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Ovwver 10 million copies sold worldwide!

At last —a return to Deathtrap Dungeon!

The warped, twisted mind of Baron Sukumvit
has completely redesigned the deadly labynnth
of Fang. New traps and terrors, mazes and
monsters, await you at every turn. And cven
before you can enter the labyrinth, you must
endure the gladiatorial games of Lord Camuss,
the Baron's evil brother, whose unwilling
slave you are. Can you survive this trial of
Champions and free yourself from slavery!

Twi dice, 4 pencil and an eraser are all youneed

for this adventure. YOU deécide which route

to follow, which dangers to risk and which
monsters to Aghe.
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INTRODUCTION

Before embarking on your adventure, ¥ou must first
determine your own strengths and weaknesses.
Use dice to determine vour initial scores. On pages
16—17 there is an Advenlire Sheelwhich you may use
tr tecord the details of an adventure, On it vou will
find boxes for recording vour SKILL, STAMIN A and
LUCK SO0mes.

You are advised to either record your scores on Lhe
Advenfure Sheet in pendil, or make photocopies of
the sheest to use in future adventures.

Skill, Stamina and Luck

Foll pne die. Add A to this number and enter this
total in the sero . box on the Advenfure Shedt .

Foll bothy dice. Add 12 to the number rolled and
emier this tofal in the sTAaMIN A box.

There is also a Luck box. Roll one die; add 6 1o Lhis
riamber and enter this total in the cvckbox.

For reasoms that will be explained below, skria.,
STAMINA and LUCK scores change constantly due-
mgan adventure. You must keep an accurate record
of these scores and for this reason you are advised
cither tn write small in the boxes or to keep an eraser
handy. But never mub out yvour [uibal scores.

9



Although vou may be awarded additional sxiit,
STAMINA and Luck points, these tolals may never
exceed vour Initial scores, except On Very 7are oo-
sioms, when you will be instructed on a particular
page-

Your sKTLL score reflects vour swordsmanship and
general fighting experlise; the higher the better
Your sTAMINA score reflects your general constitu-
lion, vour will to survive, vour determination and
overall fitness; the higher voursTa 1N A score, the
longer you will be able to survive. Your Lucx scose
indicates how naturally lucky a person you are.
Luck — and magic — are facts of life in the fantasy
kingdom vou are about to explore.

Baltles

You will often come across pages in the book which
instruct you to fight a creature of some sort. An
aplion to flew may be given, but il not — or if you
choose o attack the crealure anyway — you must
resolve the battle as described below.

First record the creature’s sxipl and STAMINA
scores in Ehe first vacant Monster Encounter Bux on
vour Adoeniure Sheet. The scores for each creature
are given in the book each time you have an encoun-
ter.

The sequence of combat is then:

1. Roll both dice unce for the creature. Add its
akTLL srore, This total is the creature’s Attack
Strength,
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. Rofi both dice once for yoursell, Add the number
rolled to vour cumrent skiLL score. This total 15
vourr Attack Strength.

If your Attack Strength is higher than that uf the

creature, you have wounded il Proceed to step

. If the creature’s Attack Strength is higher than

yours, it has wounded you. Proceed (o step 3. If

both Attack Strength totals are the same, yvou
have avoided cach other’s blows — slart the next

Attack Round from step 1 abuve.

2+ You have wounded the creature, so subtract =
F‘Dj_ﬂt'__- E:_['I.'_I‘]]'I_ 165 STABMIMNA SCOTEL Yon TE11% LISg
your LUCK here to do additional damage (see
O¥ET).

5. The ceature has wounded you, so subtract 2
points from ¥our oWn STAMINA HCOTE. Again
vou may use LUCK al Lhis slage (see over).

6. Make the appropriate adjustments to either
the creature’s Or ¥ouUr OWD STAMINA SO0rCS
{and your ruck soore if you used LUCK - see
EvEF)

7. Begin the next Attack Round by returning Lo

your current SKILL score and repeating steps

1. T'his sequence conBinoes until the sSTAMINA

score of either you or the creabure you are

fighting has been reduced to zero (death).

Y]
.

Fighting More Than One Creature

If vou come across morte than one crealure in a
parbicular cncounter, the instructons om that page
will tell vou how to handle the battle. Sometimes
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vou will treat them as a single monslen: sometimes
vou will fight each one in turm.

Luck

Al various times during, vour adventure, either m
battles or when you come across situations in which
vou could either be lucky or unlucky (delails of
these are given on the pages themselves), you may
call onvour lnck to make the outcome more Eyour-
able. But beware! Using luck is a risky business and
il you are wnlucky, the results could be disastrous.

The procedure for using your huck is as follows: rofl
two dice. If the number rofled is equal 1o or les= than
youUr current 1.UCK SCORE, you have been lucky and
the tesult will go in your favour. If the number
rolled is higher than your current LUCK COTE, Yo
have been unlucky and you will be penalized.

Lhis procedure is known as Testing vour Luck. Fach
time vou 1est vour Tuck, you must subtract 1 point
from :_.ruur current LUCK score. Thus vou will soon
realize that the more vou rely on vour Tuck, the more
risky this will become,

Using Luck in Baltles

O certain pages of the book you will be told to Test
your Luck and will be told the consequences of your
being Tucky wr unlucky. Flowever, in batiles, you
always have the option of using vour luck either to
inflict a more serious wound on a creature you have

1z

just wounded, or to minimize the etfects of a wouwncd
the creature has just inflicked on you.

Fyou have justwounded the creature, youmay Tes!t
vour Lk as described above, If you are lucky, you
have inflicted a severe wound and may subtract an
exira = poinks from the creatun’s STAMIN A SCOTC.
However, if you are unhacky, the wound was a mere
graze and vou must restore 1 paint to the creature’s
sTasina (ie. instead of scoring the normal =2
points of damage, vou have now scored only 1),

If the creature has just wounded you, you may les
vowr Luck bo trv to minimiee the wound. If yoo ane
lucky, vou have managed to avoid the full damage
of the blow. Restore 1 point of sTAMINA (i in-
stead of doing 2 points of damage it has done only
7). If you are unlucky, you have faken a morc
serous blow. Subtract 1 exfra sTamiNa point.

Remember that you must subtract ¢ point [rom you
oWnN LUCK score each time von Test yionor k.



Restoring Skill, Stamina and Luck

Skl

Your sk L score will not change much dunng your
adventure. Occasionally, 3 page may give instruac-
tions to increase or decrease your SKILL SCOMe. A
Magic Weapon may increase your sxiini, buf re-
member thatonly one weapon can be used at a fime!
You cannol claim 2 sxk11.1 bonuses for carrying bwo
Mapric Swords. Your SKETLL Scont can Never excesd
its Imiliel value unless specifically mstrucied.

Shammini

Your sSTAMIN A score will change 2 ot during vour
adventure as vou fight monsless and undertake
arduous tasks. As von near your goal, vour STAM-
TN level may be dangerously low and battles may
be particularly risky, so be careful!

Unlike other Fightling Fantasy Gamebooks, ¥vou do
not startvour adventore wath Provizsions. However,
during the course of the adventure, there will be
ppportunities for vou to regain STAMINA poinls in
VArIoLs wWavs.

14

Remember also that vour sTasMiNa score may
never exceed s Tmrtial valoe onless specifically

instructed on.a page.

Lk

Additions te your LUCK score are awarded theough
the adventure when vou have been particularly
lucky. Details are given on the pages of the book.
Remember that, as with skt and sTAMINGA, vour
LUCK score may never exceed ils inlial value unless
spedifically instructed on a page.
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BACKCROUND

1t is another fiercely hot day, and the empeabuein
the sticky gloom below dedks is unbearable. The air
is thick with the acrid smell of sweabng bodies

Nobody is allowed tospeak, and the only noise fo be
heard above the monotonons cresking of the ship is
the repular sharp crack of a whip and the agonieed
crv which follows il "Row harder, you dogs!’ shouts
the one-eved overseer, as he cracks the whip onoe
again. ‘Enjoy this pleasant voyage while you can,
because you'll wish you were hack on board after a
day or two where vou are going!” Chained o a
bench and strainingz hard al the long oar which you
pull with two other galley-slaves, your mind drifis
back to that unforlunate day one week ago when
vou were capiured.

You had lefi Port Blacksand in a small boat to sail
south down the coast to Oyster Bay. As il luck
would have it, a galley appeared on the homzon

18

heading in your direction. 1k drew steadily closer
and it was not long before your boat was crushecd
prder its bows and you were forced to dive into the
sea. There was nothing you could do except climb
up 2 tope that was thrown down to you, as your
boat had become no more than a few picces of
broken wood floating aimlessly on the sea. It was
useless to struggle as a crew of bwenty hardened
ut-throats surmrounded you.

A gruff voice from behind them ordered them to
part, and an ugly, scarred man appeared, grinhing
and spitting juice from chewing-tobacco on to the
deck. His teeth were chipped and blackened, and o
foul stench wafted in the breese from his unwashed
clothes ‘Caplain Bartella always delivers the goods,
"-:m"]T make wp for the one who died from the

coing vesterday., Saves me having to kidnap a
Ia ndhlr'hFr hiust be my lucksy day, but [ svouldn't
zay it was yours,” The captain let vut a laugh which
was like a longx, wheezing exhalation, and then
barked oul an order o his mate: Take the rat below
tny meet the rest of the vermin,”

Since that cursed day, you have been chained to
vour car, rowing to the point of collapse towards an
unknown destination. Suddenly you heara shout of
_._ru.I ahoy!”, and begin to w ander what exvil awaits
ol An hu:ui_u']ate:r viou feel the ship bump against a
n_*ft_-. and there = much shouting untl the ship is
fmally moored. You are dragged from Lthe ship with
the other slaves, and see in the glaring sunlight thal
vou are on 2 small island. A sombre-locking castls
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gits on top of the island, and nexd 1o it there 15 a
semi-ruined amphitheatre, A man wearing black
chainmail armour hands Captain Bartella 2 bag of
coing. Satisfied with his payment, the wheezing
captain urders his men back to the ship and you
walch them set sail. The man in black armour steps
forward, saying, “You are now the property of Lord
Carnuss. It is vour honour to die for his pleasure m
the Arena of Death here un Blood Island. Cnly one
of you will survive, and he or she will represent
Lord Cornuss in Fang for the next Tral of Cham-
pions. Barom Sukumyit has muodified his deadly
labyrinth and is now offering 20,000 anld Picces Lo
anvhody whao gets through it Of course, Lord Car-
nuss will keep the prize it vou get through, bul vou
will be spared your life, Baron Sukumvit's Tepuia-
tion sullered greatly lusi year when somcbody suc-
ceeded in geHing through the labyrinth, but he now
boasts that nobody can survive his new dungeon.
Lord Carnuss would like one of vou fo make
Sukumvil eat his words. You must understand thai
he hates his brother’s fame. WNow lollow me.

5
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You are led up the hill 1o the castle, where you are
locked in a cell in the depths of the lower chambers.
Sharing the dark cell with you are four others: =

0

stout dewarf, 3 man-ore, a sinewy casterner and a
bald, muscle-bound man. The mood is grim and few
words are spoken as each of you ponders Lhe Iim-
pending combat. Forbr-hvo slaves amived by ship
and omnly one wall survive. The dubious reward is
enlry to a deadly dungeon.

NOW TURN OVER

fr.la |
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1

At dawn the following day, vou are woken by the
sound of heavy footsteps appreaching down the
cornidor. A key turns in the lock of the cell door and
two guards wearing black chainmail enter, carrying
travs of food. ‘Tat well,” says one of Lhem;, ‘as you
will need all vour strength to survive the day. By the
end ofit, vou may all be dead’ The guard then turns
tp vou and offers you some bread and a bowl of
soup. If you wish to take the [ood, tuen lo 49, L you
would rather frv to overcome the guard and make
an escape, turn to2ga.

=
Tou step aver the huge bod v of the Giant Centipeds
and peer into the cave entrance, The walls are wel
and slimy, and you cannot see very farinte the cave:
If vou wish to enter, turn to 8g. If you would rather
keep walking akmyg the tunnel, tum to 161

3
Sithing cross-legged in the middle of the room is a
faf, bald man, castern in appcarance. He sits
muotionless and holds a bamboo pole between his
outstretched hands. Half a dozen coloured wooden
blocks are hovening in a drcle in mid-air abeve him,
The man's eyes are grey and blank, and he s
obviously blind. The room is sparsely fumished
with a slatted wooden bed, a cupboard and a large
wonden chest, which has pride of place in the centre
of the foor. "Welcome, conteslant number two, 1
have been warting for you. Tam Noy, a Trialmaster,
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and a servant of Baron Sukumyvit. My dutv i= o test
youl in three ways before allowing you fo procesd.
Are vouready? I youwish to obey the Tnalmasler,
turn lo 360, IF vou would ratheratlack himwith yoar
sword; tucn Lo 200,

g
The liquid it the jug is a strange magical concocsosn
which changes ils propertes constanliy. Tesf vmar
Luck, If wou are Lucky, lum to 135 If you dre
Linlucky, turn{o 273-

Ahead yvou see the tunnel bend sharply to the right.
But you do not see a crossbow mounted on the cark
wall, pointing straight at you. Koll one die. If vou
rolla—4, turn to 128 If yvou roll 5 00 6, furn to 313.

G
‘The chaps champion runs al you, unafraid of the
dagper in your hand. You take aim quickly and
fhrow itas hard as you can. s l.r-:'-n.rf.u-r_l:. If you ane
Lucky, luen to 383, TF you are Unlucky, lum o 1213,

i

You soom amive at another door in the tunne] wall.
The handle turns, but wooden boards have bepn
nailed soross the door frame: TF ¥ wish tolever the
boards off with your sword, turn to 336. If vou
waould rather press on along the tunnel, turn to 45,

2]

As vou lunge again, the elf falls silent, the life
squeered out of his body, The tongue releases him
and relracts down the cavernous throat. You drag
the ¢lf oot of the mouth, although there is nothing
vourl can do for him now. You are beginning to
wonder what to do next when suddenly the elf's
eves open. With his dying breath he whispers,
Ihank you for fnying to save me. You didn’thave to
doil, because we both know that only one person can
walk outof here alive, Ttwon'tbe menow. Take what
Thave and walk into the mouth. If you can overcome
thek dresdfal thi‘ng that !_-TL'ITPI'i:’-_iEIﬂ me, | think it's the
nighl way to go.” Hiz eyes close again and he exhales
Lor the last time. In a bag tied to his waist vou find a
small jar of grey paste which hasa very sharp aroina.
Enowing the ways of elves, vou are certain that the
paste will have healing properties, so you decide to
dab the contents of the jar on to your wounds, The
"'mehai the desired etfect. Add6sTamMINa points.
I hJ alsy find i the bag a small boitle of blue dye
hich you place inside your pouch. You think
'f""_"L‘t what the elf said. T¢ you wish to walk inside
the mouth, turmn 2 306. If vou would rather leave the

room and continue -ﬂ]l.’."'"l.b the corridor, turn to 138.
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You step slowly to vour right, and almost im-
mediately hear an agonized cry follovwed by the dull
thud of a body falling Lo the ground to Fourleft. You
walk on without making a sound. A chill runs down
vour spine when your outstretched shield arm
cames into conlact with something, butitis only the
arena wall, You turn around and walk fowards the
centre of the arena. Test your Lude. T vou are Lucky,
turn to 166 If vou are Unlocky, turn to73-

Finl

You hack al the suit of armour, but vour blows have
no effect, As you tire in combal, you are caught
maormentarily off guard, and the mace thumps méo
your side. Luse 2 STam 184 points, You realize that
itis useless to continue fghting the suit of armour,
so vou run for the door in the wall opposite: turn Lo
z81.

11—1z

I1

The old wizard looks at you gquizzically and savs,
Now tell me exactly hosw many gold rings vou
have.” i vou have one or three tings, form o zgp8. T
vou have five or seven, turm to gz, If you have nine
orf eleven, forn i 345

12

Assponas you press the button, a large stone slabin
the lefi-hand wall of the tunnel pivots open. You
<tep through the gap and find yourself in another
nnnel. Yoo soon come to a door in the ripht-hand
wallwhich has an old broom nailed toit, Ifvou wish
o open the door, turn to 246, [t vou would rather
carry on down the funnel, furn fo 3446,
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13
You pull the door open and walk into a small rooin
which has not been entered for vears. A thick layer
of dust covers everything and cobwebs hang down
likke dirty old curtains. Twoskeletoms, mouths hang-
g apen, he hall-submerged in the dusl, propped
up against the far wall. One of the skeletons s
pointing at the other. Suddenly the door slams shul
behind wou and the pointing skelebon starts to
speaks ‘Brothers and sisters have | none, but thal
man's father is my father™s son. Who is he? Will

Vou:
Run for the dooe? Turn to 207
Eeply heis his grandfather? Turn to B4
Heply heis his father? Turn to 302
Beply heishisson? Tum ta 371

1
You guickly grab a short spear and dimb back
through the hole to the tunnel before any more of

the colony come to invesligate, Turn to-135.
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15

With great courage and determinafion, your mind
overcomes the illusion of pain. You drop exhausted
to the floor when the pain eventually subsidis from
vour body, But you are now mentally fatigued and
drained of energy. Lose 3 sTamina points. You it
up and throw off the accursed gauntlel. The Liche
Qucen remains silent as she pulls 2 gold ong from
her fingrer and throws it in fronl of vou. You do not
wait 1o question her mobives. Grabbing the nng,
vou tun out of the room into the tunnel. If you wish
Lo go tight, turn to 285, If vou wish io go lef past the
T-junchon, tum to 227,

16

The heat from the flames is inlense, but the fire-
prool cloak protects yon completely. Once through
the archway, you find yoursall in a cross-passage.
Looking to the right, you see nothing of interest
down the long tunnel, but lo your leff vou see
semething hanging down from the ceiling. You
decide to investzate: turn 1o 88.

—

i7—18

17
The tactics work. Your spiked ball thumps into your
opponent’s leg and knocks him off his feet. He
remains on the ground, groaning, so vou move
away bofore somebody else hears where you are, As
quietly as possible, you move & the lelt. Tum to
120,

15

You s00n see why the rats were inside the room in
which e find yourself. It is a storeroom, piled
nigh with barrels, sacks and crates. Jars and bottles
are jammed along the shelves which line the walls
from floor to ceiling. However, much of the food
that ¥ou find 15 either old and stale or rotton, and the
mais have ealen mostof whal is left. After emptying
out nearly all the containers, the only items vou find
ihat appear vaguely edible are a loaf and some
=alted beef, Will you:

Eatthe loaf? Turmito sy
Eat the salted beef? Turntoalg
Eat nuthing and walk back up the

stairs? Turnio zos
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N
The Strider has no possessions, apart from a bone
medallion hanging arcund its neck. If you wish o
put the medallion around your own neck, lum fo
o 1f you would rather climb back up the rope, tum

lo 324.

20
Suddenly vou see movement zhead i the tunnel. A
=mall humanoid looks back and then muns away
fromyou. Intrigued by the being, youdedde torun
after him: urm ko 258,

=1
‘Ihe tunnel rises quite steeply and grows rapidly
colder. The steep floor soun gives way to stone steps
which makes progress a litfle less tnng. Bul h:aelf—
way up Lhe steps, you natice that there are three in 2
row which are painted red. Tf you wish to carrs on
walking up every step, turn to 572, I you would
rather leap over the three red steps, umm o 50.

I

2%

You are in the middle of the procession of forty-two
slaves, which wends its way along various cord-
dors, wntil vou reach the amphitheatre. The sun is
dlready beafing dowt. making the sand in the arena
uncomforiably hot to your bare feet. Seated high in
the stands is a dark, hooded fgure sierounded by
zuards. ¥You watch him rise to his feet and lift his
arins inko the air, commanding silence. “You know
why vou are here,” Lord Carnuss bepgins. Tt is my
wizh to be represented in the Trial of Champions.
some of vou will die today, some tomomow and
more the following day, until only one of you is left.
Those aboul to die, I salute vou.” Lord Carnuss sits
10wn again and nods his head to signal the start of
the proceedings. The slaves are split into seven
eroups of six, and you find vourself in a group
acoompanied by an ell, two northmen, a dwarf and
an ogre. Your group is chosen Orst and you are told
that the first event is a race to test strength and
statina. A cmde sack, containing several heavy
mxcks, is strapped to vour backs. You watch as
Surning eoals are broughtinto the arena and poured
sver & section of the makeshilt racetrack. The six of
vou ant then lined up at the start, each camrying your
burden, and are lold to race round the track untl
one of you 15 lapped orcollapses. Then you are off,
and you all jostle lor position on the way b jumping
“he first pile of burning coals. Tf vou wish to set the
pace, fum to 32o0. I you would rather stay at the
Dack, turn to 107



23=24

23
The tunnel leads straight on for about 2 hundred
(melres before you encounter anything unusual. In
the lefi-hand wall there s a stone archway inset
with dragon-heads made of iron. Flames shoot out
of their mouths, making a curtzin of fire across the
archsvay. Further on up the tunnel youl see some-
thing hanging dosyn from the ceiling. TF you wish to
run througl the Haming archway, tumlo 101 TEyon
would tather investigate what is hanging down
from the ceilingg, tum b 88,

24

None of the other contestants enters the wifch's
room after vou. When the witch rematerializes in
her room, she cackles with laughter at the sight of
vt face on the lid of the box. There will be no more
visitors fur at least another vear, and you will be
trapped for ever in the void.

25

23

The Trizlmaster remains silent for 2 moment and
then says slowly, "You have passed the second Lest.
Sow comes the final part: combat with me! We will
fght with bamboo poles - not to the death, but 2s a
simulation of a sword-fight. Any strike b the head
ot chest will be considered a death blow., For your
miormation, my blindness is no handicap, as my
ears will tell mewhere youn are. Nowy fetch your pole
rom the cupboard, for Lam ready.” As you take the
pole, the Trialmaster stends up and the wooden
blocks fall to the ground. Treading silently on bace
feet, he moves towards you, his head furned to one
side Lo aid hic hearing. 1 vou wish to lunge at him
with your pole and catch him off-balance with a
quick strike, turn to 134- i you would rather ready
vourself to counfer a blow, tumn to 204.-




=28

26

As goon as vou touch the door-handle vou hear louwd
barking and growling. You push the door open and
zee a vicious-looking two-headed black dog strain-
ing at a leash fastened to a hook in the far wall of a
small room. Iks eyes are ted, and saliva drips con-
tnuously from its fanged mouths. The room isina
terrible mess, with evervthing broken or chewed by
the dog. However, on a shelf mounted on the wall
behind the dog, there is a metal box, Will you!

Attack the dog? Turn o294
Blosw your wooden whistle (if you
have onge)? Turn togy
Closa the door and walk onup
the corridor? Furm Lo g7
=T

You drop the gold rng into the box and step wardly
on to the rope bridge, Itappears tobe slrong enough
i bear vour weight and you hurry across it unchal-
inped. Tam to 117.

28

As you walk along, vou hear the sound of watker
dripping frum the ceiling into shallow puddles on
the stone foor. You hold out your hand and catch a
drop —and shout out in pain; It is not water, as you
nad thought, but some kind of corrosive acd. If you
Nave a shield, turn to 7. If you do not have a shield,
vou may either walk on and risk being burnt (fum to
335}, or walk back to the hunchback and go through
the pther archway (turn to 291).



29-30

=0
you summon all your mental energy and somehow
manage to break the grip that the Bone Devil has on
vour mind. Helding tighily on to the hilt of yvour
sword swith both hands, you slep forward, deler-
mined to deslroy your evil oppoment.

BOMNE DEVIL

Belore each Attack Round, roll one die- If you roll 1
ar 2, you will not be able lo resist the mental att=ck of
the Bone Devil and will be paralysed by fear again
{turn to 265}, If you roll 3-6, you will confinoe to
rosist its mental attack and fight as normal. Il you
win the combat, forn o 326.

FEEILL 10 CTAMINAR

3a
The arriow sirikes you in the back of your shoulder.
Lose 1 5kiLL poinl and = sTAMINA points. I is
agony evel to touch the amow, but you overcomc
the pain and tug it free. Paying more attenbion o
your surroundings, you sel off once again: furn o
398,

3132

31

The Bonecrusher snoiffs the air and, sensing where
vou are skanding, moves mimbly Bitsleft just as you
release the net, which calches nothing bul sand.
Loge 7 1 vok point. Rell two dice. TE the total is the
same as or less than youlr SKILL score, turm to 66, Lf
the tokal is greater than your SKILL soore, furn b

334

32

You anbopate the Trialmaster’s move. He brings
the pole around In a sweeping arc towards your
zpde, but vou block it with ease. His pole stokes your
own wilth a loud crack. lf you wish to take the
inifiative and strike back, tum to 239. If you wish to
defend again, lurn to 267,




33734

33
The dried flowers and grasses are used asa nestbra

poisonons red-back spider. Your hand inadvertent-
Iy brushes against il as it crawls along a poppy stem.
The spider biles you on the hand and the effect of
the poison is swift. Lose 4 STAMINA poinls, If i
stirvive the bite of the spider, you walk on along the
tunnel: hurn to 64,

34

The trunk is full of the Orc’s possessions, althuugh
most of them are rubbish. A jar of rat-tzils, an ogre’s
hig-bone, mouldy bread, a pairof worn-outbools, a
broken arrov, damp breeches which are green with
mildew, fhree wooden pegs and a cracked water jug
are just a few of the items in the tronk. But under-
neath all the junk, you [ind a breastplate. If you
wish to lrv on the breastplate, tum o 321 If vou
would rather leave the room without the breasiplate
and conlinue along the funnel, lum 0133,

35-36

35

You do as instructed and waich the Trnalmaster as
he counts the nings. ‘So far so good,” he says, ‘MNow
if vou will follow me, we'll proceed to the nexl
stage.” Fle gathers up the rings and leads you to the
throne he was sitting upon. Fe gives vou back the
rings and fells you to sit down. lhere 15 a panel,
divided inlo nine squares, three by three, in the arm
of the chair, wath each square numbered betwesn
one and nine, ‘Now, [ want you to place three rings
on three of the numbered squares, in order.” IF you
know which squares toplace the fngs upon, tuen Lo
that reference. If vou do nol know, turn ro 286,

You find a gold ring lying on the stome floor under
the straw. You place it in the leather ponch on your
belt and then leave the room to continue along the
turmel. Tum to82.
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7

You walk quickly into the cave and when your oyes
pecome accustomed to the dark; youo see the person
who is crving for help. It is the small humanoid
whom vou saw not long ago, and now he is canght
in the enormous web of a Giant Spider. Unable to
free himself from the tangle of sticky strands, the
finy man begs vou to cut him free. Suddenly, the
spider itself drops down from the ceiling on to its
web and scurries across il towards its lrapped prey.
Lf yomy wish to attack the Giant Spider, burn to 228, If
vou would rather abandon the man and continue
alomg the tunnel, tum to 3g7.

3
You fall awkwardly on the sleps and sprain your
wrst. Lose 1 seiLr point. Your injury does not
deter vou from jumping to vour [eel and renewing
the strgrrde. Tom to 8.

39
The impact of the crossbow bolt knocks you back-

wards. A fierce pain grips your thigh where you ses
the bolt protruding. Lose 2 sTaMINA points, Gril- |
ting your teeth, you pull the bolt from your thigh
=nd bandage the wound as best you can. Limping
painfully, yoo tumn the corner and walk on another
afiy metrez belore coming lo a door in the right-
nand wall. If vou wish to open the door, tom to1og.
If you would rather keep on walking, lurn Lo zo.



§o—42

o

The old man does baclc:i'ard sornersault and lands
gently on his [eet with a smile on his face. You
devide 1o play a waiting game and let him make the
nextmove. Tirm fo zog.

41

As zoon as you pill the axe from the wooden block,
it takes ona will of 1ts own and vou are unable o let
go. At first the axe makes great swecping culs
through Lhe air, the blade flashing dangerously
cloze to your legs. Test vour Luck, If vou are Lucky,
turn tu 296. If you are Unlucky, furn ior26g.

42
The spiked ball hits your shoulder, but il is only 2
rlancing blow. Lose 1 STAMINA point. You con-
finue to swing your own weapon, and now with
success, as the ball thumps into your opponent’s
leg, knocking lim off his feel: He remains groaning
in the sand, and vou move away belore somebody

glse hears where vouare. As quietly as possible vou S

meve 1o the left: turn to 1200

43—45

43

You enter a small room which is empty apart from a
suif of armour with a winged helmet on top of iE.
The armour is propped up between two high-
backed chairs and a shield is resling against one of
them. There is another door in the far wall which is
al=0 painted with runes and symbaols. Will vou:

Take the winged helmet?

Take the shield?

Tr¥ to decipher the runes?

Open the door and leave the room?

Tumtoazé
furn to 187
Tumtnoigy
I lozax

44
In the left-hand wall of the tunnel, yon see a hole

=boul halfa metre in diameter. From ingide you can
fear a sirange mixture of clicks and hums. If you
wish 1o climb throogh the hole, turn (o 340. If you
would rather walk on, tuen to 155.

45
itie noflong before you arrive at vetanother door in
the left-hand tunmel wall, If you wish to open the
agor, fum o 235. I you wuould rather keep on
walking, turn to 177



46—48

You cimb the ladder as quietly as possible and peep
through the hole n the ceiling. You see a goblin
Iving dead on the floor, his hand s6ll gnpping an
open siheer box. A stone has been remeved from the
far wall and vou preswme the box was hidden
brehind it If you wash to pick op the silver box, Luen
tp 224. If you would rather climb down the ladder
and carmy on walking up the tunnel, turen to 361,

As vou walk warily along the tunnel, you suddenly
become aware of a strange clicking noise. Then oul
af the gloom of 2 cave enfrance in the tunnel wall
sruftles a three-metre long monster with many tihy
legs. The clicking noise comes from its black, bony
plates of chitinous armour rubbing together as it
moves. [Fadvances speedily towands you. Suddenly
it stops and raises itself onits hind legs so that it can
darf forward fo bite you with iks strong mandibles.
For a moment, the soft underbelly of the Giant
Cemtipede is exposed. IF you are carrying a spiar,
murn Lo 244, U vou do not have a spear, tumn to 27o0.

48 :
Yo stare at the levers and make your choice, Will
you pull:

Lever number 57 lurnto3ry
Lever number £7 Turn to 257
Lever numberg? Tuwrntoigh

Levernumber 127 Turn k116



45—51

49

The soup is thick with chicken and vegetables and
tastes delicious, You devour it greedily and mop up
the last drops with the bread. Yeu have not eaten
well for a fortnight and now feel fit and ready for the
coming ordeal. When vou have all finished caling,
o are led away By begin vour first day in the Anna
of Death. Turn 1o 22

50

The sleps are quite steep, and it Tequires a mighily
leap to clear them. Tf you are wearng 2 breasiplate,
furn Lo zob. I you are nol weanng a Dresstplate,
fuirm b 325,

oI
With a deft manoeuvre, you change your defence
arid bring your pole down to protect your ribs. The
Trialmaster's pole strikes your own with a loud
crack. I vou wish to take the initiative and stike
back, turn to-230. If vou wish to defend again, tum
to 267,

5255

52

The room is empty apart from a pile of straw and old
bones in the far corner. If you wish to rammage
through the straw, tum to 36. If vou would rather

leave the room and walk along the tunnel, turn to
Bz

33
The cloak is made of a spedal material which has
fre-resistant properties. Add @ vuck point, TF vou
non wish i look in the fourth and fifth urns, turn 1o
i47. If you would rathet svalk on, tum to 6g.

54
At the bottom of the pit there i a sharpened sinke

pointing upwards, Youland on fop of it and death s
instantansous.

53
Even though wour sword appears to cut the idol; it

does mot harm her at all. She i3 imomune [0 non-
magical weapons. Her flashing blades rain down on
vou and it ommpossible to escape. You defend
voursell valiantly for several minutes untl one of
the swords finally breaks through your defence, For
vou the brial is over,



sh=57

b
You curse yvour choice of weapon, for vou know that
swords make little | impression on the iron-like hide
of a Boneerusher, There is only one way to slay a
Bonecrisher and thatis tomake it fall to the ground,
whereupon ils delicate balance will be totally des-
troved, and it will be impossible for the Bonecrusher
ever b stand again. You will have to chop atits begs
while avoding its fatal grp.

BONECRUSHER

As so0n as you lose one Atfack Round, o to 343
If vour win without Jesing an Atlack Round, tom o
265

GHILLG ST AMINAID

)

As you hreak open the loaf, something heavy &S falls
put and lands on your kap. It is an iron file, which
could prove useful in the future, You tuck it into
your bell and begin to eal the loaf. Add 2s57aMiNa
points. Tf you now wish o cat the salted beel and
have not done so already, fom fo 184, Othereise
there is nuthing else you can do except climb back
up the stairs (tnm to 305).

gBE—hn

gB

Walking along, vou step on a stone which friggers
an umseen frap. Iron bars drop down from holes in
the ceiling in fromk of you and behind vou. You
strain Bo Lift them, bot are onable to move them, and
they are too thick tobend. If youare carrying a file n
vour pouch, turn to 106, 1f vou do not possessa file,
LLLETh 1O 300,

59
The door is Tocked. 1If vou wish to charge it open
with your shoulder, turn to g1, If you would rather
save yourself the effort and walk on up the tunnel,
turn to 130.

a0
As expected, the hinged lid dlicks and falls open
when vou pull on the elephant’s trunk, A gold ring
falls om fo the floor; vou pick it up and place il In
vour leather pouch. You wasle no more tme in the
chamber and walk quickly towards the passageway.
Tumn to 263-




B1—62a

1

A cheer goes up as vour opponent drops to the
ground. Yon hear guards enter the arena and soon
vour blindfold is removed and your wweapons are
untied from yoor wrists. Yoo are led away to vour
cell, realizing that only the southerner stands be-
hween you and victory. That night you are well fed
and vour wounds are bandaged. Add 4 sTamins
poinks. In the moming, the familiae ritual of being
led into the arena is repeated, but this fime you are
made to stand face to face with the southerner. You
are each handed a dagger and 2 studded glove, At
the command of Lord Carnuss, the linal arena battle
CCEIMEeTCES.

SOLETHERMNER SEILL I ETAMIMA I

It vou win, turm ko263

Your temple fakes the full foroe of the crushing
blow. You fall back on o the ground, your sword no
more than half-wav out of its sheath. Your tnal 15
linished:



b3—hh

b3
You are fortunate to be wearing a talisman which
protecis you against the mental attack of a Bone
Thevil, which paralysesils opponents with fear. Add
1 LUck peint, Gripping vour sword lightly, vou
step forward ko fight your adversary-

BONETIEVIL

L you win, turn to 328

SEILL 10 STAMINASR

6iq
As you strugele Lo escape the Eangles of the web, the
Giant Spider bites deeply inio vour leg. Lose 2
STAMINA points. Roll two dice. If the thial © the
same a5 or less than your SKILL score, tum o8, If
the total is greater than vour skiLL score, tum o

254

[
You find some half—-ea#eﬁn fiond -hicked inlo: the
ragged furs of the Hill Troll. It smells homble and
does nol look at all tempbing- Tf you =Hll wish lo
eatit, hum to zo1. If you would rather walk on, tum
{0 211,

B
Your dexterity allows you to gatherup the net whle
avoiding the sweeping arms of the Bonecrusher.
Once again you take aim and hurl the net Roll one
dic. 1f the number rolled is 1—3, turm 1o 255. W the
number rolled 15 46, lurn (o 18g.

676y

67
The high-pifched note emitted by the whistle has a
tranguillizing ctfect on the dog. 1E stops stowling
und slowly its eyes startto close, It flops down to the
floor and is soon {ast asleep. Tuen to 217,

6

You soon armive ab the doorway in the right-hand
wall and are faced with a heavy iron door. You press
vour gar agamst the door and can just make out tha
sound of a woman's voice chanting. If you wish ko
open Ehe door, o fo 338, Otherwise, you may
sither carry on down the tunnel (Eucn ko 28g), o1 g0
back alony the other branch of the THunction {turn
to227).

Bwenty metres further along, vou come to another
door. The dooris painted Black and has 2 large brass
ring as a handle. If you wish to open the deor, LLen
to 18z IFvou would rather keep on walking, tum ko
109.



Fa=Fz

70t

Nothing strange of unfoward happens o you as a
restlt of putting on the medallion. You look around
and decide the best plan is todimb back up the rope.
Tuein o328,

7L
Holding the shield over your head, vou walk along
the dripping furmel unharmed. At last you see
daylizht at the end of the tunncl, and walk guickly
lowwards it. Tumm to 188.

7L

The Frialmaster remains silent for a moment and
then sayvs slowly, “You have failed the test. You will
now becorme my servant to replace the caveman in
future tup-pi-war contests.” You know that it is
impossible for you lo overcome the power of the
Trialmaster's magic, and you resign yourself toalife
of servitude. But pechaps one day you will have
your revenge against Lord Carnuss. |

3

Unknown to you, there is a body lying in the sand
directly in your path. You fip over itand fall to the
ground. Suddenly you hear the whooshing sound
of a ball and chain being sywung near by . The wielder
of the ball and chain has heard you fall and is
moving in for the kill. Buf he too falls over the body
and lands on top of vou. He is heavy and drenched
with sweat. You slart o grapple with him in the
sand, punching with your shicld-arm while trying
to free your other arm to swing the ball and chain.

SLAVE

SKILLG STAMEINAS

 you win, turn ko 1g6.




74-76

74

Az vou begin to lift the grate, it suddenly Aies upin
the air, pushed from below by a poswerful and
hideous creature. A protesque head appears ania
long seemented body. Tt has no eyes, bul a large
suckered mouth surrounded b sharp hooks, and it
stromgly resembles a giant tapeworm. Attracled by
the heat of your body, the Bloodworm extends its
body furward inan atrempt to hook ontovour flesh.
Roll one die. Tf you roll 13, turn to 325 If you rell
A6, hurm o 234

73

Ihe piz shalters into many pieces wilh a tap from
the hilt of your sword. Lying among the frasments
of clay vou see a small charm made of shiny Mack
coral. But the charm is cursed and will bring you ill
fortune. Lose 21 vok points. At the back of the cave,
yvou find a small, dark passage which winds away
into the gloom. Tf you wish 1o walk along the
passage, turn to 144, 1 vou would rather walk back
ouib into the narmow fonnel; tuenc bo 230,

76
Suddenly you hear footsteps coming quickly down
the cormidor; suvmebody or something has come to
investigabe what all the noise is about. With your
sword gripped tightly, vou furn to face the heavily
armoured Mutant Orc puard advancing with its
poleaxe.

MUTANTORC SKILLT STAMINAT

If your wimn, [urn-to 343-
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i
You run op the stone steps and start to hadk at the

huge tongue with your sword. A large gash opens
up and purple blood pumps from it, soaking you
and making the steps reacherously slippery. As the
tongue thrashes about, the elf screams louder in
awony. Roll two dice. 1 the totalis the sameas orless
than your SKILL score, burn fo 245 If the total 1
yreater than vour skILe score, barn bo 132

Vi

You sew the ogre's leg just in Hme and manage to
jump over it and race to the front. You slow down
again and dictate the pace of the race lo suit vour-
celf. Round and round the arena you mun, gatling
vour tecth harder cach fime vou jump over the
burning coals. Alter twenty minutes, nobody has
been left behind, so one of the northmen deades to
spring away. He rons past vou and cverybody
accelerates to keep up. Throw bwo dice, adding 3 1o
the tatal if you were fogged by the guards. If the
total is the same as or less than your SEILL sTOrC,
turn to 360, 1 the total is higher than your sxii
soore, turn to 2ga.

=g—Hao

7o
The Hill Troll catches sight of you from the corner of
itz eve and turmns o face you. Tt looks cven angrier
than before, and picks up its battle-axe to attack you
ina raping irenzy,

HILL. TROLL

SKILLD

STAMINA IO

If you win, fum o 65.

You stugple against the fllusion, but vour mind
believes that the pain s real. You drop to the loor,
writhing in agony as the pain grows more intense.
Tose g sTamina points. The Liche Queen slowly
rices from her throne and walks over to deliver the
death-blowe with her bone dagger. In agony, you
struggsle to vour fect to fight her,

LICHEQUEEN

During this combat, reduce your SKTLL score by 3. 1
vou win, turm by 297

SKILLA STANINAY



g1-584

B1
vou take the brass hands out of your leather pouch
and fil them en to the socket in the centre of the
clock. The time now displayed is three o dock pre-
cisely, You turn to the levers and deduce which one
must be pulled. Turn to 48.

gz
The Llunnel sonn comes to an end at a Tjoncion. If
vou wish io head lell, turn to 229. Tf you wish 0
head right, furn 1o 304.

83
‘Ihe arrow strikes vou in the middle of your back
and pierces your heart. Once again Deathirap
Dunyeon lives up to ils namce.

81
You pay for your ignorance with your life,” comes
the veice from the skeleton. A bolt of energy shoots
ot from its finger and slams into your chest, killing
wou instantly

B3-B7

83
You climb over the blesding tongue and see that
sleps descend a longway down. You can just make
out the faint voice of a gitl singing. I vou wish o go
down the steps to investigale, tum to 364 Tf you
would mther walk back out to the tunnel, turn to
138,

86
Your ankle is badly sprained, making it impossible
o run. The northman soon tuns around the arcna
and passes you, so ending the race. While the other
five mnmers up are led back to their cefls, vou are
quickly put fo death before the nexk race slarls,

In total darkness, vour shaking hand fumbles inside
the pouch m search of the phial. If you have more
than one phial in vour pouch, tum to 365. 1 vou
possess only the phial of anti-poizoen, tuen to 331.



l
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88—go

88

As you gel closer, vou see that a rope loops through
= hook n the ceiling and that a wooden box is
suspended I::n:.,-' it, well out of reach. The other end of
the rope loops through a hook in Lthe floor and back
up Lo a wooden block svhere it is fastened by irom
bands. An axe s sticking out of the block and an
mscription on' the blade reads ‘Ropecutter’. Will
WL

Cut the rope with the axe? Turnlogr

Cut the rope with your sword? Tumtonigg

lgmore the rope and walk on? TurnlozBad
8g

As vou siep deeper imto the cave, the noise of
droplets of water falling from the ceiling inlo the
pools below grows ever louder. In the gloom ot the
cave vou do mot see a poisonous snake which is
slithering across your path. Test your Dk, T you are
Lucky, m ta 105, If vou are Unlucky, tuen to 137,

L

A delicate sound rings mfrfmrn the small bellas you
tap it with the hilt of your sword, You hear a
fluttering of wings overhead. You et ready to
defend yourself, but a white dove flutters downand
seltles on top of the bell. Much to vour amarement it
= holding 2 gold ning mnits beak which il drops into
the palm of vour hand. ¥With the ring safely stored in
viour pouch, you walk back down the corridor and
furn left into the unnel. Tum b 333.
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91 -
Roll two dice. U the total is the same as or less than
vOUT SEILL, burn 1o 332. LF the total is greater than
your SEI 1., turm i 357

92 .
The Trialmaster lells you to place the rings on top ol
the bench. Turn to 367-

03 ;
1he stairs end at a duor from which youcan hearthe
sound of squeaking animals and patichng freel. ‘T?
vou wish to open the doar, furn o146, IFvou wonld
rather climb back up the slairs, tum o 365

a4

0

You get into a steady thythm of ducking and jump-
img and slowly the pole spins to a halt: You have
sursived another ordeal. The next test bagins im-
mediately: yon and the rest anc split into two grodps
of five. You walch the first group of a dwarf, a
man-ore, a woman warnor, @ barbarian and a darle-
skinned southerner stand silently as a spiked ball
and chzinis lashed to each of their sword-arms, and
a small shield is lashed to their other hand. They arc
then blindfolded and ordered (o comumence battle
against one another until there is only one left
sandmg. TEis 3 sickening spectacle ko watch, as the
fghters tread warily around the arena, swinping
thear balls and chains. The dwarl lalls lrst, quickly
followed by the warrior swwoman. Tn the end, the
sputherner stands triumphant and his blindlold is
removed. He is led away and then each member of
vour sroup s armed in the same way, You can feel
vour heart pounding in your chest as the order iz
siven o commence combat against the four unsesn
zdversaries. Barefoot in the sand, nobody makes a
zound. If you wish fo step Lo your lell, luen to 2g7. 1f
vouwish to step to your right, bumn to g.
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95
The cool water of the fountain is refreshing, but has
a terrible side-ifect. Add 1 srAMINa point. buf
deduct 2 sE1L1. puints a5 the waler rapidly acceles
ates your ageing process. You have agzed thirty
years in less than a minute. Bul vou do not realin®
what has happened and continue walking resclute-
lv alony the tunmel. Toum b 329.

gb
You pull a few rocks away (rom the pileand see that
there is a doorway behind. Tf you wish to spend ime
clearing away the rocks so that you can open the
iron door, turn to 213, 1f vou would rather walk 1o
the door on the other side of the Tqunction, um fo

375-

97
Tle fruit is delicious and satishring. Add 2 sTaM-
iwa points, When vou have caten vour all, you
open the only door in the room. Turn t0 163,

g8

The door opens into a toom which s emply except
for a wooden table on which a jug and a flask are
resting. The jug contains a clear, sparkling liquid
which is odourless. Hyou wish to pour some of the
Bguid into the Aask in order bo drink il, turn to g, IF
vou would rather leave the room and walk back past
the last Tjunction, b to 232,

The caveman is just too strong for you. With a
mizhty heave, he pulls vou {orward, and you fall
neadlons down the pit to your death.



1aa—I02

LY

Unly vour lightmine-guick reflexes save vou from
being knocked into the rver. You teeter on' the
ledge. but megain vour balance. You draw yotr
sword lo attack your enemy. From out of the dark
cave steps 2 creature which has the appearance of
stooped, slarving man with long atms touching the
cround and gaunt, brown leathery skin. Yot necog-
nize Il as a Strider, a cunning hired killer; The
Strider 15 armed with an ron pole which has blades
ateither end. ILis afearsome weapon in the handsof
the dextrons Strder.

sTRIDER LEILLY STAMINAL

If vou win, lurn lo19.

Ll
The heat from the flames 15 50 intense that you are
consumed by the fire and f2ll to the ground. The
deadly dungeon has clammed another viction.

T2
Unfortunately lor vou, the tactics fail, Your oppo-
nent changes tachios too, and swings his ball and
chain dowrswards rather than above his head. Tesf
your Luck. TF you are Lucky, tum 0 42, If you are
Unlucky, turn 1o 283,



103 —10d

1403
The Sirem's song has its effect on vou before you
think to cover your ears. Lured by the lilting voice,
you step into the warm lake and swim fowards the
tock, But the lake is also home 10 @ giant squid-iks
monster with tentacles five metres long. From the
murky depths of the lake, it sces you swimming on
the surface and glides silently up to wrap its ten-
tacles around vou, You suddenly feel something
tuinzing al vour fout and then see the glant monsters
ol the lake as it surfaces. Roll two dice. Tf the total is
the same as or less than your SKILL score, um o
191, [f the total i greater than yoursgi. Lscorne, ium

tor 356,

104

The door opens inte a room which is empty excepl
for a large bowl of exotic-looking fruit standing on 2
marble plinth. If vou wish fo cat some of the fruil,
tur to 395 1 you would rather leave the room and
conlinue up the tunnel, furn 20

105=1407

105

Foriunately you do not fread on the snake, and it
slithers harmiessly away. You spend about five
minutes searching the cave, but you find nothing ol
interest, nor any other exil, Your only choice is b
refim bo the main tunneland walk on. Torm to 161,

106

You tske out your file and begin the long and
=borious task of filing through two of the iton bars.
I takes an houor to escape [rom the cage, but at last
vou are free. Walking quickly along the bunnel, vou
are surprsed to see a painling of Baron Sukumyvit
hanging on the wall. IF vou wish to take down Ehe
painting and inspect it more closely, tum to 314, IF
vour would rather walk om, turn to 228,

7

One of the northmen takes the lead, setting a fast
pare. Koumd and round the arena you run, grtting
vour feeth harder cach time you jump over the
burning coals. After bvenbty minutes, nobody has
been feft behind and the northman increases his
stride. Throw two dice, adding 3 to the total if you
were flogeed by the guards. I the total is the same
as or less than your skrLL scote, tum to 36o. If the
total &= higher than your SKILT score, turm (o 250,



1o8—110

108
You manage to disentangle vourself from the
spider’s weh and are able to resume combat. 1 you
manage to kill the Giant Spider. turm to 348,

Tibe)
The tunnel eventually ends ata T-junction. Locking
right, you can see a bright glow in the distance, and
looking left, you see that the tunnel ends ata door I
you wish to walk towards the bright glow, um to
143, If you would rather open the door to your left,
turn to 384,

110

Standing on the tip of vour toes, you reach np and
grab the spear. One sharp tug lopsens it from i
fitting, but the athers remain lodged in the ceiling.
Pleased with the acquisition of this unexpected new
weapon, you set off along the tunnel zgan. Tumn
lo 5.

111—=11Z

11T

The Trialmaster suddenly sweeps the pole round in
asideare, and you are forced to change your defen-
sive stance very quickly. Roll two dice. If the tolal is
the same as orless than YVOLE SKILE SC0Te, fumm i 51.
If the total is greater than your SKILL Scone, turn Lo
s L

11z
The chaos champion sneers ab your patheticatlempl
to form an alliance and demands that you give him
all vour gold. I you obey him, turn Lo 323, 1 you
have no gold or do nol wish o give it away, tum ko
178.




113—114

113
By the end of the day, only one other person retums
tix vour cell. Iris the mean-looking easterner, a man
who looks as though he would murder vou for two
copper pieces. As the light quickly fades, a puard
shouts out an unexpected command. There are
now Bwvo of vou left in each cell. | only want one to
come ot in the moming for tomormow’s combat.
Sleep well.” The guard bursts out laughing at his
joke, and even before he has finished, the casterner
dives at you, brandishing a long, sharp pin which
was concealed in his headband. Unarmed, you
muast fight to the death.

EASTERNER SEILLID STAMIMAS

If vou win, lurn o237

114

You 31l well short of the other side of the pil, but
mstead of crashing to your death, vou begin to float
up & the other side of the pit, carried by the magical
wings of vour helmet. You lonk behind you and see
the Zombies arowded together al the end of the pit.
You allow vourself a smile of relief and walk on up
the tunnel. Turn to 251.
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115

Sumething rattes inside the pof, bul when you
hrow it on to the floor, it does not break open, but
mercly cracks, and a green gas starts 0 escape from
il and fll the room. Will vou:

Tuminags
Tum to 307
Turnloigoe

Slavin the room?
Runinlo the cave?
Run back into the tunnel?

116
Fulling the lever down dees not hall the steady
moverment of the walls closing in, You try pulling
anather lever, bul fhey are all locked in posifion.
You iy wedging vour sword betiween the walls, but
it quickly snaps, and moments later you ars crushed
to death.

117

The tunnel eventually comes toa dead end. Thepeis
4 slone tablel set in the end wall with a small,
circular hole in ils centre. Around the hole are
stched the words: ‘Ome is on and twois gone.” [f vou
wish to reach into the circular hole, fum to 179, If
you would rather retrace your sieps back over the
bridge and walk beyond the I—undion, fum to 224

I1H—T114

118
You draw your sword and close in on the huge black
arachmid-

GIANTSPIDER SEINLT  STAMINAH

If you do not defeat the Giant Spider within five
ttack Rounds, vou oo will become eotangled in its
web. I thiz happens, make a note of the Gianl
Spider’s SKILL and curment STAMINA score and
then turn to 64 TF you manage to kill the Gianl
Spider in five Attack Hounds or bess, turm to 348.

119

The nui= and berries taste as delidous as they ook,
Add 2 stamina poinks. When you have ealen
enough, vou place the remain der in vour pouch and
st pff onee again, Turmn 1o 288,




120—122

120

You walk very slowly, as vou know there are bodies
lying in Ehe “cand. You stop to listen, bot hear
nothing. You decide to turn around and walk in the
opposite direction, Suddenly vou hear 2 gruff voice
cry oul, 'If there is anybody else, 'm over here.” You
decide to accept the bold challenge and walk in the
direction of the voice, swinging your ball and chain.
You clash hiead on with your unseen opponent i a
blind fight to the death.

FICHTINGSLAVLE SEILLE CTAMINAS

¥Fwona win, turn Lo 61

12X
Your dageer bounces off the plated armour of the
chaos champion. Heis enraged and you must suller
the consequences. Turn to247.

122

Despite all the neise you make, no cresture of any
kind arrives to investizate, At last the final board
comes free and you are able 10 open the door. Tum
tor 13,

123124

123

You look into the Bloodworm's foul lairbeneath the
grate, but see nothing. The floor is covered with
fetid sludge and the smell makes vou [eel nauseons.
If vou wish to climb dovwm into the lair, tum to 243, Tf
vou would rather walk on up the tunnel, Bien lo 174,

BT
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As soon as you open the box, your whole bady
seems o stretch as though wou are being sucked
through 2 kevhole. You are consumed by Eerror
when you realize vou are in a black veoid, You can
feel mothing around yvou — walls, tetling or floor.
You are a prisoner in the trapping box, and the
dwarf, whohad opened the box earlier, is now freo.
Your face is now shown carved on the lid of the box
and vou cannot esrape unless some other foolish
person opens the box, Testyonr Luckand add 3 ko the
totzl. If vom are Tucky, frn B0 3g9. If you are
Linlocky. tormn lo2g.



125

125

The irom key fits tightly inside the lock and tums
wilh a loud click, You breathe a sigh of relicl and
walk through the open door. Belfore vouis a lavishly
furnished room where a bearded man clad in long
red tobes ix sithing on an ornate golden throne,
reading a book, A small winged creature, red in
coloar and boasting a long lail, is sitting on his
shoulder, looking very menacmg. On the wooden
bench to the fdeht of the man, vafous glass recep-
tacles linked by mbes have different-coloured i-
guids bubbling inside them. Atthe end of the zigzag
:LLhE‘Lg_. a Elm'.'j_ng ':_I_'}?ElHT ol collects the slow drip
of liguid from the end of the open tube. The man
looks up and says in an even tone, ‘Enter. 1 musl
admit that | am very surprised to see vou. The
deadly traps are obvipusly not deadly cnough lor
the likes of you. Allow me to introduce myself: my
name is Lexus. [ am a grand wizard by training, and
I have been hired by Baron Sukumvit as a Trial-
master for this year's Tral of Champions. You are
nowin the final stage of vour ordeal and only Tstand
behveen your success or failute. You will have
discovered that there are a number of gold rings
hidden in the dungson, and the number vou have
collected is vital fo your success, Do you have an
odd number of rings or an even number? I vou
havean odd mumber, turnto 1. I you have an even
numiber, nom to 367.



1z6—1237

126

You take the magnificent helmet and place it on
vour head. Seconds laler, the suil of armour jolis
forward and then moves tinvards vom in jerky steps
wilh ils mace raised in the air, U you wish to fight
the animated suit of armour, fom &x 200 1F yoo
wolld rather run {or the door in the opposile wall,
turm oz8a.

127

Before you can even get your breath back,
COrpSE of the Tire Imp starts o metamorphose bl_
fore your eyes, A tall red-skinned creaturs. with
large leathery wings, horns and doven hooves for
feet, stands before vou. Flame shoots out from its
nortrils, and it carnes a whip in one hand and @
flaming sword in the other. Now yon must fight the
vile Fire Demaon.

FIRETIEMOMN

SKILLTI0 STAMINATIY

The Fire Demen does not only attack with ifs fam-
ing sword: Throw one cxira die cvery Altack
Round. On g roll of 1 or z, the fire froomn 15 nostrils
will burn you for 2 points of damage (o your STAM-
ina, Onoa roll of 3 or 4, ifs whip will lash you for 2
point of damage to your sTaMixa Onarollof s or
&, both the shooting flame and the whip will miss
you. If you win, turn to 305,

—

128—130

128
You step on a flagstone which aclivales the cross-
bow. The bolt flies down the narmow tunmel and
thuds mto vourbody. Roll one die, vourell1, bim
to38z. }_{!,'gu roll z or 3, turn to145. f vou roll 4, 501
f, fom to 39.

120

Ihe tunnel extends only bwenty metres before il
ends at the edege of a dack pit. You drop a stone
down the pil and hear it hit the bobbom o few
seconds later. The sides of the pil are loo smooth fo
climb down and it would be foolish o jump dowa. L
v are carrving 2 climbing rope over vour shoulder
and wish to dimb down the pit using that, furn to
zbg_ If you do not wish ko cimb down Lhe pitor ars
unable 1o do so, vou must walk badk along the
twmmel and past the last T-junction (fum o 351).

130

As you fell down the steps; the dagrec cutinto your
back. Lose 2 more STAMINA points, You groan and
rub vour bruized limbs befure climbing back up the
steps. Once again, vou leap over the red steps, only
this time with more effort. By the time yvou reach the
top of the steps, you are panting quite heavily. Tum
b 131,



131—1313

131
[ust as you begin to swing the ball and chain, one ol
the other combatants steps up behind you swinging
his weapon, Tesk yvour Luck, If you are Lucky, um to
148, I you are Unlucky, turn to z10.

thr
Trying to avoid the thrashing tengue, you slip on
Lthe wet steps and fall over. Test your Luck. If you are
Lucky, tum to 27z If you are Unlucky, mom to 38.

L%

Looking down the tunnel, vou see that there is an
opening in the left-hand wall. Suddenly you see a
small head peer out from around the comer and,
judging by its height off the grm.u‘ld vou deduce
that it is the small humanaid AFAIn. You calloutand
mivie chase, but by the time you have rounded Lhe
comer, he isnewhere tobe seen. You decde to walk
quickly down the new branch of the tunnel ine the
hope of seeing the humaneid again. Tum o 287.

134—136

134
The Tmalmaster s anticipating your over-eager
move and blocks your blow with ease, He steps
guickly to the side and thrusts his pole upwards at
vout throat. Roll two dice. If the total 15 the same as
or less than your SKILE score, tuen Lo 281, I the total
15 greater than your skie score, bumm to 308.

135
Al Lhe momenl, the polion is dch with healing
properiies. Add 4 srasmina points. Finding no
other exit from the room, you walk back down the
tunmel and on past the Tunchon. Turn 232,

136

Whenall the races are finished and the survivors ars
back in their cells, vou discover that the bald mman
does not return; now there are only three others left
in vour cell. Although Exnauated vou find it dit-
ficult to fall asteep: your mind is occupied with what

challenge the next day will bring. In the mormusng
vou are fed, and then one by one the slaves are led
away to the arena. Fw.—mma]l}f wvour turn comes and
when vou reach the door to the arena, you are told
to choose weapons — broadsword and shield, or
trident and net. Make vour choice and tum to 27s.




1371340

37

Yoo tread on the snake’s tail and il strikes quackly at
vou with its venomous fangs, which sink deep into
your calf. lose ¢ STAMINA points. You usce your
sword tolance the swound to draw out the poisonead
bload. 1 the poison does not kill you, you decde to
lobble mat of the cave and back &y the lluminated
tunnels e to 361,

138
Up ahead, vou see a ladder which leads through =
hole in the ceiling. I you wish to climb the ladder,
tumn to 46, 1f you would rather keep on walking,
turn o 361,

139
The Ores are unarmed, having just theown their kast

dagger at the rat. On seeing vou, they growl In

anyer and grab their swords to attack.

GEILL STAMINA
Fimst QRC o 3
Second ORC & b

Fight them one at a time in the small room. i you
win, tucie Lo 295,

-

140-142

140

Lhe leaping Trialmasier tries to deflect vour blow
with his feet, but vou sidestep and soike him in the
ribs as he lands. You let out 2 victory cry, delighted
with vour lriumph against the odds in ritual com-
bat. Tum to 362

141

You walk through a stone arch into a level tunnel,
After walking some thirty metres, youcome actossa
row of clav urns, each the same size and paltern,
lined agzinst the right-hand wall. Hyouwish tolook
inside the ums, tum to 208, If you would rather
walk on, tom 10 69,

142

You decide to add your own ingredienis to the
witch's brew by deopping the Vampire Bats into the
cauldron in the hope of poisoning her. You look
around the room and find a polished wooden box
with a face carved into it — a face which you recog-
mze. It is that of the dwarf who enbered the
dungeon before you. You also find a small phial of
red dust hidden inside an old book: Will you:

Open the wooden box? Tumtoiag
Throw some dust on the floor? Turn Lo 17l
Put the phialin your belt pouch? ['arm By 300

Leave the room and continue alongs

thecormidor? Turn b 346
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143

The tunnel ends at an archway which is mounted
with dragons” heads made of iron. Flames shoot out
of their mouths continuously, making a wall of fre
across Lhe archwav. If you wish to run quickly
through the archway, turn to 370. Tf you would
rather walk back down the fumnel to open the door
past the T-junchon, turn Lo 3686,

144

The passage bwisks and turns for what seems like

ages. There are no torches to light the way, and vou
have to walk in pitch-darkness with your arms
oulstreiched. You hear squeaks and *-.-L;ul&dlr 45 SCUL-
reing feet run by, and once or twice something soft
brushes againsl vour legs. Buk you are not afraid of
small rodents, and continue resolutely. All of a
sudden, vour [eet sink into something warm and
stimy which squelches and emits a -::ll‘-'xg.l.lE-l'lTl . sul-
phir-like smell, Two more steps and the slinking
shime 15 above your knees, IF you wish o walk
further into the slime, turn to 359. I you would
rather walk back along the passage, through the
Tusker's cave and along the narmow tunnel, lien to
230,



145-14%

145
The crossbow bolt knodks vou back off your festand

you fall to the stone floor. You feel a terrible pain in
vour shoulder and sec the bolt lodged in it. Lose s
SKILL poinl and 3 sTamina pomnis. Gritling your
teeth, vou pull the bolt from vour shoulder. Grimac-
ing with the pain, you bandage your shoulder as
best vou can before seting off again. You tum the
corner and walk on another fifty meires before
coming ko a douor in the rghit-hand wall. IFvou wish
lo open the door, turn to 104 I you would rather
keep onowalking, turn lo 20,

146
You lurn the handle of the door and as soon as it
vpens, you are pounced upon by a large rat. Others
wail o take overif the first is defeated.

SKILL STABRING

First AT 5 2
Second BRAT 2 2
Third RAT 3 2
Fourth EAT 3 >
Fifth RAT 4 2

Fight the rats one at a time. As soon as you loss an
Attack Round, turn lo 165, If vou manage to kall all
the rats swithout Tosing an Attack Round, tum {0 15.

147-149

47
The fourth um is empty and the filth urn is halk
Slled with dried Howers and grasses. If you wish 1o
empty the wm oot on to the floor, tum to 241, Ifyou
would rather walk on, tom o 6o.

148
Tou make first contact and Four unseen opponent
mies oul in pain as the spiked ball slams into his
shoulder. But vou do not hear him fall. You bam
vour head, listening intently for another geunt or
sran. The man bites his lp and makes no sound. T
Touwish to stay where you are and continue swing-
g the ball and chain, turn to 139. 1 vou wish ko
step fo vour left, tum fo 120

149

One blow from your swordcuts the ropein two. The
wooden box crashes to the floor and breeaks apart.
Lying inside the broken box you find two brass
nands from a clock. Toping that they might be of
pse i you, vou place them inside your leather
pouch and walk on. Tom to 388



150—152

150

The tunnel continues another thirty meires befores
turning sharply 1o the lsft. On rounding the cormer

you zee that there is a new branch in the right-hand
wall. ¥ou are surprised to sec a small humanuid
suddenly pop his head out from the new branch

but when he sees vou, he gquickly retractsif. Youcall

oul and give chase, but by the time you reach the
commer, he is nowhere tobe seen. You decide fowalk
quickly down the new branch of the tunnel in the
hupe of seeing him again. Turn to 287

151

Yo pull the cork from the phial with your teeth ane
pour the contents inte your mouth. You start @
cough and splutier on the red dust vou have swai-
lowed! Lose 2 srAMINA points. You realize yous
mistake and throw away the phial. You rummags
again through your pouch and this fime pull out the
correct phial. Turn Lo 260,

152
You step warily on to the rope bridge. feshng itio
make sure it will bear yoor weight. You look

around, but see nobody, so you burny sooss thed

bridge unchallenged. Tum to 117.

153155

153

You clear the red steps, bot miss the step you had
mitznded to land on. You fall heavily on the stone
sleps and roll over and over to the bottom. Lose 2
sTamina points. If you have a dagger fucked in
vour belt, turn o 130, I you are without a dagger,

fnrm b 28y,

I54

Somehow you manage & miss the langze target and
ther spear flies harmles ssly past the Giant Centipede.
Tou curse and draw vour sward to attack the riant
momster.

GIANTCENTIPERE SKILLG STAMINAT

If vou win, turmn to =

153

Yoo see in the rght-hand wall a small recess in
which two candles are burning on either side of a
pewier plate; An assortment of nuts and dried
berrics are piled high on the plate and look very
wmpting. If yvou wish to eat some of the nuts and
berrics, turn to 119 If you would rather walk on,
rn 283,



2y

156—156

156

The door opens into 2 namrow, ploomy comdor at
he end of which vou see a stone plinth swith a large
slass dome resting om top of it. Four biack candles
=re buming on each of the comers of the plinth,
duminabing the dome with an eerie glow. As you
=pproach, ¥ou see that there is a tiny man frapped
mzide the dome, juomping up and down, trving to
=tiract vour attention. The man is no more than half
i metre @3l and 5 weanng tight-fitting black hoso.
Yo notice thal his ears are pointed and thathe hasa
wispy prey beard. He sestures to you to lilt the glass
come. If you decide o do as the man bids you, tum
0 199 If you would mther walk back down the
corridor and refurn to the tunnel, torm beazs.

L57
[here seems to be a pattern to one ol the runes, so

vou seb about trying to translate the message. Roll
one die. If yvou roll 1—4, turnto 322, U youroll 3016,
o o 344.

158
Pulling down on the lever does nol halt the steady
muwement of the walls closing in. You try pulling
znother lever, but they are all locked in position.
Yoo fry wedging your sword between the walls, but
it quickly snaps, and momenlts latervou are crushed
o death,



159-163

159
You decide lo crouch down and swing ko, hoping
your opponent will swing his weapon over your
head. Test porir Lick. If vou are Lucky, um oay B
you are Tinlocky, turm to 1oz

160
You just manage to hold on to the wall as the wind
pusts all around. Stones and debris are picked up
and carried along, but the whirlwind passes and
you remain unscathed. When all is quiet, yon setoff
oneceagain, Tarn to 195,

163
The tunnel turns right afler another thirty metres
and you soon come to 3 doorway in the Tefi-hand
wall. If vou wish o open the door, tumn fo1gy- Ifyvou
wionld rather walk om, furm o 378,

16z
You soomn come to the edge of a pit which looks too
wide for yon to jump across. If, neverthelece, you
wish fo take a running jump over the pif, fum to
276. I vou would rather walk back up the tunnel
and past the T-junction, turn o 251.

163
The door opens out into a tunnel. You lookleifand
see nothing, but to your right vou see a small
humanoid runming away from you. Intrigeed by the
being, vou decide to run after him. Tum o 238,

164-167
164

You step over the unseen tripwive and conlinue
walking, unaware of your nammow sscape. Turn b

398

165
Test wour Luck, lf vou are Lucky, tum o 380 If you
sre Emhocky, tommn fo 322

166
Unknown to you, there is a body lvingin the sand
dirccHy in your pal-h,. and vou are {ortunate not to
STp OVeras you pass by You decide to stand still for
s moment and listen. You hear the whooshing
=pund of 2 ball and chain being whirled through the
gir dimecty in front of voo. Will you:

stand your ground and swing your own

ball and chain? Turn to 183
Siepback? Turn to 349
Lie down in the sand and trip up

the personwhaois advancing? Torn b 316

b7
At the back of the cave you find a small dark passage
which winds away into the gloom. It vou wish o
follow the passage, turn to 144. f vou svould rather
walk back out min the narmow funinel, turn to 230.




166—170

168
[he door opens into a large room with o massive
stome face carved into the back wall. Stone steps rise
up Lo its huge, open mouth, and al the top of these
steps vom 522 one of the other contestants writhing
magony.- Alarse, purple tonguelike a giant snake is
wrapped around the elven prince who is desper-
ately stabbing at it with his dagpgee. U you wish o
help the ebven prince, fum to 77 I you would rather
lzave him and conlinue along the tunnel, tum to

138.

169
Your modifisd defence is rendered nseless by the
lightning speced with which the Trialmaster altacks,
The bamboo pole thumps into yoor ribs and you
realia that all 15 lost. Turn to 72

Lo
The Xoroa's frankic clicking noises must certainly
have wamed others in the colony. Bulil youswish Lo
stay and search the chamber, turn to 213, If you
would rather climb through the hole and back into
the tunmnel, fum to155.



171-173

AFA

Emulating the old crone, you sprinkle some of the
red dust on the floor. Smoke rises up, and you leel
as if vou are spinning in a black void. Secomds later
you find yourself standing in a small, empty room.
There is an iron door which is locked and has no
handle. You are trapped and there is no escape. 1he
best you can hope is that Baron Sukumyit’s servants
will {ind you before you starve to death. Alas, they
don't.

172

Although your leg is bleeding and painful, atleast
is not broken. {nce again, the axe mses into thee air
and swings down. Tum b 296

173

The pas is not toxic and soon drfis harmlesely away.
You pick up the clay pot and throw il against the
wall. This Hime it shalters and something <hiny falls
on to the floor amonys the fragments of clay, Yoo
look down and see a gold nng, which vou pick up
and drop into your belt pouch. Finding nothing slse
of interest in the cold room, vou dedde wiich waw
tehead- Tf von wish to go into the cave, tum to 307
Ifyou would rather return to the funnel, turnio 150

174-175

174
The unnsl turns sl:'l,arp:l;}-' fo the left and then
doubles back on itself. You walk along it for fifty
metres before coming fo 2 wouden door. The lower
aw-bone of a dog i= mounted crudely above the
door. If vouwish to open the door, lurn ko 26, [ you
would ather walk on, turn to 379,

175

You allow yourself a Fafntf';imih-:, a4 you have chosen
2 good weapon with which Lo fight vour adversary,
Edged weapons cause little damage to the iron-hike
hide of a Bonecrusher. Theee is only one way to slay
2 Bomecrusher and that is to make it fall to the
ground, whereupon ils delicate balance will he
tintzlly destrayed, and it will be impussible for the
Boneerusher to get to ils [eel again. You move
turward caubiously to snare it with your weighted
nel. Kol one die. If the number rolled is 1-3, turn to
31. If the number rolled is 4—6, horn to 18g.



176-177
176

Ineredible! says the old wizard. “Who would have
thought it pc-ssi!:-]i_i' Mever mind, stand up and
lollow me.” TTe leads you through a doorway into
another room, which has bare stone walls and &=
empty except for a long-case clock standing against
ome of the walls. You notice that there are no hands
on the clock face. On the wall oppisite the clock
there are four levers numbered 3, 8§, g and 12. The
wizard mutters 2 few uninlelligible words to his
familiar, whiclh then flies off his shoulder and e
gins to circle over your head. You watch as the
creature grows sleadily bijnrer unfil it has a fwo
melre wingspan. ™Wow I musl leave vou & fend for
yoursell, " sayrs Lexus as he leaves: the room, locking
the door behind him. As soon as heis gone, the Fire
lmp swoops down to attack you, spithng fire.

FIRE IMP

If vou win, tum tuazy.

SKILLG STAMINA 3

E b
The tunnel eventually cnds ata Tqunction. Lookin:
both lefl and right you see nothing of interest apart
from a door some way down to your lefi. fyouwish
to goleft, turn to @8 Tf vou wish (o go rizght, tum to
23,

178151

178
The chaps champion is pt‘ed.rcta.btvenragﬂ‘l bw yrour
refusal o give him what he wants. With his legs
astride, Tt starts to swing his spiked mace through
the air. Turn to247.

LT
Slowly you reach further into the hole until your
fingers touch two buttons, one with the number 1
stamped micit, and the other beaning the number 2.
If you wish to press button number 1, turn boaz_ If
¥ou wish to press button number z, tum to 214,

180

There = a leather bag on the chaos champion’s
beli Inmide the bag you find a piece of paper with
“Set two, 358 scrawled on it in black ink. You also
find a smmall ivory box with a skull painted on the lid,
If you wish to open the box. lurn Lo 282. If vou
would rather leave it in the bag and walk on up the
tummnel, turn to 44,

181
You react quickly and block the thrnusting pols, You
both jump back and circle each other warily, U vou
wizsh to feign a move to the left and then divein low
to fmp up the Tralmaster, turn to 223. 1 you would
rather wark for him fo make the nexEmove, furn o

g



1Hz—18%

182

The room is empty except for a large bronze statue
of a siv-armed woman, dressed in decorative silk
and mounted on a marble plinth. The idolis helding
a brass lamp in one hand, and a curved sword in
each of its other hands, White smoke drifts up from
four silver pipes placed around the idol. TEyou wish
to t=ke the lamp, tum to 311, If vou would rather
keep walking along the tunnel, turn to 1og.

183
Text your Luck, T yvou are Lucky, tum fo 218, It you
are Unlucky, turn to 387

18

The dry salted beefis I:m]g]'?x et tasty. Youchew onit
and swallow it in big lumps, so great s your hunger.
Add 3 sTamina pnmtr-. Evan h].—'r]hr Fou feal as
though wou have eaten enough. It you have not
done so a]rear]'_r, yoo may eat H‘e loaf [turm o 57).
Othenvise there is nothing else you can do except
climb back up the stairs (fom to 305),

185
Gripping your sword lighily, you step boldly io-
wards the Zombies. You manage to chop down bwo
of them, bul the relentless barrpge of clawed hands
slashing at your body finally wears you down. You
fall under the sheer weight of numbers, your body
crushed and fom. For you the frialis over,



186—187

186
The old crone locks up, cackles an evil laugh and
then throws some dust on the floor- A dood of
smoke rises up and the old witch vanishes. Sudden-
ly there is movemenl above you, and vou have just
enough time to draw your sword as two Vampire
Bats swoop down toaltack,

SKILL STAMINA
5
4

Firht the bats one ata time. However, while vou are
lighting the first Yampire Bat, the secomd will cling
toy your back and suck blood from vour neck. Lose 1
addilional sTamMina point during every Atack
Reund with the first Vampire Bal. I you win, um to
142,

First VAMPIREBAT
Seoond VAMPIEE BAT

[STIONT!

1H7
You pick up the shicld carefully, making sure you
do not mowe the chairjustin case thereisa trap. You
place the shield on your arm, and are well satisfied
with yvour new piece of armour. Add 1 SKILL point.
Will you now:

Take the winged helmet? Fom fo 26
Try to decipher the runes on the door? Tam foasz
Dpen the door and leawve the room? Tomtozz:

188

1RH
There is5 a large crowd gathered at the exit to the
dungeon. When they see you appear, they can
hardly believe their eyes and burst into rapturous
applause, cheering at the tops of their voices. A
message is sent fo Baron Sukumvit, swho was not
expoecting anyone to emerge from the killer Jabyr-
mth. But you notice Lord Carnuss standing express-
ionless in the crowd, surrounded by his guards.
Hate wells apinside you, butf you are too exhausted
to think about avenging the slaves of Blood Lsland
just yet. Two men run forward and lif you on to
their shoulders and carry you Lo the town sguare
where the victor's ceremony is to take place, Yoo are
carried up a platferm and sel down on a cushioned
chair, while various servants tend to vou, bandag-
ing your wounds and giving vou special healing,
potions fir dounk. Add 2 sk points and G sram-
1% & points. Atlast Baron Sukumyvil appears lo make
the presentation of zo.o0o0 Gold Pieces. You stand
up e receive the prize, bul bord Carnuss climbs up
the steps of the platiorm to intervene. Tooking
surprised, Baron Sukamwil asks. why his hated
brother has come to Fane. Tn a woice full of con-
t=mpl. Carnuss replies, ‘Because the warrior stand-
e before you is my slave and is tepresenting me. 1
will take the prize, if you don’t mind! Baron
Sukumvit tums to you and says, This year, therais
an additional gilt lor the viclor — any one wish will
b granted. Warmor, what is your wish? Your
chance has come and you answer that it is your wish
o fight Lord Carnuss and avenpe the slaves who



189-191

died on Blood Island. Lord Carnuss tries to refuse
the challenge, but the screaming crowd starks 1o boo
and will not let him leave the platform. He ums o
face you, draws his sword and says, "So beit!’

LORD CARNIISS SHILL IO STAMINALD

I you swin, turn to goo.

180

Your throw is on target, and lands on top of the
near-sighted Bonecrusher. As il thrashes around, it
becomes more and moere entangled and lets oul an
entraged howl. Before it can break iree. vou tug hard
and pull the beast to the ground. The Bonecrusher
lies helpless and defeated. Panting with relisf, you
are taken back to your cell. Tum o213,

190

From a cave entrance in the left-hand wall, you can
hear the sound of grunting. The entrance is low
down, and vou will have 1o sioop to enter. If vou
wizsh to enter the cave, turn to z7g. If vou would
rather continue walking along the narmow fonnel,
Euieit Lo 230,

153

You cut vourself free and swim as fast as vou @n
towards Lhe rock, spurred on by the magical song.
But you are swimming lo your doom. With your
arms hanging at your sides in heedless submission,
you smile as the long knile plunges inke your chest.

102—T04

1

One of the Ores fams andgtzhrm*.'s his dagger at you,
At close range he does not miss. Lose z stamina
points. You pull the dagger from your arm and step
forward fo attack the Ores who are nosy brandishing
SWOrds.

SEILL STAMINA
st ORC fr 5
Second ORC f &

Fight them one at a lime in the small room. T you
WinL, turn ko 2g5.

93
Tou hold vour nose and run oft down the tunne] as
f2sl as you can, expecting to hear the hissing sound
of escaping gas. But vou do nol hear anything and
are able to continue unharmed. Tum to 23,

194

You carefully lift the lid of the chest with your $word
and find that the chest containg small parcels of
vegetables and rice wrapped in palm leavies. You
realize that you are very hungrvand are tempted by
the food. IF you decide to eat, turn Lo:366. 1F vou
wonld rather walk on without eating; tum to 47,

-\.'}:'.__. :
2T




1g5—193

1G=
A fipure ahead of vou h?:l‘l';i and slowly walks bo-
warnds you. As he sleps under a torch, ¥ou rocosnize
the persom olad in dark, I;'.pl]nced armont, Chne af the
other contestants, the chaos champlion, Is advanc
mg fowards yvou, wielding a two-handed spiked
mace. Will you:

Detrend yourself with yoursword? Tumitozgr
Throw a dagger at your adversary
{if you have ane)? Turn to
Try to talk o him? Turntoazz
196

You jump to vour feet and listen intently for other
vpponenis, Hearing nothing, yvou step warily to the
lefl. Turn to 120.

o7
A= spon as you fouch the deor-handle, a shock runs
through vour body. You manage to pull your hand
away, although it is shaking uncontrollably. Lose 2
STAMINA points. Af last the tremors subside, but
vou deade against boying the door again, and you
walk on. Turn to 378.

h |
The doed flowers and graﬁﬂ:-i arensed asanesthyra
poisonous red-back spider. But luckily you see it
crawlmng up the stem of a poppy and crush it under-
fool. There is nothing else hidden in the flowers and
grasses, and vou walk on up the tunnel. Tum to ég.



100—201

159

As soon as you lifl the dome, the candles are exiin-
guished and the comidor s plunged inlo darkness.
You hearlaughter echoing down the cormidor before
vour head starls io spinand yvou lose conscousness.
You have been fricked by a Black Imp, who has now
rurn off with all the conlents of the pouch on your
belt. Make the necessary dednctions on your Afee-
tire Sheel and also lose 1 tvck point. When you
finally come round, the Imp is nowhere to be zeen,
so you return (o the tunnel and carmy on. Tum o
aXr.

2040

The Trialmaster senses your aggression and uses his
marc to bombard vou with the weooden blocks,
which hurtle through fhe air Bwards vou at high
specd. Allsix blocks find their target and smash into
vour body as you by to fend them off with your
hands. Rofl one dic and deducdi the number [rom
YOUr $TAMINA score, IF you sunvive the battenng,
vou decide o call oui o Noy and Llell him that you
will obey him. The woeden blocks immediately Ay
away and hover again in a circle around the Tral-
master. Turn tir 369.

2N
Az soon as you have eaten a lew mouthfuls of the
food, you begin to feel sick. Wot only is the food
rotten, it is also infected with Flesh Grub eggswhich
will soon hatch out and begin to burmow thor way
oul of your stomach, Now you know why the Hill

2132—2134

Troll was punching the wall: it was because of pain,
notanger. All vou have o look forward to s a slow
and agonizing death. Your morale is losw as you
realize that even if you manage to escape from the
dungeon, death awaits you. Lose 2 SKILL points
and z Luck points. Also deduck 1 8TAMINA poihl
cach time you turn to 2 new reference. Cursing your
bad Tock, vou walk on, clutching your stomach,
Turn o211,

rin

Your ankle is only twisted and not sprained, and
vou force vourself to run hard, ignoring the pain.
You think vou will never catch the others up, when
suddenly one of them drops to the floor. 1L is the
dwarf, and he never moves again. The race is halted
and vou are zll led back to your cells, while the
dwarf is carmied away before the start of the nexl
race. Purn o 13h.

203
You cover vour ears and scream al the top of your
¥oice to shut out the Siren’s song. You run through
the cave and into the tunnel beyond. Tum bo 21

204

The agile old man strides nimbly towards you wilh
the bamboo pole held to one side. You cannot tell
whether he is going to bring the pole down over his
head and stoke at your head, or sideswipe vou in
the ribs. If you wish to anticipate a sirike to the
head, turn to 111, If vou wish to defend your ribs,
o fo 32,



205—206

205

The instant you lift off the top of the skull, you are
thrown back by a blast of cold air- The air has a misty
trail to il and begins to circle the cave at high spead.
Suddenly all the bones in the cave start to ratlle.
some start to move across the foor and group
together. They begin lo riseoff the floor and take the
rough shape of a skeleton. You walch transfixed as
the small whirlwind shoots inside the eye-sockels of
the skull. With horror you realize that you have
released the undead spirit of a Bone Devil, If vou are
weaning a medallion, turm to 63. If you are not
wearing a medallion, turn to 384

206

[he heavy breastplate weighs you down as vou leap
tn clear the steps. Roll tvo dice. 1f the total is the
same as ot less than your SKILL score, furn to 342 If
the total is greater than vour sgILL score, tum to
153



207208 200—210

207

As vou struggle to uniock the door, you do not see
the pointed finger of the first skeleton move. A bolt
of envrgy shoots out from the finger and slams into
vour back, killing vou instantly.

209
You open the horse’s saddlebag and find a mirror
and a wooden whistle, You slip them inside vour
pouch and continue along the tunnel. It soon cndz
al a T-junchion. If vou wish to go left, turn toaag. Tf
vouz wish fo goright, tumm to 351

208
The Lirst urn is cmply, as is the sccond, but the third
ane contains 4 purple doak, Will vou:

Put on thecloak? Turnios3
Lookin the fourth and fifth ums? Tum o147
Leave the urns and walk on? Tumiobg

You cry out in pain as your opponent’s spiked ball
slams into your arm. Roll one die. If you roll 1-3,
turen to 380. I vou roll 4-6, tum {0 303-




211213

21T

Atter another thirty mettes, the tunnel comes to a
dead end. Ihere is no sign ol a secrel passage, so
vou fum around and are sutprised to see another of
the contestants stalking you. It is the eastemn war-
word, his tom batfledress staimed red wath blood:
Intent on mureder, with his sword raised high, he
steps swiftly and suorely towards you.

EASTERN WARLORIY skiriio LTAMINAY

-

If vou win, urm to 354.

Z1z

(e hideows-looking woman reaches under the
sushions she is silling on and then tosses an iron
zgauntlet to the floor. Yoo bend down, pickitop and
<lip it on to vour right hand. Painimmediately grips
vour hand and guickly spreads throughout your
Sody. You feelas though you are being crushed by a
ziant vice and you begin ) scream in terror: Roll
three dice. lfthe totalis the same as orless than your
SKILL score, tum to 15 If the total is greater than
VT SKILL =c0be; turm to Ba,

N
|
LI
i
|
|
t

- HHH.H‘_._ i
e LT e s 13
o ] =Tl Vol You find a carved bone horn on the floor. 1 youl
s R e T R wish to blow it, turn to 25g. If you would rather sling

ttaround your neck and climb back theough the hole
in the unnel, marn o 155.




214—216

14

Your mind goes blank immediately, and when vou
resain yoursenses, you find yourseli at the entrance
lo the dungeon. The crowd sees you and staris (o
jeer and hiss. They mush forward hurling stones.
Roll one die and deduct the mumber from vour
STAMIN A score, Realizing what is happening, you
lurn and run back into the dungeon, past the door
on yvour left, to the Tunction. 1f vou wish to head
left; hermn to zzg. If you wish to gomght. ium to 304

15
Tt takes about twenty minutes o dear the rocks
away. Fventually you furn the handle of the door
and shove on it with your shoulder. The rusly old
door creaks open and vou find yoursell standing in
adisuzed tunnel. Theairis dank and musty and you
cammob see far into the gloom. Bul as your eves
become accustomed to the dark, youo can see that
there is o way forward, as the roof of the tunmnel has
caved in: On the back of the door there are words
and mumbers wrilten in chalk, but il is too dark fo
see them properly. I vou wish to fetch a torch from
the main tunnel so that you can see to read the
words and numbers, turn to 394 I vou would
rather forget about the derelict tunnel and walk &
the door on the nther side of the T-junchon, e o
375.

218

You land heavily on the floor of the pit, narrowly
missing a sharpened stake cticking up from the

217218

floor. Your ankle is badly sprained, buf luckily no
bones are broken. Lose 1 SKILL pointand 1 sTAM-
ina point. You look up and see the Liche Cheen
zlaring down at vou. She drops down into the pil
something which clatters on to the floor. Tt is aniton
gaunilet and voo realize that there 15 no cscaping
the Liche Queen's challenge, The sides of the pit are
rough enough for you to be able o climb up. Yhen
vou reach the top, the Liche Queen commands you
to put on the gauntlet, which you brought up with
vou. You realize that there is noaltemative. As soon
25 your hand slips into the gauntlet, it is gripped by
terrible pain, which soon spreads throughout yoor
body. You feel as though you are being crushed by a
giant vice, amd you i:reglrl to scream in agonized
lerror. Eoll three dice. If the total is the same as or
lew than your sk11e score, tum fo 15, TF the total is
ereater than your SKILL score, tuen to Bo.

21°%
Yom step over the dog, reach up to the shelf and take
the box_ You prise it open with your sword and find
a topper bracelet inside. If vou wish bo place the
bracelet on your wrist, luen to 317. I vou would
rather leave the room withoutitand continue along
the tunnel, bum o 379

218

Yinm ipiT::ﬂd ball inds its mark and crashes into the

temple of vour unfortunate opponent. He drops Lo
the gronmd and does notshr again. Listening intent-
by, vou step warily lo the left. Turn to 120,
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219

Ihe temperature inzide the derelict room is much
lower than in the tunmel. You begin to shiver as
sp0 as you step into the room, and vou can see
vour breath hanging in doods in the cold aic. In the
far wall of the room you see a large turme! entrance
from which you can hear the soond of slow fouot-
sleps coming towards you and a long, low hissing
sound. You stand your ground, sword inhand, asa
hideous beast enlers the room. It has a bloared
ereenn stomach, like that of a huge toad, and a
grotesque, misshapen head supported by a blub-
bery neck. Tt has a armlar, extended mouth, whose
fat purple lips surround rows of sharp teeth: the
beast shees ifs prey and then sucks the mnarcds ot
Fresh intestines are the delicacy of the Coldclaw,
and it intends o eat yours as punishment for enter-
mg its lair.

COLDCL AW SEILL I ETAMIMA 1]

As the vile beast lumberns toward s vou, the tempera-
fure appears lo drop even further, Reduce yoor
SKILL score by 1 for this combat onlv. If vou win,
fum o z252.

230
You shoot put the wizard’s name at the top ol your
voice, but get no reply. In the meantime, the walls
Close in more and more, and now they are no more
than four metres apart. In desperation vou decide to
pull one of the levers. Turn to 48. :



Z2T=233

231
You enter another room and are surprised by what
YOu See: e (o 3.

212

Further along the tunnel, you stumble upon a pile of
rocks, Something underneath the rocks catches the
light and sparkles, Carefully, you remove some of
the rocks untl vou can see what is hidden under-
neath. 1t is a broadsword, finely honed and perfect-
Iy balanced. If you wish lo use itinstead of vour own
sword, tuen to 2g0. IF you would rather leave it
where it lies and continue your walk, mmio 7.

£y
The Trialmaster is a skilled fighier, and antopstes
your every move, Butheis surprsed by your swill-
ness and has to jump up to avoeld your pole. Hhs
SEILL soorcis 8, Koll hwo dice. Tf the total s the same
a5 07 less than his sKILL 2core, turm logo. If the totzal
15 greater than his sgin 1. score, fum o 236.

233-226

224 _
The silver box is very ornate, the work of a master

silversmmith. But it has been placed here tor o pur-
pose. It is a life-draining box and in less than o
minutes vour fate = the same as that of the goblin.

Zh

You do nol see the ogre’s leg, and you trp over it
and fall headlong in the sand. You jump up guickly
and have [o run as fast as you can to cafch up with
the pack. Lose 2z sTaminNa points. Round and
mound the arena you mn, gritting vour teeth harder
cach fime you jump over the burning coals. After
twenbty minutes, nobody has been left behind, so
one of the northmen dedides bo sprintaway, forcing
evervone to accelerate. Throw two dice, adding 3 to
the total if you were flogeed by the guards. If the
tutal is the same a5 or less than your skl soore,
rn to 360. If the total is higher than your sKILL
=coTe, fum o 250.

zafy
Tou fall well short of the other side of the pit anc
plummet to your death some twenty metres below.
Lnseen mouths make ight work of dovouring vour
broken body.




2z27—228

=27

You soon artive at a cave entrance in the lefi-hand
willl of the tunnel. You peer inside but 1l i< {00 dare
to see very far info the caye. Snddenly you hear=
high- p:tchr_d cry bor help from deep wilhin, 1f viou
wish to enter in order to investigate, tum to 37. 1
you would rather keep walking along the lunnel
fhurn bo3g7,

238

The tunnel toms: feft upahead and wou hear the
sound of grunting and heavy breathing coming
from round the comer. Yoo walk quietly up & the
cormer, peer round and see an ugly aeature with
oy claws and sharp teeth, punching the wall in
anger. 1t is the largest and most savage of all the
Trolls, a fearsome Hill Troll. Yoo decide o trv fo
creep by the Troll while itis precccupied. Test your
Luck: I you are Tucky, turn B 351 It you are
Unlucky, turn to 7o,

229231

229

After thirty metres, vou notice that the ceiling has
about twenty spears pointing down from holes in
the rock. You look on the pround for a tripwire
which may trigger them, but do not see one. 1f you
wish to walk on, tum to 390. I vou would rather
refrace vour steps and walk back past the T-
junction, fem to 304

230

A wind starts to blow in wvour face and grows
stromget until you can barely stand up in the face of
il. You cling desperately to a crack in the wall as a
small whirlwind comes hﬂ'l*-'JJ.t'Lg deown the funnel.

Holl two dice. If the total is the same as or less than
wvour SKILL score, furn 1o 160, I the fotal is greater
than your sKILL score, furn to 337.

231

You are soon delirious as the poison maces Ehrough
vour bloodstream. You slump dowh Lo vour knees
and fall unamscious, never bo wake again.




232-234

azz

The tnnel curves gently round o the mght until
vou reach bwo stone archways. A hunchbacked man
dressed in rapsed clothing is sitbng on a stool
between the arches, sharpening a stick. He looks
surprised torsee youand says, Well, T didn’t expect
anvone (o get this far. You are nearly through the
dungeon. Justtake the tunnel to my lefeand you will
reach the exitin five minutes.” I vou wish lo lake the
hunchback’s advice, Lwmn to zg1. If yon would rather
vealk under the archway to his right, tuen Lo 28,

£33
The boots fit perfectly, and when you walk about
the cave in them, ¥ou feel mimble and sure-footed,
Yiou are wearing elven Boots ol Speed. Add 15k11.0
point. U you wish to rummage arcund foc some-
thing else, turn to 272 I vou wish o walk back to
the tunnel, turm to150.

234
Ihe Bloodworm's head darts forward as it Eoes 1o
sink its mouth hooks into your Hesh to suck your
blood. But vou step deftly & ome side, at the same
tme bringing your sword down on the extended
body. The stricken Bloodworm rears up and
attempts fo hpok you again.

BLOODWORM SKILL4 STAMINA 4
I you lose any Allack Rounds, you will automatical-
Fylose 2 57 min a points every Atlack Round there-

atter, whetheror notyou winit, dueto loss ol blogd.
If you wan, turn fora123.



=35

The door opens inte an empty room. You enter the
room cautiously and, as you do so, the door swings
stowly shut behind vou, You search the room for =
secrel passageway, bui find no sign of one. To vous
sarprise, the door is not locked and vou are able to
walk out into the tunnel. However, you do not
kninw that vou entered a room of teleporiation, and
are in a different tunnel from the one vou wene
walking alongz previously. Unaware of vour tele-
porkation, you walk on down the tunnel. Tum o
378

236
You dive under the waler and swim away from the
rock out of earshot of the Siren. You cover vour ears
as vou surface by the shore and run through the
cave into the tunnel béyond to escape the dreaded
Siren, Turn Lo 21.

237
You slump back against the cell wall after the fierce
firht with the eastirner, and fall asleep from 6x-
haustion. ¥hen all the survivors are assembled in
the arena in the mnorming, there are only bvelve of
vouw lett, The first test of the day involves a deadly
maching; vou will need lightning reactions and stecl
nerves to survive it It is made of 2 pole fixed to 2
heavy base. Two sharp blades stick out from either
side of Lthe pole, one at head height and one at ankle
heipht. One of the slaves is made to sland by the
pole, shich is promptly spun around by one of the

238

guards. The slave altemmately has to duck under one
blade and jump over the other to avoid being badly
cot. Your fum comes last and there are nine survi-
vors so far, the two others having had their throats
cuk You stand by the pole, adrenalin pumping
through your veins. The guard spins the pole and
vou start to jump and duck. Roll two dice_If the total
is the same as or less than vour SKILL score, Wen Lo
g If the total is greater than your SKeLL score, tumn

0324

238

Femembering the disappearance of the old cone
who sprinkled dust on the floor, you decide to try to
do the same T a desperabe attempt to cscape. Yoo
uncork the phial and empty the contents on to the
oor. Smoke mises up and you feel suddenly as
though you are spinning in a black void, Seconds
later, you find yvourself standing in a small, empty
room. [here is an iron door which is locked and has
ndo handle. If voo possess an iron key, turm o125, [T
vou do not have a key, tum to 266.




230=242

234
You thrust your nght arm forward in an attempt to
strike the 1rialmaster’s neck. He bries to counier
your blow by bringing his pole up quickly across his
body, His sk score is B Roll iwo dice. If the tat=!
is the same as or less than his skl L soore, tuen (o
248, li the total is greater than his sxic score, tum

tor 2l

The broadsweord s an cxcellent weapon made by 2
famous armourer; it is also magical. Cutting the
mightv blade through the air, you continue your
gquest: Turn 1o 7.

241

After emptyving the urn, ¥ou begin fo st through
the flowees and grasses. Test your Lick, If you are
Laucky, turn to 198, i vou are Unlucky, fum ko 33

242

The [loor of the room suddendy jolis, and then starts
to mse slowly upswards, It makes a conbnuous geal-
ing noize and you begin to panic as the floor nears
the ceiling. ¥ou are soon forced tolie down and vou
try wedging vour swond bebween the floor and
ceiling. However, il snaps like a baiy, and less than
a minute later vou are cruzhed Lo death.

233—245

243

You drop knee-deep into thi thick, brown shudge.
The dark brown body of the Bloodworm is about
eight metres loner, and is coiled round inside its
<tnking lair. You poke around in the shuodpe with
vour sword and come mto contact with something
solid. You reach down and pick up a corked bottle.
You wipe off the sludwe and see that it is mode of
dark green glass, There is a piece of paperinside the
pottle which reads, “Thene is a door behind the pile
ofstones.” It makes no sense o vou, butyoun makea
menital nobe of 1t Finding nothing else of use, you
chimb out of the lair and carry on walking along the
lunnel Tum fo 17y

Z
You humiedly aim the spear and hurl it at the siant
monster. Roll two dice. I the total is the same as of
less than yoor SKTLL score, turn to2ge. 1 the total is
greater than your sKILL score; tum to 154

in the conlined space of the stone mouth, ou
mrranase fo kevp vour balance. Turn to 8,




z3B=248

246

Az zo0m 25 you open the door, you are met by a blast
of warm air. For a second you think it is a trap, until
you see a huge fire buming under a simmering
canldron in the contre of the small room. An old
woman is dropping rats, slugs, maggols and cen-
fpedes into the cauldron and appears to be en-
joying herself. If you wish to enter the room, Lurn Lo
186. Hvou would rather close the door and conbinue
along the unmel, furn to 346.

e i
The ravening chaos champion 15 a natural fighting-
machine, frained since birth to kill. His ballle-cry
echoes down the tunnel as he works himself up into
a frenizy for combat.

CITADS TCHAMPICON sEILL 11 STAMINA 12

IE ¥FOU Wir, turn to 180

248
The Tralmaster reacts quickly and blocks your
thrusting pole. Sweat breaks oot on his forehead as
the Triatmaster realizes that vou are a better lighter
than he onginally thousht. Making the most of your
psvchological advantage, you step forward Lo sirike
again. I you wish o execube a bady Blow, umn to
320. If you wish to make an overhead strike, lurn Lo

385.



The old wizard smiles and savs, Well dons! And
now the nextthree, please” 18 vou know the seoond
segquence of mimbers, fum to that reference. If vou
do not know il, 1urn 1o 286

250
The weight of the rocks is steadily weakening you.
and when you next jump the buming coals, you
twist your ankle on landing and fzll over into the
sand. You walch the others mee ahead as vou pick
yourself up, They are more than half 2 drcuit ahead
by Lhe time vou limp after them, tvine fo c=ikch
them up. Roll one die. If the number rolled is 13,
turn Lo 86. I the number rolled is 6, tum to 202,

251
There iz an archway in the lefi-hand wall through
which you see a brass bell mounted on the wall af
the end ol a narrow corridor. I you wish to ning the
bell, turn to go. Tf yvou would rather continue
straight on, lurn lo 333.

2R2—2R3

252
The room has long been abandoned to the Cold-
clavwy, whoss cave opens into ik, The few pieces of
furniture thatare left are broken and scattered about
the room, and a thick laver of ey dust covers
everything. In a pile of rubble in a corner of the
TOOM, YOU find anold clav pot with a wax-cealed
top_ Wil you:

Break open the pot? Turnloris
Walkinto the cave? Tum tozuy
Leave the room and walk on up

the tunnel? Tum to 150

253

Your leg 15 not only bleeding and paindul, but also
broken. Lose g skinn points. Once again the wild
axe rwes up and swings down, bul thankiully it
embeds itself in the wooden Block. Yoo are able to
let go of the handle and tend your broken leg as best
vou can. Lockily it is only frackured and you cut a
splintfrom the wooden block and bind it toyourleg,
Although you are now at a considerable disadvin

tage, vou will be able to continue. If you wish to cut
the rope with vour sword, tumn to 14g. If vou would
rather limp along the tunnel, turn to 388,



2543257

=t
Try as hard as you might, you are unable to fres
yourself from the sticky strands of the tough web.
Againthe spider biles you. Lose 2 5Tamin A points.
Roll two dice: TF the total 15 the same as or less than
VOLE SKILL score, turn Lo 108, If the total is greatsr
than yourskiLL score, turn to 293,

255
You curse as your net once again foats harmilessly
to the ground. Losea 1ock point. Koll two dice. 1E
the total is the same as orless than your ki1 score
turm by 66, If the total s greater than vour SKITL
acore, turn to 334.

256
The 0ld man attempts a backward somersaull to
escape, but lands awkwardly. Seiwmng your oppuor
lunity, yvou follosy through with a lange to his ribs
You find your target and shouk for jov. You have
seored a surprising victory against the skilful Ihal-
master, Turn to 362,

Z5Y

Pulling down on the lever does not halt the steady

movement of the walls dosing in. Yoo try pulling
down on another lever, but they are all locked in
pesition, You try wedsming your sword bebween the
walls, but it quickly snaps, and moments later vou
are trushed o death.

agh—260

258
The humanoid disappears around a corner, and by
the time vou fum the rght-hand bend he is no-
where o be scen. You carrv on down the tunnel
uniil vou come to a doorin the lefi-hand wall- If vou
wish o open the door, turn o 333 I you do nol
wish to stop, furn o133,

255
The hormn you are blowing is used by Xoroa lo warn
one another that danger is approaching. Four more
Xoroa come scurrying into the chamber armed swith
chort spears and javelins. They close in fo avenge
the fallen warrior.

SKILL STAMINA

First XOROA WARRIOR Lo in
Second XOROA WARRIOR 1y 11
Third XOROA WARRIOR ED 17
Fonh XORDA WARRIOR 1L 11

I yousomehow manage to defeat all the Xoroa, tum
Er i

260

You wncork the phial and swalliny the contents
downinone. Your body immediately stops shaking
as the poison 15 quickly neutralized . When vou feel
well enouzh @ continue, yout walk back along the
passageway unfil vou come to the hole in the foor,
You lower vourself down through the holeand deap
tothe floor of the tomnel balow. Tum o 315,



267

ZOL

Az the southerner drops to his knees dulching his
stomach, he manages to utter a few words with his
clving breath. ‘Good luck in the dungeon, siranger.
But if vou gel a chance to be alone with Camuss,
remember those of us who died in hic arena.” The
southemoer grimaces with pain and falls silent. You
vow to vourself thal vou will avenge your feliow
slaves’ deaths; and kill Lord Carnuss if you surive
Lhie deadly labyrinth of Fang. That mighl vou are the
honoured guest of Lord Carnuss and mdulge vous-
self in your every whim, You gorge yourself on
delicious food and enjoy vourself lomy into the
night, Afteraweekof hoamionsliving, youremm to
full fitness, Kestore vour STAMIN A score foibs Dnis
total, Then, locked in chains, yova sei sail with Tord
Carnuss and thirty of his guards, and ten days later
arrive in Fang, Lhe venue for the annual Tral of
Champions, The town Is swarming with peeple
intrigued by the trial and eager to celebrate. How-
ever, there is notime for vou 1o enjoy the hospitalily
of Baron Sukumyil, as it is late in the evening of 30
April and the trial bewins at dawn the next day. 1_ 1
spend the might in a tavern under the wa tchful EvE

of the guards, and at dawn are led to the entrance of
the deadly labyrinth. It is supporied by omafely
varved stone pillars depicting demons, deibies and
writhing serpents. You see Baron Sukumvitshakmg
the hands of the other contestanis — a chaos cham-
pion wearing dark spiked armour, an caslern war-
lore in tull battle costume, an elven prnce and 2
dwearf noble. This vear the prizae has altracted iflust-

2

rous contenders. You fake your place alongside
them, and are then asked to draw a bamboo stck
tromn the hand of the Daron. The number 215 etched
on the stick: vou are to enter the dungeon second,
after the dwarf. Tothe chears of the exultant onlook-
€73, Yoil passbetween the pillars, armed only wath a
"u=-r:1ﬁrﬂ1t sword given to vou by Lord Carnuss.
Without a backpack, food or armour, you fecl ill-
prepared for the coming ordeal, but at least you
have this fine sword, and a leather pouch at your
belt. The sound of the crowd guickly dies away as
you walk on dosvn the dimly lit tunnel. ¥Whal hoe-
£3 lie before you, 1t s impossible to imagine, but
vou know that Baron Sukumvit has spenl the last
vear modifying his deathtrap dungeon so that it s
now repufedly lethal beyond comprehension, But
your desire o avenge the deaths of your fellow
shkves makes vou determinad to succeed, The tun-
nel leads :-L"durh* ahead for fifty metres, and then
you'come o 3 doorwy ay in the left-hand wall with a
Beep Out® sign wnitten on it in doed blood. Yoo
heay *-frar-.hmg and sniffing sounds coming from
the other side of the door. I vou wish to draw vour
St -'.er and open the door, tum to 374, IEvou wanld
r=ther keep 1-alkmg down the tunnel, turmn o B2




262—264

z2hz
Onee again you pick up the lamp. Hoping for some-
thing wondrous to happen, you rub it vigoronshy.
Mothing happens, but you hear something r=tiie
inside, You take off the lid and find a gold ring
ingide. You drop il In your pouch, leave the room,
and walk on along the tunnel. Turn 1o 109.

263
The passapeway continues fo twist and tum
thronagh total darkness. Al lasi you see light shining
up through a hole in the floor. Standing over the
hole, you see that there is a much wider funnel
berieath vou. lf you wish t jump down to the
tunnel below, turm to 315. I vou swish fo kesp
feeling your way along the dark passage, tum io

2Hy.
264

You tie one end of the rope around an outcrop
overhanging the pil. Gripping the rope firmlyv, you
slide over the edge and then ease yourself down the
pit untl you reach the bettom. A new unnel leads
away from the pit, somewhat narrower than the
tunnel above. If you wish to follow the new funnel,
leaving vour rope behind, turn to 190  vou would
rather climb back up the rope, retrieve it, and walk
back along the tunnel past the T-junction, turmn to

351

2&5—151?

265
With a terrified grimace frozen on your face, vou
watch helplessly as the Bone Devil's dismembered
hand appears to reach inside your chest. Death is
mslantaneous as your heart is plucked out for the
Demon to gorge itself upon.

266
You have escaped from one prison lo another.
There is no exdt from: the room, and all you can do
now i3 think about what might have happenied had
vou chosen another route. The deadly dungeon's
traps have claimed another challenger.

zh7

[heTrialmaster tries o press home his advantage in
affack against your continued defence. He leaps in
the air in a do-or-die aerial attack. You thrust your
F—‘:ETE upwards ina desperate atternpt to strike him as
ne lands on top of you. Boll vo dice. If the kotal is
the same as or less than your Sk scote, furm Lo
140 If the totalis greater than vour SKTLL score, tum
o274,



268—271

268
With incredible dexterity: you dive af the Bome-
crusher’s leg, cutting your sword through the air
Your fifth blaw severs the tendons behind b night
knee and the Bonecrusher crashes helplessly to the
ground. Panting heavily with fatigue and rehef, vou
are laken back to vour cell. Turn to113.

269
The wild axe swings doywn again and this fime i
sinks intovour leg. Lose 25TaMinNa points and Te
your Luck, 1f wou are Lucky, tumn to 172, If you are
Unlucky, harn toas3,.

70
Gripping vour sword with both hands, ¥ou step
Forward tor atiack the monster,

GIANTCENTIPEDRE SEILLG STAMINA T

It vou win, bumm toz.

27

You land on the steps without injuring youmself and
jump up ko rejoin the fight against the hideous
tofigue. Turn 1o &,

I

S

272274

272

in a dark reress in the (‘F:‘-’-E', v find a large skall
which has been painted gold. The eye-sockets and
noee holes have been sealed, as has the mouth, A
section of the top of the skull has been cukb off,
replaced and painted over, If you wish o lift the top
of the skull, hemm to zes- If you would rather leave
the cave and continue your walk along Ehe tunnel,

20
At the moment, the polion 15 harmful ko your

health. Loss ¢ sTasina points. Finding no other
exit from the room, vou walk back down the tannel
and on past the Tqunchon. Turm {0232,

274

The leapmy Trialmaster deflects your pole with his
ieel and slrikes vou on the head with his own pale.
You groan in defeat and realize that all s lost. Turn
to 7z



273—276

275
A guard opens the door to the arena and you step

out on o the hot sand, which is now slained red
with the blood of fallenm combatants. Suddenly
another door in the arena wall opens and out
steps Lhe dreaded Bonecrusher beast, its tough,
leathery skin glistening in the sun. Its ugly head is
stall and houwses twonarrow, mear-blind eyes, a flat
nose and tendrils hanging over its laut mouth. lis
torso, however, is massive, and its long arms are
dauntingly powerful. i you are to fight it with a
broadsword and shield, tuen to 56. If vou are to fight
it with a fridemt and net, tum to 175,

276
You run as [astas you can down the tunnel and leap
across the black void. But you fall well short of the
other side of the pit and plummet to your death
some twenty metres below. Unseen mouths make
light swwork of ¥our broken body.




2TT—I70

277

You slump against a wall, exhauosted alter the ferce
combat. The gauntlet's power is gome with the
death of the Liche Cueen and you are able fo pull i
uff and cast it aside. But the traumabic experience
has left its mark: lose 1 skIiL peoint. When vour
lirbs finally stop trembling, youwalk over lowhere
the Tiche Queen is lving and notice that she is
wearing a gold ring on one of her bony fingers. You
prise it off and drop it into your leather pouch.
Slowly you walk to the deor and deade which way
oy head. If you wish to go right, turn io 285. If you
wizh to go left past ithe 1§unchon, turmn 10 227-

s _
1he Trialmaster tells you to place the rings on fop of
the Bench, Turn to 367

279
The cave opens out, but is still quite small. Thereisz
strong, musty smell in the air, and the gronting
sound appears to be coming from behind a rocky
outcrop at the back of the cave. An ugly creatur
suddenly steps into view, its small humanoid body
covered with hair_ lts head resembles that of a boar,
with two curved tusks protruding from ils mouth.
Arimed srith a stone club, it 15 obvious that the
advancing Tusker is not an allv.
TUSKER

SEILLGD STAMINAS

Unce again you are fighting for your life. If you win.
furn i 330.

280— 282

8o
The arrow just catehes the fleshy part of vour shoul-
der. Loss 1 sTamina point. Tt is not much more
than a graze, which you quickly lend before con-
tinumng along the himnel. Tum to 398.

281
Luckily the door is not locked and vou are able (o
slam it behind you- The suit of atmour hammers
repeatedly on the door, but with ne intellipenoe, It
does nat think to fum the handle. You tum around
and are surprised al what you see in the next room,
Tom to 3.

ZH2

You find a gold ring wrapped up ina dirky rag inside
the box. You drop the ring inte vour leather pouch
and walk on up the tunnel. Turn bt 44.
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283
With a sickening crunch, the spiked ball thuds into
vour skull, killing you before vou slump mio the
sand.: The Arena of Death claims another viciim,

284
You stand up groaning, and rub your bruised fimbs
hefore climbing back up the steps. Omce again, vou
leap over the tod sleps, only this time with mone
effort. By the time vou reach the top of the sleps,
vou are quite out of breath. Turn o 141,

285
Ahead in the bmnel, vou see a wooden chest
against the wall. ¥You iiﬂ!.-i'FlL‘*L't it closely, but do ot
find any signs of a irap, 1f vou wish 1o open the
chest, tum to 194, If vou would rather keep on
willling, turmn fo 47-

2843

Fine white strands of sifk-like fbres soddenly
sprouf from the throne and bewgin to envelop you,
Ihey are so strong that you cannot move a muscle,
and are soon encased, like being inside a giant
cocoon. Terror grips you as you hear the wizard say
yoodbye. Perhiaps in future years other challengers
will indd your rmummified remains.

287
YWenn soon reach 2 door in the lef-hand wall of the
tunnel. You histen ak the door, but hear nothing. Tf
vou wish to open the door, turn to 156, [ you wish
1o keep walking, tum to 222,




2R8—200

288

The tunnel soon ends at an iron doorway. It opens
easily and swings shut behind you. You find your-
self im @ cross-fumnel, and looking left, are shocked
by whal vou see. With vacant, hollow eves staring
from their sickly white faces, a large group of Zom-
bies i shutiling towards you. Their clothes hang in
rags and their palhd skin i5 scarred and peeling. The
door has no handle on this side of it and there are far
too many Zombies for yoo to take on. Yoo have no
opton but to turn right. You mun on ahead of the
£Lombies and soom armve at the edge of a pit which
Fooks too wide for vou to jump across, The Zombies
come info sight and you realize Ehat vou are trap-
ped. Uyou fight the Zombies, hurn to 185, [f vou fry
to jump arross the pit, fom o 347

289

As vou continue to walk along, vou do not see the
rivwe s of poisoned spikes which extend from the end
of the passage wall. Your outstretched hands are
picreed by the sharp tips of the spikes. The polson
works quickly and you feel violently ill. Hf you
possess & phial of anti-poison, luen to &7, 1 vou do
niot hiave this item, tomn to 231.

Zh
Your throw is perfect: the spear plunges deep into
the underbelly of the Giant Centipade. Tt begins o
thrash about on the floor, upturned, its tny legs
waving helplessly in the'air. You seize your appor-
tunily and run sately pastil. Turn to 3g1.



291-293

L
You walk along the tunnel for about twenty mefres
before stepping on a loose stone. Tt filts forward,
triggering a section of the ceiling which falls down
on top of you. There is no hope of escape from
under the pile of rubble.

e

You dive at the legs of the guard and send him
crashing to the floor. The soup bowls datter on the
floor as vou wrestle with the puard. Belore your
cell-mates have a chance io follow your example,
the other guard runs out of the cell and locks the
deoor, You realize that your struggle is fubile. You
release the guard and stand up to awalt your
punishment. You arc led away and flogged by the
puard you attacked, Lose 4 STAMINA points and 1
siicn point. Barely conscous, you are drageed
back io vour cell and thrown inside. Your cell-mates
do what they can to dress your wwounds before you
are all led away to begin vour first day in the Arena
af Theath. Turn to 22

203
You become weaker and weaker as vou siruggle
free voursell, The spider bites you once more before
spinning more web around you and commendangits
meal.

294296

294
The veins on the dog's necksbulge asit strains at ity
leash. You dose in slowly, eving to guard your
cxposed flesh.

TWO-HEADEDDOG  skienf
During each Attack Round, the dog will make two
attacks. Your Attack Strensth must exceed the

Attack Strength of both heads to win the Attack
Found_ If you win, tum o 217.

STAMINAR

235
You fock two af the dagrers mtoyvour beltand begin
to search the room. [ contains two wooden beds, a
sturdy wooden trunk, a cade table and tw chairs.
If you wish to open the trunk, turn to 34. L you
would rather leave the toom and conbnue alongg the
mnnel, fum o133,

295
The wild axe namrowly misses vour legs and be-
comes embedded again in the wooden block. You
releass the handle and muost swiftly dedide what to
do. lfvouwish tocut the rope with vour sword, tum
to eg_ If vou would rather walk on, burn to 388,



297-300

2497

You step slowly to vour lelt, siraining vour ears fir
the sound of movement. Suddenly there i= an ag-
vnized oy and a dull thud as a body falls & the
aronnd not far in front of you. U you wish to step
turther to vour lell, him to 368, Tf vom wonnld rather
stand vour ground and swing the ball and chain,
turm b3,

28
Your quick thrusting counier calches the Trialmas-
lerinawares. Your bambon pole thumps against his
neck and vou et out a viclory ay. You have in-
umphed against the odds over the skilful Trial-
master. Turn to 362.

2459
You place the gold ringz on the outstreiched palm ol
theidol and walk on without inddent. Tum o 23

300
There is nothing elue of miterest in the room and,
despite your hunger, you refrain from helping vour-
self to a bowl of the bubbling brew. 1t you now wish
to open the wooden box, tum o 124 If you would
ratherfeave the ronm and continue along the cors-
dor, turn to 346.

'J'F‘-’-fﬂ-_ii i
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301

Your left foot catrhes the tnipwirewhich triggers an
zrrow from a hole in the wall. Roll one die, TEyou roll
-3, turn b0 B3, I vou roll 4 or 5, tuen to 30, Wyou roll
b, tarm fo 28a.

302

“You pay for vour ignorance with vour lile’ comes
the voice from the skeleton. A bolt of pnergy shoots
out from its finger and slams into vour chest, killing
you mstantly.

o
Expecting vet another hideous crealure Lo rise up,
you ate relieved By see the Time Demon become
engulied in ils own fame and turn to ashes. Yoo
walk over bo the door, as it both locked and bolbed .
suddenly the dock starts to ok loudly and the fwo
pare walls at exther end of the room start to cdose in,

making an unnerving grating sound. Will you:

Catloeet o the werard ? Turn lozzo
Pust the brass hands on the clock
{lwou have them )T Turn o8

Pull a Tever?

Turm tugh



=
i

TEEEESh
3 R

Jog=305

304
In the distance you hear the sound of running water

and soon the tunnel ends at the edge of a pit. A rope
bridge straddles the pit and beyond it the tunnel
confinues straight on. There is a wooden box hied to
the bridge and a signabove it which reads, 'Pay gold
i ross.” A rope hangs down from the bridge.
Peering down into the gloom of the pit, you can just
make out a fast-flowing river far below, Will you:

Drop a gold object into the box and

wilk across the bridpe? Turntozg
Valk across the bridge sithout
pay¥mng? Turmtoigz

Climb down the rope into the pit? Turn to3ss

305

You cimb the stairs as quictly as possible and come
o a landing. A new tunnel leads from the landing,
which soon eods atan old cak dooe. There are many
runes and symbols painted on the door, but they
meean nothing to you. To one side of the door there
s 3 wooden box, which is also made of old oak, Tf
wou wish to open the door, turn to 43. It vou would
rather liff the lid of the box first, turn to 373.




306—304

As spon as vou step inside the mouth, the hideous
{ongue cuils out to ensnare you. But you are ready
for it with your sword,

TOMNGUE SKILLS CTAMINAD

1{ you win, turn Lo Bs.

o7
The Coldclaw’s cave is im:mmus. Bomnes litter the
floor, and it is evident that the beasl never weni
hungrv. You look up and see a shaftof light shining
throuyh a hole in-the ceiling high above. But there
does not appear to be any way of climbing up o the

hole. Terhaps the enemies of Tang were smply

dropped into the cave ke be taken carc of by the
Colddaw. Thers are some rags and remmants of
clothing on the floor and a few old boots. You find
one pair which are well made and about your size
Wil you:

Try on the boots? Tum o233
Look for something elze? Tumtn27z
Walk back torthe lunnel? Turn toizo

308
You try to block the thrusting pole, bul you react 100
slonwely. The Trialmaster calls out a vackory cry and
vou Tealize that all is lost, Turn o 72.

39—311

3og
You drop a handful of nuts and berries into the bag
and watch it disappear through the grilie. The little
man smiles and savs, ‘The hunchbackisaliar." Then
he disappears, and you are alone again. Wondering
who the hunchback might be, vou set off once
dgain. Tum to 58,

319
As yvou accelerate, the ogre sticks his leg oul and
tries o trip you. Test your Luck. If you are Lucky,
turm to 78 If you are Unlucky, turen to 225.

311

As soon as you touch the lamp, the idol jerks into
Gfee. Tt steps down from its marble plinth and walks
IWards you, cutting its swiords through the air.

iDOL SEILLG

STAMIMA A

If vouo are armed with a magic sword, il will be
passible to slay the idol. TF vou win, turn to 262. 1f
viou are armed with an ordinary sword, lwen to 55.



312-314

Fiz
Your mental abiliey fails you and vou remain frus-
iraled by the Tunes. They make no sense whatso-
ever. Yuou decide against wasting any more lime on
them and open the door inslead: turn o221

313

You step on a flagstone which achivabes the cross-
bow. The bolt flies down the marrow funmel, but
whistles past your lefl ear, Add 1 1 UCK poinl. You
turn ihe corner and walk on {or another fifty vards
hefore coming to a door in the right-hand wall. If
you wish lo.open the door, furn to 104, If vou wonld
rather keep on walking, turn to 2o,

314
The painting is quite ordinary and there are no
hidden compartments in the frame. On Lhe back
there is a label with the words "Set three, 175
written in black ink. You place the pambng back on
the swall and walk on. Tum to 228,

315317

FEA
Yoo Jook swiftly up and down the tunnel, and
suddenly see movementup ahead. T'urn to 195,

3168
As vou e down in the sand, you hear a shodted
order: "Shoot the coward! You panic and oy to set
to vour feet again, bul bwo artows fired by unscen
archers sink into your chest. You slump headlong
intor the sand and do not 6T agam.

514
4= spon as vou place the bracelel on your wrist,
vour arm feels weak and starts to shike, The
bracelet is cursed, but you are unable to remove it
Loge 2 sEILL poinls and 1 1uck point. There is
nothing you can do except leave the room and carry
on as best vou can. Tum to 370.




318—320

18

The iron door swings open and you enter an ornate
rowom with @ marble floor and rich furmishings. But
vour eyes immediately light on a decorative machle
throme on which sils a woman dressed in a lavish
gown. But fo your hommor you see that her face is
almost a skeletal skull, with only remnants of dried
skin hanging loosely from it. Her blood-red eves fix
on you and then the Liche Queen starts to speak;
Who is this foolish mortal who dares (o enter my
chamber? Have you the courage to wear my gaunt-
et of pain, or would you prefer that Tkill vou wheee
voustand?” [f vou agree 1o wear her sauntlet, hirn to
212, Il you would mther attack the Liche Queen
with your sword, turn to 363,

319
The funnel leads straight for =ome thirly metres
belore ending ata wooden door. If you wish to open
the door, turn to g8 Tf youo would rather walk back
pact the T-junction, turn o232,

320
Ihe Tralmaster anficipates vowr blow and blocks
vour pole with a sideways check. The poles crack
together and your advantage is lost. With renewed
courage, the Trialmaster leaps in the air and tries a
do-or-die aerial assault. You thrust your pole up
wards in a desperate attempt b strike him as he
lands on top of you, Roil two dice, If the (ofal is the
same a5 or loss than your SKILL score, tumn to 140, Tf
the total is greater than vour skILL score, turn bo

274



321-325

321

The breastplate fits well and is an excellent pisce of
armout. Add 1 sxini point, Safisficd that there =
nothinir else of use, vou leave Lhe room and oon-
linue along the tunnel. Tum to133.

322
Unfortunately, the rat thal bit you was carmang an
advanced form of rabies. Ttis not long before vou are
foaming at the mouth and conv uised with pain. An
agonizing death awaits vou.

323
The chaos champion snatches the gold from vour
oulstretched hand and then strikes you on the head
with his spiked mace. Il you are wearing 2 helmet
lurn te 350, If you are not weanng a helmet, fuen 1o
62,

324
Just as you get into a good rhythm, your ming
fricees and you stand still instead of dudking. The
long, sharp blade sinks deep into vour throat and
you crumple to the arena floor. Another contestant
iz eliminated.

325
You are surprised by the speed with which the
Bloodworm’s head darts forward. It manages o
sink its mouth hooks into your thigh o suck yous
blood. Lose z 6 TAMINA poinis.

BLOODWORM SEILLY STAMINAG

32Hh—328

You start tn hack at the head of the vile creature.
During each Attack Round vousvill lose 2 sTAMINA
pointe apntomatically, whether or not you win the
Attack Bound, due to loss of blood. If vouswin, lurn
to 123.

326
The Bone Devil's skeletal host body is smashed Lo
pieres by vour imslaught. But ils undead spint rses
ot of the skull and disappears thmugh the hole in
the roof. You bend down and examine the broken
fragments of bone and suddenly notice a pold ring
on one of the fingers of the Bone Devil's hand. You
zlip it off the cold bone and drop it into your pouch.

There is no other exit from the cave, 50 you retum to

the tunnel and confinue along it, Turn to 150,

7
You clear the three steps with ease and walk up the
nemaimng ones. Tum to 141.

328
You dimb back out on to the edge of the pit and
docde what to do next. Will you:

Drop 2 gold object info the wooden box

and walk across the bridpge? Tumtazay
Walk across the bridge without
peLyinge? Turntoasz

Walk back down the tunnel and bevond
the T-junction? Turn tozag



320331

329

Soon ¥ou hear the sound of hoofs clattering along
the stome foor. The sound echoes down the tunnel -
then you see a shape emerging from the gloom.
seated astride a white skeleton horse s an
armodred Skeleton with a crown on its skull. Seeing
vou, the Skeleton King kicks ils undead horse into a
gﬁﬂup and holds its sword aloft. Yoo must fight Lhe
mounied undead:

SKELETON KING SKILLY STAMIMNA 7

Edged weapons like swords and daggers do little
farm to Skeletoms. Linless you have a hammer with
which to fight the Skeleton King, vou will only
sause it B lose 1 STAMING point during a successful
Attack Round. I vou win, o to209.

330
There is nio e=cape and vou can only ponder what
might have happened had you chosen anolher
route. The deadly dungeon has claimed another
wictim.

331

You arcalmaost defisious by the time you uncork the
phial and swallow the contents. But your body
immediately stops shaking as the peison is quickly
neutralized. When vou feel well enough 1o con-
dnue, vou walk back along the passageway until
voucome to the hole in the floor. You lower yoursell
down through the hole and drop to the Aoor of the
mnnel below, Tum to 335.



3327335

332
You stand back before throwing your full weizht
against the door. 11 bursts open and you draw voos
sword and step into the darkness before you. Tum

tir21g,

333
The tunnel ends at a T-junclion. Looking leff, voo
see that the wayis blocked by a pile of rocks. Toyous
right, ¥ou see a wooden door some twenbyr metres
down the tunnel. T you wish to investigate Lhe
rock-pile, turn Lo 96. U you wish to walk kowards the
door, turn to 375.

331
You are slow in gathering up vour net and the
Bonecrusher manages to grab one of vour arms,
breaking it as though il were a twig. Without releas
ing your arm, it grabs vour neck and breaks it with
equal ease. Alas, one more candidate is climinated.

335
It i5 impossible to avoid the drops of acid falling on
to you. Foll one die to decide the number that hit
you as you run through this section of lunnel
deducting 1 sTAMIN A point foreach. Atlast von see
daylight at the end of the tunnel and run quickly
towards it Turn to 188,

336339

336
The nails holding the boards in place make a loud
aeaking noise as vou prise the boards away. Test
i I_mi If ¥ou are Lucky, tum to 122, If vou are
Unlucky, turn to 76

337
Stmes and debrs are pi-::ked up and camried aiung

by the whirtwind. You cling on {0 the rock wall, bt
the foree of the wind Hlaws viou aver. A flying rock
cafches you on the side of the head and knocks YoLL
ouf. Lose 2 sramina points. When you tegain
consciousness, everything is quiet again. You pick
vourself up and set off once more. Tum B 195,

338
Your reactions are too slow to save vou falling into
the rdver. You plunge headlong intu the torrent and
ate swept awav downstream and underground.
Your adventure ends im a watery tnmb.

3349

The Tusker's cave contains few items and the only

Lhing that yoo find of interest 15 a crode pig made of
red clay. The pig is hollow, and wwhen vou shake it
something ratiles inside. If you wish to break the pig
open, furn o 75. If vou would rather leave the cave,
tirn o 167




FH—342

40

You crawl through the hole and find yourself in 2
zmall dark chamber. The nose vou heard was the
sound of the sirange creatures which inhabit the
network of chambers. With the head and torso of a
man and the lower body and legs of a giantant, the
Aoroa live m large onderpround colonies. You have
distuthed & Xoroa Warrior which, with its keen
silver eyes and acute sense of hearing, locates vou
mmmediately. Grabbing a shott spear, it moves
quickiy through the dark toallack.

EORODA WARRIOR SEILL 10 STAMIMNA L1

Reduce yvour sk durmg this combat only by 1
point because of vour disadvantage in Lthe dark, lf
v, e o ro.

31
You guickly rummage through the pockets of the
ore ruard and find some small glass balls. You place
them in your belt pouch and carry on levering off
the wooden boards. At last the final board comes
free and you are able Lo open the door, Turn to 13,

N 342

E: Despite the extra weight, vou cear the threo steps
and land on the next salely. By the time you 1each
the top of the sbeps, vou are quite ont of breath,
Tumto 14t




I3-340

343

The Bonecrusher manages to grab your sword-arm

-and break it as though it were a twvig. Without
releasing your arm, it grabs vour neck with its other
arm. It snaps your neck with similar ease —and the
arena eliminates another candidate.

34
o have all your wits about you and are rewarded

by suddenly understanding one of the runes. It
reads ‘Trust not the word of axe.” You memorize the
rune and open the door. Turn (o 221,

345
The Trialmaster tells you to place the rings on top of
the bench. Uf you have nine rings, tuen to 35- If vou
have cleven rings, turmn to 392

348
You soon come to another doorway in the dght
hand wall. Nailed to the door is a small bird, long
dead and shrivelled. If you wish {o open the door,
turn to 59. T you would rather conbinue along the
tunmel, tum to 150,

347348

- 347

You run as fast as yoo can towards the ‘pit and hul
vourself across the black void. I vou are wearing a
winged helmet, turn to 114 If vou are not wearing a
helmet, fum (o 226.

348

You cul the iny man free from the web and stand
Back warily in case he tries lo Lrick you. But he
ﬁimplr}’ bows amd says, "Thank you, stranger. |,
Billybob of the Little People, am [or ever prateful to
voiL Ohur tnbe has been living under this mountain
for generations. but we are lorced Lo scavenge what
we can now that our tunnels have been taken over
by these dreadful mensters. The sooner they arnc
killed by the likes of you, the better. As a reward for
saving my life, | give vou what [ found in a scor-
pion = nest.” Billvbob dropsa gold ringinko the palm
of yoor hand. “Before [ go, 1 shall give you some
advice: don't drnk at the fountains. Mow T must be
2oing: I'm late enough as it is. Goodbye.” The tiny
mpan then runs out of the cave and turns leftinto the
lugnel. T tog97.



349350

As you step back, vou trip over the body lying m the
sand. Your advancing opponent hears vou fall and
moves in for the kil But he, loo, falls over the body
and lands on top ol vou, Heis heavy and drenched
with sweat. You start 10 grapple wifh him n the
sand, punching with your shield, while ying to
free your other arm to 2wing the ball and chain.

SLAVE

SEILLD STAMINAS

If you win, turn Lo 196.

350 :

The crushing blow knocks you to the ground and
your vision blurs, Lose 1 sKILL point and 4 sTam-
IN& points. Leaving you for dead, the chaos
champion strides off down the tunnel. You have
difficulty focusing vour eves, but vou know you
must nol give in, You get to your {eel and walk on
up the tunnel. Turn {0 44.

351352

358
After twenly melres of 50, you Comme 10 an ircn grate
in the foor. Tf you wish to lift the grate, turm to 74, 1
vou would rather keep on walking, turm o 174,

352

Your strength is greater Lhan that of the caveman,
With a mighty heave you pull him forward and
watch him fall headlong down the pit. Unconcerned
by the loss of his servant, the Trialmaster speaks
agam. T will now ask you a question. Think care-
fully before answering.” He points at the wooden
chestin the middle of the roomand savs, Inside this
chest there are six more chests, and each of those
confains three smaller chests. How many chestsare
there aliogether? Tf vou know the answer, tum to
the reference with the same number. If you are
wrong or ¥ou do not know the answer, turn to 72,



353355

353
Yo burst in on o Orcs who are having o dagger-

throwing contesl, using as their target a large dead
rat natled I a post. Test your Luck. I vou are Lucky,
furn to 139, If vou are Unlucky, tum to 1g=2.

354
The warlord must hawve barely escaped with his life
after a previous battle, as his body is deeply gashed
by claws, and he has no possessionswith him other
than his sword, You decide to leave him and walk
back down the tunnel, but you bump into an in-
visinle and immovable barmer. You have tricgered
another trap, and there appears to be no way of
escape. If you possess a phial of red dust, turn o
38. If you are not carrying this item, furn fo 330.

355
Your feet find a Tedge protruding out over the eiver.

You release the rope, walk along the ledge and find
that it leads to a8 completely black cave mouth.
Suddenly two bony arms shoot out of the darkness
=nd tr¥ to push vou off the ledge into the river, Roll
two dice. If the total is the same as orless than your
sx1LE score, fumn o oo, IE the total is higher than
your SKILL score, Lurn to 338,



F5b—=358

356
You fail to cut yoursell [ree and are drageed under
the surface. You do not hear the Siren’s sohg under
the water and regain control of your mind. With
sudden determinatiom, vou strugsle against Lhe
tentacled monster.

TEMTALLUS SEILL ¥

Unless vou win at least one Attack Hound in every
three, you will drown. If you win, tum & 236,

357
You stand back before throwing your fall wweight
against the: door, It bursts npen, but you jar your
shoulder in the process. Lose 1 sxiL point. Yoo
draw your sword and step into the darkness belose
vo, Turn bo 210,

STAMINAIZ

358
“ou must have made a thomough search of the

dungeon. Baron Sukumywil swore that nobody
wonld be able to do this. Anyvway, the kst three
please.’ If you knosy the last sequence of numbers
tam to that reference. If vou do not know i, tum to
2B6.

359

359

You are soon up fo your waist in slime, and brielly it
reaches up toyvourneck. Butslowly the pround rises
and vou pass beyond whal 5 aclually a pool of
volcanic mud. The mimeral-rich mud has fabulous
healing propedics. Add 5 stamina points and 1
skiri point. BEventually the passage opens vutinto
a chamber which is lit by glowing rocks. You see
that the passage tuns through the chamber and out
through the back wall. In the centre of the room
there is an elephant; nearly a metre high, carved oul
of soapstone. Under its belly, you see the hairline
track of 2 hidden compartment, but cannok sec how
fo open il. Then you see another crack half-way
along the elephant’s trunk, and deduce that, it the
trunk i pulled, the compartment might spring
open. If vou wish to pull the clephant’s trunk, tien
to 60. If vou would rather follow the passageway,
turmn fr 263




3h0—361

360

The northman increases his lead over the rest of
vou, but you feel you still have a Jot in rescrve
should he come close to lapping the pack. When he
gets within ten metres of calching up, everybody
decides to sprint. There are only bvo tonners ahead
of wou, but you do not look back. Suddenly there i
an agonized cry fellowed by a shout which czlls an
end Lo the race. The divardf lies prosirate in the sand,
having collapsed just as the northman caoght up
with him. While vou are led back to vour cells; the
dwarf is gquickly put to death before the start of the
nexlrace. Turh o 136,

361
The tunnel combBnoes straight on for some thrde
metres belore hurning (o the left. As you turmn the
coraer,. you do not see the fine mpwine that
stretches bebween the walls, Test vour Ludk, LE vou
are Lucky, turn to 164. If vou are Unloucky, tum to
301,

362-363

i

Ihe Trialmaster stands Eaark. panting heavily, Onee
he has caught his breath again he sayvs, “You have
passed the third test. You may now continue your
walk thooogh the dungeon. Leave this toom
through the door behind me.” The old man offers
vour mo words of advice or encouragement, S0 oL
leave hiz room. You open the doorand pass through
the squalid slecping-area of fthe caveman into
another long, gloomy fonnel. You soon comie (o a
stone fuuntain in the shape of a leaping fish_ If vou
wish to drnk at the fountain, ten to g5, If vou
would rather comtinue walking, fomn to 329

f
As you draw your swnra Hand step towards her, ne
Liche Queen presses an unseen panelin her throne.
The floor suddenty gives way beneath your [eel and
vou plunge headiong down a pit five metres deep.
Test your Luck. 1§ you are Lucky, tum to'216. If you
are Unhzcky, furmn to 54



364-366

364

AE the bottom of the steps there 15 a larpe cave,
which is partly submerged in gently bubbling
water. Steam rises into the cold air and yvou see a
tunnel exit in the far wall. Sitting on a rock in the
middle of the underground lake s a beautiful
woman singing a magical song. She 1s a Siren, one of
a human-like race of evil seductresses. Her song 1=
to lure you to her so that she can slay vou with her
long knife as a sacrifice to her gods. Roll one die, Lf
vou roll 1 or 2, furn to 103, If vou roll 3-6, turn o
203

365
You are almost delirious as the poison courses
through your body and you grab the first phial that
your fingers touch. Roll one die. i youroll 1—3, tumn
to 151 If vou noll 4-6. tumn to 26q.
W@
i’d

a--‘-""'ﬁ

366
You gorpe vourself on the tasty vepetables and rice
until vou can eat nomore. Add 4 sTamina points.
You wipe vour mouth with the back of vour hand
and conbnuae along the tunnel, Turm to 47,



367368

You empty your pouch on {o the bench and count
the gold rings. The old wizard frowns and says, Tm
atraid that you do not have the right number. Thers
is only one way to deal with losers, as decreed by
Baron Sukumyvit.” Belore you can draw your swond.
a lightming belt shooks out from the wizard’s out-
stretched finger and slams inlo Four chest, So near,
and yet so far, - . vou have failed the ulhmate fral.

368
You walk slowly on and then stop to listen ag=in.
You hear nothing, and decide to walk in the oppo-
site direction. Tes! your Luck, 1f vou are Lucky, furm
to 166, If you are Unlucky, tum to 73.

360

360

The three things Fam Instructed Lo test you In are
strength, intelligence and fighting abihity. Should
vou fail any of these tests, vou will not be allowed to
conbimue the Tral of Champions. We insist on o
worthy winnee. The frst test will be a tug-of-war
agamst a caveman.” & door behind the Trialmaster
opens, and a huge man with long hair, dressed in
.-r:_"__!.lred furs, stmides nto the room. The Trialmaster
=zps the Hoor in front of him with his pole and the
fipor drops away to reveal a dark pit. He then orders
the caveman to felch a thick rope from the cup-
poard. TTe mives you the end of the rope and tells
vou to take the strain with the rope pullad taut over
the pit. He counts tothree and then shouts, ‘Heavel’
The caveman's strenpth is incredible and you grit
vour becth and pull as hand as you can. Fhe caveman
has sgi1pe 7. Resolve the tug-of-waras yoo would in
normal L{:I]'I'lbd t. but do not reduce STAMINA, A5 N0
wounds are inflicted, Make a note of who wins each
Atkick Round. T vou are first 1o win lour Attack
Rounds, turn to 352, IF the caveman is first to win
tour Attack Rounds, fiim to gg,.




3F0—371

370
Feeping vour head down, you run through the

archway as fasl as you can. If you are wearing 2
purple cloak, furn to 16. If wou are nol wearing 2
cloak, turn to 701,

371

"You are a wise challenger,’ the voice from the
skaelaton slales withont emobon. Your revasd for
passing this part of the tesl is in the drawer of the
table.’ The skeleton's mouth remains open, but
no more sound i5sues from it You look aronnd
the dark room and soon fnd 2 small table with =
drasver. Carefully vou slide the drawer open and
find & small iron key inside. You drop it into the
pouch on your belt, leave the room and continos
along the tunnel. Turmn to 45,

372373

FF e
FEach one of the three red steps emits a flow of
healing vibration. Add 3 srasmina points. With
Enewed enetgy, you bound up the remaining
steps. Turn to 43

373
The box contams a coil of strong rope. Hoping that it
might prove useful later on, you shing it around vouir
shoulders. There is also a hammer, which you stick
in yout belt, and a small phial of colourless liquid
lzbelled “Anti-poison’. Pleased with vour finds, you
open the door. Turn to 43.




374—376

74
The door opens easily and vou slep into a small
room. Before vou have Hme to look around, a huge
blick Hellhound leaps at vou with ame shooting
out from its cavernous mooth. You must firht this
savage beast to the death.

HELLHOUND SKILLY  STAMINAG

After each Attack Round roll one die. On a rollof 1
or 2, deduct 1 additional sTamina point from your
scote as a result of being buent by the Hellhound s
Hame. If your win, tum to 5z,

375
From the other side of the door, you hear the

agonized cry of a man in pain. If vou wish to open
the door, lurn to 1268, If you would rather keep un
walkingr, tirm to 138.

376
The floor of the room suddenly jolts, and then starts

lodrop. It gninds slowly down until vou see that vou
have been lowered inlo another room. You juimp off
and watch as the sechion tises again, and rejoing the
ceiling. The room is emply except fora large bowl of
exolic-looking frnt standing on a marble plinth, Tf
you wish to eat some of the fruit, turn to g7. U you
would rather open the only door in the Topm, turn
163,



377380

377
When you pull desen the lever, the front panel of

the lomg-rase clock swings open to reveal a secret
passageway oul of the room through the back of the
clock. You just manage to squeere through the open
panel, and momenis later you hear the sound of
splintering wood as the clock is crushed behwesn
the closing walls. You follow the winding passage-
wily ontil it ends at a Tunctiom where it meets a
main tunnel. If youwish tegolell, tum lo 232. Uyou
wish to goright, turn to 319,

378
You follow the tunnel around a bght-hand bend
until i ends at a wooden door. You have no choic:
but tor open it and are surprised by what you see
inside the room. Turn to 3.

374
The tunnal combmaes Hhﬂif_;'h taheaduntilitendsata

[Hunclion. I vou wish to turn left; turn to 362 If
vora wish to tum right, turmn fo 251,

30
Ttis vour sword-arm which is deeply gashed. Lose 1
SKEILL point and 2 sTAMINA points. If you wish to
stay where vou are and continue swinging your ball
and chain, tumn to 159. If you wish & step to vour
left, furn to 120,

F81-385

381
The Troll is so engrossed with punching the wall
that you are able to ship past it unnoticed. Keeping
clime o the wall, vou walk quisthy on up the tunnel.
Turn to21x.

382
The crossbow bolt enters vour chest and pierces
Four heart You are dead betore vou hit the ground.

383
Tour dagrer somehow finds ik way bebween the
plates of ammour and pierces youwr adversary's
snoulder. The ravening chaos champion is a natural
fzhting-machine, trained since birth lo kill, and
ignores his injury in his lust for combat.

CHAQSCITAMPION swetrar

STAMINA ID

If vou win, tum to 180.

384
The Bone Devil paralyses you with fear, and you
feel unable tn move as it approaches yvou with wily,
jerky steps, Roll three dice, If the torzl is the same as
or less than your SKILL score, turn to 2g. 1F the total
is greater Lhan your sKILL score, turm (o 2635,

385
The Trialmaster does not expect anather blow to his
nead and wrongly keeps his pole low. Your pole
thumps against his head and vou let out a victory
cry. You have tiumphed against the odds in ritual
ambat. Tum to-36z2.



386307

385
The door opens into a lavishly furnished chamber.
Splendid objects are all around, but your eves are
transiived by an open treasure-chest in the middle
of a taised platformn at the back of the chamber, Solid
gold statues of cagles ane set 2t the four comers of
the marble steps that lead up to the platform, The
ireasure-chest is bnimming over with diamonds,
gold objects and coumtless gems, You climb the
steps, bul as soon as vou reach out for touch the
treasure, the ithusion shatters and you see that you
are not louching gold and precious stones at all, but
the open jaws of the termible Mind Warp Beast. This
grussome killer, which has the ability to create a
perfect illusion, is now tevealed as a gigantic green
mouth with rows of needle-sharp teeth. The jaws
snap shot, almost severingz vou m bByvo, Its second
bite is more successiul.

Your opponent’s spiked ball finds its mark — the side
of your head. You drop to the ground senseless and
never move again. Youor ordeal in the arena 15 over.



388—390

388
Walking along, you are surprised to hear a squeaky
voice above vou shout, “Hello!” You look up and zce
a small face staring down at you from a grille in the
ceiling, ‘T'm hungry!” the little man says. "Give me
sume food and Il tell you a thing or two abont
somebody vou're bound 1o meet.” Te drap=a collon
bag down on a piece of skring in hopeful anticipa-
tiom. Tf you wish to give Lhe little man some nuis and
berries, turn to 3o9. T vou would rather walk on
without piving away vour precions food, urn 1o 58.

Yol are fortinate that the ral wwhich bit womn was not
rabid, ¥You pull the vile rodent from your leg and
hack al it with your sword. Tuen o 146 and continue
the fuzht.

390

Prezzing vourself against the tunnel wall. youo step
slowly and carelully under the spears. You are soon
bevond them and conclude that they must have
been placed there as 2 deterrent. You reach up and
are just able to touch the lip ofa spear. If vou wish to
try to pulla spear ont of its recess; turn lo 130. If vou
wonld rather keep walik.i.ng, o5

391-303

391
You peer into the gloom of the Centipede’s cave.
I'he walls are wet and slimy, and you cannot see
very far. If vou wish to enter the cave, turn to Bg. I
vou would rather keep walking along the tunnel,
tum toaéz

32
[he Trialmaster does not wait to count the rings. 1o
a cold voice he says, There is only one way b deal
with liars.” Before vou can draw your sword, a
hghtring bult shoots out from the wizard's ouk-
sirelched finger and slams inko vour chest. Sonear
and yetsofar - - _ you have [ailed the ultimate tral.

393
Fortunately it is vour shield-arm which has been
gached. Lose 2 sTAMIN & points. If you wish ko stay
where vou are and conbimue swinging your ball and
chain, fum to 159. If you wish to step to your left,
turmn to 120.



394395

304
The torchlight casls eerie shadows inside the dere-

lict tunmel, but you are conrerned only with the
waords and numbers on the back of the door. In
barcly legnble writing vou read; “Setone, 2497, You
make a menlal note of what you read and then walk
out through the door towards the door on the other
side of the T-junction. Tum to 375.

305
The fruit 15 delicious and catistying. Add z sTaM
INa points, When you have eaten enough, vou
wilk back into the tunnel and comtinue up it Tum
to 20,

396—397

g%

346
Like a taped lion, yoo pace between the bars, get-
tmg angrier and angrier. But yvou are trapped and
there is no escape. Minutes later, you hear a hissing
sound overhead as poisonous gas is released into
the air to end vour challense.

397
The funnel sgon ends at a stone slaircase, Candles

held in open skulls are mounted on the bamister to
Light the way. The stairs lead both up and down. Lf
vout wish to cimb up the stairs, forn to 3o5. If vou
winild rather go down, turn to g3.



398—390
308

In an arched recess in the left-hand wall, you see a
large bronze idol of a dog-headed human deity. Tts
hands are held out palms vpward and there is an
Inseription below the idol which reads, ‘A gift of
gold will let vou pass, unless you want death by
gas." You notice that the nostrils ot the dog-head are
open. If vou can, and wish to place a gold item on
the palm of the idol’s hand, hurnto 299, 1 you would
rather risk walking past ik, turn to 193,

304

Fortunalely for you, your nightmare ends when
another of the conbestants enters the wilch’s room
and opens the wooden box. Light flls vour eyes and
¥our bady feels as though itis expanding. You [nd
vourself standing in a very small empty toom. There
s a lever in the wall which can be pushed up or
pulled down. I vou wish to push the lever up, furn
b 24> Tf vou wish to pull the lever down, turn Lo
376.



o0

400
To the wild cheening of the crowd . vou ane handed
vour victory prize by Baron Sukumwit. Such a huge
suimn of mumey 15 morne than vow could ever docam
of, let alone carry. For the next week, you recover
trom the ordeal and begin @ enjoy y':}urEEL Qnoe
again. You start to think about swwhat you are going fo
du with all the money, A wild idea crosses your
mind to hire an army and conquer the ynknown
lands to the cast of Moonsione Hille. The more wou
think aboutit, the more the idea appeals to you. The
nexl day vou begin your prepambions and receuill-
ment notices go up all over town and throughout
the rest ol the province, Wilh new hearl and high
spiTits, you set off east a week Iater with your hired
army 1o besin o new adventure.

Al Pudfn

Sfewe facksmin's

SORCERY!

I THF SHAMUTANTI IIILLS

Your search foe e legandary Crown of Kimgs fakes yoirto
e Slesrmptanti Hills. Alive wath ovil coeatures. lawdless
weanderers and bloodihirsty monstars, Lha lamd g rddied
Wil ks and fraps waiting for the vnwane fraveller Will
yire be able to crosz the hills safely and proceed 1o the

=ooond past of the advenlice — or will you petish'in the
attempl?

2D KMARE — CITYPORT OF TRATS

As = wearrir relying om foroc of arms, or a wizand trinedin
magic, ¥ou must brave the teenee ol a city bilt to tmp the
wnivEry . You will need all your wits abeout vou b susvive
the unimaginable horrors ahead and Lo make sonse of the
clnes whibch mav Tead W ynur suocess — o 7o wour doom!

F- THE SEVEN SERFRWNTS

Senven deadly and magical serpents speed abead uf you b
warr the evil Anduzages of youc conning. Will v be able o
czbch them beforethey got there?

2 THE CHROYWMN OF KTHGS

Attheend of vous long ek, you fece the unknovn formers
of the Mampang Portresz, [lHdden inside the keep is the
Lronemof Kings — the ultimate goal of the Aoy fopic, But
Beware! Fur if yum have not defrated the Seven Sarpents,
yourr amival has been anticipeted . .

Complete with all the magical zpells vouw will need,
cach book can be plaved either on its cowni o7 a5 part
of e whaole epic.



THE CRETAN CHHEONICLES

ALOODFEUD OF ATTHEUS
AT TOE COURT OF KING MINDL
EETUEN OF THE WANDERER

Jevhn Baetlerfield, Darad Howiemerm, Philip Parker

Sel in. the mychubogical world of Andent Groeoe, this
Fehook opic brings an exciling historicsl dimenson o
Adventure Gamebooks. Y OWare Altheos, sent o avenge
the death uf Thesrus, vour clder brother, whose body Tes
trapped in the labyrinth of King Mines. The combat systemn
has been extended foincorporete thie copoepte of honour
and shama:,

Fartasy Queathookz - 32 pages, [l colowr

THE FATH OF PERIL
Diamid frctdlimg and Ferry Hinfon
Miustrated by Rachel Birkett

The fmous explorer, bBdmund Mallory, has been foully
mmdered, - and  the lesendary Bloodstone,  which ke
eoquired  under miysiesious circumstences o his last
fraveb . i m'i'\.':u'in_g. Al that remainis ate the scatterod f|_'.;|g-
memis of e explorer’s diay, his personal nolebook and
mosl of e cuntents of his rnsacked studvoAn almost
urenbvable mysteoy. Yot it seems that the explorer himsell
expedied o meela violent end and prepared e wiy for
YO o treck down bis murderer and rocover the Blood-
=ome. Dnfortunately e clues halaid have been scaltenad
i e burmil of his feroble deathe Al the information won
nmeed is Rere, ingendonslr hidden in both lexl and picluees,
and each sleand of the myalery unravels to reves e nest.
S YL sharp |'n-:_'-11gh tosmack 157

STARFLIGHT ZERC
Lerid Ficding and Perry Hinfan
Mustrabed by Peter Androw Jones

Dz by ime thee Fress Planets have fallen o the telentless
advanor of the Dark Shipsuntl ondy Caldoean and Palonar
remain. Then & lasl despainng message comes frum Palo-
et anad Caldaran is on its own, 16 seems that the invaders,
armed will e power of the unancible Black Tight, will
a0on comquer the lzst outpost of resisiance, The only hope
tor the sureival of Caldoran is one last desperale massmn by
2 zmall group of star fighters b strike at thee source of thee
Black Light. And Y OU are part of the mizsien






