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PUFFIN BOOKS
DEMONS OF THE DEEFP

hust free. davs out ol Pork Blacksand, !uwmhml:ﬂﬁp,.
Sundish, encounters the dread pirate, Captain Bioodaxe — terror
of the seas. As the pirate ship strikes, you know that vou are
liﬂﬂﬁeiﬂnplm'nﬂrnﬂinrmmmﬁr,mm Bt
mmﬂmmmhﬂyﬂhﬂ.wm and are
determined b ogo down Aighting.

The shirmush is swift and deadly. When it isover, YOU are the
only surviver rom your ship. hwmmhﬂﬂ
terrible fate in store for vou — one which will take vou into the
corad caverns benesth the waves and hﬂnﬂ'ndem of the
demens of the doep. in search of the mysterious Black Pearls,
which zre yvour only hope for survival! .

Twu dice, 2 pondl and an eraser are all you need to embark on
this thrilling undersea fantisy adventure, which s complete
wilh it elaborate combat zvsternoand o score sheet-to record.
o gains and losses.

certain. [0 op bo YO U o decide which route ko folloa . wihich
dangers to risk and which adversaries to fight!
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HOW TO BIGHT
THE CREATURES OF THE DEED

Before embarking un youradventure, you must first
determine vour own strengths and weaknesses,
You have In your possession a sword and a bag
conftaining provisions (food and drink} for the
adventures.

Yoo must use dice to determine vour initial sk
and s5TaMIiNa scores. On pages 18-19 there is an
Adremiure Shert which you may use o record the
details of an adventure, On it you will find boxes for
Tecording VOUT SKILEANd 5TAMINA SCOTES.

You are advised to either record your scores on the
Adiemiture Sheet in pencil, or make photocopies of
the page lo use in future advenlures.

Skill, Stamina and Luck

Eoll ons die. Add & lo this number and enter this
izl in the sk box on Bhe Adeenbure Sheet.

Eoll bath dice. Add 12 to the number rolled and
enber this tofs] i Bhe sTAMINA Dox.

There 15 also a ruck box. Boll one die. add 6o this
number and enter this total in the tuck box.



For reasons that will be explained below, sziL,
STAMINA and LUCK scores change constantly duor-
ing anadventure. You must keep an accurate record
of these scotes and for this reason you are advised
either to write small in the boxes or to keep an eraser
handy. But never rub out your [niisd scores.
Although ¥ou may be awarded additional sxic,
STAMINA and Luck points, these totals may never
exceed Vour (il scores, except on very rare ooca-
sions, when vou will be instrucled on a parbcular
PagE-

Your sKILL score reflects vour swordsmanship and
prneral fighting expertise; the higher the better.
Your sTAMINA score reflects vour general con-
sttution, your will lo survive, vour determination
and overall fitruzss; Fhe higher your sTasiva score,
the lomger vou will be able to survive. Youor 1uck
score indicates how naturally lucky a person you
urc. Luck —and magic — are facts of life in the fantasy
world you are about to explore.

Battles

You will ofien come across pages in the book which
instruct yvou to fight a creature of some sort. An
option 1o flee may be miven, but if nol — or if vou
choose to attack the creature anywav — vou must
resolve the battle as described below.

First record the creature’s sEILL and Sramina
soores i the first vacant Monster Fnoounter Box on
vour Adventure Skeet. The scores lor cach creature

1a

are siven e the hook each time you have an cn
COMInier.
The sequence af combatis then:

1. Rell both dice once for the creature. Add its sk

zcore. This totalis the creature’s Attack SivengLh,

Rall both dice once for yourself. Add the number

rolled to vour comrent siier score, This lolal is

vour Attack Strength.

Il vour Attack Strenyrth is higher than that of the

creature. vou have wounded it Proveed to step

4. It thewreabure’s Attack Strength is higher than

vours, it has wounded vou. Froveed b step 5. Tf

bolh Atkack Stremgth totals are the same, you
have avoided each other's blows — start the next

Attack Round from step 1 above,

2. You have wounded the creature, so subtract 2
points from ifs SraMina score, You may use
your LUuck nere to do additional damage [see
Ve

5- Ihe creature has wounded you, so subtract 2
poinEs fromm VOuT 0Wn S TAMIN A Stobe. Again vou
WAV USe LUCK at this stage (see over).

6. Make the approprate adjustments Lo éither the
Ieallife’s Or ¥our own STAMINA sScoTes (and
yvour LECk scote if yor used 1uck — see over).

7 begin the next Attack Round be retuming to
yvourcmment skl score and repealing stepsi-i.
| his sequendce continues until the s raniya score
uf either vinr or the creafure you are fightiue has
been reduced bo 2ero (death).

|..l

Lid
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Escaping

{On some pages vou may be given the opbon of
running away from a battle should things be going
badly for you- However, if you do run away, the
creature automatically gets in one wound on you
{subtract 2 sTAMINA points) as you flee. Such s the
price of cowardice. MNote thatl vou may use LUCK on
this wound.in the normal way {I—.EL below): You may
orly Ezscape if that option is specifically given to vou
om the page.

Fighting More Than One Creature

If you come across more than one creabure in 2
particular encounter, the instructions on thal page
will tell you how to handle the battle. Sometimes
you will teeat them as a single monster; sometimes
vou will fight each one in furn.

Luck

At various times during your adventure, either in
battles or when you come across situalions inwhich
vou could either be locky or unlucky (detzils of
these are piven on the pages themselves), vou mav
call on your luck to make the outcome more favour-
able. But beware! Using luck 15 @ risky business and
if you are rnlucky, the results could be disastrons.

The procedure tor using your luck is as follows: roll
two dice. Tf the number rolled is egual fo or less than
yvour current LUCK score, you have been Lucky and

1z

the result will go m your favour. If the number
rolled is higher than your current LUCK score, Yol
have been Unlucky and you will be penalized.

Thiz procedure is known as Testing your Luck. Each
time vou Tesfwour Luck, you must subtract one point
from your current LUCk score. Thus you will soon
realize that the more you rely onyour luck, the more
risky this will become.

Lising Luck i Battles

Omn certain pages of the book vou will be told to Test
yoier Luck and will be told the consequences of yout
being lucky or unlucky. However, In battles, you
always have the option of using yvour luck either to
inflict @ more serious wound on a creature you have
just wounded, or to minimize the effects ofa wound
the creature has just mflicted on you.

Hvou have justwounded the creature, youmay Test
vour [ uck as deseribed above. lf you are Lucky, vou
have inflicted a severe wound and may subiracl an
exira = points from the crealure’s STAMINA s5COTE.
However, if vou are Unlucky, the wound was a
mere graze and vou must restore 1 point to the
creature’s sTaMiya (e instead of scoring Lhe
normal 2 points of damage, you have now scored
only 1)

If the creature has just wounded you, you may Test
i Lk to oy fo mimmize the wound. 1 you are
Lucky, vou have managed to avoid the full damage
of the blow. Restore 1 pointof sTAMINA (L. instead

1



of deing 2 points of damape il has done ondy 1} U
vou are Unlocky, yoo have taken a more senious
blosr, Sublract 1 extra sTaMINA poinl.

Eemember that you must subtract 1 point foom vour
1T LUK scoTe each time vou Test yonr Lok,

Restoring Skill, Stamina and Luck

St

Your sgILt score will not change muoch dunng vour
advenhare. Occasionally, 2 page may give instruc-
tions Lo increase or decntase your SKILL saome. A
Maglc Weapon may increase your skill, bulb re-
memberthat only one weapon can be used at a tme!
You canmot claim 2 sk111 bonuses for carrying bwo
magic swords. Your SKILL SCore can never exceed 1hs
Mitiel value unless specifically instmacted.

Staming and Provisions
Your sTAMINA =cone will change a lot during vour
adventure as you fight monsters and underlake
arduous tasks. A< you near vour gosl, vowr
G1AaMina level mav be dangerously loww and baltles
may be paricalarly risky, sobe canful!

Your bag contains enmigh Provisions for ten meals
You 'may rest and pat at any time except when
uriganed in a batile. Eating a meal restores g sTas-
1A poinls. When you eata meal | add 5 pomnds'io
vour Sramin A score and deduct 1 point rom ¥
Frovisions. A separole Trovisions Remaimming
15 provided on the Adventure Skee! for recording

i
A

b

)
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details of Provisions. Remember that you have a
long way to go, 0 use your Provisions wisely!

Remember also that vour STAMINA SCOIe IMAY NEVeT
cxceed its [nitial value unless specifically instructed
on & page. Drinking a Healing Potion will restore
YOUT STAMINA B0 ils (nifial level ab any fime.

Luck
Additions to your Luck score are awarded through
the adventure when you have been particulacly
lucky. Details are miven on the pages of the book.
Remember that, as with sxrin and staMiKa, vour
LUCE score may never exceed its Initial value unless
speafically instructed on a page. Drinking a Poton
of Fortune will restore vour Luck Lo ils [rilie! level at
any Gme, and increase your kel 1uck by 1 point.



EQUIPMENT

You will start your adventure with a bare minimum
of pquipment, but vou may find or buy other items
during vour travels. Yoo are armed with a sword
and are dressed inleather armour. You haveabag to
held your Provisions and any treasures you may
CUME ACTOSE, =

1h

HINTS ON PLAY

There is one true way through this adventure and it
will take vou sev eral atterpls to find it. Make notes
and draw a map as you explore — this map will be
invaluable in future adventures and enable you to
privgress rapidly through B unexplored seclions.

Mot all areas contain lreasure; many merely conlain
traps and creatures which you will no doubt fall foul
of. There are many ‘wild-poose chase’ routes, and
while you may 11'|.cleed Progress through Lo your
ultimate destination, it is by no means certain thal
vou will find whal vou are searching tor. Likewise,
there are several ways In which vou may escape
with vour life and even defeat your foes — but there
i= only one way to win the pirate reasure for
vomTself

1t will be realized that eniries make no sense if read
in numerical order. [fis essental that vou read only
the entries vou are instructed to read.

The one Lrue way involves a minimum of tisk and
any plaver, no matter how weak on Mitial dice rolls,
should be able to get through fairky easily.

May the uck of the gods go with you on the adven-
ture ahead!
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BACKGROUND

You are a doughly sailor, a rover of the scven stas.

Yo b TNamy, ".--l-'d:T'ﬂ- I'.-"k.i"‘l-"l'[i—'“l.'ll'l.:' A5 d 'I.TIETI]TE'I', L]
great ships and small, on sailing-boats and huge
wirships. Neither howling storm nor dead calm
disturbs vou, Your trusty cutlass has slain many
brigands and strange areatures af the deep. In port,
vou keep vour listeners enthralled with your sca

stones. Some are true, some aren’t . . - bot nobody
knows the dillerence excepl vou.

You are five days out of Port Blacksand, first mate
on the good ship Senfish, when the pirate ship
sirikes. Swooping in on black sails ke the wings of
some: giant, predatory sea-bird, il rams ils prow
across vour decks. Bencath a leennyz, sharp-toothed
Hgurehead is her name - Lhe Iroll. Dozens ol rageed
pirates swarm across the rails and attack.

Thi crew of the Sunfah r'igh f5 111'a1.-'e]}-'_. buta ]'ieau:fful
merchant ship is no match for a pirate vessel. One
by one you see your comrades fall. At last, only vou
are lefl. With vour back to the mainmast, vou lay
about you with vour trusty-sabre, wounding one
piﬂlll_ alteranother. The p:ir'_ltr_ﬁ' back away from v
in fear, You drop your guard for a second - but |
soon! From behind vou. a black-bearded mf
swingrs a huge I'I-e]avm g-pin. You see stars.
nothing.

Lk

When vou awake, you are surprised bo find yourself
still alive. The Sunfish, 2 ballered wreck, is burning
neat by, Yoor comrades’ bodies are gone — oon-
signed, no doubt, 1o the deeps. You are on the deck
of the Troll. Tts sails snap in the breese as the pirates
head for their island lair.

You try to stand © _ - and find you are tied o the
mast. A coarse laugh comes from behind vou, “5o
- vur hero s awake! The speaker steps into vicw,
and vou see ¥our capior — & bald, burly man in a
onoe-elepant purple coat: he sweeps a mocking,
bow. "Captain Bloodaxe, af vour servicel A pleasure
o meet such a valiant fighteo! I would offer vou a
place in my crew, but somehosy vou don't seem
guite pur type. Whatever shall we do with you?”

Several of the jeering pirates bemn to offer sormes-
tions: ‘Keelhaul him! Bun him up the mainunast and
use him for a fag! Troll for sharks, with him as the
bait!’

But Captam Bloodaxe waves them to silence: ‘No,
my hearties! How savage of you! You should be
ashamed of yourselves! This one stood alene and
defied us. slaving manv of our comrades, Such a
worthy fighter must be rewarded Bttingly and will
leave the ship unharmed!”

The pirates grumble, but the captain shouts them
down. ‘First, we must refurn your good sword to
vouw.” He picks it up from the deck and replaces it in
the scabbard af your belt.

21



‘Second, we must give vou Provisions lor the tap.”
Fle snaps his fingers, and a pirate brings a bag of
black bread and salt beef—cnough Provisions for len
rneals. He ties the heavy bag to vour belt.

‘Third, e musl release these cuel bonds.” He
draws his dirk and slashes the ropes that hold you to
the masl. He yanks vou to vour feet, vour hands siill
tied behind you. “You'll forgive me if 1 don’t onie
vour hands just yet, but you're a very dangerous
foe!” Behind him, the pirates snicker.

‘And finally, we must give you your freedom!” He
escorts you to the slern of the ship, where Lhe
lifeboats are tied. The pirate crew follows, grem-
bling. ‘Unfortunately,” he adds, ‘'we can'l spare a
boat. 5o vou'll just have to sz home!” With 2
powerlul shove, he sends vou over Lhe railing. You
hit the water with a tremendous splash. As Captain
Bloodaxe's wifts drag you underwater, vou hear the
pirate crew laughing at the joke . .

g

Mow Turw CYVER



T
You sink slowly beneath the surlace, holding your
breath. Desperately, you try to free vour hands, but
the bonds are Hght. Deeper and deeper vou sink.
Curious fish crcle aronnd vou, and the world slowe-
Iy turns sca-green. The ocean is shallow here, and
vou see that you are descending towards tall spires
of coml. Mo, not comal, but a sunken city! You are
drifting into the middle of a stately courtyard, now
overgrown with weeds and coral. As vour feel
touch the boftom, youo see lines of lirht blaze all
around vou. You gasp - losing most of your breath
m a great bubble. The whole courtyard is a gmant
magical pentagram, and vou are standing in ils
cenfre!

You have no lime lo appreciale the magic, however:
vou must swim back to the sarface or drown! Butthe
weightat vour belt holds you down, and vou cannol
untie your hands. At last your strength fails, and
vou Inhale the cold waler. Bul vou remain un-
harmed!

You realize that the magic of the pentagram has
zomehow protected you from drowning. You Kick
vour way to a sharp coral spire and rub the rope

ﬁﬁ*‘-**‘*ﬁ“%g}




aeaingt it until your hands are tree. A strange lecling
at vour throat prompts vou to look at vour reflecion
in yuur shining sword. The spell has siven you gills!
Yo can breathe the swater just ke a Merman.

You find thal vour leather bag of ten Provisions is
intact. Exvidently the spell 15 also kevping the food
[rom being ruined by the sea-svater.

I you pull off your heavy beli and swim back to the
surface, rn te 63, If von explore the sunken courd-
vard instead, turn to 173,

The undersvaler gardens seem 1o be l2id oul just like
a formal garden om land. You swim throngh the
heavy iron gale, noting thal it is nol al all rusty.
Inside the gate, vou see many beaubiful specamens
ol seaweed, coral and water plants. Instead of birds,
the ‘trees’ are filled with coloured fish- Tiis eenie, but
peacelul. A few vards from the gate, the path splils
in two. If you go to the left, tum to 359. If vou goto
the right, turn ko174

34

3
You swam stromgly up and away from the skadium,

through the crack in the dome and over the city cnce
more. Not far away, you see the patch of clean sand
that you observed earlier. You can now see that a
small object of some kind is in the middle of the
and . Turn (o 106,

4

The king's eves open even wider, Ves, since you
azk, there is a great service vou can do for oor
kingdom. In an upper room of our palace lies a fair
princess, doomed to sleep until she be Kiszed by a
hero. None of cur nobles has been able to lift the
zpell. Will vou tre? If you agree to try, turn (o 3gg, Tf
viou declime the hooour, e b 284,
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5
Her evil appearance chills wour blood, bul perhaps

she: can be helpful to vou. Keeping vour hand well
away from your sword, ¥ou speak Lo her as cour-
teously as you can. ‘Chwise woman, pray forgive my
intrusion, but @ am in need of help: 1 have brought
vou a valuable gift, and you would honour me by
acceptng it She thrusts her hand out greedily.
What will you offer her:

A Black Pearl? Tum ta 127
A Toolfish? Turm to 22
A magic sword? Tum toBa

U you have none of these, you must allack. Turn lo
2R,

(-]
You swim down inlo the chasm. The light fails
rapidly as you swim lower. If you possess 3
Glowtish, turn to 324 If you do not, turn (o 180,

T
You doubt that vou could flee from the creature, an d

vou are cerfaindy not amdous to lighl it Your only
hope i= o talk to it What will vou appeal o i your
speech:

Turnio 333
Tum toa7s
Turn to-z2bg

Its good will?
its rreed ?
l1s hatred of pirates?

)
You hear a rustling behind vou. You kick off from
¢ bollom and spin around, vonr sword al the
meady. Then, from all sides 2t once, the small Crabs
attack. 1 vou sfand ani Ej_ghl_ them, turn to 169, [f

vl fhee, - fuer to T,



04—10

]
The Sea-horse swwims madly in ciscles, bucking and

tossing, but you keep your seat. Eventually it
guietens, but ‘still rolls its eves. You pat ils nose
reassuringly. You find that you can guide it with
your knees, and that it swims mnch faster than you
do. Yon direct it towards the cathedral in the dis-
tance. When vou reach your goal, vou dismount,
and the Sea-horse swims away. Restore 2 Luck
points. Turn to 26g.

10

You swim away as fast as yon can, leaving the
sinister skull behind you. When you sk a look over
vour shoulder, you see that the shimmenng has
vanished and everything is as it was befors. You
swim towards the large stome building. Tum to 159.

11—12

11

You swim up unbl your head is level with the
statue’s, and you lift the crown from its stony brow.
As vou do 50, its eyves tum towards vou and it lips
move. It speaks, in a voice so deep vou can feel
vour bones vibrate: Who dares take the Crown of
Allantis from its resting-place! Will you fight for
vour prize of flee ke a coward? What will vou di:
Fight the Siatue?
Flee like a coward?
Relurn the crown?

Tum to 232
Turn to 39
Turn to 217

12

The frapdoor slams shut behind vou as you whirl in
the current. You catch hold of something to steady
vourself. You are in pitch-blackness. Tf vou possoss
a Clowfish, turm o 258. I not, luen to 113,



13-14

13
You fight the four Batfish. They dart around,
swooping in to bite, so vou can ballle them one at a
Hirme:

FachBATFISH SKILL B STAMINA 4
You cannot Escape. If you kill them all, turn Lo 390,

1
You reach mito your bag and find the bottle with the
envelope. He isamazed, but immediately opens the
bottle and reads the message. Ikis obviously import-
ant: he hems and haws, putsitina pocket ofhis robe
and thanks you gmffly, For the first time, he seems
0 nolice your bedragpled condition. He snaps: his
ﬁnﬂﬂ.‘ﬁ and Testores FOUT STAMINA and Luck to
their Inifial values! Turn to 376.

2%



15—16

15

The Water Flemental begs your parden for threaten-
ing you. “You did me no wrong,” it says. ‘But Lhave
been held prisoner here these many years, and did
unjustly loose my wrath upen you. My thanks for
staying vour hand when you might have slain me.’
Restore 2 Luck points for showing mency. The
current wafts vou back through the coral mnmel so
cleverly thal you are not scraped at all. Tum o 1497.

16

You swim away from the building, over the couri-
vard with the pentagram, and over the aiy of Atlan-
tis. ¥ou find that swimming is coming very natural-
Iy 1o you now, Looking down over the aty, vou sec
no movement except for fish. The buildings appear
deseried. Some have fallen int rubble and most are
damaged, but the effect is slill one of peace and
beauty. Three spots catch vour eve, and yon must
decide which ome to visit

A huge red-coloured dome with a

brosken toof Tum to 223
An unnaturally clear, smaouth

patch of sand Tum fo 196
A square stone building, very well

preserved Tumto 340

T2 @

1719

L7
You dive for the rapdoor, but vou cannot get it

open in Hme. Lose 2 STAMIN & points as the Bone
Demon's spear jabs you. Turn to 168 and fight,

18

You remove the Axelish from your bag and release
it Tt quaickly grows mbo a large fish with a heavy
beak. It swims towards the bars, atiacks them and
batters them to pieces. It then swins awiy, its culy
done. As vou hurry from the cave, you find an
ordinary sword, which vou may take if vou like. The
current carmies you downsiream along the abyss.
Tum to 148.

13
Before your hand reaches the chiest, one of the pink
tentacles drifts down across youre wrist, L burns like
frel Lose 1 sTamMina point, unless you posseEs
fing that pritects vou from poison. What will vou

e FRORAS

Leave Bhe Boase?

Dirag the chest oubsath vour
sl ?

Altack the Ansmones?

durm o 38

Turn to 323
Turn to gg



20—21

20
You enter a part of the garden that looks rather ke
an orchard. Tall branches of coral support vine-like
plants bearing red and orange fruit. On the sandy
fluor of the garden, small crabs and fich are picking
at a fallen fruit. Tf vou sample a froit, om oz
you go on without eating, furmn to 234

21

You pick up the tridentand heftit. [t vibrates in your
hand. Suddenly it shoots forward, dragging yon
with it. You fry tolet go, bul vour fingers are stuck
as though with plue. You are carried along quickly,
and vour surprised shout sends bubbles towards
the ceiling. As you pass through their quarers,
other Mermen and Mermaids stare af you n sur-
prise. Then you are outside the cavern, speeding
through the green waters. You have lost ack of
your location, but you know yoo are being carried
further and further from the surface, Test your Luck.
Tf vou are Lucky, turn to 5g. If you are LrIJuL!L}- lurn
to 110,

22-24

fr.tr

You pay Cerano 1 Black Pearl, or 2 Gold Picoes (your
choice). He offers you a drink from his flask, and
vou accept. You mstanily feel stronger; vou regain 2
STAMINA points, or enough fo rise FOUr STAMINA
to 10, whichever is higher, If vou have no sword, he
tusses you one, Cvrano salutes you and drops into
an en garde position. Defend vourselfl he says, "We
shall kst your skill” You fight:

CYRANG

The fight is over when one of you has sustained
three wounds_ If you hit Cyrano three limes, turm to
176. If he hils you three times, tum to 6.

SKEILL 11 STAMINA 110

23
As you swim away from the mausoleum, you spy a
large, sleek Dolphin. It has already seen you and is
swimming in your direction. What will you dot

Fles? Turit ko 250

Spezk to it? Turm to a8

Altack it? Turn to 387
24

You enter the sunken ship. In the sudden dimness,
vou can barely see where you are going. You grab
the side of 2 door and try o feel your way, Testyour
Luck I vou are L 1_1|_I.-c_3r lurn to 348 If you are
Lintucky, tum to 123,



25—z2h

25
lhe Merman looks up in surprise as you dael
through his door. When he sees vour deawn sword,
his eyes open even wider. He throws his Sawtish al
you and picks up a long knife —a Knilefish! — from
his bench. The Sawfish grows larger and attacks
vou- You must fight it, and then the Metman:

SELILL  STAMINS
SAWFISH 4 E{5]
MERMAN T g

L you Escape, tum to 150. 1 you kill the Sawfish and
the Merman, turr (o 183,

2h

Your sword cuts fight through the shimmering
GHOST that has materialized in front of you, A
chill runs through your sword-arm. Lose 1 SEILL
point! Ifvou want to flee, turn togo. 1ivou choose ko
stay and see whal the Ghost wants, furn to 321,



a7—29

27

Your head breaks the surface just as the last rays of
sun teuch the water. Your gills vanish, and once
apain you can breathe the sea air. You inhale deeply
and kick to stay afloat. Not far away you see a plank:
youl swim over and catch hold of it Oh, well
vou have been shipwrecked before and survived.
Pechaps some day you will have another chance fo
revenge vourself on the piraies. For now, your
adventure is over,

=8
The Sea Dragon is several metees long, with gleam-
ing green and blue scales and daggerlike &lons of
ivory. Tt has oo flaming breath, but its feeth and
claws are powerful enough.

SEA DEAGON SKILL 10 STAMIKA 24

You cannot Escape. If vou kill the Sea Dragon, lum
Lo B,

=5

You float aimlessly through the darkness for a long
titne, going with the current. Occasionally you are
cut by sharp coral fragments: lose 1 STAMINA poinl.
Eventually your eyes adjust somewhat, and you can
see 8 very dim glow ahead of vou. You swim lo-
wards il, and see that it is sunlight! You squeere
through a narrow hole and emerge from a pateh of
seaweed, You are just outside the mausoleum
where you found the trapdoor that gol you into that
[ix. Turn o2z,

3o-—32

30

Yoo launch yourself at the Water Sprite. alming a
might¥ blows at its head. II giggles and chanpes
firmn. Suddenly, instead of a small cllin creature,
vou are facing a powertul whirlpool of water. [ts
furce threatens Lo sweep vou in. Test your Luck. [F
vou are Lucky, tum to 252 H youare Unhucky, turn
oy TH3.

3T
Which one will vou wse:
The Axetich? Turn to 214
Fhe Sawfish? Turn to 342
The Boeeriizh? Turn b 17
32

You flee from the huge creatures. To your reliel,
there i no pursuit. Which way will vou go.

Towards a distant sunken
cathedral?

Towards a gleaming coral reef?

Towards a cliff with a dark cave at
ks base?

lurn to 264
Turn Lo 260

Tuen Lo b2




33-35

33
You wiped out the whole nest of Bloodworms. Their

bodies disselve into a reddish slime. In their rocky
lair vou find a clean-picked human skeleton and a
mouldering pouch containang 2 Gold Pieces. You
head on towards the cathedral, which monw scems
vary close. Turn 1o 260.

34
I{ wou possess a Crab’s claw, tum to 205 Ifnod, lum

iy 186,

5

Az you approach, you see that these are not frue
humans, but DEEP ONES. Their skin is gresn and
warty, their eyes huge and froglike. They have
sgills, webbed lingers and huge claws. They wear
jewelled armour. They tell vou that King Scamoss is
always interested in curiosities like vourself, =nd
conducl you inside. Within the great counal-hall,
richly dressed courtiers meet vou and conduct you
to ihe throne onwhich the fat fish-king sis. Hisoves
bulge, and he wheezes when he speaks, but his
questions are keen. Whal will you doc

Tell your story and ask for help? Torm tr 208
Offer him the jade crown (if vou
haweil?

Ask ifvou can do him a service?

Tom fir2bs
Tirrlog

337

36
You answer the Dragon, and thank him in retumn,
Think nothing of it!" he says. 'l am gratefal to you,
for the gold, and for the swack!” It lunges towards
vou, jaws agape. You must fight the freacherons Sea
Dragon:
SEA DEACON SEILL 10 STAMINA 24

You cannot Escape. If vou kill the Sea Dragon, turn
to 277,

37

Asyvouwalch, a schoolof beautiful Angelfish swims
into the hall. Asifin response, the next window you
look at depicts more Angelfish. You laugh at the
thuought of ‘angel” fish in a cathedral, and wonder
where the denilfish is. Sure enough, the next win-
dow shows a howge DEVILFISH, so reafistic il
appears to be swimming towards you. In fact, it is
What will vou do:

Attackir? Tumtoagy
Ignone it? l'urn to 8o
Flee? Turn tir 117



3B

38

You see a golden-yellow shape ahead —a large fish
of some kind. Tt opens its mouth, and again you
hear the bubbling roar. You draw your sword as il
comes closer. Then it sees you. Fins around its necls
stand up in @ great mane; it yawns, showing sharp
tecth, and swims towards you. Tt is a LIOKNEISH!
What will you do:

Fight it with your sword? Turn to 73
Flee back down the path? Turn Lo 3g6
Swim to the fop of one of the

seaweesd trees? Turn lo 2g3




Agma

39
The Statue curses you for a coward — then it pulls iis

uwn head off and throws it at vou! Test wour Luck Tf
you are Lucky, the head misses you, but you still
lose 2 1 uck points because of the curse. 1 you are
Unlucky, vou lose 2 points of tuck because of the
Curhe, apn 2 STAMINA points because of the heavy
stone head. Tumn to 257, :

30

You make your way {orward to the captain’s cabin.
In a waler-soaked desk you find the ship’s papers.
Most of them are tolally ruined, bot one set of charis
was walerproot. You shedy them, and vour seafar-
ing experience quickly lets vou identify your
approximate posiion. To your surprise, several is-
lands are shown near by, where yvou had not known
any exisled. Thoey are marked with names like Tar-
feather Tsland, Gorblimey Rocks, Fish Island, Kee
trel Island . . . and a skull and croschones. You find
nothing else in the cabin. The maps are too big to
carry, 50 you leave them behind. You can visit the
treasure-hold, if you have notalready done o {tum
tor 192}, or you can leave {hurn to 223}

=43

47
Tou dive through the door and swim tunoosly to
escape the slimy creature, Ahead of you is the blue
2l vou saw earher. Turn to 251

4z
You leave the Elemental’s chamber and squesze
into the narrow coral passare. You ame peding
m=ther tired of coeal cuts by now, Sure enough, vou
are injured azam; lose another STAMING point. 1
von are still alive, tum (o 197.

43
Tou fullow the windme mnel as it changes from
coral to rock. Ahead of you, a dim glow slowly
pecomes darrling as yoo swim coser. Rounding a
Send, you condront a huge SEA DEAGON, curled
up on a sleaming pile of treasune. It fixes vou with
am v as big a3 a cannon-ball. What will vou do:

Flee? Turn to 23z
Attack? Turntoz8
Tell st the story of your

adrenmure? Tumtor




14—46

+

It waves its hand, wafting a shower of ghttering
motes bowards you. You feel 3 tingling, and your
LUk score is raised by 4 points. Before you can
thank the Water Sprite, it vanishes, You leave the
reef. [f vou swim towards a larger coral formation in
the distance;, tum to 87, If you go in the other
direction, towards an arca of rocks and sunken
timbers, tumto 111,

45
Your ring will sulstract 3 from each Atiack Roll the
Anemones make, But if the Anemones hit vou more
than once, the ring will vanish at the =d of the
battle, 1ts vithie exhausted, Tum to 314 and fght

46

The fighl ends; vou may cat Provisions, if you need
to repain strength. Cyrano congratulates you on
¥our performance: “0F coorse you did not win!
D't fee]l bad. You could not be expecied & win
against the great Cyrane, bot you did well.” Your
SKiLL score goes up by z points, and your Trdtal
SKILL score is also raised by 2. Cyrano stamps his
towsk aggain, and you find voursell back in the open
coean, in the middle of a patch of broken timbers.
Tum to 111,

4749

47
Hidden beneath the hull of the pirate ship, vou plan
vour final attack. You know that vour fate hinges on
the decisions you are aboul to make, What will vou
do to defeat the pirates:

Altack them boldly with vour

svwiord ? Turm tn 116
Use the Black Pearls you have

mathered? Turn to 358
Use a magic Toolfish {if vou hawve

pne)? Turn to 188

Summon the Sea Dragon (if you

know how)? Tum toz43

48
The bottle s made of blue glass and is heavily
sealed. Through the side you can see that it contains
an envelope, marked ‘Creyvlock” Wikl wou:

Open the bottle and read the

Tettee? Turn L 139
Dhiscard the bottle? Turn o 347
Keep the bottle, unopened? Lien to 344

49
The tunnel continues downward for a swhilaand

then divides again. The Glowfish swims away, but
vou can see laint lisht from both funnels ahead. TF
vior o Tight, forn fo 38501 vou godett, tum to 245,



1

50

The Dolphin swims curiously around vou, squeak-
ing. It seems o be very excited about something. Tt
tries fo push vou to the surface, but vou resist, and it
swimns away, as though abashed. Then it returns
and circles pou, belore darling away again. You look
in the direction it 5 swimming and see a hoge
sand-coloured SHARK cdosing in rapidlyl The
Dulphin arrows towards it. If youo want ko join the
Dolphin in fGghting the Shark, turn 1o 218, [ yvou
retire from the scene and let them fight it out, turn
to 7z,




51

i
Your spell produced thfve Skeletons. Shouting in
fear, mosi of the pirales dive overboard and flee. A
fewe show fight, but vou and the Skeletoms are an
even malch for them. The last Skeleton falls 1o the
sword of Captain Bloodaxe, who is the only pirate
left on Lhe ship. You must fight him voursell:

CAPTALN
BLOGODAXE SRILL 11

You cannol Escape. I vou kill him, turn 1o 18g.

oTAMINA TZ

32-53

52

Thanks to the warming from the Glowfish, you have
time to dodge the monslers first rush. It turns abouat
and comes for you again, arms oatstretched. [ you
want o attack i, tuen Lo 383, 1f you try to out-swim
i, furmn {0 12g.

53
Below vou and to one side are more buildings:
evidently the city of Atlantis was very extensivel In
front of vou i= the face of the clilf from which vou
emerged, pock-marked with Hny caverns and fes
tooned with corals, sea anemones and plants, You
Cami:

Examine the cliff face more closely.  Tum to 320
Swimn up towards the top of the
clitf Tum o 26o

Swimn ont over the city

Turnio b4



54

54
You smash the last of the Bone Demon’s sheletal

arms, and ity one remaining weapon fz2lls fo the
Hoor. With a powerful backhand blow, youcrush its
skull. The light in its eves dims as it sinks fo the
foor. You reach for ils cronvn, but il tums o muck in
your hands, leaving only the 2 Black Pearls. You
pocket them and search the room. The spear i= oo
lomg to carry, and the axe is much foo heavy, but
the sword looks as though it might be useful
Furthermore, it i3 shimmening with 2 red glow —
obviously magical. I vou lake the sword, lum to
330 If you leave it alone, horn to 2535,

@

5550

35

You release the Borerfish and it grows into 2 stout
creature with a corksorew nose. It swims up lo Lhe
Iroll’s hull and begins to drill one hole after another.
Mo mmmediate effect 15 visible, but within ben min-
utes the ship can be seen to be seftling! From a
disfance you watch as the pirate vessel founders
and sinks. A fow pirates thrash their way to the
shore, but most go down with their ship. Darkness
is lalling as you swim down to the sunken Trall ko
look if over. If you unbie one of the ship's boats and
float up with it to make yoursvay home, turmn fo 238.
IE vou head for the freasure-hold, tum to 36g.

58

The loathsome Sea Hai-_rl lies dead at your feet
Around her neck is a necklace, which vou may Lake
iF vOu hike., 543:::._[1[]15 the room, vou find 3 Black
Pearls. Atthe back of the room is a decp fissure, and
on Lhe other side of the fissure vou can see a huje
srass bound chest. B vou examine the chest, tucn
o 388, lEvou leave. urmto 162



57-58

37
The Merman is surprised tosee a land-dweller in his
workshop, but he iz friendly. When he hoars your
story, he is sympathetic. T'd like to help vouit I can,’
he says. “Tf vou have anything to pay, Twall =cll you
some of my spare Toolfish. They are magical, and
may be of use.” What will vou do:

Offer gold? Turn o132
Cffer a Black Peard? Turn 10373
Offer the harpoon (if you have it}  Tum o7

Diecline, thank him and leave? Turn lo 150
Attack him? Tumn by 329

You flee the wrath of th-: angry Water Elemental,
propelled by a sudden angry current from iis up-
raized hand, [he sharp coral cuts vou cuelly as
you strupele through the narrow tunnel. Lose 2
gTAMINA points. If you are stll alive, ¥ou find
vourself back below the trapdoor. 1f vou go down-
stream, twmn to 2z1. i vouo try to gel through the
trapdoor , tum to 363.

5961

39
As the trident streaks through a deep, cold chasm,
vou manage io pull your hand free. The trident
continues on its path and vanishes. Tam to 6,

B

You gather your courage and kiss the [ishy princess.
It works! Her eyes open. She looks at her rescuer

. and sereams with teeeor al vour human face,
When she realizes what has happened, however,
she apologizes. To show her g,ralitude she takes a
nng from her own hand and gives it to you. Tkis
E'I.&"J'IE_'IJ: she tells vou, and has greal virlue against
poisons. You thank her and take vour leave :1f the
admiring Deep Ones. Turn Lo 347

b1
Cnfortunately, vou do not have such an artefact. Tf
vou know the name of a helpful Dolphin, tuen to
=88 IF you do not, horn ko 245,




h2—a3

bz

[he cave opening in the cliff 1s casily twice your
height, and broad in proportion, On the tocks
around the opening vou can see huge scratches, like
the marks of enommous claws. You feel dwarfed as
vou swim slowly inside. The interior of the cavern 18
dimly lit, but brightens as you continue, Eounding a
bend, vou confromt a huge SEA DREAGOXN, curled
up on & gleaming pile of treasure, It fixes you with
an ey as bir as a cannon-ball. What will vou do:

Flee? Tumn ko231
Attack? Turn ko 28
Tell it the story of your
advertre? Tum ko g
63

You would rather not put your faith in magic you
don't understand, 50 yvou kick vour shoes off, drop
vour heavy belt and swim for the surface. You gasp
lor atr, and feel 3 Hngling: vour sills have vanished
again!

A pirate on board the Troll sees vou inthe water and
shouts loudly. The pitates line the rail to laugh.
When they see that vour hands are nol tied and you
are swimming away, their laughter stops and they
drop a small boat to pursue you. This time they
won't make the mistake of giving you a chance. You
are dead.



Brg—bb
B

¥ou swim down over the oty. As vou get doser,
raost of the buildings seem in rather poor repair. Bt
several things seem worthy of doser attention. Will
yiu investigate:

A huzgze palace with stiped

domes? Turn t 103
A large sunken galleon lying un
iz side? Turn to 282
An area that Tooks like an
underwater garden? Tum toz
b5

As you approach the sunken cathedral, you pass
over an arca of broken stone covered with nasty-
looking, swrithing creatures. If you swim down o
investigate, iurn Lo 311, If you swim harder to get
past, furn to zgz.

a6

You Lake a single Provision from your bag and loss il
towards the Batfish. One of them seizss 1t and
SWINS away: the other three contimoe to cecle. You
can distract onwe Batfish lor each addifional Tmo-
vision you throw. If you distract all four of them,
tum b g0, If vou distract some of the Batfish, but
not all of them, lurn to 13 to I‘ig]‘l'! the ones you did
not fead,

67-69

4

‘Limfortumate,” savs Grevlock. "They contain power-
ful mmagic which might have made your quest easier.
But if yon have found none yet, T doubt you will
locate enough to do the job before nightfall. 5411,
there are other ways. T wonld advise vou not o
confromt your foes directly. Bul il you cannot go to
themn, YOu can bring them down bo vy’ Yoo press
for an explanation. "There is more Lhan one way o
skim a cat — or a pirate,” replies Greylock obscurely.
‘But if you don't have the Lools [or the job, you can
alk to the Sea Dragon. e s beacherous and
srecdy, but he can help you . | . i he wants o, He
changes the subject abruptly. ‘What about Silver
Pearle? Have you any of those? If your answer is
“es', umm to 241, Ifitis “No’, turn tn 3g5.

o
You oink the coins and wait zeveral minules,
Nothing happens. Tumn fo 2gz2.

6

I'he MERM AN spars with you cantiously, jabbing,
with his frident and withdrawing. Tle is a fairly
sialful fighter, and he hovers near the ceiling Lo
make it hard for you to hit him.
MEEMAN SEILL g STAMIMA 10

If vou try to Escape, bom to agz. Tf yon kill the
Memman, turn Lo 326.



TO—72

70

‘Halt!" cries the king, “Fnoughl Take Sharkspear
away and minister to his wounds. Surface-dweller,
you have shown your prowess. How can we help
wou?’ As vou tell vour story, a fishy doctor examines
vou, Regain 2 sTAMIN & points and turm (o 206.

71
The Elemental thanks you repeatedly, wishing you
luck in your battle, Hestore 2 points of Luck. A hole
appears in the ceiling. It is loo small to swim into, so
you pull yoursell upward, hand over hand, your
csword at the ready. Turn Lo 220,

You swim away as [ast as vou can. Lose 1 sTAMINA
point, and 1 LUk point as well, for being cowardly.
¥ou look around you fora shark-prood hiding-place.
ot far away vou see a small building with only one
ertrance . . . a door too small for a Shark to pass
threwigh. You enter and look around. The firsi thing
vou see is a large, dark opening in the floor. It
-H]'.I'FIH.'-JTS t0 be the month of a pipe. Despite your besl
elforts, you are sucked down into darkness. Tom

b 1o

BT

3
You swing vour sword at the Liontish and it hisses
with disTnasw.

LIONEISH SKILL O

STAMINMNA 12

You cannot Escape: it i3 too [ast. If vou Kill It, turn
- TOE,

¥
Hovering beneath the great trapdoor, you hack and
pry with vour sword, but to no avail. The dooe
semains shot fast. What is worse, vou have dulled
vouT sword. Subtract 1 from your Attack Strenigth
whenever vou use this weapon from now on, What
will you do now:

Use the Axelish (if you possess

it)? Turn o134
Use the Sawlish (if you possess
it)? Turm ti 323

Go upstream (if you have nol
done sp already}?
Co dovwnsiream?

Turn tin 384
L to 2z




S

75—76

1 75
'hey brandish their rsty swords, You can fight
them one ata fime:

SHKILT ST RN
First SKELETO M 3 3
Second SKELETON F: ]
If you Lew to Escape, turn 10 293. If you destroy both
Skeletons, tom to 328,

He dedines politely; he doesn't need that. ‘I'urn
back to gyand make a different choice, ortumn b 150

ared beave,



7778

7
You do not have B wait very long belore the Sea

Ogre leaves — perhaps to hunt more vichims. You
Enow vou need to cscape soon. What wili vou do?

Lise the Sawfish (if yvou possess

T Tumtozbz
Llse the Axefish (if you possess

T Tum boa8
Lse the ice crystal (if von possess

)T : Iurn o309
Call the Diolphin (if vou ko ifs

name)? Tumto 337
None of these? Tomiogr

-8

You dodpe towards one of the windows, and fall —
but intoe the pichare not through the window! Tum
o244,

79—bB1

If vou have no sword, he Bosses von one, laughing,
Defend vourself, arrogant one! You soom realiew

that your strange-looking opponent is a master of
the blade:

SWOREDFISH SEILL 11 ClAMINA 10

He is angered, and yvou cannot Escape, L vou kill
i, tum to 158.

B0
It 15 no illusion, and it is certainly not friendly! I
<lashes wou with its barbed tail. Lose 2 sramina
points. Tumm fo 204 and fight,

Bx

You bow politely (nio mean feat while vou are swim-
ming) and offer the Hag vour magical sword, hilt
first. "Oh well,” she mutters, 'an:,rl‘hing mﬁgi{:{] is
worth something, I suppose.” She waves her hand
and restores slffer vour LUCKOF ¥OUT & FAMIN A (FOUT
choee) to ifs Iivhel walue, Then she oeders you to
l=ave. You are powerless to disobey, Turn to 162,



Hz—84

B2
You feel a throbbing. The bite was poisonous! If vou
possess a ring thal prolects you from pomon, bom
Lo 250 If you denot possess such aring, tum to 336.

83

You open Lthe chest. Instantly, effervescent bubbles
rise and fill the water around vou. Their sparkling
invigorales vouw, Increase vour Inftel s1amin a score
by 1, and raise vour current sTaMIna 1o that new
value, As the bubbles subside, vou see thatthe chest
also contains a dagger. 1f you take the dagger, furn
to 263. [Fvou leave it alone, tum to 381

g )

B4
The bottle 5 made of red glass. Inscribed on the

cutside, in vour own language (which the Ghost
apparcently could not read) are the words ‘Healing
Pation”. You may drink it now or take it with you. It
may be taken at any ime except during a battle, and
will Testore your STAMINA to iy Iuitiad level, You
thank the Ghost and leave, swimming lowards the
square stone building you saw earhier. Tum to 155,

Ho—Ha

85
Your refusal infuriales the Elemental. ‘T vou won't
rve e what I need,” it hasses, T take 112 1L allacks
yvou. Tum to 210.

86

You have slain the Sea Dragon, a feal worthy of the
greatest hero. There is more treasure here than you
could spend in a lifetime. Unfortunately, you have
no way o cany it with vou! You finally settle for 2
Black Pearls {all vou czn find) and a dozen Gold
Pieces, along wilh one very fine sapphire, Seeing
light towards the back of the cavern, VO Swirm in
that direction, oul of a narrow tunnel and up to-
wards the lipht Tum to 202.




&7
By

You swim towards the huge formation of coral. It
ceems to take the form of a wall surrounding Uhree
sides of a huge rock bowl. You erder through the
open side and swim towards the inside of the wall.
[hen, looking down, ¥ou see enormous eyes lerake-
ing back up at vou! Ten huge tentacles unfold and
seach out. The creature below vou is the legendary
KRAKEN, a monster big enough o sink a shipl 163
zreal beak opens and closes. What will you do:

Swim down and fight the Kraken?  Turn to 253
Try to hide in a niche in the coral

wall? Turn [0 gg
Lum around and make for open

wartee? Turn to 300



58—Bg

BE
The Sawfish is dead, and all the other Toollish have
escaped, You search the moum, bul find nothing,
You still have whatever you bought from the Mer-
man before vou atlacked him (if anythingl. fum
Lo a50.

As vil swim towards Lhe tower, you are spotied bF
4 creature within, You slimpse a green, bulging-
eyed face, "Not here, land-dweller! Lse the fronl
entrance! It peints downward, Retumn lo 1e3 =nd
make another choice.

qo—g=

go

Roll three dice. Tf the result is less than or equal to
vour current sTamMiNa, the trapdoor opens, U Lhe
ressult 15 more than your current sTamina, the door
opens anveeay, but vou have strained yoursell, and
vour lose 1 stamina pomt. Tourn to 271,

g1

You hammer al the bars of the cage, hoping 1o
escape by main force. Test your Luck, If you are
Lucky, turn to zoo. f you are Linlucky, turn to 302,

[vle]

You have dealt with both Giant Crabs. Little fish
appear, scemingly [rom nowhers, to pick at the
white crab meat. What will you do now:

Turm o 400
Turn to 347
Turn Lo 36g

Sampie the crab meat voursel£?
Investsate the brick building?
Leave the area?




9304

The Crouper mislakes ?ﬂur caubion for fear. It
mishes you before you can gel vour sword up. To
avoid being swallowed, you kick at its nose, and
it bites your les. Lose 2 sSTAMINA points and tum
to119.

o3
Yo attack the dump of Ancmones. Their poisoned

tentacles extend hugely and reach out fr you,
slapping vou across your arms and chest. Their
touch Puens you! If vou possess a nng that protecs
you from poison, hurn o 45. 1 nod, lurn o 314,

g5-9b

93

He 1s surpmised at vour sudden altack, but delends
himsell, dodsing out of reach and waving his wand
at v Your vision blurs and you fall to the ground.
You are having trouble breathing. He shakes his
head in puzzlement, picks you up and throws you
fhrough the bubble into the water. You find you can
breathe agzin. You swim away, dimly realizing that
something has changed. Indeed ik has! You are now
a fish —and an uglvy one, at that. Your adventure is
Over.

g6

Fhe tunnel fums sharply upwards. It leads to
another huge trapdoor. Without much hope, vou
brace yourself against a wall and push. To your
surprise, the door is counterbalanced and rises
easily. You leave and it closes behind vou. On bop is
2 huge boulder; you soon learn that the door does
not open from this side. You find yourself on the
sea-floor once again, with sunlight visible above,
The Glowfish swims away, its work done. Not far
Tom vou is a building that looks like a small house.
It 15 deserted and ifs roof is smashed. Beyond itis a
huge, deep abyss. If vou investigate the little house,
turn fo 37z, If vou swim past it and down into the
abyss, tum to 6.



g7—-g%

b ¥

You bend and run vour sword behween the Clam's
shells. It opens, revealing a large Silver Pearl. You
take the freasure gleetully and pop it into your bag,
But while you are distracted, a huge SEA SPIDER
falls from the ceiling on to vour back! It wronnds you
once, costing ¥ouL 2 STAMINa points, before you can
defend yourself. You fight the Sea Spider:

SEA SPIDER SKILL 7 STAMINA 10

If you Escape, turn to 222, TF you kill the Sea Spider,
fum o 371-

2

o
You think you can handle a single ugly Eel. You
slash at it with your sword, and it responds by
striking at you wilh needle-like fangs.

MORAY EEL SEILL 7 ETAMIRA 12

The close confines keep you from trving lo Bscape.
If you kill the Fel, Litm (o 137,



O —J.04

L)
Yiu darl into a large hole in the coral, justahead of a

reaching tentacle. Exploring your refuge, vou find
that it does not lead all the way through the coral
wall, You may eal Provisions now ordrink a Potion.
You are safe for the moment . . - or are you? The
Kraken's huge arms are tearing the coral away from
the cotrance and probing after you. What will you
do nowy:

Use the ice crystal (if vou haveit)?  Turn o193
Use the Polion of Vaporous

Essenice (i you have it)? Turn to 278
L'se a Toolfish? Tom o3l
Attack with your sword? Tum 10253
Inone of the above? Tum to 1457

100

Yo swim around the ship until vou find an anchor-
rope, and climb aboard the Iroll. The dumbiounded
sentries gape at you, As they raise the alarm, vou
reach inlo vour pouch and pull out the Black FEarL-i
vou have gathered, {If you have an odd mumber ©
Tearls, vou hold one back. ) Casting the Pearls to the
deck, you cry oul the magic word! A doud of fog
APpLATS aro uind the Dearls and solidifies into chalk-
white bones. The Pearls have become the eves of
vour enchanled Skeletons! How many Peards did
vou throw down:

Twa? Turnio3is
Four? [umn to274
Gix? Tusnlogs

Fightor more? Tum to236

101

101

Restore 2 points of tvck. The Chost leads vou ko
various places around the city, to find his scatlered
bones. The creatures of the deep sive vou hoth a
wide berth as you work: Some of the bones are
exposed on the sea-lloor; others are butied in sand
or coral. As you work, yon find a single Gold Plece.
Before the job is done, you are fired; half vour
Temaining sTaMInA (Toond down)is lost. ;

Al st vou are finished; the skull and bones are
placed In a larpe uen, wedsed safely behveen Lwo
large rocks and covered with sand. The Ghost is
pleased: his spirit iz now free. In return he alfers to
help you br leading vou Lo a sealed bottle near by,
Ie does not know what s n it, but he senses magic!
He takes vou to the bottle, Roll one die ta see what

vou have found: om 1—=z, tum o 84; on 3—4, turn to

360; om 54, turn Lo 48.
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102

Having slain the Lionfish, ¥ou continue in the
direction from which it came. The seaweed forest
becomes darker. Then, abruptly, it falls away Into
a eatly kepl clearing. Within the dearing 15 2 vor¥
ardinary-looking coltage, surrounded by a greaf
iridescent bubble, Tnside the bubble you can sec
everyday land-dwelling shrubs —and even a cal

You swim closer and peer through the bubble into a
window of the coltage. Inside vou can see an old
man sitting at a desk. Suddenly he becomes awars
of you and locks up. Meeting, your eye, he waves
vou toweards the front of the cottage. His atirtode i=
brisk and no-nonsense. Tf you swim back inle the
cover of the gardens, turn to 322. If you go to the
front and meet the old man, turn o 135.

I03—104

103

You swim down lowards the palace. Tt is the largest
building you have seen in Atlantis; indeed, it is one
of the largest buildings you have ever seen any-
where. It is also in a good state of repair, As you
swim closer, you sec the reason: the palace is in-
habited! Two human-locking guards, dressed in
colourful uniforms, are patrolling the hupe main
entrance. What will vou do:

swim quickly down and attack

them? I'urn to 333
Swim slosly down and hail
thiom? Furnto 35

Try o enter one of the towers? Turn to 8g
104

The current whirls vou through the pipe. Fortu-
nately, ils sides are slick, so you are not hurt, But the
corksarewing comrent leaves vou very dizzy. Your
seiLl will be reduced by 1 for your next haltle only,
Ihe pipe spews vou oul on a patch of soft sand. But
vour leather bag is nowhere to be found!

Tust a= you give up hope, you find it draped on a
oiece of coral above vour head. All your freasures
areintact, ving on the sand. But your Provisionsare
gone, no doubt caten by the fish. You re-attach the
tag to yourbeltand look around. On one side of vou
= 3 large walled garden. On the other side is a
sunken ship. If vou proceed through the gate into
the garden, turn to 2. If yoo :inw-'ﬁﬁga’re the 511_ip,
een fo 28z,



105107

105

You swim to the surface ET-I.'II'.:I take a deep breath of
air, feeling your magic gills vanish as you do so.
Behind vou, the Elemental forms 2 wave. Riding the
crest of spray, you travel faster than you had ever
dreamed possible. Before long, you see the hights of
Part Blacksand twinkling in the dusk. You thank the
Elemental as it deposils you on the chore. You failed
in your quest to defeat the pirates . . . but al least
vou're alive. Maybe some day vou can agamn v o
find them:

106

As you slep over the fissure, you feel a strange force
pulling at vou. Then the necklace becomes ternble
heavy and pulls vou down lowards Hhe fissure! lest
your Luck. Tf vou are Lucky, turn to 155, 1f you are
Unlucky, (um fo zog.

107
You thank the Dragon very respectfully. Seving
light towards the back of the cavern, you swim in
that direction, vut of a narmow tunnel and up fo
wards the light. Turm fozoz.

108—110

108
You jump on its back, throw your arms around its
neck and iy o hang on. The Sea-horse bolts. Test
vemer Luck, vouare Lucky, you stayv on {turn tog). Tf
vou are Linlucky, you are throsn off (tuen to 380).

109

Your words infuriate the dull-witted Clgre. ‘Mol eal
vou later!” it growvls. ‘Eat younow!” It hurls away the
bars and comes towards you. If you fought it earlier,
it has the sTamina it ended the battle with, plus 2
points it has recovered since the fight. Othepwise, it
has the sTaMINA given below:

SEA OGRE

‘fou cannok Escape. If you kill the Sea Ogre, turn to
163

SKILL 7 STAMINA I#

110

No matter how hard you struggle, vou cannot let go
of the cursed lrident. It drags vou alomg, even after
vou drown and the flesh drops from vour bones. At
Lst omby a single skeletal arm is left, s&l FTipping
the Lrident as it sails along its path for ever.

£y

S
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111
You look around you. You are in the midsl of some
greal wreckare — whether of a ship or bailding, you
cannot tell. You are surrounded by logs, stones and
scraps of wood and metal. Out of the corner of your
eve, your se2 a fash of movement. Then you leel a
tug at vour belt. Yoo realize that there are little
Octopuses all around vou, watching you swith their
great eves and investigating yoo with their ten-
tzcles. What will vou do:

Elee? Turn bir142

Attack them? Twrn tozgo

Offer them some food? Turn tu 34
112

Test wowr Lk, IF wour are Lucky, you swim away
quickly and the Eel lets vou go (turn o Bg). IFvou are
Unlucky, the Eel's head darts out and its sharp Leeth
calch your clothes as vou flee. Tewithdraws, pulling
vouinfoitscave, You are not hurl—not vet —bul you
must ight it Turn to g8




113114

113
You are trapped in darkness, with noway of making
alight. Testyorr Luck, Tfyon are Lucky, turn ta2g. If
vou are Unlucky, turn to182.

114

¥ou tell Greylock that you want to find the Sea
Dragon, “Verv well,” he replies. ‘Good fortune o
vou,” T1e escorts you back to the fronl door of his
coltage. When it opens, vou see. not the gardens,
but a weed-lined tunnel. A glistening film holds
back the water that fills the tunnel. You lowes
vourself through, {eeling a fingling sensation as you
cross the magical barrier. The door closes behind
yom, Turn s 385,

115—118

115

Yo do, Infact, possess a Black Pearl, so it is within
vour power to free the Water Elemental. What will
YOOI (0;

Give the Elernenzal a Pearl?
Ask the Flemental wwhat it waill

Turn to 343

exchange? Turn i 242
T |
Tell the Elemental you have no

Pearl? Turn by 187

116

Brandishing vour sword, vou climb on deck. Al
frst, the pirates flee in fear; then they rally, As vou
fehe vour way fowards the bow, you slay picate
afler pirate. Butat last their superior numbers prove
vour undoing. as they did once beloce. You fall,
oleeding from a hondred wounds. Your adventure
Is D¥ET,



117-119

117
You dodge away from the attacking Dewilfish. Tesd
wour Luck. 1f you are Lucky, you jump away from it
{turh Lo 78], Tf you are Unlocky, il ouf-uesses vou
and lashes down again: turn lo 294 and fight it.

118
Y¥pu flee, Lose 2 more sTAMINA points before you
can shake off the last of your crawlhing tormentors. If
you are still alive, twm o 38g.

119
You draw your sword and slach at the Grouper. I
does its best to swallow wou.

GROUTER GKILL B CTAMIKA 12

You cannot Escape, Fortunately, the big fish is In
search of casier prev. 1f you can hit it twice, it will
flee instead of pursuing the fight. If you succeed in
drivinyg it away, tum o 340.

1Z0—1z1

L3O
You swim up through the imnel, and re-enter the
Demon’s room:. THs un changed, and there is no sign
ol the Flemental. You contine up through the hole
in the roof. Tum to 361,

1Zf

[he Mermen stop their advance to hear vou out.
You explain that vou meant no harm by invading
twenr cavern, and only fought the guard because he
mghtened vou. They are angry, but finally accept
vour excuses. Thorr leader gives vou a choice: vou
can give up all your possessions excepl one
weapon, and leave their cavern — or vou can die,
What will vou do:

Accept his senlence and leave? Turn to 356

Attack with your swond? Tum to 281
Snatch the [allen Merman's
trident and attack? Turn o 21




132—133

1Zz

You fight the Sea Snakes. They are many-coloured
anad Yery beautiful, but their bite is POisOTING. Fach
fime a Sea Snake hits you, you lose 5 STAMINA
points instead ol 2. A successhil use of Luck will
redure the damage to 1, buk an unsuccessiul use of
1Ck will increase it 1o 4! You fight the nest of Sea
Snakes as a smgle opponent:

SEA SWNAKES HKEL L § STAMINA 7

If vou Escape, turn to 3. (Remember that if you
Evrape, vou will be bitken one last Hme, and it will
cost vou 3 5TaMINa points rather than 2.) If vou kill
the Sea Snakes, tom o 2o6.

123
Anenormous CLAM snaps shut onyourleg! Lose
sTaAMINA pomnt. Bub the Clam is only parck of the
problem. A huge SEA SPIDER, from ils vanlage
point in the shadows on the cetling, observes vour
predicament and attacks youw. You cannotl escape.
furthermore, the Clam on your foot reduces vour
Attack Strength by 2 loras long as il is holding you.
Tou ran 2ke a furn to men your sword between the
Clam’s shells and lree vourself - bul the Sea Spider
will mrtomabically hit you onee if vow di!

SEA SPIDER SKILL 7 STAMIMA [D

If vou free yourselt from the Clam and Escape, Lurn
fir 222 IF vou kill the Sea Spider, burn ko 268.



124—126

124
The fruit tastes delicious, rather like a pear with
honey, 1l restores 2 lost STAMINA poinis. You by
another one, but it has no further effect. You swim
on down the path, Turn to 234,

123

You have killed the monstrons Kraken. Restore 3
Luck points. Thisis one tale youwillnever fell in the
taverns: nobody would believe you! You invesfigate
ity lair. The Eraken had no treasure; it did not care
for gold. But inside the huge shellfish around its
rocky hole you find 3 Black Pearls. Above you the
ocean is tumning blood-red with the rays of the
sinking sun. You know you must leave soon. Turn
o 3820

126
“You fight well for a thief,” booms the Statue. "Re-
turn my cronen, and 1 will let vou hive.” I vou retum
the crowvn, turn to 149 I you will keepitand fight to
the end, Turn to 284,

127—128

127

You bow and offer the Hagra Black Prarl from youlr
bag. She accepts greedily, Do you have any more?’
she asks. ‘Give them to me? You tremble in angee,
but you cannot disobey. She takes all vour Pearls,
bughing nastily. With a casual wave of her hand,
she restores both vour tuck and vour sTaMina to
thar fed values. Then she orders vou toleave. A
not current of water lifts you and thrusts vou into
the comdor; the door slams behind youw. Turn 1o
1ha2.

123
W hat gt will voo offer the Water Sprte:
Food? Turm b 3
Cold? Tirin o x13

A magicifem? Turnto3zz



12p-132

129

The Sea Ogre is quick and strong, Test yomr Duce
twice. Il you are Lucky both times, you manage to
dodge aboutuntil vou can get out of its sight, andlet
the current lake vou far away down the abyss (tum
to 148). Tf voware Unbucky even once, it cafches you
and imprisons vour sword-arm betore vou can
attack {furmn to 256). Even if vou are Unlucky on the
first roll, you must s611 Tese 1 LOCK point for the
second fry.

130

This inoffensive creature is totally useless in battle.
Lose 1 Luck point. Return to 188 and choose
another {ish, or tum to 47 and try another tactic
entirely.

131

The Eel thrashes and dies. You drag it out of the
cave and watch it tumble slowly down throogh the
water, bwisling in the current. Returning lo the
cave, you search it, and lind a single Gold Piece
Turmn tohg.

132

The Merman is quite fond of gold, but he asks =
pieces for each lish. 1fyou will pay that price, tum o
316 and choose one fish for every 2 gold Pieces vou
pay: If vou cannot {or will not) pay that poee, lum
back to 57 and make a different offer, or im o 150
and leave.

133134

133

Blood fills the water as the lifeless body of the
Dolphin drifts away. Suddenly, a sixth sense
warns vou to turn around. A huge sand-coloured
SHAREK, drawn by the Blood in the water, is attack-
imer yom! Your tealize that there 15 no way you can
Escape this monster; vou will have to fighl. You do
not have ime o eat Provisions or use Potions before
this battle begins.

SHARK SKILL B STAMINA 15

If vou kil the Shark, tum to 3700

134

You remove the Axetish [rom your pouch and re-
leasse 1 T growes to a metre-long fish with a heavy
norned bill. Swimming at the trapdoor, it smashes
it with several quick strikes, swims through and
vamishes. You clear away the splinters and follow ik
through- You find vourself back in the mausoleum.
tow quickly swim out of the goeat bronee doors.
Turn to 23,



135136

135

The door opens and the old man strides out. He
miroduces himself as Creviock and invites yon in.
Canfiously, you step through the protective bubble,
feeling your skin tingle. Onee inside, vou find you
are breathing air. He chuckles at vour surprise: *Ah
. . - you are o wisard, then” You tell him aboot the
pentagram that bestowed the gills on you, and he
nods. ‘A powerful spell. Don‘t worny. 5y home
here is under a different enchantment, which will
not interfere with vour protechon.”

You may have heard the name Greylock before, Tf
you possess something bearing that name, turn 10
14 If nok, furn b0 z25.

2@

136
You do not have fime to check the bodies for things
of values an angry mob of fish-people is pouring
dowm the castle steps and out of the high windosys.
You swim quickly away, soon oul-distancing pur-
soit. Tum to 347



137138

137

Mo matter,” he sighs. ‘Cyrano knows well what it is
like to be peaniless. Lawill instruct vou anyway, for
the love of the art.” e offers vou a drink [rom his
flazk, and you accept. You instantly feel stmomger;
VOU TEgAIn 2 STAMINA puints, of enough fo mise
your STAMINA to 10, whichever is higher. If vou
have no sword, he tosses vou one. Cyrano salubes
vou and drops inlo an er garde position. Tefend
vourself!’ he says, “We shall test your skilll” You
fighi:

CHRAMD SETLL 11 STAMINA 1D

The fight iz over when one of you has sustained
three wounds: I you hil Cyrane three limes, tum
toazh. If he hits vou three fimes, tum fo 46.

138
The Mermen enjoyed yvour visil, and they crowed
around vou towish yoo good luck. Knowing of vour
quest, t}u_wr uffer advice. 1 you feel very brave and
]1[:._1::5. , !hF_“l tell ViOU, ¥l shonild ¥isit the Sea Dragon
— but he s ..:IdnerL:luﬁ' It you need information to
help vou find your path, you should vist the
sunken cathedral, And i vou need good lortune,
vou should seek out the Water '::]-mm bt be-
ware uf hungry crabs! They will point oul the path
lowards any of these three:

The Sea Dragon? iumiote
The sunken cathedral? Turntoz2oz2
The Waler Sprile? Tumtn 363

139-142

135

You should know better than to open other people’s
mail- When you break the seal, water rushes into
the bottle. Atststouch, the envelope inside corrodes
and bubbles. A foul reddish liquid hisses from the
boitle and chokes vou. Lose 2 points of sTamina,
The Ghost varnishes. You swim away lowards the
stone building vou saw earlier. Turn to15g,

140
Yoo remain hidden. The Dragon calls again, but
sventually jgives up. It gathers its treasure and
leaves. You swim to the sunken Troll to look it over.
It is almost mightfall, I you untic one of the ship's
boats and doat up with it to make vour way home,
turn to 238 If you head for the treasure-hold, turmn

w369,

4
Ignorng the Sea-horse, you swim towards your
goal. As vour shadow passes over il, the Sca-horse
spoks and swims awav, but it soon gets over ils
fright and returns to its grazing. lurn o &5




142-144

142

vou kick off lo escape, but a tentacle is looped
around your foot. You sprawl on the sea-floor! The
curious Octopuses swarm around you, probing
with their tentacles. They steal two Provisions (if
ou have thal many) and any fwo items from your
l:ug (vour chuice). You struggle free and _*.n-ci_m
away. If you examine the huge coral formation in
the distance, turn lo 87 If vou go in the other
directiom, furn fo 382.

143

This seems like a very good time toose the Potion of
Vaparous Essence. Carefully, you open the ‘:.--:.ui'ljle
and drink. Before the Opre’s very eyes you UM mio
a mist and drift between the bars and out of lhe
cave. He springs towards you, clutching with his
great hands, but you slip between his fingers. As
you drift downstream, you see the Ogre beating om
the pround in frastration, Before long you feel your
body and possessions becoming solid again. Tum
to 148,

144

The fringes of the whirlpool spin you around. You
feel dizey; vour Attack Sirength will be recuced by 2
for yorr pext combal only. 1 you swim lowards =
larger coral formation in the distance, tum to 87. ]
yol g0 in the other direction, lowards an area of
rocks and sunken timbers, form tir 111,

145147

145

Infortunately, vou have o way of finding for sure
where the pirates have gone, and no way of getting
there if vou knew. The sun is at the horizon. TF yoo
swim for the surface, turn o 27. I you dive lowards
another sunken ship vou see below you, furn to 369.

146

The garrovies are not the stone monsters yoL ex-
pected, but statues of ordinare people, squatting
and making hideous tfaces. You wonder just whao
builf this cathedral. As vou are puzzling over the
statuary, you see four hungre-looking BATEFISH
swimming towards you. They are strange-looking
creatures, with small bodics, hoge ting and sharp
teeth. If you fight them, mrn to 13. If vou try fo
appease them by fssing food, turn bo 66,

e
,-.;_‘*5#'* %?Tr-,;‘?
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147

You sit still and wail. The tentacles conlinue to lear
zway the coral. Your hope that the Kraken would
loze interest goes unanswered: IL can almost reach
vou now. IF vou Aght, tum B 253 If you try to Fee
past the tentaches, lurn o 3049,



145-149

148
Cradually, as the current carries vou downstream,
vOouL make yout way towards the rim of the chasm,
Eventually, you emerge into a rocky area of sea-
floor. Mot far away you can sce what looks like an
old brick building, surnianded by weed-grown rub-
ole. You swim over and investigate. The building is
the home of a pair of GTANT CRABS. What will vou

dio:

Attack them? lurnloz21g
Swim awav? Tumtogz
Throw food to them? Turntozg8

T49
Tou toss the jade crown towards the Statue. [t
catches it delicately, lifts it toils head, and reburns to
its former position. It frecses into immobility — but
nowe Lhe stope eves are watching yox. You thimk i
best to leave quickly. Tourn to23.



150-151

130
You leave the Merman's workshop and swim
through the underwater corridors. Soon vou sce
light — an apening o the cutside. You leave the
arena and swim towards the strange patch of dean
sand that vou noticed earlier: Turn to 1g6.

151

The Dolphin circles you, swimming off a short was
and then returning, Arlast you realiee thal it wants
vou Lo follow. You trail it through a hidden break in
the coral Teef, over a steep underwaler cliff and
down Lo a patch of sand between a sunken gallcon
and a huge iron gate that opens into an underwaler
carden, 1t butts vou playiully with its nose, amows
off and vanishes. 1f you proceed through the gate,
iurn to 2. If you would rather look at the sunken
ship first, turn o 282,

I53—154

152

Other Mermen join the chase as yvou swim back
down the cavern. The angry Mermen pursoe you
for 3 little way, butwhen vou opena heavy door and
dive through it they break off thueir pursuit and
lzngh. You hear the door being barred behind vou,
Tou wonder if you have made a mistake, butthereis
nothing vou can do except go on. Ahead of youw is a
faint glow. Tum to43.

153
You knock again. This lime, the door swings wide
open in frunt of vou and slams against the coral
wall. Glaring at vou with angry. reddened evesisa
withered SEA TTAG! Her hand is raised ax if bo cast
a curse. What will vou do:

Apologize and offer her a gift? Tucn le 5
Fles? Turn to 364
Attack her? Turn to 254

154
Well then,” says the old E‘."i?ﬂ rd, ‘that iz about all T
can do for vou. And you have to hurery, youl knoi,”
You comsider Greviock's advice. TF you think yvou
wanl o find the Sea Dragon, lurn 1o 114, I vou
wonld rather not meet the Sea Dragon, tum o 26n.




55157

A
You manage to kick yoursell backwards. The neck
lace is sLill pulling at vou. You manage 1o gel it off,
and it shoots down inio the fissure. The room
suddenly looks threatening to you, and vou dive
outaf the door. Turm to 162,

156

‘Easily done!” quacks the Dolphin. You ding toits
back as it arrows through the water towards vour
chosen deslination.” Before long vou arrive at a
darkened island. As you break the surface. wour
wills vanish. [he Dolphin wishes vou luck and
swims away. Stealthily vou wade towards the
shore, where you see a pirate camp. Uniortunately,
you have found the wrong pirates! Not one shipload
ol brigands, but several, are carouzing here. Asvou
realize your mistake, the pirates see wvou. Thes
welcome you in a fashion even less pleasant than
Captain Bloodaxe’s. Your adventure is over.

157
How will vou clink the coins together to call the 5=z
Drrajrom:

Twice, and then three fimes? Tum to 68
Three imes, and then three
Hmes? [ to 315

Three limes, and then twice? Turn lozg2

138-159

138

You have defeated the 5::«'{_11'{]?'1“5]1. He throws vou
one last salute belore he falls. When his body
touches the floor, it changes form. His weapon and
clothes vanish, leaving nothing but an ordinary
fish. You search the room, finding nething excepl a
silver fask. It vou drink, turnto zo3. If youignore it
and leave, tum to 355,

139

You appreach the building from the side. Swim-
ming around to the front, you see a wide entrance

with marble steps and huge bronze doors, now
corroded and green. The doors are ajar. Within the
building is a huge, fat fish, which sees vou and
swims lazily i vour direction. Ttis a GROTUTFER at
least bwice as big as vou are. It looks hungey. Whal
will wons doc

Afrtack with your sword? Turn lo r1g
Uz the harpoon (if you have iE)? Turn to 280
Swrim awas? Turn to 230

Cirele around it?

Turn ter g3



160—=16T

160

As vou approach the coral reef, you see that it
15 a place of exitaordinary beauty. Thousands of
brightly coloured fish are fitting about between the
branches of green and white coral. As you watch,
Bemuised, you hear tinkling laughter. You turn and
see a small creaturs watching vou, The WATER
SPRITE is huoman in appearance, but only about a
metre fall, with greenish skin sprinkded wilh tiny
golden scales. What will vou do:

Allack? Turn to 30

Tellit vour story? Turn torgog

Offer it a =ft? Turn Lo 128
161

You leave the arena floor and enter an underwater
labvrinth [it only by the glowing moss on the svalls.
Here, when Atlantiz was voun i were the vladi-
ators quarters. And here, behined these bamacle-
covered iron bars, must have been the animal cagpes.
Fasomated, vou continue to search, finding 1'|L1th]1*.|g
that is use Fu] batt much thatis strange and interesk-
ing. Al length you notice a stronger slow | . . nol
sunlizht, but a blue phusphorescence. If vou swim
b '-a"IS it, turn to 251, [Fyou keep to the darkened
arens, fom to 346,



162—163

162
Y¥ou continue down the coral tunnel. Ahead of von,
a huge brain coral divides the passageway in two.
e branch goes shehtly downward and to the ledt;
the other goes upiard and to the right. If you ge
dowen, turn to 4o If you go up, tum to 305,

163

Yoo have slam the Olgre. Searching its cave, you
find enough clean, {resh (ish lo add two Provisions
Eo your store, ¥You also find an ordimary-looking
sword, which vou mayv take il you like. Examining
the dead Sea Ogre, vou find a greenish brass spiral
ring onils Hogee. [t is carved with runes you cannot
read. Tfyms fake the ring, o to 248 1f vou leave it
and swim downstream, lur (o148,

1h—164

163

The Mermen's games roont is a sumptuous caversn,
full of Mermen and Mermaids disporting them-
sefves and gambling for gold, jewels and trinkels, 1f
v have any Gold Pieces or Black Pearls, von may
gamble them. [You may not take the Potion ol
Forfune into this room, as vour hosts would think it
unfair, bul you may use the Lucky Charm withoul
being noficed.) You do not bawve to gamble at all. Tf
vou choose to gamble, decide what vou will wager
{vither 1 Pear] or 1 Gold Tece) and Test yvour Tuck, Tf
vou are [ucky, you double yvour slake. I you are
Unlecky, vou lose your skake. You may gamble as
many times as you like, a2 long as vou have somae-
thing o gamble with, When vou are ready o leave
the games room, tuch to 138,

165
Tr¥ a5 you might, you cannot break the chain of the
nocklace. It drags vou deeper and deepar, and the
watet is like fire in vour gills and lungs, You lose
conscousness as the heat becomes unbearable:
Your joumey Is over,

Thh
You pick some sreens and approach the Sea-horse,
malking to it gently, I looks nervous, bul eventually
settles down and eats from vour hand. What will
vou do now:

Goon your way?
Attack it?
I'ry to jumpr on it and ride?

Turn ko302
Turmn ko 2gn
Tiizh t0 108



167—168

167
The Elemental does not know where the ]:.!iﬁtes ate
located, Where will you ask it 1o carry vou to find
them:

Fish Island? Turn tozo7
Pirate Cowve? Taum 26z
[loodaxe [sland? Turnto 308
SkullTsland? Tum ttzyg

168
The Bone Demon [fghis with three different
weapons at once. FEach arm will have a sepamie
attack on you in each Atlack Round, but vou must
choose which of the three you will ight. Attack your
chosen arm as in a normal battle. As for the others,
even if your Attack Strength is greater you will not
wound them. You must just count this as though
yviru have defended vourself against them. How-
ever, if one of their Attack Strengths is greater, it
will have wounded you in the normal way. Further,
although the huge Axe-arm ic very clumsy, it does
diuble damage if it hits yon.

SKILT STAMINA

SWORD-ARM 9 2
SPEAR-ARM = 6
AXE-ARM 1 8

You cannot Escape. If you defeat all the arms, tum
b 54-

1hg—171

16y
The Crabs crawl all over you, nipping and pinching.
Individually they are not dangerous, but together
they are formidable! Boll one die and lose that many
sTAMINA points. MNow Test yeur Luck. If you are
Lucky, turn lo 24g. i vou are Unlucky, turn to 319.

7o
The swimming Bloodworms are dead. You hurry on
towards the cathedral before the others can block
yourway. Tum to 264q.

T
Ihe Elementa] 5 downeast. It seems (o growy
smaller, and the waters of the toom become chilled.
You lose 1 LUCK point. Apologizing, you leave the
room the way vou came. Tum to 42,




172173

172
You swim up to the house and through the hole in
Lhe roof. This place has cearly been deserted for a
kmg fime; nothing remains but the bare walls. It is
beawtiful, though, with coloored anemones and
fropical fish evervwhere, In one room is a clusler of
iz SEA ANEMONES, their tentacles waving gent-
Iy in the current. If you leave the house, turn Lo 381,
I you examine the Anemones, barn to 2g7.

o =
’ .;:':F -‘H%;l;
Ermeebygan.

LY

Curipus about vour new surroundines, you circle
the courtyard. You find that swimming is now vety
nalural to voo. The maric pentagram is formed of
deep ted and green tles, still clean and shiny de-
spite the weeds and coral that choloe the rest of the
courfyard. [he buildings around you are made of
grey stune. One s both langer and taller than the
rest, and seems iIn much better repair. You see
nothing arcund vou excepk fish. Then, from the
comer of your eye, you spy movement in Lhe larpe
tuilding. You realize that youo are being watched.
If ¥ou go into the large building o conlronl the
watchers, tum to z31. If vou swim ap and out of the
courtyard Lo see whal else you can find, luen Lo 16,



74

174

As vou goalong the path, the small coral and plants
are replaced by taller seaweed. Gradually, the gar-
den becomes a lorest. From ahead of you comes a
sound like a bubbling roar. You stop and listen. A
minule later the sound is repeated © . - from closer
by Tf vou want to flee in the other direction, turn to
359. Il voul po forward to sce what made the noise,
turn e 38,

175

173

He tells you that these Pearls are very powerful, [f
vou throw a pair of them on the pround and say the
magic word ‘Derd-nu-Feno’, an animated skelaton
will appear to fight for vou. The word will wark for
up to 1o Pearls at 2 time, to produce up to five
skelelons — an undead army! {"Though yuu
shouldn't need quite that many,” be comments, ) I
the skeletons are not destroved i battle, the weord
‘Derd-en-Parr’ uttered by the spell-caster will make
them vanish again, leaving the pearls unharined.
‘Remember this! savs Greylock. ‘And there are
more Pearls to be [ound. but mopst of them are
guarded by monsters such as the Sea Dragon, Now,
whal about Siver pearls?” he asks. ‘Have vou any of
thuse?” I your answer is “Yes', turn too2g1. [F il is
No', turn b 154,




176177

176

The fight ends; vou may eat Provisions if vou
need to regain strength. Cvrano congratulates yvou
warmly: “You are 3 master indeed! You have out-
pointed the great Cyrano! But you will find that
your skill has improved regardless, for Cyvmano s a
master and a teacher of masters!” Indeed, voursxis
soore eobs up by 1 point, and your Inibul SKILL score
is also Taised by 1. Cyrano stamps his foot again,
and you find yourself back in the open ooean, in the
middle of a patch of broken timbers. Tum to 171,

LAY

The Dolphin is upsel. "But there are many islands
with pirates! We would never find the right one!” It
otfers to help yvou home instead. Fxhausted, vou
accept, As sunset comes and vour magical gills
vanish, vou find vourself riding a Dwolphin toward
Port Blacksand - . - astrange ending for your adven-
ture. You did not find the pirates, but you have vour
life.

178—-17g

178

Tam on the track of a pirate ship,” youo sav. TF vou
can help me destrov it vou can have all the [reasure
for yoursell, All Twant to dois finish off the pirabes.”
lls' eyess pleam, and it Tuns a possessive claw
through its golden hoard. “Agreed,” itrumbles, ‘Tt
I cannot follow you around like a nursemaid,
human. I you find vour pirate ship, just dink b
gold coins fogether three Hmes, and then theee
fimesagain, and [ will hear it ond come." TE vou have
2 Guld Pieces to dink together, tum 1o ro7. U nol,
rnio3gL.

Ira
You eelease the Borerfish. Tt expands inlo a small
fizh with a long corkscrew nusc. It swims bravely
down fowardsthe Kraken, butisquickly caughland
caten. If you possess another Toolfish, YOI Can
relense if (o b 31). 1 vou want Lo ley something
different, fum Lo gg.



THo—181

The chasm is very dark, but as your eves adjust you
can see a faint green glow in the depths. Swimming
downward, yvou see a light. You swim lowards it
until vou can make out a cave opening. In front of it
are a ude table and bench. Out of the cormer of vour
ey, you see a huge black shadow moving quickly
towards vou. Tuen Lo 236,

181
By the ime the battle ends, most of the other tools”
have taken [right and escaped. Three remaining fish
secm interesting: a Borerfish, an Axefish, and the
shining blue Gloswlish overhead. You can add any
or all of these to your Possessions. Tum toago.

1Ha—183

182

You dntt in the datkness fora hmg time, going, ikl
the currenl. You wait for your eyes to adjust to the
darkncess, but there 15 stmphe nothing to see, As (he
hewirs Pas5; VoL become more and moce frighbemed.
sharp coral cuts yon, and slimy things wriggle feom
beneath  your hamds.  Eventually  the  water
oreathing spell wears off and your g]]_ls. disappear.
After the hours of lerror, death is mercifully quick.

153

You wiene of f lalance from your ]unge, and YOLL ALE
drawn directly into the raging whirlpool. Roll Bwvo
dice and lose that many sTamina poinls! You are
also dizzy: your Altack Strength will be reduced by 2
foe womer yuew combat omby. TF vou are still alive, vou can
he on the sand, catch your breath and cat Provisions
if vou wish. You vow never to be 50 disrespectiul Lo
Water Sprite again! If you next swim binvards a
targer cural formation in the distance, twen Lo 87 I
vou go in the other direction, towards an area of
rocks and sunken Bmbers, turn bo 111,

T




184

1

Bg

touo decide to fzke a chance, and tug on the seal. As
vou do 5o, the Chost speeds away, evaporating as
ne does so. The lead seal pops off, and a huge
bubble emerges from the bottle. Tt solidifies inlo a
huge, frowning GENIE, wearing a jewelled turban.
For a thousand years [ have been trapped inside
that cursed bottle!” the Genie roars. ‘1 have waited
too long for my fated rescaer! Dare vou explain vour
woeful delay, or should [ steike vou dead on the
spot?” lest yowr Luck If you are Lucky, vou manage
to placate the Genie, He raises your Ini#inl sk
score by 1 and restores all lost skre points before
vamshing.

If vomr are Unlucky, vour explanation is not convine-
mg. The Geme lets you live - barely! He pestures,
and the water around ¥ou frecees and covers vou
with we! Then he vanishes, Through frantic effort,
voumanage to break the ice before you freeze. Your
sTAMINA IS reduced to 1. Youhad belter restand eat
Provisions before going on.

You swim away towards a large stone building,
I'um o 15g.
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185
Well, you fought well,” says the king, but our
champion deleated vou. I'm afraid we cannot offer
v any preat help.” Yoo leave. Tum to 347,

186
You toss one Provision on the ground. Most of the
Octopuses go to the food, but a few ane more
interested in you and vour bag. If you pull them
gemtly off with your hands, turm to o1 if voo attack
with your sword, tum to 2go.

187
T sorry,” vou say. ‘T have seen nothing like that "
The Elemental asks vou il you would be willing to
fipht it demon jailer. If vou do, 3t promises o
reward you well, If vou agree to fight the demon.
turn to 71. If you would rather not, tum o171

188
You swim underneath the ship. Though the sun is
sinking, you can stll see clearly. From your bag vou
take out the Toollish vou have chosen. Which one is
ik

The Axefish? Tum to 306
The Borerfish? Tum o355
The Sawfizh? Tum toz6g

The Glowfish? Tumio13o

189—190
184

You have the ship -and no crew. Butthere s y tein
Lttle ship’s boat stowed on deck. You lower it
carefully into the water. A quick trip through the
deserted Troll fills vour bag with treasure, Soon you
cazl off, selling the boats sail for Tort Blacksand.
Behind you comes an explozion, as the fire you set
reaches the powder stores and sends the Trofl to
Davy Jones’s locker. Soon you will be home, with
the pirates scuttled and a tidy bit of freasure. Your
adventore has ended wiell.

2%

LrLE)
The Merman challenges you to explain your intru-
sion. You respond politely, saying that vou are
lookimg for 2 way out. Tle becomes affable and savs,
Just zolongas vou aren’t one of the Deep Ones. We
are at war with them." TTe escorhs vou throuwrh the
cavern, which proves 1o be spacious and fill of
Mermen and Mermaids. Yoo mustlet us show you
some hospitality,” he says. ‘Our sauna baths will
make a new person of vou. Or you could try your
fuck inour paomes room.” I vou Ly the sauna baths,
fumm to 266, If vou visit the games toom, tumm Bo 164.



101—142

1ig1
You swim around the interior of the building.
secing nothing unusual except the pictures. Before
long, ¥ou sec another picture of yourself. This fime
vou are fleeing [rom cnormous tentacles! If vouo
Teave the buildin " turm to 3g0. If ¥ wold tathes
stay and look at mone pictures, fum to 367.

192
You swim aft and -dnl'ﬂ'l‘:-\?a['d_, to the treasure-hold
It 35 totally emply. The walls are fom apart, and the
damage does not seem to have been done by coral
recs, but rather by gigantic does, From her lines
you are sure this was a treasure-ship, but though
you search carelully, vou find nothing but a single
Gold Piece, wedged between two timbers, If you
leave nony, tumn 10 222 If vou have not already
checked the captain’s cabin, you may do so now
(tirn tor go),

183—195

193

Holding the fce coystal in vour hand, vou summen
the Elemental. The crwstal vanishes. Within mo-
ments, the Elemental appears in the form of a
current of water. Yoo need not 5.peak; it under-
stands your peril. It enfolds you and shoots out of
the comal hole, between the Kraken's arms ancl
sway. Turn lo 303

154

it zeaby iwelf solemmly on the fine sand and begins Lo
‘ecture vou, emphasizing its points with a long
lorefinger. Black Pearls are magical wealth, and will
oring you more wealth. If you have a goodly pouch
of Pearls noww, ‘twere best vou confronled your foes
quickly, ere night falls. If yoo require more Pearls,
vou may brave the Kraken's lair, but 'tis an undee-
=king most fell.” With that, the Water Sprite
vamishes. IF you think vou are ready to find and
confront the pirates, tum to 382, I you are not vet
ready, you can swim towards the coral formation
that the Spnte indicated was the Kraken's lair, Turn
b By

195
You now have the chest the Anemones were guard-
mng. It is too heavy Lo carry with you. If vou openit,
tuen bo 83 I vou leave it and go, furn to 381,
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e T — = - _— = 196

— =" Tou swim doser, until you see a large area of clean
white sand. Standing upright in the sand is a moss-

— - S T R e =2 covered human skuoll. As you approach, the water
e e =round the skull begins to shimmer and you hear a
= — = —— thin voice inside your head. What will you do:

Runawav? Turn ki
Listen to the voice? Turn to 3ax
e e e e Attack? Turno tor 26

157
You find yourself hovering below the trapdoor onee
2gain. If vou continue downstream, tuen to azx. Tf
You fry to get through the door, turn to 365,

198

L vou possess a jade crown, turmn to 3o00. I not, tum
0 50,




TOG—200

19
Grevlock makes the trade, ?:-ﬁngirl}; out a small Aack
uf amber-coloured liquid. You may take this Teal-
ing Potion with you and use it at any tine excepl
during a battle. 1t will inslantly restors vour
STAMINA Lo its [pifial value. Turn v is4.

ZIPLK

Forbunately, vou spy a weak spotin the grating. You
strain and squeeze through, though it takes all vour
strength. Reduce your STAMING (0 1. As you huorry
fram the cave, you find an ordinary sword, which
vou may take if you like. You swim out of the cave
and downsiream, along the abyss. Tum o 148.

200—203

2l
Lose 1 Luck pomt for breaking vour word. Tum to
361,
3

20

ou emerge from underground in the middle of a
ETeen ﬂlEﬂdﬂ'ﬁ of soft seaweed. The water tastes
cean and fresh here; hke mountain air. In othe
distance, you can see the grey spires ol the sunken
cathedral you were told about. Closer by, you see a
magnificent Sea-horse grazing on the meadow.

What will vou do:

Go directly lowards the cathedral?

Attack the Sea-horse?

Fick some seaweed and approach
tiwe Sea-horse?

Turm bonga
Turmn b2y

Tum b 166

203
The flask restores 2 sTaMINa points, or enough Lo
s vour STaMiva to 1o — whichever is .|‘|1bhl-'T
Tum ta3ss




204—205

2

You paddie forward, clutching for the chest, and
bump vour head on the wall instead. The necklace
pulls you down into the fissure. You sink deeper
and deeper, into heat and pressure. You reach for
the necklace to try lo gel il off. Boll three dice. I the
resnlt is less than or eqoal to yoor current STAMIK A
turn to 286_ 1f the resull s more than vour cument
STaMINa, fum to 165,

205

You take the Crab's claw, crack ilopen on a rock and
throw it dowmn. Instantly, the Octopuscs swarm
over it, preedily cating the while meat. Restore =
LucK points. If you examine the huge ciral forma-
Honin the distance, turen 1o 87. 1 vou go in the other
direction, lurn to 382.

206—207

znh
The Sea Snakes are all dead. You continue your
invisstimation of the stadiom scats, but find nothing
of interest. Hvou swim up and out of the arena, tum
0 3= If vou go down to the arena floor, furn to 304

207

I'he Elemental wraps ilself around you and hurtles
through the water. Soon youw are at Fish Tsland. The
Elemental circles the island wntil vou spol the Troll,
hving at ancheor in a small cove, 'Goudbye, fnend,’
says the Elemental. 'Cood luck in your battle.” It
vamishes. You are left floating in the watber, just
below the hull of the Troll, Turn Lo 47




208—200

208
Eing Seamoss listens intently o yoor story and
=cratches his scaly head with a jewelled talon, lam
minded to aid vou, surfare-spawn,’ he savs. “Hut
frst vou most prove yvour heroisme. Sharkspear! To
mel’

A huge, armoured Deep One strides up and kneels
ocfore the kimg. T woold See a combat,” decrees
Seamoss. ‘Captain Sharkspear and this land-
dweller wiall ight. We will test thiir worth” You
st fight:

SHARKSPEAR SEILL G STAMINA 12

If vor reduce Sharkspear toa STAMING of 2, turn to
7o. lf Sharkspear reduces vour sTaMiNa lo 2, or if
vou fry tn Escape, furmn o185,

204

You feel a coin — bul, at the same time, you teel a
pain n vour hand. You gquoickly withdraw yoor
hand, to lind that you have grasped a gold coin . . .
and a Scorpion- -fish. This brightly coloured creaturc
has stung you wilh ils poison spines. You throw it
acto inin the foantain and IJT-.:IF' the coin ko FLLUr
bag, bul now your handis beginning to throb, [f vou
fave a mng to protect yoo from poison, you arce
uninjured. Otherwise, the swelling in youwr hand
conifs vona 2 points of skl Tom En'zo.



210—211

210

You fight the Water Flemental. Tts Fgquid body flows
away from your sword, but vou can tell vour bows
are affecting it. For its own part, it creates blasts of
steam and showers of ice that are as dangerous as
any weapon ¥ou have ever faced.

WATER ELEMENTAL  skLL g
If you Escape, tuen to 38, U vou reduce the Water
Elemental to a sTamina of 2, it will beg for menoe.

You can et it live {lum Lo 15) or continue the battle
until you kill it {fum to 386).

STAMINA T3

211

You swim into the large building, sword at the
ready. But vou confromt, not a monster, but a
beautiful MERMAIL. You know mstinctively that
she means you ne harm, and put op your sword,
embarrassed. But she smiles at youanyway, saying:
Yo are wise, sailor. There are many evil monsters
here in Atlantis, and a ready sword is nothing to be
ashamed of, Tn the windows of our cathedral [ saw
that vou would come here, and | came tomeet you.”

‘But why did I not drown? you ask. She replies, By
entering the pentagram, you came under the pro-
tectiom of powerful magic. You have been given a
set of gills, just like mine, Until nightfall, vou will be
able to breathe water. But don’t 5o to the surface
before then, unless you must! Once you breathe
surface air, the spell will vanish regardless of the
time.’

Z11

I mustfind a way to defeat the pirates! vou sav. The

“Mermaid smiles. “Defeat them vou will, if yon are
strong and clever enoush,’ sh replics. Mobody
comes fo Atlantis by accident. T can tell vou this
much: sevk ot the Black Pearls! They have power-
7l magic that will give vou vour best chanee for
Victomy.

And, because vou fight agamst great odds,” she
continues, T will give vou a Lucky Charm.” From
aromind herneck she takes a pendantin the furm uf a
shell, and gives it 1o vou. You mayv use Lhis Charm

m=stead of Tesfing powr Tusk. The Charm will make
vou automaticaily Lucky, and vou will not have (o

-pend a 1uek point. Bubvou may use ibaree e omde

oeriu; theen it will vanish.

The Mermaid smiles at vou, blows you a Kiss, and
vanishes through 2 window with a flip of her tail.

Looking around the room, vou see nothing of greal
mierest, Stairs lead upward. and a dark shaft leads
dowmward. Will vour:

Goupward?

Go downviard?

Leave the buildinge and cxplone
elsewheare?

Turn to 398
Turn tnz33

Turn to 1A




Z12—314

II1X
Tourblade slices throogh the dlinging tentacles, and
you pull the chest away [rom the Ancmones. The
tentacles reach out towards vou, bot cannot quite
touch yvoun. Turn o 105.

213

You offer the Water Sprite a gold com. It laughs and
tisses the coin upward. The coln spins in the water
turns inlo a golden fish and darts awav. The ‘-':-pr::-—t
liughs merrily and vanishes. Restore 2 points of
Luek and leave, If you swim towards a2 :Iarg.er coral
Formation in the distance, lurn to 8. I you oo in
the other direction, Howards an area of rocks and
sunken timbers, o fo 111,

214

You releaze the Axefish. Tt expands, becoming 2

metre-lomgr fish with a bony beak. It swims out of the

coral and attacks the Kraken. Tt hits the monsier's

pulpy body once, ., twice . . . and then it s caught

-and eaten. I you deo battle wath the Kraken, remem-
ber that this figtht has cost it 4 sTAMINA point. Tf

you possess another Toolfish, vou can release it

{tucn to 31). Tf you want lo UF something different

Tetur to gg.
g%@

2I5—217

215
When vou throw Swiftstinger, vou automatically
win that combal round; netther younor your foe roll
dice. {If you are fighting several [oes, the ones vou
dor maf attack with Swittsineer will slill make their
allack rolls, and you must roll against them to
defend. j Swillstinger automatically hils ils larget
ard n.‘duu-'ﬁ s sTaRMIMNA D‘l o, It then uan:qhes,
=0 VU Can use it only this once, Moty relurn to

"-'.-'!"I'E'ﬂ"_"'i-'l_'l' VI WeTE,

2165

The Ghost keens sadly as vou swimaway, You liead
tor the square stone building that vou saw from
above. Tuen to 154,

217
i
[he Statue blesses vou. Restore 3 Lick points, Tf
voul remain in the mansoleom to ool around, Cuien
W 331- If vor leave, turn to 257



218

218

Together, vou and the Dwlphin fight the huge
Shark. You and the Dolphin each make 2 separale
attack on the Shatk in each Attack Eound, but the
Shark must choose which of you two il will fight
Roll one die for the Shark before each bum. On an
even roll, it attacks you. On an odd roll, i allacks the
Dolphin, The Shark attacks its chosen targetasina
notmial battle. Asainst the other, even if the Shark’s
Attack Strength is greater, it will notinflicta woond.
1L is just counted as though il has defended itsell
against it, However, if the Shark’s other opponent
has a higher Attack Sirength. the Shack will be
wonnded in the normal wav.

SKILL STAMINA
SHARK 3 13
DOLPHIM 10 1]

If you Escape (whether or not the Dolphin s still

alive), tum to 72, If yom kill the Shark, zke one of its
huge teeth as o mementoand turn to 332,

[ S
T T
egala s

210—220

214
You fight the two Giant Crabs. Since you are far
more agile than they, vou can swim circles around
them and meet them one at a ime.

SEILL STAMINA
Fiest GIANT CRAB £ T

O

Second GIANTCEAB B 10

If vou Ly to Escape, born tir 32- T you kill them bath,
lurmby gz

220

Before vou realize you have come to the end of the
lunmel, an open frapdoor appears over your head.
You find yourself in a rough-walled room, lit by a
red glow. You are facing a fearsome creature in-
deed. Il zeems to have been assembled from the
cones of many different creatures, Three legs sup-
port i =ix mismatched arms reach for yoo with
weapons or bony fingers. [ts blackened skull, {ull of
sharp shark teeth, s lit by glowing eye-sockets, On
it= head is a rusty coronel conlaining 2 Black Pearls.
The BONE DERON advances towards you. What
will you doc

Tum ta 168
Tum o354
Turntoiy

Artackir?

Eneel before it?

Flee back down the unnel?
Make for the hole yon can see in

the roof 7 Turm tuz78



221—225

1
Y¥ou swam dinvnstream, letting the curment help you
along. Before long you encounter a huge round
door set in a wall. Gopping a coral branch to steady
voursell against Lhe current, you study the door.
Stranze runes are carved on 1 surface. What will
vou do:

Leave and continue downstream?  Turn lo 162
Enock? Tummn toy 247
Kick the door open and burst

through? Tummn i 307

B

=
q

Noi far from the ship, you see an entranee o the
underwater gardens, Yoo swim towards it, Tum
fo a2,

223
Yo swim towards the huge red dome on the sea-
Hoor. The eloser you get, the bigger it looks. You
swim in through the broken roof. Inside, vou find 2
single wreat arcna surronnded by tiers of benches. 1
you swim down towards the floor of the arena, fum
lo304. U vou investigate the seats, tumm to 285,

2T4=22h

224
A gross insult! The angry courtiers draw their
swords and atteck vou. Fortunately, the noom s
crowded, so they must fight vou singly — and they
are courtiers rather than skilled fighters. Unforto-
nately, vou must slay them all before vou can leave,

SKILL  STAMIMA

Fist DEET ONE 3] L
Second DEEP ONE x f
Third DEET 0ONE i T
Fourth DEEP ONE 3 B

If vou slay all four, you can dive out of the window
and be gone. Turn to 347.

225
Uld Greviock is full of questions, and you are not
entirely sure you trust him. He is displaying a very
seen mmterest m o your domgs and in the things vou
have found during your sojourn in Atlanlis. Sud-
dendy, from a pocket of his lone tobe, he produces a
wand. Fvou decide Lo altack him belore he can use
b wand, born B g3 If vou wait and see what he
does, turn o376,




azfh=223f

Your oller does not intercst the Ogre at all. Tat vou
soon. Take your toys then. Shutup. Get fat,” it tells
you. Return to 256 and make another choice.

ZLf
Tooking up, vou see several other Mermen
approaching, their own tridents held menacngly
before thern. Whal will vou do:

Stand and fight? Tum to 281
Snatch up the {allen trident and

fight? Tom to 21
Run awayT Tum to 152
Try fo talk vour way out? Tom tb 121

228
‘Easily done!l” guacks the Dolphin. You ding o its
back as it arrows throush the water towards vour
chosen destination, Before long you are swimming
beloae the hull of the Trall as il lies at anchor. The
Dolphin wishes you luck and swims away. lum
to 47.

Z20—23T

224
Deade which fish vou will offer the Hag, and turn
0338

230
Your motion encourages it, Forall its huge bulk, the
Grouper is a much faster swimmer than vou, As yvou
iry to Escape, it comes up behind and biles your
fool. Lose 2 sTamMInNg points and tum bo 11g.

31

Yo swim frantically for the cave mouth. It [ollows
vou more swiftly than yoo could have imapgrined,
reaching for vou with a lalon. Roll one die and lose
(hat many sTaminNa pointi. Turm to 28 and fight.




232=233

232
The Stalue strikes at you with its rod of stone, and
vou parry with your sword. The Statue’s feet arc
rooted 1o ils stone slab, making it very clomay — but
it 1% terribly strong.

STATUE SEILL B CrAMING 10

If vou decide to Escape, take the wound yon get as
vou flee and fum to 3. [ the Statue hils you enough
omes 1o reduce vour STAMINA to 2, hurn to 126, If
vou defeat the Statue, vou may leave with your
prize (lurn bo 257).

233
Y ou swirn down the dark tunnel. About four metres

below the level of the sea-floot, it joins a hallway. If
vou go to the nght, um to 245 Tf you go to the left,
o o 2770.



234235

234 _
The path curves and branches. Ahead of vou, il

opens into & neatly kepl clearing. Within the 1:'h=~_=r:
ing is a very ordinary-looking coltage surrounded
by a great iridescent bubble, Inside the bubble vou
can see ordinary land-dwelling shrubs —and evena
cit!

You swim closer and peer through the bubble into 2
window of the cotlage. Tnside vou can see an old
man sitting at a desk. Suddenly he becomes awars
of vou and looks up. Meeting vour eye, he waves
virs towards the front of the cottage. His attitude i
lrisk and no-nansense, If vou swim back mio the
cover of the gardens, huen to 322, Ifyou go around to
the front and meel the old man, turn 1o 135.

235

The Devilfish is dead. You swim around the interior
of the building, seeing nothing unusual except the
pictures, Before long, you see another picture of
vourself. This time, vou are flecing from enormiss
tentacles! If vou leave the building, tumn to 3g0. U
vou would rather stay and look al more piciores
lurm o 3677,

236237

236

The horde of Skeletons that springs up from the
deck is the most terrilving thing the pirates have
ever sean! A few jomp overboard, bul muost of them
simply fzll on their knees and beg for mercy, Cap-
i Bloodaxe roars angrily and runs to attack you,
out he is cut down by his own men. You call to your
Skeletons to hold off, and a burly pirate calls out,
“What are vour orders, Captain? We'll sarve vou il
vou'll spare us” Yoo consider vour reply. Well, !
vou finally say, 'I'm no picate, nor do T wish (0 be
ome. But i you'll man this ship [or me until my
skeletons learn Lhe ropes, PlE show you the same
mEICY you showed me, and let you jump overboard
when we're a day [rom port. T miylt even be gon-
erous and let winr have a boal.” Cratefully, the
pirates agres,

And so0 it happens that, with the aid of your
Skeleton crew, vou sail the pirate vessel into Port
Blacksand. The treasure on board makes vou rnch —
and you have vour own ship now. Your advenlire
has ended successfally.

237

Because the Anemones are rooted 20 the floor, YouL
tan Escape them withouot taking a wound as vou go.

[urn to 3871
e 1)



238—240

238

You swim down to the deck of the Troll and slash the
bindings holding the largest ship's boat. 1t bobs o
the surface. You follow it up and get in. As you do
ser, the sun sets and your gills vanish: you cannot
return to the Troll and search further. You have won
ncy treasure, but vou destroved the pirates. Your
adventure is over.

239
Yo swim frantically, and escape the whirlpool. It
slows and vanishes. You leave quickly. If you swim
towards a larger coral formation in the distance,
turn to By, If vou go in the other direction, towards
an area of rocks and sunken imbers, tum to111.

240

The Dolphin introduces itself. It says its name is
Keeckweeet. It also tells you that it knows someone
whao might be able to help you, and offers 1o lake
you there. You accept gladly. Vaulting on o Keeek-
weeet’s back, vou nide through a hidden break in
the coral reef, over a steep underwater chiff, and
down to a patch of sand between a sunken galleon
ard a huge iron gate that opens into an undenwater
garden. ‘Go through the gate, turn lefi, don't touch
anything! the Dolphin chatters. “If you need help,
call for me.’ Tt arrows off and vanishes. If vou
proceed through the gate, turn to 2. If you would
tather look at the sunken ship first, tum to 282,

241-243

241
You display the Silver Pearl that you found. "Good!”
Re says. The magic of that T'ear] cannol be used by
vou, butit will be very valuable to me. Twill give vou
2 choice of three Polions in Hxl:hﬂ_nge Mewver fear:

vou can drink them onderwaler.” Yoo accept gladly.

Which Potion do vou chotse:

Healing Polion? Tum to 199
Potion of Fortune? Lurn to 285
Pohon of Vaporous Exsence? Tum to 318

742

In exchange for a Black Pearl,” it savs, ‘T will give

vou a aysial of jce that will Tast for ever without

melting. With this erystal, vou can eall upon me

once. Twill hear your summons, and bear vou from

=¥ place in the world's walers to any other place,” If
vou agree to excharige a Black Pearl for this item,

fIm 1o 27 75- If vou would rather keep vour Black
T ul't_. fom tl:l- ‘E‘J

233
Do you possess two gold coine? If you do, turmn 1o
137- IF not, You cannmob sumimor the Sea DmHnn_
= :
seturn bo 47 and make another choice.



244-245

244
You find vourself fading a man-sized fish — or
perhaps it is a very fishy-locking man - in a tall
Plumed hat. He stamps a booted foot, salutes you
with his rapier, and moves towards vou. What will
vou do:

Attack him? Tum to g
Ask him what is going on here? Turn t 535
Sit down and hope this illusion

will vanish? Turn o 29g

245

You pick your way through dinging, slimy sea-
weed. A dim light comes from some of the ocean
planfs, so you can see a little way ahead. The unnel
walls change to jagged rock as vou go on, and the
tunnel seems o slanl slightly downward. Tust as
vou are thinking that it will go on forever, you come
to 2 heavy wooden door. You pull it open and swim
through. You have emerged from the face of a cliff!
The door swings closed behind vou. You panic for a
second, until you realize that you cannol fall: Hang-
ing suspended in the clear water, vou look about
you. Tum to 53,



246—249

zah
You stab the Grouper with your harpoon. If jerksn
surprise, Inslead of pressing the attack, it fless,
taking thi harpoon with it, Tum to 340.

=47
You knock politely on the door. A high, scratchy
volce tells vou ‘Begone!” The runes on the door flash
red, and a pain shoots through yoor head, Loss 1
STAMINA point. What will vou do:

Enock apain 2

Leave and go on downstream?
Force vour way inside?

Tum o153
lum o162
Tumn in 307

248
Itisa spiral, and shrinks to fit vour own finger. As
vouslipiten, you feel stronger. Restore 2 points to
VINIT STAMINGA, and raise your it sTAMINA scone
by 2. ¥ou leave the Oere’s cave and swim down-
streamn along the abyss, soing slowly upward. Turm

to 148.

249
You manage 1o shake the Crabs off, Quickly, you
leave the building and the area. Turn to 38g.

20251

250
The poison of the Octopus is very strong, Your
magic ming; vanishes, and vou still lose 2 sTaMINa
points. I vou are still alive, yon also find that the
litile (dctopuses have robbed vou! Lose ane Pro-
vision and any one tbem from your bag. 1t vou
ceamine the huge coral formation in the distance,
turn to 87 If vou goom the other direction, tum
frygia.

251
Tou swam down fowards the blue glow. Tt brightens
until you can see clearly. You pecr through an open
door and see 2 litfle old MERM AN standing over a
work-bench. He Issawing at a piece of wood, Dut his
faw 15 a silvery Sawfish. Other fish-tools hang on
the walls, and the blue glow comes from a Brilliant
Glowfish that hovers over his head, lf you dive
through and attack the old Merman, turn b 25, If
vou talk to him, tom to 57



252—253

252
Fortunately, vour feet were firmby planted, and you
were not drawn into the heart of the whirlpool. Test
your Luck once again. If vou are Lucky, turn to 239 I
v are Emlucky, tum to 144,

253
The Kraken makes every other monster you have
ever seen look puny. Your only hope comes from
the fact that it is nol used to opponents as Gny as
VOIL

-

KEAKEN

TIf you bry to Escape, tum to 3o9. If vou kill the
Kraken, turn to 125.

SKILL. 10 ETAMINA 30

254255

54

You attack the Sea Hag with your sword. She
dodges and hurls curses, waving her withered
fznds al you. You feel the impact of evil magic.
When you fight the Sea Hag, roll one die each Hme
she wins an Attack Round. On a roll of 1 or 2, vou
toze 2 points of STAMINA in the normal way. On a
ol of 3 or 4, you lose 1 point of skILL instead, and
on 2 ol of 5 or 6, you lose 2 points of Luck. You can
Use VOUr oWwn LUCK Bo increase the effects of your
attacks on her, but you may nof use Luck to decrease
the effects of her cumses against you!

SEA HAG

If you trv to Escape, turn to 368. If vou kill the Sea
Hag, turn to 56.

SHILL B STAMINA 5

255
You find nothing else of interest amonyg the shat-
tered bones. I vou g back down to the Elemental
and give if 2 Pearl, turn to 351. If you forget about
VOUT promuse and go upward instead, turn to 201,




256

256

The SEA OGRE's great hands close about youl,
Your struggles are useless against its lremendous
sirength. It tows vou down to the cave, drags vou to
the very back and clouts vou on the head! Before
¥ou can tecover, it has [astencd a lattice-work of
bars over the back of the cave, imprisoning you
therce. “Eat,” it tells you, throwing in a piece of fish,
‘Gat fat. You be dimner soon.” You can eat the fish (it
restores 4 STAMINA points) or put it in your bag as
one Provision. What will you do nov:

L=e the Potiom of E"apnmus

Essence (il you have it)? Turn to 143
Shout insults and challenge the

Ogre to a fair ight? Tum to 104
Offer the (e a bribe to release

yomu? Turn to 226

Wail and hope the Ogre goes
away? lurnte 7y




257—258

257
As you are leaving, you nolice a huge trapdoor in
the floor. The handle is a bromze ring half a metee
across! If you try B open il, tum lo go. If you leave
the mausoleum, harn to 23,

28

You fumble in your leather bag and remove the
Glowtish. When you release it in the water, it ex-
pands into a long, blue-glowing creature. It swims
obediently around over your head, highting up the
surmoundings. You see that you are in a large coral
grotto with a moderately sbong corment running
throneh it. What will you do:

Swimupstream? Turn to:384
Swim downstream? Tum toz21
Try to open the trapdoor and

ESCape? Turm bo 365

259-260

=59

You swim away as guickly as you can. Not far away
vou see a small building with only one entrance . . .
a door too small for the Dolphin to pass through.
You enter and look arownd. The first thing you see is
a large, dark opening in the Hoor. It appears to be
the mouth of a pipe. Despite your best eflorts, you
an sucked down into the darkness. Turn to 104,

zho
You swim upward. It i quite a long way! As you
swim, the water grows visibly lighter. You realize
that the top of the cliff is a coral reefl that actually
breaks the surface. Tf vou twn around and swim
back tuwards the sunken dity, tum to 64. If you pull

voursell up on the coral reel and see what you can

find, tumn to 379,



2061—262

261

You tell Grevlock that you would like to avoid the
Sea Dragon. Stay away [rom dark places, then," =
his reply. He takes yvou to the back room ol his
cottage and opens a rapdeor. ‘Go quickly, and
fertune be with you! You lower yourselt into the
tunnel. Onoe again you [eel the tingling a5 vou pass
through his magic bubble; then you are breathing
water one again. It is dark, but the wizard geshores
with his wand and a Glowfish appears, swimming
beside vou to light your wayv. The door closes and
the current carries vou downstream. Turn o gh.

2T

262

The Elemental wraps itself around you and hurles
through the water. Soon you are al Pirate Cove. The
Elemental circles the island, but vou sec no pirate
ships. ‘T am sorry, my friend,” the Elemental tells
vou, ‘bul 1 have performed my service and 1 must
leave.’ Tt vanishes. You swim ashore, feeling vour
gille vanish as you break the surface. You are
marcened on a desolate island. Perhaps in the
morning vou will find a way to get back home. Fos
now, your adyventore is over.

263—264

263
You feel a thrll of magic, The dagper™s handle is
marked with runes reading Swiffstinger. It is
obviously meant to be thrown. If vou use Swift-
siinger in a combat, turn to 2315 to learn ils effects.
Make a note of that number; do not read it until vou
decide to use Swittstinger against a foe. (When vou
um o 215, vou should also make a note of the
paragraph you are currently reading, so that you
can return there ) You have no living foes at the
moment, 50 Fou cannot use Swiftstinger now. Turn

D381

b4
You release the Sawhish. Tt turns into a large fish
with & heavy, toothed bill. Obediently, it swims
towards the ship and begins to saw at the planks —
cut it can make no headway on the smooth surface,
[t swims away, defeated. Turn to 188, if you want to
¥ another Toolfish; or lurn to 47, if you want to try
another tactic entirely.




2hg=2H6

265

A tustle ol excitermnent stirs the court. The king is
wety impressed. “The Greal Crown of Aaniis! We
thought it lost to the Mermen!” He consulis with an
ddviser. Soom a serving-tray is brought, with wo
jewelled arm-bracelets opon it Take these with
our thanks, surface-dweller. These bracelets ars
magical. They will not weigh down vour arms
Bul will increase your prowess.” While you wear
them, your Attack Strength is increased by 1
“Mow,” the king asks, is there any way we can help
VM1 0N your quest?” Turn to zo6,

26y

The sauna baths are luxurious indeed. After a few
minutes of relaxation, yvou feel much beller . . _ but
somewhat strange. As vou leave, vou catch sight of
voursell in the mirror. The AMerman was not ox-
ageerating the baths did make a new person of you!
Turmn to the beginning of this book and re-roll vous
STAMINA, s#11L and LvcK (Make a note of this
paragraph number — 266 — 50 vou can return her
when you fimish. ) Change all vour current scores to
these new Iritial scores. You dedde Lo leave the
Iriendly Mermen before something even stranger
happens. Turn boa38.

267—268

zh7
If vou want to fake a lesson, turn lo 22, IF vou
decline, saying there must have been sume mistake,
om bogay.

68
You pull your sword [rom the body of the Sea
spider. If vou have not already done 20, you take a
second 1o slice the giant Clam open and free your
foot. Within the opened Clam, yuou see a lagge Silver
Pearl. You take it and move on. YWhers will yom o

The captam’s cabin Turn to 4o
The treasure-hold Turn to 192
Away from the ship, towards the

Turn to 2

gardens



r

260

zbg
Youapproach the sunken cathedraland circle il 1L s -
2 huge, Gothic structure, complete with garroyles
on the roof. You swim through the fronl doors and
mfn the great hall. Your attention 5 immediately
caught by the vast stained-glass windows lining Lhe
hall_ T|1=1. depict many sorts of scenes — some
underwater, some on land and some so odd thar
vo cannot identify them. The curipus thing aboat
the windows is this: although the scenes do not
mave, they change Whenever vou look away from a
window, it is ditterent when yvou look back! As vou
ook back and forth, von see a picture of yonrs: ¥in
one window, 25 vou were being forced overboard
from the pirate ship. A moment later, in another
window, vou see the same pirale ship from above,
bemng eaten by a giant fish! Na . _ . as vou ook
closer, vou see the 'lish’ is an island, and the ship is
anchored in a cove that forms the fsh's mouth.
¥What wiall vou do now:

Keep watching the miraculous

wWindows? Turm o 37
Look around the cathedral? Turm to 339
Leave the cathedral? Turn to 3go



270—271

270

Theleft tunnel leads hli;h"zl}r upwand; rlowing algac
on the brick walls help vou see where ¥Oou aru;,;ni;—._g_
As vou swim along, the algac wet dimmer and
dimmer. By the time you come to a door. WONIE C3T
barcly see. Opening the door, vou are confronted
with the homor of two glowing SKELETONS. If
you fight them, turn to 75. I you would rather get
away {rom here, turn to 205. :

271
The trapdoor opens. Instantly, a whirlpool forms
and sucks yvou down Lo the darkness below. Tom
I 1z

272-273

2732
You swim past most of the creatures, buta fese block
vour way and surround you. You musl lighl thein.
Treat these BLOODWORMS as a singls foe:

SLOODWORMS SHILL F STAMIMNA O

You cannot Ezcape, If vou destroy this small group
of Bloodworms, tum to 170

273

The Dolphinis glad to break off the light. [tlets you
o without & parting blow, so vou do ot suffer a
wound m Escaping. It swims away, secming ko
shake its head as it goes. Blood fills the water,
suddenly, a sixth senze warns vou Lo tuen around.
A huge sand-coloured SHARK, drawn by the blood
In the water, is atacking vou! You realize that there
i5 N0 wav vou can Escape this monster; vou will
have to fight. You do not have time to eal 'rovisions
or use Potions before this battle begmins.

SHARK
1f you kill the Shark, tom to 370,

sKILL 8 STAMINA 13




274

T
174

You created twoSkelelons. The brigands scatter as

vour undead servants attack. Many flee, and the

You are left with five upponcenis four pirales and
Captain Bloodaxe himself, You must fight them fwo
at a tims, starting with the first beo. You must Gght
both ot once. Each pirate will have 2 separate attack
on you in #ach Attack Round. but you must chooss
which of Lhe two vou will fight. Affack your chosen
pirate as in a normal batile. Against the other, sven
it your Allack Strength is greater, you will not
wund him, ¥ou muost just cound this as though you
hawe delended yourself against him. However, i
his Attack Stremgth is sreater, he will have wound-
ecl you in Lhe normal way. When vou slay one, S
next takes lis plece, suyou will always have o foes
belore you until there are none leftin reserve.

SEILL STAMINMA

Firsl FIRALE = 13
Secind PIRATE 4 g
Third PFIEATE i 14
Fourth PIRATE g 12
CAFTAIN BLOOTIANXE 13 1z

You cannol Escape. If you Lill all the prrates, fumn

xR,

zyg=27h

=75

You hand it a Peacl. ‘Free at last!” it shouks. Wow |
can get my revenge for this captivity!” The steam on
the room's floor rises upwards, melting the e uon
the ceiling. A dark hole is revealed. I'ne Elemental
presents vou with the crvstal it had promised vou.
Them it darfs away, through the hole in the ceiling,
Almost instantly, vou hear the sounds of battle,
Finally silence comes. If vou go up and see what
happened, turn to 310. B vou would rather reburn
the way vou came, turn to 42,

276

The lunnel n=es, and reaches the sea-floor in the
madst of a cluster of huge seaweed lrees. The
Glowlish swims away, its jub done, You step out
irom between the trees and look around, You see a
neatly kept clearing. Within the cleanng is a very
ordinary-looking cottage surrounded by a greal
iridescent bubble. Inside the bubble you can see
ordimary land-dwelling shrubs - and even a cat!

You swim closer and peer through the bubble into a
window of the cottaxe. Imside vou can see an old
man sitting at a desk. Suddenly he becomes aware
of you and Tooks up. Meeting your eve, he waves
vou towards the {ront of the cotlage. His attitude is
brisk and no-nonsense. If you swim back into the
cover of the trees, turn 1o 322, U vou g around to
the front and meet the old man, turn to 135,



2p7—278

277
¥ o1 have slain the Sea Dragon —a fiat worthy of the

greatest hero, Nipht is falling fast, and vou know
vout spell is about to expire. Quickly, you snatch up
a handful of gold from the pile of treasure and swim
tex the surface. As youor head breake water, the sun
sets, You feel the magical gills vanish — but you o
longer need them, Your Gming was perfect!

One of the Trall's boats is bobbing about on the
surface. You elimb in, make everyihing shipshaps
and set course for Port Blacksand. You have de-
strayed the pirates, and won a few bils of treasurs
for vourselt, Your adventure is over.

2rd
You open the bottle and drink. The Polion of Vapor-
os Bssence dissolves vou and all your possessions.
You drift through the chinks in the coral wall and
out of the other side. Seon vou become sohd again,
putof the Kraken's view. Turn o 382

zrg—281

Z79

The Elemental wraps ilself around you and hurtles
theough the sea. Tt releases vou on a sandy beach,
just as the sun sinks, You thank the Elemental and
watch it leave. Then you leave the water, feeling
vour gills vanish as vou do. You creep up the beach,
Wwwards the sounds of revelry. Lnfortunately, vou
have found the wrong pirate camp! Mot one ship-
load of pirates, but several, are carousing here, As
vou realize vour mistake, the picates see you. They
welcome you in 2 fashum even less pleasant than
Captain Bloodaxe’s. Your adventure is over.

280

As the Grouper eyes vou, yvou sheathe your sword
and hefl the harpoon. The Crouper rushes towards
vou, its mouth open wide. You dodge skilfully and
stab at it wilh the harpoon. Roll two dice. If the
result »s less than or equal to your corrent skir,
tum Lo 246. If the result is greater than your corment
SEILL, tormm i 375

281
You place vour back 1o the wall and swing vour
zword. You cut down several of the attacking Mer-
meen, bul Bwo come 1o take the place of cach ane you
kill. Eventually, a sharp trident finds vour heart,
Y OLE JOLUIney is v



2Bz—283

283

You approach the sunken ship. The masks are still
tall and straight, and a few rags of sail are still
waving in the current . . . buta great hule has been
tormn in one side. You can see movement inside.
Something indistinet, but large, is making iks home
twns If you inveshigate, tum lo 24. U vou go
elsewhere, turn to 222,

283

[he arcna seats are long, cold macble benches. A
cumrent of water keeps them faitly clean. In the
darkness undera berch; you see something gleam-
ing. Caubionsly, vou probe with vour sword. Ttis a
SEA SWNAKE! Indeed, theoe are several of them,
regarding vou with lidless gazes. If you vy to kill
them, tum to 122 If you swim up and leave the
dome, furm o 3.



2B1—388

28
The king dismisses vou aimpti}'. and the guards
stize you and escorl vou roughly out of the roval
presence. Lose s Luck points for your lack of chiv-
alry. The guards loss youout of the frontdoor, Tum
o347

285
Greylock accepts the Pearl. Inreturn, he brings out a
triangtlar bottle full of green liquid. You may =ke
this Potion of Forlune with vou and drink it at any
time except during a bartle, 1t will raise your Tnihal
LUCK score by one, and raise vour coment LUCE
score o that new Tebel value. Turm o 154

286
Exerting all your sirength, yon manage to snap Lhe
chain of the cursed necklace. It falls down into the
depths. You struggle back to the Hag's room. Lose >
STAMINA points, [F you are still alive, vou leave
gquickly. Turn lo 162,

287288

“What do I care about pirates?” it replics. ‘They sink
ships, and are sunk themselves, to bring more
freasure inlo the sea for me. I every human was a
pirate, if would be all the same to me.” It ends its
specch with a snap of its great jaws and moves
delicately in your direction. The gleam in its eyes
looks very much like hunger. Turn to 28 and fight

288
You call the Dolphin's name and it appears quickly.
You explain that voo need to be taken to a nearby
island. The Dolphin assents. Where will you ask to
be taken:

Theisland of the pirates? Turn toagy
The fish-shaped island? Turn to 226
The skull-shaped island? Turn ti 156
Captain Bloodaxe’s island? Turn lo g7y



28g—2g1

284
You will keep vour prize or die fighting lor it! "You
are foolish, bul brave,” rumbles the Statue. Return
o 232 and fight to the finish.

2p4
You whip out your sword and fight. There are
dozens of the small ﬂc’rupuses, You drive them
away, bot not before one bites you. Test your Luck, If
yvouare Lucky, burn £0 353. Ifvou are Unlucky, tum
to Bz,

2q1
As soon as vou draw your sword, it flecs. You see
that you have no hope of catching the wary crea-
ture, Lose 2 LDCk points and tarn 1o 65.

2g2-203

292
Your dinking produces no result, so you try again.
Lhere 15 still no answer, The sun dips lower, and
yoursalize you have forgotten the proper call for the
oea Dragon. Lose 2 ruck points. Return Lo 47 and
oy something else.

293

Swimming your fastest, vou dart into the branches
of @ great seaweed tree. Tt works! The Tionfish
swims angrily round and round the base, roarng
mightily, but it cannot ur will nol pursue Vi L
the tree. Restore 2 1uck points. Eventually, the
Lionfish swims away, baffled, You conbnue donwn
the path. Turn fo 234,




agq4—29b

204
The DEVILFISH attacks by lashing with it lomg
barbed tail.
DEVILFISH SKILL # STAMINA 13

If vou try to Escape, tumn to 137, IF you kill the
Devilfish, tum to 235-

qﬂi-aqth%

205
You flee madly through the glowing unnels. Soon
vou come to the intersection of vertical and horzon-
tal shafts. If you want to explore the tunnel in the
other direction, tum to 245. If vou would prefer to
swim back upand out of the building, turn to 16,

296

You explain that you seek to destroy Captain
Bloodaxe and his pirate cresw, The Deep Ones agree
that this would be a fine thing. They even know of
the island where the pirates stay. They don’t khow
what the surface-dwellers call it, but it i5 shaped
somewhat like a fish; and the pirates anchor in a
cove that forms the mouth of the fish. Yoo thank
themand leave. Turn o 347.



2q7—248

-

Looking more closely at ﬂgz Sea AMEemOnes, Vo s
that cedlain small fish live among their lentacles
without being harmed, while others stay dear. As
vou walch, alarge [ish tries lo calch one of the small
fish and 15 itself caught. The fragile pink tentacles
wrap around il and sting il. The lish dies almost
instantly and is pulled slowly fovwards the mouth of
the Anemone.

¥ith new respect, voo back away from the Anc
mones. Then yvou notice the bones of 2 humanoid
hand bepeath the base of the biggest one. Looking
closely, vou see the entire skeleton of 2 Merman, as
well as o small wooden chest. This Ancmone has
ranght more than just fish! What will vou de:

Tuirm bo 381
Tum to1g

Leave the house?

Feach for the chest?

[rrag the chest oul with vour
Swrd?

Attack the Anemones?

Tum to 325
Turn bogs

205
The CGiant Crabs snap up the fond, bot keep coming
towards you, clicking their clasws hungeily. Mark off
twor lust Provasioms. If yonr flee from the Crabs, om
to 32, W vou lighl them, turn o 210,

9= 300

299
1he swashbuckling fish stamps his foot again and
tweaks vournose with his rapier. Lose 1 LUCK point.
If you attack him for his impertinence, tum to 7g. TF
vou demand an explanation, luen 1o 335.

Jlr

The Dolphin squeaks back at you, and you find that
vou can understand its high-pitched chattering. It
tells you that it is glad to see humans around, asks
¥ou why vou don't drown, comments on your
sword and asks whelher vou have seen any Basty-
looking fish. ¥ou are hard put to answer it, because
it talks 5o fast. Lhen it inteerupls vou again, sayving,
‘Look out! A SHARK! We will fight it together!” It
daris off to the lell Indeed, vou see that a huge
sand-coloured Shark is crising towards vou, IFvou
join the Dolphin in fighting the Shark, turn tozz8. If
¥ou refire from Ehe scene and let them fight it out,
o 1o 2.



301-304

301

Yo free vourself and swim away. As vouleave, you
realize that the Octopuses have stolen one posses-
sion {your choice) from yvour bag. If vou cxamine the
huge coral formation in the distance, tum to 87. If
vou go in the other direchion, turm to 382,

302
¥ou swim towards the cathedrz]l, Bestore z wuex
points for befricnding the Sea-horse. Turn to 65.

o

Just as it promised, the %"l.’i’rer Elemental will carry
vouanywhere you ask. I you wish tobe taken to the
pirate ship, tum to 167 If you do not feel vou can
defeal the pirates, vou can ask to be taken to your
hume port (furn ko 105).

304

Abandoned on the arena Aoor vou find a harpoon.
You can add it to vour possessions if vou like. The
arena seems even more huge as vou doft to the floor
and look about you; you can imagine the combats
and spectacles that must have been held here. But
the huge stadium is empty now. What will you do:

Leave the way vou enlered? Turn to 3
Swim bowards the ground-leve]

exitsy? Turn to 161
Investigate the seats (if you have

not done soalready)? Turn to 283

305-306

305

You tell about your search for the pirates who tried
tokill vou. It istenswath sympathy. Teannot travel
wilh you,” it says, ‘because my duty is o care for the
fish around my reef. But you stoppued to admire oy
fish, and you spoke o me palitely, so 1 will help
vou.” I vouw ask it for huck, tum to g4. If vou ask for
advice, tum to 194

305

You release the Axefich, and it grows quickly into o
metre-long creature with a heavy horned beak. Tt
wswims fo the {roll's hull and begins o chop at the
bottom, bot the caken planks resist it, Hearing the
noise, Gwe pirates jump over the side toinvestigate.
Thew see vow and swim towards you, knives ready.
The Axefish, zlarmed, swims away. Yoo must fehit
the pirates. Fortunately, they are clumsy in the
water, while vou can fight as skilfully as you ever
did on land . Firht themr one 2l a Lime:

SEILL STAMIMA
First PIRATE 5 0
Second PTRATE fr 11
You do not Iy to Escape, because vou are so close b
vuor goal If vou kill the pirales, hun to 188 it vour
wanl to try another Toolfish, or burn to 47 iF vou
want to ity another tactic entirely,

La L)
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Far—309

Jo7
You crash through the heavy door. The room is lit
by a reddish glow. Facing vou isa wizened old SEA
HAG. Her warty face is twisted in anger and her
hand is upraised to cast a curse at vou. What will
vou do:

Offerhera gift? Turntos
Flee? Tum to 368
Attack her? Turn to 254

308
The Elemental wraps itself around you and hurtles
through the water. It travels back and forth, and
finally pauses, confused. ‘“There is no such island as
that! | cannot let you drown, so | will take you to
vour port instead.” You cannot argue. Tum to 105,

3o
Swimming as fast as you can, you dart for open
water _ _ . to no avail. A tentacle wraps about you

and draws you to the huge beak. You are -.:ml}r a
morsel to the Kraken. Your journey is over.



310-—311

310
Caunticusly, vou inch up the nammow tunnel. You
emerge into another toom, which is zomewhal
largzer than the Elemental’s chamber. The room is a
wreck; old bones and broken weapons are every-
whera, There is no sign of the Elemental or of the
demon that it said it wonld fight. Within a smashed
skull vou find 2 Black Pearls. In the ceiling, you see
anolher tunmel leading up. T vou follow it upward,
turm o 361, If you go back down through the
Elemental’s chamber and the coral grotto, turn o

42

311

You are curiows and swim towards the creaturss.
They are large worms, blood-red in coloor and
as thick as your arm. Though they have no eves,
they sense your presence and move towards you,
toothed mouths agape. You must fight them
Treat the whole colony of BLOODWORMS as =
single fo:

BLOODWORMS sk 6 STAMINA 13

If yuu try to Bscape, turn lo 272. I vou destroy the
Bloodworms, turn for 33-

s R

Y

312-314

31z
You step across the fissure - and bump vour nose on
a rough rock wall! The chest was anillusion; there is
nothing there at all. You rub your nose and leave the
room. Turn lo 162.

313
You create a single Skeleton. I zeuttles toward the
pirates, its rusty sword at the ready. They are [right-
ened . . _ but it is only a single opponent and they
quickly defeal it. You draw your own sword, but (o
noaviaul. The pitates swarm over vou, their cotlasses
Hashing. Your adventune is over.

314
Fight the clump of Anemones as a single opponent;
ANEMONES SKILL 7 STAMINA L[4

If you decide to Escape, tumn to 237, Tf vou kill the
Anemones, fiom o 105,



15317

315

Yuu clink the gold coins together as vou were Lold to
do, and swim to the sea-bottom Lo watch. Within 2
few minutes, you see the huge bulk of the Sea
Dragon. It swims straight to the Troli. With a few
swipes of ils mighty claws it tears out the ship's
bottom. The Troll sinks like a slone, and the greedy
Dragon wreaks havoc among the swimming pi-
rates. As you watch, the Dragon opens the ship’s
hold and gathers all the gold into 2 pile. Then vou
hear its deep voice calling vou. "Human! The shipis
destroved. Come oul and receive my thanks! Ifvou
g0 to the Dragon, torm to 36, If you stay in hiding,
turm to 340,

316
He offers yvou your choice of four wseful fish- 2
Sawfish, an Axefish, a Borerfish, and a Glowfish
like the one overhead. These are the only fish that
he bas to spare, and he has only one of each to offer
VOU. You pay him for your choice(s), then leave
{turn to 150).

37
‘Zounds! he cries. ‘Cyrano never makes a mistake!
You may think you are a good swordsman, but you
will be better after a Tesson from Cyrane!” If vou pay
for a lesson, {urn to 22, If you fight him in earnest,
turn to 9.

j18-31g

318

Crevlock takes the Teard from vons, and brings oot a
small phial of rubv-coloured liquid. 'This is the
Potion of Vaporous Essenee,” he Bells vou. Teis very
rare and valuable. Use il onlyina lime of greal need.,
When you drink if, vour body, as well as vour
clothing and possessions, will tuen into a thin mist
that van flpat through the smallestorack. After a fewr
minutes, you become solid again.’ You thank
Greylock. Tum o154,

B
Roll one die again, and lose that many moce points
of stasmina. If vou are stll alive, your break away
and kick madly towards open waler! Whalever is in
that building, vou decide, the Crabs ate welcome b
keepit. Tumn 1o 389.




320-321

Fi0

You search the face of the cliff for more secret doors
like the one from which vou emerged. You find no
doors, but you do see a cavern big enough to admit
vou. You swim closer — and draw back [rom the
snapping jaws ofa huge MORAY EEL_If vou enter
the cave and attack with your sword, luen to oB. If
vou flee, tum to 112.

321
Ihe shimmering water [orms inko a vague human
shape. as the voice inside your head tellz a zad story.
Ihis GITOST was once a sea-captain, slain by
reachery when his crew mutinied, He was eaten by
fizh and his bones were scattered, so he cannot find
rest. He asks if vou will gather his bones and sive
him a decent burial. If you help him, burn to 101, IF
ol term o b



2323

322
You ftlee through the trecs of seaweed. T 1s almost
completely dark, Soon you come Lo a deep chasm
whirh scems to form one boundanye of the forest
You carnol see very [ar inlo ils depths, but you can
ieel the cold cuomrent that mashes throngh i TF von
swim across Lhe chasm Lo a small, ruined house on
thi other side, furnto a7z Wyon explore the depths,
tum to 6,

323
You take the Sawfish from vour leather pouch and
release it, Il grows o a large fish with a toothed Bill
It swirns up to the trapdoor and works at if, butits
blade is useless against the flat surface. Aftera fow
minutes, 1t jives up and swims away, vanishing in
the shadows. Whal will vou do nowe:

Try the Axefish (if vou possess 16?2 Taminagg
Use vour sword? Turnto 74
Gor dervwnistream? Tum (o221
Go upsiream (i you have not

dune soalready)? Tum to 384

324—326

324

You take the Glowfish out of vour pack and release
it. It grows in size and swims above vou, shedding 3
tlue light You swim down, examining the steep
walls of the abyss. At this depth, vou see many
sirange fish and weird marine growths. Finally,
below you, you see a lght. You swim towards it
uniil you can make out a cave opening. In [ront of it
are a Tude table and bench.

suddenly, your Glowfish darts away in fright and
vanishes in the distance. You look around to see
what frightened it. It is a huge SEA OGRE, twice
the size of a man. Its huge webbed hands are
reaching for you. Test your Luck. Tf vou are Lucky,
turn to 52. I you are Unlucky, turn to 256.

325
You probe with your sword. The pink teotacles
zrope blindly. When they louch the sword, they
quiver and then stiffen. The Anemones are angered
by the touch of metal! The tentacles wrap around
vour blade. Fesf your Luck. If you are Lucky, turn to
212 [If you are Unlucky, turn to 349.

s 320

searching the body ofthe Merman, vou find a single
Slack Pearl, which you drop in your bag. His anly
other possession of interest is the sharp trident, 1If
vons bake it, fumn to 21, If you leave it, turn to 22+
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327
Yom hold out your empty hands peacefully. The
misly Waler Elemental lowers its own hand and
asks your business. You tell your story. The
Elemental is sympathetic, but cannot help you_
arn a prisoner here, held by the enchantment of the
Bone Demaon,” it explains. ‘T may notleave this room
without a Black Pearl; unly that will break the spell”
I you have such a Pearl, um to 135, I not, o o

187,
a1 )

328
lnvestigating the shattered Skeletoms, you sce that
each one had eyes of Black Pearl. You drop the 4
Black Pearls into your bag and continue searching.
In eme commer of the toom isa rusty metal boo, vou
prise the box open, turn to 357 If you ignore i and
leave the Toom, turn to 374,

328
The Merman reacls quickly, throwimg his own
Sawfish at vou. While you are fighting it, he
pecapes. Fight the Sawiish:

S5AWFISH

If you Escape, turn to 350, 1f you kall the Sawlizh
tuem B 88

SKILL 3 STAMINA 10

33o—332

330
You pick up the sword, and a shiver runs through
vouramm. [fis cursed, but viry puwerful for all that.
Your imital LUCK score s now reduced by 1, but
vour Attack Strength will be ratsed by 1 whensver
vou use this weapon. Tum to 255.

=
Brushing away sand and shells, you find a huge
trapdoor on the floor. A bronze ring fully half a
meire acrss serves as the handle. Tf you i to open
i, urn to go. If vou would rather just leave the
matisoleum, furm to 23.

332
If you have the jade crown amit Lthe Dolphin is still
alive, furm o 290, If vou don’t have the crown, but
the Dolphin is o6l alive, furn to 152, If the Dolphin
15 dead, fumn fo 350.



333334

333
As you approach, you see that these are nol true

humans, but DEEP OMNES, Their skin is green and
warty, their eves huge and froglike, They have
gills, webbed fingers and huge claws. They wear
jewelled armour. You must firht one and then the
other: .

SKILL STAMINA
First DEEP OME ] 14
Second DEEP ONE 7 I

It vou Escape, lurm to 347. 1 you win, turn to 136.

334
You fell it of vour misfortunes and vour desire to

relurn ko your home, It does notreply, but chuckles
.::‘L-'E'pm itz throat and vawns. A sn ak}' tongue, as I:'nig
az a rape, flicks out to laste the water ncar you. Tt
nses and moves delicately toward vou, and vou
realize that you are of interest to it only as a snack.
Turn ko 28.



335-336

335
The strange ‘swordeman’ introduces himself as

Cyrano the Swordfish. T am the grealest sword-
master of all the cowans! he says grandiloguenily

o must have been sent here for lessons. My feeis
1 Black Pearl, or 2 Gold Pieces. Evervone it the
better fira lessen from Cyrano. " Tivou donot have =
Black Pearl or 2 Gold Tjeces, tuen 1o 137- T vou have
the price {whether or not vou want s payill, lum o

207

336

A wound [rom a finy Ockpus is very dangerous.
Lose A g1 anmiva points. vou are still shve, voual=o
tind that the little Octopuses have robbed you! Loss
one Provision and any one item from your bag. B
you examine the huge coral formation in the dis-
tance, turn to 87. If you go in the other direchon
turn {382,

337339

337
There 15 no answer. Perhaps he cannot hear you.
Luse 1 LUCK point. Return to 77 and make ancther
choice.

338

~he looks at your offering with contempt — then
pop= it into her mouoth and eats it! She cackles
gleefully. ‘Wot bad, mortal — but your flesh would
fasic sweefer! She attacks vou, Tum lo 254and fight
her

= 339
L Es 2 huge building. The coral and seaweed grow-

ing everywhere only add to its beauty, [f you would
like to investigate the towers where you saw the
gargovies, tumn to 146. If vou would rather explore
the interior further, turm to 191




EL o

340

¥ o swim bebwesn the huge bronese doors and ender
the stone building., The interior, like the extenior, i=
splid, prey and oversrown with coml. Huge slone
crypls line the walls, each with its own statue. Some
of the statues are human, while some have fishy
features, but all are proud, noble and much the
worse for wear. You try to read the insciptions on
the crypts, but they are in a scripl which is strange io
Wi,

At the far end of the mausoleum you see one statue
in somewhat better repair than the others. In il=
right hand il bears a huge rod, and on 15 head is
cTow . As you approach, you soc that the crown =
made of green jade, elaborately carved i the form
of a chain of leaping dolphms. It s not part of the
statue, butisa separate carving, If vou lift the grown
from the statue’s head, turmn too3z. B vou leave the
crown where it is and search the mausoleum for
other things of interest, toum Bo 333

341

341

You paddle over to the brick building. itis in very
poor repair; one wall is completely down, and the
olhers are cracked and ra&:&'d. You enker cauhious-
Iy. There are no other Ciant Crabs, but there are
nordes of zmaller ones, from Lhe sice of 2 dinner-
plate on down, They watch vou with their stalked
ey, waving their claws menacingly, as you in-
vestigate their home. Suddenty you feel a pain in
Vour lFE. One Crab, braverthan the rest. has nipped
vou severely! You smash it with vour sword, but it
fas still cost you 1 sTamiNa point. IF vou search
mrther, turmn 08, U you leave, turn to 389.

.
ST
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L




342343

3

You releaze the Sawfish. It expands, becoming a
metre-long fish with a saw-toothed ball. 1t darks out
of the coral and altacks the Kraken. The Kraken
lashes frantically at it, but the Sawfish’s bill cots off
the first tentacle that reaches for it! The battle rages
furiously. At last, all is quiet. There 15 no sign of
yvour Sawfish, but the Kraken is gravely wounded. [t
has lost two tentacles, and several more are gashed.
I yvou do battle with the Kraken, remember that this
fight has cost it 10 sTamina pomis and = SkiL
points! If vou possess another Toollish, vou can
release it (turn to 37)- 1f you want to try something
different, retucn to gg.

343

The Elemental is overjoyed by your gift, Free at
last!” it shouts. “Now I can et my revenge tor this
caplivity!’ The steam on the reom’s floor foses up
and melts the ice on the cethng. A dark hole =
revealed, The Elemental blesses vow; increase your
Mited LUCK score by 1, and raise your LUCK {0 iis
new maximun. It also presents you with a shining
bit of ice. This crystal will not melt,” it tells yoo.
"You can use il Lo call upon me once. | will hear your
summons and bear yvou from any place in the
wiorld s waters to any other place.” Then it aaris
away, through the hole in the ceiling. Almost in-
stantly, you hear the sounds of balile. Finally =i-
lence comes, If you go up and s#e what happened,
turn to 310. If vou would rather return the way vou
came, hurn to 42.

4345

4
Carcfolly, voun stow the bottle in vouar leather bagr.
Bidding the Ghost farewell, you swim away in the
dircction of the large stune budlding you saw earlier.
Tum lo 159.

5
As yvou thread vour way throush the narrow tunnel,
you are cuf again. Lose 1 more stamina point. The
current is strong, and vouo are fighting it every bit of
the wav. Abruptly, the tunnel opens into a small
cubical room with walls that ook like polished
stone. Tom (o 37z.



346

348

Staying back from the unnatural glow, you turn a
comner and head down a darker cormidor, The mud
on the floor is growing thicker. You see something
gleaming on the floor. Swimming down, vou pick il
up and find that # isa bone . . . from a human arm,
You tum ko leave, but your path is blocked. A dark
figure has emerged from the mud and is standing
silhouctted in the doorway, Tt is a caricature of a
woman, formed out of mud. Ouzing arms reach out
for you_ You must fight it.

MITCK DEMOMN SEILL B STAMIMA

The Muck Demon is clumsy, but she has power over
the shme and silt on the floor. Il rises in a great
cloud, choking and blinding you. For this battle;
subtract 3 from your Attack Slrength on each round.
Tf vou Escape, tum to ga. T vou destroy the Muck
Demon, turm o 366.
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347
You leave the palace of the Deep Ones. To vour
right is the great sunken ship you saw earlicr; to
vour leftis an entrance to the sunken gardens. [f vou
investigate the ship, fum to 282, If you would rather
look through the gardens, turm to 2.

348
Your foot falls centimetres away from a huge
CLAM, which closes with a clashing sound. What

will you do:

Eill the Clam with your sword? Turm tovgy
Look for the captain’s cahin? Turn o 40
Look for the treasure-hold? Tum tirag2

319
The tentacles are much stronger than you would

have expected. Before you can react, they tighten
and pull your sword from your hand! Yoo will not
be able to recover it unless vou kill the Anemones. If
you passess another weapon, voumay vseit. I you
have no other weapon, you must fightbare-handed:
subtract 3 from your Attack Strength each round.
(This holds true for all combats until you can find 2
weapun. ) If you altack the Ancmones, tum togg If
vou abandon your sword and leave, torn to 381.

oo

330-351

350

Loakang af the Dolphin’s body, you leel sorrow. It
had tried to help vou, and itfouphtnobly. The blood
m the water is drawing scavengers. and you are
afraid that more Sharks will appear. You look
ancund ¥ou for a shark-prool hiding-place. Mot far
away vou see a small building with enly one en-
Tance ... a door too small tor a Shark to pass
through_ You enter and look around. The first thing,
vou s2e i5 a large, dark opening in the floor. Tt
appcars & be the mouth of a pipe. Despite vour best
efforts, vou are sucked down into darkness. Tum to
104

357

You swim back down the tunnel. The Elemental is
overoyed ab vour survival and vour gilt. ‘Free al
last!” it exulis. Happily, it presents vou with a bit of
boe “This erystal will not melt,” it tefls vou, You can
use it Lo call upon me once. T wall hear your sum-
mons and bear vou rom any place in the world's
walers to any other place’ Then it shimmera and
flows up through the hole in the ceiling. I yuou
follow itup, turn to 120, Tfvou go back out through
the coral passageway, turn to 43,



352—35%

352
Tt replies, ‘Thaveall the magic that Tmeed. _ _ bt i

need all the magic vou can gei. Black Pearls are
mayical wealth, and will bring vou more wealth. 1
vou have a goodly pouch of Pearls now, *"twere best
vou comfronted your {oes quickly, ere might falls. If
vou require more Pearls, vou may brave fhe
Kraken's lair, but "tis an underfaking most fell’
With that, the Water Sprite vanishes. Il you think
you are ready to find and confront the pirates, tum
to 382, Il you are not vet ready, ¥ou can swim
towards the coral formation the Sprife indicated as
the Kraken's lair, Tum to &y.

353
The bite is painful but nol serious. Lose 1 STAMINA

point. As you leave, you find that the little Octo-
puses have robbed you! Lose one Provision and any
vne ibem from your bag. If you examine the huge
coral formation in the distance, turn to Bz, If vou go
in the other direction, furm to 382,

354

You fall terrified on your knees before the Bone
Demun. 1t chuckles with a grating sound and moves
lowards you, Dropping its weapons, it picks yoo up
and stares into your eves. You feel numb and
chilled. Then, holding you tight with two hands, it
uses the daws of the third to stip the flesh from
your living bones, When it is finished with von, it
takes the Tearls from its crown and sei= them in
your eye-sockets, You are nowan undead servantof
the Bone Demon.

355358

335
You swim out of the door. As you cross the
thresheld, the room whitls around vouand you find
yvourself back on the ocean floor, in a patch of rocks
and rotled timbers. Turn to 121.

356
They take evervthing vou have except a single
weapon, force you back doswn the cavern and thrust
vou through a heavy iron-bound door. As they barit
behind you, you hear their leader’s voice: ‘The,
trespassing fool!” Ahead of you is {ainl glow o
suide vou. Turn to 43.

357

By hammering the box against the walls, vou man-
awe tiy loosen the Tusty hinges. A green fog seeps out
from the cracks in the box, and a choking smell
assaulis vour new wills. Test your Luck, U you are
Lucky, vou manage to cast the box away from vou.

If you are Unlucky, vou inhale some of the green
matter, and lose 3 points of sTamiNa. In any event,

ifvou are still alive, vou leave the room as quickly as
¥ou can. Turrm o 374

358
If you have learned the magic word that activates
the pearls, spell that word backsvards and tum to
the ;::namg,mph it indicates, If vou have nokb learncd
that magic word, the Peasls are of no use to you.
Turn back to 47 and choose again.



359—360

359
The path winds belween more seawsed and coral

displavs. Soon you come to a small clearing,. In the
middle of the clearing is a marble fountain - . . but
instead of shooting water, the fountain releases a
comstant stream of fine bubbles which drift to the
surface, far above, Within the bowl of the fountain
vou can see spmething glittering, I you pick ik up,
turn o 209. If vou ignore the fountain and go on,
b fox 200

360

The bottle is made of sreen slass, with a lead seal
inscribed with strange runes. When yon pick it up,
the Chost becomes agitated. ‘Be carelul® he savs, T
sensevery strong magic! There is great reward here,
but there is great danger, tool” If vou feel lucks
enough fo open the botile, twn to 183 If you
abandon the botlle and swim away to investipate
the stone buildmg you saw earlier, furn to 159,



361-363

oL
The dark chimney n.mni-] winds around and then
upens on to the sea-floor, You emergs from a small
hole not far from the mausolenm door. Its duty
dune, the Glowtish swims away. 1urn to 23.

[iF3

You remove the Eav.'fishsﬁnm your bag and release
it. It quickly growsintoa large fish with a toothy bill.
It swims towards the bars and attacks them, soon
cutting them ko fragments. [is job done, it swims off
inlo the darkness. As you hurmy from the cave, you
find an urdinary sword, which vou may take, if you
like: You swim oul of the cave and downstream,
along the abyss, Turn to 148,

363

Afteralitthe while you decide voumust have tzken a
wrong furning. You are over a dark chasm, with a
dirn glow visible at the bottom. Could that be youor
goal? Turmn to 6.

364-365

Tou reach mbn vour bag and draw out a Provision.,
When you offer it to the Water Sprite, it bows
sulemmily — and throws the foed B the Bsh! They
gobble it geeedily. The Water Sprite laughs and
vamishes. When yoo next ook into vour bag,
though, vou will ind that you have three more
Provdsions than vou did before vou offered onge £
the Sprite. You leave the reef. I you swim lowards a
larzer coral formation in the distance, furn to 87 It
you go in the other dieection, lowards an area of
rivcks and sunken tmbers, oo kr 117,

365
You swim back up to the lrapdoor and shove at il
with all yourmight, tonoavail. You realize that bare
fands will be nseless for this task. What will you use
against the heavy wooden doot:
Your sword?
The Axefish [if vou possess it)?
The Sawtish (if you possessit)?

Turnozg
Tumtoa3g
lurntozaz



3h6—308

bh
The Muck [emon 1:.'.3"33{1595 into a heap of shime.
Stirring through it gingerly, you find a colourless
jewel. Bestore 3 1uck points. You leave the mom
and swim towards the blue glow yvou saw carlier.
Turn to 251,

367
The next window shows a strange-looking man
helding a rapier. You swim closer to see what is so
odd about him. Suddenly the wandow scems (o
expand around vou and vou realize you are being
drawn into the scene! Torn to 244,

368
You panic, spin around and flee down the hall.
Behind yon, the THag laughs evilly. You foel dizey ac
her parting curse sirikes you, Lose 2 vuck points.
Turn o 162,

360-371

369
As vou explore the wreck, the sun sets. Your magic
gills shrink and vanish! Your next breath of water
tumns cold in your lungs. You gasp and choke. The
surface is far above you - . - too far, Your adventure
IS (ET.

3o
You knock out one of its huge teeth for a sonvenir.

The blood in the water is drawmg scavengers, and
you are afraid that more Sharks will appear. You
ook around for a shark-proof hiding-place. Mot [ar
away you see a small building with only one en-
trance . . . a door too small for 2 Shark to pass
through. You enter and loek arcund. The first thing
vou see is a large, dark EI-FI«ET\'iﬂj; in the Hlooe, 1t
appears to be the mouth ol a pipe. Despite your best
efforts, vou are sucked down into darkness. Turn to
104.
371

You pull yoursword from the body of the Sea Spider
and move on. Where witll vou go:

The captain’s cabin? Turm to 4o
The treasure-hold? Turn lo1g2
Away from the ship, towards the

rardens? Turntoz



I

37z
Youare in a small, cubical room. The roof appears 1o

be made of ice; the floor s invisible beneath alayer
of bubbling steam_ Nervously, you paddle between
the two; vou know you are in the presence of strong
Ly Py Tl

In the cenire of the room is a misty-looking hu-
manoid figure, dad in a loincloth of seaweed, The
stromg current of water is coming directly from its
body. The WATER ELEMENTAL leoks angry at
vour infresion and lifts a hand threateningly, What
il you do:

Atternpt to parley? Turn to 327
Flee back dosvn the coral tunnel? Turn to 53
Attack with your sword? Tum to 210

o 1)

Black Peards are very valuable, and the Merman will
gladly trade you a tool fur one.  you choose to give
him Biack Pearls, turn to 316 and choose one fish for
ezch Black Pearl vou trade. If you do not like this
price, furn back to 57 and make a different offer, or
tum to 150 and leare.



374377

374
If you want ko explore the tannel in the other

direction, turn 1o 245. If vou would prefer to swim
back up and out of the building, tum to16.

Yo stab the Grouper witL the harpoon, and it flees
in terror. Unfortunately, your hand is caught in the
harpuom’s leather strap, and von are taken for a ride!
The Grouper flees through a hole in the coral reef
and vver a cliff into deeper water. There are more
buildings below vou. Al last you manage to frec
your hand. The CGrouper swims off, faking the
harpoon with it. Turn to 64.

376

He sketches a frarme in the alr around you and
studies you as though vou were 2 pichire n 2
gallery, muttering to himself. ‘Bravery alone will do
youno good.” he states, "'Cunning will bring victory.
Bravery and cunnming towether wall make vour for-
tune.’ He studies vou further. ‘Have vou any Black
Pearls? he asks. If your answeris Yes', tomtoazs.
Ifitiz “Na’, horn to 67,

Fi

The Dolphin chatters :ispu:-'ﬂemenr, 1t has never
heard of any such island! It offers o help vou home
mnstead. Exhausted, vou accept. As sunset comes
and wour gills vanish, you find vourself nding =
Dulphin across the waves towards Port Blacksand

« 4 slrange ending tor your adventure. You did
nat find the pirates, but vou have your life.

5

You swim as fasl as }-‘u:uu:jgan for the opening i the
ceiling. Butit mnotgood enough. A rusly spearjabs
inlo vour back and drags vou down. You feel skel-
etal hands, inhumanly strong, clutching you and
pulling vou toward those leeth, You by fo use your
sword, butif is wrenched from your grasp. Then Lhe
Bone Demon begins o eat you, feet firsk: Your
adventure is over-

379

Carefolly, you pick vour way on lo the land. Itisa
small sland, composed entitely of brlliant white
sand. Nothing is visible around vou excepl [or a few
similar islands sel in a great expanse of sapphire
acean. The heat 1= oppressive. Turning, vou dive
back into the ocean. But the spell thal protected you
has disappeared, and vour gills are gone. Your first
breath of water is your last. You thrash, choke, and
drift slowly toward the bottom of the sea



380—381

380
The Sea-horse throws you. You cannot (211, thanks
to the water around you, but vou are shll somewhal
shaken by the wild ode. Lose 2 sTaMina points
You head on towards the cathedral in the distance.
Turn to 5.

381
You leave the Anemone house, swimming ot
throuph the hole in the roof. Ahead of you is the
dark chasin. 1t looks forbidding, but you see
nu’rhing else of interest. Turm o b

382—384

38z
The sun is selling, and you know vou are running
out of fime. If vou possess an unmelbing crystal of
ice, tnm to 303. Lf not, tum to 61.

383
You fight the Ogre. It has no weapons, butstrikes at
vou with ils huge, slimy [sls. It is double your
heirsht and very stromgg.

SEA OGRE SKILL 7

You cannot Escape. I the Ogre reduces vour
sTAMINA to 2, tum to 256, Tf you kill the Sea COyre,
furn to 163

GTasMima 18

&4
AL VO SWIM upﬁh'earnj: the coral protto namrows
until i becomes a Heght passagesway. You brush
against one wall and are cut by a sharp branch of
coral. Lose 1 stamina point. Ahead of vou you can
see that the lunnel narrows still further, 1 vou press
ahead, tomm b 345. IEyoo tom back, burn ta 197.




3fig—386

385

The tonnel enters a large cavern. The walls have
been cul and faceted to bring out the beautv of the
rock. TitHe miches contain glittering crystals, att-
ractive planis or anemones, and other undersea
cuniosities. You swim along, admiring the exhibits.
Then you see a MERMAN sywimming towards you,
barbed trident at the ready. If vou deasw vour sword
and attack him, turmn to 6g. If you talk fo him, tuen 1o
1go.

356

Wary of a2 trick, you confinue fighting. Soon you
give the Water Elemental its death-blow. [t vanishes
and the cumrent of water stops, You search the little
room, but it is entirely bare. Carefully, you return
the way vou came, ‘but vou stll lose 1 STAMINA
point to the sharp coral branches. If you are stll
alive, tum tn 1g7.



387—38g

387
You draw your sword and slash at the Dolphin. It

atlacks you in tumm —not by biting, but by ramming
with its hard beak. [t is a formidable opponent.

DOLEHIN

If you Escape, turn to 273. I vou kill the Dolphin,
turn {133,

SKILL IO STAMINA 4

358
Il you took the necklace from the Sea Hag, tumn to
106, If vou did not take it, turn to 312.

; 389
You swim away from the building. Which way will
vou o

Tesvards a distant sunken

cathedral? Tum to 26
Towards a gleaming coral reef? Tom to 160
Towards a cliff with a dark cave at

its bage? Tom o6z

S LR

3go
You leave, swinming out over Lhe greal stone sleps
and into an area littered with hoge boulders, In the
distance, you can see a coral reel, Turn lo 160

391
“But I don't have z Gold Pieces,” vou say, 'Can |
borrow them from yvou for a little while?” The
Dragon roars a refusal and curls fightly around its
hoard. You should have known better than o ask a
Dragon to part with gold, even for a mement.
Seeing lizht fowards the back of the cavern, yoa
swim hastily in thal direction, out ol a nacrow
lunnef and up towards the ight: Turmn bo2pz.



392=394

392
You cannot find a way out of the Ogre’s pncon,
though vou exhaust your strength in the attempt-
Eventually the spell wears off: your gills vanish and
vou drown, The Ogre is surprised when he retums
and finds you dead, but he eats you anyway.

393
That's very unfortunate,’ sighs Greviock. “hever
mind.’ Turn to 154.

2@

354

Holding the ice crystal, you call for the Water
Elemental. The crystal vibrates and dissolves. A fow
moments later, in a rush of water, the Elemenial
appears. ‘This is very poetic, my friend! itsaysinits
watery voice. “You debvered me from Imprison-
ment, and T can now do the same for you.” It flows
inside the logs that bar your way and changes ii=
form b joe. The bars shaiter and vou are free. You
thank the Elemental, and it flows away and is gone
As you hurry from the cave, vou find an ordinary
sword, which you may fake if youo like. You swim
out of the cave and downstream, along the abyss.
Turn o148,

305397

395
The unnel divides once again, narrowing somc-
what as it does so. If you take the right-hand fork,
furn to g6. 1 vou go lell, turn to 276

396
You swim away from it, down the path, bul il is
faster. Il swipes at you with a dawed fin and you
loge 1 stamina point. Turn te 73 and fight.

397
You loss it away and swirn towards the stone build-
g vou saw earlier. Tum to 159.




398

398

You follow the stairs upwards, feeling very Tight
and agile. At the top of the stairs, the dourway is

n; the door has long since rotted. The room iz
litiered with shells and seaweed. A silvery shape
moves toward you - . . then another and anather.
The soom 15 the lair of throe BARRACUDAS! These
sitvery fish are as long as a man, but very slender:
thew sesm to be all eyes and teeth. They drcle you
greedily. You must fight them, With your back ko
the doorway, you can meet them one ata tme.

SKILL STAMIMWA

First BARRACUDA i 4
Cornnd BARRACUDA £ i
Third BARRACUDA . &

They are much faster than Fou, s you CANTIOE CVETL
try to Escape. [f you kill the Barracudas, you will
find 4 Gold Pieces amid the lilter en the foor. If you
swim out of one of the lower windows and explore
elsewhers, urn to 16. If you go back down and

explore the tunnel, furn 1o 233.




309~ 400

3040

¥ ou agree to kiss the princess. With great pomp and
ceremony, the fishy courtiers escort vou upstairs.
O a soft bed of moss lies the proncess, asleep. Her
eyes are like pearls, her skin like jade, her fingers
like trailing seaweed. She is very beanbful to the
Deep Ones, which means that vow find her ex-
ceptiomally hideons! The courtierns crowd around
expectantly. If you kiss her anyway, tum to 6o If
you refuse, torm to 224

400

The meat tastes delidous. Restore 3 stamina
points. One of the Crab’s claws has not been broken
open; you may take it sith vou. If you sat it, it will
count as one Provision. If you investigate the brick
building now, turn 1o 341. If vou leave, hurn to 38g.



Sameatier Puffins
Sleme Jackaon’s

SORCERY!
it THE SHAMUTANTL HILLS

Tour seanch for the lepandary Crowmn of Kings takes von o
the Shamutentd Hills. Alive wilth evil epealures, lawless
wanderers and blosdthirsty monsters, the lanc s riddled
with tricks and fTaps watting foc the wawary Leaveller, Will
vou be able Lo crozs the hiils safely and proceed o the
seoond past of the sdventure —or will vou perizh in the
attempt

2o EIARF — CTTYPORT (F TEAPS

Az 2 warmior relying on ferce ol arms, ora wizard trainedin
miegic, you must brave the terror of o cty buill to brap the
urmnry. ome sl nesd all wour wits abowt won to swove
the LLEL-I'_TL'I.:'I;"T'iI."_:I.'.':'I.E homrors abead and tr make senze of e
tlues which may lead Lo wour sucoese - or to your donm?

FoLEHE SEFVEN SERTPENTES

Seven deadly and magical setpents speed sheed of you o
warn the evil Archmeage ol vour coming, Will o be able b
catch them before thiy grt thuere?

J- THE CRUWMN OF KIMNGUS

AL the end of yourlong trek, you fee the unknown terrors
of the Mampang Fortress, Hidden inzide the keep i the
Croem of Kings — the ultimate goal of the Soroesy! epic. Bul
beware! For if v have ok defeated the Seven Serpents,
vour arrival has been antdpatod | .

tﬂm‘pl-z:e with all the magic spells vou will ceed, each
berok can be pleyed eilhar on il owin o az part of the whole
CpiC



MAELSTROINM
Alavandier Sookf

Afrrbndent role-pleving game of thicees, roguss. megick
alwl navlien.

Imaging a kaind of lwavebers on the long road fom 51
Albans Ao Lemdon - adangemus juarnee in tfromblied S

Which will TOL ber an alchemist, stalled in the arls of
magick? & cogue, orlhe ren from jostice? A nobbe Lady on
her weay b st up inmigue o courd? A spy discuised as 2
herbelislcariving vilalmessages o e Fag? Or any omie off
# heast uf cdifforo ot cramctors.

YO U choose Lhe characte:a, YOU dende the missins 2nd
YW ha e B ad venhares in the serbolent world of Furope
inthe sictzenth cenlury — eilher 25 a plever or 23 e
rafersg.

THE CRETAPN CITRONICLES

HLOODTEUN OF ATTHERIS
AT THE COURTLT OF KING MINDOS
RETURMN OF THE WAMDERER

Jobm Butferfeld, David Horigans, Phitin Parfer

Felled By a tmeacherous blow in the Tshyrinth of King
Blines, vour brother Theseus Lies dead and unavenged.
[ spizibs of yoar socestors cry oul feoo Hades inanger,
and Hermes, the messenger of the gods, appears to speed
vou on oot weys For YOU aee Altheus, the beolher on
whom thi= hergic sk fatls. YU thirst for ectiaon, YO0
mpst bravel acomss the wild seas and lamds of Ancient
Grerce, batthing with demons, mythical creatures and
powerful leaders. Brave Altheus- will the gods be on your
sile?

Al vou need 13 bano dice, a pencil and an e1aser to cbark
on s heroie adventuce im the land s ofinylhs aod legends.
Each ook can be played on its owm or s part of the whob:
Cretan Chronicles epic adventure.



WHAT I5 DUNGEONS AND DRAGONS?
lohn Bulterfeld, Philip Parker, Derid Hosfgnrans

Dingeons arnd Oraguey enables you to play oul your
wildrst fantnsics, to battle with meonsters, miants and
fieTuds, Like Lhe Yelow biusk Creeper or the Hownd of -
Omen, sy scarch for fame and fortune oo world of
your own makinge. This {ascinaling guide Lo the prealsst
of all role-playing games |1'|r]u.'_1r:-. dn:'l.-.'_1ll.-_1 backgmand
notes, hints.on play and dungeon design, strategy and
taclics, and will prove invaluable for plavers 2nd begin-
it~ ik, |:F'..4 in FI.'I.|'.5:|

HELMOQLUEST
David Hickding and Perry Hinton
Mustrated by Nik Spender

Atlantis was onee a land’ of peace and prosperibe. it
golden age assured by the power Daimaos, master of the
gods, had invested in the Bright Helm - power by profect
the land’ frome cvil and sorcere. But then the Hebm was
shattered inlo fwelve pieces by the Dark Godz end heir
servant Worash, Mo pach piece Fes hidden ina dark and
aocursed place, proteclted by one of the evil sods. Dut
YA have chanced vpom the log kept by Ma-Manon,
piresl of Atlantiz, This g will reveal the joumey made by
the evil ones as they concealed each pisce of he Helm.
Lur ¥ O b 36 im yonr poseeT tn recowret those pieoes
and rominke the Helm, thus restoring peace o Atlante?
All the information you need is here, ingenioushe hidden
in both text and pichares, and cach smand of the mvstore
uncavels 1o reveal the next. The Cuest of the Helm awais
BILEIEE 1200 YOI date to ke up Hh l:h.':'l]l:'ng{'?

FIGHTING FANTASY
The introduciory Kale-playing eame

B Jarkaomn

The world uf Fghting Fentasy, peopled by ores; dragons,
smmbies and vampires, has capiund the imaginalion of
milligrzs ol readers wodd-wide. Thelling advenhares oF
swoumld and sorcery come balite and the reader is the haro,
dicine wilh death and demwons in smanch o villains,
treusore o fnedore. Sowe YOO oo creahe FOUT G
Fenting Fenlasy adventiuras andd 2eod weour frieod 5 off un
dangerous missional o this clerly writn handbook,
tmeme are hints on devising combals, mondiers oowbe,
bicks and Eclics, w5 well a2 b mini-adveerntbares b shart
with. The ideal introduction to the Basl-growing wodd of
e plaving games.

THLE TASES OF TANTALON
Sleme [aorson
Mustrated by Stephen Lavis

Gallzntaria i necling trom the attermath of 2 long and
eosthe war, Tanlalen, wizacd of the: coosl, cules the king-
dom over an fomer Cimrnedd of sthoming knights, jealously
vwing tor power. But Tantalon's years are’ diawiong Loca
cloze. Iivosder oo seek out the kingdom's sharpest minds,
Tantzlon ha= devised an opic adveniare quesh, YO ae &
L'ITTIFIE:!EI::I:' I the Sopcersrs quests can YU sanlsthe
Drinesbonve Drague’s brpasure hoard? WALYOIL find aweair
b free Sie Dunalzble foon imprsonment i the: Stinn
Dhmmzeon? And how will YO cateh che Iemen Fishid Adl
the information vou need is ingeniously woven inis Lhe
hexhand pictures” AIEYOU bave b deis tike opthie
challeng: and crack the mastery!



Famtusy Questhooks — 32 pages, full colour

STARFLIGHT ZERO
Daigd Felkdmy avd Perry Himfor
INistrated by Peler Andrew Jones

O by one the Free Planets have fallen i the relentle=s
advance of the Dark Ships unl onky Caldoran and Palonar
reniain, Then a'last, despaining messase oomes rom Palo-
narand Caldormn is-on it oren. | ssems that the imvaders
armed writh the poerer of the invincibie Dark Light, will
e sondguer the lasd mdtpsost iof resistance. The only hispe
forr thie survival of Caldoranis ore lasi desperate mission by
& emall group of star Gghlers b sbitke sl the sounse of the
[Mark Light, And YOU are pars of the misgon. Az you
speed across the galawy, ‘gl the informalion you nesd is
there, ingeniously hidden in both fext and picteres and
gach strand of the mystery onravels to reveal the next. Do
you dare tike up the challenge?

THE PATH OF PERIL
Deeid Fickime end Perry Hinfon
THustrated by Rachel Birkeit

The famous explorer, Edmund Mallory, has been foully
murdered, and the legendary Bloodstone, which he
acquired under mysiedons croumslances on kis {ast
travels, g misaing. All thal remains are the sceltered frag-
ments oif the pxplorer’s diary, his personal notebook and
most of the conlents of his ransacked siudy. An almost
unsalvable mystery, Yot it spems that the explorer bimadf
expected to meet a violen! end and prepared the way for
YOL tn track dowwn his murderer and recomveer the Blood-
shime. Can YO complete the task you have been set?




