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Can YOU save Hachiman from chiog?:

Hachiman is in great danger. The Shogun's
contral is slipping. Bandits roam the land
frecly and barbarian invaders have begun to
raid geross the borders, All this because the 0
| Dai-Katana, the Shogun's great sword, hasbeen
stolen. YOU are the Shogun's champion, a
voung Samurat, Your misgion is to recover this
wondrous sword from lkirn, the Master of
Shadows, deep in the lemﬁmrma

Two dice, a pencil and an eraser are all you
need. You have a choice of warnior skills which
will affect the outcome of vour mission. There
are Honour, points to be won and lost, YOU
decide which route to follow, which dangers 1o

risk and which monsters to fight!
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SWORD OF THE SAMLURAIT

Summaned o the Shorun's presence, vy leam thit voir
land of Hachiman s in grave denger. The Shogun’s conto]
& slipping —some lords are breaking awav and plotting
tescherous deeds. Bandits oo the Terd Cfeeely and
marbaran mvaders have begum 10 maid adross the borders.
All this beraus the Dai-Kstand, the grest sweond, Singing
Peati, has been stobm from the Shirgom.

YU are the Shogun's champinn, & young Samural. You
have followed Bushido, the Way of the Warrior, and e 4
miaster of Kenjulsa, the Way of the Sword) Your mission is
o reoower the wondrous sweord from [kits, the Master of
Shadowws, who holds i hidden deep in ks mountan
fasiness, Onikamn, the Pt of Demons, goanded by his
dreaded warnor ghoals . _ .

Two dice, a pencil and an ereser are all vonz need to eemback
on his thrlling adveniure of swored and sorcery. You have
& chowe of warmor skilld — Evejutsy, [stfutau, Karundjotse
of Mi-to-Eenjoizn — and yoor choice will affect the pateome
o e mdssion, These sne Hinoor pinnss o /be won and Jost,
oo,

hlany dangeers le ahead ond vour success & by oo means
ceriain, s up o YOU b decde which mnte o follsns, which
dasigers' to nakl and which adversasies o hight]
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INTRODUCTION

Before embarking om vour adventure, you must first
determine vour own strengths and weaknesses,
You have in vour pussession 2 sword and a back-
pack containing Frovizions (food and drink] for the
irip. You are & Samurai, always prepared for any
heroic mission.

T'o se= how effective your preparations have bevn,
vou must use dice to determiine your initial sEri.
and sTAMINA scores, On pages 16-17 there is an
Adeenture Sheet which you may use to record the
details of an adventure, On it you will find boxes for
recording vour seiLL and STAM INA SCOTRE,

You are advised to either record vour scores on the
Adveniure Sheet in pencil, or make photocopies of
the page to use in future adventures,

Skill, Stamina and Luck

Boll one die, Add & to this number and enter this
total in the s kL box on the Advemture Sheat.

Roll both dice. Add 12 to the number rolled and
enter this fotal i the sTa v A Box,

There is alspa Lrck box. Boll one dic, add 6 to this
numberand enter this todal in the cv ok box.



For reazons that will be explaimed below, sxin,
STAMINA and 1uCk scotes change constantly due-
ing an adventure. You muost keep an acourate record
of these scores and for this reason you are advised
either lo write small in the boxes or o keep an eraser
handy. Bui never mub out your Imiil scorcs.
Although you may be awarded additional cxii,
STAMIN A and 1 vCk points, these tolals may never
exceed your (vl scores.

Your sKILL score reflécts your swordsmanship and
weneral fghting expertise; the higher the better
Your sTAMINA score reflects vour general constim-
tim, vour will fo survive, vour delermination and
overall [iiness; the higher your s7Tami4a score, the
longer vou will be able to survive, Your 1oCE scone
indicates how naturally lucky a person vom are.
Luck — and magic — are facts of life in the fanlasy
kingdom vou ace about to explore.
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Batfles

Yoo will often come across pawres in the book which
instruct yvou to fight an opponent of some sort.
Battles are conducted as follows.

Farst record vour opponent’s skl and STAMINA
scores in the first vacanl Encounter Box on your
Advemture Steet. The scores for each opponent are
given in the book each time you have an encounter.

I'he sequence of combat is then:

1. Roll both dice once for vour opponent. Add its
skILL score. This total is your opponent’s Attack
Strength.

2. Roll both dice once for yourself. Add the number
rolled to your current sKILL score. This total is
your Attack Strength.

3- I your Attack Strength is higher than that of vour
opponent, vou have wounded it. Proceed to step
4. If your opponent’s Attack Strength is higher
than yours, it has wounded you. Proceed o step
5. If buth Attack Strength totals are the same, yvoul
have avoided each ofther's blows — start the next
Attack Round from step 1 above.

4 You have wounded your opponent, so subtract 2
points from s STAMINA score. You may use
your Luck here to do additional damage [see
below).

5- Your opponent has wounded you, so subtract 2
points from your own STAMINA SCOre, Apain
vou may use LUCK at this stawe (see below).



f. hake the appropriale adjustments o either vour
OPPONEN'S OF ¥OUT own STAMINA scores {and
FOUT 11 CK seore i you nsed LUcx—see below).
Begin the next Attack Kound by repeating steps
1. This sequence contimues until the sTamisa
seore of either you or vour opponent has been
reduced to sero (death).

|

Fighting More Than Cne Cpponent

Sometimes youwill find yourseli under attack from
more than one person o creature. When this hap-
pens, each will make a separate allack on you in
cach Attack Round, but vou must choose which one
vou will fighl. Atfack vour chosen famget as iny
normal batfle. Against the other, you must throw
for your Atlack Sirength in the normal way, but
even if vour Attack Strength is greater you will not
inflict a wound. Just count this as though you have
parried an incoming blow, However, if your Attack
Strength is lower, you will have been wounded In
the normal way.

Luck

Al various times during vour adventure, either in
battles or when vou come across situations in which
vou could either be lucky or unlucky (details of
these are given on the pages themselves), vou mav
call on your LUck io make the outcome more
favourable. But beware! Using T1UCK is a Tisky busi-

ness and if vou are uxlucky, the resulls could be
dizasirous.

The procedure for using your LUCK 15 as follows: roll
two dice. If the number rolled is equal to or less than
vour current LUCK score, ¥oulhave been Tucky and
the result will go in vour favour. If the number
rodled is higher than your current LuCk soore, yoLl
have been unlucky and vou will be penalized.

1his procedure is known as Testing your Luck. Each
fime you Test yor Lugk, vou must subtract 1 point
from your current LUCK score: Thus you will zo0on
realize that the more you rely on your Luck, the
miore risky this will become.

Using Tk e Bafties

Om certain pages of the book you will be tald to Test
your Luck and will be told the consequences of vour
being lucky or unlucky, However, in baltles, you
always have the option of using vour 1.uck either 1o
inflict 2 more serious wound on an opponent vou
have just wounded, or to minimize the effects ol a
wound vour opponent has just indlicled on wou.

If wour have just wounded your oppoient, ¥ou may
Test your Luck as described above. [ vou are Lucky,
vou have nflicted a severe wound and may sublract
an exirg 2 points from your OPPONENL's STAMINA
score. However, i you are Unlucky, the wound was
a mere graze and you musl restore @ poink to your
opponent’s STAMINS (i.e. instead of scoring the

11



normal 2 points of damage, you have now scored
only 1)

If your opponent has just wounded vou, you may
Test your Lick o try 1o minimize the wound. If you
are Lu-u:'[-;}', you Have mana g:—*.d - awvend the fall
damape of the blow. Restore 1 poinl of sTaMINA
(i.e. instead of doing 2 points of damage ithas done
only 1), If you are Unlucky, you have laken a more
gerions blow. Subtract 1 extra sTAMINA point.

Remember that vou must subtract 1 point from your
(N LUCK score each time you Test your Lok,

Restoring Skill, Stamina and Luck
Skl
Your skiLL score will not change much during your
adventure. Oceeasionally, a page may give instmac-
Hons fo increase or decTease vour SKILL score.

Staming and Promizions
¥our sTamina soore will change a lot duning yoor
adventure as vou fight and undertake arduous
tasks, As you near your goal, your STAMIN A level
may be dangerously low and battles may be partics-
latly risky, so be careful!

Your backpack contains enough Provisions for ten
meals, You may test and eat at any bme except
when engaged ina battle. The lext will not tell vou
when vou can do this: it is up to yon. Eating a mieal
reslores 4 STAMINA points. When vou sat a meal,
add 4 points to your STAMINA Score and deduoct 1

12

pomnt from vour Provisions. A separate Provisions
REemaining box is provided on the Advenlure Sheet
for recording details of Provisions. Remember that
vou have a long way to go, 8¢ use yowr Provisions
winely!

Liick

Additions to vour 1 bok score are awarded through
the adventure when vou have been particularly
lucky. Details are mven on the pages of the book.
Remember that, as with sxkrni.and STAMINA, yOUrL
LUCK scoremay never exceed its Inilial value, unless
speaally instructed by the text.

13



SPECIAL RULES

Asa Samurai, there are certain skills 2 which vou
may be expert. Depending on which skill woo
choose, you will be told in the textwhen you can use
it, or else the skill will eliecl combai in some way.
Chaose nne skdll from the following hst.

Kirgutsn (A rcherwl

Uhis skill allows you Lo starl with the Samuorai bow
and a set of bwelve armows, consisting of three
willow-leal arrows (2 sTaMina damage), three
bowel-rakers {3 staMINAg damage), three armour-
piercers (2 sTAMINA damage, but required for use
apninst certain opponents] and  three humming
bulbs {1 sTaAMINA damage, but makes a frightening
noise). You must keep a record of the number and
tvpe of vour arroiws on your Aadzeniure Sheel. When
you are asked if vou wish to fire an ammow, choose:
the arrow vou wish to use and cross it off vour list.
Semetimes you may be lucky enough to negdin an
arrow ot find some mere. To see whether ornot vou
hit & target, you will have to roll @ nnmber on tHyo
dice less than your skrii. You will be told when to
usEe an armour-piercer ora hurmming boib.

leutse (Fest draws)

This skill enakles vou to draw your sword and sinke
all'in one tast motion. This means that vou will

14

always hit your enemy, no matter what his SKILT
rating; in the firsd ruund of combal ey, doing 3
STAMINA points of damage.

Karumijutsu (Heroic leaping)

This enables you tomake fantastic leaps and acroba-
tic jumps. You will be told wwhen you can use this,

Ni-to-Kesnisi

This is the skill of fighting with two swords, the
wakizashi [shortsword) and the katana (long-
sword . All Samurai carry both swords, but not all
have Lhis spedal skill at using them simultancously,
With this skill, if you attack an opponent and roll ¢
OF MOre, ¥ou may make another aback, betore WFOLLT
enemy has the chance Lo light back, {If you roll g or
more on your second throw you cainol have vet
another attack!)

--. |- {‘:q_ e
Oy

Honour Points

As a Samurai of the Shogun of TTachiman, you are
bound by giri {duty) and Honour, You begin the
adventure with 3 Honour points. Certain actions
will increase TTonour, others reduce it U your Hon-
our is ever reduced to o, turn to paragraph gy, no
matter what you are doing at the time, Also, your
Honour will have a beating on whether or not you
can do cettain things mn the advenlure,

15
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BACKGROUND

Ehe world of Titan has three main continents —
Allansia, Khakabad and Khual, the Dark Continent
It is o the eastern coast of Ehal that the land of
TMachiman lies; the sea on one side and mountains
o all the others cut Hachiman off from the rest of
the continent.

The capital of Hachiman is Konichi and its ruler is
Eihei Hasekawa, the Shogun, You are a young
Samurai, the Shogun's champion, and said by many
to be Kensei or fnw::-rd Saint’. You have _.EJ_Ll‘ﬂ'LLH'L
followed Bushido, the Way of the Warmior, and area
master of Kenjotsu, the Way of the Sword.

One day the Shogun summons you to his presence
and lells you a dreadful tale:

‘Hachimarn is in grave danger. My controlis slipping
—sume lords are seeking 1o break away and dedare
their estates independent; others have already done
so, and plot againsl me. Bandils roam the land
freely and barbarian invaders have begun to raid
acrdss our borders, knowing that Hachiman s
wedak, All this because the Dai-Katana, the greal
sword Singing Death, has been stolen from me.”

Singing Deathis a wondrous sword, said fo bestow
great powers on its keeper, and to be the souwl of
ITachiman, ‘He who wields Singing Death and un-

18

covers the sscret of the sword will rule Hachiman,”
the Shozun continues, ‘Many lords say [ now have
no nght to rule; some seek to take the sword tor
themselves, others have already changed their
zllegiance to he who now holds the sword. And no
keeper could be worse: it is lkiru, Master of Sha-
dows. that sonlless dog whooowers i his mountam
fastness, Onikaru, the Pit of Demons, Now that he
has the sword, Bakemono-Sho and Shikome are
flocking {o his banners, and he summons forth
Shura, wamor ghosts, friom the pit to aid bhim. Soon,
if he uncovers the secret of the sword, he will
vvermun out beantiful land of cherry blossoms.

You have senki, war spirit, and to vouTentrust this
mission. Go, my champion, 1o Onikaru, slay Lkirn
and bring me Singing Death. T will not be easy, To
slav Ikiru and to defeatl his infernal allies vou will
have to uncover the secret of Sinyzing Death. 1
cannot tell you the secret, for it is wrilten that he
who freely reveals it will be damned for ever to the
nether regions, and Singing Death will disappear
from the world of men. You will have to solve the
puzzle yourself, 1 will pray to the Kami of the
Heavens for your success, and may Hotel god of
luck =mile on you. Here, take this, the Seal of the
Shogun. Tt wall give you safe passage through those
areas still loval to me.’

Tum fo i

"ﬁ..-' _q.-'i'sn |"|EE 5::;3‘2:5"‘
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1
You gather your weapons, your katana (longsword)
and wakizashi {shorbsword), yoor battle anmodlr
and Provisions, The guards salube vou as you leave
the main gate of Konichi. You follow the road north
through the beautiful conntryside surrounding the:
capital; soon vou comes toa fork in the road . Wil you
go westand north, 1o the borest of Shadows, Haga-
kure Bridee and on fo the Shios"it Mountains (turn
to 1e), of easl, to the ford, through the Mizokume
Fens and thence to the mooantains (turo to 2937

&

Well, man-thing, here is the first riddle:

In marble halls as white as milk,

Lined with a skin as soft as silk,
Withmn a fountain coystal-clear,

A golden apple doth appear;

o doors are there to this stronghold
Yet thieves break inand steal the gold.’

The Tatsu stares al you in greedy anticipabion.
YWhen You think vou have the answer, lake cach
letter of the EI.[EH’ET[dDI'lfCDIEanﬂFdE suchas‘a’ar




34

‘the’), convert it ko its corresponding number in the
alphabet (i.e. a number from 1 lo 26), add them
towrether and turn 1o that paragraph mumber.

Sn, if the answer was “fire’ {which it i=o'tl], you
would turn to 35,

] SRR e o

6B+g 1B+ 5 =38

If the paragraph you fum ko s the wrong one (it
won 't make sensel); tuen o 26,

3
The yellow eyes of the nearest monster show a

gleam of intelligence as vou bow in sumender. It
reaches for your sword, which you dedide to giveit,
since vou stll have wour shorter wakizashi. The
monster then motiens you o cross over the ford.
Your katana is the sword with which you ane most
skilful. Subtract 1 from your sxILL until you find
another katana, or Singing Death itself. You cross
the ford, Tam to 245.

4
You hurtle down the stairs as fast as vou can. You

can hear the guards behind vou, but their footfalls
stop at the top of the stairs. A laugh echocs down
the stairs, as does the voice of another: “We shall
never see that one again, The Mukade will see fo
that!" You run on, knowing you cannet go back: you
will have to face whatever lies ahead. At the botiom
of the stairs a dank, rough-cul tunnel runs into

57

blackness ahead. Test your Luck. TF you are Lucky,
tum to 16. If yvoo are Unloacky, turn (o 38.

Suspicious of whatever cansed the old charcoal-
burner’s death, you skirl the perimeter of the wil-
lage. but 21l looks normal and peaceful. Peasants go
about theic business, mostly returning home as
dusk falls. Some of the older villagers are wathering
outside the headman's house, Will vou ask one of
the peasants for hospitahity (furn Bo 71), or join the
elders at the headman’s howse (burn to 310)?

6
It i5 an easy matter to bury yourself in the hay
without the driver nolicing. Soon vou can hear the
vuards questioning him and then the sound of the
greal cak doors rumbling open. Test your Lack. TF
vou are Locky, furn to 14 If you are Unlucky, turn
o028,

7

Shielding vour head with vour wakizashi, yvou give
ground as a slorm of flaming brands sizzle through
the air. One catches on the fastening of your lac-
quersd armour, burmning vou badly (losez sramina
pomis). IE youo are sall alive, you utker a blood-
curdling cry of rage and lop off the Hre-wielder's
head with one clean sweep of your Katano, You
charge the rest, bul they scatterinto the woods, You

:at put the flames thatare threatening to conswune
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vou. Yoo have defended the Shogun's honour and
vou may add 1 to your owm Honour score befors
continoing on your way. Turn to195.

8

You are slowly working vour way up the mountain-
zide when a tinghing sensation, like an ikch on youle
brain, causes vou to pull up short: Youlookup, and
suddenly an imposing ficure skands belore vou,
Dressed in fine robes and armmour of silver and gold,
it = a tall, muccular man-like being. s face i3
handsome to lock upon, clean and pure; butitis the
purity of complete evil. Iis eves burn wilh vielel
flame and its whole being radiates power and
malice. It is a Dai-Oni, or greater demon.

"Sa, morial, you would seek entry o the domain of
Tkitu, Master of Shadows?' it says, its words Tes-
onant with strength. To do so, you must defeat me
mn the Tourney of the Planes.” Then the Dai-Omni
begins to fade, hughing manizcally, the laughter
echoing like thunder all around vou,

Suddenly vou find yourself in open space, In every
direchion stretch the endless stars, and vour mind
teels as you try Lo take it all in. Then vour vision fixes
o the doors, brimoinge you back from the edpge of
madness. You are surrounded by eight doors, one
in cach of the walls of an ocfagonal Toom; but the
walls, ceiling and Hoor are lransparent.

Then the voice of the Dai-Ond fills vour head. "This
place =i called the [Tub. Behind each door hies some
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powerful beast, You must try to win as many of
these creabires over f your cause as vou can. They
will then aid vouin battle. For, when you are ready,
yvou will have bo face me and my allies in a struggle
lo the death at the Flace of Battle. Tf, somehow, youo
should triumph, then you may cenier the Pil of
Demeons and there meet vour fate at the hands of
Thiru, S0 let it begin, and may fordune deserl you
and the blight of a thousand sores be visited upon
vou.” The vioice fades. It seems you have no cheice
but to play the Tournev of the Planes. Each dooris
labelled. Which door will you go through first:

“The Mnmacle of UNtmate Heght? Turm {030
~The Elder Plains? Tum to 68
~The Mountain of Ineffable
Holineszs? Tum to 66
The Endless Sands of Akhon? Turn looFs
_The Swamps of Primerdial Mire? Tum o g8
s The Etemal Tower? Turn o110
.The Enchanted Wood? Turn toazk
The Mace of Battle? Turn o138

Flailing wildly, you Fi[;hl:g}'a.m'r way to the village's
edwe and then run into the darkness. The Rokuro-
Kubi thal remain intact after the savape beating
inflicked om them decide to let ¥ou go. You have
sarvived the Village of the ndead. Add 1 $0 vour
LUcK and turn to 397,

10—11

10

You journey on through the lands ol Hachiman.
Whetever vou pass, people bow with respect, rec-
ognizing either the Shogun's champion or the Sho-
sum's seal. This close to Konichi the land is as ik ever
was, peaceful and happy. After a few davs, habi-
tations become more sparse. You are travelling
through the domain of Lord Tsictsin when you
notice 2 pluome of smoke on the horizon. As you
deaw near, you can see it is a burning village, You
shake yvour head sorrowiully at the state Hachiman
is in, when raiders can strike into the heart of one of
the lords’ territories. A dusty frack leads from the
road to the village. Will you investigate the village
(b o 34), or decide your mission 1s oo important
and press on {nm o 24)?

11

You tell the elders thal you have left some belong-
ingz outside the village and that you will return with
them shortly, but they seem unwilling to let you po.
You end up forcing your way pasl them and walk-
mg behind ome houses to avoid their prying cyes,
When out of sight you make {or the village's end.
Tum to 15.
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'So," the Talsu thunders, 'vou have managed {o gel
as far as the Tourney of the Planes, morizl! Well
done! | have decided t help you in vour battle
ayainst the Dai-Oni, for | too wish o see Tam,
Idaster of Shadows, slain. When you step through
the portal to the Place of Battle, 1 shall be there to
fight for you.” With that it flies away. You can do
nothing more, so vou slep back throngh the door
behind vou, and find yourseli back at the Hub,
surrpunded by stars. Note down that yoo have won
over the Tatsu to your cause before relurning to 8
and choosing another option. Do not choose an
option you have already triced.

13
Three of the scaly green monsters atfudk you at
once, Tushing the mound 1o iry to sweep you off it
with their webbed claws, You must give batile.

SEILL STAMINA
Firsl EAPPA B 14
Second KATTA o] g
Third KAPPA 7 i3

[f you reduce one of the Fappato 4 STAMIK 2 poinls
orless, him to 31,

14

The cart is deiven into the stable. The dover siomps
away, muttering something aboul a parched throat
after o long journey, and you quietly chmb down Lo
the stable floor. Across the castle courtvard is a

13

square stone keep, with pagoda-like roofs and
carved gables, the palace of Tord Tsietsin. Buk il is
the two palace guards flanking the doots that really
draw vour attention. They are Shikome, vile
humanoid beings, bul hairy as apes, and with
claws, fanps and homible stouted faces. They are
dressed m dirty and tatteeed imitations of Samurai
armour, although their weapons seem in excellent
vmdition. The presence of Shikome can only mean
thal [sietsin is in league with Tkiro, Master of Sha-
dows. Teietsin will be In the palace, and it seemy
even more important than before 1o slay him.

When it is lale evening, vou decide to act. IF vou
have the skill of Kyujutsu, you can oy Lo kill hoth
e guards as sw ]_fﬂq. as possible with twao single
bow-shots (furn o 26). If you cannol, or do not wish
to use this skill, you can walk casually tewards them
and then suddenly attack (tuen to 64}, walk forward
and zay vou have an important message for Lord
Tsietsin (hamm R 84), or simply stride forward as
authoritatively as p-::u55]hle, salute and walk into Lhe
palace asif thl-".. were not Ehere (hurn fo 100}
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15
You head hastily in the opposite direction to thatby
which vou entered the village. Nobudy appears to
notice you leave and you begin lo breathe easier—
there was something unnatural about the villagers.
Suddenly vou catch sight of the old charcoal-bumer
who brought you to the willage. You thought him
guite dead, having left his unbreathing corpse atthe
other edge of the village, vet here he is grinning al
vou from behind a wall, You step forward, unable o
believe your eves—but then stop as hic head sails up
inko the night air. It has completely detached itself
from his body. With a thrill of horror you realize that
this is an undead being, a Rokuro-Kubi, whose
heads detach themssalves at night inorder to hunt. It
spits black gobbels of poison which hiss and smoke
as they spatter against your face. You are In agony.
Lose 2 sTAMINA points. Youmust fightthe Rokuro-
Kubi as it Aies through the air snapping vicously.

ROKURO-KUEBI

If you win, turn 1o 153,

cTaxNal

SKILL Y

1h—17

16
There is a sudden crack, as loud as thunder, and a
msled iron portcullis slams down behind oo,
where you had been an instant ago, There is no
Telurn now i any case, and you press o A febid
udovr reaches vour nostrils and, up ahead, a milky
himinescence g]-;}-.-.-s s you draw near. Turn to so.

17

The jpurney fo the Spider Fens actoss open lawless
t=mitory takes three davs, during which you take
the bare mintmam of rest, not wishing to be caught
out in the open by mounted Samueai in the service
of Ikiru; Master of Shadows. The air seems unnahir-
ally chill as you enter the dreaded Spider Fens, but
vou consale vourself with the thought that taking
this route will allow you to penetrate decp within
irw's territory before he knows of your presence.
A paved road sirelchesinlo the delta, panning north
in the aght ditechon for vou. It rmuns on a dvke
surrounded by lakes and marshes on either side, At
last the for comes down and you can see no futther
than a fesw cracked ﬂﬂgslnnes ahead. Atlength vou
comie tora junction. The paved road veers notth-sast
""" y the fog. A well-trodden pathleads north past a
Elc,itl_\‘u:.. savimz ‘The Well of Souls’, and another
dvke leads along the edge of a mist-covered lake o
the west If you have a map showing the route o a
scarlet pagoda, lurn to 107, U not, will you head
north {tum to 285), west (o to 125) or notth-east
{turn to 240)7
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L]

You race up the stairs and burst into 3 small guard-
room. A single soldier stares at yon in surpnse. You
dart past him inlo the corridors of the palace, bukthe
alarm has been raised now. Yoo lead them a mermy
chase, but there is no escape from Tsietsin's castle,
notwith all his men after vou. At lact vou are caughi
and, although you [ight bravely, ¥ou are over-
whelmed and hacked into pieces.

19
The Tatsu seems disappointed. “Anegg. Yes, thatis
right, man-thing* Then it brightens, the look of
greed Coming back into its eves. But can you suc-
cved apain, sharp-wilted mortal?

When one does not know what 1t s,
Then il is something:

But when one knows what it is,
Then itis nothing.”

Apain, when you think vou have the answer, Llake
each letter of the answer, conwvert it o s corres-
ponding numberinthe alphabet, add them together
and hurn to that paragraph number. If the para-
graph you turn o is the wrong one, tum to 26.

e
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Z0
The gaoler utters a grunt of annoyance. Tes! your
Luck. If you are Lucky, tumn B 282 If you are
Unlocky, turm to 206,

2
The humming-bulb amrow speeds to its mark in the
chest of one of the monsters, but the whining shriek
it makes as it flies through the air has no effect on
them. The other rakes youwith a webbed claw, then
body-checks you as you strupgle away from the
frothing white water at the edge of the pier of rock.
Lose 3 sTamina points. You are sent shipping and
sliding to the very brink of disaster as it moves in to
attack again. You cannot find vour balance, and so
vou decide to commit yourself to the hidden mys-
tery of the frothing white water below the ford.
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Eleanor steps forward and unleashes a crackling
bolt of blue energy from her hands. 1L strikes Gar-
zantus in the face and his by eves explode like
eoloured glass. Gargantus utters a thunderous roar
of pain, before toppling ko the ground, nert, muecely
a stabue of bronze now.

Cleanor turmnes to you and says. ‘Thave paid my debt
to vou now, and must leave, Good fuck, warmor.”
She gestures and fades awav, back to wherever she
came from.

e Dai-Oni speaks: You have done well, mortal,
but now T shall kill you” It advances, wielding a
maszive spiked iron club, a Tetsubo. If vou still have
the Ki-Rin as an ally, you may send it against the
Dai-Oni (turn o 394). Otherwise, vou will have to
firht the Dai-Oni alone {tum o 2g92).

23

Shielding vour head with yvour wakizashi, vou give
srnand as a skorm ol ﬂﬂ.rrung brands sieele through
the air. One cafches in the fastening of your lac-
guered armour and another dislodges your helmet,
You are burnt badly and almosl concussed (lose 5
sTaMINA points). If you are shll alive, you give vent

a blood-curdling cry of rage and lop off the
fire-wielder's head with one dean sweep ol your

imm&fww
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24—25

katana. ¥You charge Lhe rest, but they scatler into the
wroods; you stop to beal out the flames thal are
threatening 1o consume vou. You have defended
the Shogun's honour and you may add 1 1o your
own Honour score before conbinuing on your way.
Turn to195.

24

You walk on, Soon the village fades from view as
you pass through the rolling fields of farmiands.
The main road curves pasta low hill, and when you
round it, vou see a {ortified castle some way from
the road. You recognizethe flag of Lord Tsietsin, the
local daimyo or baron, fluttering above the towered
ramparts. If you have already met some of Lord
Tsietsin‘s men, turn to 334- If you have not, tom to
326.

13
You sink twenty {eel below the chill surface of the
pool beneath the well, weighed down by vour lac-
quered armour. You might just be able io surface
with vour swords if vou can struggle out ol your
armour in Hime, but wour lungs are already bursting.

1f your current STAMINA is 12 or less, turn 1o 353;0F

itis more than 12, harm e 313
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26
Mo, man-thing, that is incomect,” the Tatsu a5
greedily, its eves glowing with baleful fire, "And
now I shall devour voul” Tt roars and launches itself
al you, jaws snapping horribly. You must fght it

TATSL EEILL 11 STAMINA I3

If you win, furm to 42

23
Somewhere within vou, vou find the strength o
resist the evil blandishments of Tkiru's demon.
When vou do =o it abruptly disappears. There is a
hiss of mdrawn breath as Ikiru starts in rage.

You dare to resist me, petty mortal,” he croaks.
Before you can run forward Lo ey to geab Singing
Death, Tkito rises from his throne and roshes at you
—in fact, he Hoats across the ground. His hands are
tzlons of black nothingness. You ready yourself for
combat, but before he reaches you, Tkiru spreads his
arms and bolts of black energy leap from hisarms to




28

engulf you. You are cursed, charred and coppled all
abonee. Lose 2 Luck points, 4 $TAMIN A points and
2 SEILL points. I yvou stll live, a swond of black
stewl, etched with glowing ted Tones appears in his
hands and he swings al you, his face a mask of
shadow, dark and feabareless. You muast fight him.

TETRT SKILLI=

LTAMINATIZ

Each bme Tkina hits vou and you remain alive, Tes!
yerr Luck. If you are Lucky, fight on. ¥ you are
Unlucky, turn & 18g. If vou manage to defeat him,
farn Lo goo.

28

Suddenly there is a showt of Tlo, what's this? A foot
in the hav! and a burst of laughter. The hay i=
ripped away and several Samurai guards are Jevel-
ling their spears at you. “Se, the Shogun's champion
slkulks in the hay like a common pig-herder!” saysa
cruel-locking man in a kimono. ‘1 am lecatsu, Lord
Tsivtsin's leutenant. We weloome o to his castle,”
e says wryly. Then he signals and the guards leap
upon yoo. Yoo stnopnele, but there are too many of
them and soon you have been overpowerad.

You are unceremonioosly theown into a small cellm
the palace dungeon. The gaoler, 3 large beefy man
in a stained leather jerkin, savs jecringly, “Yoo wall
be taken before the Shogun Tsietsin on the mo:-
row.’ He then clams the massive, imon-studded,
oaken door of the cell in your face.

You are alone. They have taken your swords, and it

249

is this rather than the cruel gibes and the mdignity
of capture that fills yoa with shame. Lose 1 Honour
point for their loss. There is nothing yoo can do but
wit for the moming, so vou lie down on the
wooden pallet in the corner and o bo sleep. Turn to

gal

g
The east road which meanders across the plain of
the greal Hang-Yo river bustles with activity, Here
in the fertile tiver vallev, swept constantly by the
Shogun's Samwrai patrols, many of the people



30

know nothing of the unrest which has bronght
turmoil to the borders of Hachiman. The noc-
wagons and the impromphu caravans of tinkers and
pedlars which pass along the road plying theie
wares from fief to fief are no different from those
which rolled along the Road of the East Wind two
humdred vears ago, They, being of lower caste than
¥ou, a Samurai and the Shogun's champion, ane
careful that the wheels of their carts do not splash
Four splendid armour, and all bow as you pazs. The
jpumey inko the uplands is peaceful enough, but as
the last bend of the river, twinkling like a band of
mercury in the late affernoon sun, falls ont of sight,
so the allitude of the peasants yvou meet changes.
Turn t 13-

30

You open the door marked ‘The Pinnacle of Ulti-
mate Height'. The next thing yvou know, you are
standing on a thin pinnacle of rock, high in a strange
vellow sky. An orange sun bums overhead. Far
below, the pround is a dark red coloue. From hori-
zon o horizon fower thousands of these pinnacles,
but vou are standing on the highest. Behind you, a
door hangs in the air, a gabe throogh the worlds g

the Hub.

A speck appears in the sky and grows larger as it
nears you. It fums out to be a Tatsu, a wingless

. o,
T Sy
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air-riding dragon. It has a massive serpent-like
body, with four taloned legs, and it seems to be
walking on air. If you have encountered the Tatsuin
the Forest of Shadows already, tum to 144. IF not,
tum to 156.

3L

The scaly green flesh of the monsters tums a dall
purl'.lhl;h colour where your swion rd strikes, until
their flesh locks like totting fruit, but the wonnds
don’t seem to be allecting them as much as yvou
would expect, Other green figures lumber out of the
water to take the place of those you have been
fighting and you will suon be surrounded. You may
not be able to defeat these crestures through
swordsmanship alone. Turn o 41.

3233

The undead wartor fights in eerie silence. Your last
blowar shatters one of its skeletal arms and it execistes
another leap, which takes it out of range.

Suddenly, it homs virtually invisible, until only a
reddish outline enables you to determine its pos-
ition. Then it attacks vou apain. Continue the feht,
but vou cannot use Iaijubsu again if vou have lh’{l
skill, and subtract 2z from your skill while it is
mvisible. The first ime vou hit it, tum to g8.

33

Az you approach the estuary through the mire of the
fens, ifbegins to rain. You E-ll.'l;.._. on, but the rainfall 15
lorrential and vou are soon soaked theough and
bespatterad with mud from head to foot. Tt rains for
two davs, by which fime vou decide to lurn back,
The water-level rises until you are forced to swim:
After several miles you drown, utterly exhausted,
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3

You stride down the dusly track, but break into a
run when screams of pain come to you from the
burning village. You can see horsemen, presumably
bandits, charging in among the [leeing villagers. A
ETOVE of frees obsCUres your yiew: Fora moment, and
as you round it,  horseman gallops up the trail from
the village towards you. [fis a Samurai, with a long
spear in one hand, and dressed in the grecn and
bhie lacquered armour of Tsietsin, the lord of this
area. Will you mun towards him, shone hame Lhe
Shogun's seal, and order him o tell you what is
zoing on [turn to 44), or wait for him b come B you
{fum tir 54)2

35
As Lhree of the green monsters rash the meLnd,

ri.ptnhtr_: sweep yvou off it, vou launch yourself into
a greal leap that carries vou towards the tree-lops.
You hurtle above the monsters and land behind
them, They tum and run towards vou. You have
omly two choices: to run (furm to 173) 0r 1o place vour
back againsta free and light (hum ko 183} Howeever,
vou noticed something of inkeresl as you sailed
above their heads. The Hat-topped heads are in fact
basins, cach holding a small pool of water. The
balancing act which they appear to be doing is
arder to keep the water inside their basin heads.

e
%M&iw
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36
The Phoenix's eyes dull and its flames flicker and go
out. Tt falls before vou, all life expunged. But then,
suddenly, it erupts intw flame once more, but this
time it is consumed in the fire untl only ashes
remnain,

Then, incredibly, another Phoenix, smaller this
time, bursts out of the ashes; it pauses in the air o
give a scream of exultation before taking to the skiss
and disappraring (lo your relief]. Amazed at what
vou have seen, you stand in thought fora moment,
before turning round and leaving through the door.
You find yourself back at the Hub. Retum to § and
choose again, bul vou cannot choose an ophon ¥You
have tried already.

37
Mustering as much authonty as you can in the

unforbunate circumstances, you order the peasants
to free vou from the trap. One by one the charcoal-
burners approach, wary that you may be fricking
them; when they see your plight they grin un-
pleasantly and discuss what they are going to do
with the trapped Samurai. The most popularideais
to bury vou alive inside one of the charcoal ovens.

They strip bark from a nearby tree preparatory to
binding you. Will you tell them of the importance of
vour mission (turn to 8g), or warn them that they
will be haunted by spirits il they Kill the Shogon's
charmpion (furn to 101)?

38

Ihere is a sudden crash, as loud as thunder, and
vou are racked with 2 surge of pain as something
slams into your back, sending vou sprawling. Lose 3
stamina poinfs. IF vou stll live, a rusted iron
poricullis has creshed doswn brhind wou, sciling ofl
any hope of refum- You press on- A fefid odonr
reaches vour nostrils and, up ahead, a milky
lummescence glows as vou draw near. Tum to ga.
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39
Your lunes have been pierced by the three barbed

tines of the trident. You fall to the Qoor, coughing
bloged. You have fallen into the hands of the Kappa,
from which there is no escape. They drag you mto
the ploomy depihs of the river, even as you die.

40
The gaoler moves on, waking other prisoners, shid-

ing black bread and stale water through flaps in the
doors. Presently lie retums and opens your cell
cloor. But this time he has three soldiers swith him.
Will yuu pretend to have been wounded and then
suddenly attack them {turn to 370}, or pretend to
have been wounded and when they have taken you
oul of the cell, grab a weapon and try to Tun away
(furn to 3807

41

If vou have the skill of Karumijulsu and wish to use
it b Jeap over the heads of vour assailants, {uen o
35. Ohtherwize, you find yoursell forced on for the
defensive by their powerful attacks. Your sword
flazhes through the air as if a magical bamer of
blades surrounded you, but vour foes press in onall
sides. At last, one gets through your guard, and
rakes yvou with ilz claws. Lose z sranina points. If
voul are still alive, turn to 124,

42
The dragon rolls over and dies. Then, incredibly, it
lades out of existence before vour very eyves, as it i

43

had never been. Around vou the forest loses the
aura of mystery and magic that seemed to enclose i,
You press on, following the track on the other side
of the dearing. Tum to 8z,

13

the deference normally accorded to one of your
standing in society is sadly missing in the behaviour
of the first uplanders you meet. They are charcoal-
bumers, gmmed grey with the soof of their trade:
OUmne of them, younger than the others, recopnizes
the standard that flaps in the wind behind your back
and scorns vou: ‘Look, [riends, it is the rightful
champion of the wrongful king. Where is your
masler’s sword? Where is your master, without the
sword? Ilasekawa, bless his shaven pate, is no
Shogun. You have no master, vou are ronin.” Ronin
are Samurai who have no lord and have lost their
status. The peasant is insulling vou and the Sho-
cun. The other charmcoal-bumers shout at the
voungster to be quist. Will you punish the youth
{turm to5g), or walk om asif you hadn't nohiced (ham
to 77)?
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33

Yona call out, in the name of Kihei Hasekawa, and
agk the Samurai rider what is going on. He canter
towards you, saving, ‘Bandil raiders! I am naing
now for the fort of Lord Tstetsin.” Suddenly, as he
nears yvou, he levels his spear and spors his horse
on, catching you completely by surprise, and
srashing your arm. Lose 3 sTamina poinds. You
must fight the treacherons Samurai.

SAMURATHORSERMAMN sSkILLE STAMINAQG

If vou win, tum to 7z.

4

You manage o keep gningg towards the edge of the
village and are confronted by the fimsy wall of one
of the small houses, Putting vour head down you
burst through the wall and out through the other
side, gaining time on the heads as as they =al over
the roof. Only a few heads await you at the village's
edge. You must give battle again.

ROKURO-KLE]

It you win, furn tog.

SKILLE STAMINAR

46
Notching a bowel-raker to vour bow, yoo feke care-
ful aim and prepare to kill the Shikome guards as
fastasyou can. Koll o dice_ Ifthe resulfis less than
your SKILL, tum to 236 1 it is equal to or greater
than your SKILL, urn kaagh.

4749
The power ol the black runesword drains your vital

life force: Lose 1 SKILL and 1 LUCK point. Return Lo
199 and fight on.

48
She stares at vou guicdacally. What item will you try
to use;

A homn?
A Potion of Waters of Knowledpe?
A Helmet of Befuddlement?

If vou have none of these, turn to130.

urn to 86
Turn togh
Tum to11g

4

You cast vourself down in‘in the frothing whiteness
of the mver, only to find, to your horror, thal the
monsters have concealed sharpened stakes just be-
low the sucface, upon which vou have impaled
vourself. Lose 7 sTamina points. If you are stll
alive, vou painfully deag yoursell ofl the slakes,
which have punctured yoor flesh in several places,
and are washed up on the far bank, Turn Lo 395.
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50

The smell grows stronger. You come outinto alarge
cavern, suffused swith a sickly pale light, but the
source of Lhe light is for the moment indiscernible-
Bones, old dothes and msted weapons are strewn
about. Then vou spot it. A huge glowing shape
comes towards you, An enormous gapimE maw,
lired with teeth, mses up lo devour you. Two eyes,
massive dises of inscartable Blackness, stare atvou,
alive with andent evil. The body, supported by
hundreds of black scuttling legs, is bony and seg-
mented. Itis a dirty while colour and it is this that
gives 0ff the pale glow, Tris a Mukade, some =ori of
gisanlic, forty-funt centipede. Tt ripples towards
o, intent on making vou its next meal. If vou have
the skill of Kyujuten, and stll have your bow and
arron, you may fire bwo arrows before it is upon
voul (You will not be able to redlaim the amows if
vou win the light.}

MUE AT SHILL 7 sTAMINA D

U you win, tum o 62,

1

o

You watch as ki summons more shadow beings
to him. Then he waves and they rush to attack you,
each an amorphous mass of blackness, which tries
o engulf vou. You must light ten of these creatures
& TOW, DOIe b}r one. Thowever, cach time you it
one, Singing Death pulses with light and destroys
ik ui;terl}r. Each of the ten Shadows hos sEILL 9,
sTasina 1. If you stav all ten, vou skirt the mt
and confront Tkama, face to empty black face. Twen
g i
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52
The Tatsu stiffens in surprise and {rustrated rage. “A
fddle, ves. Curse vou, mortal?’ it bellows, For a
moment vou think il is going to attack vou, but then
it subsides. ‘You have won your passage with hon-
our, and you arc free to go. Belore you do, hsien o
my words:

‘If you should find yoursell in the Tourney of the
Planes, and it comes to pass thal you slay the
Tlai-Omni, invoke the izo of Demons thus: “A Surais
here, O Jizo, Come and execobe your purpose.™

With thal cryptic message, the Tatsu takes to the air
and is mone. In its place is a jade alisman, shaped
like a dragen. You pick it up and examine it. Teis a
Talisman of Fortuitous Groumstance. Add 2 o your
LUCK. You press on through the wood. Tum to 82.

T
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33

Standing with vour haf:FE:iu the white waters, you
hell your heavy sword. But the treacherous slime
sends vou off balance. Your sword Hashes past the
monster's head and it grips you in its powerful
daws. They rake you for 4 sTamiNa points of
damage. If vou are siill alive, the scaly green man
flings vour body info the frothing white watber below
the ford as if you were no more than a rag doll
Unfortunately for you the monsters have concealed
sharpened stakes just below the surface, upon
which vou are now impaled. Lose 4 more STAMINA
points. If you still live, yoo painfully drag yourself
off the stzkes, swhich have punctured vour armour
in seveml! places, and are washed up on the far
bank: Tum o 305.
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34

Youl have finally defeated the Dai-Oni and it hes at
your fectin the sand of the Arena, breathing iis kst
The ghostly crowd fades away and the Arena is
empty, The Dai-Oni whispers painfully toyou, "You
have won, mertal. The laws of the Tourney of the
PManes, set by the gods, bind me like fetters of steel.
Iow | must grant you one request.” What will voo
agk:

“What i the Secrel of

Singing Death? Turn to 208
Tlevee do I slay Lkirn,

Master of Shadows? Tum in 188
Tlelp me in my quest (o

slay lkiru.’ Tum o150

53

Once more the magician anticpates vour approach.
‘Almost the last tral,” he beams "You have done
weell, young Samural,” The priestess stards to lrem-
ble as you near the gaping jaws and the fins of the
Se Diragon, which is covered m sermied spikes. The
Lragon rears its head as the magicdan departs onoe
more, and then a gushing tomrent of bedling water
swamps you both. The screams of the prisstess ring
in your cars as you lose consoiousness and the Sea
Dragon swallows vou whole.

Fomm_
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56-57
58

The Samurai rider starts at the sight of you. Then he
shouts, Tt is that milksop, the so-called Shogun,
Eihet Hasekawa's lackey! Long live the new Sho-
gun, lsietsin-Samal’ He levels his spear and
chatges at vou. Lord Tsictsin has tumed traitor. Tf
vou ame a master of the bow and wish to fire an
arrow, fum to 8o, L not, you will have to receive his
charpe: tum to gz.

37
The disembodied heads begin 1o screarn and curse

horribly, smashing their skolls into vour face and
arms. You struggle on, bul are soon staprerng,
punch-drunk and unable to defend yourself, The
Bokuro-Kubi are siripping the fesh from your
bones even as you collapse. They will dine well
lomight.

i
;
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Once again it leaps back Lo the other end of the
bridze. 1t turns fully ¥isible onoe more and gives a
strange ululating cry. To vour hormor the skeletal
bodies floating in the bioedy river slir and come o
life. Six of them begin to climb on fo the bodge. I
you have the skill of Kyujutsw and wish o I fo
gshoot the undead Samurai, tum to 134. Fnot, tum
tirzqa.

59

The charcoal-burners number about ten and they
are clustered within a crcle uf low smoking mounds
which are covered by newly cut farf. Grey smoke
riges {rom the mounds that conceal the wood which
is slowly being turned inte charcoal at great heal.
MNear by lie several staves ready to be burnt. Will von
arder them to abase themselves at your feet (lurn Lo
111}, send an arrow winging ils way fowards the
youth, if vou have the skill of Ky ujnto (fum o 123},
draw vour swords (turn to 135}, or, if vou have the
skill of Kamumijutsu, leap hermcally among lhem
{lurn o 1g47)7

o
You drew your sword, shooting, “You must help
me, or fake the consequences!” Her face Blanches,
full uf fearand terror, but then she points at ¥ou and
a bolt of Blue enersy flies {rom her hands to explode
in fromt of youl, an incandescent sheet of blue flame
that jolts vou painfully. Lose 2 sTamina points. If
Yol chill live, wwhen Vi look again she has EOTe- I

hi1—fz2

vou wish fo follow her, tum to 7o, Otherwise you
can step through the door and relurn to the Hub. In
thus case, retom B 8 and choose another opbon, bt
notone yvou have Lried already.

61

Halfway aiross the ford voor feet slide out from
bencath vou as you slip on Lhe treacherous slime
and pitch headlomer o the frothing white water.
Unrortunately for you the Kappa — for that is whal
the scaly green men are called — have placed shar-
pened stakes just below the surface. You are im-
paled and without the protection: of your armonr
there is no hope of ever prising vouwrsell olf the
pairdul trap.

bz
Yoma thrust your sword deep into one of its black
eves and 1t rears back, utbering a shrll burbling
shriek, It thresheswildly inits death-throes and you
mave to leap back out of the wav. Presently it sub-
sides and fzlls dead. A search of the cavern reveals
an extit af one end, and a heaped pile of freasune’ —
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mostly bunes and old useless weapons. However,
youl do find 15 Gold Fieces, a shiny silver helmet of
ornate workmanship, a bottle of greenish-black
ichor-like liquid and a magnificently crafted from
war-fan, used in battles to signal troops, inlaid with
a pattern of ivory that makes you feel nauseous 1o
loale at. WIll yon:

Pick up the war-fan and open it? Turn to 182
Drrink some of the liquid? Turmn o 156
Put on the helmet? Turn to 210
Leave them all and go

through the exit? Tuen fo 222

b3
You hurl the sword at the throne. It flies like an
arrony towards its target. As it touches Lhe fng of
shadows around the throne, itbursts into hight. Ina
flash of bright whiteness they are all bumt out of
existence, The light reveals Tkiru cowering i his
robes an the throne, but at the last moment, the
Master of Shadows dodges aside and the sword
embeds itzelf in his throne, where it stays, quiver-

ing.

b4

Singing Death is now out of your hands. The power
it lent you s gone. Lose 451 amin 3 points, 2 SKILL
pomis and z Luck points. LKira gets to his feet and
whispers, Yoo fool.® [Tis voice is like a mustle of
leaves. Turn fo 260.

b4

You walk forward; the Shikome, giving off an odour
like rancid butter, regard you with dull, uninter-
ested eyes. You take them by surprise and leap to
the attack. Within seconds you have shin one, but
the other begins fo howl wildly in fear, In moments
the castle is swarming with Samurai and Shikome.
You bry B0 escape, but are soon spotted and are
buried under a wave of attackers. They take you
prisoner, making bes aboot the Shogun and his
champion as they doso - they plainly know who
VU are.

You are unceremoniously throwm inte a small cellin
the palace dungeon: The gaoler, a large beefy man
in a stained leather jerkin, sayvs jeeringly, "You will
be taken before the Shogun Tsictsin on the mor-
rowe.” Then he slams Ehe massive, iron-studded,
ozken door of the cell in your face.

You are alone. They have taken your swords, and it
iz this rather than the cuel gibes and the indignity
of capture that fills vou with shame. Lose 1 Honour
point for ther loss. There isnothing vou can do but
wait for the morning, so you lic down on the
wooden palletin the cornerand go to sleep, Tumto
316,



b —hb

65

Drisk comes and still you have not suoceeded in
freeing vour leg from the chafing trap. A prickling
sensation runs up and down your backs yoo are
convinced that the charcoal-bumers are watching
and wailing. The night is alive with the rustle of
Ieaves and small animals; then YOU are jq}lted into
wivid awareness by silence. The wind has dropped,
bt the noises of all the animals have stopped, apart
from the padding of a heavy bul slealthy beast. You
can hear it snuffling along yvour trail, then a great
roat sends a flock of birds screeching into the night.
You zuess it must be a Shako-Girubi, a forest
panther. You are almost helpless, trapped in the
darkrness. Will v seze your katana and cut off
vourown leg below the knee so that you can at least
limp free and defend vourself (fumm B0 13g), or flail
the sword blindly and hope that it doeso’t atlack
(Em to 139)2

i1z ]
You step through the door marked "The Mountain
of Ineilable Holiness". You are standing at the base
uf 2 =ll mountain peak - easily climbed, bul the
cimb would be long and exhausting. There s no
visible means of leaving this place; you have litlle
choice but o go up.

At last, vou heave yourself over the lip on o a
flattish area at the lop ol the moentain. You paspin
zurpnise at the sight that greets vou, A strange being
of moble stature, radiating an aurn of grace and
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power, looks doswn at you, its eyes lwin orbs of
flame. It has 2 horse’s body, with a lion-like head
and hupe feathered wings. His a Ki-Rin, o servitorol
the pods, a creature of wisdom, a reprasentative and
warrior of law and poodness,

it looks you op and down for a moment. If vour
Honour is 5 or more, tum to 340, I it ig less than 5,
turnfo 332

67
The irident's ines have pierced your armour and
broken two of vour ribs. Lose 4 sTAMINA points. I
vou are shll alive, yvou decde that discretion is the
better part of valour and leave the vicinity of the
ford. Tum to 335.

it

You step through the door marked The Elder
Main’. Before vou sireiches a breathbaking vista. A
grassy plain, studded with low hills and copses,
strefches away in all directions under a bright blue
sk¥. The airis the freshest and purest you have ever
breathed. Near by a strange pomitive-looking deer
bounds past. Directly behind vou, a door hangs in
the ait, the retum route to the Fub,

Then a massive animal appears. 1t is a huge sabre-
toothed Hmer. IE stares fixedly at you, and breaks
into a lope, which soon speeds up inlo a [ull-fledged
run. What will vour do? Take out the Phoenix Buby,
if vou have it {turn to 214], fire an arrow at the tiger,
if you have that skill {furn to 224), blow a horn, if



Gg9—70

you have one (ILrn to 234), or step back through the
door {retumn to 8 and choose again, but not an
opton vou have already tned)?

&y

'The disembodied heads begin to scream and curse
horrbly, smashiug ther =kalls into your face and
arms. You strugple on, bot are scon staggerme.
punch-drunk and unable to defend yourself. In the
confusion, vou have staggered back 10 the well and
you fall head over heels sixty feet into cold water
below. Turn to 25,

7o

You follow her trail into the wood, but moments
later it seems to vanish without trace. You wander
aimleszly through the woods, buf soon you are
completely lost, [1is asif the woods shiftand change
continuously, You are doomed fo wander the En-
chanted Wood for eternity. Perhaps cne day vouo
may slumble acToss the young woman. Youradven-
ture ands hero.

The first peasant you meetis 2 middle-aged woman
with her head swalhed in a takty silk scarf. She
seems to be plunged into melancholy, but she takes
vou o her dwelling, a low wooden building with a
hale in the side of one of the screens. There is a
straw-filled mattress for ¥ou to sleep om and hot
gruel on the stove. Will you mend the woman's
Rouse (tumn to 215), or eat the gruel and settle down
to sleep (turn to 203)?
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Wilh a powerful scylhing blow voucui decpinto the
rider's legz. Tle gmives a shout of pein and topples
trom the saddle. Belore he hils the ground, vou
nave struck his head from his shoulders with one
sweep ol your katana,

Lord Tsielsin is a traitor, you realize: about ten of his
Samurail are TInTing amok in the ﬁlfag;e, lootin::
and killing the defenceless villagers. Will you leave
the village to its fate, deciding your mission is more
imporiant {iurn to 104)7 Or will you run indo the
willage and attack the nearest Samurai (tom to 12637
Or will you run into the village and showut ount that
your ane the Showmn’s champion and vou challenge
anyone o an honourable duel (lurn 10328)7 Or, if
yiu have the skill of Kyojubsa, wall vou enter the

village and dodge {rom house to house, picking off

the raiders as you oo (fom to 14007

i it

Cautiously you inch }'uur?‘i'a}r across the pier of ruck
which 15 omly a fevy inches below the surface of the
river. The green shime which covers the rock s
treacherous underfoot, Two scaly green momsters
surge powerlully up from the green deplhs and
chmb nimbly on to the pier ol rock. They have
vicious webbed claws and seem untroubled by the
sime onderfoot. Will you hurlle yourself off the
ford into the frothing white water (turn lo 4g),
retreat from the ford and run, hoping 1o find a safer
place to cross the river (turn to 1o5), o, if vou have
the skill of Eyujutsu, by to scare Lhem off using a
humming-bulb arrow {turn to za)?
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You have finally defuat:—*g the Dai-Oni and it Hes at
vour feet in the sand of the Arena, breathing its last.
i"‘—" ghosiy crowd fades away and the Arena is
ot The Dai- -Uni whispers painfully tovou, “You
e won, mortal. The Jaws of the Tourney of the
=nes, seEby the gods, bind me like fetters of steel,

.-4 |J .-_
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MNow [ st grant vou one request.” The magicof the
Dai-Oni fades a Oide with its deleat. You may
restore 1 point of SKiLE, 1 pontof LUK or 2 poinks
af sTasmina, if vou lost any of these in vour battle.
¥hat wall you ask of the Da-Oni:

Whatis the Secret of

Singing Death? Turn lo 206
Thnw do 1 slay Tkira,
Master of Shadows? Turn o188
‘Help me m my quest to
slay Ikiry* Turn Lo 150
75

As vou approach the statue of Hammurabi, Tord of
the Flies, the magician appears again and the statue
comes o hife, fexing ils lorty-foot wings. The
liziening mulli-faceted eyes seem to stare through
vou and there is a bussing all around, The magician
disappears once more and insects bepin to attack
vour eves and skin. Hammurabi's servants have
come to protect him, Soom the swarm s inches thick
all over you, but the pocestess begins to chant an
entrancing lullaby, It is the Song of Swarms. The
insects become slecpy and slact to fall off yoo antil
they litler the ground. The priestess continues her
singing and you see that Hammurabi's body 15
swaying in lime with her chant. She is an-acolyte ol
the cult of the Lord of the Flies. She bows down in
reverence before Hammurahi and wour way to the
fountain is open. Turn kg5,
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The walls of the Arena begin to shimmer, fade and
dissolve away. Something elee appears in its skead,
a black, dark place. You are at the end of a long,
pillared hall of black marble. Braziess of glowing
cual gve off an eetie gloww and shadows ficker and
weave, chasing one another across the Qoo At the
cnd of the hall 1s a huge pit, from which noxious
fumes spiral upward. Bevond the pitis o grotesguely
carved throne of dull stone. The workmanship is
extraordinary; peaks, pinnacles, gargovles and
strange twisted shapes adorn it The effect is to
wreathe the throne in shadosws. You can just make
out a cowled figure sitiing upon it, It seems (o be
sfaring al something in front of the throne, Cn a
stand before the throme rests a magnificent no-
dachi, 2 bvo-handed sword, in 2 scabbard of bright
{iligreed gold. Tt seems completely out of place in
this hall of shadowy gloom and brooding evil. You
recopgmze Singing Death, the Sword of the Samurat,
and yvour heart is uplified.

Ihen the cowled head jerks up in Surprise. Beneath
the cowl there i3 nothing but blackness. A sibilant
whisper hisses forth, a guict exhalation of breath.
“Whao dares towisit Onikana, the Pit of Demons, and
meir the wrath of Ikirg, RMastor of Shadows?”

I you know the secret of Singing Death, tum to 152,
If ¥ou do not, turn 1o g4.
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You walk quickly past the smoking tucf-covencd
mounds tended by the charcoal-bumers and they
taunl you with cries that vou have deserted the
Shogun and are flesing TTachiman in fear lest the
Shogun fall and his favourites be execubed. Indeed,
vou could expect no better, for it has sometimes
been vour duty to kill trajtors and encmies of vour
master and their families will never forget you. Your
conscience is troubled, for vou have failed to defend
the mood name of the Shogun. Subtract 1 from your
Honour. Turn to 3.

=8
You step thromgh the door marked "The Endless
Sands of Akhon'. Instantly beads of sweat appear
on your forehead as your body is assailed by a
terrible heat. Below a yellow sky, in which hangs a
zun larger than voo have ever seen, stretches mile
upon mile of desert - the endless sands of Akhon.
Behind you hanss a dowr, the way back to the TTab.

Suddenly a harsh ory, an ear-splitting shriek, lills
the air. A strange bird is arrowing down out of the
zkow. It1s larwer than the largest eagle and its eves are
red and glowing. lts feathers are gold and metallic-
ooking, but the strangest thing of all is that yellow
flame seems to play lightly all over it, without
consuming it. It is a Phoenix. Tf you have the

Phoenix Buby, turmn to 348. I not, Lurn o 360.
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11 is not long before you are atlacked by another
giant trap-door spider which launches iiself out of
its burrow just at the momentwhena pangly-legged
water spider scuttles up Lo attack you. Yom mest
fighl them both.

SHILL LTAMINA
[RAP-DODESPIDER 10 [2
WATER SPIRER ) 100

IF vour win, lum to 87

Eo
The Samurat rider is weanng heavy batile armour.
Y¥ou will have to 1se armour-piercer armews against
him. You may fire your bow twice before the rider
reaches vou, Roll two dice for each shol:if the result
is less tham your sgict, then the armow draws blood
and yvour target loses 2 sSTAMIN A poinds.

I'hen he doses in, his spear aimed at your throst.
Tutrn o gz, but remember to deducl any STAMINA
loss vou inflicled on the Samurai with your armows.

51

Hi

The battle rages on, but when you have struck
blows thal would have killed any normal man, the
silver Samurat falls to his knees and ofters his head
te vour blade, as if acknowledging vour mastery.
You cannot harm him and so vou bid him rise. Yo
fought bravely and nobly. T shall bear my sword
beside vou as you take your next steps in the En-
chanted Garden,” he says. Will you now take Lhe
path that lads to the priestess and the demuon
statues (tm to 185), or that which leads to Ham-
murabi, the Lond of the Flies {tum to 165)7
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Ha
cveniually you come oul of the Forest of Shadows,
In front of you the track becomes a road thal runs
ACross an ancient stone bridge, over a river. Ttis the
Hizng-Kiang River, and the bridge is the Hapakure
Bridge. Bevond it, on the horizon, rise the Shios'il
Mountains.

3-5}‘Du walk on tothe T:!ridge Ever}rlhing around you
changes; if is as il you had stepped into another
world. All the landmarks are the same — the bridge,
the mountsins and s0 on — but the sky is darker
nove. Lhe river to either side of the bridge iz red a3
blood and skeletal bodies, skulls, bones and limhbs
fioat on ils surface.

Before you stands a2 hideous apparition. It is a
SamuTal warrior, but one who has been long dead.
A grinning skull rests inside the helmet and each
skeletal hand clutches a sword. The flag attached to
its back, adomed with skulls, reads ‘Evil Death’.
e undead warrior leaps into the air and comes
down before vou. You must fight it

UNDEADSAMURAL sg1iLg srasina i

U you reduce ils STAMINA to 5 o1 less, turn (o 32.

B3
Hoping to give battle before the green men can drag
vour armour inte the gloomy depths, vou race
across the pier of ok, which is only inches below
the surface of the river. Unforhumately the green
slime thal covers the pier is extremely slippery. Test
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wour Luck, butadd 1 lothe dice scome because vou are
1-r-. ing to dash heedlessly across the ford. I you are
Lucky, turn to gy L you are Unlucky, turn to 61.

You cross the courtvard and walk up to the Shi
kome. They reek of rancid butter and eye vou dufly.
‘I have an important message for Lord Tsivtsin,” you
say, brying to sound anthuntative. One of them
grunis and growls, ‘Password.” Realizing vou don'f
know it, you hesitate, Well?® growls the Shikome,
readying his spear. If you have the skill of lajulsa.
furn to 252, 1 nol, urn to 268,

85
You have shattered the heads of many of the elders.
but several more are now crowding in around you
You must fee. Test o Luck, TEyou are Lucky, tum
ter 45 Tf vou are Lolucky, tum to57.

T

You put the horn to your lips and blow an ear-
shattering blast, but all the woman does is clap her
hands over her ears and shriek in pain before run-
ning away inlo the forest. 1t you wish to follow he,
turn Lo 7o, Otherwise vou can step through the door
and return 1o the Hub. Tn this case, retum to 8 and
choose another option, but not one vou have ired
already.

Br—8B
By

There are no more spiders to impede vour progress
and you forge on. The rain lifts a litte and the
water-level drops to reveal a long dyke leading
north out of the Spider Fens, The dyke takes vou as
far as the foothills of the Shios'li mountains, where
you use goat-iracks to speed your journey. At last
you are climbing one of the taller peaks. Tum ta 8,

You caich the ypard’s sword-arm and twist, send-
ing him crashing into the wall where he =lumps
unconscous. You may fake his sword, restoring
your sKILL o normal, but he does not have a
wakizachi or shortsword. If vou have the skill of
Wi-to-Renjutsu, you cannot use it until vou have
another shortsword. Nor may vou use Kyujutsu
unhl you get another bow.

The corridor ends at a stairwell. The steps go up and
down. Will you ascend the stairs (turn bo 108) or
descend them {turmn fo 123)7
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Stressing the wise ways ol the Shogom, you fell
them of your mission. Unfortunately these peasants
are not loyal to your lord, and they hope he never
reyraing Singing Death. You can only walch as they
bring a cartload of glowing charcoal from one of the
vvens and empty it all over you. It isa painful but
quick death.

go
The Dai-Oni casts a spell with itz other hand, send-
ing a burst of clectrical energy throngh its iron club.
Loze an exira 2 sTamina points: If vou stll hve,
retum to zgz and fight on.

g1

Inside the cave, a beantiful woman liss on a ledge of
stone. Her eves sparkle malevolently as she invites
vou to dine with her on the heart of 2 human baby.
Yo reply that vou are an honoorable Samurai and
will not come near her. The beautiful woman
changes into a wizened and demonic hag before
vour very eyes. Sheisa Nushi. a monster appeanng
g beautiful woman who can command all the
beasts around her den lo do her will. Then you
miust figld my pets, Samurai,” she says. She calls
Autingly, and the cave entrance is blocked by thoee
giant spiders, a trap-door spider which leaps almost
on top of you, a powerful earth spider and a ganghy
lemszed water spider. Maybe you could have de-

g2

feated fwo of them, but not three such monslers
together. Your adventure ends here.

g2
The spear-head hurtles towards yvou, Roll o dice:
if the resoltis Tess than or equal Lo your SKILL, you
have successiully parried the thrust. TEnot, it gashes
vourshoulder and you lose 3 sTaMINA poings.

in any case, the Samurai wheels his horse round
and stabs down as vou try to cot him from the
saddle:

SAMIURATI WARRIOR

SEILL &

STAMINALG

If o wein, turnto 72,
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93
'The launts of the charcoal-burners sail down the

brecee as vou lurn a bend in the road that skirts the
wood where they cul Lhe staves to be turned Into
charcoal. The cracking of dry twigs alerts yon as four
of the peasants, brandishing staves, tun out in an
atternpted ambush. The other charcoal-burners are
not far behind, having used a trail through the wood
g a shorl cut, You putyour back loa tree, so thatno
more than bwo can atlack at a Hme. You must give
battle,

SEILL S5TAMINA
First CHARCOAL-BURNER 6 10
Seeand CHARCOAL-BURNER 7 g

i

Tf vou kill the dirsl of vour attackers wilhout being
lurt, tum to 347, If you have been wounded by the
time you have killed one of themn, tumn 1o 365.

24
You advance resolutely down the hall, determined
ko slay lkiru. The figure on the throne gives a
chostly laugh, a faint spine-tingling titter of mad-
ness. Then it gestures. To your horror, a shadowy
form floats up out of the pit and takes shape belore
you. 1 is vaguely man-like, but with 2 homed head

and massive loned claws. 1t is a Shadeswr Demon,
I.TI:'I;!.F -:-enﬂ—c:c-rp-n:sal, a creatrre from the nether
regions, and you must fight it

SHADOW DEMON SKILLG

Each time you hitit, roll one die_ Tf the resultis even,
it loses 2 sTAMIN & points, If the result is odd, your
blow does netconnect fully, passes through some of
ils insubstantial flesh and it loses only 1 point of
srasina Ifyou defeatit, tumm bo 260.

STAMINA 10
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a5
You walk beyvond the shimmerng magnificence ol
the Lord of the klies ta the fountain. A cascade of
water pours forth from the centee of a large while
rock info the marble-rimmed pool. Climbing plants
mirror the are of the falling water and they glisten,
kept forever wet by the spray thrown up from the
cascade. Set upon one of the marble blocks at the
side of the pool i5 a silver ewer and a chalice. The
walers are clear and cool. If you wish o drink [rom
them, tumn to 167 If you decide to fill the ewer, turn

to233.

ot
Her wits seem addled insome way.: Perhaps Waters
of Knowledge may help to clear them. Yon offer the
bottle to her. Without thought, she listlessly takes
the boftle, and gulps it down. She freezes instantly,
her eyes suddenly filling with Deight inkelligence.

‘1am Eleanor the Fnchantress. Tt was Thito who sent
me insane with a spell’” She looks al you gralelully,
‘And Tknow of yoo and vour quest. Tshall be atyour
side in the Place of Battle,”

She bows and leaves the glade. Note on voue Adzen-
ture Skee? that Eleanor the Enchantress is your ally.
Mo vou must returm 1o the Hub, by passing
through the door. Refiorn o 8 and choose another
oplion, but not one you have aleeady tried .
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Halfway arross the ford voor feet slide out from
beneath you as vou slip on the treacherous slime.
You are about to pitch headlonyr into the frothing
white water below the [ord swhen your [ool catches
amnst a large water-snail and yoo regain your
balance enough lo teeler to the other bank. Youate
todr late to stop the scaly green monsters throwing
your armour into the rver, and then Lhey lurn Lo
givie battle. You take on the first three. They have
vidous webbed claws which will do 3 sTAMINA
points of damage to voo every time they hit, since
you are not protected by armour.

SEILL STAMINA
First KAFPPA i 14
Second KAPPA & 1=
Third KAPT A T 13

Tvou reduce one of the Kappa to 4 5TAMIN A poinls
orless, form g2

g5
You find yourself standing on a low humineck of
solid earth. Arcund vou lics a great swamp. It
bubbles and heaves, 2 morass of stinking mud and
thick Hquid. Twisted trees and plants sbuwsle up
cut of the mess. A door hangs behind youw in space,
the roube back to the Hub.

Suddenly a remendous serpent; with eves glitter-
ng like black diamonds, bursts out of the mire and
rears up before you, ready to whip its head doswn
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and bite you in two., If you wish o fight the serpent,
turmn boozq6. If you w ould rather try to use an 1fem
against i, turmn to 258.

99
You are completely withoul Honoor. As you cast

your mind back over your actions since you began
vour gquest for Singing Death, vou realize that you
acled dishonourably at almost every tum. Wilhoul
Flonour you are nothing, vour life is worthless.
There is cnly one honourable action left to you. You
must commit seppuku, lake your own life. You
summan up the courage necessary to fall upon your
katana, and drive yoursell forward on to the bBlade
until vou die. Atleast in this last detail, the manner
af your parting from the world, vou have acked
according to the code of the Samurail.,

TAILK

You walk across the courtyard fowards the palace,
strulling like a newly appointed general. The Shi-
kome, wheteek like rancid butter, eve vouo dully. As
vou walk up to them, looking past them as if they
were niot there, you Hash the seal of the Shogun at
them, hoping i'hf".r will mot recognize it Your bold
and arrugant manoer {ools the Shikome compleiele
and they salute smartly as vou stride past them into
the palace! Turn to 158,

101
The impudent vouth sugpests that they sew up vour
mouth, ears and nose before they kill voun, so that

102103

vour spiril cannot escape your body to haunt them,
but the mention of spitits has scared the others into
ietting vou go. The youth sees your baleful glare and
leaves while you are being set free, His father, a
aook-legged old fellow, creaks painfully to his
xnees and hombly begs your pardon for the insull-
ng behaviour of his son. The othees follow suitas he
offers to show you a safe village near by, where you
may stay the night. Will ¥ou make them swear an
oath of a'ﬂ:er"lanr'r:r before soing on {(furn o 163), or
command the old man to show vouto the sanctuary
of the village {fum to 179)?

102
The Dai-Omni laughs and steps back. 1t mutters
arcane words and casts a Spell of Misfortune on
vou. Lose 1 Lvck point. Beturn o292 and fight on.

103

All goes still for a moment as you le prone on the
ledgs, then there is a dull rumbling from the carth
and the ground starts to shake once more. The
tremoris sfrong and there is a great cracking noise in
the wall of slate. The ceiling of the cave crashes
down with an enormous report and slivers of grey
rock Oy everywhere. IE you had taken refuge in the
cave moath, yvou would have been fHattened, Turn
to 273.

i
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104

You turn around and leave, heading back io the
main road. The cries ol the defenceless villagers
echo across the uncaring countryside. Lose 1 Tion-
our point for your callous action. Tom to24.

105

There is no pursuit as you hastily leave the ford
behind you. You have lost your armuur, and with-
oul ils protection you will lose 3 sTAMINA puints
instead of 2 every lime wou are hit in baitle. The
Shopun's champion i supposed o aoquit himsclt
more nobly than this. Without your armour you
stand much less chance of succeeding in your quest,
and by duserting il you have dishonoured the Sho-
gun, vour lord, for it was he who gave it to vou.
Subtract 2 from your Honoot and tum Lo 263.

106

You come out of the valley 1o be [aced by 2 largeand
ferbidding forest, siretching away for miles to either
side. The road disappuars infoils depths likea stone
inty water. You recognize it as the Forest of Sha-
dows, and vou must go through it Moichi soules
wanly at youand says, Thave heard only evil about
the Forest since the theit of Singing Death, my Jord.
Must wo o . T You nod vour head: “Yes, wwe must;
Soichi.” You stride forward. Turn to 123,

107
The map shows that the path leading 1o the scarlet
pagodais the westerly pathwhich mimsalonga dvse

108—109

at the edge of 3 mistcovered lake, IFvou would like
o try to follow the roate all the way to the scarlet
pacnda, turm to 317, If not, tum to 17 and choose
again.

108
Yoo emerge into a small storeroom. A doorway
leads oul into the castle courtvard, Another leads
inin the palace itself. Will vou po into the palace in
search of Tsielzin (tuen to 158), or don the armour of
the poard you have jost killed and toy to bluff your
way out through the castle gates (fum to 1637

100
Suddenly a stream of shadowy blackness passes
from Ikinu’'s ssvord and begins to course across your
body like a mesh of interwoven cords. Whersver it
wmches vou it bums agonizingly. You stagger back,
howling in pain, as the web of blackness begins to
constrict, coushing the life out of vou,

When vou are dead, your spirit is laken into the it
of Demomns, where youo will become a servant of
Tkimu, to be called upon whenever he should wish to
0 S0
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i L

You step through the door miatked ‘The Etetnal
Tower'. Evervthine changes. You are standing al
the top of a forfified tower; battlements surmound
wou. T termin around vouls constantly changing,
=ometimes wood, somefimes plains; blue sky, red
shov, and g0 on —as if the Tower were shilting [rom
planie fo plane and world fo world. In fromt of you
slands a massive warrior, his lace bearded and
mature, a veteran of many battles. Ths armour is
strange and outlandish lo you: il covers hiny [rom
hiad fo foot. Behind him stand eight athers, their
faces visored and hidden. Lheir armous is gold,
with a white surcoat covered in blue circles.

The man speaks: "Welcome to the Eternal Tower,
contestant. We are the Enights of the Golden Com-
pany, and if you wish us to aid you in the Tourney of
the Planes, you mustanswer me this. Do you return
&y us the war-fan of our king?

If vou have a war-lan, with a symbol ol nine gold
ammows, 3 blue circle and a white backeround, furn
0 186. I you do not, turn to 200

IIl
The eldest of the charcoal-bummers, a crook-legred
fellow, creaks painfully to his arthritic knees and
humbly begs vour pardon for the insulbing be-
haviour of his son. The others follow suil as he
offers for show vou a safe village near by in which b
spened the might. Looking up lo see your slern
eapression hebegs vou fifake his son as a slave that
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vou may teach him humility, but he besseches you
ot to kill him, Will you make them swear an cath of
allegiance before going on {(furn o 163), or com-
mand the old man to show von o the sancluary of
the willage {turn to 179)7

TT2

You follow the thin woodland trail that winds and
bends through the clustered boles of the Forest of
Shadows, The trees are so closely packed thatonly a
fracton of the sun’s rayvs filer down, n shafis ol
dusky Hght filled with motes of dust that Hoat
slowly in the air, Tt is dim and murky, and the
sounds of forest life intrude faintly on the edge of
your consciousness as vou walkon, asifina waking
dream.

Suddenly you stumble out info a broad clearing,
vouar eyves filled with light. You shake your hiead to
elear it, when a sound in the air causes you 10 look
up. A great dragonis foating down lowards you. It
has a long sinuons body, like a massive serpent, but
with four clawed legs. Tts head is horned with great
mlaring, amber eves. It has no wings, but seems fo
be walking on air. Itis a Tatsu, a wingless dragon
that can walk on sky, sea and land. Tt scttles before
vou, hovering a [ew fest off the ground. Ths amber
cyes regard you placidly, then it speaks in a nch,
deep voice, resonant with kninwledge and power
“Welcome to the heart of the forest, moral. [am the

wnardian — and there are cerlain celestial laws that
bind me." Tt seems to zmile at you, if dragons can be

I15—114

said o smile ak all! “You must answer Bwo riddles T
shall put Lo vou. If you answer them correc thy, vou
may pass through the foresl. B not, well . . thenT
shall eat vou. And you cannot run. Wo one can pass
through this forest safely without first dealing with
me.” Lhen it aughs as if its last fesy words wore
obviouos. Tiom o 2.

113

The silence around vou is haunting; the mist kills
even the sound of the water lapping at the great
columns of stone. Leaping from one to another, you
have just gone out of sight of the dyke when the
water-level seems to dse all around the nearby
pillars of basalt. Suddenly a beast of un'imaj.’r'inab]:g
huge dimensions looms out of the lake, causing a
tidal wawve which sweeps you inlo the water. The
Eraken has risen and its huge tentacles, each as
thick as vour chest, thrust you whole into its gaping
Seak. Only giants dare risk the giant's causeway
and even they will bring a man or two to appease the
Eraken’s hunger.

uia 11
Wou lake oot the helmet. This woman's wits seemed
addled in some way; perhaps the helmet may help
to cure her. You offer it to her but her eyes widen in
tear. Mol she breathes in horror, before feeing into
the woods_ If vou wish to follow her, tum to 7o,
Otherwise vou can step through the door and re-
turm Lo the Hub. In this case, return to 8 and choose
another opfion, bul not one you have tried already.
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115

¥ou have shatlered the heads ol many of the elders,
bul scores more are now crowding arcund ¥ou. You
must flee. Tesl yorr Tack. If you are Ludky, tum 1o
6. 1l vou are Unlucky, turm to 57

116
You dash into Lhe village. People are runming aboul
in fear, chased by Tsietsin's Samurai, and some
buildings are burning  ferociously. Near by, a
Samurai in magnificent green and blue lacquered
armuuris looting the body of an old man he has just
slain. The sight of this rebel dishonouring himself
and the name of all Samurai in such 2 manner fills
vou with disgust. You stride forward and cut um
denwn with ome blow, your razor-sharp sword
almost slicing him in Gvo. TTe screams once. Several
of the trailor Samurai turen at his shout and three of
them spring towards you. One of them recognizes
vou and says, The Shogun's — somy, ihe =x-
Shogun's champion. Kill the mangy, flea-ridden
goat!’ They come at you in a rush, wildly bran-
dishing their swords, You must fighl them all at
once. 1 you have the skill of Kammuu tsu, you may

117110

subiract 1 from all their Attack Rolls for this combat
only, as vou jump and leap over them, trving to
dodge their blows.

SKILL STAMINA
First SAMURAT b f;
Second SAMURAL B &
Thind SAMURAT 7 IEI

If you kill all three of them, turn to 134.

117

You try to bring vour sword down to the sTeen
waier in 3 slashing mobion in order to slice through
the nel, bul the monster is too quick for vou. Teflings
thwe net around your shoulders and pulls you [rom
vour precarious perch on the slime-covered nock.
Your sword doss vou no good as you are dragged
below the surface, surrounded by the sealy vreen
monsters. There is nothing vou can do, You have
flleninto the hands of the Kappa, from which there
is no excape.

118
IThe Dai-Oni howls injoy and then casts a Spell of
Confusion on vou. Lose 1 sKILL poinl. Reburn to zg2
and fight on.

119

With a great ory you hack off your own leg at the
second cut, reel from the trap and collapse almest
unconscious. Through a mist of pain vou hear the
beast ealing vour severed foot, while you te a strip
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of leather in a touwrniquet Lo stop the spurting blood.
Lose 7 STAMINA points. If you survive, the rest 4_:|f
the night passes in horror, as you Iy 1o remain
conscious lest the beast attack. In the dawn lightyoo
gee vour mistake: it was not a forest panther buta
h}'eﬁu, wliich mimics the roar of the big cat. "::'l;:_u
have crippled yoursell for nothing and you "n-_'r'.lH
have to turm back in disgrace, for your adveniunng
clays are aver. E

120

120

The sound of many drumming hoofs comes to vou
from ahead. You stop and are about to run up the
hillside, when a patrol of twenty or more of Lord
Tsietsin's men appears ahead. At the sight of you a
shout woes up and they charge forward. You cannot
escape and a battle ensues. You fight mightily,
zlaying several, but there are too many of them and
vou are ovenwhelmed. To vour horror, they slay
BMoichi out of hand, calling him a traitor — buk vou
knew him to be the only one among them who was
Leuly lowval. Soon you are secucely bound and steap-
ped over a horse’s back, Tord Tsietsin will be
pleased with this little catch,” one of them quips.

They fzke vou to the castle you passed on the road.
You are led into the courbvard, svhere many of Lord
Tsirtsin's Samurai retainers gather around to laugh
and mock you. You are unceremeniously thrown
into @ small cellin the palace dungeon. The gaoler, a
large beely man in a stained leather jerkin, says
jeeringly, “You wall be taken before the Shopun
Tsietsin on the morrow.” Then he slams the mass-
ive, inom-studded, vaken door of the cell invour
race.

You are alone: They have taken your swords, and it
15 this rather than the cruel gibes and the indignity
of capture that fills you with shame. Lose 1 Honour
pomik for theirloss. There is nothing vou can do but
wiail for the moming, 50 vou e down on the
wooden pallet in the comner and go to sleep, Tum ko
316.
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121
You are in front of the throne. Thkirn rises up like o
=hade; you stare info the cowl, to see only shadewy
ﬂDL"LLﬂﬂ'EILH'- the faoe of evil. Ikiru points at you and
bolts of dark ene rgy leap from his [npens bowards
vou. If vour Hlonour is 6.or more, burn to 189, I it is 5
orless, nrn toaga.

122
At the bottom of the stairs, a damp, rough-cut
unnel runs ahead into darkness. Teal your Luck. Tf
vor are Lucky, turn fo16. I you are Unlucky, turn
o 38,

123
In the time it takes 2 woodpecker to tap the bole of a
free bwice, vou have sent an arrows winging its way
towards Lhe youth. TTe has no lime to dodize, Roll
fivo dice. Tf the score is less than vour sgILL, your
2im was Lrue (tum to 207) If vou roll equal to or
greater than vour SKILL, turn & 351,

123
A5 vou enter the forest, vou feel suddenly alome.

looking back, you cannot see Maoichi anywhere.
E{Lﬁnng vour steps, vou see him running back
towards the valley, Obviously his fear of the [orest
overcame his lovalty” to you. Cursing him for a

seless coward, among other things, vou head back
into the forest. Tum to 112,



133—136

125
The dyke runs for mile upon mile, the product of an
ancient civilization that lived in the delta before the
etermnal mist descended. After a while a winding
path leads off into the marsh. If vou wish to twrn
aside on to the path, turn to 339, IF vou combnuse
along the dyke, turn to 387.

126
You open the door marked 'The Enchanted Wood”
and step through. You find vourself in a wooded
glade. [t is strangely quiet, as if no woodland crea-
tures frokicked in this wood. The air i5 heavy with
sorcery -~ vou can almost smell it You know that if
vou were to travel in this wood you wonld become
lost in moments, perhaps for ever. Behind you
hangs the door tothe Huband you resolvetoleaveit
n sight. Just then, a young woman dressed in rich
robes of green steps inko the dearing. Her beauty is
astounding, but her eves seem empty and listless.
She stares at vou vacantly. Oddest of 21, a nimbus
of crackling blue energy playsaboul her hands. You
ask her who sheisand if she will aid yvou against the

Drai-{xmi-

Who am [? | no longer know. As [or my aid, that is
not hightly won,” she says, her brows knitted in
puzzlement as if it is hard for her to speak. Will you
altack her and try to foree her o help vou {hurn to
8o}, or Ty to use some item vou think may be of use
(Lo f0 48)7
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127

As vou tun to the ford’s edge, three scaly green
ﬂ;_.zg.m:s. lumber ponderously out of the river and
climb the bank at the spot where the other picces of
your armour now lie. They are larger than men,

with curiously flal-topped heads, and they move as
if balancing an invisible weight on top of them. A=
you pause, two more break the surface near by. Vill
youl run away, hoping to find a safer place to crose
the river (turn to 1o5), move slowly across the pier of
rock {tarm to 73), Or race across to where the scaly
monsters are picking up your armour {furn 1o 83)7

128

You tun into the village and then shout the chal-
lengre at the top of your voice, Many of the Samurai
tumm and stare ag you tell them who vou are. One of
them sleps forward and says, “We no longer owe
allegiance to Kihel Hasekawa, and follow the new
Shogun, Tsietsin, but we are still Samurai. Come
then, let us ducl’ He steps forward, drawing his
sword, He stands before you, sword raised over his
head, its Hp poinled at your throal. You must fighl
three of these Samurad, but they comeat youone ata
Hrre, in an honourable {but biased) fashion.

SKILL STAMINA
First SAMUERAT 7 g
Second SAMURAL G B
Third SAMUEAIT 7 9

Tf vou kill all three of them, turn to 1g0.

120131

125 ;
Desperate measures are called for il vou are to avoid
death at the hands of the scaly preen monsters, Wil
vou iry a inick sugpested by the element brimstone
{fumm to 231), has the thought of heir strange flal-
lopped heads entered vour mind (turn o 255), or
will you perhaps prl_r:i_m_l tw ba about to cast a spell
on them (fum to 277y ?

130

This woman's wils seem addled in some way, bul
there doesn’t seem tobe anything youcan do. If vou
wish fo trv to foree her to help vou, furn to 6o,
Otherwise you can refum to the Hub by stepping
through the door behind you. TF vonr do this, relurn
o 8 and choose again, but not an option you have
already tried.

131
The bolts slam into you, simullancously cursing,
chaming and crippling vou. Lose 1 SKILL, 1 LUCK

And 4 STAMIN & points, [fvou are still alive, vonareel

back and Ikiru hisses with joy. Butthen vou regain

your senses and leap towarnd him wielding Singing

Death. Turn o199,
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132

A voice shouts ahead, ‘Hida, 1s that vou? When you
do not reply, there is a muffled curse and the sound
of somenne running. A guard bursts inlo the torch-
light and gasps in astonishment at the sight of vou.
‘Escaped? How .. .7 But his sentence is unfin-
ished as vou leap to the attack,

GLARD SKILLT

STAMINAL

If vou win, lum foi13a

433
The clacking continues and then suddenly the head-

man's head lifts cleanly off his shoulders and Hoats
intg the air, fullowed by the heads of evervone else
in the village, They are Rokuro-Kubi, you realize in
horror, undead whose heads detach from ther
bodies at night in order to hunt. The fiying heads
dart at you, jaws snapping viciously. You must fight
them as if they were a many-headed monster.

ROKURO-KUBL SKILL 11 STAMINALY

If yom win, Burn to 115,

i = it 'FH_F

134135

134
I vou have an arrow with white eagle feathers,
aafted by Tsunewara, and wish o fire it tum o
1g92. Chherwise, yvou draw and laose an ordinary
armow { i o 164 ). :

vyt e p S

135

One of the charcoal-burners pulls the moist tued
frum the nearcst charcoal oven, and billowing
smoke and flame belch forth. Some of them seize
staves with which to attack vou, others edpe ner-
vously back into the woods behind the mounds.
Test your Luck, If you are Lucky, turn to 293 If vou
are Uinluwcky, forn (o 307, : :
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136

You look around. Barracks, stables and =0 on line
the walls. Actoss the castle courtyard is a square
stone keep, wilth pagoda-like roofs and carved
gables, the palace of Lord Tsietsin, Bul il is the tweo
palace guards lanking the doors that really draw
vour atbenfion. They are Shikome, vile humanoid
berings, but hairy as apes, and with claws, fangs and
horrible snouted faces. They are dressed in dirty
and tattered iImilalions of Samurai ammour,
although their weapons seem in excellent condi-
lon. The presence ol Shikome can only mean that
Tsietsin is in league with Tkiru, Masler of Shadows.
Isietsin will be in the palace; and it seems even
more important than before to slay him.

Will you disguise yourself in the armouor of the
guard you have just knocked out, and, with Meichd,
approach them, saving vou have a message for Lord
Tsietsin {lurn to 148), pretend that you are Moichi‘s
prisoner and that he is taking you to see Tsietsin
ltom to 180}, or, i you have the skill of Kyujulsw, tey
to pick off the guards as quickly and as silently as
possible {turn to 170)7

137
A man weanng the ceremonial robes of 2 court
magician steps out from behind a rose hedge and,
beaming cordially, bids vou welcome to the En-
chanted Garden. ‘Only by drinking from Lhe spring
may vou find vour wav back to the land of Tlachi-
mamn,’ he savs. "You must keep to the paths at al
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fimes. This is a place of peril, but if you tniumph the
reweard s high indeed.” Wilh that he disappearsin a
theatrical puft of smoke. The paths ko the fountain
all lead past the statues. Will you take the path that
leads to the silver Samurai (turn to 379) or toe the
pricstess and the demon (tuen Lo 349)7

138

You have decided vou ate ready to face the Dai-Oni
and his allies, so you open lhe door marked “The
DMace of Battle” and step through. Yoo find yourself
in a huge arena, but all the liered seats are empty - it
appears they have been that way for millennia. But
as you appear, ghosily igures seem to malerialize in
the seats, men and women of a bypone age, alking,
gesticulating, laying bels on the oulcome of the
battle, as if they had been waiting for this moment
for acons, even in death,

A yvon stand on the sandy arena floor, those allics
vou had noted on your Advenfure Sheel appear be-
hind vou, each sayinu, or silently imparting, a mes-
sage of reassurance and support, If you have not
managed o win any allies, then vou stand alone.

Before vou stands the Dai-Oni; it is wondrous to
look upon, save for its face which is radiant wilh
evil. Behind if are tanged three monsters, iks allies.
Ihe first is an enormous giant toad-being, slimy and
warty, with a mouth almost as large as its head. The
second s a giant insect, nol unlike a grolesquely
huge praying mants, in plated armour of chitin, its

mandibles working horribly, The third is a huge
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fifreen-foot man of bronee, with the legs of a goal.
Its bronze skin is green and pitted with age. How-
ever, its eyes are bwo orbs of red flame, glowing
with poiver.

The Dai-Omi laughs maniacally and says, “At least
vou managed lo reach the Flace of Batte, mortal —
but yoo will notleave it alive! These,” and it gestures
at its followers, ‘are my demon fmends. Graalsch,
devour!” it says. The enormous toad-thing hops
forward. The ghostly crowd seems to roar in anti-
cipatiom.

Tfyou have noallies, turn to 254, Hvoudo, they wail
expectantby for vour command. Somehow you seem
to know that the tules of the Arena dictate that
battles can only be between single entities. Who will
you send against the toad-being? (Obviously vou
may send only those beings you have recorded as
Allies.)

I'he Ki-Rin? Turn o146
The Sabre-toothed Tiger? Tumitnazz
Eleanor the Enchantress? Turn to 162
The Golden Company? Tom to a8y
I'he Phoenix? Tum o104
The Tatsu? Tom bt 208
Ihe wooden rod engraved witha

serpent shapoe? Tum fp 228

e T

130—142

134
After some minules of sword-flailing, the beast
pads soffly away, but vou daren’t sleep in case it
refutns. Lose 2 sTaMINA points for a sleepless
night. Tum to 153,

140
Lose 1 Honowr point for this unheroic dedsion. You
approach the village and creep along the wall of a
house, your bow at the ready. You look inte the
'--iiL]gE square. Villagers are Fleeing E';-'Et'}-'wh-er-e;
near by, a Samurai is robbing the body of an old
man. You deride fo ose a willow-leaf arrowy, Roll
two dice: if the resull is less than your sKILE, tum to
226; i it i equal to or greater than your sxiL, um
boizqo.

I41
You dive headlong into the river, your wakizashi
blade clamped bebween vour teeth, but it will do
vou oo good here, oot of your elemant. You are
:-uddenh' surrounded by posverful green-zkinned
men. The sealy momsters have vicrious wehbed
claws which rake vour body and drag vou down
info the murky depths. There is nothing vou can do;
vou have fallen into the arms of the Kappa, from
which there is no cscape.

142
Your sword arcs down and shears through the
guard’s shoulder, collarbone and sternum, burstings
his heart. He dies instantly in a fountain of blood,
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You race on. The corridor ends in a stairwell, stairs
poing down and up. Will you ascend (tum to1o8) or
descend (burn Lo 122)2

143
The spider threshes feebly on its back in its death-
throes. Beyond, you see more giant webs and bur-
rorws; to the righl is a cave; behind you the water-
level slill rises, Will vou enter the cave (lurm to g1},
or hack your way through the webs (hum to 7¢)7

144
The lalsu is the one from the forest. [t recognizes

vou and halts betore you. 1f you have a jade amulet
fashioned in the shape of a dragon, tumn to 1z_Tfnot,
tutn tor 166,

145
As you flee, the headman’s head lifts cdeanly off his

shoulders and {loals inta the air, followed by the
heads of everyome else in the village. They are
Rokuro-Kubi, vou realize in horror, undead whose
heads detach from their bodies at night in order to
hunt. The flying heads dart at you, jaws snapping
viciously. You have broken through the mng of
elders, but are soon faced by the heads of several of
the villagers. You must fight them as if they were a

single many-headed monster.
ROKTUTRO-KUEL SKILL 1T STAMINAIT

It vou win, turn to 85.

146=147

146

Yoo order the Ki-Rin toattack. It flies intothe airand
swoops down towards the toad, its hoofs Hashing
with flames. Graalsch, the toad-being, fixes its huge
eyes upon the Ki-Rin. Suddenly it opens its huge
maw, leaps into the air and bites the Ki-Rin in two
before it can escape. [t bounds back to the ground
with a meaty slap, swallowing contentedly. The
Dai-Oni laughs wildly, Remove the Ki-Ein's name
from vour list of allies. You have no time for moucn-
g the toad-thing is advancing towards vou. Tf you
now have no allies [eff, turn to 254, Otherwise,
which ally will vou send against the toad (use only
those still noted on vour Adsenfure Sheet):

The Sabre-toothed Tiger? Tum tuagz
Eleanor the Enchantress? Turn io 162
The Golden Company? Turmn to 184
The Phoeni? Turn o194
The Tatsu? Tum to zo8
The wooden rod engraved with a

serpent shape? Turm to 228

B

Taking one springy step as if saunlering noncha-
[antly towards the peasants, yourmuscles suddenly
tauten and pmpel vou lorward in a leap which has
them gawping in astomishment. The bravest of
them had been reaching for staves piled near by, but
vour sword-blade pierces the turf before the stack
znd the charcoal-burners cower in fear. The eldest
of them, a crook-legred fellow, creaks painfully ko
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ki arthrtic knees and humbly beps your pardon
for the insuliing behaviour of his son. He offers to
show vou a safe village near by in which you may
pass the night. Looking up to see your sterm ex-
pression he bems vou to take his son as a slave that
vou may teach him humility, but he beseeches vou
not to kil him. Will you make them swear an oath of
allzgiance belore going on (turn to 163), or com-
mand the old man and his son to show you the
sanciuary of the village (harm to 176)?

143

¥eanng the goard’s armour, in the colouns of Lord
Tsietsin, you and Meichi approach the Shikome.
Ihey stare at vou blankly as vouo tell vour tale. One
of them grunts and shambles 2w ay to retum with
three of his fellows. They will take vou to Lord
Tsetsin, it growls. The three Shikome lead you into
the palace, through corridors and rooms. Will vou
atiack the guards now (lum to 256), or let thern take
you fo Lord Tsictsin {turn to 180)?

149
A few gmarled frees and great holes in the sroond

relieve the rain-drenched land of its monotony, A
curons web stretched between two trees thivty feet
apart stops vou in vour tracks. Suddenly o fal
ircular slab of rock is hurled aside from the en-
lrance of a huge burrow, and an enormouls trap-
doot spider leaps upon vou, [tis taller than vou and
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its mandibles scissor together like great scythe
blades. You must fight for your life.
TOTATE KUMO SKILL 100

I vou win, turn o £43.

CTAMINAIL

150

The Dai-Oni smiles evilly, Simply done, mortal.” It
surmmons up the last of its magical powers and casts
a Spell of Fortune on you. Gain 2 LUCE points. “You
w2l need g{:u:u:] fortune, but even that will not be
enough.” Then its body dies. I you have a jade
amulet fashioned in the shape of a Tatsu, tum W
220_ It not, turn to 270,

151

You are still sawing at the trap with your wakizachi
in the morning when there is a shout behind vou.
The charcoal-bomers have rehumed. Mustenng as
much authority as you can in the unfortunate dr-
cumstances, you order them to free you from the
trap. They discuss what to do with the trapped
Samurai. The muost popular idea is o bury you alive
inside one of the charcoal ovens. They strip bark
from a nearby tree preparatory to binding yoo. Will
vou lell them of the importance of your mission
(turn to 8g), or wam themn they will be haunbed by
spirils il they kill the Shopun's champion {(fum to
101]?

Ry
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152

Withouot hesitating, vou shoul "Harmeny', as loud
a5 vou can. The sound echoes like a trumpet blast
through the quiet gloom of this hall of shadows.
Tkiru recoils in horror on his throne. ‘No!’ he rasps, a
sound like chalk screeching on a blackboard,

A blare of ight erupts from the sword, dispelling
the shadows and causing Tkimu to cover his cowled
face even further. The flare dies down as quickly as
it came. Singing Death rises majestically into the air
and then hurtles towards you with fantastic speed,
str“ught into your outsiretc hed hands, where it
seems to nestle as i welcoming vou,

The effect is instantancous; you are [filled with
strensth and well-being, Gain 2z LucCK points, 2
sKlLL points and 4 STAMINA points, even if any of
these bonuses takes you bevond your Initial status,
You stand fora moment unable Lo act, as raw vitality
courses through you. The cowled figure gestures
homedly and a shadow form floats up out of the pit.
It begins to lake shape before vou. I is vapuely
man-like, but with a horned head and massive
taloned daws. [t is 3 Shadow Demon, only semi-
corporeal, a creature from the nether regions. If
your Honour is 5 or more, turn to 274 1 it is less
than 5, fomm to 174.

153
The shards of bone that were the Rokuro-Kubi's

skull ltter the ground all around you, Though the
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mght is dark vou can just see well enoogh to head
zway [rom the Village of the Undead. Increase vour
LoCk scote by 1 for surviving the village. Tum to
397

o
The last one falls dead belore you. ‘Come, Tet me
slay the rest of you,” you shout boldly, Al the sight
of their three dead comrades and the Shosun's
champion standing resolute, the other Samuraiturn
lail and flee. Tirm to 176,

155

As the sun finally slips below the hills and it begins
o get dark, the talk of the elders becomes slowly
more and more meaningless. A strange clacking,
zomewhat like castanels, startles you and vou see
that the jaws of the headmen are snapping open and
shut uncontrollably. The clacking is snon going on
=l around vou. Will you fles in terror (luen to 145),
o¢ wait to see il the strange fit which has seized them
all passes {lurm to 133)7

158
The strange creature, ils eyes glowing with baleful
orange light, swoops doser, opens its mouth and
Breathes a thin stream of flame at you. You duck,
but vou cannot avoid it completely without falling
off the pinnacle, and it singes you painfully, Lose 4
STAMINA points. If yoo are sHll alive, the Tatsu
turns for another attack, and you decide vou cannot
fight it from this exposed positon, You open the
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door suspended behind you and return to the Hub,
Tom back to 8 and choose again, but you cannot
choose an option vou have already chosen,

i

Thereare several lines of scrawny bulrushes leading
away from the place to which vou have retraced
vour steps. So far vou have been able to follow them
through the muddy waters, but now you don't
know which line borders the path. You choose
wrong and step mto a bottomless pool of mud. The
more you struggle the faster vou are pulled under
=nd the quagmire swallows vou up. Tkiru's reign
will spread to all of Hachiman.

158

You run down a long corridor and soon fnd vour-
self lost in a maze of comidors and rooms, mostly
emply save for secvants and slaves, who stare atvou
In amazement. You are rounding a corner when you
=t= greeled by a sight that causes you to pull up
shortin surprise. You have bumped into Lord Tsiet-
sin himsall, waddling down the cornidor towards
vou, two Samuorai at either side, Lord 1sietsin is a
Large fat man with great blubbery jaws and a face
wreathed in fat. Two pig-like eyes flare al you in
vufrage. He wedrs a voluminous kimono, bedecked
with an enormous tobe, adomed with gold leal.
You notice that he is openly wearing the hat which
indicates the office of Shogun.
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Tsietsin gasps in [ear as he recognizes you, signals
to his guards, turns around and lembers away from
you. The Samurai draw their blades, bow and dash
to the attack. Tum to 302.

159

A s0om as you increase vour pace, vour fest ship out
{rom under you on the treacherous green slime. fest
yuur Luck, but add 1 to the die roll because vou ane
crossing the ford heedless of the danger. If you are
Lucky, turn to 283, If vouare Unlucky, fom to 323,

160

‘But, myv lord, who would believe such as 1 could
hold -;:ai:'nﬂve one as noble as yourseli™ Moichi ex-
claims, You stare al him suspicdonsly {or 3 moment
before ordering him to get on with it You give your
weapons b Moichi. He grabs vou around the neck
and frogmarches you forward. You cannot help but
feel that Moichi is enjoving Ehis.

'The two Shikome stare at you with duoll expressions,
as hoichi tells them your story. One of the goands
grunts, and grns at you horribly before shambling
away. He returns with three of his friends, all as

161—162

ugly and malodorous as one another. These three
le=d you imto the palace. One ol them grunts at
Boichi, ‘More sport for the master, ¢h? and gives
vou a vidoos kick in the ribs. Lose 2 sTaMina
points. “Yes, he is to be horribly tortured,” says
Moichi, leernng at you. You glare back. Will you wait
until you have been taken before Tsietsin (furn to
180], or have Moichi let you go so thal you can both
altack the Shikome guards (fum to zo4)?

161

Thirstly you bend your mouth to the refreshing
pool and drink deeply of the Waters of Knowledge.
Enhghtenment floods vour being. Suddenly you
know the answer to evervthing: itis as if you arc a
god. So sublime is the experience that you cannot
contain yoursell and drink Tasbly once more. You
are intoxicated with knowledge, the knowledge of
zlchemists, the L::nn:uwledgp of the meadow wren,
the knowledge of the wisest scholars of the courk
and much more. Your thirst for knowledge is un-
guenched and you drink on, but you are still un-
sated: you throw yourself into the pool to immerse
vourself fully in knowledge and, inloxicated, you
drowTL.

162
You order Eleanor to Light the toad, She runs for-
ward, blue energy crackling at her fingertips, but
the Toad Demon leaps lorward with incredible
speed and, before she can do anything, snaps her
up in its great maw in one great gulp, She is no
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mare. You step back in horror. Bemove her name
from the list of allies on your Adveniure Sheet. If vou
now have no allies left, turn to 254, Othensise,
which ally will you send against the toad? Use only
thive stll noted on your Adveninre Sheel:

The Ki-Rin? Turmn by 146
The Phoenix? Iarm ooy
The wonden rod engraved with a

serpeni shape? Turn to 228

163
They repeat the oath of allegiance and you inform
Lthem that it is the Shogun's wish that demency be
shown bo his subjects and that yom wall spane thear
lives. Increase your Honour by 1. Will vou com-
mand the old man to show yon fo the canciuary of
the village {luen o 179), or journey on alone (fum to

195]7

164
The arrow flies true and thuds into the thing's chest.
It staggzers back, but there is no apprecable efteci.
You loose another, but it goes straight through its
Ee.gs, hetawreen two bones. The other skeletlons are
almost on the bridge now, You have no more fme.
Tumn to 242.

165
Yo ask the silver Samurai’s advice as vou set outon
the path to the statue of T Tammurabi, but he remains
tight-lipped and silenl. Once again the magican

106—1607

appears out of thin air and the statue of the Lord of
the Flies flexes his forty-foot wings and torns his
giant, ghnting, multi-faceted eyes upon vou. Thers
1=z loud buzzing all around vou and swarms of flies
begin to attack vour eyes and skin. Hammurabi's
servants have come 1o protect him. The swarm i3
sooi inches thick all over VN Vo choke lw_i]:ulesgl}'
and then Hammurabi strikes. It scems he has de-
cided vour head will make a tas by morsel, and vou
are powerless to stop him.

166

It speaks in a thunderous voice, “You thought vou
tad slain me, but 1 am [ar more powerful than you
could ever have imagined, mortal,’ The Tatsu, eyes
glowing with baleful orange light, swoops closer,
opens its mouth and briathes a thin stream of flame
at you. You duck, but you cannot avoid it com-
pletely without falling off the pinnacle, and it singes
vou painfully, Lose 4 sTamina points. The Tatsu
tums lor another atiack. You decide vou cannot
tight from this exposed position. You open the door
suspended behind vou and reburn to the TTub. Tum
back i 8 and choose again, but you cannol choose
an option vou have chosen alrcady.

167
11 is the work of only fwo minutes to divest yoursell
of the armour. Summoning all your strength, you
huerl it piece by pisce over to the other bank. To your
comstemnation 2 scaly green arm reaches up out of
the water, catches the breastplate in mid-air and
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descends gently below the surface. You have losi
vour breastplate. Will vou plunge intu the fver to
trv to et it back (turn Lo 143}, o race o the pier of
rock, keeping to the side nearest the while water
(harn to 12717

168

You step vut into bright sunshine. The courtyard is
frll of busy people — tradesmen, craflsmen, soldiers
and so om — and none of them payvs any heed toyou
as you saunter boldly towards the gate. You walk
'Ih[;::ugh as if intent on some mission and no one
questions your actions. Marvelling at your good
fortune, vou hurry on to the main road. There you
head north, towards the Forest of Shadows. Soon
you pass between two wooded hills making 2 shal-
Tovww walley, Turn to 386, .

169—171

164

There ate several limes of scrawny bulrushes leading,
away from the place to which vou have tetraced
vour steps. 5o far vou have been able to follow them
through the muddy waters, but now yon don't
know which line marks the edge of the path. Boldly
vou set off along one of the lines and soon you are
withim sight of the low hill, which is curlained by
sheets of driving rain. As the ground slopes up and
you leave the rising waters behind you notice that
all the creatures of the swamp — rats, marsh sala-
manders and even a giant dragon-newl, which
seems too scared to think about wobbling you up -
are racing towards the same patch of high ground to
escape the flood. Turn to 149.

170

You deade to use bowel-taker arrows as they are
the most deadly. You draw and aim your basy at the
nearest Shikome. Roll fwo dice, If vou hrow less
than your sKILL, lurn to 232 If you throw equal to
or more than VINIT SKEL L, TUIT b0 244,

171

At the last moment you bring the sword-blade
down towards the green water in a slashing motion
which slices through the net. Then vou lunyge again
with scarcely believable speed. Your sword-point
buries itsell in the {ace of the scaly preen monster,
which tums purple and. sinks below the surface,
bubbling purplish blood. The second is still surging
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towwards the ford and you just have time toreach the
other bank, teetering dangerously every step of the
way. l'um fo 395.

172

The tiger rmees forward and roars menacingly; the
toad-thing hops back uncerlainly. Graalsch, the
Toad Demon, snaps its head forward 1o strike, its
greal maw snapping, but the huge figer dodges
aside, moving with incredible switiness and lays
open the toad's side with a sweep of one of it= great
talomed claws. Then it proceeds o rip and tear the
wailing Graalsch into shreds. After ifs task i= com-
pletad, the tiger leaps into the airand then fades out
of existerice as if it had jumped to another plane.
Remowve it from the list of allies on your Advenbos
Shee!, The Dai-Oni bellows in rage and shouts,
Krlik, slay the man-thing!” and the Mantis Demon
scullles forward. Tf you are alone now, tum to 266.
Otherwise, which ally will you send against it (ose
enly those stll noted on ‘i.-EILEI'_-q.d"-."'.IJnH" Shert):

The Fi-IRin?
The Golden Company?
The Tatsu?

Tumm to 278
Turm bo 3o
Torm o204

173
One of the scaly green monsters throws a lndent as
yo tucn 1o flee. Test your Luck. If vou are Lucky,

turn to 22g. If you are Unlucky, fom to 257

174—170

174
You must fight the Shadow Demon. Singing Death

does not seem affected by its insubstantiality — it will
cut shadows as well as flesh.

SHADOW DEMON SKILLG STAMINA 10

IFyvou win, tom to 21z,

175

She does not answer. You turn round to look at her,
and she stares at vou with a strange intensity. Her
teeth stari fo chatter in a most UnNeTAing Way, as if
she were trving to speak, but could not. At last she
forces out the words, ‘Go . . . Leave the village.’ If
you think this is scant thanks for your help and stay
to cat the gruel and sleep, turn to 203, T instead vou
quit the village, tom to 15-

176
Ihe villagers run out of their houses and their
FI.'I.-jJ.FlE -places, some shouting joviully, others weep-
mg over lost frends and relafives. As many vil-
lagers see to douzing the fres, a number of elders
approach you. Bowing low, one of them sayvs, Tam
Nimji, the headman. We cannot thank vou enough
tor your noble act. Hachiman has fallen on bad
tmes, but at least someons shHll follows the old
ways. Here, my lord, please acceptthis gift.” And he
hands you a silken red headband pallerned with a
""f..l._i\..f['l'l‘l':'F—::TpﬂkEd wheel. "This is the headband of
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Shinmen, the legendary hero of Hachiman, who
came from this village. This headband has boen
with us for cenluries.” You feel honoured - Shinmen
was a yreat hero. GGain i Honour and 1 LUCE point.

Just then a commotion statts near by: thene are cres
ofanger and hate. A group of villagers have found a
wounded Samurai taider and are dragzing him
towards you. They are chanting, "Kill, kill, kill, &ill.*
The headman bows toyou and says, Tlease nod us of
this vile murderer, lord.” The Samurai lies before
vinl, defenceless, a slim young man with a blood-
stained head bandage. He looks at vou defiantly,
resolved not to show fear. Will yon kill the Samurai
as the villagers wish {turn to 238), or spare his life
iturn tor 25a)?

177
Instead of bedding down for the night, you walk out
uf the house and into the village. The meeling of the
elders is about to begin outside the headman's
house. Tt is getting dark. Will you quit the village
(urn to 15), or join the elders (hurn to 319)7

178

"Spare me, great warrior, please spare me,” gabbles
Isietsin. ‘It was Iking; he forced me to tum agaimst
the rightful Shogun, fDrI*IU-E me, 1 shall be his loval

vaszsal from now on. Tl'uq i5 all a fissoe of trans-
parent lies. As you look down, feeling only con-
tempt and leathing, Tsietsin's eyes namow m am-
ning imialice. His righl hand flicks through the air. A

17g—180

needle-like dagger flies from his hand and into YOoLLr
tugh. Lose 3 sTaMINa points. If vou live, yom
stagger back in surprise, while he lurches to his feel,
drawing his sword. ‘Curse YOU, ¥ou swine,” he cries
and slashes at you. You must fi F;i.,ht Lord Tsietsin,

LORD TSIETSIN SKILL 7 STAMINA 11

If you win, tum to 322.

1
Ordering the old man l':::u?;i'tl_'rw vou the way alone,
You h:-axe the charcoal-burmers’ woods, He bids
Earewell fo his =on, then fawningly ushers vou on.
He takes you along a winding track that leads to the
dales of Kanshuro, 2 land where wooded plateaux
are rniven by beautiful and peacetul dales, which
nestle unseen between cliffs cut inta Lhe mestone
by the rivers which formed them, AFdusk voul kake a
path down into the Vale of Tinshu lo a small and
picturesque village, You tumn to the old man to ask
ft=mame, but he has fallen Lo the grouncd. You try to

ouse him but his heart has stopped. He is dead.
Turm o35 F-

180
You are taken into the audience-room of the palace,
whete vou soon realize vou have made a mistake,
Lord T';TIEIFL:': a fat, pig-like man, sits hefore you,
buk the walls are lined with Samutai wardor 5, Over
stxly of them including many Shikome. One of the

guards recogmizes you from Lhe village, and within
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moments you and Moichi have been sliced into bits
by their swords.

181

The water-level rises faster and faster and it be-
comes harder and harder to retrmee vour steps on
the sale path across the featureless fens. At any
moment you could step off the path and be swal-
lowed up by the stinking quagmires. Test wour [aadk.
If vou are Tucky, turn to 160, I vou are Unlucky,
furm to 137,

182
You vpen the iron war-fan. 11 reveals a beautiful
image painted on ils spread Blades, an insgnia vou
deornot recognize, something very ancient: nine gold
arrow fletches pointing inward to a blue arde, the
whaole set on a plain white background. Puzzled,
vou fold it up and place itin your backpack. Will you
put on the helmet, if vou have not already done so
{turn Lo z10), drink from the botfle, if yon have not
already done so {tom to 196); or leave the cavem
i{turn to 2z2)7

183—184

R _ofic i@@.

183
With your back o the tree, viou direct a fresh
onzlaught. Desperate measures are called for if you
are to avoid death at the hands of the scalv green
monsters, Will vou bry a lrick suggested by the
element brimstone (furn to 231), has the thought of
ther strange flat-topped heads entered your mind
(fum to 255), or will yvou pretend to be about to casta
spell om them (tum to 277)7

184

The Enights of the Golden Company utter a baltle-
iry and charge forward with military precision.
However, their weapons, straight swords and
maces, make little impression on the leathery skin of
the Toad Demon. Graalsch lays about itself with
ferocious accuracy; each super-fast dart of its head
bites a knight in two. Within moments they are all
dead. You stand aghast at its horrible power. Re-
move the knights from the hist of allies on vour
Adzenfure Sheef. Graalsch fums upon you and hops
forward. [f vou are now without allivs, turn to 254,
Otherwise which ally will vou commil now {use
only those listed on your Adverture Sheef):

The Tatsu? Turn to 208
The Sabre-toothed Tiper? Turn to 172
Lhe Ki-Rin? Turm to 146
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185

The silver Samurai strides purposelully at vour side
towards the twin stalues of the demon and captive
priestess. The magican appears again cut of thin air
and the fwo statues — the black-skinned, red-tusked
demon and the pale skinned priestess — come to life.
She kneels at your feet imploring you to zave her
from the Pit of Demons, but her captor yanks the
chain cruelly and she is pulled to the floor, The
silver Samurai gives the Battle-crv of Ages and the
demon 15 stricken with terror. They battle mightily
but even the cldritch powers of the demon are as
naught agamst the Hashing Samuorai. The demon is
slain, The chain disappears and the silver Samurai
melfs into a little silver puddle. The priestess puts
her hand in yours. ‘Whither now, gallant saviour?”
Will you take the path to the statue of the Sea
Dragon (turn to 55) or to the statue of Hammiirabi,
Lord of the Flies (turn to 75)2

186
You fake oul the war-fan. The knight gazps in
surprise. You have it! he exclaims. You hand it to
him and then he knecls before vou, the other
knights following suik.

‘When vou travel to the Place of Battle, we shall be
thers to fight at your side. Long have we sought this
arbefact.”

Suddenly you find yourself back at the Hub sur-
rounded by stars and the eight doors. Note that the
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Golden Company are vour allies. Return (o 8 and
choose agrain, but you cannot choose an option vou
have tried already,

b
You head hastily in the opposite direction to that by
which vou entered the village. Nobody appears to
notice you leave and you begin to breathe casier.
Suddenly vou catch sight of the old charcoal-burmer
who brought vou to Lhe village. Yoo thought him
quite dead, having left his unbreathing corpse at the
ather edge of the village, yet here he s gnnning al
voul from behind a wall. You step forward, but stop
as his head sails up into the night aiz another
Rokuro-Kubi! It spits black gobbets of poison which
hiss and smoke as they spatter against your face.
You are in agony. Lose 2 sTAMINA poinfs. You
must fight the Rokuro-Kubi asit flies through the air

snapping viciously.
ROKURO-KUBL SKILLF STAMINAS

IF youn win, turn {0 153,

188—1g0

188
The Dai-Oni smiles evilly. ‘Simply defeat him in
battle, mortal.” He laughs wildly, before his body
dies. If you have a jade amulet fashioned in the
shape of a Tatsu, turn to 220, If nol, turn to 270,

189
Suddenly, Singing Death flares brightly once more
and the bults of dark energy simply cease to be,
extinguished in its bright light. Ikiru staggers back,
but the light fades as quickly as itsprang up. Turn to
199.

190

Lhe last one falls dead at your feel. You expect
another to step lorward and take his place, hut none
of the other Samurai makes a move, The villagers
cower in their homes, watching the proceedings
with fear and hope in their eves, One or two of the
Samurai shuffle back uncomfortably. They have
been awed by vour swordsmanship,

One of them says, "You are a master of the sword
and you have won great honour here, As vou have
fought so well, we will leave now and spare your
hife.” His words sound courteous, but you sense it is
fear of facing vou rather than Lthe desire to honour
von that is making them leave. They leave the
village as fast as thev can; you leel too tired to
pursue them. Gain 1 Honour point for vour chal-
lenge and vour defence of the village, Turn to 176.
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153
She places her hand on vour shoulder, pointsio the
griel and the matizess, then humes away into her
owr little bedecom while the sun turns the sky red
as it sets. If you wish to leave the houss after
finishing the repair, turnlo 177, Uvou eal and sleep,
furn bt zo3.

I
I'he arrow flies (rue and thuds into its chest. The
undead Samurai shreks hormbly and falle to the
ground, There it begins to dissolve, as does the
arrow, unti] there is nothing left but ash. A< 5t does
50, the skeletons fall back into the river and sink
trom sight. The redness fades from the over and the
sky lightens.

You walk across the bridge, and inspect the heap of
ash, Among the ashes you nofice an fvory hom of
[ine workemanship inlaid with silver lracery depict-
ing a sabre-toothed tger. You pick it up and walk
on. Turn to 211,

193
On dose inspechon the mver looks quite deep and

vou will not be able to cross wearing your heavy
armont, If you wish to hurl the armour to the other
side before plunging in, tum to 167, I vou prefer to
risk the ford, will you ross near the frothing white
water (turn to 213) or near the green depths on the
upstream side where you are now {furn to 201)?

g

104

You order the Phoenix to attack Graalsch the Toad
Demon. The Phoenix flies straightat the toad-thing.
Oddly, Graalsch does not move, even when the
Phoenix tums into a fireball almost on top of it,
When the flames die, Graalach iz completely un-
hurt, asif it were immune to flames of any sort, The
foad-thing’s head darts forward and its huge maw
closes around the magical bird, swallowing it up in
one gulp. The Phoenix is no more. Eemove its name
from the list of allies on your Adventure Sheet. Tf you
now have no allics left, tum to 254, Otherwise,
which ally will you send against the toad {use only
those still noted on your Advenfure Sheet):

The Ki-Rin? Turn bo 144
Eleanor the Enchantress? Turmn to 162
The wooden rod engraved with a

serpent shape? i Turn to 228
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1

The road forks behind thgf?l:ha recal-burners” wood
and you dedde to take the left fork, which drops cut
of sight into a small wooded dale. As you descend,
dusk draws in and the sight of a fire cutside a
goatherd’s rough hut is welcoming. You march
closer to see if it offers shelter for the night, when a
figure dressad in the lacquered armour OF 8 Samiurai
stoops beneath the low doorway and walks to the
fire, The Aames illuminate his golden armour and
the proud face is unmistakable, It is Yoro Ginsen,
ersiwhile capiaim of the executed Lord Toda's
guard. Toda plotted against the Shogun. His dis-
graced Samurai committed seppuku, killing them-
selves rather than suffering dishonour, bot Ginsei
decided tp ive on as a tonin, a Samurai withoutl a
lord. His hatred of Samurai is well known. Turn to

204,

16

You raise the bottle tovour lips and a vils stench fills
vour nosirils, You sip it—the taste makes you heave
and retch, but the liquid burns down your throat. Tt
1s invigorating and health-giving; the liquid is heal-
ing some of your wounds. Regain up to 3 puints of
lost sTasina. There is enough liquid lelt [or one
good drink — you may drink it at any Hme to restore
up to 5 ponks of sTaMmina. Wil vou open the
war-fan, If you have not already done so (fum o
18z}, put on the helmet, if vou have not already
done 5o (lum to 210}, or leave the cavemn {tum to
23)7



1g7—108

197
With a single almighty bound vou have leapt out of
the chitches of the Groundhogg on to the rock-shedl
bevond., Will you run into the cave {humn o 265), or
climb to the crest and escape (tum to 250)7

1

g8

The knights run forward with military precision.
Twin bolts of ruby fire leap from the oves of Gargan-
tus and sirike one of the knights, whois hurled foriy
feet through the airand killed. The other knighis are
not using Lheir swords and maces; instead they are
wielding lengzths of rope. They run around Gargan-
tus's legs, dodging and weaving and casting ther
lassoed topes at Gargantus. Soon they have his
arms enmeshed, and one of his legs; but two men lis
dezd. Then the remaining knights all pull on the
ropes and Gargantus slowly begins to topple. He
wives a great ory of despair, like the roar of a huge
waterfall, belore crashing to the ground. As soon as
he touches the earth, the light fades from his eves
and he lies inert, nothing but @ massive bronze
statue. The leader of the Golden Company savs to
vou, ‘Cur duty has been discharged, bearer of the
war-fan. Farcwell” Then they literally step away
into nothingness.
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The Dai-One speaks, “You have done well, mortal,
but now I shall kall yoo.” It advances, wielding a
massive spiked iron club, a Tetsubo, If you still have
the Ki-Rin as an ally, you may send it against the
Dai-Oni (turn to 394). Othenyise, you will have to
firht the Dai-Om alone (turn to 292).

109

A sword of black steel, etched with glowing red
runess, appeans in Ikiru's shadowy grasp and vou
both fall to combat, dark against light. Each bme
yvou hit him, deduct STAMIN A as usual, butalso Tesf
venr Luck. I you are Lucky, turmn to 235. U you are
Unlucky, jost fight on. Each time Tkira hits vou, not
only do vou lose the normal sTamina, buta power-
ful surge of force eropks from his black runesword
and threatens to overcome vou. Roll two dice: it the
result is more than your STAMINA, torn to 47; ifitis
not, fight on.

IKIRL SRILL 12 STAMIMATY

If you win, turmn ti a0

2040
The knight's face falls when he sees you have no
idea what he s referming to. "Another wanderer that
does not bring us what we seek,’ he mutters. He-
gone! We will not aid you. May the Demon Lorcd
devour you! With that you find yourself back at the
Hub, surrounded by stars and the cight doors.
Retum to 8 and choose agam, but vou cannot
choose an option you have already teied.



01—z

201

Choosing the side of the ford nearest the green
depths, vou cautiously feel your way towards the
far bank across the pier of rock, which is only inches
below the surface of the rver. The green slime
which covers the rock is treacherous underfook.
Suddenly bwo figures rise majestically out of the
depths. They have sealv preen skins and curnous
flat-topped heads. They move as if balancing some-
thing invisible on top of their heads, but they also
have dangerous-looking webbed claws, and they
are surging towards the ford, Will you lunge vour
sword at the nearest (fum fo 233), or fry to make a
dash for the far bank (turn to 159)?

202

One of the Samurai sees his comrade’s dead body
and shouts a warning. You darl inlo cover, but are
zpotted, and three Samurat tush forward, One of
them recognizes you and says, The Shogun's —
sorry, the sx-Shogun’s champion. Kill the mangy,
flea-ridden poat!” They come al you in a rush, wildly




203

brandishing their swords. You must fight them zllat
onee, If you have the skill of Karumijulsu, you may
subtract 1 from all their Attack Rolls for this combat
only, as you jump and leap over them, brying o
deodge their blows,

SKILL STAMINA

First SAMURAIL 6 7
Seoond SAMURAL 8 B
Thitd SAMURAT 7 6

I vou kill all three of them, turn to 154.

03
Tt is peaceful and calm in the village as vou tzke off
vour armout, bed down and doft off to sleep . . .
There i5 a sudden sharp pain in your leg. You =it
bolt upright to see by the light of the moon a disem-
badied head feeding off your leg. Itis the head of the
peazant woman. There i no blood at the severed
neck, and with a thrill of horror vou realize she s a
Rokuro-Kubi, an wndead being whose head de-
taches itself from its body at night in order @ hunt
You have already lost 3 STAMINA poinis. Seizing
your katana, you give battle to the floabng head,
which snaps at you viciously.
EOKURO-KLE] SKILLE STaMINAB

If you win, turn to 187,
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204—206

2014

You grab vour swords from Moichi and leap to the
attack, as does vour retainer. The Shikeme are
completely surprised. They may not fight back for
two rounds of combat. Moichi is lighting one, but
vou must fight the other two.

SKILL STAMINA
Irst GHIKOME f 6
Second SHIKOME 7 3

If they are sill alive after six rounds of combal, turn
tp 218. If vou have slain them before then, tum ko
336.

205

All goes still for a moment as vou wedge yourselfin
the cave mouth, then there is a dull rumbling [rom
the earth and the ground starts to shake once more.
Ihe temor 5 a strong one and theee s a greal
cracking noise above vou. You lock upin fime Eo sea
2 hundred toms of slate dropping from the cave roof,
There is no escape: you are squashed fat.

20h

The Dai-Oni serews up its face in pain and rape.
‘Curse vou, mortal. The secretis "Tlarmony ™, Litter
that word and Singing Death will come Lo life and Ly
inbo ¥our hands, but only for those of noble heart -
which is why Tkiro has been unable to use it yel,” he
adds with a laugh of malicious glee. Then his body
dies. If you have a jade amudet fashioned in the
shape of a Tatsu, turmn to 220, If not, turm to 270
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207
Which type of arrow did you select to fire at the
youth? Was it a willow-leaf arrow {fum o 223} ora
bowel-raker (turn b0 z39)7

208
You order the Tatsu to the attack. 1t gallops into the
air. Graalsch shills its bulk to face the Tatsu, just as
the dragon breathes a stream of flame that engulfs
the Toad Demon, Bul incredibly, as the flames
subside, it beeomes apparent that Graalsch is com-
pletely unhurt, As the Talsu pavses momentarily in
surprise, the Toad Demon executes a great bound
ik the air and bites the Tatsu's head dean off its
shoulders. The Tatsu's body simply fades out of
cxistence, Remove its name from vour list of alliss.
The Dai-Oni mocks youn at this point and orders
Craalsch on, If you are without allies now, formn to
254, Otherwise, which ally will you send against the

toad (use only those still noted on yoor Adreniure
Sheel):
The Ei-Rin? Turn toy 146

The Golden Company?
Ihe Sabre-tonthed Tiger?

Turm to 184
Turntoxzz

20 —217

209
The tomm catches sight of you against the skyvline
and. hand on the hilt of his katana, he swaggers
towards you. He is a fraitor and an enemy of your
lord, but a peerless swordsman, Will you hide
among the rees (fum to 227), or wait to see whal
Ginsei will do (turn to 241)?

210
Cangerly yvou place the silvered helmet on your
head. Foramomentnothing happens, butthen lane-
ing bolts of pain lacerabe vour braln, You scream in
agony and rp the helmet off your head. TTowever,
vour brain feels slighily numb, as if you weren't
guite yourself, It is a2 Helmet of Befuddlement
(lose 1 sKILL point]. You may take the helinet with
vou in any case, if yon so wish. Will you drink from
the bottle, if vou have not aleeady done o (furn to
196, open the war-fan, ifyou have notalready dome
=0 {fturm to 182), or leave the cavern (tum to 2227

21T

You follow the road to the mountains and the lair of
Ikiru. The day passes uneventlully and vou spend
the night under the stars. You rise the next day,
refreched. You may restore up (0 2 STAMINA
points. You press on, leaving the road, until vou
come to the Shios'i Mountains, A goal-track climbs
up one of the largest mountains and you deade to
follow it. Turn to 8.



212—213

212
The Shadow Demon is dead and Tkiru hisses in rage
and fear, Hurredly he raises his hands high and
Litlers a strange cry. Shapes begin to rise up out of
the pit and form around him, a phalanx of gouardin
shadows. A score surround him in momenis.

Will you step forward and throw Smging Death into
the pit {turn to 312)7 Will vou wail to see what
happens (turn to 51)7 Will you walk around the pit
and trv to stride boldly through the shadowy forms
{turn to 298)7 Or will you throw Singing Death like a
spear at Tkira (furm to 63}7

213
Choosing the side of the ford nearest the frothing
white waters, vou cautiously feel your way towarnds
the far bank across the pier of rock, which is only
inches below the surface of the river. The sreen
slime is treacherous underfoot and it is all you can
do to keep your balance. Suddenly two scaly grecen
figures rise up out of the green depths upsireamand
begin to wade towards the ford. They have webbed
claws and curiously shaped flat-topped heads. Will
vou make a dash for the far bank (fom to 159), draw
hack from the ford and fry to find a saler place to
cross (tum o 245), or give battle om the ford el
(turnto 3137

214—216

214
You hold up the ruby and it flashes in Lhe sunlight,
but the sabre-toothed liger continues ko hurtle to-

wards vou. Then it leaps. You must light the Hger.

SABRE-TOQTHED
TIGER

If vou win, there is nothing more here, so you step

back through the door to the Hub. Retum to 8 and

choose again, but not an option you have already
tried.

SEILL 10 STAMIMAIZ

215
It does not take vou long to find a suitable plank and
nail if fo the screen. At least the Little house will be
warmer o ive in mow. To your consternation, the
melancholic old woman becomes agtabed while vou
work, and her teeth begin to chatter like castancts.
Will vou ignore her and finish work {burn to197), or
ask her what is wrong (turmn to 175)?

216

You dart from house Lo house, completely unseen,
You manage to kill another Samurai with an arrow
in the chest. The others turn round in astonishment,
but are unable to see their assailant, You conlinue
yuur accurate archery — soon you have killed four of
them and they still have not found vou. This is too
much for them and the remaining Samurai tum ko
flee. {You may recover mostof the arrows, but some
are broken: vou will lose 1 willow-leaf, 1 armour-
piercer and 1 bowel-raker.) Turn to 176,



217—218

217

The path winds through the mist for several miles
furthier than the map led you to expect, and you still
have not caught sight of the scarlet pagoda. If vou
wish 1o turn back to the giant's causeway, lum to
113. If not, turn ko 36g.

z1B

The sounds of battle have alerted the others. A
troop of Shikome and Samurai appear on the scene
and it is not long before you and Moichi have been
overpowered. Muoichi is slain out of hand, buot they
take you prisoner, making gibes about ihe Shogun
and his champion as they do so — they plainly know
who you are. You are filled with sorrow ai the loss of
vour loval retainer.

You are unceremonivusly thrown into 2 small cell in
the palace dungeon. The gaoler, a large beefy man
in a stained leather jerkin, says jeeringly, TYou will
be taken before the Shogun Tsietsin on the mor-
row.” He then slams the massive, iron-studded,
oaken door of the cell in your face.

You are alone. They have taken your swords, and it
iz this rather than the cruel gibes and the indignity
of capture that fills vou with shame. Lose 1 Honour
point for their loss, There is nothing vou can do buf
wait for the momning, so ¥ou lie down on the
wooden pallel in the corner and gotosleep. Tum to
316.

219

14

The oldest of the charcoal-bumers catches up with
vou after a time and fawningly begs that he may
show you to a place of safety so that it may not be
=aid that his family dishonoured a Samurai. TTe
takes you along a winding track that leads Lo the
vales of Kanshuro where wooded plateausx are riven
by beantiful and peaceful dales, which nestle un

szen belween ciffs cut into the limestone by the
nvers which formed them. At dusk vou take a path
down into the Vale of Tinshu to a small and pic-
furesque village, You turn ko the old man Lo ask its
name, bul he has fallen to the ground. You try to

rouss him bui his hearl has stopped. He is dead.
Tum fos.




IA1—221

220
& temmble thing happens, Qut of the body of the
Dai-Onia spectral shape coalesces, 2 shostly form of
e demon, with insubstanbal taloned hands, Ihis a
Shura, or warrior ghosl, the spirit of the Dai-Oni
com o avenge its death.

But vou temember the words of the Tatsu and
mvoke the Jizo of Demons, saying, *A Shura is here,
O Jezn. Come and execute your purpose,’

As you finish the word “purposs’, a being appears
before you. He 15 dressed as a warrior monk and
bears a staff inscribed with glowing runes. You are
filled with awe at the sight of it. The Jizo of Demons
irnores you and merely strikes the ghostly spectre.
The appantion promptly disappears with an
cchoing wail of dread. The Jizo, without even
acknowledging your presence, also departs. Turm
B 76,

e

Ginsei calls challenges to vou, but he cannot track
vou down. Slipping away, you rellect that it would
nave been a close battle. Fear wakens in vour breast;
vou did not dare fo challenge the enemy of your
Tord. Your honour is besmirched; vou feel unworthy
1o be the Shogun's champion. Sublracl 2 from your
Tonour. Night is falling and you try to find a dry
zpot in the woods to sleep. Turn lo 371
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e i 4
The exit tunnel curls uvpward until you czn see a
small circle of light ahead from a cave entrance
uder a rowky everhang on a hillside. The hill slopes
down into a shallow valley with a road running itc
length. 1t is the main road. You must follow it north
to reach Onikaru and ikirn, Turn 1o 386,

223

The willow-leaf arrow whistles through the air and
buries itself in the youth’s side: he screams and
doubles up in agony. One of the charcoal-bumers
tries to grab a stave, but two others restrain him and
the eldest of them throws himself at your feet,
imploring you not to kill his son. Looking up and
secing vour stern countenance, he offers totake you
tor a village where you may pass the night salely.
Will vou command him to fake vou o the village
{turn tn 253), or walk on alone {furn to 195)7

223
You aim and fre. If you are successful, vou may
deduct the total damage-value of vour ammow from
the liger's sTAMINA of 12, You have the chance o
fire three arrosys before it is upon you- You must
Light il now.

SABRE-TOOTHED
TIGER SEILL 10

U vou win, there is nothing more here, so vou step
back through the door to the Hub. Reburn fo 8 and

STAMINA T

e bl

choose again, but not an option vou have already
tried.

215
The irident catches in a low branch and you are able
to make sood your escape. Turen to 245,

226
You draw and fire: the armow skewers his neck. He
throws up his arms and falls dead. (You will not be
able to retrieve this arrow, so oross off a villow-leaf
arrow from your Advenlure Sheetl) Now Test your
Luck. If you are Lucky, tum to 216. If you are
Unlucky, tum fo 202, -
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I'he road nims down to the river's edge at a ford.
You can see, running to the other bank just below
the surface, a pier of rock, over which the river
pours like a weir. Below the weir the water is white
and frothy; above it is still, deep and green. The pier
i tem feel wide and covered in green slime. Will you
cross near the frothing white water (tum to z13) or
near the green depths upstream (lurn to 201)?
Otherwise you may plunge in above the weir and
swim (fum to 193)-



228—230

228

You throw the carved rod n the path of the toad-
thing. Suddenly a great Serpent Tears in s place
and Graalsch, the 1oad Demon, hesitates in fear for
amoment, The serpent’s greal coils wnithe forwand
and eovelop the toad in a grip of steel, ever tighten-
ing, its fanged head continually diving at Graalsch's
trappued budy and biting into it. The Toad Demon
wails homibly as the life is crushed and tom out of it
When its work is done, the scrpent fades mio
nothingness, asif it had slithered away to another
planc. Remowve its name from your list of zllies on
vour Adnemture Sheef.

['he [ai-Omi bellows in rage, "K'k, slay the man-
thing!” And the Mants Demon scuttles forward. Tf
vou are now withoutallies, lurn to 266, Otherwise,
which ally will you send against it {(use only those
still noted om your Adzeninre Sheet):

The Ki-Rin? Tumn fo =78
The Fhuenix? Turn o320
Eleanor the Enchantrees? Tum to 330

221}
The water rises [aster and faster and still he bul-
rushes march on across the featureless expanse of
fen. Yeou are forced to swim, but after swimming
many miles you are vitery exhausted and sk
gquictly beneath the surface to dnnwn.

230
You run into the palace and dewn a long comdor

231

and soom find vourself Tost in a maze of corridors
and rooms, mostly emply except for servants and
slaves, who stare at you in amazement, On round-
ing a corner you are greeted by a sight that canses
you i stop dead in vour fracks. You have almost
bumped into Lord Tsietsin himself, waddling down
the corridor, a Samurai at sither side. Tord Tsietsin
i=a large fat man with great blubbery jaws and a face
wreathed in fal. Two pig-like eves flare in outrage.
He wears a voluminous kimono, bedecked with an
snormous Tobe, adorned with gold leaf. He is quite
openly wearing the hat indicating the title of Sho-
ZU.

Isietsin gasps in fear as he recognizes vou, sivmals
to his guards and fumbers away, The Samurai draw
their blades, bow and then rush to the attack.

."_':{I:I"[h'J'LE darts forwrard and ETEAEEs one. You must
fight the other.

ITSIETSINGG
BODYGUARD SKILL G

Il you win, turn to 354.

STAMIMAR

f 43T
Unfortunately you have no brimstone with which
¥ou can attzck or svare the monsters, They are
orcng vou back to the river-bank. Your sword
flashes through the air, creating the illusion of
magical barrer of blades, but at last one of Lthe
creafures gets through vour guard. Yoo are knocked
o the ground and dragged into the river. You have



232-234

fallen inlo the dutches of the Kappa, from which
there is no cscape-

232

With two swift and accurate shots vou have killed
both Shikome, who slump silently before the Eajacf
gales, Muoichi's jaw drops in amu.f-:;ment. 5@
il vou are truly a master of the Way of the Bow
and the Sword, my lord? This time you can detect
no sarcasm in his veice. Chuickly yon race into fhe
palace as quietly as possible, into o maze of cmply
corriclors and rooms, Tuarn o230,

=33
The scaly green monster's vellow eyes ghnt with
evil intelligencs as you unsheathe yoor Sword and
lake a pace back from the green depihs. If you have
the skill of Tatjutsu, twm to 357, Ctherwise if pro-
duces a strong net from below the surface wilh
which il tries to trap vour sword just 25 you lunge-
Kol bwer dice and add 2 Lo the score because you
may lose your footing on the treacherous slime. If
wou score less than vour sk, turn lo 1. If vou
siore oqual to or higher than Four S&ILL, tom to

117-

34
You put the ancient horn to your lips and b?m-: an
car-shattering blast that cchoes across the plain. The
Huer stops abroptly, Then it pads slowly towards
vou, in an attitude of coriosity rather than hanger.

<35=237

It 15 as tall 25 you are, but all it docs is lick your face
alfectionately. You get the impression it Lhinks you
are somebody else, presumably the orgimal owner
of the hom. But all that is lost in legend. For now
you know it will be waiting to aid you at the Place of
Battle. Nofe this on vour Adventure Sheel, The tiger
looks at vou with unmnaturally intellipent BYES A5 VOU
step back through the door to the Hub, Keturn to 8
and choose again, but nob an option vou have
already tried .

235
Singing Death cuts into Tkine's side and he hisses
with pain. A jageed boll of lightning leaps [rom Ehe
sword blade and into Tkima's cowled face. Thereisan
almighty thunderclap, the black munesword dis-
Appears and Lkiru iz destroved utterly. No vestige of
his being remains in the chamber. Turn to goo.

236
The bow-shots arcaccurate and deadly. In the space
of & few seconds you have slain the two Shikome,
without a sound. Yoo sprint forward and into the
palace — there is no mMe 10 recover Your arrows.
Turm toxg8,

23F
The journey through the Longhills is easy and with-
in fwo days you reach the valley of one of the
mbutaries of the great Hiang-Kiang river. The air is
alive with the twittering of song-thrushes as you
walk downarolling green hillside toswwards the river.



238-239

There is a road with white-topped milestones at
intervals that runs straight tinvands the mver and
vou decide o follow it. Tum to 227.

238
Yoo step forward, driaw your sword and hack off the
villainous Samurai’s head in one Auid motion. Ttis
all hie deserved for betraying the Shogun and tum-
ing to a life of buming and killing.” the headman
savs. The other villagers thank vou for meting out
their idea of justice and they give vou another gifi —
six Gold Pieces. Alter a small celebration you take
vir leave and head back to the main road. Tum

bo 24,

239

The bowel-raker whistles through the air and buries
itself in the youth's side. He screams and doubles
up in agony then coughs and bwvitches spasmodical-
lv. The wickedly barbed arrow has wounded him
badly and he scrabbles at the shaft in an effort to
drag the cuel head from his flesh. One of his fhends
bends to help and the poor youth screams homibly
ajain as the head is jerked free. A torrent of blood
llows {rom the paping wound. The barbs are de-
sigmed to prevent easy extrachon of the arrow and
they have severed vital arteries. The voung lad dies
in a pool of blood and there are crics of rage from the
other charcoal-burners, One drags the moistened
turf off ome of the mounds, lethng out billowing
smoke and flames, others seize staves, meaning fo
du battle. Will you flee (furn to 2640) or fighd {iurn o
2817

230—241

240

The ammow whistles past 2 Samurai’'s neck. He jumps
up in surprise. You try lo duck out of sight, but he
spots you and cries a wamming. Several of the traitor-
ous Samurai torm at his shout and three of them
spring towards vou. One recognizes you and sa Vs,
The Shogun's — sorry, the sx-Shogun’s champion,

Kill the mangy, flea-ridden goat!’ Thev come at you
m a rush, wildly brandishing their swords. You
must fight them all at once, Tf vou have the skill of
Karumijutsu, you may subtract 1 from all their
Attack Rolls for this combat only, as you jump and
leap over them, trying to dodge their blows.

SEILI. STAMINA
FrstSAMURAT & 7
Cecond SAMURAL B 8
Third SAMURAT F &

If you kill all three of them, iurn bo 154,

241

Cinsel grins murderously as his kalana hisses from
15 sheath. ‘The Shogun's champion. Strange Lhat
one 0 voung can be the Shogun's finest sword. Tt
must be that omly cowards and babes in arms are so
foolish as to pander to that broken reed Hasvkawa. T
challenge vou to single combat, to the death.’ He
knows that vou cannot let such insults pas

must Kill him. He is armed only with his’

vou have the skill of Tafjutsu and wish »

o 275, If yoo haye the skill of Kyur

use it, furn to 289, Otherwise b et



238—239

There is a road with white-topped milestones at
intervals that muns straight towards the miver and
you decide to follow it Turn fy 227,

238
Yo step forwand, draw your sivord and hack off the
villainous Samurai’s head in one fluid motion. ‘It is
all he deserved for betrayving the Shogon and fum-
ing 1o a life of buming and killing,” the headman
says. The other villagers thank vou for meting out
their idea of justice and they give vou another gift -
six Gold Pieces. Alter a small celebrabion vou fake
vour leave and head back to the main road. Tum

tozg.

239

The bowel-raker whistles through the air and buries
itself in the vouth’s side. He screams and doubles
up in agony then coughs and twitches spasmodical-
ly. The wickedly barbed arrow has wounded him
badly and he scrabbles at the shaft in an effort to
drag the cruel head from his flesh. One of his fends
bends to help and the poor youth screams horibly
again as the head is jerked free. A torrent of blood
flows from the gaping wound. The barbs are de-
signed to prevent casy extraction of the arrow and
they have severed vital arteries. The young lad dies
in a pool of flood and there are cries af rage from the
other charcoal-burners. One drags the moistened
wirl off one of the mounds, letting out billknwang
smoke and flames, others seize staves, meaning fo
do battle. Will you flee (lurn to 26g) or Aght (furn to
281)7

240—241

240

The arrow whistles past a Samurai’s neck, He jumps
up in surprise. You Ly 1o duck out of sight, but he
spots you and ories a waming. Several of the traitor-
vus Samurai fm at his shout and three of them
spring towards you. One recognizes you and says,
The Shogun's — sorrv, the ex-Shogun's champion.
Kill the mangy, flea-ridden goat!” They come at vou
m 2 mush, wildly brandishing their swords. You
must fight them all at once. IF you have the skill of
Karumijutsu, vou may subtract 1 [rom all their
Atlack Rolls for this combat only, as you jump and
leap over them, trying to dodge their blows.

SKILL STAMINA
Fiest SAMLIR AT = T
Second SAMURAIL & 8
Third SAMITEAT 7 i

If you Kill all three of them, turn Lo 154-

231

Ginsei grins muorderously as his katana hisses from
it sheath. “The Shogun’s champion. Strange that
ONE 20 Foung can be the Shopun's finest sword. It
must be that only cowards and babes in arms are so
foolish as to pander to that broken reed Hasekawa. T
challenge vou to single combal, to the death.” He
knows that you cannot let such insults pass, You
must kill him. He is armed only with his katana_ 1f
¥ou have the skill of Iatjutsu and wish fo use it, tum
o 275- If you have the skill of Kyujutsu and wish to
use I, urn to 28g. Ctherwise tum to go1.



242—244

The animated skeletons are heaving themselves on
to the bridge. H you have the skill of Karumijubm
and wish to sprint forward and attempt to leap over
the undead Samurai lo the other 2ide of the nver,
turn o 26z IF not, or vou do neot wish to try it, the
skelelons charge at you. Turn to 358,

43
You dip the silver ewer into the ]'Ji:l-l:ﬁ] untilitis fullto

the brim and then close the lid. Nole it on vour
Adzeihure Sheet. Taking the chalice, von pour a drop
from the ewer and sip it carefully. Knowledse
lloeds your beings: fora moment it is as if vou were a
#od, for vou have partaken of the Walers of Know-
ledge. Add 1 o your LOCK for the knowledge of the
#ods, The Enchanted Garden begins lo spple all
around vou like a mirage and then it fades awav.
You find vourself standing on a goat-lrack at the
foot of a mountain, unmistekably one of the Shios'i
range, Tkiru's stronghold lies above, so you begin to
azcend. Turn to .

244
e of the arrows buaries 1self in one of the Shi-

kome's eves, killing it instantly; the other thwacks
nlo the palace wall. The remaining goard wails
fear and surprise and the alarm goes up. All hell
breaks lovse and the castle swarms with Sammuarai
and Shikome in seconds. You Lry to escape, butanc
goon spotted and are burned under a wave of atiacie-
ers. Moichi is slain out of hand, but they take you

245—245

prsoner, making gibes about the Shogun and his
champion as they do so - they plinty know who
you are. You are filled with sorrosy at the loss of
your loval retainer.

Youare unceremoniously Lhrown into a small cell in
the palace dungeon. The gaoler, a large beefy man
in a stained leather jerkin, says jeeringly, “You will
be =ken belore the Shogun Tsielsin on the mor-
mow.” He then slams the massive, iron-studded,
oaken door of the cell in your face,

You are alone. They have taken your swords, and it
is this rather than the cruel gibes and the indignity
of capture that fills you with shame. Lose 1 Flonour
point for their loss. There is nothing vou can do but
wait for the morning, so you lie down on the
wooden palletin the corner and go to sleep. Turn to
316,

245
There s no pursuil as you hastily leave the area of
the ford, but the Shogun's champion is supposed to
keep the ruads and river-crossings of the land open
and safe for the commem folk, You have failed in this
duly. Subtract 1 from vour Honour and turn to 263.

216
The greal serpent, wide as a tree, trics to bite off

your head. You have no choice but to fight it.
GREATSEEFENT SEILL1G STAMIMA 1O

If you win, turn to 27z,



247—248

237

The silver Samurai’s voice rings oul across the En-
chanted Garden: “You are without honour and no
Samurai-’ You are soun nearing the fwin sizfoes of
the demon and the caphive priestess. The mapician
appears again out of thinarand the two statoes, the
black-skinned, red-lusked demon and the pale-
skinned priestess come to lile. She knesls at your
feet imploring you to save her from the Fit of
Cremons, but her captor yanks the cham cuoelly and
she is pulled Lo the flogr. The demon throws the
chain at your head and speaks the words of the Spell
of Petrifaction. You are turned to stone in his place
and he is now free. You make a corious counter-
pointtathe fallen priestess whois now a slalue once
moere. Notuntil another brave advenfurer finds the
scarlet papoda will you taste hfe again.

245

Oine of the amows buries ilself in one of the Sh-
kome's eyes, killing it instantly; the other thevacks
into the palace wall. The remaining guard wails in
fear and surprise and the alarm goes up. All hell
breaks loose and the caslle swarms with Samural
arcl Shikome in seconds. You try to escape, butare
soon spotted and are buried under a wave of attack-
ers, They take you prisoner, making gibes about the
Shopun and his champion as they do so — they
plainly know who vou are.

You are unceremoniously thrown intia small cell in
the palace dungeon. The gacler, a large beefy man

40

in 2 slained leather jeckin, says jeecingly, “You will
be B2ken before the Shopun Tsietsin on the mor-
row.” He lhen slams the massive, iron-studded,
oetken door of the cell in your face.

You are alone. They have taken your swords and it
1= this rmther than the cuel gibes and the indignity
of capfure that fills you with shame, Lose 1 Honour
point for their loss. There 15 nothing voo can do but
wait for the momming, so you lie down on Lhe
wooden pallet in the cormer and go to sleep. Torn to
316

249
[he path you have taken into the Spider Fens sinks

graduzlly belosy the level of the marshes and lakes,
high walls of clay holding back the wakber from the
sunken path. You seem to be making good pro-
gress. You are neanng the soothern edee of the
Hizang-Kiang estuary. If vou wish to return to the
edge of the fen and choese another roote, tum back
o 17 and chooss again, If you wish lo conlinue (o
the cstuary, tom to 33.
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250
T cannot slay this Samurai in cold blood,” you say
loudly, and a cry of disappointment goes up from
the villagers. "But he should pay for his crime!” and
‘Revenge, revenge!” they showut.

[he caphve Samurai sits up in surprise and then
bows low before you and offers you his sword,
Thank you, my lord, My allegiance is to the Shogun
Fasskawa still in my heart, butTcould not say thus,
in the service of Tsietsin as 1 was. But now T re-
nounce the traitor Tsictsin and pledge my sword tn:u
¥ou, my lord. Take me as your loval companion.’
Will you take him with you {turn to 276), or, if you
think he is Iying, tell him to return to Tsictsin (turn
toy 26}

251
The brass kev is intricately decorated with carvings
of serpentine dragons, but there is no clue as to its
use. The parchment, however, is a map of the
Spider Fens beyond the Hiang-Kiang river. [l pur-
ports to show a safe route through that forsaken
land and there is a path leading to a scarlet seven-
fiered papoda. Yoo stuff key and parchment inside
your boot and explore the woods for a dry resting-
place. Tum to 371
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252
You acl inmediately. You grab your sword and
whip it from the scabbard and across the throat
of the first Shikome in one fluid mobon. It falls,
burbling horrbly, dead. The other steps back in
astonishment and you close in to the attack.

SHIKOME CUARD
If you win, turn to 280

SKILLE STAMINAT

253
The old charcoal-burner lakes you along a winding
track that leads to the vales of Kanshuro, where
wooded plateaux are riven by beautiful and peace-
ful clales which nestle unseen betwsen chiffs cut into
the lirnestone by the rivers which formed them. At
dusk you take a path down into the Vale of Tinshu
tir a snall and picluresque village. You luen to the
old man toask its name, but he has Zllen fo the
ground. You try lo rouse him, bui his heart has
stopped. TTe 15 dead. Tum to 5.

=54

You will have lo face il alone. The toad lcaps for-
ward and a mighty battle ensues. You manage to
slay Graalsch the load, and even the mantis, but at
the end vou are too weak. The Bronze Man comes
forward and lears yvou limb from limb, while the
Dai-Oni laughs mockingly. Your adventure ends
here,

255—250

255

You drop your shoulder and harge inlo one of the
mwnsters, then knock it off balance with the Fal ol
vour sword. A shower of water pours from the
hollow basin in the top of its head. Tt clutches ils
caws to its head, makes a sound as if iE were
choking or drowning and dives back into the river.
Realizing they use the pool of water on lop of their

heads to breathe, vou concentrate om knocking
them otf balance so thal the water i i5 shad. They are
forced fo tetreat to the fver and vou are left stand-
ing on the bank, tired bul victortous, Turn to 303

256
You shout an order to Moichi. The Shikome start in
sirprise and you both fall upon them. You muost
herht tweo, while Moichi deals with the other-

2 LHKILL STAMIMNA
rist SHIKDOME B Q
Second STTTROBAE rr ]

¢

If you have killed them within nine rounds of cim-
o=k, turn fo 336, Otheowise furn o 218,
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257
The irident’s tines bury themselves in vour back. I

YU are wearing armour, tum o 67. If not, tum o
35

256
What will you do? Try to touch the serpent with an
antler, if you have one (turn to 290}7 Blow a hom, if
you haveone (tuen to 318)7 Or fry touse the Phoenix
Rubyin some way, if vou have it {turn to 328)7 If vouo
have none of these items, tumm to z46.

259

The Groundhog moves surprisingly quickly on it
powerful short legs, but you reach the crest betore it
and look down upon a breathtaking pancrama. The
wreat plain of the lower Tiang-Fiang River lies
belowy you; in the distance is its delta amid the
Spider Fens of Kumo. The Spider Fens are lost
beneath a pall of mist. Knowing that to detour
around the enormous delta would take weeks, you
set out down the gentle slope of the valley, leaving
the Groundhog behind. Tum to17.

zbo
The cowled figore is unconcerned: he laughs and
sestures again. Anecther formless shape of misty
blackness rises from the pit It forms inle a
shadowy semblance of yourself, a sight that Alls you
with fear. But it does not atlack vou. Instead it
reaches into your mind and offers you power,
wealth, fame, kingdoms to rule, history to write.

261—263

“All these can be yvours if you will omly swear alle-
giance to Ikiru, vour master.” it whispers in vour
mind. You fesl a temible compulsion to give in, the
temptation is <o greal; you begin to thirst lor power
and wealth. If your Tlonour is 5 or more, fum to 27
Ifit is less than 5, buen Lo 324,

261
Teeming tain obsoures your vision as you cimb
towards the low hill. The water-level is rising
guickhy: yoo might well have drowned if you had
not laken this path. As the ground slopes up and
vou leave the nsing waters behind, you notice that
zll the creatures of the swamp - rals, marsh sala-
manders and even a gant dragon-newt which
seems oo scared to conlemplate pobbling you up -
are racing howards the same patch of high sround B

escape the food. Turn Lo 149,

262
You run forward and leap high mito the air. Test your
Luck. If you are Lucky, tuen to 286, 1 vou are
Linhackoy, b b0 334

263
Tt is not long belore new dangers take vour mind off
those past. Beyvond the valleyv of the upper [Tiang-
Eiang River lies a ridge of slale that culs the skyline
ke a saw. Yoo are nearing the top of this when the
whole shelll of slate upon which you are standing
bregins o fremble: It feels like an earthyoake, as if
the whole of Hachiman has turned to jelly. There is
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alow cave near by, You could crawlundemeath the
vverhanging rock {turn Lo 205). If you dedde instead
te lie prone where youo are, turm to 103-

264
You send the man away, The villagers thank yvou for
saving them, but many of them add, ButTwish you
had had the sense to slay that black-hearted, dis-
honourable Samurai * After a small celebration. you
take your leave and head back lo the main moad.
Tum to 2.

265
Yoo dash towards the cave, but the Groundhog
infercepls you. You must fiyrht it

GEOUNDHOG SKILLE STAMIMNA 22

If you win, you may enter the cave (turn to 353).

zbb
The Mantic Demon K'fllk hurmies towards you, its
forelers raised to strike. You must fight the Mantis
Demon but, because of iks chiinous armour, your
blows will only do 1 point of sTaMixa damage if
you hit it (this can be increased o 2 with 2 Luck
eoll).

MANTIS DEMOMN
Tf your svin, tuen to 346.

SEILL 8 STAMIKA 1D

267
As soon as you put down the key, your one good

268269

eve stops its roaming, so you decide to explore the
woods for a drv resting-place. You may restore 1
SKILL point. Torm o 371

268
You launch desperately into the attack, knowing
they are about to do the same. Within seconds vou
have slain one, but the other begins to howl wildly
in fear. In moments the castle is swarming with
Samurai and Shikome. You Lry to escape, but are
s00n spotled and are buried under a wave of attack-
ers. They fzke vou prisoner, making gibes about the
Shogun and his champion as they do so - they
plainly know who you are.

You are unceremoniously thrown into a small cell in
the palace dungeon. The gaoler, a large beefy man
in a skained leather jerkin, savs jeenngly, TYou will
be taken before the Shogun Tsietsin on the mor-
row.” He then zslams the mascive, iron-shudded,
gaken door of the cell in your face,

You are alone. They have laken your swords, and it
is this rather than the cruel gibes and the indigniby
of capiure that flls you with shame. Lose 1 Honour
point for their loss. There is nothing vou can do bul
wait for the moming. so you lie down on the
wooden pallet in the cotner and go to sleep. Turn Lo

316,

2bg
Howls of derision flvat down the breeze as vou
hashily put as much distance as vou can betwesn



a7

vourself and the peasants. 1t is only when vou slow
down through lack of breath that the ignoming of
having fled when you should have been profecting
the honoue of the Shogun hits you. If you carry onin
this manmner vou will be ulledy without honour and
no longer a Samurai. Sublract 2 from your Honour
and contimie om your way. Turn 1o 195-

270
A lerrible thing happens. Out of the body of the
Drai-Oni, a spectral shape coalesces, a ghostly fomm
of the demon, with insubstantial taloned hands. Iris
a Shura, or warmior ghosi, the spirt of the [a1-Oni
come Lo avenge its death.

You must fighl the Shura, When it hits you, you lose
5TAMINA in the normal way, bul there are nao
wounds; it is draining vour strength.

STIITR A STAMINAR

SKILLQ

livouwin, the Shura simply fades away. Tum fo7é.

271-274

a7

The Legion of the Seventh Seal were the honour
zuard of the first Shozun. Their like as warriors has
never been seen again. They were wiped out when
they refused to surrender o a force ten times Lheir
size five hundred wears ago. The amour is of
archaic desizn but the highest quality. A you prise
it free from the rock, the chalcedony flowers break
inlocrystal drops with a Hnkling crash, then YVOLLACE
struck a heavy blow from behind, Tose 35ramina
points. If you are still alive, vou decide bo quit the
chamber as quickly as possible. Tum ko 375,

p L

Ihe dead serpent sinks slowly into the mire. Some
sleek submerged predator slams into the carcass
and begins to consume it as vou walch. There is
nuthing else of interest, so you decde to return to
the Hub. Heturn to 8 and choose again, but vou
carmot choose an option you have already tried.

273

Iheledee is now cracked and has subsided in parts,
makmg the going difficult. At last vou come to a
smoolh arca where ¥ou decide 1o eal. As youl are
resching info your hackpar_‘k the pround starts to
tremble once more. There 15 another cave near by,
Will vou tun inko 1t (huorn fo 32g), ot lie prone again
{turn to 38517

274
The Shadow Demon lunges ab you. You swing



275—276

Singing Death in a great two-handed cut. As the
sword connects, it gives a single pulse of blazing
white light. The Demon howls in agony — a distant
laint wail — and its shadowy substance is burst
asunder, shards of blackness flying apart untl
nothing 15 left. Turn to z12.

275
Ginsei advances, legs bowed, with Lhe tip of his
sword angled towards vour throat. You step for-
ward to meet him-in single combat, leaving the
drawing of your sword so late that he s convinced
he has the advantage, Then you draw Lhe blade and
strike in one fluid motion, faster than the strke of 2
cobra, For all your speed, Ginsei too is guick, and he
half parries the cut that would have sent his head
tumbling from his shoulders, taking the blow in-
stead on his sword-arm. You have wounded him
and reduoced his s ki1 by vour sudden strike. Blood
runs down over the hilt of his Katana. Now fighton.

GINSEI THE RONIN  skring STAMINA 14

If you win, tum to 3g9.

276
Thank you, my lord. You will not regretit,” he savs
guickly. The villagers begin to disperse, darkly maut-
tering things like “They're all the same! As you head
back to the main road, he tells vou his name is
Yomitsume Moichi, and that vou can czll him
Muoichi.

277

You travel north, your Samurai retainer chalting,
meessantly about his family and his life history, su
miuch o that you bepn to regret vour decision. Al
Lt be falls silent when you rownd a Iew hill fu see o
fortified castle about half a league from the road. ‘Lt
15 the foriress of Lord Isielsin the traitor, my lord,”
savs Mo quietly. Will you press on with vour
mission (fum to 288), or decide that the honour of
the Shogun must be upheld and try to enter the
c2stle and slay the fraitor (tuen Lo 300)7

277

You caper up and down, making strange zounds
and gestures, but the scaly green monsbers are
onimpressed. They are forcng vou back Lo the
dver-bank, Your sword flashes through the air, as a
magical barrier nf blades surrounded VoL, bulallast
one of the creatures gets through your guard. You
are knocked te the ground and dragped inlo the
river. You have fallen into the clutehes of the Kappa,
from which there is no escape.
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278

The Ki-Rin takes to the air, its hoofs flashing with
fire. As it swoops to the attack, the Mantis Demon
waits stock-shll. At the last moment, 1t head lashes
forward with blinding speed and biles off the head
of the Ki-Rin, whose decapitated body falls out of
the sky and then fades oul of existence as if it had
never been., Remove its name from the hst of your
allies on your Advenivre Sheel. The Mantis Demon
barely pauses before scutthng towards you. I vow
are now withoul allies, tum to 266, Uthenwise
which ally will vou commit now (use only those
listed on your Aidveniure Sheet):

The Tatsu? Tirn bo 2oy
The Golden Company? Turn o 304
The Phoenix? Torm bo 320
Eleanor the Enchantress? Turmn tor 330

279

The path winds tortuously on and the rain becomes
torrential. After a time the water-level begins to rise
rapidly until you are knee-deep in water and the
route the path takes can only be guessed by traong
lines between the sceawny bulrushes that grow up
on either side of it. Will vou forge on {fum to 22g), or
try to find the route that leads o the low hill you
recently passed (fum to181)?

280
Yoo step over the bodies of the Shikome guards and
into the palace, Turn to 158

zH1—2382

2B1

You place your back against a tree, as a cloud of
smoke obscures your vision and causes vou o
congh hombly and your eyves to smart. You force
them open as two of the charcoal-burmers attack.
They have gained the mitiabive and can attack bwice
in a row before you can strike back, Your first bwo
Attack Rolls count omly as attempts to parry: you do
not inflict any loss of sTamMiNa if vou svin,

SKILL STAMINA

Frst

CHARCOAL-BURMER 3] 10
Second

CHARCOAL-BURMER rl g

If you kill the first of your abtackers without being
hurt yourself, turn to 347. If vou have been wound-
ed by their staves by the time you have killed one of
them, m to 365.

2Bz
He opens the door and walks towards where you lie
huddled on the pallet. He leans over you. Suddenly
you bwist around and drive vour fistat him. Herecls
back in surprise. You must fight the gaoler, but
deduct 2 from your sk11 a5 you do not have your
swinds.

GAOLER SKILLY STAMINAR

If you kill the gaoler in four combat rounds or less,
turn to 308. If it fakes five or more rounds, turn to

332
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283
Your feet slide across the slime and you are on the
brink of disaster when ome ol vour feet catches
against the shell of a giant water- tnail and vou
resain vour balance so that you can teeter to the far
bhank, just as anuther of LI‘IE' scaly grecn monsters
rises from the depths. Turn to 207,

283
You gather yourlegs beneath you and leap high into
ihe air, Lthe vears of training in this art enabling vou
tor achieve heights many think impossible. 1tis just
enouph loryou to catch at the batllements and, like
a shade, you slide over the wall into the caste.
(Quickly you hide behind a stable,

Arross the castle courtyard is a square stone keep,
with pagoda-like rools and carved gables, the palace
of Lord Tsietsin. But it is the two palace guards
fanking the doors thal really draw vour aiiention.
They are Shikome, vile humanoid beings, but hairy
as apes, and with claws, [angs and hormible snouted
faces. They are dressed in dirty and tattered imita-
tions of Samurai armour, although their weapons
seem in excellent condition. The presence of Shi-
kome can only mean that Tsietsin is in league with
lkirel, Master of Shadows. Tsielsin will be n the
palace, and it seems even more imporiant than
before 1o slay him.

When it is late evening, you dedde o act. If yoo
have the skill uf Kyujulsu, vou can trv to kill both
the ruards as swiftly as possible wilh two single

285

bow-shots (furn to 46). I vou cannot, or do net svish
touse Lhis skill, vou can walk casually towards them
and then suddenly attack (turn to 64), walk forward
and say vou have an important message for Lord
Tswetsm {hom to 84) or simply stride forward as
authoritatively as possible, salute and walk into the
palace asif they were notl there (turn to 100,

285
The track you have taken winds tortuously through
the mire mmiil you have lost all sense of direction, Tf
vou wish to return to the edges of the fen and
choose another route, go back to 17. If instead vou
forge ahead, turn to 30q. :
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2B6

You fly over the undead wamior and land nimbly on
thie other side. The sky iz suddenly lghter. Tuming
around you see to your surprise that the Samurai 1=
na longer there, nor are the skelelal warriors. The
river flows cleanly and is untzinted. Leaves swirl
about the bridie in g solt breeze. You decide nol to
linger, 50 ¥ou continue on the road. Tum o33

2By

You cannonin your blindness into the doorpost, but
the feel of soft turt underfoot and the wind on yoor
check confirm that vou have made il out of the
hovel. After a few minutes, dormng which vou done
more than misk a dozen lallering sleps, one of your
eves pops back into place. You can see agam, but
with only une cye you cannol co-ordinate your
sword-strokes, and at fimes your good cye nolls
around atrandom making you virtually blind again.
Subtract 2 from your k111, If vou wish toleave the
key and the parchment which brought such bad
luclk, turn to 267. If you scrutinize them as best vou
T, turnotoraga.

You confmue on yvour way, and Moichi's miood
lightens. He keeps talking and, although irritating,
he seems a simple fellow who honourably follows
the Way of Bushido closely. Presently the road
wurves between two steep, wooded hills, and you
and Moichi walk on through the pleasant valley,
Test your Luck. IF vou are Lucky, tum to 106, If you
afe mot, et 12340,

28g

As Gimsel advances, lews bowed, his sword-tip
angled towards your throat, yvou notch an arrow to
vour bow and let Av. Ginsei’s Blade is a blur of
motion as he cuts the armosr in bwo, knocking the
head aside just before it pierces him. He socers
malevolently. 'So you light like an ashigars, a
peasant soldier. T care nothing for your undechand
tricks.” You have used your bow against a man
armed only with a sword whe has challenged youto
single combat. You are dishonoured by vour unfair
action. Subtract 1 from vour Honour. Tum B jo1.



2q0

290

The serpent’s head arcs down towards yoo, but vou
dodge aside and rap it smartly with the antler. The
effect is startling. A pulse of magical energy fAows
through you. The serpent and the antler abruptly
disapprear in a flash of blue light. In their place hiesa
thin rod of dark wood. Around it writhes a stylized
serpent, carved into the wood. Yoo pick it up -
power Hows through it - and pocket it. Nole it on
your Adwemture Sheet. You orn and step through the
door, back to the Hub. Return to8and choose again,
but you cannot chomse an option you have tried
already.

291202

201
Your sword has been making no impression on the
steely silver skin of the Samurai. Your brow drips
with sweat. If you wish to flee and fry to take the
palth which leads to the statues of the pricstess and
the demon, turn o 247, If you refuse to let your
honour be tarnished through flight, turn to Ba.

292
You must fght the Dai-Oni. Whenever it hits Yo,
vou lose 2 sTAMIN A points asin normal combat, but
also roll one extira die: if the result is 1 or 2, tum to
g0; if the resultis 3 or 4, tum to 102; if the result iz 5

o &, torn bo 118,
DAT-ONI SEILL 1D STAMINA [O

If you win, turmn to 74
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293

As you stride forward menacingly, several of the
peasants break and flee deep into the woods. Secing
that they have been deserted by their comrades, the
others throw down their staves and follow suit. If
vou feel that vou have done enough to protect the
good name of your lord, you may continue on your
way [fom to 195). If vou are determined to teach
them a lesson, torm ko 331.-

294
1he Tatsu gallops into the air and dives straight at
K'rllk. Just as the Mantis Demon trears back Lo strike,
the Tatsu breathes a stream of flame from its mouth
that engulls the Mantis Demon, which burns like
straw and is reduced to ashes within seconds. The
Tzisu turns to you, Tarewell, manling, and pood
fortune: T must leave vou now.” With that it rides
away into the skies. The ghostly crowd seems (o
applaud as if from a great distance. The Dai-Oni is
almost apoplectic with ragpe.

‘Kill, Gargantus, killl' he screams, and the huge
bromze goat-man lumbers forward. If you are now
without allies, turm to 364 Otherwise which ally will
vou commit now [use only those listed on your
Adventure Skeet): the Ki-Rin (turn to 38z2), or the
Colden Company (turn to 108)7

e
3
s b
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205
As yvou reach the cresk, a vast panorama opens up.
The great valley of the lower Tiang-Kiang River hes
helow vou, In the distance lies its delta amid the
Spider Fens of Kumo. The Spider Fens are lost in a
pall of mist. Knowing that Lo detour around the
enormons delta would lake weeks, vou setoff down
the rentle slope of the valley. Turn toaz.

296

He ignoTes your IMoans of pain and moves on,
waking other prisuoners, sliding black bread and
slale water through (laps in the doors. Presently he
returns and opens vour cell door. But this iime he
has three soldiers with him. Will ¥vou pretend to
have beenwounded and then suddenly attack them
{buarm to 370); ur pretend to have beenwounded and,
whei they have taken you out of the cell, grab a
weapon and try Lo run away (turn o 380)7

2.

Yo take up a defensive position near the far bank of
the river, as several more of the scaly green mons-
ters rise dripping from the depths and converge on
o Tf you have the skill of Karumijutsu and wish 1o
try to leap over their heads to safety, tum to 35. I
vou decide to stand vour ground and fight it oul,
turn to 13, Il instead you surrender, fum 1o 3.

208
You skirt the pil and walk towards the throne,
holding Singing Death in front of you. Asyou near

2499

it, the shadows fall back, unable to resist the powoer
af the sword. Thoze that stray foo cloze are instantly
vaporized by its touch. Turn toxz1.

2499

Inside, the scarlet pagoda is clean but bare, except
tor a murror in a screen before you. You reach
forward to touch it and it seems to absorb first your
hand and then the whole of vou. Before you know
what is happening vou are standing in the most
beauliful garden you have ever seen. Atits cenltre is
are ornamental pond into which bubbles a crystal
clear spring. Several winding paths lead from the
point where vou stand to the pond but the maost
interesting thing aboul the garden apart from the
Howers and climbers, which are a riot of colour, are
the slaties. .

Thereare five magnilicent statues in all, The nearest
ane on the left is of a silver Samurai; the nearest on
the right comprises a young priesless knecling




300

down with a termible demon behind her, who holds
a chain that is fastened around her neck. She is
marked with a dragunfly tattoo on her bared shoul-
der. Separate paths lead to these stathues and,
beyond them, are two stll more fcarsome slone
colossi, One is of Hammurabi, the Lord of Fhes,
the form of a @igantc dragonfly. The other is of the
dreaded Sea Dragon, which rises from its pedesizl
like & waterspout. Turn to 137,

500
Gain 1 Honmour point for your brave dedson.
foichi’s face falls when vou tell him, but then he
says, "Well, my lord, T suppose that is the honour-
able thing to do. I know a hidden postern gate at the
rear of the castle and the password — we can gam
cotrance there with ease, i vou will allow this
humble warrior to lead such a one as you, O mizhty
lord. He bows low. You cannot quite tell whetheror
not Moichi is being sarcastic in his praise of vou, but
you tell him to lead on anyway. He smiles roughly
and leads vou by a roundabout route to the rear of
the castle where it nestles against the foothills of the
southern Shios'ti Mountains. You wait until mght-
fall before approaching the hidden gate. Moichi
walks up to a section of the wall and knocks onit A
slat opensand tworeyes, glittering in the moonlight,
stare out, ‘Who goes there?’ a voice hisses. Tis 1,
Muoichi. We have returned from a night patrol on
Lord 'I'sielsin’s personal orders. The password is
“Cherry Blossom™. " With that, the door slides open,

301-302
allowing you and Moichi to step in. Withouta word,

vou drive vour fist into the surprised guard's [ace,
The guard falls without a sound. Tuen to 136.

307
Gmsei advances, legs bowed, with the tip of his
sword angled towards your throal. You meet him in
single combal.
GINSEITHERONIN  sSKitL1o  STAMINA 16

If you win, tomn to 309,

302
You st fight them both.

SKILT STAMINA
First SAMURAL 7 4
Second SAMURALI B s

If wou kill them both, turn to 310.
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303

Both of your eyes roll up inte your head, making
you completely blind; then one rolls back into place
and vou can make cut a large brass key beneath the
puppet and some creased and greasy parchment.
'l'aking both key and parchment, vou throw the box
vutside and feel yoursvay to the door of the hovel as
vour eves roll up into your head once more, Tum to
287

Jag
The knights of the Golden Company utter a baftle-

cry and charge forward with military precsion.
However, their weapons, straigh! swords and
maces, make little impression on the chibinous
armeur of the Mantis Demon. K'ellk lays abount ifself
with ferocious accuracy, each super-fast dart of its
head biting a knisht in two. Wilthin moments they
are all dead. You stand aghastatits homble power.
Remove the knights from the list of allies on vour

dueitiore Sheel, Krllk fumns upon vou and scutiles
forward. TF you are now withoui allies, turn to 266.
Otherwise which ally wdll you commit now {use
only those listed on your Adpepiure Sheef): the Tatso
{lurn 10 294) or the Ki-Rin {(tum tn 278)7

305
You have slain the Groundhog. You iy on the
armour: it is a good fil, and vou may add 1 fo your
sg1LL while wearing it. There is nothing else here,
so you climb to the crest to see what hies beyond.
Turn b 2g5.

306

306

A troop of fifteen riders appears on the road ahead
of you. They are wearing blue and green lacquerad
battle armour and you recogmize the spmbol cmbla-
zoned on a banner one of them bears, They are
Samural of Lord Tsietsin. At the sight of you, they
spur their horses into a charge, one of them shout-
g, “It's the Shugun’s lackey  take him!” There is
nowhere torun to and soon they are upon vou, You
stuggle mightilv, slaving three ol them and
wounding several more, but there are toomany and
soom you are securely bound and steapped over a
horse's back. ‘Lord Tsielsin will be pleased swith this
liftle catch,” one of them quips,

They lake vou to the castle you passed on the road,
You are led into the courtyard, where many of Lord
Tsielsin’s Samurai retainers gather around to laugh
and mock vou. You are unceremoniously thrown
mito a small cell in the palace dungeon. The zaoler, a
barge beefy man in a stamed h*ather jerking says
Jeen.r'Lgb.- Fou will be taken before the Shopun
I'sictsin on the morrow . He then slams the mass
::‘:E*, ron-studded, ozken door of the cell in vour
A

You are alone. They have taken vour swords, and it
15 this rather than the cruel gibes and the indignity
of caplure that flls you with shame. Lose 1 Floneur
point for their loss. There is nothing vou can do but
wait for the moming, so vou lie down on the
wooden pallet in the corner and po to sleep, “T'urn Lo
316,
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The bravest of the charcoal-bumers, four ugh-
looking weather-beaten men, charge vou logether,
brandishing their staves. You must fight them, but
you wisely back up against a {ree, =0 thal only two
£an assail you at once.

SKILL STAMINA

First

CHARCOAL-BURENEER f Lo
Secnnd

CHARCOAL-BUENER 7 g

I wou kill the first of vour altackers wilhou! being
hurt, tum to 347, If you have been wounded by the
time vou have killed one of them, turn 1o 365.

308
Yorur last bloaw lays out the gaoler. Without hesitat-
ing, you run out of the cell. You are in 2 long,
cell-lined, torch-lit comidor that stretches into dark-
ness to left and right. Wil vou tuen left (luen to 3443
or right (tum to 336)7

309

Alter anolher hall a day, during which vou make
slow but steady progress, only occasionally shep-
ping off the path into the mire, it begins to rain. The
mist thins unkl a low hill in the middle of the fens s
eevealed a few miles to the east. A small path
diverges from the path yon are on towards it. Will
vou Lake the path that leads to the hill {lum to 261),
or press on (harn fo 27g)?

310—312

310
Sheathing vour blade, vou spring after Lord Tsict-
sin. Soon vou have caught up with him, just in time
to ses him ducking through a black and pold lac-
quercd door. You follow, and burst inko a large,
richly decorated room, with a black and gold lac-
quered chest in one corner. Tsictsin, gibbering in
fear, has raised a trap-door in one corner of the
room. When he sees that vou will reach him before
he can manoeuvre his vast bulk doswn it he {alls to
his knees before vou, Turn to 178,

i

You clamber on toa mossy mound near the far bank
of Lhe river as several more of the scaly jreen
momsters rise dripping from the depths and con-
verge on youo. If vou have the skill of Karumijutsu
and wish to ¥ to leap over their heads to salely,
turn i 35. If you decide to stand your ground and
fightitout, turm bo 13. Ifinstead yoo surrender, (urn
o 3.

312
You walk forward and cast the sword into the pil.
Tkiru leaps up and cries, "No, don’t.’ His voice is like
the rustle of leaves. As the sword disappears [rom
sighl, the hall begins to shudder. The shadows
around Ik begin @0 shred and break up, His
throne begins to crumble and a keening wind
ru=hes through the hall. It strikes Tkitu and begins o
rip him apart. Fle is scattered like chaff and des-
troyed. Fverything begins (o crumble about vouand



313

the pit falls in on itself, burying Singing Death. You
manage o escape the destruchon and although you
have slain Tkiru, Singing Death is forever lost in the
nether regions.

When yvou return to Konichi, the Shogun thanks
vou, but sinks into a grim depression. Withont
Singing Death, Hachiman begins to collapse as a
state, Rebel lords break away and barbarian raids
zoon become {ull-blown invasions, often allied (o
local rebel lords. It is in one of these campaigns that
vou are slain, trving to defend your nation. Butilis
all to no avail; Hachiman sinks into a new dark age,
and ultimalely vou have failed.

313

Your feverish tearing loosens the fastenings of each
piece of armour one by one, and they drifl inlo the
depths. At last you break the surface and throw
your swords to the edge of the pool before dimbing
out, Luckily the well-shall opens out on to 2 natural
waler-filled cave and there is a ledge just above the
water-level. By feeling around in the darkness you
locate a unmel which you decide to explore. Your
armour is lost in the deplhs of the pool: unil you
find another suit to fit youo, all weapons will do 4
STAMINA points of damage every fime youo are hitin
combal, instead of just 2. Tumn to 363.

Ty
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374
Will vou press on down the road and Fry to skirt past
Fsigtan’s home without being spotted (turn to 338),
ur decide that the honour of the Shogun must be
upheld and trv to get inko the castle and slay Lord
Tsietsin {tfum to 350)7

315
If you have the skill of Kyujutsu and wish (o try to
scare them off with a hu.tmﬂngbull:: arromw, tum to
21. Otherwise you try a swing with your sword as
the nearest of the monsters attacks. Turn to 53.

316

Thin arrows of sunlight penetrate your dark cell
from the small window the next day. You awake b
the sound of a rattle at your cell doar, Itis the gaoler.
‘Wake up, you dog,’ he cries. 'I shall be coming to
take vou to Tsietsin suon!’ Te is about to move on.
Will you moan loudly as Iif you were very ill or badly
wounded, hoping he will come in so that vou van
attack him (furn to 20), or wait until he retums (tum
bogo)?

317
The dyke runs for mile after mile, the product of an
ancient civiltsation that lived in the delta belore Lthe
etermal mists descended. After a while the map
direcis you to take a path that leads down Lo the
shore of the lake, where it forks. One fork leads to a
crescent of basalt stepping-stones, great hexagonal
columms of rock, a veritable giant's causeway that
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leads deep into the mist. The other leads into 2 peat
bog which is labelled on the map with a skuoll
transfixed by a sword, Will you brave the gianf's
causoway (turn to 133}, or the bog (tuen (o 2127)7 The
map suggests that the pagoda lies at the end of one
of thesae, but ik s not plain which.

318
The horn gives an ear-splithing blast, which echoes
through the miasmal swamp, but it is as if the
serpent has no ears at all. Tum to 236

319

A circle of ten of the most venerablelooking
peasants surround the well outside the headman’s
house. They part deferentially to allow you within
their crcle, and the headman, who carmies a nbbon
of office and the headman’s medal, invites you fo
stay with them untl their business 5 fAnished.
Then, surprsingly, they ignore you and go on
talking about village matters. Indeed, strangely
enough, they secm to be deciding whether or not to
stop planting crops altogether. The western sky is a
blaze of sunset red. Will you leave the village and
walk off into the sunset (fum e 11), or wait for them
to finish (furn to 158)72

20
The Phoenix takes to rheaair and horiles feands the
Mantis Dermon. Ak the last moment it halis, hover-
ing hefore KCrllk's threshing jaws. Just as the Mantis
Drernon rears back to strike, the Phoenix engulis

320

ifsell in golden flame. The Manlis cannot stop itself
thrusting fomward into the fire — and is instantly
consumed. Within seconds it is nothing but ash.
The Mhoenix mives a oy of toumph and then soars
skyward and away. Remove its name frony the list of
vour allies. The Dai-{ni 15 almast apoplectic with
Tage.

Bill, Cangantus, killl" he scoreams and the hope
brimze goat-man lnombers forward, TF vou are now
wilhout allies, fum ko 364 Otherwise which ally will
yvou commit now (use only those listed on your
Anveniure Sheet): the Fi-Rin (turn to 382) or Elcanor
the Enchantress (burn to 22)?
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321

You decline to meet the silver Samurai in single
combat. ‘Then you are a manwithout honour, lower
than a beast which was born without honour and
cannot be dishonoored. You deserve only dishon-
ourable death.” You have refused the tme-
honoured challenge of a Samurai to fight in the
name of your lord the Shogun. Subtract 2 from your
Honour. The silver Samurai steps forward to do
battle; the sun flashing off his skin almost dareles
YOLL

S5ILVER SAMURAI SE11.L 70 STAMINAIZ

1 oo hit him three times, turn to 2g1.

3z

The fraitor, Lord Tsietsin, is dead. The honour of
the Shopun and of Hachiman has been upheld.
Grain 1 Honour point for ridding the land of the evil
Lord Tsietsin, and for killing him in the middle of
his own castle. You look around the room. Mosth it
is tull of omate decoration, but the large chest
catches yourinterest. You quickly openit Insideisa
bag of 100 Gold Pieces, an arrow and an excellently
crafted suil of Samumai armour, obviously &0 small
for the overweight Tsietsin, You don the armour,
and find it is far superior to your own, especally
because it is made out of some unusually Lizht
metal. Gain 1 SKILL point.

l{ ¥ou have the skill of Kyujutsu, you recognize the
arrow as being cralled by the legendary master of

323

Kyujutsu, Tsunewara, wha is reputed to have hiad
magical powers, Il is letched with white eaurle
feathers_ It should have the power of dispelling evil
spints. Note it on your Advenlure Sheef.

Sudden sounds of shouting and the clash of
weapons come from outside, Tsietsin's men will be
here any minule. You dart down the open trap-door
and close it behind vou. Stairs lead down into
stvgian blackness. You carcfully descend: furn o
TI3.

323
You land on the edge of the pier of ook and then
helplessly roll into the frathing while waters below.
Unfortunately the scaly green monsters have placed
sharpened spikes just below the surface upon
which vou are now Impaled. Yourarmaour is pierced
in several places and vou Tose 5 sTamina points. L
you are still alive, you manage to drag vourself off
the spikes and are washed op on the far bank just
out of the clutches of two of the monsters. Tum o
T4,
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324
You succumb t its lure, “Power and wealth will be

mine,” you think to yourselt and vou fall on one
knee and offer your sword fo Thiro, saving, 1 am
your loyal slave, O master.” The demon he sum-
moned vanishes and lkirn laughs —a cound like the
rustling of leaves. You fool,” he whispers and
orders vou to kill yourself, You find that you cannot
resist his will and gash open your stomach, todicm
agtm'_-.-

325
Belore you can say a word, one of the Kappa throws
a trident from beneath the waters. Tes! yonr Luck. IF
youl are Lucky, turn to 367. U you are Unlucky, tum

1o 373,

326
Will you carry on down the road (furn to 362}, or pay
a visit to Lord Usietsin and ask him to help you in
sOme way ifurn to 376)7

2
The chest splinters as 'ifh?:ilt'i the floor and 2 small
metal object spins across the floor, but vou are
outside the hovel in a hwinkling and dedde to search
the woods for a dry resting-place. Youor eyes stop
rolling around in your head quite coon, but one of
them wanders about from time to ime, as1f you had
abad squint. Sometimes it rolls up into vour head so

328-330

that you can't see through it at all. Your swordplay
will suffer until the puppet dragon’s curse is lifted.
Subtract 1 from your sx1Lt, then turn to 371.

328
You hold up the ruby in front of it, but it akes no
notice and remnains intent on making vou its next
meal. Tum to246.

329

As 300 as you reach the cave the trembling stops,
but you decide to enter in case it had presaged a
more violent quake, You light a lorch and sepe that
the cave is In fact a small grotto filled with pink
chalcedony flowers, like a bed of coral. Lving on top
of the rock flowers is a magnificent suit of Jacquered
armour, a hitle dusty and mouldy but still resplen-
dentm the gold and blue colouns of the Tesion of the
Seventh Seal. Will you take the armour (turn to 271),
or leave straight away (burn to 375)7

330
Eleanor rushes forward. The Mantis Demon towers
above her, but she puts her hands together and
unleashes a ravening bolt of blue energy. However,
Incredibly, it coruscales against the Mantis's chiti-
nous armour and 15 deflected to fade into the air.
The Mantis whips ils head forward, bites into her
=nd gobbles her up horribly, Remove Eleanor's
name from the list of allies on your Adventure Sheet.
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KTk hardly hesitates; it scuttles towards wou. If
you are now without allics, lum to 266. Otherwisze
which ally will you commit now (use only thoss
lisled on vour Aduenture Sheel): the Phuoenix {Lurm to
32a) o1 the Ki-Rin (lun to =278)?

331

Brandishing your katana, you plunge into the wood
on the trail of the impudent vouth. He breaks cover
and sprints across a clearing in full view, butas vou
turn to follow a trap closes on your shin, splintening
Vour greaves and holding you fastina vice-like grip.
You fall heavily and stifle a groan. The frap is made
of iron: yon mmight die of thirst before managing to
extricale jm:ru.rself- Subtract 3 [rom your STAMINA
score, Tf you are still alive, will you cry out to the
charcoal-burners for help (fuen to 37) or he low and
wait {tum to 65)7

332
The sound of battle brings more guards and they
dash into the cell. One of them spears you in the
chest and the Blood bubbles up into vour longs. You
slump to the dirly foor of the cell, to drowmn in yvour
own blood.

333-336

333
The inident’s tines have pierced your armoie and
broken one of your ribs. Lose 2 sTaMina points, Tf
you are shll alive and wish to leave inunediately,
furn to 335. If you drag the trident vut of your flesh
and useit fo threaten the Kappa, while Living to talk
to them, tuen to 361

33
Youor leap did not take vou high enough. The un-
dead Samurai manages to catch your legs and bring
vou fombling to the ground. You spring to your
fest, but the skeletons surmound you now. Turn to

358,

335

There is no pursuit as vou leave the Kappa's ford
and it is not long before new dangers take your
mind off those past. Bevond the vallev of the upper
Hiang-Kianglies a nu:lg,e of slate that culs the skvline
like a saw. You are nearing the top of this when the
whole shelf of slate upon which vou are standing
begins to tremble. Ik feels ike an earthquake, as if
the whaole of Hachiman has turned to jelly, There is
a low cave near byv: vou could crawl underneath the
overhanging rock (tum to zo5). Ifvou decide instead
to lie proae where you are, turn to 103

336
Muichi is swounded, but has killed his cpponent.
You pause lor breath and Moichi grins at you happi-
by “Well fought, my ford. Ttis an honour to fight by
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wour side.” He bows obsequiously. ‘Encugh of this
veiled mockery,” vou reply. 'On to the heart of the
palacel’

You run down a long cormidor and soon find your-
colf lost in a maze of corndors and rooms, mostly
empty save furservanls and slaves, who starc at you
in amazement. You are rounding a corner when you
are prected by a sight that causes you o pull up
shortin surprise. You have bumped into Lord Tsiet-
sin himself, waddling down the comdor towards
voul, & Samurai at either side. Lord Tsietsinis alange
fat man with great blubbery jaws and a face
wreathed in fat. Twao pig-like eves fare af you in
outrage. He wears a volumineus kimoeno, adomed
with gold leaf. You notice thal he is quite openly
wearing the hat which indicates the office of Sho-
gun.

T'sielzin gasps in fear as he recognizes you, signals
t his smaards, furns around and lumbers away from
voul The Samurai draw therr blades, bow and dash
to the attack. Muoichi darts forward and engages
one. You must fght the other.

TSIETSIMS
GODYGUTARD SKILLG

sTAMINAR

U you win, b to 354-

337
The Groundheys is like a walking platform with a

broad back and eight stumpy legs. In the middle of
its back a hnge slit-like mouth has opened up and

335339

the edges, which have tumed upwards to all but
eovelop vou, have a line of fails with hard balls of
bone at the ends, like living mominge stars, You
draw yoor katana to give battle, but it will not be
easy. balanced precarivusly on the Groundhog's
back as vou are, Subtract 1 from vour sKILL score for
this batile only.

CREOEMDITIOE T STAMINA 32

H vou vam, vou goon loinvestigate the cave. Turn Lo
355:

333
You trudge on. The land is less cultivaled here,
wilder and more overgrown. Soon vou are fravel-
ling between bwo wooded hills through a shallow
valley. Testyour Luck, B vouare Lucky, turmto 386. 1
you an: Unlocky, tom o go06.

339

The winding path crosses many more and eventu-
ally has you completely lost in the mist. You pause
o fry to and gel vour bearings: then it begins ta rain,
even thowgh it is stll misty. Ik rains hard for Gvo
whaole days until the water-level has risen above
vour head. There s no escape from the SpiderFens.
You swim many miles, but die exhausted.

X ey
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40

The Ki-Rin gazes at :,'ni benevolently, filling you
with peace and tranguillity. “Your cause is a just
one, morlal, and you are a worthy choice for its
completion. You are of good heart. Because of this, 1
shall aid you. Iwill be at the Place of Ballle, to fight
with you against the Dai-Ond and his evil allies.” Iis
voice iz lovely to listen to. You are about to thank it
when it utters & wild cry and takes to the air, leaving
voualone, A door appears, hanging inthe air before
vent. You step through it and find yourself back in
the Hukb, surrounded by stars and the eight doors.
Maoke a note on your Adveriure Sheef that the Ki-Rin
ia your ally, Return to & and choose again, but you
cannot choose an option that you have alseady
tried.

341
The zilver Samurai steps forward to do battle. The
sun fashing on his skin almost dazzles you.

SILVER SAMURAT

I wvou hit him three dmes, furn to 201

SKILL 10 STAMINKATZ

342
You are away before the guards have reacted, but
when they see where you arc going they do not
chase after you. Soon you come to a room filled with
weapons, clothes and the like. In it vou find vour
swirds, but alen that Lhere is ne wav out. You ane
trapped. You dash back up the corridor, but already
there are moee than ten guards waiting for you.

HI-IH

They charge forward. You fight valiantly, slaying
s=veral in the dose confines of the corndor, tut at
last a spear thrust spills vour guts on Lo the dungeon
floor and ends vour life.

H3
The flimsy maberial weiphs next to n::rthj.n,g, i ol

stuff it into your pack before leaving the hut and
searching the woods fora dey resting-place, Turn to

s

You run lelt, past dank and stinking prison walls,
There is a shout from np ahead — *Hida, is that yon?

- and then a muffled curse and the sound of running
feet a guard s coming towards yvou. You try to hide
in the shadow of the corridor, but it is too light,
However, the sicht of vou takes him completely by
surprise, which allows vou fo sirike him hard. Tl
stagrens back, bot draws his sword and comes back
at you, his face a mask of rage and pain, You must
firht him, but subtract z from your SEILL as vou

have no swords.
GUAERD SEILLT STAMINADG

If oo wim, tomn o 88,
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345

Eyes smarting from the stinging gas which the
Forsaken One gives out when its flesh is plerced,
vou strugple on down the tunnel and, merdhully,
into fhe open air low on a hillside near the village Tt
secms the Rokuro-Kubi have stopped at the undead
corpse of the Forsaken One and yvou can escape their
village. Add 1 to your Lock [or surviving them, and
tum ta 3g7.

146

The Mantis Demon lies dead before vou, oozing
black ichor. The Dai-Oni angnly shouts, ‘Gargan-
lus, slay the morlal’” And the Bronze Man hambers
tonwvards you. Tum to 36

347

You seem impervious ta their blows, and when vou
have slain vne the others prostate themsclves at
vour feel, begging for mercy. You tell them that they
are: fonls to think they could harm the Shogun's
champion, The cldest tells you that if you spare him
b can showw pon to a village wherne you may pass the
night safely. Will vou tell him to lead on {fum to
179}, or demand that they swear an oath of alle
giance to the Shogun (fum to 163)7

348
A5 the Phoenix draws near, vou teel a sirange
burning in vour backpack. Youreachin and pull out
the Phoenix Ruby. Itis growing hot and radisting a
deep glow that bathes you in reddish light. Instine-

348

tvely, yvou hold it up. The Phoenix utters another
wild cry and golden flames burst from i, so that it
becomes a ﬁrEbaH for a briefinstant, Thenit lands a
LitHe way from vou, regarding vou stranpgely, mem-
branes flicking across the ruby glow of its eves [rom
tme to Hme. [t imparts a message to yon withoot
speaking

‘1 shall aid you. Look for me at the Place of Battle, O
bearer of the Rubsy." Then it flies away. Note that the
Fhoenix is your an]l'-r You turn and step through the
door. Return to 8§ and choose anothar option, but
you cannot choose one you have chosen already.
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349
Yol are nearing the bwin statues of the demon and

the captive priestess. 'The magician appears again
oul of Lhin air and the two statues, the black-
skinned, red-tusked demon and the pale-skinned
priesless come tolife. She kneels at vour feet implor-
ingz you to save her from the Pit of Demons, but her
caplor vanks the chain cruclly and she is pulled to
the flour. The demon throws the chain at your head
and speaks the words of the Spell of Pefnfachon.
You are turned to stome 0 its place and it is now
ree, You make a cufous counlerpoint to the fallen
priestess who is now a stabze once more. Not unfil
another brave adventurer finds the scarlet pagoda
will you taste life again.

330

(Gain 1 Tlonour point {or your brave deason. You
head purposelully towards Lord Tsielsin's castle
As vou near it, vou can pick out the soldiers lining
the walls from Lhe glint of their weapons in the
sunlight. Will you walk boldly up to the entrance
and trv to blufl your way in {turn to 374}, or skirt the
swalls and bry to find a place where you could scale
Ehern (e Lo 388)7

351
Your arrony misses, but the charcoal-bumers have
taken the hint, They meltaway into the woods from
which they cut the materials of their trade. Only the
oldest of them stays behind with his son, saving that

352

be will show you toa safe place to spend the night so
that it may not be said thal his lamily have dishun-
oured a Samurai. Tom B ayg.

i

The Ki-Rin eves you distastelully. [t wves you o

withering look o ctontemptand scom 1:|Emre taking
fu thie 21T, ]Eu"-".III.E. Fou dlone on the mountain peak,
where an ey w imnct bl up and sheets of rain begin
to drench vou. A door appears in the air in front of
you and you sciec your opporbunity to escape the
clements by stepping through it. You find vourself
back at the Hub, surrounded by stars and the eight
doors. Reburn to 8§ and choose again, bul you cannot
choose an option vou have already fried.
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353
Your hands scrabble feverishly at the fastenings of

your armuour, but the chill waters sap vour strength
and lack of oxygen causes you to pass out suddenly.
By the time the Rokuro-Kubi start to dine on vour
tender Hesh you are long drowned.

Mloichi has alse Klled h?;l:&ppnnen t. but is slighthy
wounded, Sheathing vour blade, vou spring affer
Lord Tsietsin, Soon you have caught up with him,
just in time 1o see him ducking through a black and
gold lacquered door. You and Moichi follow and
burstinto a large richly decorated room, witha black
and ¢old lacquered chest in one comer. Tsietsin,
gibbering in fear, has mised a trap-door in one
corner of the room. When he sees that you willteach
him before he can manoeuvee his vast bulk down it
he falls to his knees before you.

‘Gpare me, great warrior, please spare me. It was
lkiru: he forced me to turmn against the tightful
Showun, forgive me, | shall be his loyal vassal from
now on,” he gabbles, a Hssue of ransparent lies. As

355

vou look down, feeling only contempt and loathing,
Isictein’s eyes nammony in cunning malice. His right
hand flicks through the air. A needle-like dagszer
flies from his hand and mto vour thigh, Lose 3
sTasina points. I vou are still alive, you staweer
back in surprise, as he lurches to his feet, drawing
his sword. ‘Curse you, vou swine.” he cries and
slashes at you.

Moacha IE‘E'FI':i forward and within moments, both of
you have ended Tsietsin's miscrable life. Turn to
366

By the lizsht of a torch vou see that the cave isin fact a
small grotto [lled wilth pink chalcedony flowers,
like a bed of coral. Lying on top of the rock flowers is
2 magnificent suit of lacquered armour, a little
dusty, but siill resplendent m the gold and blue
aldours of the Legion of the Seventh Seal. The



355

I'_;::ginn of the Seventh Seal were the honour guard
of the first Shogun. Their like as wamiors has never
been seen since. They were wiped out when Lhey
tefusad to summender to a force ten tmes their sice
live hundred vears ago. The armour is of archaic
design but the highest quality. There is 2 imkkng
crash as yvou shaller some of the Jowers in dislodg-
ing the armonr, buk yvou are pleased to see that 1t fits
and is miraculously light, You may add 1 to vour
SKITL while wearnng this armour, thanks o the
magic it contains, There is little else in the grotto, so
vou leave and climb b the crest o see what ies
bevond, Tum to 295,

356357

356

You run right, past cell doors, The corridor upens
oul into a large square room —a complete dead end,
However, it i= Lined with weapons, clothes, and
other bits and pieces. o vour juy, stacked in a
comer are all vour weapons. Quickly vou pick themn
up and you fesl whole once morce. Gain 1 Lucxk
pumnt for rechiming vour swords. There is a good
selection of arrows here: if vou are a master of
Eyuputsu, you may replenish any arrows you have
lost, up to twelve, or reorganize the bvpes of your
ATONWE 25 YOUL Wish.

There is nothing else of mterest Lo you, 5o you burn
round and tun back down the comridor and past
vour old cell. Turn ky132.

A =plit second after your hand falls upon the hilt of
yvour katana, the head of the ncarest monster is
salling end over end towards the far bank. [ts head-
less torso, still gripping a net, sinks lifeless benaath
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the surface, The second monster iz still surging
towards the ford, and vou jusl have fime to reach
the far bank, tectering dangerously on the green
slime every slep of the way. Tum to 295.

358
There are six skeletons animated by ihe undead

Samurai, but only three of them can get at you at a
time, You must fight them all at once.

SkILL STAMINA
First SKELETON & 7
Second SKELETON 7 i}
Third SKELETOMN 7 7

1f vou defeat them all, you must fight the next three.

SKILL STAMINA
Fourth SKELETON 7 6
Fifth SEELE T f 7
Sixth SKELETON g 45

If vou defeat these three, tum to 368.

3510

350

You gingerdy remove the chest from the secret cup-
board and set ik on the straw—covered foor. Then,
using the lip of your wakizashi, you prise open the
clasp, while shielding your eyes against any possi-
ble spray of flame. The clasp breaks and Lhe lid flies
open b reveal a puppet dragon, like a jack-in-the-
box. Two clouds of steam jet out from the puppet’s
nosinls and bathe vour head in orange smoke. It
seetns bo seep into your eyes, which itchand start o
roll around in your head of their own accord. Will
vimi throw dowmn the chest and leave (um to 327, or
sneak a look at what lies beneath the puppet (furn to
303)?
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360
The Phoenix swoops dangerously cose to vou.
Suddenly it bursts into fame, becoming for an
instant a golden fireball, and yon are singed by its
flames. Lose 2 57 amin a points, [fyou still live, will
vou fight the Phoenix (tuen to 372), or &ty toron back
through the door hanging behind vou {turm 1o 3g0)?

361

You decide to threalen that you will bring an army
of Bamurai to kill the Kappa unless they can helpin
vour quest, The vellow eves bobup and downin the
gloom, then one rises suddenly to the surface and
throws a sparkling red gem at your fect Tt is our
greatest reasure,” it hisses. ™Wow leave us.’ The
gemn 1% a Tuby shaped like a phoenix. A rare treasure
indeed, taken from a rich merchant who Lhed to
cross the ford a long time ago. Note it on your
Aduverlire Sheet. The Kappa disappear from view
and vou decide to move on. Turn to 335.

382—363

3Bz
You trudge om. The land is less cultivated here,
wilder and more overgrown. Soon you are travel-
hing between two wooded hills through a shallow
valley. Test your Luck. Tf vonn are Lucky, turn to 386, [f
youare Unhecky, turn to 396

363

A grisly chattering noise from the well-shall tells
you that the Rokuro-Kubi are on your tail as you
grope vour way blindly forward, Suddenly a slimy
touch makes your face burn. Acid eats into your
flesh. Lose 3 STAMIN & points, I vou are sl alive,
you shrink back in horror. The smell of brimstome is
unmistzkable. It is a Forsaken One — the undead
soul of a wicked man who never received decent
burial and swhose spirit has been rejected by the
spirit world becauseitis so lwisted with malice. You
musl fight the Forsaken One in the pitch-blackness.
Subtract 2 from your skiLL, because all vou can see
ol it 1s a ghostly, glowing, vellow outline.

FORSAKEN ONE SKILL7 STAMIKAGQ

If vou win, lurn to 345.
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364

His eyes blaze and twin bolts of by hight lance at
vou. You only just manage toavoid them. Mow you
must fight Gargantus, the bromes mant. Every third
combatround, Gargantus fires tuby-red bolts at you
lrom his eyes. When thiz occurs, roll one extra die: if
itis even, you have dedged the bolts; ifitis odd. you
have been hit and must lose 3 STAMIN A poinks.

CARGANTIIS SKILL G

IF you win, the Dai-Oni mutlers in anger and,
picking up a huge spiked mon dub or tebsubo,
advances towards vou. Tum (o 292,

STAMINATI

365—364

365

The Srst of vour assailants hes dead in a peol of
Blood, but your own blood also staine the preen burf
and the peasants see thal vou are not invulnerable.
Anotherattacks you, a hulking brute of a man witha
wayward black beard, whw is whirling a firebrand
from one of the charcoal ovens round and round his
head.

FIRE-WIELDER

If the firewiclder 1= sHI alive after e rounde of
combat, fumn to 377. U vou win, turn to 389,

SEILL 101 STAMINMA 10

il
The fraitor, Lord Thif:‘t'i-?ﬂ, is dead. The honour of
the Shogun and of Hachiman has been upheld.
Gain 1 Honowr point for ridding the land of the evil
Lord Tsietsin, and for killing him in the middle of
his own castle. ‘The Shogun is avenged, as are the
willagers,” savs Moichi, who rests, idly watching as

¥Ou SUT¥ew the room:

Mostly it is full of omate decoration, but the large
chest catches your interest. You quickly open it
Inside i a bag of 100 Gold Pieces, an arrow and an
excellently crafled suit of Samural armour, obvi-
cushy oo small for the overweight Tsietsin. You don
the armour and find i is far superior (o vour own,

especially because it is made out of sume IIHIESILHJ_I}
light metal. Gain 1 LUk point

If vou have the skill of Kyujutsu, vou recognice the



366

arraw as being crafted by the legendary master of
Ksujutsu, Tsunewara, who is reputed o have had
magical powers, It 38 flebched with white eagle
feathers. [t should have the power of dispelling evil

gpirits. Mote it on your Adventure Sheet

sudden sounds of shouting and the dash of
weapons come [rom oulside. Tsictein's men will be
here any minute. You both dart down the open
trap-door and close it behind vou. Stairs lead down
inta shyiman blackness. You cautioushr descend.

Tum to 378,

367
The frident catches a low branch and you are able to
cakch it and use it lo threaten the Kappa. They
shrink back until their vellow eves are mere plints in
the green depths. livoudecide toleave now, tuen 1o
335- lf you are determined to speak (o them, tum to
361,

368
The shaltered remnants of the skelelons lic strewn
aboul you. The undead Samurai eluses in silence to
do battle for the [ast ime.

UNDEAD SAMURAI

IF you kill it, it falls (o the ground and begins 1o
dissalve. The skyv lightens and the redness fades
Tom the river. Among the remains of the undead
Samurai vou notice an ivory horn of line workman-

EKIT_L'_.} I'.|.I.|!I.'r1|["|:_1|.j
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ship, inlaid with silver tracery depicting 2 sabre-
toothed tiger, You pick it up and walk on. Turn lo
211,

369

Your perseverance is rewarded. An improbable
sight looms above you in the mist. The scarlet
pagoda seems untouched by lime. There are no
dﬂmp stains, no rothng, the paint is immamlate. A<
you walk up to it, the red door swings open as if
inviting yvou inside. If you dare fo coss the
threshold, tuen to 204, I you would mther retum
and brave the giant’s causeway, fum to 113

FO=I L

379
You moan in pain, convincingly, and one of the

soldiers leans over you. Suddenly vou launch vour
attack, but vou soon lind vou arc hard pressad as
you do not hava Your swords. The sound of battle
brings more guards and they dash into the cell. One
of them spears you in the chest and the blood
bubbles up into vour lungs. You slump to the dirty
Hoor of the cell, to drown in your own blood,

37

The woods above Ginsei's hovel are guiet and dry.
Your repose is undisturbed and you awaken much
refreshed. Restore up o 3 points of losl sTamINa,
As the swollen orange sun lifts the morning mists,
vou must decide whether to continue due north
through the Longhills (fumm to 237), or to head
north-west towards the villages and dales of Kan-
shuro {tum to 21g).
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372
The Phoenix does net bty to peck or daw you;
instead it tries to swoop close enough to immolate
itself and bathe you in flames. Fach time it hits vou,
ol ome die and subtract 1 from the result. Thisis the
amount of sSTamin A vou have lost from the flames
{note that you may not lose any sTaMina if vou're

lucks!).
PHOENIX SKILL g

If you win, turm bo 36.

STAMIMNAT

373
The brident’s tines bury themselves in vour chest. If

you ace wearlng armour, fum to 333. fnot, tum o
39

374

You stride up the path as if you owned the cactle.
The two puards flanking the doorway regard vou
impassively. You tell them you are ronin, 2 Samurai
without a lond, and wizh 1o join Tsietsin. They nod
and one of them knocks on the great outer doors
and steps in. Shortly, a man ina kimono steps out. T
am lerat=u, Lord Tsietsin's ieutenant. Flease come
with me.” He gesturcs at the door, and vou step
through into a large courbvard.

374

Suddenly Teralsu shouts, “If vou are ronin, then
why did you attack our men at the village? You have
walked into our hands, champion of the Shogun!’ A
horde of warriors boil out of the castle’s confines ke
rais and swarm over vou. There are too many of
them and vou are overwhelmed and captured. You
2re Lnceremoniously thrown into a small call in the
palace dungeon. The gaoler, a large beefy man in a
stained leather jerkin, says jeeringly, You will be
taken before the Shoyun Tsielsin on the morrow”
Then he slams the massive, iron-studded, oaken
door of the cell in vour face.

You are alone. They have taken vour swords, and it
is this rather than the cruel gibes and the indignity
of capiure that fills you with shame. Lose 1 Honour
point for their loss. There is nothing yvou can do bul
wart for the momin g, 30 vou lie down on the

wooden palistin the comer and go o sleep. Turm to
316,




375—376

375
Asvou tum to leave, the rave entrance 15 blocked by

whiut appears bo be an enormous moving boulder. Tt
is in fact a Grimmdhog, with a body like an enor-
mous slab of rock and eight powerful, shimpy legs.
Ita edges are lined with tails sporting balls of bone al
their cids, like living moming stars. Tn the middle
of its back is a huge shit-like mouth. There i= no-
where to hide in the grotto; vou will have to fight.

GROUNDHOG

sKILL S ETARMINA 2T

T you win, turn tor 305.

376

You [ollow Lhe track leading to the castle of Lond
Tsietsin. Tt winds through oullying farmlands,
where peasants fill the fields. Twao sentries in cere-
momial dress inthe colours of Lord T'sietsin stand
outside the oaken doors. As yoo approach, the
doors swing open and a man dressed in 2 kimono,
bvo swords thrust through its sash, steps out and
Buns.

‘Welcome, welcome, champion of the Shogun. [am
leratsu, Lord Isietsin’s lientenant. Flease step |
As yiom enter the courtvard the gates shul behind
vou, and more than twenty armed Samurai are

377

waiting for Fou. ‘Unfortunately,” says leratsu, Tond
Tsietsin has declared himsclf the new Shogun —
Kihei Hasekawa is abumbling fool, as are those who
still follow lam.” He signals and the soldiers charge
¥ou. Struggle as vou might, there are too many of
them and vou are overshelmed.

You are unceremoniously thrown into a small cellin
the palace dungeon. The gaoler, a large beefy man
in & stained lsather jerkin, says jeeringly, *You will
be faken before the Shogun 1sietsin on the mor-
row.” Then he slams the massive, iron-stodded,
oaken door of the cell in your face,

You are alone. They have laken your swords, and il
is this rather than the cruel gibes and the indignity
of capture that fills vou with shame. Lose 1 Honour
point for their loss. There is nothing youw can do but
wait for the moming, so you lie down on the
wooden palletin the corner and go to sleep. Tuen to
316,

377
The battle rages on as the other charcoal-burncrs
prepare o rain a hail of Aaming lorches at your
head. Test wowr Lack, If vou are Lucky, turn to 5. 1
yvou are Lnlucky, tumm ta 23,

AL
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The stairs end in a blank wall. As vou begin to push,
it shides open. Simultaneously there is a clanging
sound. Stepping through the opening, you find
vourself in a damp and odorous tunnel. On the left
an iron grille has slammed down, cutting you off
from the stairs that climb upsward beyond it You
have no choice but to follow the tunnel towards a
milky-white luminescence at its end. As vou and
Muowchi pace forward, a felid stench rises in your
nostrls.

1he smell grows stronger. You come outinto alarge
avern, suffused with a sickly pale lighl, but the
source of the lizht is for the moment indiscemible.
Banes, old dothes and rusted weapons are strewn
about. Then you spot it. A huge glowing shape
LUmes [owards you. An enormous gaping maw,
lined with teeth rises up to devour you. Two eyes,
massive dises of mscrutable blackness, stare at Yo,
alive with ancient evil. The body, supported by
hundreds of black scuttling legs, is bony and seg-
mented. Ik is a dirty white colour and i is this that
gives off the pale slow, It is a Mukade, some sort of
ggantic, forbv-foot centipede.

Bloichi sareams in fear and you step back in asto-
mishment It smaps its head forward, striking like a
zerpent, and bites off Moichi's arm and most of his
shoulder in an mstant. He moans faintly and top-
ples: to the floore.

The sight of this flls you with angerand sorrow, but
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then il ripples fowards you, inlent on making you
its next meal. 1fvou have the skill of Kyujutsu, and
still have your bow and arrow, vou may fire twao
arrows before it is upon vou. (You will nol be able to
reclaim the arrows if vou win the fight ) Tn any case,
vou must fight it

MUKADE SKILLF STAMINA 20

If you win, furn b 384

370

As you warily fread the path thatleads to the slatuc
of the fabled silver Samurai, the courtly magician
appeans atits side and sprinkles a fine blue dust over
it “Aha, my sporting fellow, our second meeting,’

he says, and he di-qapp-:’us in another pull of
smoke. The Samurai remains chrome silver all oy €T,

bul now he moves and talks. Tehallenge vou, on the
honour of your lord, to single combat.” Will vou
accept (furm bo 341} or decline (tum to 321)?

380
You groan in pain. The gaoler says, ‘He must have
been wounded yesterday.” Two of the guards
roughly lift you to your feet. You slump in their
arms as if hzlf-dead and they help vou out of the
cell. A darkened, cell-lined corridor streiches away
to lelt and right. Suddenly vou leap into action and
grab the nearest guards sword before he can act.
Will vou run left (furn to 302) or right (horm to 34207
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381

Soon vou are in a low range of hills. You make fast
progress untl vou are halted by a sheer cliff that
stretches as far as the eve can see, Yourealize witha
shock that you have mistaken your wag. You musl
refrace your steps to the upper Hiang-Kiang River
and travel on that way. After another bwo davs vou
have found your way again and are ready o fum
north once more, One of the fribularies of the
Thang-Kiang River lies athwart vour path. Theairs
alive with the twitering of song-thrushes as vou
walk down a tolling green hillside fo the nver. There
is a road with whitetopped milestones al intervals
that Ieads to the fver and you decide to follow it
Turmiozar.

382

The Ei-Ein flies inky the air, 1ts hoofs wneathed o
Hame, and arrows lowards Gargantus, Gargantus
lersks atit and twin lancing bolts of roby light horde
from ils eves and hit the Ki-Rin with explosive force,
Killing it instantly. Tf vou are now withootallies, v
will have to fight Gargantus alone. Tum to 364. If
you have Eleanor the Tnchantress as yourally, tum
to 22, If vou have the Golden Company as your
allics, turn tor 198,

e Ty
Ty

et s e G (R

3533484

383

inside the hovel it is surprisingly clean, thouyh
spartan. Two silk screens hang on the wall, one of
Lord Toda and another showing a small village and
a grand house which probably once belonized to
Ginsei when he was Toda's captain: it shaws two
young children strongly resembling Ginsed playing
below the veranda. Running vour fingers over the
screen [0 test the quality of the silk youare sumprised
0 lind a ridge in the wooden wall behind it Tt
proves o be a secret cupboard inside which iz a
black chestinlaid with letters of red gold which read
‘Beware the breath of the dragon.” Will you upen the
chesl {fum to 359} or just take the silk screens and
leave {turn to 313)?

384

You thrust vour sword deep into one of its black
eyes and il rears back, uttering a shrill burbling
shriek. Ikthreshes wildly inits death-throes and vou
have fo leap back out of the way, Presently it sub-
sides and falls dead. Quickly you rush over o
Boichi. He is still alive — but only just. Blood is
ooring like the fide [rom the gaping wound, his face
iz pale and his cves are dimming. “At least | died
with honour, my liege, and in a noble canse,” With
that his spirit leaves him. You pause silently in
maurning for 2 while, honouring his memory, Bul
Fou know you must continue with your mission.

A search of the cavern reveals an exit al one e,
and a heaped pile of ‘treasore’ mostly bones and
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obld useless weapons. However, you do find 15 Gold
Fieves, 2 shiny silver helmel of ornate workman-
ship, a bottle of greenish-black ichor-like liquid and
a magnificently crafted tron war-fan, used in battles
o signal troops, which is inlaid with a pattern of
Ivory that makes you feel nauseous lo look at. Will
VENIC

Fick up the war-fan and open it? Turn to 182
Drink some of the liquid? Turn to 196
Fut on the helmet? Turn to 210
Leave them all and go through
the exit? Tum to 222
385

Ihe trembling continues until the rock itself scems
fo curl up at the edges all around you. Too late you
realire it is a Groundhog, a large monster that
resembles the rock on which it lies. If vou have the
skill of Karumijurtsu, and wish to use it, turn to 197.
IFnot, turn to 337-

384
You come out of the valley and are faced by a larpe,
forbidding forest, stretching away for miles ko either
side. The road disappearsinto its depths like a slone
mio water. You recognize it as the Forest of Sha-
dows, and you most go through it. Tum to 112,

387

Suom you come to a path that leads down to the
water's edge, where a crescent of stepping-stones
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great columns of basalt, a ventable mant's cause-
way, slrelches out into the mist. With difficaly vou
leap from one pillar to ancther. Turn 10113,

3568

You stealthily circle the castle, without bemg seen.
Then vou dart forward to beneath ils wralls, wihich
vou find are made of Ane, welldressed, stome
blocks, and vou canmot findany lootholds for climb-
ing. However, if vou have the skill of Karomijubsn,
vou may be able to reach the battlements. If you
wish totry this, fumto 284 Fnot, you can approach
the gate arud try 1o blull your way in (lum @© 574}
abandon the attemnpt tor slay Tsietsin and press on
{lurn 1o 338), or swail near the entrance and hops
suTe OpRoTiumity to et in anses (fum to 18],

3589-390

389

Your prowess with the katana has instilled terror in
the hearts of the charcoalbumers, The fire-
wielder's body lies homibly contorted before vou
and the others scatter and Jee into the woods. You
have defended the honour of vourlord and vou TIay
add 1 to your own Honouwr score before continuing
on your way. lurn 1o 1g5.

300
You dash back, wrench the door open and dive

throogh. The Phoenix does not attempt to prevent
v, You are back m Lhe Hub, surrounded by stars
and the eight doors. Return to 8 and choose again,
But you cannot choose an option yvou have chosen
once already,
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351
The magnificent beast shakes the very sarth as it
falls. Part of its ebony antlers was shom off by vour
blade. The Black Elk weighe several tons and itis far
toolarge to skin quickly, but you may cut some meat
from the still warm carcass. Add z o your Pro-
visions, The broken piece of antler is adorned by a
slrange whorled pattern, almuost like a serpent of
whits bone, You decide to keep the antler as a
talisman. WNotbe it on vour Adventure Sheet and fum o
381,

392
You spring away before the guards have reacted,
such is their surprise. You have one sword, atleast.
Until yvou get anpther vou cannot use the skl of
Ni-to-Kenjutsu, nor can you use Kyujutsu until vou
obtain a bow and arrows, it you chose either of these
skills during your training.
The corridor ends in a stairwell, going both up and
down. The puards are catching op. Will vou go up
(turn to 18) or doswn (lurn 1o 4)7

393394

393
I'he Kappa, forthatis whatthe scalv green monstors

are, glare balefully at you, their vellow eves just
below the surface. Legends tell that they are wily
and capable of speaking in the human tonpue, Will
you leave immedialelv, while itis possible Lo do so
{fomm to 335}, or try to falk to them {turn to 325)?

394

The Ki-Rin flies up and circles the Dai-Oni. The
Dai-Umi swings the club at it, but the Ki-Rin dodgres
aside. Then the Ki-Rin utters a single word and the
Drai-Omi screams in pain. You have stripped me of
myF magc, cursed beast!” he secreams. The Ki-Rin
Hies up, saying, ‘Thatis all T can do, morkal: the rest
15 In vour hands, Good luck.’ Then it fades from
view. The Dai-Oni advances, club in hand, but this
Bime you can see fear in its eyes. Yoo must fght it

DAI-ONT SKILL 1D STAMINA 10

I you win, buen to 54.
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3095
You clamber on to a mossy mound near the far bank

of the river, as several scaly green monsters rise
dripping from the depths and converge upon vou. If
vou have the skill of Karumijutsu and wish to try to
leap over their heads to safety, tum to 35, If vou
decide ko stand your ground and fght it out, tum o
13. If, instead, you surrender, turn to 3-

A troop of fifteen niders appears on Lhe road ahead
of you. They are wearing blue and green lacguered
battle armour and you recognize the symbol embla-
zonmed on a banner one of them bears: they are
Samurai of Lord Tsietsin. The leading Samurai hails
you, saving, 'Welcome io the domain of Lord Tsist-
sin. You are the Shomun's champion, are you not?’
You ned as they approach, smiling.

Suddenly one of them shouts, “And Lord Tsietsin
has declared himself the new Shogun!” With that
they charge vou, taking vou by surprise. You strug-
gle mightily, slaving three of them and wounding
several more, bul there are too many and soon you
are securely bound and strapped over a horse’s
back. T.ord Tsielsin will be pleased with this lite
catch,” one of them quips.

They take you fo the castle you passed on the road.
Youare led into the courtvard, where many of Lord
Isictsin’s Samural retainers gather around to laugh
and mock you. You are unceremonionsly thrown
inio & smmall cell in the palace dungeon. The gaoler, a

396

large beefy man in a stained leather jerkin, savs
jeeringly, “You will be taken before the Shosun
Isietsin on the morrow,” Then he slams the mass-
e, mon-studded, caken door of the cell in vour
face.

You are alone. They have taken your swords, and it
is this rather than the cruel gibes and the indignity
of capture that fills you with shame. Lose 1 Honour
point for their loss. There is nothing you can do but
wait for the moming, so vou He down on the
wooden palletin the corner and go Lo sleep. Tum to
316,
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Sunrise the next day sees vou descending from the

dales into the last of the lands held securely by he
Shogun. Gaunt trees litter a brown plain and tear
the mist. You restat the edge of these dvrear marcher
landsbelore guing on. Restoreup lo glostsTamina
points. On the following day vou stride out through
the mist - which muffles the sound of heavy hoof-
beats until they are almost upon you. A great black
beast looms over you in the mist, It is the Black Elk of
the Marcher Tands, which is supposed to have
vanished seventy years ago or more. Unluckily for
you it seems o have returned. Its enormous antlers

are fiffeen fect of polished ebony and its cyes are
jewels of flame. You musi fight
BLACK ELK SKILL ) STAMINA 18

If vou win, Lurn to 1.

308

You wait af some distance from the castle gales,
mang o think of some way to get in without being
delected. Presently you notice a cart trundling to-
wards vou, laden with hav, presumably making a
delivery to the castle. You dart into the cover of
some nearby undergrowth and it passes slowly by.
There is pTenh- of hav for you to hide yourself in
Will vou ercep up behind the cart and hide in t]'u-'
hay (furm to 6), abandon this and press on with your
original mission (furn to 338), or lry to bluff your
way inthrough the gates [lurn to 374)?
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Ginsel lics dead at vour feel, his lacquered blue
armeur rent and stained purple. Tle will never
dishanour the name of the Shogun again. Smoke
still Tises from fthe hovel in which he had been
hiding out. Will you invesligate the hut {lum Lo
383, or find a dry spot to sleep in the wonds (fom o

37102
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I'heblack robes that encased the Master of Shadows
fall to the floor in a heap. kirn is no more, The walls
of his dark hall begin to shudder and his throne o
crumble. The pit falls in on itself. Great oacks
appear in the floor. Desperately you search for an
entrance, but then part of a wall falls away and clean
sunlight passes in. Wincing from the glare, you run
out tor find yourself in the Shios'l Mountains, Be-
hind you the great black palace of strange, alien
design is crumbling away, the palace of Dkdru.

40

You find vourself in the midst of a camp of Shikome,
but they are ignoring you. Some of them are staring
m horrified fear at the palace, others are running
hither and thither in panic. Youo take this opportun-
ity to leave quickly and yvou escape unmolested.

A lew days later, vou are safely back in Konichi, the
capifal, where Lhe Shogun holds a state banquet in
your honour. With the returmn ol Singinge Death, his
rule s assured and the Lords of Hachiman wite
under his banner, to repel the barbarian invaders,
Wilh Ikiru slain, his army of Shikome disperse and
the threal is liffed. An age of peace and prosperity
lies ahead of vou and the people of Hachiman.






