?  Tum o 337

123=124

123
The Bansheris sailing just off the southermmeost Hp of
Enraki. Apart from this island, the horizon is clear,
with neither ships nor clonds wvisible, The main
frade routes between Kish and the Eastern Bim lie 1o
the south, befiveen Entaki and the Shoals of Trysta.
You vould patrol thes strefeh m scarch of nich mer
chantmen (furn to 318), or, if your crew have suf-
fered casoalties, you could sail to the neotral city of
aAgsur {o pecruit some more men {ium o 171)-
Altematively, if you're feeling lucky, you could try
your fortune in the gambling-pits of Calah {tuwm to
211), or proceed o the Eastern Rim for a bit of
coastal raiding (hurn lo 197).

T34

The Roc drops vou over the island. Balling only ten
feetor so, you land in a large nest, accupied by theee
giganfic egps. In the bottom of the mest is a hole,
leading intoa narrow, rough-hewn tunnel. Will you
climb down into the hole before the Roc (orits mate)
can resume the attack (turn to 78), or scurry down
the side of the mountain, towards the lowland
forests (lurn to 61)7




125-127

125

Having defeated the Awkmute, you may take ifs
staff. Tram now on, whenever you fighl an oppo-
nent and score a hit, roll one die; if the esult is
1 ot 2, then: deducl 1 point from your opponent's
skrLL; if the resultis 3, 4, 5 or 6, thendeduct damage
fromn the opponent’s sTamin s as normal. The ante-
chamber has two exits: one is a simple comidor and
the ather is what appears to be a chimney with
rough hand-grips cutinit. Will vou take the cormidor
{turn ko 173]), or climb up the chimney (furn to 199)7

126
Your scimitar cleaves straight through the brown
rat, but does not harm il; Tum to 3z22.

127
Will wou cul across the front of the line of ships,
heading for the coast of the Eastern Rim (turn £0 34),
or give {ull sail fo the Bansher and iry to speed your
way through the attacking vessels (fum to19)?

128—130

128
Having defeated your attackers, you decide to
scurry back to the Bamsher, just in case a general
alarm has been sounded through the countryside,
Tum fo 113.

129

The poison infects your system but does not kill you
— reduce vour sTAMING to 6. Wiping the blinding
suh&'lznce from: your eyes, you see that mov myg the
stafue has coused the massive stone door to swing
open. You go through the opening. Tum to 179,

L4
You run into the midst of the creatures, slashing
from side to side with your curved blade,

SKEILL STAMIMNA

FIRST TROGLODYTE 5;- :
SECOND TROGLODYTE B Z
I'HIRD TROGLODYIE > 4
FOURTH TROGLODYTE 7 4

If you defeat them, tum to 3o7.



131132

131

The race besgins; the lizards pound down the track
towards a fresh Goblin. It is a close finish, and fhe
umpires are called in, They decide in favour of Wazi
Biin. If you backed the winner, collect as much gold
[oras many slaves) as you initially bet. Ifvour Balaar
lost, then vou lose whatever vou pul up. Tum to73.

132

Stepping in cluse, you throw your arm against the
monster's back, without any visible effect. The
Cyclops spins about, kicking with i leg as il does
s0; the blow strikes you on the shoulder - Jose 1
point of sTaMiNA. You grasp the Cyclops’ leg and
give it a sideways twist, cending the creahms
crashing to the ground. Will you:

Tum to 361

Turn (o266
T b 82

Jump up and down on its back?
Kick it in the ribs?
Shoulder itin the head?

133134

133
You wander around the island, completely ciroum-
savigafing 1t within a couple of hours. Not finding
anything of any interest, vou head back to the
Bamsher. Tr"-']_E vou sail s::uuth, towards the Channel
of Goth {turm o 43 o1 west, towards the Roc (tum

t 25712

134

You manage to coax your crew inlo attempting the
passage through the treacherous reefs, The Barsher
enters a shallow passage surrounded by foaming
and crashing water. Taking down most of vour sail,
vou edge forward, evenluallv reaching what
2ppears Lo be a split in the channel. Will vou follow
the wider branch {furn to 170) or the narrower one
{furn to 198)7



135-136

135

With the warship defeated, you board and search
for Inot; vou find no gold, but 5 excellent captives
[rom among the marines to sell in the slave-markets
of the Eastern Rim. Retoming 1o the Bonshes, you
pul the enemy veseel to the torch. Will you head
back into the Inland Sea, towards Enralkd (ftum o
=6), or travel down the coast to the Rivers of the
Dead (turn to 1g7)7

136

The side-tunmel winds for a long way into the
sea-bed. In one slrefch you notice that the walls,
ceiling and floor of the passage are covered entirely
with the skulls and other bones of a vanety of
creatires. Long-snouted skulls, thigh bones as big
as yout whole leg and other, more human, remaims
arc casily identifiable. One skall, which looks like a
Unicorn’s, stands out especially white and clean.
Will you remove this from its place in the wall (fum
to 201), or leave the skulls alone and continue along
the tunnel (turn to 188)7

137-139

137

The man vou chose to sell your slaves for you is an
extremely skilled salesman. Even though busimess
1= bad and most of your slaves are sickening [rom
the long voyage, he manages to fetch an avemge
price of 12 Gold Pieces for each slave. Multiply the
number of slaves you had by bvelve and add the
total bo vour Booty as Gold Fidces. Turn to :?5

138

Ihe ravine is long, twisling and covered in snow.
You walk up it slowly, listening to the increasingly
louder and closer screams. Suddenly, several laree,

shaggy, white beasts fise from cover same distance
above and roll a huge ball of packed snos, ice and
rocks down the myvine owards you. Roll two dice, 1t
the result is less i your SKILL, tum to zog, If the
resuliis equal fo or gredter fhid YOUrSKILT, LD Lo 17,

239
As you punch it in the stomach, it bites you on the
tez. Both of you howl with pain, and the Cyclops
drops you on your head when it relinquishes its
grip - deduct z points of 5 ran N A from each of Fou.
Standing on shaky legs, you face your cpponent.
Will you:

Punch it in the chest? Turn k18
Elbow it in the nibs? Turn lozg
Take a fving kick at its chest? Tum ko 206



140—141

140

The Banshiee heads aleng the west coast, bringing
voul Lo the Kish Della. Roll three dice, If the resullis
Jess $hdr YOUr CREW STRERGTH, add 4 days to your
Lo, If the result is squal toor grealer fhen your CREW
5rRENGTIL add 5 days to vour LoG. Under the cover
of darkness, you sail up one of the mowths of 1he
Delta rivers, edging your way through the shallow
walers to avoid hilting any sand-bars. Test wour
Luck. Tf vou are Lucky, turn 10 64. Tf you are Unludy,
turnto 2g;

141

¥Your crew mun riot; sethng fire to buildings and
generally tearing the town to pieces. Belore long,
however, a large troop of Kishian cavalry appears
on the outskirts of the scttlement and proceeds fo
counter-attack. The attack takes your pirafes by
surprise, o, in the ensuing combat, deduct 2 from
your crew's dice rolls,

KISHIAN CAVALRY SIRIKE 17

Tf wour crew defeat them, turn to328.

STRENMGTHH

142-144

142
You beat into the wind. Roll one die. If the resultis
1, 2013, add 2 days to your Lo Ifthe resultis 4, sor
5, add 3 days fovour Los, [vour LoGis now an even
nomber, en o 253; if your Lac is anodd number,
o By 2y

143

You and vour crew sweep into the tiny village like a
squall, aking the defenceless occupants by surprise
and capturing most within minutes. However, a
tew must have escaped and fled 1o a nearby military
post (previously unknown to you), for a small de-
tachment of mercenary cavalry appears within half
an hour and proceeds to counter-atiack.

MERCENARIES STHIKE O STRENGTII B

Il vour crew defeat them, tum to g8,

L4
You lose,” savs el-TFazouk, ‘the Bansheeis mine,” Will
vou hand the Banskee over peacefully (burn tiig) or
fight your way out of this mess (fum to B1)7?




145-146

i
You twist and deliver the blow as sharply as youcan
to the Cvclops” elbow — deduct 2 points from its
sTAMTNA. With a gasp, it drops vou to the ground,
where you land heavily —lose 2 points of sTaMNa.
Crawling on all fours, vou scuitle behind it Will
YOl

Elbosv it in the spine? lurn o132
Flbow it in the back of the knee? Turn ko 46
Ponch it in the kidneys? Turn to 347

146

The markets are tull of farmers, soldiers, boreao-
crals, merchants and slaves, but next io no sailors
and #ven fewer non-sealarers willing to learn the
piralical trade, There are a few souls prepared (o
joinup, however, but the price is steep. For every 20
Gold Pieces spent, vou will be able to recover 1 point
of CREW STRENGTIL You learn from some of the new
hands that there i= a wealthy but unwholesome
shrine, dedicated to the gods of pestilence, built
some miles up the mainiver which flows to the side
af Assur. Will you make a short detour upriver b
check the place out {furm to 335), orleave Assurand
patrol either south-cast, into Lthe Inland Sea (fum o
318) or south, down the western coast (tum to 43)¢

=1

25

147

The decimated horde tums tail and runs. Giving
chase, you follow the swrviving Gobling back o
their cavernous lair, where your crew stard up the
fight onee again. During the battle through the
Goblins’ cavern, you become separated from your
men and, stumbling through the dim light, fallinto
a sublerranean rapid. You are swept under julling
butiresses, down walerfalls and, finally, inte a
relatively still pool — miles from where vou slarted.
Turn Hr 53-

1468

The cave finally narrows quite considerably inlo a
jagged shit about ten feel long and bvo feet wide —
just encugh to squesze through. The murky water
doesn’t allow vou to see what lies beyond. Will you
shide vour way through the slit (turn to 398), or go
back up the cave and down the side-passage you
saw earlier (lum to 136)7



149—151

149
Silently, you and your crew approach the rear wall

of the .-,trfmghn]d. Then, witha msh, you all charge;
grappling-irons fly and the crew scrabbles for the
parapet. You sweep over the wall and nto the
castle’s interior, takang the warrdor priests com-
pletely by surprise. They still put up a bit of a fizht,
however,

EMNEAKIPRIESTS STRIKES STREMCTH 10

If your criw wins, LUrn 1o 274.

150
Tum to 5a,

151
Climbing towards the mountain peak, vou stomble
across an enormoeus nest constructed from tree-
trunks and boulders, It contains three eggs, eschas
large as a man. Tt is obviously a Roc nest. Looking
inside, you discover the narrow opening foa roogh-
hewt unnel leading mnto the mountain-cide. Justas
you crawl in, alone, 1o have a closer look, 2 termble
Aapping sound fills the air. The Roc is reluming 1o
itz fait! Your ceew, sl ouatside the tunnel, scatterin
panic, and run at full pelt towards the jungle. The
Roee lands on ils nesl with a squawk. You decde o
follow the tunnel down. Turn to 76

152—155

152

Add 1 day to vour Lo, You heave to in a sheltered
cove on the north coast. Disembarking with your
crew, vou proceed inland, crossing wide, carefully
tended fields. n one of these you come upon a large
herd of cattle, quietly grazing on Lhick clover. Your
crew sugpest that, as the Bunsher is running low on
provisions, they should slaughter some of the cattle
for later use. As the fickls are devoid of human life,
will ¥ou gmive your crew the go-ahead to steal the
caitle {fum to 41), or refuse and continue Lo explore
the land (horn e 77)?

153

As the Bawskee passes belween two ships in the
seaomd line, one of them spews forth a viscous black
substance that covers the Bamshee's decks and rig-
ging: Vollevs of fire arrows follow, setting Ehe black
substance alight. Your vessel and many of youi
crew become instant forches. Diving overboard,
you and yvour SUTVIving crew save yourselves — but
not your journey. Your adventure ends here.



154-155

154

The pirates were, of course, burving themr treasure.
Lilting 1he chest out of the hole into which it had =o
recently been put, you discover that it comizing 112
Gold Pieces —add this to your Booly. Searching their
vessel, vou find encugh provisions and water tnsee
voul Lhrough the last leg of vour journey to Nippur.
You teharn to the Barshes and set sail to the south.
Iurn oz

153

“¥ou scurvy dogs, there's not a pirate among you,’
you sav, drawing vour stimitar. “I'll run through the
first to burn his back upon this land of opportumity.”
Your crew remain ummpressed — S0 WnimMpressed,
in fact, that one of them raises his crossbow and lets
Hy a darl which strikes vou in the chest. ‘I'll not die
to satisky vour greed,” says your murderer, 35 you
collapse to the ground. Your adventure is over.

156

As the Cyclops grabs you, you let y a swill punch
inbo its single latee eve — dieduct 2 points from its
SrasiNa. Soreaming in pain, the monster lifts yon
i the yie by one of your legs. Hangongs upside
dovm, will you:

Punch if in the stomach? Turn to 139

Buttit in the ribs? Tumn to 372
Kick il in the elbow? Tuento 235 -+




157

157

The Banshee sails wesl, lowards the coast. Roll three
dice; Tf the resultis fess than vour CREW STRENGTE,
add 5 days to vour roc. If the result is agusel fo or
greater Hhan your CREW STRENCTH, add & davs o
vour LoG. You reach the coast at a point just off
Mount Martu-Amurm, a mwant forest-covered peak
that lowers over the small fishing town of Kitkuk.
AT yvena:

Take your cut-throats ashore and

try to frighten the lownspeople

into handing over most of ther

gold? Turn to 102
sail south along the coast kinvands

the hostile city of Kish? Turm to 223

158—159

158
Lighting torches, vou and your companions ease
your way into the tunnel and edpge down throngh
the hill. After a few hundred vards the lunnel ends
in another doorway — this one is blocked. Teaning
dgainst it to test its strength, you are surprized to
have the floor beneath you Hip open, dropping you
out of sight of your equally surprised companions
and infoa narrow chute. You tumble down this for a
few seconds before dropping into an open space
and landing in a subterrancan lake. Spluttering to
the surface of the water, vou look around. Turn Lo

33-

159
Your crew are extremoly reluciant to approach the
dangerous teefs, and when a horrible grating and
vibration passes through the Bamshes, their worst
fears are realized. Your ship is stuck on the eocks,
The Kishian marines, seeing your plight, ease up a
it but shill prepare to board - their shallower keel
allows them to approach the Bumshee with some
degree of safely. Your cresy stand fasl as the first
marines corme over the runwale. -
FISHTAN WARSITIP  strike 10 STREMGTH

If your crew win, furn [o 234,



160

g Lol]

The ravine is long, twisting and filled with deep
snow. As vou and your crew climb up it, the
screams and howls increase in intensity and fre-
quency. Suddenly, an enormous ball of ice, snow
and tocks comes carcering down the ravine at a
dangerous speed, You manage Lo leap safely bo one
side, but several of your crew are less forfunate and
are crushed. Dleduct 2 points [rom vour CREW
sTrENGTH. Further up the mountain, you can see
several shagzv white beasts consleucting more of
these dangerous missiles to roll down at you. Will
vou charge and attack these snew crealures before
they can compleie their weapoms (tum to 220, or
relreat down the ravine and continue &Jﬂ-nh thi: path
oo 2697




IHI—162

-3

With many hard metallic clinks against the boulder,
you starl il rolling out on to the stairs. The Troglo-
dytes, hearing all the comunolion, run up towards
viou, This is guite fortunate for vour plan, as it takes
the creatures away from the salety of the side-
passage. When they see the boulder crashing down
towards them, they turn @il and try to run. The
boulder is loo gquick, however, and cushes them
against the stairs, Tum to 3o7.

162
The Leech drops from its Iair and lies quivering at
vour feet. You notice that the hole it came from i
rather wide, with rough-cut handholds cutinto its
side — it should be possible to dimb into, and up,
this tunnel. Will you continue down the stairs (lurn
Lo 183}, o climbup the Leech’s hole {turn to 10g)?
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163=164

163

Putting the bow to your shoulder, vou aim and fire,
the guarrel singing from the weapon and striking
the beast between the eyes, The missile explodes
with a bright blue flash, The monster collapses Lo
the ground, headless. Fearing distant roars and
crashes in the jungle, you dedde to return to the
Ramsize. Turn to 219.

164
Sailing around the shoals, vou head for Trysta. Roll
three dice. T the resull is less Hire vour crew
STRENGTH, add 1 day fo your toc. I the result i
diual fo or greader Hiaw your crew sTRENGTH, 2dd 2
days fo your Loc. Then fum to 132,




165—166

163
The statue rolls easily to the side, causing some
ancient mechanizm to grind into life, which opens
the massive stone door with a hollow boor. You go
through it. Turn to 179,

166

Yo swing the wheel, tuming the Bansher jusi
enotgh lo miss a falal collision. As vou cuise past
the ice moumntain, the fop lifte momentarily, allow-
ing you to see a large palley which is resting on the
ice several hundred vards i from the waler-line.
Will vou heave lo and approach the ice mountain in
the ship’s boat (tumn to221), or steer away from-the
monalith and continue on your journey south ffum
tooza7)?

167

167
The Bansiee cots through the Southem Sea lowards
the Three Sisters, Roll three dice, If the result is less
iR FOUr CREW STRENGTH, add 4 davs to vour Loc.
If the result is egual to 0F yreafer Han your crew
STRENGTH, add 5 days lo vour roc. As vou
approach the three islands, you sce they are
grouped logether guite closely. The nearest island is
low and looks fertile, with neatly tended archards
and small ¥illages of thatched huts. The next izland
15 actually an extinet wvolcano, ils cone rising
thousands of fectinto the air, while the lower slopes
are heawvily timbered. The other island is, like the
first, quile low, but is dominated by palms and
sand. Which will you land on:

The neat-looking island? Turn to 386
The volcanic island? Turn to 36g
The palm-covered island? Tumn to 354
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168—1.

168
The tunnel ends quite suddenly in a large rocky
chamber. Sitting on the irregular floor, its insanely
complicated limbs folded aboul a spiked shell, is the
Krell, Its stalked eves consider vou, while it tovs
wiltha boulderin its claws. Food,” it savs, ‘Mmmm,
tood. Yes, food.” With a kick of its legs, it attacks.

ERELL SETLL & STAMINATI

Ifvou defeatit, turn to 374,

160

You leap nimbly (o one side, and the wheel spins
pastand crashes harmlessly against the other side of
the pit, tazors carving deep gashes in the door
bevond. The niche from which the wheel came is a
dead end, affording no exil from the pit. Wery
quick, you wily fox,” says the abbat, watching your
endeavours. ‘Won't you By another? Which door
will you open nowe:

The door with a star-burst? Turn o 380
The door with an upside-down
triamsle? Turmn o 327

The door with a horizontal
; crescent? Turn Lo 244




ET0—171

I

Careful handling of i'i]]:—!rgzd sail takes yon inio the
branch channel salely, Suddenly, (he boat grinds to
a halt, stopped not by rocks but by some enommous
cregtre residing in the centre of the passage. Large
sulphur-yellow tentades arch out of the water and
over the deck of the Banshee, coiling around youand
vt erew, Yo battle this nenww horror.

EEEF LURKER STRIKE Q

Il youdeleat it, lurn lo 267

STRENUGTH G

You head for the neutral cityr of Assur, the Banshes
ploughing steadily through the still waters of the
Inland Sea. Roll three dice, IF the result 15 less fam
VOUrCREW STRENGTH, add 5days lovourtoc. Wihe
resulbis sl fo or greater Hom your CRew STRENGTH,
add & davs to your toc. U your toc i an odd
number, fumm to 376; if vour LoG is an even number,
lurn io 357.

172175

172
After a few hours, the storm drives you straiphl on
to Lhe rocky teeth of the Shoals of Trysta. The stones
and andent corals of this sodforsaken reef tear Lhe
Bansiwe to pieces as the huge zeas and relentlecs
wind dash it forward. Shipwrecked, vou cannot
continue vour adventure.

173
The corridor leads into a deep gloom, but ahead vou
can make outthe dim shape of adoor. Test yowr Luck,
If you are Lucky, turn to 28y I vou are Uniicky, Llurn
o5

174
Unceinfected with the parasites, there is no hope of
survival. In a matter of minutes they have reduced
vou to an empty shell, and they lay their eges in
your remains, fo hatch when the next unsospecting
vichim happens alones. ¥our adventure is over,

175
Ihe Banshee 15 too slow. The warships cut rapidly
through the sca and pull abreast, one on either side.
Ihiey open fire with arrows and cast grappling-irons
into the Bawpsies's rigging. You will have to fight,

WARSHIPS STHIKE 10 STRENGTIT 14

I your crew defeat them, turn to 104




17h=177

176

With the cavalry following ata reasonable dislance,
vou return tothe Banshee and put out tosea, Assoon
as vou are clear of the cove, however, a stmnge and
fl'ié,’htenin:c; wind starts up from the soufh. This
supernatural squall, obviously a sign of the King of
the Four Winds' displeasure, blows progressively
stronger and strunger, whipping up & wild waterall
around the ship. Unable to navigate in this macl-
sirom, you aresweptalong wherever the wind cares
to bake vou. After a week, the storm abales, and vou
find yourself back at the northem end of the Inland
Sea, just offshore frum your starting-point of Tak.
As it is impossible for you to win the wager, your
adventurels over,

77
Swingingg in the monster's grip, you deliver asavage
punch 10 il= groin, achieving little and badly bruis-
ing your hand — lose 1 point of sramiNa. The
Cyelups is sufficiently distracted, however, furclin-
quish its grip on your leg. You fall to the ground.
Standing up, you face your opponent. Will vou:

Punchitin the chest? Tum o8
Cive it a back-handed Blow in the

armpit? Tum o337
Elboswy it in the mibs? Tum to 29

178—180

178
You round the southernmaost point of Trysta and
steer towards the Channel of Geth, Some filly
leagues ollshore from the city of Marad, you see an
Eland which 15 not indicated on any of vour charts.
Will vou land on this island {turn to 38), or combinae
o your way (fum o 4)7 Tt

179

Through Lhe doorisa long narmos hall, whose walls
on either side are regularly puncluated with
alcoves. The floor is strewn with a large number of
ey ovond stones, each about bwo feel in diameter.
At the lar end of the chamber is another massive
door. Will vou look in one of the alcoves (turn to
218}, take a closer look at the stomes (tom ko aga), or
leave everything alone and make your way Lo Lhe
other door (turn to 248)7 '

180
If you haven't already, vou can sell any slaves you
may have (furn B 349); otherwise, you refum to the
Demrshee (tum to 238).
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181

181

Yoo s3il fowards Lagash, on the Eastern Rim, arriv-
mg on the sixth day. You take the Banshee into the
s mouoth of the Parine River, which fows under the
e very walls of the aty, and head inland. As the
ship rounds a bend in the river, you see a stately
pleasurc-barge zhead, rowing lethargically up-
stream. The Banshee pulls alongside and, with a cry,
vou send your crew against the small number of
chrome-helmeted guards.

BARGE STRIKE 5 STRENGTHBG

If ¥ou win, tum fo 280,




182

‘Noway, captain,” they scream. *We're sick of all the
places vou keep taking us to. We're going back to
Tak — at least our enemies there are human® They
sprint off down the beach, seize the ship’s boatand
return 1o the Bonshee. Sailing off 1o the north, they
leave vou stranded. Your advenfure is over.
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18

Eventually, the stairs Em-ia in a large mauseleum,
Coffins, sarcophagi and even loose bodies, covered
only with shrouds, crowd the coypt. You walk
actoss the slimy floor and stand by one of the
cotfins, decdimg whether or not {o open if, A low
groan passes through the chamber, followed by a
wail. Tumning slowly, vou see the glowing white
form of a greal warrior, resplendent in armour, but
fong dead. The ghost beckons to you with a white
digit and, slaring, whispers, ‘Which . . _ which way
i the wind blowing, these days, on Envaki?”® Para-
hysedwith fear, what will vou answer: north (turn to
3138}, east (turn B0 2gg), south (furn to 31) or west
{furn to14)7?



154—185

18y
After a few hours of fruitless wandering, you are
ambushed by a large contingent of pygmy Lizard
bMen. These ferocious creatures;, similar to their
larger desert-dwelling brethren in general physi-
ology, are armed with short spears and bows. There
B nothing they prize more highly than human flesh.
Your men draw their swords to meel the rush of the
attacking creatures.

LIZARD MEN STRIKE 7 STRENGTI X

IFvour crew win, furm o 40,

The journey to Assuris shortand uneventiul —add
day to your LoG. Upon arrival, you head steaight for
the central market, hunting for some sailors to
recruif 35 pirates. Test vonr Luck. If vou are Lucky,
turn bo 283 IF von are Hnlucky, tum bo 146,

=
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186—187

186
some keen-eved oocupant of the town must have
spolled you and your crew as you entersd the
cornfields, When yoo reach the edge of the town,
you find several hundred armed militiamen pre
pared b defend their property. As vou all emerge
[rom the cover of the com, the Kishians charge.

MILITIAMEM

If your crew defeat them, tumn to 128

EIRIKE 8 STHEENGTH 10

Twisting in its grip, vou manage a bit of spin o
deliver whal would normally be an arm-breaking
bl Bo the back of its elbine. The Cydops, deh-
nitely irritated by this manceuyvre, drops you lo the
pronnd —deduct 1 peint from its Sramina. Landmg
lightly, you sprinl around behind the monster. Will

WL

Tum to 115
Tum to 132

Punchitin the leg?
Elbow itin the spine?
Take a flving kick into the middle

of its back? Tumn b 384

158—150g

)

T8

Taking most of Four crew ashore, you beyin explor-
ing for a pass through the mountains behind the
temple-fortress — add 2 days to your LoG. Fyentu-
ally, you find a hikely path and proceed up it,
through forest, scrub and finally snow. As vou and
Four crew wend your '-*-avtmvarr:[s the hiph point of
the pass, you see the unique I shape of an Enraks
shrine poised on a nearby ridge; its red-wood struc-
ture howls eerily in the wind. Will vou detour to
look at this shrine {furn to 3500, or continue along
the: path (e o 52)?

189

Business 15 bad and your slaves, sickening from
kmg confinement in the hold of the Raeshee, are not
of the best quality. You receive, afler the dealer has
deducted his cut, § Gold Pieces on average for every
slawe. Multiple the number of slaves vou had by
"t:.,ﬁt and add the total ko your Booby as Gold Pieces.
Turn &0 299
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190

Kneeling down, you reach across to tall one of the
stones over. Unexpectedly, your hands sink intothe
grey mass, causing fhe “stone’ to shriek loudly and
=pit gobs of add at vou — one strikes you on the
shoulder. Dedict 2 points from vour staMina. The
ovoid continues to shrek and epit. You draw vour
swiord to defend vourseld

ACID BALL

I wou defeat it, turn to 205,

SHILL 4 LTAMINA D

191

You steer wide of fhe hostile city of Marad. Eoll
three dice; Tf the result is less fhen your CHEW
sTRENGTI, add 4 days b your Log. If the resull is
equal Lo of grester than FOUT CREW STRENGTH, add 5
days to your LoG, As vou gel lo within fifty leagues
of the Channel of Goth, your look-out spies an
island which is net indicated on any of your charfs.
Will vou land on this island (tumn to 38), continue
towards the Channel of Goth (turn to 4}, or head
wesl, ko pass south of Trysta on yourway to the Roc
(turn to 25777

192-143

2
I'he men of the village higve been annihilated, and
the women and children have fled inland. Your
crew, irate at being imprisoned for no particalar
reason, putthe villageto the torch. Youreturn o the
Hanskee, which is still safely anchored ofishore,
Tum to 314,

165
Il iz too late to avert tragedy. The Banshee ploughs
ko the ice mountain, snapping its masts and rip-
ping itz hull open. Taking in massive amounls of
waler, your unforfunate vessel sinks beneath the
waves with the loss of all hands. Your adventure is
UVEL.



104

194

After just one day, a caravan of enormous ochre-
coloured octopedal beasts shambles over a ridpe
and into sight. The heavy pack-animals are puarded
by a dozen Lizard Men whao, high in their wooden
saddles, survey the surroundings with some sus-
P'l'_lﬂl"l KL"L'FI-'I-TLH your men out of sight, you allow
the comreoy to approach within striking range, then
launch the attack. As your erew surge uut, uHerng
their war ay, the Lizard Men calmly draw long
composite bows and let flv; the three-foot amows
cut a swath through vour force. Deduct 2 points
from vour crEw STRENGTH. Evenlually, hand-to-
hand combat begins.

CARAVAN STRIKE H STRENGTII O

If your erew defeat the goards, add 1 day to vour
LOG and then o (o 320,




195-104

195
The helmet, obviously consiructed by a magical
being of high potency, drives the vicious Brain-
eaters from your body belore they can do any more
damage, Leaving the ather bodies, vou continue
deweniEhe tonnel. Turn o 240,

51
Running up to the L'rga’r?fre’ﬁ head, vou punch it
with termific foree in the jaw — deduct 2 points from
itz sTamin A, The Cyclops stagrens o iis tect, hold-
ing itz head. Recovering slighily, it launches mito 2
crouched attack, running to catch youo in its arms,
Wiall you:

Funch it in the eye? Tomto156
Step sidesways and deliver an

elbow smnash to itsarm? Turmtosy
Iake a flying kick at its midnff? Tum fn éo

IO T=100

1o7
You sail onwards, to the Rivers of the Dead. Koll

three dice. If the result is Jess Han your crew
sTRENGTH, add 5 days to vour Loc. If the result is
egual fo or greafer flam vouT CHEW STRENGTH, add 6
days to vour Loc. Dropping anchor by the mouth of
the largest river in the proup, vou disembark with
most of your crew and march inland, leoking {or
sefflements or caravans to raid. After a few hours
vou come to a small mnge of steep stony hills,
crazed with gullies, namow valleys and dry water-
ways. Will vou climb over these hills {turn to23g), or
search through a few of the gullies in case they are
hiding anything {fum to 226)?

195
Roll three dice. If the result is less then your Crew
STRENGTH, tom to 257 1f the result is egi! to or
graier Hum your CREW STRENGTH, furm to 341,

o4

The chmb takes vou oot of the shrine and on to the
roof. You wave at your cresw skulking in the foliage
zome distance away and then ook to see which way
o go next. The only way forward is to climb dimes
another chimney — of w hich there are several, Pick-
ing one at random, you descend inte a small closet
like room. Ther are two doors leading from il
Which will you take, the left (tum to 264) or the right
{tomm tn 28g)?
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200
Tum to 5o,

{1
Grasping the skull by its single horn, you pull with
mighty force. Test your Luck. T you are Lecky, fam to
232, If you are Unlucky, turn to 243,

11

_ i
[ [E-
‘ -] _." A
. ST

i _l

202

The next race has sixteen lizards enlered, bul vour
keen eye whittles this down to a compebbon be-
bween lour favouriles: Omar Shazi, Basilisk, Wazi
Biin and el-5avak, You must place 2 bet of 20 Gold
Pieces ot 2 slaves, whichever you prefer, on one of
these. Choose which Bataar yon will back, them
thros a die. It the result is 1or 2, lum (o 2358; if the
reriultis 3 07 4, tum to 131 1F the resuolt ¥ 5 or &, tom
lo 106,

I -

203-205

205
The scimitar cleaves straight through the red cat,
but does not harm it. Tum to 322

204
Roll three dice. IF the result is less s VOUT CREW
STRENGTH, add 3 days to vour toc. If the result is
=quil fo o7 greater thay Vour CREW STRENGTH, add 1
days to your toc. Then tum to 27,

203
The ball, cul into shreds, lies quivering on the floor,
ite ‘blood’ etching deep marks in the paving-stones.
I you haven't already, you can look in ane of the
alcowes (furmn fo 218); otherwise, you malke your way
to the other door (furmn to 248). -
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Taking a short run up, ¥ou jump in the air and kack
out at the Cyclops’ chest, striking it a heavy blow —
deduct 2 points [rom the creature’s sramina IE
uthers a short grunt and stumbles back, lashing out
with a huge paw as it does so. Grabbing you by the
forearm, it lifts vou into the aie. Wikl you:

Back-hand it in the elbow?
Kick it in the armpil?
Bite it on the wnse?

Tum o145
Tum {276

=i
Renegotiating the tricky Kish Delta, you retum o
the Southern Sea. Will you head for the idand of
Kazallu to search for provisions (tum o 108). or
steer wvell clear of the Kishian coast and Sail out into
the centre of the Southern Sea (tum to 340)?

208
Ag the Banshee pulls free of the galley, yvou sce a
second line coming in from Marad, Will you con-
tinue to try tobreak through the Marad lines (furn to
153); or try your luck with the smaller Shurrupak
galleys instead [(furn to 127)7 -

Tum to 305=1

e e e e W

209—210

209

Ducking under a protective finger of rock, you let
the snowball crash past and disappear down the
ravine. When it has passed safely by, vou rise from
cover and run back down the ravine to the path and
your waiting crew - walching furtively over your
shoulder as the snow beasts roll more missiles inlo
clace. Turm to 11T,

210

‘Col” says the spint. Teave through there’ He
points at 2 low arch. Going through this, vou find
vourself at the foot of 2 high spiral staircase which
disappears into the gloom averhead, ‘Gol” vou hear
the whost implore. ‘Go!” You climb the winding
stairs up info the shrine, until thev reach a dowor,
Tumn to 289, :

L1



211—3132

211
You lum the Barsher towards Calah. Roll three dice.
If the result is less Hian your CREW STRENGTH, add 5
davs to your Lo If the resultis egua o or greafer Humn
your CREW STREMGTH, add 6 days to your Loc.
Calah is a bustling, protty seaport, second 1::_[1]_1_,' to
your home town of Tak for scediness and criminal
activity, Upem arrival, you head straight to the
wharfside pambling-pits. Which game will you
play:

Punch-onut? Turn to 38
Bataar racing? Turn 270
Dice? Turn o236

12

The storm abates, leaving dearskies and a stll seain
its wake. ‘Cap’n,” cries the look-vut, pointing south,
‘merchant vessel that way; looks like it's been dam-
aged by the storm.” Heeling the Banches about, you
approach the large ship which, vou see, has lost a
mastand mostof its canvas, Will you board and sack
the vessel {Lum to 302}, or trv to frghten the ship's
master into handing overall his gold without a fight
(tuen Lo 326)7

213

.

Disembarking with a few of vour crew and all of
vour treasure, vou head inland, towards the central
peak of Nippur. Halfway up the mounlain, you
come fo & high wall which seems to completely
encircle the interior of the island. You follow ehe
wall around, until you come to a break flanked by
fwo enormous sfone statues. These slalues havie
thewr arms raised in the air, supporting a larye beam
which spans the gap between them, From the beam
mang the bodies of several sailors, bvisting slowly in
the wind. A short wizened creature, dressed in
loose black robes, appears and says, ‘So. vou have
come to see the mountain. One of vou will have to
fight the keeper, if vou want to see the moanktain, It
cackles and adopts an expectant pose. Will you
agree to fight the ‘keeper” (turn o 298), or jost
ignore the threat and head straight through the
break in the wall (furn to 38g9)2




214215

214 ’
The dooe crashes open o reveal 2 small shrine
whose central feature is & wonden figure of a EE!
warrior lying in repose upon 2 raised dais. The dais
iz inccribed with the fellowing

AXILLON
WARRIGE SATHNT
SLAYER OF DRAGONS

The figure has a crossbow of Et!{'im- shing f_n:'_nuﬂtme
shoulder, Taking this, you notice that the weapon,
emed with one bolt, secms to bein Tr:.-'nrk_mg {arde-:_
You don't have Hme to examine it Loo cosely,
however, as the fire, spreading rapidly through !l:qe
barye, is threatening to cut ¥ou off. Time to leave,
Turn ko 293

5 le, be
- - H —a LT -; E
The cavalry lead you to an IMpressive Casve, -
decked with banners and guarded h‘,huﬂﬂmﬂa u;:li
mern-at-arms. Revelries are in progress in the centr:
courtyard. Teaving your crew here io _pa.—Lalﬁ* of Lt_w
wine and somy, ¥ou are conducied into the main

feast-hall, where the King of the Four Winds sits |

among his retainers and courtiers. ¥With 2 welcom-
ing gesture, the king hids you be scated only a 1ew

from i Loes youin a rather |
places from his throne. He engages yOum In & [EHhEr |

lowud conversation (as the feast-hallisD _ni:?; with l‘_[l-]l!l:"
Festivities) about the weather and Four journcy. Wi
you tell the King about the true nature of your trip
(turn to 260) or not (tUrn 1o 312)7

1b6—z17

216

¥hen you enter Lhe hall, the flames in the fire-pit
leap to the ceiling, and a groan creaks throughoul
the room. “Wail,” breathes a voice;, “wait.” Looking
mio the flames, vou see a tenuons lizard-like crea-
fure, armed with a shert trident, beckoning you
dozer. ls almost human eyes twinkle as it azks,
Where in Albion would you find that which lies
betwern above and below? If you know Lhe answer
torthis, hurn to 308. U you don't, turn to 317

3 Ll

Mulling away from the oy monolith, vou contimne
south. You will have fo take on some provisionsand
fresh water lo be able Lo reach Nippur. You can
get these by landmyr either at the island of Kazallu

(fum to 108) or the islands of the Three Sisters
i o 167
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-113—119

214

The alcove into which you ook is shallow, covered
m cobwebs and oceupied by an ancienl human
skeleton. This relicis dressed in roting ragrs and the
remnanls of once proud armeur, Now il lies in
dusty collapse upon the stone oor. You see that it
has several gold rings on one hand, Will vou take
these ftwmrto=s), or, leaving the aleove alone, go to
the dooral the end of the hall {furn to 2483, or, if vou
haven't already, inspect the ovoid stones (ham to
190 2

219
Ii vou haven't already, you sail to cither the neat
island {lurn to 386) or the palm-covered island {turn

L 354).



2Z0—121

Z20

Az you and vour crew charge up the mountain, the
snow beasts give that weird soeam that had
attracted you inio the ravine, then tum and dis-
appear at a run into the bleak reaches above. You
conlinue the chase for a while, hunting around for
the dangerous creatures, before being interrupted
by yet another large snowball rolling into the midst
of vour crew, and cushing several men. Deduct
2 poinis {rom your cCREW STRENGTH. Unice again the
creabures Tetreat inko the cover of the snow further
up the mountain, You dedde to refurn fo the
path above the fortress. Test your Luck. If you are
Lucky, turnto 244, fyvou are Unincky, bum fo 373.

You paddle to the icy shore and disembark The
malley lies about twe hundred yards away in the
centre of a deep valley of ice. W il vouapproach it by
walking up the middle of the val]e:r (fumn to z73), or
by walking as close to one of the steep sides as
possible (turn to 288)7

222-2235

22z

Pulling the Hydra's carcass on board, you cut it
open, and find the grisly remains of sailors mixed
with the odd shark and other scraps. The beast's
gullet also contains some 52 Gold Pieces, which you
add 0 vour Booty. You throw everything else back
into the sea. Will vou continue to pa trol the Inland
Seaby heading towards the Shoals of Trwsta (Lurn to
&), or d‘:anae course and travel either to the west
coast {tum to 257) or the Eastern Rim (tuen to 1o} for
a bit of coaslal raiding?

223
Roll theee dice. If the result is less Har vour crew
STRENGTH, add 5 davs to your Loc. If the result is
aquia! {0 or greater HiTH yOUr CREW STRENGTH, add &
days to your Log. As vou approach the city of Kish,
numerous sightings of heavily armed but sluggish
war galleys on the horizon impress upon you the
[oolishness of a raid on the city. Instead, vou steer
towarnds the Eish Isthmus, 2 wide ].'.II'-_"1'I1I!1'-|L'I|.rJ of land
profected by sheer, unbroken cliffs, These cliffs
defer largescale imvasions ik the neh lands
beyond, but a small [orce, such as yvou and your
crew, might be able Bo scale them fo condud a
lightning raid inland. Dropping anchor when you
reach this isthmus, you take your crew on the long
and dangerous climb up the cliffs, Roll two dice, If
the result is less Hhar your skint, tum to 2630 Tf the
result s equal to or greater then your skiLL, turn to

Z42.



224—225

224
Taking advantage of the Cyclops’ prone positon,
yvou step Forward and kick it in the groin with all
vour might, spraining your ankle rather badly —lose
2 points of sTaMINa. The monster does not seem o
be overly distressed by vour blows 1t rises ks fest
and then launches inlo a crouched attack, running
to catch vom noats amms. WAl von:

Take a flving kick at its head? ['armn to 290
Punch it in the eye? Turn tir 158
Step sideways and deliveran

elbinw stnash to the arm? Tum i 7g

225
You face the surprised abbot and his equally sor-
prised attendant monk., Whipping vour scmitar
from its scabbard, you rush the pair, cutting the
monk down before he can defend himsslf and then
crossing swuords with the master,

ABBOT

GHILL T4 LTaMINA B

If youa defeat him, hurn te 3g0.

I

The valleys are long, tortuous and diverse, You
skulk around them for a few hours before stopping
o rest. However, just as vour coew pul canteens Lo
mouths, a ferocions shouting starks up behind the
steep Tises o either side, followed by the slapping
and banging of hobnailed boots on stony wround . A
ferific number of angry desert Goblins, wilh flared
hairy nostrils, bat-like ears and flashing swords,
poar over the edges of the gully and leap into the
midst of your men. A ferodous batitle starts up.

COBLIN TIORDE STRIKEQ STEEMGTH 12

If your crew defeat them, turm to 747,




227228

Za7
Opening the door, you step into a small room
occupied by a single Basihsk, This hideous little
creature, which has its back to you when you enter,
lurns around slowly. TestyourTack, T yonare Loty
tomm to 278, I you are Uilucky, turn 1o 247

The statue is easily raised from ils pedesial and,
while being heavy, presents no real difficulties as
you cary it outside, down the slairs and inio the
arims of vour waiting crew. Rebumming to Assur, you
sell theidol for 1os Gold Pieces —leaving the ruby for
the lucky new owner o recver. On the Bansher
again, will vou go raiding south, down the western
seaboard {tum to g5), or sail south-sast, into the
Inland Sea, in zearch of merchantmen (lurm to 338)7

220230

224
Crabbing the nearest body, you are horrified when
several swollen worms burst from the man's chest
and burrow their way into your arm. Lose z points
of stAmina, You recognize them as being parasitic
Brain-eaters, which chew through their vicHm's
flesh and bones on their way towards the untorbun-
ale’s brain. If vou have the Helmet of Ut-MNapishbim,
timn to1g5; otherwise, tum to 17

Z30
With greal reluctance, vour crew calm down and
agres fo confimue. Around the next curve in the
beach you come across a wrecked galleon, its empty
hull strpped by time and weather, Hunting
around, however, vou find 16 Gold Pieces lodgedin
cracks or just Iving in the sand — add these to your
Booty. Will you tuen inland (turn ta 42}, or return fo
the Bansler and — if voo haven't already — sail 1o
either the neai-looking island {turn to 386} or the
palm-covered island {furn o 354)7




231—-232

231
Dropping anchor in a bav len miles from the fort,
vou proceed ashore with your entire. crew — each
man heavily armed and most bearing grappling-
rons or ladders. When you arrive at the castle, you
=z that the stone walls are aboul hwenty feet high,
while the main gates are solid iron and flanked by
two 2l towers. Will you launch your assault over
the walls {fum to 367) or through the gates (furn
o 303)7
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232
Ihe hom breaks free from the skull, which stavs
firmnly embedded in the wall. A Unicorn’s hom is a
lucky find at any time, but here, under the ocean, it
= doubly so. Restore 2 poinls o yvour TUCK. You
conlinue along the tunnel. Tum to 168.



233

5]

You go to the greal rows of sailors” inns that line
Shurrupak’s harbour. In one of these, you feel a
heavy hand clap you on the shoulder. Turning, vou
see, momentanly, the face of one of your oldest
adversaries, Shamit Gawel Meslafa. He punches
vouin the face, knocking vou to the floor. “You dog!”
he screams, drawing his sword. 1 lost my ship —
which [ stole with my own hands —because of von.*
e mushes to the attack.

SHAMIT GAWEL
MNESTATFA SKILLGQ

If vour defeat him, turn to 84.

ETAMINA 6

l

|

234—235

234
Your crew slaughier the marines, saving 1o for sale

later in the slave-markets of Shurrupak. Ln time, the
nising fide lifls the Bansiiee from her place on the
rocks, allowing vou to retreat to deeper water. Will
vou sail around the shoals to the island of Trysta
(furn o 164), or head south-wesl, either towards
Kish {furn to 223) or the Roc {tum to zo04), or travel
soulfy-cast, towards the Channel of Coth (furn
toaga)?

235
Twisling, vou deliver a sharp kick (o the Cyclops’
clbowe, possibly inducing a haithine fracture, It
screams and drops you to the ground — deduoct 2
points [Tom ils sTaMIn A Cetting to vour feet, vou
face vour stricken oppanent. Will vou:

Funchit m the shoulder? Turn B g1
HEbow it in the ribs? Turn to 2g
Take a flving kick atits chest? Turn to 206



236

z3h

In he dicing-dens, vou have the misfortune to meet
an oid creditor, Jiamil el-Fazouk, to whom you owe
several thousand Gold Pieces from a past sambling
debt. “Well, well," savs el-Fazouk, upon seeing you,
‘if it is ot Abdul’s for in we aper. He said you might
be by Heinsists that you must gamble with him [or
the debt vou owe. ‘Roll these two dice,” he says, ‘1§
vom Fhrove 7 vou can keep your ship; otherwi Ise,
is i I you refuse to play, my men wall kill you
Several sturndy pirates rise to el-Fazouk's side lo
support this statement. You take the dice. Roll tw
dice. If the resultis 7, um to 330; othenwvise, turn to
144.




237—238

37

The Bansher is prappled as it passes a e War
galleyv. Asitis drawn towards the vessel, a2 vaguely
familiar [ipure appears among the crowed of mannes
at the gunwale. “You there,” he shouts, pointing at
vou. ‘1l know you. Thidn't we meel at & game of
punch-mit once?’ Siraining to place his face, you
remember. It is Al Mitok sen el-Shazar, a wealthy
noble of Shurrupak. *Yes,” you say, ‘vou beat me
badly. 1lost six teeth!” TTe laughs at the memory and
signals to the marines Lo cease dragging the Bansles
in: ‘1 don't know hiow yom got canght upin this hitle
affair,” he says, waving vaguely at the maging batilea
few hundred vards away, ‘but for old time’s sake, T
will let you go for a small ransom — zo0 Gold Pieces™
W you are willing and able to pay this, tum fo 7. 0F
vou don’twant to (or can’'tl, furmn to oh.

238
Hoisling sail and weighing anchor, you head out of
Shurrupak’s port and into the Southern Sea. Will
you sail along the coastand then to the Three Sisters
{turn to 167}, or head for the open =ea and speed
towards Mippur {hurn to 378)2

239—240

2
Climbing over the mimhﬁgg surface of these devas-
tated hills, vou stumble across o corner-stone froma
plece of monumental masonry, Getling your crow
tiy dig the earth and rocks away from arcund this,
¥ou find an anclent stone entrance to whal may bea
butied crypl, temple or mansion. Pulling awav the
slones that block the portal reveals a narrow but
straight funnel, plunging at a steep angle into the
hill. Will you go down this tunnel with a lew of your
best men (turn Lo 158), or close the entrance up and
continue your march over the hills {turn (o 316)7

240

Withoul warning, some massive and unseen crea-
tune grasps vou by the neck and slarls to strangle
vou. You slash out with your sword, and the beast
entits a startled shriek and drops vou. ¥When you
i to look, you can see nothing but the tunnel.
Then the ceatures strikes again, smashing you in
the face with il invisible fisk. Forthe durabion of fhis
combat, reduce your skiLL by 2 poinis.

INVISIBLE STRIKER

If vou defeat it, turn to 381

SKILL 7 SIAMINA G



241-243

241
Several of your crew manage to slash the warship’s
rigeing, while the rest cul the Bansher free from the
grappling-irons — all the while fighting a rearguarnd
action against the marines. The SBandkes hewls abont,
catches the wind and taces away, leaving the
Kishian vessel in a stale of confusion. The route to
Assur has been cut off, so vou head south-cast into
the [nland Sea. Turn (o 318.

=42
The path you have chosen to lead your men up is
quite treacherous, resulling in fatal falls for several
of yourcrew —lose 1 pointof Crew sTRENGTE. Tum

b 04

243
The skull pops free from the wall and opens an
ehormous  fissure along the tunnel. Boulders,
chunks of bones and dirt flv around as the passage-
way collapses, urving you hundreds of feet under
the sea-bed. Your adventure is over.

!
F

244247

You all return to the path safely- Tum ko111

245
Afrera few ingquities and a bit ol haggling, vou find a
shave-trader willing to sell vour slaves for you. Tes!
vewr Lk TF you are Lacky, turn o 137 10 you are
Linfucky, turm to 1684, -

Roill three dice. If the resull is less than your CREW
sTRENGTH, add 5 davs to your toc. If the resull is
sxjual i v grenter Hhan your CREW STRENGTH, add 6
days to vour roc. IF your LOG 5 now an oven
number, burn B 10g; it your LoG is an odd number,
L Lo £78. =

247
You look the Basilisk full in the eves. Its pupils

harden mnto slils and transftorm vonn b stonc. Nour
adventure s Over-



248-249

250—251

! e

248
Thie door i5a massive stone affair with an omately
carved block sel in its exact centre. Under this Block
is an inscription in a language which is so archaic
that yvou have difficulty deciphering 1. What vou
think it says is this: To greet Ut-Napishiim you l
must {will?) push [pull?) the handle into {out of?)
the door.” Taking the carved block in hand, will you
push it into the door {lurn to 258) or pull it away B 250
from the door (turm o 817 Tueny b 5o-

o 251

[ Tour kick, coming from a difficult angle, only
siandes against the monster’s shoulder, Impeﬂfmu:—.
w1 your attack, i swings you around and casts you
against one of the walls of the cavern, Landing well,
¥ou avoid Sr.‘rll:ru'-ﬂ'l]lﬂ"-’ lose 1 poink of STamMina.
af&htlﬂ’:‘.’ on all fours, you scobtle behind the

249 : A
The door opens to reveal an almost impenetrable SydopsaWill you:
darkness — almost, for viu can make out the barely Funch it in the back of the knee? Turn to 115
defined shapes of two large eyes considering vou Pumich it in the kidneys? Turn to 347

with carniverous rage. Yom back off, as a Ltruly Elbow itin the spine? Turn Lo 132
gigantic beast pulls itself through the doorway and
into the pil. Horns sprout from its wide head, doswn
ils scaly back and on o its tail. It growls. Will vou
aftack the creature {turn to 3g9), or attempt some

alternabive evasive action (tuen tog3)?




252

252
The crew and passengers of the merchantman,
aghasl al the Warlock for provoking vou so, mush
and setee him. Trussing his arms with a stout rope,
they push him overboard into the sca, leaving him
to-drown or be faken by the sharks. The captain
climbs into the rigging and shouts, Torgive us for
harbouring such an unworthy fellow. We place
ourselves al your bountiful mercy!” His crew and
passengrers vigorously agree. Boarding Lthe mer-
chantman, you seize 120 Gold Pieces and, n z fitof
werad will, take only 2 of his passengers as slaves —
add these ilems to ¥our Booty. Returning to the
Burezher, vou allow the merchantman to continue i<
“Journey. Will vou continue to patrol the Tnland Sea
by heading towards the Shoals of Trysia (lurn to 66},
or change coumse and travel towards either the west
coast (furm to 1571 or the Eastern Fim {lurn 1o 10} for
abil of coastal raiding? :

Z53=F54

T3
The market-place certainly draws all types, so you
should have no difficulty in finding some men to
hire. Test your Luck. IE vou are Lricky, turn to 62, If
you are Linficky, tum to 28. :

253

TRrough the door, vou find a hastily deserted bed-
chamber. Clothes, empty chests and relipious arte-
facts le scattered over the floor and canopied bed. A
._;s:':ch: search reveals a small coffer, overlooked by
e room's fleeing occupant, which contains gfi
Cold Fieres. Hefting this under one arm, vou leave
the room. Tum fo 291 ‘



' 255—256

255

. The storm blows over, leaving the skies clear and
| the seas calm. Whils vou are bringing down the
storm gear and preparing the Bonsfee for fair-
weather sailing, your look-oul spots the distinctive
d szils and battle banmer of a Kishian warship lo the
notih and dosing [ast. Your only hape of e5cape is
to atlempt tor ‘lE.'l.'IbEh'.:" through the Shoals of Irysta,
which ie only a short distance to the south. Will you
fake this.course {tum to 11g), or stand and fight

o o 1o07)?

Your scimitar cleaves straight through the white cat,
but does not harm it. Turn (o 323,
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257
Sailing west, you pass between the garden island of
Trvsta to the north and the Isle of Volcanoes to the
soath, Roll three dice. If the resull is fess Huan your
CREW STRENGTH, add 3 davs to vour Lo If the
resulbis agual Io or grealer Hias your CREW STRENGTII,
add 4 days to vour Loc. Tf vour Lo is now an even
number, furn to 1og; il vour Loc is an odd number,
turmko 27,

o8
A5 5000 a5 you slart to push, the block explndes
with a shattening roar. Roll two dice and sublract the
resull [rom vour sTAMINA. If vou have sunvived the

blast, fum to 281,

259

“I'his is good news indeed” says the ghost. Tam
thankfal. T bestow upon vou what little blessing |
have left, atter all these centunies.” He approaches
and lavs an icy but sveightless hand upon your
shoulder: From noww on, whenever vou moll three
dice against your CREW STRENGTH, Vou may deduct
2 from the result of the dice toll. Tom to 210

2ho

260

‘Ah, ves,” says the King, “Abdul the Butcher and his
men. | remember thern well, as they were here but
three days ago. Very poor table mannersbut a lively
will The King wawves a servant over, whispers in his
2ar and sends him away. When the servantrelurns,
n2 Is bearing lwo very large sacks. ‘These,’ says the
Emng, ‘contain the north and south winds.
As 1 gave the east and wesl winds to Abdul, T think
i only fair T should give these to you, Open the
2ag contzining the north wind on vour journey to
Nippur and open the other bag when you wish to
elum ” Atthe end of the feast, vou gather yourmen
and prepare to retusn to the Banskee. Your crew are
miensely interested in the sacks and don't belisve
¥ouwhen vou tell them that they contain ‘anly air’,
Thev believe the King has filled them with treasure
and that vou are simply being greedy. ‘Share it with
us,” they say, ‘or we won't go on., We'll stay here
You can’t open the sacks now, so will vou give VO
Tew 100 Gold Pieces o keep them guiet (furn to
3848), or simply insist to them that they aru being
siupid ol 1o believe vou {tum to 396)7
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261
FPaszing at a relabvely safe distance, voo are sor-
prised when a missile from a ballista mounted on
one of the galleys crashes into your mast, bringing
the mainsail down on to the deck in a confusion of
white canvas. Roll three dice. Wihe resultis less Hhan
VOUT CREW STRENGTH, turn to 83. I the result ic
el B0 or wradter thin your Crew STRENGTH, fumh

tog1,

262

Returning to the Banshee, vou hear from the port
pilot that there is an extremely wealthy temple,
occupied by the Prests of the Dead, up the nver
which flows through Assur. Will vou raid infand lo
seize the treasures of this shrine (hum to 335}, or
ignore this information and either head 1o Assurto
recruit more crevw (furn fo 185), or set sail into the
[nland Sea to hunt for merchantmen (turn to 328)7

2fi3=2h5

2653

You reach the top of the cliffs and look across the
wide tablelands of the Kish Isthunus, dolted with
fields, settlementsand forests. A few miles awayisa
small town. Will you approach this via the coverof a
nearby forest (turn to 353) or by a stealthy march
through the wide cornfields that lie between the
chiffs and the town {formn to 328)7

264

The door leads into a small room whose high walls
disappear into a glowing vaporous mass above vou,
The pearly radiance which this casis fills you with
warmth and a feeling of well-being. You recover 4
pomisof sTamina and 2 points of Luyck. There is nao
other exit from this chamber, so you refim o the
chimney and take the other door. Turn to 28g.

26
The further you go ah_ngthe ledge, the narrower
and more uncertain il becomes. A stone collapses as
¥ou step on i, sending you sprawling oul into the
darkness of the cavern. Test wour Luck. If vou are
Liicky, burn Bo 365, 1f vou are Linfrecky, hern to-334-




266—267

2660

Taking a short run up, you deal the monster a
savape kick in the ribs, undoubtedly cracking some,
but hurling vour own fool — deduct 2 poinis from
each of your staminas, The Cyclops rises foifs feet
cather painfully, then launches into a crouched
attack, running to catch you in its arms. Will vou:

Lake a flving kick alils legs? Tum to 31g
Take a flyving kick atits midnff? Tum to 6o
Punch it in the eve? Ium to 156

267

With the beast dead, you continue through the
passage, cventually leaving the white water,
crashing waves and warship behind. You have suc
cessfully negotiated the shoals and there, ahead, &=
the island of Trysta. Will you proceed towards it
{turn to 1g2), or head south-west, towards either
Kish (turn to 223) or the Roc {turn to 27). or south-
cast, towards the Channel of Gaoth (tom o 193)?

268—26g

268

laking the ship's boat, six of your crew row towards
the nearer shore, disappearing into the pre-dawn
sloom. A few minutes pass, then ascreanm, [ollowed
by shouts and the sounds of fighting, shatters the
still air. Alarm fires spring up on the ncarcst iowers;
homs blow. A few moments later, the sounds of
lizhting cease and a lone crew man, badly woonded,
paddles back to the Banshee, ‘Guarded, captain,” he
manages by masp out before collapsing. Dedoct 2
poinis from your cCREW STRENGTH. Having no other
aption, you turn back down the river and head for
the sea. Tum to 207,

Taking an emply space in the bazaar, you parade
your capfives before the prospective buyers whe are
casually strolling about, inspecting the warious
traders” wares. Roll one die. If the result s 1 or 2,
turm o g4. If the resultis 3 or g, tum to 2. Tf the
result is 5 or b, tum to 59.
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270
The Bataar taces are conducled on a long sandy
strelch between the wharfs and the dty. The enor-
mons racing-lizards are restrained al one end of the
straighl track until the start of the race, when they
fly down towards a staked Goblin at the other end.
The first Bataar to set teeth into the unfortunate
creature is declared the winner. From the field of
[wrenty starters, yom narmosy the favourites down o
three: Fazima, Awkspeed and cl-Savak. You must
place a bet of 20 Gold Pieces or 2 slaves, swhichever
vou prefer; on ong of these. Choose which Batzar
vou will back, then throw a die. If the resultis 1 or 2,
turn to 321, If the resull is 3 0r 4, turn & 348 [Fthe
result is 5 or 6, furm o362,

L
You have lravelled only a short distance, when 2
Giant Crayfish scuttles out of the sea and up the
beachy, inlent on grabbing one of yoor crew asa fasty
snack. Being about twenty feet long, armed with
tive-lool claws and protected by thick skin, it is a
formidable foe, Your crew defend themselves.

GIANT CRAYFISH

If your ceew win, turn to 136

STRIKE G ETRENGTH B

a7
Tuisting sail, will you head out into the Inland Sea,
o patrol for rich merchantmen [tum: fo 338). or
journey south down the coast of the Eastern Rim
(ien bo 107

2 iomels

2
You stroll up the middle Li?th evalley. When youare
quite close to the galley, the ground collapses under
vour feet, plunging you inte a deep mrevasse. Roll
two dice and deduct the resull from your sTAMINA,
f you are still alive, vou drag yourself from the hole
and conlinue towards the galley, carefully testing
the ground ahead as vou go. Tum to 238,

274

With the defeat of the priests, your over-exuberant
crew set fire to the temple part of the castle: the blaze
destroys most of the booly thal vou might have
daimed as victors. Searching around, however, you
manage fo find 85 Geld Pieces and 10 surviving

rigsts to sell as slaves —add these to your Gooty.
You refum triumphant to the Banshee and set sail
down the coast of Enraki. Tum 123,

e
The bwo vessals altempl Lo take the Bansher out with
their rams;, but your cunming manoeuvre takes them
= little by sterprise. Test your Luck. IE you are Luciy,
turm o 335, 1F vou are Unlucky, turn to 382.



276—278

27h
Pulling yoursell up, youo set vour teeth into the
Cyclops® thick, scaly wrisl, but suceed only in
breaking one of vour molars. The monster chakes
you [rom side to side then dashes you to the
gronnd, laving in a kick for good measure — lose 2
points of stamina, The monster, thinking vou are
uncomscious, lurns away for 2 moment. Climbing:
on Lo weak legs, will vou: 3

Elbonw it in the back of the knee?

Punch it in the lex?

Take a flyving kick into the middle
of ils back?

Tum o6
Tom fo 115

Turn to g8y

277

The Benshee squeezes: through the very narrow
channel swithouat mishap, eventually leaving the
white water, crashing waves and warship ]:!q:hjn-_I-
You have successfully negotiated the shoals and
there, ahead, is the island of Trysta. Will vou pro-
ceed towards it {hurn o 152), or head wm.h—ue-d
towards either Kish {furn to z23) or the Roc ftum £
27), ar south-east, towards the Channsl of Gﬂl_h
(turn to 1g1)?

278
The realization thal it is a Basilisk, and that one
glance [rom it will tumn you to stone, induces suf-
licient panic te gel vou out of the room and to the
other zide of the door fast enough not to be sesn.
You proceed into the {east hall instead. Tumn o 216.

270—281

279
If 1.':3.:{ haren talrea_dt yioucan try ko hite more Crow
{tumn o 371); otherwise, voul return to the Bapshee
and leave Shurrupak (furn to 238F

230

As your pirates overwheln the guards, the rest of
the barge’s crew and occupants leap overboard and
=wim to shore, preferring the risk of crocodiles Lo
being captured by your men. Thick black smoke
begins to anl from the interior of the richly
appointed vessel — it has been set alight by its
departing owners. You jurnp on board, determined
to rescuee some lool before it all goes up in Hlames.
Rushing down into the smoke-filled interior, you
comeacross two locked doors. Will you force the left
door [ fum to 214} or the right door (turm to 25417

281
Slowly, the door opens into a large cevpl, occupied
by a single massive sarcophagus. All around the
cdige of the id is an inscription, eepeated over and
over, which reads:

CTE-MATISITIIM RFEPER OF THE WATERS OF
RETRIBIITION

Will you attempt to open the sarcophagus (furn to
292,01 Jeave it be (fumn o 358)7



2Rz

282

Passing through the palms, vou come upon an
unexpected sight. In the centre of the island is a
large lagoon with a narmmow entrance from the sea on
the other side of the island. Anchored in the centre
of this lagoon s a small pirate vessel, the crew of
which are rather busy burying something on the
shore, Will you attack these competitars (fum o
383), or retarn to the beach to search lor provisions
{fum to z71)¢




283

283

A day’s ferocious bargaining in the markets leaves
you with the conviction that most willing and able-
bodied men are unattracted by the razzle-dazzle of
the piratical way of life, However, by 2 stroke of
good fortune, you come across a slave-dealer whois
draslically overstocked with caphured pirates-
made-slaves, and who is willing lo part with them
for a song. For every 10 Gold Fieces spent, vou will
be able to recover 1 point of CREW sTRENCTR. This
slave-dealer alzo lets slip a casual remark about a
wealthy shrine built some miles up the main tiver
which flows to the side of Assur. Taving restocked
your cresw, you could make a small excursion up-
river to check the place out and possibly seize some
of its riches (turn to 335). Alternatively, you could
leave Assur and either patrol south-east, into the
Inland Sea {turn to 318), or head south, down the
western coastline (turn 1o 45).

[
|

I

You walk down for some considerable distance
before seeing a light below . Creeping forward, you
see four Troglodytes emerging from a small side-
passage on o the stairs, They are all armed with
spears, and two are also carrying a heavy chest
between them. You siide behind a large boulder to
remain out of sight. The chest laoks as though it
might contain something valuable, so will vou:

Throw small pebbles further
down the staircase, o distract
the Troglodytes and split them
up, before altacking?

Diranw vour sword and charge the
creaiures?

U'ze vour sword as a lever to roll
the boulder vou are hiding
behind out on fo the stairs and
dowen ko crush the Trogs?

Tutn to 112

Turn to 130

Torm b 161



285—256

28

Your crew shoot fire a]'n:fws inlo the caste com-
pound; some land on the temple and start a blaze. In
moments, however, the wvatchiul prests of the
Asswr sel Dablo have noi only rushed to put cut the
fires but have rung alarmbells and lined the walls of
their stronghold with archers and spearmen. At
vour signal, the crew of the Borshes stream with a
riar af the low part of the castle’s walls, The batile
begins.

ENEAKT PRIESTS STRIEE 101 STRENGTH I

1f yasurT crewy winy, birn o 254

TE1T

.Il'l—ﬁ—

2086

Une of vour pirates discovers a loose bar which,
when worked continuously by four or five men al
OTICE, o0 commes ouk rnmp]eteh Still arpved, youo
steal oot of the enclosure and fall upon the un-
suspecting village. Resistance to vour lusty pirates
is confused,

VILLAGERS

If your crew win, turn to 192.

STRIKE 7 SIRENGIT b

i

287

287

The Kishian marines ace roubed and theic vessel sel

afire. You don’t have much time inwhich teloct the
vhang ship, 50 you concentrate mainky on collecl-
ing slaves among the survivors of the marines,
There aren’t many, but you manape to find 17 that
will be worth selling — add them to your Booty. Will
vou sail around the shoals to the sland of Tl’} ata
(furn to 164) or head south-west, towards either
Kish (fumn to zz3} or the Roc (tom to 2o4), or travel
south-easl, towards the Channel of Goth (turn to
Tg1)?




288—28g

288
Reaching the stranded vessel, vou dimbup on its
deck, and come face to face with a large, shagey
white beast that s busy feeding on one of the
zalley’s dead crew. It growls at vou and bares ils
fangs. You try to edge away, botthe beast decides to
atfack, swinging huge claw-studded paws at your
midakf. Dawing vour sword, you defend yourself.

ICE BEAST SKILL Q STAMINA 10

Tf vou defeat it, furn to 320.

289

The door opens into a large, heavily buttressed hall,
of which the cenire-piece iz 3 small hideous statue
raised on a low obsidian pillar. Standing on either
side of this idol are Gvo acolvtes garbed in the
fraditional crocodile sking of the servants of the
lords of decay, They fake a menacing pace forward
and draw long dirks from their thigh scabbards,
‘Blasphemer,” says one, ‘we shall hasten your
journey to the land of perpetual sleep,” They attack,
You will Eght them one at a time.

SKILL  STAMINA
FIRST ACOLYTE ) &
SECOND ACOLYTE I fa

If vou defeat them, tum b 3588.



2q0—241

250
Eunning to meel the charging monster, youo leap
intu the air, aiming a kick at ils head. It ducks
slightly; so your boot only grazes its skull — dedocta
pointfrom its sTAMINA. Asvou fly past, itgrabs youn
by the ankle and dangles you in the air, upside
doven. Will yao:

Enee it in the chest?

Butt it in the ribs?
Give it an upper cut to the groin?

Turn o1z
Tum to 372
Turnto 177

253
The interior of the pleasure-barge is now a roaring
fumace, cutting off any hope of further salvage.
Back un the Banslics, you find your crew have only
rounded up 3 slaves from the sunavors of the
vessel. You turn the Barshee around and head back
downsream, past Laga*;ah and into the Inlhnd S
As yim leave the river, a red-sailed warship from the
cily culs across vour path. Roll three dice. IF the
resultis less s vour CREW STRENGTIH, ium loga. If
the resull is equal fo or gresier Han your CREW
STREMGTH, furn b goq.

2G2-2q3

2z

¥ith great difficulty, vou manage to slide the lid
from its place and on to the fluor, where it lands
with a resounding crash, which echoes Hhro ugh the
¥pt 2nd out info the caverns bevond. The sar-
cophagusis emipty excepl fora stout-lnoking helmet
and = bag containing, at a quick count, 110 Gold
Pieces. You put the helmet om and shing the bag over
your shoulder. Turn to 358,

=93

The poor of Shurrupak are very poor and willing Lo
doalmost anything to earn a fovw shekels. However,
the quality of the individuals vou hire here is rather
unpredictable. For every so Giold Pieces that yeu
spend on luring these unfortunate folk into a life of
pifacy, roll one die. The result is the number of
poinls of CREW STRENGTH that vou recover. When
¥ou have completed vour recruifing, tum to 180.



204205

20

The square rig and wide hull of a merchantman
appear on the horizon. It is a Jarge vessel, heavily
laden and possibly well armed, ploughing its way
west from the Eastern Rim to the dty of Kich. Will
you altack this ship (furn to 301%, or leave it be and
continue patrolling, lwoking for something a bit
smialler {turn to 6637

2495
Your scimilar cleaves straight through the black cat,
but does not harm it. Turn to 322

2g6—297

206

As you approach, both the galleys make a sudden
twm in fowards you. You avoid one, butimpale the
Barnshes upon the tam of the other. Your stricken
vessel breaks in two, scattering its unhappy sailors
and captam into the ocean where the shacks — never
far from a sea-battle —are hungrily gathering, Your
adventure 15 OVer-

297
The doorbursts open as you tuen the handle, reveal-

ing & massive, spinning wheel hanging in the
narrow recess behind, The wheel drops from its
axle, sprouts whirling razors on its rim and flies
out at vouo, cutting a deadly arc through the air.

e U

1 Leecke. IE you are Lughay, turm to 160, 1 you
are {inks

T tamn bo 2.



' 298

24

Step this way,” says theaged creatore, showing vou
to a Lrapdoor at the base of one of the slatues. “You
must yo down there. U you return, you may: pass
"'I;IIJI_[E,]'I. ty the mountain.” You open the trapdooc
and climb down into the darkness. When you reach
the bottom, vou see thatyou are ina dimly lit cavern
ocenpied by a Cyclops. This large one-eyved huma-
noid bears vinsr sheathed sword from vou amd casts
itinto 2 niche hish up in the cavern wall, ‘Now, ' il
says, ‘we will ﬁght You will have to fight it using
unarmmed combal. Write down the nurnber 311 0114
sheet of paper; this is where you should turn o if
von defeat the monster in the ensuing combat —i.e.
25 so0n as 1ty sTamina reaches zero. Also note that
it STAMINA i 16, Now decide on VOUE Opening
attack Will vou:

Take a fying kick at its chest? Turn to 206=|
Punch it in the shoulder? Turn to g
Jump in dose and elbow itin the

ribs? Tumm to 2g




20— 302

299
After vou were iven the bwo bags by the King of the
Four Winds, did you give your inquisitive crew 100
Cld Pieces to stop them looking in the bags (furn
to 32} or not (harn to 379)7

300
Turn tn ga.

01
Shurrupak is a large, fair dly, with sympathetic
vigws towards the Inland Sea’s pirates, who, thene-
fore, only allack Shurrupak’s main fvals. Roll three
dice. If the tesult is less thon vour CREW STRENGTIT,
add 5 davs o vour 1oc. If the resolt is agngl fo or
greater Hien your CREW STRENGTH, add 6 davs &
vour Loc. Upon arrival in Sharrapak, will you sell
vour slaves first {tum to 34g), or hime more oew

T iLuren to 3717 -

302
Drawing alongside, your crew cast grapples and
pull the twao vescels together. With a single roar,
they leap across at the pitifully small mumber of
defenders.

MERCHANT CREW

It you deleat them, tum to 392.

CTRIKES STRENGTINEG

30353104,

303

Your crew chop down a couple of local trees fo use
as battering rams. Lhe noise alerts the warrior
pricsts to yvour presence and intentions, and the
walls and towers become lined with archers and
spearmen. Eventually, vow launch your attack,
mushing at the pates with your crew screaming
behind. With a resounding boom, your rams smash
mifo the gates. Arrows, spears and stanes crash into
your men — deduct 2 points from your crEw
STRENGTH. 1est your Lok, If you are Lucky, tum to
343. £ yoo are Urlucky, tum to 58,

&

J0g-

When you reach the lop of the clifts, vour crew
begin io complain loudly. ‘This iz sheer madness,
captain,’ says the first mate. "We'vealready lost four
men, just in the climb, and the gods know how
many soldiers are lurking up here. We've pot to pet
back to the ship, where we stand a chance.” Will vou
bow to this pressure from your crew (fumn ta 113),
or ridicule their lack of spirit and force theman {turn
to1g5)?



305—306

305
Summoning all your energy, vou swing violenthy
and smash the creature in the armpit with your foot
Screaming, it drops you to the ground and then
clutches its wound - deducl 2 peints from its
sTAMINA. Landing lightly, you mun nimbly behind
the stricken Cyclops. Will vou:

Funch it in the kidneys?

Elbow itin the back of the knees?

Take a flving kick into the middle
of 1ts back?

Tum fo 347

Turmn to 384

You sail into the midst of a large amount of dnift-
wood, teeent wreckage from some unforiunate
vessel, Much of the floating planking is shatiered
and pocked with huge teeth marks. You find onlya
few barrels worth salvaging, scattered among all the
destruction. Ume of these contains an excellent
spirit wwhich, when served out to the e, boosts
their morale considerably - restore 2 poinls to vour
CREW STRENGTH. Will you conbimuee to patrol the
Inland Sea by heading towards the Shoals of Tryst
(lurn to 66, or change course and travel to either the
west coast (lurn loa57) or the Eastern Rim (fum &
10} {or a bit of coastal raidin =

l

Turn to 463 |

S07=309

= il

With the Troglodytes defeated, you split open their
chesland finding exactly 1o0 Gold Pieces. Carrying
all of this booty with some difficulty, you turn up
the side-passage and cmerge, after a few hundred
vards, into sunlight. You are outside, in the [oresls
of the Roc Heading for the beach, yon mun into
several members of your crew who had been
searching the wland, with the test of vour men,
n the hope that vou were still alive. You relurn
rumphant to the Bamshee and conmtinue your
ey, Tum o 15.

o8
At the end, nextto vourself,” YOU 53, remembﬂ"mg
the jewel in the ring. "Yes,” says the Salamander,
dicappearing. You may pass.” The flames die
down. You cross the hall, leaving through a door at
the other end. Turmn &0 330

399
The warship is too fast! It rushes alongside, catches
the Banshee with grappling-irons and draws you
towwards the waiting marines. You will have ko fcht.
WARSHIP

STELKE 13k '_-\.IHI-Zh\L.'IHH

If you wanf fo escaps, fum to 12. lvou fight on and
deleat the warchip, tum tu335-



310—311

310
The ring moves with a solid click. In response, a
sectiom of one of the crypt’s walls falls vut, revealing
a steeply rising staircase. Running up this, you find
yvourself back in the outside w m'ld standing al the
foot of the line of hills you lell so long ago. You
retirn to the point where you left the Bansier, and
find that your crew had waited, just in case vou
were slill alive. Turm to 272

311
‘The Cyclops drops to the ground, unconecious.
Victorous, you climb back up the ladder and
through Lhe trapdoor, to face the wirencd old
creature who sent vou down in the first place. He
cackles when you appear and then oshers mu
through the gap in the wall, indicaling the path yo
musl lake lo reach the summit of I"-.s;-_ﬂu_r"z-
mountain, Turn to 36.

L2313

31z

With the feast over, the King bids you faresell, You
retom fo the Banshies and leave the cove where vou
were anchored. Ifvou were piven the sacks contain-
iy the north and south winds, then from now on,
whencver you are insteucted o roll three dice and to
:{:u-npare the resolt with your CREW STRENGTH,
sfiuct 2 pomits from the result of the dice roll. Which
way will you head: sonth-east, towards the Channel
of Coth {fum to 191), or south-west, lowards the
Roc (humn Lo 27)?

313

Your ship smashes through the warship's oars, bul
recelves several vollevs of arronws from the Shurms-
pak marines crowding the other vessel's decks —
lisse 2 poinis of CREW STRENGTH. Breaking throuph
the line of war gallevs, vou see a mmn-::i smaller
squadron following up Bohind, W ill you oo with the
wind, cif in front of these vessels and head for the
shore (furn to 261),0r try to break through, as vou
did with Lhe first Fme (furn Lo 237)7



F1g=515

G
You sail either lo the volcanic island {fum o 369} or
the palim-covered island (fum to 354).

F1h
You drop anchor in a sheltered cove of the island,
disembark and travel to the temple-fortress of the
WAITIOT priesls with only a few crew as companions,
When you near your destination, but before vou are
in sight, you instruct your compamions fo wait in
cever tor vour retum and then proceed to the main
gate alone. Fosing as an emissary from the ditr of
Lagash, yvou gain entrance and then awdience with
the abbol. ‘0 great abbot of illustious Asswr sel
Dablo, keeper of ruth and wisdom in the northem
lands, 1 bring yin prechings and news from an
cateemed frend,” you say. “You are too Knd. Sif,
hawve tea, then '-.pLak uf the newws,” he replies. Youdo
as he savs, After a suilably polile fime has passed,
vou say, ‘1 have heard that there is to be an assault
on yvour citadel by the Wazi of Lagach, whose mas-
lees are pressing him for increa sed revenue. 1 have
powerful friends, O master, and —fora suiahle fee -
could cause the attack to be misdirected.” You bow.

b

The abbot sighs, then whispers to his attendant
munk, ‘An tumist.” Hie presses a carbuncle on
his chair: the floor around vou falls away and drops
vouintoa deep, open pit—lose 2 points of STAMINA,
Foolhardy pirate,” laughs the abbot, looking down
from the Eds,;‘e‘ of the pit. Yoo must meet yodr
destiny through one of these.” He points at four
dn-:rm, one m each of the four walls of the pit. Cach
door has a different symbol carved into it. Which
will vou open:

The door with a star-burst carved

in it? Turn to 360
The dooe with an upside-down
mangle? Turn to 327

The dooe with a wheel?
The door with a homeontal

cresgent?

Turn to zo7

Turn lo 249




316~317

316

Az yoo chimb the hill, vou hear a faint sound of
stones ratlling above, then a large bowlder comes
fving out of the void and lands with a crash in front
uf vou. Another equally large rock follows. ‘Halt!”
crie= a deep voice from up Lhe hill. “None shall cross
the land of the Murelmirs unbidden.’ Two Ciants,
=mall by their brethren’s standards, no doubt, but
enormous by vours, step overtheridge ahead. They
are armed with small lree-trunks and dressed in the
hides of wild animals. Will vou charge them with
your crew (fum fo 325), or deal with them by
yoursell {turmn ko 336)7

)
'..-
-?

317
Tool!® savs the Salamander; leaping from the
flames. “You will die because of vour stupidity!’
With a shout, it stabs at you with its laming (rident.
You will have to fght il.

SALAMANDERE SETLL 10 STAMINAG

If vou defeat it, tom o 377.



318-319

318
The Bansher cuts through the quiet waters of the
Inland Sea; vour lonk-outs keep a confinuuus watch
on the clear horizon for any sign of shipping. Roll
three dice. U the result is jess then vour crREw
STRENGTH, add 4 days to your Loc. If the result is
equal o or greafer than your CREW STRENGTH, add 3
days to vour Lo, If your 1o 1s an even number,
turn te 363; if your Loc is an odd number, tum o

204.

Tt
When youn leap at the Cydops, it dodges easily o
one side and swipes you with an open-handed blow
to thehead as youfly past- lose 1 pointof sTamma.
As vou land; the monster prabs vou by the ankle
and lifts you into the air. While you are hanging
upside down, will vona:

Tum o 177
Tum i3y
Turn o1z

Cive it an upper cat to the groin?
Punch it the stomach?
Eneeitin the chest?

320

With the beast dead, ¥ search the ship at leisuree,
and discover masses ol frozen crates, but no
treasure other than a flame-red jewel sctin a gold
ring_ The ring is inscribed on one side with a riddle:

Where tn Alkiom would you find Hal whice les
belareen atooe and below?

And on the other side Is what you presume is the
answer:

Al Hie end . wext lo yourself,

Odd. As you find nothing else, vou return to the
Banshee. Turn to 217.




321

321
Theheards are released! They iy hungrily down the
track towards the doomed goblin— Awkspeed beats
Fazirna by a tooth, If vou backed the winner, collect
as much gold {or as many slaves) as you initizlle bet.
Will you bet on the Bataars again (lurn o 202), or—if
vou haven't already —iry punch-out {fum fo 48) or
dice (fum to 236)7

322-323

jaz
The other cats cease their circling while vou are
striking at their comeade, and dive at you, tearing
through vour fesh with long razor-sharp claws —
deduct 4 points from vour sTaxma. If vou are slill
alive, which cat will you strke at next:

Dlackcat? Turn o 2gg
White cat? Tum toagh
Red cat? Turnto 203
Brown cat? Tum to 126
Greycaf? Turntogg

323

With a tremendous wheek, the Ogre knocks you
from the ring and into the audience — lose 2 points of
sTAMINA permanently (ie, yvour Inifial score i3 re-
duced by 2). The moncey vou put up as a bet is also
it — deduct it from your Boobty, Will you have
another goat punch-put, but with a different cham-
pion (furm to 385), or — it vou haven't already — Ity
the Bataar races (furn to 270) ordice {tum Bo238)7



324

334
Going ashore with most of your crew, vou find

vourselves being féted by the exuberanl naoves.
Dancing around you all the while, they lead you
into the centre of their village, where they set outa
splendid feast. When you inguire of the elders
whether they can assist you In stocking the Benshee,
they nod and laugh, saying you will certainly get all
the help you need. After the feast, the ullﬂg-_‘rs ply
vou with wine and make vou dance along o the
zounds of vigorous drumming. Eventually, you all
collapse from exhaustion. On awakening the nexl
dav, you find yourselves locked in a large open-air
enclosure. Test wour Lick. Tf you are Luckis, tum tu
286 If you are Urlucky, turn 10 345.




325

325
Your men draw their swords and charge, while the
Ciants heft their tree-trunks in preparation. The
battle begins.

CIANTS STRIKE 4 STRENGTII 6

If yom defeal them, tum to 344

326

326

Drawing the Bansheeup beside the wallowing vessel,
you lean nonchalantly on the gunwale and call
across o the captain, "Hey! You there, fathead!
Hand overall, and I mean all, vour gold and Twon't
sink your ship, enslave vou and vour crew or steal
your cargo.” The captain, with a bit of prompting
from his nervous crew, agrees to this peneroos
offer. He sends over a small boat with his gold — 117
Ceold Pieces — which you add to vour Boobyr You
leave the merchantman, The Shoals of Trvsla lie
some short distance to Lhe south, so will vou sail
around them o the isle of Trysta (tum Lo 164), or
head south-wesl, lowards either Kish (turn ta 223)
or the Roc {fum B z0g), or sail south-east, towards
the Channel of Goth {turn to 1g2)?




327328

327

The door crashes out at you when you furn the
handle, as thousands of gallons of water pour
through the opening and into the pit, rapidly filling
it As you strugele to keep on the surface of the
churning walers, vou notice a couple of dark ser-
penbine shapes slide through the deorway. Theyare
ferocious Ebverines — blind and srossly distorted
man-gating, fresh-waler serpents. Smelling your
{no doubt} distinctive odour, they rush to attack,
You fight them one at a lime.

SEILL  STAMINA
FIRST ELVERINE ) £
SECOND ELVERINE ¥ 4

I vou defeat thenn, turm to 65-

Flitting like dark pack-wolves through the high
zolden cars of com, you advance towards the
Eishian town. Test voir Luck. If vou are Tucky, tucn
0 470 vou are Unlucky, tum to 186.



329—330

z
With the guards ov urr.':lri{f vou and your crew loot
the caravan — stripping boxes, sicks and skins of
wine from the great pack-beasts. The amount of
booty, however, is nol large. You find 63 Gold
Pieces in a small chest and only 1 of the surviving
Lizard Men isin fit enough condition tobe traded as
a slave. A little disappointed, vou gather up your
now dninken crew and return to the Bamshes, Turn

b 35,

330
‘A betis abel,” says el-Fazouk, gloomily, Your debt
is absolved.” You leave the dicing-dens befure he
changes his mind. If vou haven'talready, vou could
Lty wour furbune ab Bataar racing {tum o z7e) or
punch-out {turn io 48); otherwise, you leave the cily
ol Calah {turm to z62). ;

331=332

3zt
Retreating in good but rapid ovder, you reach the
beach before the Hussars. Flowever, vou don'thave
lime to board the Banshee before the cavaley come
sweeping out of the town and down towards the
water-line. Your crew will have to fizcht
WINGED HUSSARS  s1rIKETT STRENGIUH &

Tf your crew win, turn to 346.

35
Your crew bring the warship’s mainsail down and
cut the Banskee free of the grapples. Healing aside,
vou sail away as fast as the wind will carry vou. Wil
vou sail atound the shoals to the island of Trysks
{furn to 164}, or head south-wesl, lowards either
Kish {furn fo 223} or the Roc (tom b 204), or trave]
south-cast towards the Channel of Coth (turn Lo

1gE)7



3333

333
Without warning, the Bamsher craches to a halt,

sending vou and vour crew spilling across the deck.
A tremendous bubbling froth boils around the ship.
Chut of this emerge several replilian heads on long
necks, all attached to one bloated black body. [tis a
Hwdra! Mouths snapping, it arches over the deck,
devouring vour terrified carew.

ITYDEA STRIEE STRENGTIIH

If vour crew defeat it, turn o 222,

334
The fall, ending in a jumble of sharp boulders, is

enough to kil FOLL. Yonradventiee is 0ver.



335-336

335
Heading inland, you seek oul the rumoured shrine

— add 3 days to your Loc. Eventually vou find i,
nestled in a cosy dell and surrounded by vegetation.
Its stone-work is monolithic, dsing forty or Afty feet
into the air and lavishly decorated with haman
skeletons in tortured poses. Your aew refuse o
approach any closer than bow-shot range.
Laughing at their superstiious cowardice, you pro-
eced towwards the structure alone, and cimb the
high slairs to the entrunce with forced nonchalance.
Inside, the atmosphere is dark and oppressive, but
atleasl deveid of life. Before you is 2 wide, straight
corridor and a very sleep and narronw set of stairs
heading down into the bowels of the shrine. Which
will vou take, the corddor [lurn to 63) or the steirs
(furn Lo 85)7

336

‘Good fellows,” you say, slepping forward, ‘a5 we
were unaware that the esteemed Muzzelmirs were
occupying this land, let us resolve vur differences
with a little competifion. If you win, we will retum
to our ship. Hwe win, however, then viou will allow
Us free passage through vour lands.” Being simple
souls with simple tastes, thev agree whole-
heartedly, The shortest of the two sleps forward_ T
am Mog and this is Ogmog.” he says. Tet the
X3 peh fion be a wreslling malch between you and
me." Mot gquite what vou'd planned. Will you agree
to wrestle {turn to 366), or suggest tat yvou compete
with something else, such as staves (lum 35157

337—338

A sharp blow from }'ﬂfli?ﬂ}rin;; hand causces the
Cyclops to howl with pain and clasp its injured
armpil —deduct £ point from its STAMIN A Recover-
ing sumewhat, it lashes oul with its huge paws,
grabs vou by the left forearm and hauls you into the
air: Will vou:

Turnicays
Turn to 187
Turn o 251

Bite it on the wrist?
Chop it on the back of the elbow?
Kick it in the shoulder?

338
“Ah, woe!” cries the ghost, "This is dreadful indeed.”
He firns a wrathful eye upon you and sweeps his
hand in despair, "0 bearer of such wretched news, |
curse you.” You lose 2 points of tuck and 1 point of
sKILL. Turm to 2710,



339340

339
You find vourself in a large room, emply but for the

wilch, who is standing in a circle on the floor. She
holds a dagger in one hand and black cat in the
other. "Curse vou,” she says. Why didn't vou eat
yviour meal, like the others? Nowe [ must kill Vou, a
task I do not relish.” She tosses the catin the airand
makes A sign with the dagger. Instantly, the oot
multiplics into five, each a different colour; the five
cats float rather mysteriously in the air. They crcde
around you, feinting and howling, Which animal
will you strike al:

Black cat? Tumtozgs
White cat? Tumto256
Eed cat? Tumtozo3
Brown cat? Turnioizb

Croy cat? Tumtogs
ALk

Eoll three dice. If the result ic less than your crREw
STRENGTH, add 2 days to vour Lo, I the result is
el to or gregler Ihan vour CREW STRENGTH, add 3
days lo your Loc. Then turn (o 378.

31343

341
Your crew are nol up to the task you have el them.
The Barshes grinds agamst a small but dangerons
outcrop of rocks, and one ol the grey fingers rips
through the hull, flooding the interior and sinking
the ship. Your adventure is over.

342
Abdul’s crew also remind you that, as you have
taken more than fHty days lo reach Nippur, you
have lost the wager — regardless of how many Gold
Pieces vou may have. The adventure is gver; you
hawe lost,

343
The rams swing again, this ime causing a splinter-
myg crash from the gates as they are torn from their
hinges. With a mighty cheer, vour men draw their
scimitars and rush into the forlress — coming face
to face with the determined defenders. The hattle
begins,

EMNRAEI PRIESTS  STRIKEY STHREMGIH 12

H vom win, fom fo 274,

41

g0




J44—346

344

Having overcome the Gians, yvou continoe with
vour crew over the hills, unfil you reach the edge of
a wast sea of sand which stretches to the honizon.
Discouraged with the limited possibililies of looling
that such landscape implies, you tum about and
returmn to the Bansher, Add 3 days lo vour Log, then
Ll b a7a.

345

There is no way out of the cage. The village clders
Lirne up towards noon and explain to vou that, as
their island is sacred, they cannoi let strangers —
whose profane eves have beheld it - ive. Therefore,
they must kill you. Nexi, the rest of the villagers
arriviy, carTving bows, and proceed to open fire on
vou and your ceew. Your adventure ends hene.

346

The Hussars are touted., Aeeing with the rest of the
army [rom the town and down the coast iwards
Kish. Unforbunately, they had the same ideaasyou,
and have stripped the town of all it wealth. 5o,
inskead of gold, you settle for slaves. Roll bwo dice:
Lhe result equals the number of slaves you manage
toextract fromamong the now impoverished owns-
lolk. Feturning to the Banshe with your boobe, vwill
you sail down the coast towards Kish (lurn to 223),
or into the Inland Sea towards the Shoals of Trstz
{turmn to 6617

347-348

4%
Stepping close, you ]a?'ldlr a ocouple of short but
powerlul jabs above Lhe Cyclops’ kidneys - deduct 2
pomts from its sTasminA. Enraged and in severe
pain, the monster spins about, Hailing its enormons
fists and siriking vou n the face — lose 2 points of
sTaMINa. You both stagger back, and the Cyclops
collapses to the ground. Will you:

Shoulder it in the head? Turn fo 82
Punch it in the jaw? Turnte 196
Kick it in the ribs? Turn to 2k

Thelizards are released! They fly hungrly down the
track fowards the unfortunate Gobling Fazima beats
el-Savak and Awkspeed by a bite or two, TF you
backed the winner, collect as much gold (or as many
slaves) as you inifially bet. Will you bet on the

taars again (fum to 202), or — i you haven't
already —irv pench-out {turm to 48) or dice {turn to
236)2



349-350

349
lal::mg_ a few crewmen and all of your zlaves, ¥ou

head for the markets. The scene is hechc A recent
battle between Shurrupak and Marad has resulted
in hundreds of Maradian prisoners bemng t2ken —
and mest of them have been brought here to besold
a5 slaves. As a consequence, compelifion 15 very
high and prices are low. Will you entrust the busi-

ness of selling vour claves 1o an agent (fum to 2355

or conduct the transactions yourscelf {tum to 2697

350

The piles are very close 'iﬂ:‘HE:.'.'l-". making it difficult to
judie who has the most, You sil down to counteach
other's gold, and find, after over an hour, that
Abdulhad the edge. He declares trinmphanthy him-
self the winner and pirate of the century. You have
lust the wager.

351352

351

“Staves then,” agrees Mog. Tl you want Ogmog's
tree-trunk or have you got vour own? You borrow a
staff from one of your crew, then suggest to the
Caant that vou each stand on ene of the sandstone
blocks prevalent in these parts and fake fums trving
& hit =ach other. The first to knock the other off
wins. The Giant agrees, adding, ‘As you're such a
puny little critter — no offence meant —you can have
the fisst it You take your places, facing each other
across a six-fool space. Will you aim at his head
(turn &0 375 ) or bis feet (furn to 3g.4) ¢

352

You run and dive at the beast's head, grasping it by
the homs and Hipping yourself on o ity back. Tt
performs a ferocious jump inan attempt to dislodge
vou, but actually gives greater impehas to your leap
for the edge of the pit. With only inches lo spare,
you succeed in grasping the rim. With the abbot si1l
Laughing at vour expected demise on the horns
of the beast below, you crawl oul and inte the
chamber. Tum o z=25.



33373

You lead vour men &L?';agh the thick, untamed
wood. Suddenly, a sticky tendril flies from what
yvou had assumed was a dead tree, and attaches
iiself to vour body. Tt grows taul and starts to drag
you toswards the bole of the free, which, you notice,
has eyes on the fips of its branches and mouths
opening and closing in its unk, More tendnls fly
out and grab you. Drawing your sword, ¥ou try o
ciit yourself free.

BARE BITER SKILL § STAMINA B

If vou defeat it, tum to 47

354
Heaving to a short distance [rom the shore, you
disembark with most of your crew. The beach is
wide and sandy, but the Inlerior consists of cumps
of coconut palms. Will you head along the beach
turmn fo z7a}orinland {tuen to 282)7



355—350

355
Most of your crew make it through the town to the

lower slopes of the mountam, where, in the thick
forest, the Hussars cannol follow. Circling around
Kirkuk to the northern beaches, vou see that the
Bamsher has pulled away {rom the town and
drepped anchor a safe distance out to sea. ¥ou
sienial to vour crew on beard, letting them know
that you are shll alive, Will you rereat into the
mountain forest, to await the possible deparbure of
the Kishian forces, which are guite some distance
bevond their normal location on the walls of Kish
{turn to 364), or return to the Banshee and sail either
dowwn the coast towards Kish (fum o 223) or out
into the Inland Sea towards the Shoals of Trysta
{turn to 667

356
A storm blows up out of the south, making the
going dafficult. When the weather dears, vou find
that vou are unsure of vour position. You continue
towards where vou expected Nippur to be but,
somehow, manage nol to (ind it. Hopelessly lost,
yiu pass the target day for armival and thus lose the
bel. Your adventire is over.

357358

357

When you are only a day’s sailing from Assur, your
look-out spots a speck on the horizon ahead. It
erowws nto a sail, and then a ship — sharp prow and
fmangular canvas bearing down on vou with speed.
A battle banner flutters from the mainmast. [t s a
Kizshian warship. You pull about in attempt to
evade, but the cutter has the wind and the speed to
bring it alongside the Banshee. Grappling-irons and
arrows flv; roops ready to board, You will have to
fight

EISHTIAN WARSHIP cTRIEE 10 STREMGTH &

If ¥ou want to escape, remember the penalty and
tuen to 243 If vou fight on and defeal the warship,
o to 22,

3585
Above the sarcophagus, in the ceiling, is a large

stone ring surrounded by a2 croular inscription,
written in the same archaic languape as that on the
door into the crypt. 1t says: "‘Push [pull?) this kev to
a better {(worse?} life (death?), or suffer Ut
MNapishtim's trdal.” Standing on the sarcophagus,
vou take hold of the ring, Will you pullit down {turn
to 310}, or push it up (turn to 16)7




359—360

359
The shrine overlooks a bleak vallev. As you lean

against the structure to take in the view, you are
overcome with a sense of dread and despair. The
black moed of this inhospitable and alien place robs
you of vour confidence — lose 2 points of tocx. You
return to your waiting crew and, fearfully, lead
them towards the pass. Turn tos2.

When you grasp the jewel, vour hand freezes in
paralysis. Slowly, the tongue retracts further back
into the idol's mouth, dragging your arm into a
circularring of razor-sharp blades set in the status’s
throat. You are cut badly — lose 4 points of sTasmea
and 1 point of skiLL. Eventually vou manage to
break {ree. You decide to leave the jewel where it is
tor the moment, and take the whole statue instead.
Turn to 228.

361-363

3b1
You tun on to the monster's rather hard back and
proceed {o pound up and down, producing dis-
tressed grunts from it - deduct z points from it
sTaMiNa, The Cyclops brushes you off, rises to its
feet and then launches into a gouched attack,
running o catch yow inibs arms. Will you:

Take a fiving kick at its head?

Take a flying kick at its leg/

Step sidew: ays and dealitan
elbow smash to its arm?

362
The lizards ly from the start, but your favourite
irips and crashes to the ground haltway down the
track. You losc the money {or slaves) that you puit
up asa bel. Will vou beton the Bataars agaln (lurm to
20z, or — if you haven't already — trv punch-out
(furm fo ¢48) or dice (furn o 236)7

Turn to 290
Turn to 319

Turm to 74

363
The horzon remains monotonously fat and devoid
of shipping. Test your Luck. T you are Lucky, tura to
08T vou are Linfucky, Hm to 333.




364—365

364

You and your crew retreat into the forest, while the
Bansler sails up the coast, o retumn fora rendezvous
in a few days, Add 5 days to your toc. From your
elevated position, you see the remmants of the
Kishan forces pack up and leave Kirkuk, heading
south lowards their homeland. Gathering vour
men, you descend once again on the tovwn. Unforiu-
nately, Lhe Kishian army, which evidently had the
same idea as you, has stripped the tvwwn of all its
wealth, lnstead of gold, you settle for slaves. Roll
lwior dice: the tesult equals the number of slaves vou
manage lo extract from among the now impover.
ished townsfolk, When the Baushee reburns, will vou
zail down the coast Bowards Kish (furn to 1:31 or
into the Inland Sea towards the Shoals of Trysia
(harn Lo 667

365

You slide dewn lhe =ide of the cavern, bumping
against rovks and stones on the way, bul hitting the
buttom at a slow enough pace not to injure vourself
grievously. You are some way down the staircase
you earlier chose not o follow. You stand up and
brush the yrime of the fall from your clothes before
priceeding down the stairs. Tum o 28

366-368

366
A drele s drawn on Lthe ground, into which you and
Mog step. The Giant paces forward, spreads his
arms and then swings a mighty fist at your head —
knocking ¥ou clean out of the circle and into the
world bevond. Your adveniture is over.

367

At vour signal, vour men charge anc of Lhe walls
with a mighty roar. Suddenly, men armed with
spears and bows appear on the parapets and apen
fire. Your crew cast their grapples and place their
ladders, then dimb towards the defenders. Lhe
battle has begun.

EMNRAERI PRIESTS STRIEE 11 STRENGTH If

If your crew win, furm to 274.

368
You hand over the gold to vour men. Deducl 100
Cold Pieces from voue Booty, Turmn to 332,



369—370

369
Dropping anchor in a quict lagoon, vou head
ashore with most of your cew. The island has a
sandy beach completely encircling if, while inland
{rom the shore is a blanket of dense jungle foliage.
Will vou head alomg the beach {fuen 1o 23} orinto the
jungle fiurn to 4257

37
After your blow, the Ogre staggers deleated from
the ring. Collect as many Gold Pieces as you put up
for the bet, Will yon have another go 2t punch-out,
this time with a ditferent champion {fum to 385), 6r
—if you haven't already —try your luck al either the
Bataar races [turn lo 27o) or dice (furn to 238)7

FL IS

371
Where will vou seck oul replacements {or the crew

v have lnsi:

T the docks? Turn tor 233
In the market-place? : Tuen to 253
In the shams and poorer areas ot
the city? Turn to 203
372

You swing wour body agamst the monster’s,

bouncing off rather ineffectually. The Cyclops, not

even imitated at this rather pathetic effort, swings

vou over its head and throws you to the ground —

lose 2 points of sTaMNa. Wincing, you pegain vour
-t and face vour opponent. Will vou:

Punch itin the shoulder? Turn torgn
Cive it a back-hand to the armpit?  Turn te 337
Take a flving kick atits chest? Turn to 206




373374

373

Tumning to retreal, you realize that you are unsuze
as o which way you should go (other than down).
striking off through a likely ravine, vou are sur-
prised by the appearance of hundrads of the snow
beasts along the ridges on either side. Your aew
panic and ron as scores of enormous ice balls are
pushed down the slopes above, gathering speed
and snow as they come. An avalanche stars
sweeping all belore i, and buryving you and vour
coew alive. Yoor advenbare is over.

374

IMaving killed the Krell, youo search its cave, until
you find what you were looking for — the Skull of
salt. Returning to the Sea Sprites with fheir prize,
you are rewarded with a blessing to make yoor
journey a rapid one. Whenever you are instructed
by the book to roll three dice against your crREw
STRENGTII, you need only moll oo dice. You surface,
chimb back on board the Banshee and st sail. Which
way will you go, south towards Marad (hurn to 101),
or south-west, oul into the Infand Sea, tiwards the
Shoals of Trysta (burn Bo 6617

SFRTETT

G i

With a mighty swing, you hit the Giant a blow on
the crowen of his head. '‘Ouch,” he says, not bathng
an evelid. My turn now.” He hefts his tree-trunk
into the air and swings it in a ferocious arc,
smashing you from your boulder and depesiting
you on the ground several yards awav. Foll two dice
and deduct the resultfrom yoursrasina. If youare
=tll alive, you concede defeat, and your crew te-
treat, carrying vour crippled body back to the San-
sive. Turm to 272,

378

The journey o Assur is uneventful; the harizon
remains clear of ships and foul weather until your
arrival at the city. You disembark and head straight
for the central market area, to fook for some sailors
to recruit as pirates. Test your Luck. If yon are Lucey,
turn to 283- If you are Unlucky, tumn to 146.

377
The Salamander disappears wilh a flash as you deal
it the deadly blow. Alone now, vou cross the hall
and leave through a door at Lhe other end. Turn

io330.



378-379

378

You sail out into the Southemn Sea, heading south of
Shurrupak towards Nippur — add 2 days to your
Loc. The further you go south, the rougher the sea
gets and the mote unpredictable the weather. One
evening, when a supematural and freezing fog has
cut visibihty down tomete yvards, you see a glowing
mountain of ice floating in the sea. The Bansher is
under full sail and heading straight towards this
white monelith. Test juurLru'k Lo are Luckyy, turm
tir 266 IF you are Lrlucoy, fumm to 193-

=i
' 'Il'"“._;ﬁ,
G bR

| —

<

=

379

Some of your crew, still believing that the bags
contamed freasute which you were unwilling to
shars with them, saeak into your cabin while you
anz on deck. Finding the bag containing the south
wind, they open it —to discover why you had keptit
tudden. The south wind leaps out, howls avound
vour cabin, then escapes out of a windaw. Blowing
ferociously, it whips up a terrifying storm which
carfes the Sonshee back to the north. For three
weeks the zale blows, tossing yvour ship belore il
Finally it peters out, depositing the Bapshes just
offshore from the dbty of Tak, your starling-poinl.
You don't have enough time to sail o Nippur again,
so vou have lost the bet. Your adventure Is over.



3B0—381

JE‘E'&.-

o
The door springs open 35 vou turmn the handle, and
releases long metal spikes [rom the recess behind,
which impaie v again*_at the nppulsiitu wall. Your
death is instantancous.

381
The creature, still unseen, ceases its attacks, <o v
assuine it has been repulzed. Continuing down the
tunnel, you come to a dark cavern. Rough-hewn
stairs lead doswn inko impenelrable gloom; beside
them, a precaricus-docking ledge climbs upwards
alony the side of the cavern, also disappearing inlo
darkness. Will you inch your way along the ledge
{turn to 263), or walk down the stairs (tum Lo 28457

JHz—383

382
Your ship smashes through the warship’s oars. but
passes 50 close fo the towering enemy vossel thal
the Shurrupak marines have no difficulty in snag-

sudden halt, you can only watch in despair as the
second war galley draws up on the other cide.
Enemy marines pourinto vour ship and overwhelm
your pirates. Your adventure is over.

“All the worse for you, then,” savs the Sprile. “We
cirse you and call npon our father, the sea, fohold
vour ship with cloving [ngers of barnacle and
woeed. May it never caich the wind? At the end of
this speech, a greal bubble of air barsts feom the
rothng iimbers at vour feet and carmies you out of the
wrecked vessel and back to the waters sucface. You
climb on board the Banshee. From nosy on, when-
ever vou are instructed by the book to eoll theee dice
against vour CRew STRENGTH, then do not roll the
dice but count the result as alwayvs being preater than
vour ckew sTRENGTH, Which way will vou sail, out
into the Inland Sca, towards the Shoals of Trysta
ffumm to 66), or south, along the Fastern Rim
towards Marad (tuen to 191)7



384-385

384
Springing into the air, you smash the Cyclops inthe
middle of its back with your foot. The monster
buckles ander the blow and falls to the ground —
landing on you! Both of you lose = points of
STAMINA., Crawling oot from under the creature,
will ve:

Punch itin the jaw? Turn o196
Jump upand down on itz back? Turn to 361
Kick it in the groin? Turn o224

385
The next bout you choose to fight is against a hainy
wild man, caplured in the lands to the west of Kizh
and lrained as a gladiator-slave. Decde how oooct
yon wish o bel, then begin the duel.

WILLD bAAN CEILL 12

If you win, turn to o1, If you lose, turn o 37.

386—387

As vou draw near the island, several hundred ~il-
lagers run down to the shore, beating drums and
waving foral garlands in the air. They are a fair-
skinned people, with both men and women wear-
mg their long ffaxen hair in a single plait down the
back. It seems they are quite happy to sec vou. Will
vou land and ask these people for provisions [lum
Lo 324), or press on to another island (turn to 314)7

387

A storm blows up out of the south, making the
going difficult. Your crew, however, are equal to
the task of keeping the Burshes on course, When Lhe
weather clears, vou see your destination, the isle of
Mippur, on the horizon, Were vou given, carlier in
this adventure, two bags by the King of the Four
Winds? If so, turm to 2gg; if not, turn Lo 32.




gL

358

Having defeated the acolytes, vou approach the
statue — an ugly depiction of one of the lords of
decay. Stylized carrion hang from its toothed beak
and several of s numerous insectoid limbs arc
shown rending various creatures to death. [is beady
eves seem o penetrate straight through you. Look-
ingdoser, vou see that theidol has a huge ruby —cul
in the shape of a furked tongue — inside its gaping
maw. Will you reach in to prab the jewel (tuen Lo
360), or try tolift the statuc from iis pedestal to carry
it putside to vour waifing men {ham to 228)7

e
i ——




389

A% you pass between the statues, the ground ool
lapses at vour leel, deopping ¥ou and your compan-
wms into a deep pit. Stunned by the f3ll, von can do
nething when somebody unscen slips a rope abowt
vour neck. Struggling to get to vour feet, vou are
hoisted, along with your pirates, into the ai, o
dangle with the other sailors bebween the statues.
Your adventure is over.

390

JCH0
You search the abbol s chamber and discovera chest

which confains r1o Gold Pieces. The abbot™s sword
is also a worthy prize, being forged from the finest
Marad steel; if will add 2 o wour skirr whenever
vou engage in hand-to-hand combat, Searching the
murm further, vou find a trapdoor under the abbot's
chair, which opens ontoa spiral staircase, Descend-
ing this, vou armive at a rough-hewn corridor, which
takes vou to a point outside the castle walls, You
reCcOVeT Your walting crews, refurn to the Beeshee,
weigh anchor and head down thecoast, Turn to 123,




391

30T
You give full sail to the Banshee and bring her rapidly
alongside the slugeish merchantman. Your crew
brandish their scimitars and crossbows as you lean
across the gunwale, shouting to the other vessel's
caplain and crew, “Surrender vour cargo and pas-
senigers of vou will lose your lives as well as your
chip.” This brings an unexpected fesponse. A
hooded figure, obviously a Warlock or Magms, steps
aside from the gagele of frightencd passengers and
performs a short spell, which summons a hellish
Shade and sends it ke a smoky cloud across the
space bebyyeen the ships to attack vou, the captain.

SHADE SEILT 11 ETAMIRA G

If you defeat i, um to 252-




392-303

352

The captain of the vessel, secing his crew being

massacred, has mun through the hold of his crafl and
knocked oul holl imbers at random. The menchant
ship starts to sink. Tinally, in a paroxysm of fear, the
capbain, culching his bags of gold dlose to his chest,
leaps averboard into the briny depths. All you get
For vour troubles are 5 of the crew B sell as slaves.
Ihe Shoals of Trvsta lie some short distance Lo the
somth, so will vou sail around them to the isle of
Trysta {turn to 16g), or head south-west, lowards
either Kish (turn lo 223) or the Roc {tum to 204), or
sail south-east, towards the Chanmel of Goth (Llurn
to 1g1)?

393
Drawing vour weapons, you and your men sneak
up on the unsuspecling pirates. With 2 shout, vou
lcad your crew in a charge.

FTRATES

It vou deleat them, turm o 154-

STRIKE 11{r STRENGTH B

394305

Mustering all your strength, vou swing your staff at
the Cant’s feet, but miss his toes and stoike the
rock. ‘Ha® says Mog. 'Missed!” However, the sand-
stone block, already overstressed by the Giant's
fremendous weight, cracks from your blow and
disinierrates into dust as Mog prepares to swing his
tree. Thrown off balance, he falls to the ground.
Well,” he says, shrugging, T puess you win.’ Test

wonr Luck. If vou are Licky, lurn lo 36. If you are

Unilsiy, tom to 344,

345

Having defeated the atlacking cratl, vou wasle no
time in sacking it. However, being a simple assanlt
barge, it carnes no gold, so vou settle for claiming 5
of the survivors as slaves. You also take possession
of the vessel’s filler which, vou suspect, is behind ils
mysterious propulsion. This acquisibion, while not
working on the Banshee, has 2 beneficial influence
on your crew's morale - restore 2 peints to your
LEcE. [f vou were heading towards the Roc, turn to
27. If you were heading lowards the Channel of
Coth, fimn to 1y F.



396—347

After giving them a bit of verbal abuse, they mutier
intor Eheir beards and lock down at the ground,
humiliated. Discipline has been restored. Tum o
312,

397

Lhe dicing-pit around you is a wreck. The bodies of
el-Fazouk and his men lie at vour feet. The oocu-
pants of the unaffected parts of the den stop waich-
ing, now that the battle is over, and retum to their
gambling. Just an everyday brawl m this hive of
villainy, Searching vour old foe, you discovera bag
containing 55 Gold Pieces —add this to your Bootye. 1f
yiu haven't already, vou could v punch-out {turn
k0 48) or Bataar racinys (tarn to z7oe); otherwise, yoo
leave the city of Calah (lurn lo 262},

395-309
308

As vou swim through the crack, it snaps shut,
pinning vou tight some twenly fathoms under the
ez The shit 15 actually the heavily encrusted mowath
of a giant clam. The creature holds vou fast long
encugh for the effech ofthe magic podion vou drank
to wear off. Your adventure is over.

Swinging vour scimitar, vourush at the beastand hit
itright in the middle of its head. The blade shatters,
Vith a grumt, the aeature charges — impaling you
on several of s bony horns and then crushing vou
arainst the walls of the pil. Your adventuee is over.




400

Ji0

“There,” vou sav lo Abdul, flinging your coffer open
tn teveal an amonnt of pold substandally preater
than his own, 'l am the victor, | am the greatest
rascal, the best sacker of cites!” Abdul bows his
head, admiiting your victory. You have won,

1wl

Y
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Sbeoe Jackson's

SORCERY! 1
IIf SIMAMUTANTT HILLS

Your search torthe egendary Crowenof Fings tehes you bo
the Shamulant Hills, Alve with eadl crestures, Taadess
weanderers and Sloodilucaly monsters, he land is mddled
weilh tricks and Lraps waiting for the unwary travellz: Wil
vonrt b ahle fo eross the Ihills salele end pooceed o e
second part of the adventurd  or will yoo perizh in the
attempl?

SOQRCERY! 2

EHATE CITYPODRET OF THAI'S

Asawarrior relving oo force ol arms, orawizand trzimed m
magic, youl must braves she ferror of a cly baill Lo e e
unwary. Yoo will need all your wits abowt v o suncsee
the unimegimabhe horrors aheed end Lo maks sonec of The
clues which may lead to wour sucnss - or la poer doom?

SORCEENES
THE SEVEN SERFENIS
Seven Jeadly and magical scrponits speed abead of vou to
wrarm theel Anchmage of vour coming. Will vou be able to
catch them before they get theme?

SORCERY!L 4
THE CHUOWN O HINGS

Al the end of vour long trek, you face the onknewn berrozs
of (he Mampang Forlzess. Hidden inside the keep Is the
Lo of kings — the mitimate woal of the Sorcdry! epic Bul
beware!l For if vouw heve not defeated the Soven Zerponts,
suror armival has bren antipated . .

Complete with all the magical spells o will
meed, ench ook van b playved either onils own,
or as part of the whole epic



Lleme laceaon’s

FIGHTING FANTASY

The waorld of Fighting Fantasy, peopled by ores, dragms,
sombics, and vampires, has caprured the imaginaton of
millicns of readers world-wide. Thrllng sdvenlures of
soworcd amil sorcery, come o fife and the reader s the hooo,
dicing with death and demons i search of villains, lres-
sure o freodam. Blow I Cam Tt WCUFET AMAT ﬁi-_:h-—'.ng
lantzsy adventures and sond wour friends off on dammer-
ous mizgions! In (s deardy woiilen handbook, tiere are
hints un devising combats, monsters o nsc, moks and
tachics. as wall as beao mind-edventores Lo stad walh. The
ideshintreduchion to the fast grovsdng world of rede plaving
TATCE,

Adveniture Camebooks for Girls

ETARLIGHT ADVEMTLURE 12
STAR RIDEER

Carale Crrreck:

TOLD 2= the heming have the chance Lo ride [ng Lhe
Chympics. Winning the geld medal is wour ulfimate aim.
Can ¥ O U overcome the hurdles Fou encounter on Yo
way —an eliraclive Sugar Daddy: foul pley wilhdope plls;
= w=rrined fetlock ot the vital momens How will YL

eSO !

STAKMLICEHT ADVEMTLRE 22
THE RIDDLE OF THE EUNAWAY

Flenther Cisher

Y OL are a young defective, newly recnuited fo an impor-
ol detective agency. Your esl mission is o treck dowm
e irresistibli Bd toa bortome, whio has tun off witha rock
band oo towr i Amenca. How will ¥ O U cope, caughl up
in e high-powered world of record 2pents, casinos and

POp parties?

STARLIGHT ADVENTLEL 3:
PRLAMNIY OYF AFECRETS
Eom Jordam

Somewhere on the suncdrenched island of Simnes, the
legendary treasune of Apheodite lies hidden. O 50 ¥ L
near when you armive thee fo begin vonr exciting nes jols
gz 2 willz girl. Almesl unwillingly, YO U are swept up
imtn 2 thrilling fressune hunt, enly b discover Bhat some-
one else is searching for the gold too — someone who is
prepared fo be wterhe anscrupulows. Could b be (he
gorgeons windswrfer? Conld it Be the mystetions Coglish-
man? U could i be somenne infinilely moze Jangerous?



STARLIGHT ADVENTURE 4°
DANGER ON THE ATR
Elizalwdk Stedl

Something iz going sour 2t Radio Seulh. The busting,
Ipcelv elmosphera of this thriving local mdiostshion, where
Y L are e reporher, has laken a tuen for the werse. Thom's
a hint of scendal in the air — @ srandz] that could spell
digirster for the station and everrons imorolved. 1t = ap i
¥ QU to find outwho's behind it

in preparalion

ETARLIGHT ARVENTLURE 3:
ICE DAMCER
Elizotwth Buchge ord Tessa Sfricilend

There isan eleckic excitemend i the sweosld of oo doncing:
The Qlympics are on the way and YO L en exceplion-
ally Lalenled voung skater, have a chance to compete fir
vour countny, Bur bewsrel The palh o feme and soocess is
nol 2asy. There are unexpected dongers fo face, ensmies
to outywit and, aboveall, s eold miedal Lo sein. Wil YO0
suecead?




