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Over 10 million copies sold worldwide!

Creatures from your worst nightmares lie
beneath Neuburg Keep!

In this book. vou find yourself in Neuburg, once
apleasant town in Khul, but now home to the vile
monsters begotten of warped sorcery. An age-
old horror has been re-awoken deep beneath
the Keep, and it is up to you to face it and free
the town and your friend, Baron Tholdur, from
evil enchantment. But beware! Deep under-
ground lie hideous traps and terrors, waiting to
ensnare you! Will you succeed? Only if you are
the resourceful hero vou claimwobe | | .
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Twodice, a pencil and an eraser are all you need

foor this adventure, YOU decide which routes to

follow, which dangers wo risk and which
monsters to fight,
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BEMNEATH NIGHTMARE CASTLE

You are a travel-weary hero, returning to the town of
MNeuburg in Khul to visit vour old fdend Baron Tholdur,
when a moment of carelessness lands you in captivity,
Will you ascape? And even if vou do, what will you And
in Meuburg? For things have changed there; all is notag it
seems, and beneath the Keep lie hideous horrors, which
you must face if you are to free the fown from the ¥
hand of grim sorcery, and rid it once and for all from the
resurrected terror of the past

Two dice, a pencil and an eraser are all vou need b
embark on this thrilling adventure, which & complete
with Ii5 elaborate combatl system and- a-score-sheet to
record your gains and losses,

Many dangers lie ahead and your success is by no means
certaln. YO U decide which routes to follow, which dan-
geri to risk and which monsters to fight!
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YOUR CHARACTER

You are a warrior, a skilled and hardy adventurer.
Your last escapade was less than suceessful, and
vou face your next adventure with little money and
nao food. Your abilities, however, are as noteworthy
as ever; you will use dice to determine vour exact
atiributes, and on pages 18—1g there is an Adnenture
Shest on which you will record your scores and the
mcidents of vour adventure, Use a pencil, or make
photocopies of the Advenlure Sheel, as you wil
almost certainly need bt make more than one
altempt to solve the myslery Beneath Nightmare
Castle.

Skdll, Stamina, Luck and Willpower

Roll one die. Add & to the score and enter the total in
the sgrrt box on the Adoenture Sheat.

Eoll two dice. Add 12 to the score and enter the total
in thestasmina box,

Eoll one die. Add & to the score and enter the total in
the LUck box-

Eoll one die. Add 6tothe scoreand enter the totalin
thew i roweR bBox.



These are your il scores and vou must keep a
permanent record of them. All your scores may
change during your adventure, but they will excesd
yvour Initiel amounts only on very rare occasions.
You must keep a record of all changes fo your scores
— 50 write small or use a rubber.

Your sKILL score reflects your experfise in combat,
your ability with weapons and your dexterity. Your
STAMINA is vour health, fitness and ability o sur-
vive wiounds and physical hardship. Your tvcx
score shows how lucky you are. WILLTFOWER Is 2
medasure of your mental stability and determination;
the higher it is, the more you can cope with pain,
despair and unpleasant surprises.

I

COMBAT

During the course of vour adventure vou will meet
other people and creatures. Some of them will
attack you; others vou will decide to fight. The
procedure for resolving battles is described below,

SEILL and STAMIN A ScoTes are given in the text for
each opponernt that you meet. Write these scores in
the first vacant Monster Encounter Box oo the
Adzenture Sheet. Becord also any special abilities or
mstructions that are unique to this particular oppo-
nent. The sequence is then:

1. Roll two dice for your opponent. Add the total to
his sx1LL score. This is his Attack Strength.

2. Holl two dice and add the total bo ¥our current
sxkiLL score. Thisis vour Attack Strength.

3. If your Attack Strength is the higher, vou have

wounded vour opponent. Go to step 4. If your

opponent’s Attack Strength is higher, he has

wounded yvou. Go to step 3. If the Attack

Strength totals are the same, vou have avoided

each ofher's blows — start a new Abtack Round

from step 1.

Subfract 2 points from vour opponent’s STA-

MINA. You may be able to deduct additional

points if you use your 1uck {see below) or if yvou

have a special weapon. Go to step 6.

- Subfract 2 poinks from your STAMINA. You may

wle

i
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use your LUCK to reduce this loss (see below).

6. Make sure you have recorded on the Adpeniure
Sheet all adjustments to sTAMINA and Lucs
SCOTES.

. Begin the next Attack Round, starting again at
step 1. This sequence continues until either you
or your opponent has a sTaMina score of zero. I
your opponent’s STamina score reaches Zero,
you have killed him and can continue with your
adventure. If your sTAMIK A score Teaches zeTo,
you are dead; you must start the adventure again
[rom the beginning, having rolled dice to create a
new character.

=]

You may be given the opportunity b Escpe from
somie opponents. If you decide to do so, the battle
ends - bul vour opponent antomatically wounds
vou once as you fles, You must deduct 2 sTamMina
prints, You can use vour LUCK on this wound as on
any other (see below).

Often yon will have to fight more than one oppo-
nent at the same Bme. Sometimes you will eat
them as a single opponent; somelimes you will be
able to fight them one at a Hme; and sometimes all of
them will be able to attack you while you defend
yoursell and attack only one of them. Spedfic in-
structions will be given whenever you meet more
than ene opponent.

12

Using Luck in Combat

You can use your LECK in combat toinflicta particu-
larly serious wound, or to minimize a wound that
has been inflicted on you.

Whenever you wound an opponent, you may Test
vour Lick, Roll two dice; if the total score is eqml to
or less than your LUCK score, you have been Lucky.
If the total is higher than your Luck score, you are
Unlucky. Whatever the result, vou must deduoct 1
point from your current Luck score. If you are
Lucky, vou have inflicked a severe wound: deduct
an extra 2 points from your opponent's sSTAMINA, [f
vouase Unlucky, you have merely grazed him, and
you deduct 1 l=35 point of sTaMINA than normal.

If you have been wounded, you can Tesl your Luck in
exactly the same way. Remember to deduct 1 point
from your Luck whatever the result. If vou are
Lucky, the woond was only a glancing blow and
vou can deduct 1 less point of sTamin a than usual.
If you are Unlucky, the wound 15 more serious:
deduct 1 exfrasTAMIN A point.

13



HINTS ON PLAY

skill

Your SKILL will not change much during your
adventure, and vou should change it only i given
spedfic instructions in the text, As skiLt is 2 mea-
sure of combat prowess, it can be reduced by losing
vour weapon or by the effects of poison, for m-
stance; acquiring a magical weapon could increase
your SKILL — bul remember that vou can use only
one weapon at a fime!

Stamina

Your sTaMina will change {requently during your
adventure as vou suffer wounds and then recover.
At varions mes vou will be given opportunities to
eal meals and to buy provisions. Eabng a meal
normally restores up o 4 points of sTAMINA; you
may eat only one meal at a Bme, even though you
may have more in your backpack. Unless speqfi-
cally stated, your sTAMINA may never exceed it
il score.

14

Luck

There will be imes when the success or failure of
vour exploits will depend entirely on your Luck,
You will be instructed to Test your Luck, the pro

cedure for which is as follows, Roll two dice. Tf the
tofal score is equal to or less than your 1 ck score,
you are Lucky. I the total is higher than yourtuck
soore, you are Unlucky. Whatever the outcome, you
must deduct 1 point from vour LT CK score. As you
will see, the more you use your Luck, the less likely
vou are o be Lucky. There will be acrasions when
¥ou are able to recover some puints of Luck, but
unless specifically stated your score cannot exceed
165 Tmrfial value




Willpower

WILLFOWER works in exaclly the same way as
1uCk, and the procedures and comments described
above for Luck apply equally to willPOWER. As
with LuCK, you must remember to deduct a point
from your wILLFOWER score after each bme that
vou Test your Willpoiver. There is, however, one
extra pitfall: at the start of your adventare yon are
already tired, and you are about to meet a succes-
sion of horable and unnatural creatures. B your
wiLLPoWER drops below 6 points, and you then
Test your Willpower unsuccessfully, you wall loge
your grip on sanity, and your adventure will be
OVer.

16

Equipment

You trudge down from the hills with only vour
armour, your sword and your backpack. Yoo have
no food and very little money.

Getting Started

Neuburg is 2 dangerous place, and vou are very
unlikely fo succeed in your mission at the frst
attempt. It 5 recommended that you make noles
and draw a map as vou explore, There is a way to
succeed thatinvolves little rick of death or madness,
even if vou start with low Imifal scores. There are
many more routes that lead to failure and un-
pleazant fates,

start with the ‘Background’ section; then o on to
the section headed with the number . After that go
o whichever numbered section you are instnacted
0. Do notread sections vou have notbeen Lold to: it
amounis o cheating and will lessen vour enjoy-
ment.

1
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BACKGROUND

Captured! Netted, strung up and helpless! You
curse yourself for an inattentive fool.

5o much for the peace and quiet of dvilizaton! It
was daydreaming abouot the comforts of home that
got vou into this mess, But even the hardiest adven-
turer can tire of life in the wilderness and begin to
vearn for a seft bed, and it was difficalt to think of
anything else as vou trudged to the summit of the
last of the loothills and glimpsed the town of
Meuburg baskingr in the afternoon sun

You know Neuburg you have been here onee be-
[ore. Itis nol a large settlement, but you rememberit
as peaceful and prosperous. The black battlementis
of the Keep of Neuburg seem lo loom threateningly
owver the little towm; but Barom Tholdur, the Mar-
grave of Neuburg Keep, is an old friend of vours. He
1% more than a fend, in fact — he 15 a comrade-in-
arms. The wo of yvou fought side by side at the
Battle of Helm Hill, a renowned victory which has,

0

so far, prevented any further incursions by the
Southerners of the steppes. You had been looking
forward lo secing the old warrior again; and instead
¥ou berve let yourself be caught by a band of those
very same southern barbanans,

Mearing the end of a hard trek down from the
maountzains, with the root-tops of Neuburg in sight
and vour head filled with thoughts of a hearty meal,
vou failed fo notice the warning signs. The bushes at
the side of the trail rustled — and not quite at the
same Gime as the wind gusted across the hills,
Bird-song broke out as you approached a solitary
tree, and vou should have noticed that it was nol
entirely like any bird-song you had heard before. At
any other ime vou would have stopped and looked
around before stepping under thal overhanging
branch —it was such an obvious place for a trap,

And then the ground pave way beneath vour feet.
Voices shouted in an unfamiliar tongue. Yoo strug-
gled, but could hardly move. And here vou are, It's
dark: vou're in a pit. The ropes about you are pulled
tighter. You move upwards, outinko the lighl. You
are in a net, hanging from a branch, and yvou are
surrounded by silent swordsmen swathed in flow-
mg robes. As vou spin slowly, their glittering eves
and gleaming blades seem to circle you. You
siimpse the lowering shape of Neuburg Keep, and
then something very heavy hits the back of your
head. Pain . . _ flashing hights — you lose all con-
SOOUSTIeSS .

NOW TURN OVER

21



1
You wake. A particularly insistent Dwarf black-
stnith seems (o be using your head as an anvil. Your
hands and feet are tightly bound, and a blindfold
COVErS YOLLE €Fes, You cannot move, You cannot see,
and you can hear only distant, indistinct sounds.

Tune passes. The pain in vour head subsides to a
dull throb. Nothing else happens. Then you hear a
voice, an urgent whisper: ‘My friend! Hushl Say
nothing! | have a sharp knife, but | dare not stay
long. I cannot enter through this small space; you
must pull vourself a litfle to your fght and T will
sever your bonds. Hurry!

Do vou trust this unknown voice and shuffle nearer
in the hope that vour ropes will be cut? If =0, furn to
331. LF you reject this offer of help, tumn to 130

2

Meunburg Keep's outermost fortification is a high
battlemented wall that surrounds the summit of
Cactle Hill. The main gate is between two stout
square towers. The drawbridge over the dry moat is
down, ‘and as you cross it one of the huge gates
grinds open. Will you stride in confidently (ium to
324), or will you draw your sword and creep
cautiously over the threshold (fum to 193)7

34

3
If you want fo =at a meal {and recover some sTA-

MINA) you can do so now. Yoo an also choose to
offer food to the Dharf, He will certainly accept if
Vou do.

I you denide that you cannet afford to waste your
provisions by handing them out to other peaple, the
Dwarf will understand yvour point of view and, if
vou eat, he will watch glumly until you finish your
meal. Deduct any food vou have consumed from
vour Advemfnre Sheet and turn to 3g6.

If you give food to the Diwardf you must deduct one
portion of provisions for the food he eats, plus
znother one if you eat too. If you have omly one
portion in your pack, you can share it with the
Dhwarf - but vou will regain only 2 points of sTA-
MIN A Tomm o 334

4

You step oul of empty air inte a place that vou know
al once is alien and wrong. The magic portal has
Tansported you across unguessable gulfs, and vou
are i 2 place that has not a single element of
familiarify. It is night, but the brecze carries the
pectume of unknown flowers; the shapes of the
mees are all wrong. The moon is too big, too yellow.
It s2ems to have 2 sardonically winking face | . |

% you can successbully Test wowr Willpower, you will
remain sanc; but you will never retum to Khul.
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5

Az vou follow the winding path downhill to rejoin
New Wall Street, yvou find your way blocked by one
of the robed southern warriors. On a leash he has a
strange animal: it looks something like a low-bellied
tracking dog, but it has a white, hairless, distended
body, sharp alons on all four paws, and a face that
looks distressingly human — except for the elon-
gated nose that terminates in a smufiling, trumpet-
shaped orifice. With a guttural cry, the swordsman
draws his weapon and releases the creature, which
howls and races towards you. You will have to fight
it and, if you win, you will then have to fight the
swordsman.

SEILL SCTAMEMA
SNUFE HOUND 5 4
SOUTHERN
SWORDSMAN 6 5

If you defeat them both, vou continue into the
centre of fown., Tum (o 1o8.

b
Ihe door opens easily to reveal a lwoarious cham-
ber; and the voices from within it cease immedi-
ately. You step through the doorway, scanning the
tfapestnes, carpefs and upholstered couches that fill
the room. You see, first, a funl and bloated creature
sitting on the floor like a mound of damp rags, Tts
gny eves, almost lost in folds of flesh, stare back at
vou. It looks peculiatly obscene in these pleasant
surrnundings. Then vou notice that at one end of



7—8

the room two serving-maidens are gazing at vou in
vpen-mouthed astonishment. And you see that the
room has one other exil: a door alongside the one
through which you have just entered. Will vou
. move towards the creature to attack it {fuorn to76), or
muove tinwvards the women to question them (fum to

I8)7?

7
A flight of stone steps leads downwards just inside

the doorway- The first few steps are llluminated by
the red glow from the passage, and far below you
can make out the bottom of the stairway, dimly litby
a blue radiance spilling through a doorway. Most of
the stairway is in complete darkness, and you de-
scend carefully. Hallway down, at the darkest
puint, you halt in mid-stride: a voice is addressing
vou. 'Hall, siranger! State the name of my master or
do not dare to approach me!” You canmot detect the
sonrce of the voice, U you decide to say nothing and
continue to Hptoe down the steps, fum to 379. I you
reply, write down the name you choose lo call out
and torn to 77

8
You are overcome with nausea as you survey the
bodies of the awful ereatures. No wonder the
townspeople stay indoors at might! Atleast vou now
have some idea of the savage and unnatural nature
of the evil afilicting Neuburg,

You may lake a memento of vour victory, if you
wint to. If you can overoome yonr revulbsion, you

9

&

may slice a suckered tentacle from one of the beasts
mouths, and putitin yourbackpack. Don't forgot to
record it on your Adzenlure Sheet if you decide to do
this.

As you are waping the blood off vour sword, vou
hearmore of the ceeatures in the distance, You don't
want to meet any more Blood-Lurchers tonight, so
vou return to the inn as quickly as possible. Turmn to
245.

You canmof tell how far below the surface you are,
but the total darkness and silence begin to oppress
vou. You feel as though vou are miles under the
ground. The pazzage seemns interminable, but even-
tually you reach a junction: a stairway leads up-
wards, and the passage continues its winding
course on the same level. You are relieved to be able
o ciimb, and vou take the stairs. They end atlastata
small wooden door. You open it and emerge into a
wide corridor, illuminated by widely spaced cres-
sete. To your right, the corridor is darker; bo vour left
itis well it and has a number of doors leading from
it. You go left. Tam to 4o.
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1a

As you creep along the narrow ledge vou watch the
glowing blob rising through the liquid. it fills the
cavern with weirdly rippling red light. Tt reaches the
surface, assumes humanoid shape, and then erupts
intor a dripping, shining form, hovenng above the
surface of the pool. The Vitriol Essence bares his
vulpine fangs, flexes his vast, daw-tipped hands,
and hisses: “Who dares disturb my centuries of
slumber?” Without waiting for a reply, he atiacks.
You must deduct 2 points of sEILL because of your
precarious posilion.

1iﬂ"l"Ri.'_'L_.!II_ ESSENCE SKEILL B STAMINA &

If he mana mes to wound you, turnto 351, Whenvou
have reduced him to 2 points of sTaMINA, tum o
112

11
You continue to skirt the overgrown garden. Halt-
way alomy this side, there are sleps leading up to a
small door set into the high wall that surrounds the
rarden. The steps are covered with a tangle of
thorny branches, and the door is barred and secured
with an enormous rusty padlock. You decde o
continue to the comer of the garden. There is no
tower at this corner; you can see that the path
continues to follow the wall alongsde the garden at
least as faras the nextcorner, where thereis a fower.
Hallway between you and this next tower, a wide

12-13

stinway ascends from the parden. You can either
walk as far as the staircase, and use it to leave the
garden (furn o 212); or you can continue past Lhe
stalrcaze and ke a look at the toswer (turn to 44).

1z
You shice through the silvery filaments with ease —
bul the tattered strands writhe towards one another
and kmif together almost as fastas you can cut them.,
The monstrous spider is beginning to take an in-
lerest in your attempred destruction of her web, and
starts to pick her way tosards you. You attack the
web with increasing [frenzy, but you cannot cut it
=5t enough. You glance at Senvakhaz. She has
discarded the black box; the surface of the mimmorisa
swirl of colours. She turns to you and snaps her
fingers — and the dlusory cobweb and spider dis-
appear! She waves and steps throngh the mirror. As
vou watch her escape vou, the frame of the mirror
o=gins o glow and loseits shape, [Fvou try to follow
her through the mirror, lurn to 363, If you decide to
‘zave the room, turn & 169,

13
Tou agsnme that the brass tube must be a WEAPT,
although it is nothing but a hollow cyvlinder. En-
craved near one end is a mysterious symbol. You
Zecide to hold the tube at arm’s length and try to
make it do something, Do you hold it by the end
with the engraved symbol (tum to 234) or the other

end [luwm to176)?
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14

The old Goblin—for by now youare faicly sure that's
what he is - lakes your money, inspects it by the
light of the candle, bites each coin in turn, and then
throws the coins over his shoulder to add to the
heaps of debris. He hands you the beoken fork, and
vou can 322 that it is the head of 4 weapon —a
three-pronged spear of blue metal, with vicious
barbs and inkricate nscriptions overlaid with co-
pious amounts of rust,

‘Even cleaned up it won't be of much use withouwt its
shaft,” the Goblin tells you. "But if you can find ity
handle it should make a prodigiously powerful
weapon against those southemm scum and their
horrible pets. Fve kept that spear-head since belore
maost of the buildings n this town were built. T was
told it was broken in the battle fought on Castle Hill
izelf, before there even was a Wenburg or a Keep.
[he Southerners were defeated and fled. The
legends say that their unnatural allies were swal-
lowed up by the ground on which they stood, and
that the spear-shaft went with them. They were
mortally afraid of that spear, the slories say.”

You put the spear-head in vour backpack and make
vour way to the market-square, still wondering
whether vou have wasted vour money. Turn to 237,

15
You cannot scramble fast enough; vour kicks are
badly placed and fail to deter whatever foul creature

= engulfing your legs. Oozing steadily along the
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lunnel, the slimy thing overtakes you. By the time it
has surrounded your chest, your feet are deep
within its body and are already disintegrating as
powerful digestive acids do their work. There can be
L0 25Cape.

16

At the foot of the staircase is an open doorway
through which you can see inio a small chamber.
The blue light that fills the room emanates from
within an open-topped stone sarcophagus that Fes
in the middle of the floor. As vou approach you zee
that there is a skeleton in the open tomb; across its
1ibs rests a length of blue metal, intricately wrought
with bulbous protuberances and strange engrav-
ings. Itis from this that the pale light leses Ifvou
decide 1o snatch it from the coffin, turn to 52 ¥ vou
think it would be prudent to dismember the
skeleton [irst, turn to 337

17

Fighling back your revulsion, you put vour hands to
your head and begin to batter and tug at the proto-
plasmic blob. You can fesl its cold, sticky mouths
attempting to anchor themselves n your skin, but
vou keep your hands moving and you discover that
the monster has surprisingly litfe resilience. It scon
drops {o the ground, whers you hack it into timy
picces with your siword. When you look inside your
backpack you find that the Kiss of Death Protuplasm
has devoured bwo portions of your rations, but that
everything else is unharmed. Turn to 139.

18—1g

18
Youare hoping that the Intense light of the Talisman
will cause the green globe to glow and heat up S0
rapidly that it inflicts serious damage on Xakhaz,
Your first task is to lodge the globe somewhere in
the nest of wriggling limbs. You pull it from your
tackpack and carefully toss it bowards the writhing
mountain. Even as it flics across the room, the globe
==ems to absorb light from the Tahisman®s dazzling
ray, and becomes too bright to look at. Roll two dice.

7.-.: the total is more than your currenk SKILL (exclud-
mg bonuses for special weapons), turn to 313.
Oiherwise, o to 134.

19

¥ you now have less than 6 points of wILLFOWER,
vour powerlessness before the excrudating torture
of the Vitriol Essence’s cruel claws is the final blow
= vour fragile sanity. The homrors of Neuburg have
overwhelmed vou, You crouch at the side of the
pool, writhing and whimperning, while the grinning
Vitriol Essence finishes you off at his leisure,

I you sall have & or more points of WILLFOWER,
vou abandon yourself to the pain only temporarily.
Sut you are stll helpless to defend yourself swhen
ihe Vitriol Essence attacks again- Retum to 230
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0
You stand transtixed as the dripping tentacles en-
arcle your legs. You are pulled gently into the pool
towards the beak-like lips of the submerging crea-
ture. You almost recover your senses when you feel
shimy bquid filling your mouth — but by this dme
vour fate 15 sealed.

1

You follow the path up the hill in a series of steep
Rairpin bends. The renewed silence is unnerving,
Your ears strain to hear any sound. You tiptoe
zround the next comer — and meet a mmpaging
pack of gmiesome animals, Thev are the most abnor-
mal creatures vou have ever seen. It i in some
respects a blessing that it is dark and thal you have
=g lillle time to notice their bulbous, hairless bodies,
their prehensile paws with talonslike daggers, their
fow, eveless heads, and their paping mouths filled
with writhing tentacles. With renewed screaming,
they are upon you before vou can raise your sword,
Tour adveniure is over. You have been shredded
znd sucked dry by Blood-Lurchers.

2z

I am ulder than T ook, my VOung friemd, alth{:ugh
vou may not think it possible,” Huw Bells you. ‘1
Selped to build this temple, and T know why it was
tuilt here and which evil forces it was intended to
contain. Many legends tell of the claghes of armies,
the slaughter and the sacrilice that took place when
the ancestors of these bownsfolk doowe the southern
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hordes out. The stories do not dwell on the unseen
side of that conflict: the strugple between the priests
of Oiden and Xakhaz, the accursed archmage of the
despicable gods of Zagoula,

‘Xakhaz was not destroyed, but his sarihly form
was sundered, and his spint sealed deep ]JETEE'I-
the earth. This temple was constructed over one ol
the entrances to those subterranean chambers;
Neuburg Keep was built to guard the other. The
seals beneath this building are still intact, But 1
began to worry when Baron Theoldur announced his
intention 1o visit the infernal city of Zagoula. When
he retfurned with a retinue of southemn soldiers Lwas
displeased; and when it became clear that Jeading
the soldiers was a mysterious wizard whom none in
Neuburp has vet seen, my fears were confirmed.
Xakhaz is stirring. He may already have material
form. | cannot guess what he will be like or what he
will do after 50 many centuries in imbo!” Tum to
100,

&
As you step intu the gloomy passage between the
towers, you catch sightofa movement at theedge of
your vision — but it is too late fo react. You feel
surprisingly little pain as a sharp blade sinks mfo
your side.

24
You hear approaching voices in the kitchen. You

close the door and drag the massive body of the
dead Che into the storeroom. You wait behind the

25

curtain, but hear nothing. After a while you emerge
again. You can re-open the door to the kitchen and
walk in (fum to 172); you can set off along the
corridor (furm to 267); or you can look at the contents
of the fray which the Gnome abandoned (fum to
384]).

2

You strike z flint. light r:ha? wick of one of the many
oil lanterns in the storeroom, and by the flickering
feht vou cavtiously descend the steep and narrow
sfairs. At the boltom, a passage, roughly heswn in
the solid rock, leads away into darkness. Tt is cold
znid dank; water drips on to you as vou creep
forward. At frresular intervals shafts pierce the roof
of the tunnel, providing a little llumination. The
zhafts ane too long and sheer to climb, and you see
metal grating across the distant ends. You are fairly
sure that the passage is taking you beneath the
czstle’s inner bailey, towards the Keep. The stairs
zre out of sight behind you and the tunnel dis-
sppears into darkness ahead of you. There is a
wooden door blocking a side-tunnel to your right,
The door is held shut by two massive wooden
wedges that have been hammered between il and
the surrounding rock. Do you want o bry toremove
the wedges and enter the side-tunnel? I so, turn to
388 If you would rather press on along the main
passage, turn to248.




26—28

6
You are perched on a very namow ledge. You are
ba n.']l]r' wounded and writhing in agony- It is not
surprising that vou lose your footngand tplash inlo
the pool. Tt is add. For a {ew seconds it feels as
though you are in the heart of a furnace. Your body
disintegrates as it sinks through the liquid.

27

The dazzling radiance from the Talisman foods
over the warrior, bult it seems to have no effect on
him. Far from recoiling in shock, he advances,
swinging his broadsword. You leave the Tahsman
exposed — at least its light helps you fo see — and
prepace for combat. If you have the Trident of
Skarlos, turn to 378 If not, turn io2471.

28
A few paces to the right of the door and the draw-
bridge a narrow ledge juls from the stonework of
the Keep and continues until it forms an cave overa
small open window. Trying not to look down mio
the ravine, vou stretch across the gap and gain a
toehold on the ledge. Clinging by vour fngerhps to
rough edges of stone blocks, vou inch along the
ledge. Above the window vou let yourself f21l, catch

28

the ledge, and swing through the window. Easy!
You are in a small, dusty room. To yourrightisalow
door, which s securcly closed with a stoub bar
actuss it. IF vou remove the bar and go through the
door, lurm to 262, Alternatively, there is a door in
the wall opposite the window, If vou go through it,
fum to 102,

20

My name is Cernic,” the young man stammers. ‘1
am 2 priest of Oiden from his temple in Neuburg, |
came here secretly to explore, but 1Hound southern
soldiers everywhere, and worse in the depths, |
could not risk the Talisman of Loth falling into the
hands of Xakhaz, so | found a safe haven - this
wretched dunpgeon — and have been praying for a
warrior mightier than I to relieve me of the burden
of carrying this responsibility. If vou intend to des-
troy Xakhaz, this will be of help.

He lifts the shining disc, on a leather thong, from
about his neck and places it around yours. With
some MISEIVINES, you conceal it beneath your tunic.
The young man is very nervous and plainly anxioos
iy escape now that he has given away the Talisman,
Will you Iet him go, and then follow him through
the open door out of this dungeon hallway? If so,
m o 376, If you deade to restrain him and de-
mand more information, fum to 150,
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30

Overwhelmed by the horrors you have encountersd
since your arrival in Neuburg, vou cannot retzin
your precarious grip on sanily. Yoo are in a grim
stone cellar, but vour mind is elsewhere, hstening o
bird-song in a sunlit meadow. You are hardly aware
of the arrival of a troop of guards; you scarcely
notice your incarceration in a dungeon cell. There
ate plenty of termible experiences shll in store for you
in the short ime before your death — but vou will not
even nofice them.

31

The battlemented walkway ends at a door which
leads into the first flovr of another square tower.
You open the door cautiously, but there is no one in
the tonwer. There are two other doors on this floor
vou assume that the one opposite you will lead toa
continuation of the battlements atop the mner de-
fensive wall; the door on your left is more interest-
ing, as it should lead towards the Keep. You peer
down the steps and see that there is an exil from the
rround floor of the tower; you caloulate that it
should give access to the outer bailey. You have to
choose between the first-floor door which may take
vou to the Keep (lurn o 360) or the ground-floor
door which might let you into the outer bailey (fum

Lo 157).

32733

2
Yoo stroft northwards alﬂng Bridge Street until the
old stone bridge and the misty fields beyond the
faverarein sight. In this part of town, atleast, thingns
=eem normal enough. All the shopkeepers have
orousht their wares out on to the street, which s
reverberating with cries of ‘Fresh fruil!” and ‘Salted
zea-fish!” and ‘Cormos from the mystic South!” and
Swords sharpened here!” — amonp scores of others.
Crowds of townsfolk are bustling amony the mer-
chants' stalls and trving to shelter from the drizzle
Dencath the brightly coloured awnings. You decide
o refrace your steps in order to buy some provisions
=nd, as vou mingle with the throng outside a
zeneral grocery shop, vou suddenly feel that you
zre being watched or followed. Test yorer Luck. I you
=re Lucky, fum to 3g0. If vou are Unlucky, tum to

33
tou lose z points of STAMINA because of loss of
=lond, butthe clammy touch of the creature’s sucker
=23 brought vou to your senses. Turn to 67.
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34
The dazzling crystal pops out of its niche and im-
mediately stops glowing., A second later all the
other lights are extinguished and you have no
chotce but to continue your descent in darkness.
Turn to 379.

35

Halfway through guzzling his meal, the Orc begins
to eat more slowly. Then he fees to his foet with a
lonk of utter confusion on his bestial features. His
body convulses, he hurls the spoon along the corri-
dor and he collapses like a felled tree. He is dead.
You find a key on a ring al his waist. 1t fits the lock of
the small door. You open it and step through. Tum
ta 374,

35
The globe is almost too hot to touch, but you man-
age to fumble it into your backpack. You can feel ils
heat through the canvas and leather, but it seems to
be diminishing in power. Before long you cannol
{eel it atall, and you conBinue on your way towards
the next cotner of the garden. Tum to 44.

37

Fighting back your revulsion, you put your hands to
vour head and begin to batter and tug at the proto-
plasmic blob. You can feel its cold, sticky mouths
atternpting o anchor themselves in your skin, but
vou keep your hands moving and you discover that
the monster has surprisingly little resilience. Ik soon
drops to the ground, where you hack it into tiny
pieces with your sword. When yvou look inside your
backpack vou find that the Kiss of Death Protoplasm
hizs devoured two portions of your rations, but that
sverything else is unharmed. Turn to 132
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33

As s00m 25 you slep towards them, the voung
wonen clutch each other, scream and run o the
sight-hand door, which opens as they approach. A
fash of light fills the room and you are momentarily
olinded. You blink, look up and see, not two, at
three serving-pirls skipping towards you. They are
almost identical. They smile, curtsy and break into
= complicated dance, all the time humming a haunt-
ing melody, finkling tiny bells and trailing pauzy
silks. Their nimble steps and lithe gestures are quite
Dreathtaking. Test your Willpower. If vou are sucoess-
ral, fum to198. If not, tum to 246,

39

A woman's voice shouts orders Lo the few remain-
mg guards, and you hear the sounds of pursuit
Sehind vou. You race along corridors, completely
lost, and shudder to a halt only a finger's length
from the broad back of a robed sentry. He is facing
the Keep's main door, and he has not seen or heard
vouw. There 15 the entrance to a narrow corndor on
vour left. You tiptoe into it and along the corridor.
You ignore a small door on your right. You keep
zomng down the corridor until the shouts of your
pursuers have faded, You allow yourself a sele
congratulatosy grin. You got away. Turn to &7,

40
Although the corridor is deserted, it is now well lit
oy flaming cressets and there are doors on both

:des. From behind some of the doors vou hear the
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yoices of southern soldiers, and vou fiptoe past
(thers are silent, but the few vou ity o open are
locked. You come toa door which hasa key protrud-
ing from the kevhole. Youturnitand open the door.
The room is a large prisem cell, equipped with
shackles and chains and other instruments of res-
traint, and in its centre is 2 heavy bench with leather
straps and buckles nailed to its comers and edges.
Your attention is fived on the caplives, howsver a
young man and a young woman dressed In fags.
weighed down with chains, and secured to ron
rings in the wall by the horrific headgear that each of
them wears. They are muzeed, and their heads are
almost completely enclosed in fight bands of leather
and metal. They stare at you, but can make no
sound. Will you release first the man (turn to 276) or
the worman {turmn o 118)7

4142

41

The door shudders from the impact of vour shoul-
der, and splinters Iy as you wield your sword — but
vou are unable to force vour way out. After many
oxhzosting atlempts, vou are yathering your
srength for a renewed onslaught when you hear
aoproaching foolsteps. Your captors are returming,
Touwill have to fight them all, but vou can improve
vour chances by attacking as they appear in the
doorwav. You can fight them one at a time.

You fatien yourself against the wall as vou hear
aeavy bars being lifted. The door opens, and you
=unch vourself at the first of six swordsmen.

SKILL STAKMINA
Srst SWORDSM AN 5 5
Second SWORDSMAN & 4
Third SWORDSMAN 4 &
Fourth sWoRDSMAN 3 5
Sifth SWORDSMAN 4 3
=oth SWORDSMAN 4 L

= you manage to Kill them all, go to 335. If your
=ramima falls to 2 or less, the southern warrors
=xe advantage of vour weakness and beat you into
soconscousness. Tumn to 266,

4=

toumuwe the rod towards "2 and watch the mirror,

—oudy shapes form m the glass, and within

=conds the mitror's rame containg a swirling mass
“colours. You walk up toit, take a deep breath and

==p into the rainbow maelstrom. Turn to 110.
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43

Moving as quickly as vou dare, vou edge along the
right-hand side of the pool. You keep vour back o
the wall and your eves on the slowly meang glow.
When vou teach the comer, you have to spend
somme Hme turning around, and you shuffle along
the back swall facing the uneven rock. Halfway
along, vou are obliped to waste more wvaluable
seconds finding outerops to cling to as you reach up
to collect the keys. By the time you have retumed o
the entrance to the cavern, the Vildel Essence is
erupling out of the liquid. He stretches his grosely
elongated arms towards you, bui he cannot move
beyond the pool and vou are out of his reach. He
howls in fury as you leave. Turn (o 273.

You have reached anofher tower in a corner of the
garden. To your left the path conlinues along the
surrounding wall and passes 2 wide staircace that
ascends from the garden. The wall of the square
tower in front of you is windowless, but there iz a
small wooden door at the base. The door is slightly
ajar, and there is darkness beyond. If you would like
to enter the tower through the door, furn to 394 [
vou would rather walk to the staircase and uce it {o
leave the parden, turmn to 212,

45

45
The elderly Dwarf studies your face, nods, raises a
grnaried finger to his lips and indicates the sentry
with a quick movement of his eves. ‘Follow me,
then,” he croaks. “This way, if vou please. That's
night, that's it, past this southern slowcoach, and
now you'te behind him, so if you twen quickly _ . .
That's right, exactly: that's the way it's done.’ The
old Dwarf clearly enjovs your skiliul attack on the
seniry. You have a hand clamped over his face and
your sword driven inko his back; he 1s quiet but far
from dead. The Dwarf produces a long knife and
calenly forces if into the sentry's chest. "Thank you!"
vou tell him —but he has already turmed away and is
walking off into the shadows, pointing towards a
narmow corridor leading away from the hallway; vou
decide to follow his advice and the corridor. Turn

tn By
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46
Teating through the thin walls are the zombified
corpses of unnatural motants. There are three of
them, and they would have looked hormific even
when alive: they resemble gigantic upright frogs,
with short, muscularlegs, long spindly arms which
terminate in huge splay-fingered hands, and enor-
mously wide, flat, bulging-eyed heads. Their thick,
black, prehensile tongues flicker from their gaping
mouths. Dead, yet moving, they presentan unbear-
zble sight. Rotten flesh drops from them as they
advance towards you. They smell of evervthing that
15 noxious aboul stagnant water, They are Chrabats,
unfortunate creabions of evil sorcery, and thﬂ:',.' are
getting very cosa. Test your Willpower. If you are
sucrcessful, turm tnagy. If you are unsuccessful, tom

i 260,

47
You walk up to the forbidding entrance, The old
man remains motionless, propped on his staff, until
vou are omnly a few paces away. Then he opens
sparkling blue eves and snaps at you: 'l am Huw,
lzst priest of Oiden in this fown. Hury inside, my
fend, for enemies are approaching.” He tuwrms
sharply and berkons you to follow him into the
depths of the gloomy min, His veice sounds fam-
thar, but you cannot quite recall when and where
you have heard it before. If you want to follow him,
mrn to 398 If vouo would mther retum to the centre
of towmn, tum to 5.
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48

You land, stumble, teeter on the edge of a mitless
gulf, and then throsww yoursell 1o the safety of the
corridor flour. Yoo rise hurfedly when von feel the
floor moving beneath you, but the huge slabvou ars
on 18 merely grinding back into pusabion to cover the
hole, You walk back to the fork in the corridor and
decide b explore the nght-hand passage. Tum o
155;

40
Sandwiched between two of the buriest of the

swordsmen, and surrounded by a squad of others,
vou have no chance to escape as you are frog-
marched out of the cellar, up a flight of stairs,
through the gloom of the servants” guarters, and
inti the opulent private chambers of the Margrave
of Weuburg Keep. Your guards halt at a pair of
grand carved doors, on which the leader raps loud-
Iy, When the doors have been opened, he bows and
annuunces in a barbaric accent: “May it please the
Margrave, a foreign spy captuned within the castle
walls!" 4 swordsman shoves you from behind and
the enlire iroop marches in {0 present you to Baron
Tholdur. Tum to 127.

50
The young man stands over you, mumbling and
hopping frum foot o foot, while you release the
woman. She, oo, has a swollen face, but she man-
apes to smile at you. The man looks womed and

tries to hold her, but she pushes him aside and

i

advances towards you. The young man cowers ina
corner and you back away nervously as the
woman's smile becomes a grin, and then a yawn,
and then her mounth opens wider still - and nol one
sut a hundred writhing tongues spill from between
ner impossibly wide jaws. Test your Willpower. 1 vou
are suocesshul, turn to 321, I not, turn to 223

51

The door at the top of the stairs is apparently bolted

oz barred on the other side. [t Is also very battered
=nd splinlered — vou conclude that the Ogre vou
fave just dealt with hasmade a sustained attempt to
=reak through it with its club. You can think of only
three ppiions:

Shoulder-charge the door until it
Eives way

Inspect it closely to find a way to
open it

Yell: Twejust killed the Ogre. Let me

LF

int

Turn to 173
Turnm to 325

Turn to 235
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5z

You pick up the misshapen shaft of blue metal. Ttis
surprisingly light, as if it is hollow, and despite it=
unusual shape it fits snugly into vour hand. One
end of the shall ierminates in a screw thread, soitis
clear that whatever it is, it is incomplete. Do you
have a three-pointed spear-head? If 5o, fum o 251.
U not, burn o 304.

53

You step out of the mirror into Senyakhaz's cham-
ber. Tt is exactly as you leftita couple of seconds ago.
Your trip through the magic porial has proved
inconclusive, but you are still convinced thatitis the
kev to the lerrible mystery of Neuburg Keep. You
catt move the rod on the black box to "X and try the
MHTOT again (lurn to 288), or you can smash the box
open {(turm to 381).

54
¥ou are in the large circular chamber, looking up at
Lhe strange tree. Itis completely leafless, but youo are
sure it is alive. ls sinewy white limbs have a
ghostly luminosity. “Chmb!" Huw tells vouw.

Yoiu cannot see the top of the tree. It seems to
disappear inlo shadows near the domed ceiling.
You clamber up the branches until you <an no
longer see the room below, butstill you are nowhere
near the top. A strong, bitter wind dutches st you;
vou cling on as while mists swirl allaround. Higher:
vour body feels fatigue and increasing pain; in-

55-56

human vimces clamour in your head. Grimly, you
confinue to climb, with all your senses assaulted. It
feels as though your mind and body are being torn
apart. You lose consdousness.

Add togetheryour wiLLPOWERand sTAMINA, Foll
one die eight imes. Ifthe total of your die rolls is less
than your combined WILLPOWER and STAMINA,
turn tor 208, Otherwise, tumm tn 219,

55
There is an iron Ong set into the centre of the door,
but no amount of twisting it, or pushing or pulling,
will open the door. If you have the head of a
three-pointed spear, vou can try to use one of the
prongs o pick the lock (fum to 147); otherwise, you
will have to give up and try one of the doors at the
other end of the passage —either the huge metal one
{turn to 243) or the small wooden one {twm te 373).

&
You are very lucky in dEr.fd- The two mutated crea-
fures were the victims of a disease magically created
bv the sorcerer Xakhaz The diseasy is infectous,
but vou have not been infected. Tum to 228.
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57

The coin plops inte the green liquid and disappears
beneath the surface. Nothing happens. Feeling
rather foolish, you make a wish, Still nothing hap-
pens. Tf you wanl lo put your hand into the hiquid to
try to retrieve vour Gold Piece, tum to 168. If you
want ko drink some of the liquid, fum fo 382
Alternatively, vou can investigate the overgrown
path beyond the statue (fum to 232}, or you =n
return to the edge of the parden and continue along
the perimeter path {fumn to 11).

5B

&

You steel vourself to attack again, Will you cotdown
the dancing-girl on the left (torn to 328 or the one
cm the cight {furn to 2087

59
'I'he cellar comtains little excepl for the straw on the
flour and several broken bowes. You scarch for some
tirme; you find no secret doors and no wespons. You
are stll un your hands and knees sorting through
the straw when you hear the sound of approaching
tootstops.

Six robed figures march down the steps; they are
amused to find vou untied, and enjoy chasing you
around the cellar. You havenoweapon and, inspite
of all vour strupgles, you are doomed fo lose this
unequal fisht. The swordsmen want io capiure ¥on
alive, it seems, and they bludgeon you info uncon.
crinwaness, Turn o 266,

fn="fz

B
Tou fall for what seems like minutes, until you land
on a stone foor and break a lot of bones. Through
red clouds of pain you can just make out three
shapes shuffling towards vou. Theyare ghouls, and
they are coming to eat you. There is no escape.

f1

You step out of the emply air and suffer a short but
ungainly fall on to a flat-topped boulder. You ate on
2 bamren rocky plateau under a wide leaden sky. A
cold wind whips around you. Apart from tufls of
coarse grass, theee is no sign of life, You have no
idea where you are, although after several days of
walking vou will find a primitive Halt-Orc village
where you will discover that vou are lost in the
Wastes of Chaos. Neuburg is three weeks’ hard
Tavel away. No doubt vou will Aind your way back
there, but for now vour advenbure ends here,

fz
You are in an outer bailey of the castle, It i3 a
narrow,  diti-floored  courtyard sandwiched be-
sween the curtain wall on your Teft and an even
mizher defensive wall on your right. Anvone stancd-
=5 on either set of battlements could hardly fail to
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spot vou crouching by the barmed door, but the
walls, towers and the bailey itsell are deserted. You
decide that this is as gpod a place as any o take a
short rest before investigating the rows of wooden
bowes that line the bailey walls. You unsirap ¥our
backpack to take stock of its contents. Do you haves
piece of Blood-Lurcher tentacle in your pack? If so,
turn to 277 1 not, turn to 139.

b3
You paze down at the body of the gid, wondering at
the delicacy of her features and the hormibly con-
trasting armour. She scemed almost grateful as you

siruck the ftal blow, You feel troubled and de-
pressed.

If you survive your adventure yon will discover Lhal
the girl was Baron Tholdur's adopted daughter, and
that the wearng of the enchanted armour was a
subly cruel lorment inflicced on her by the
Fagoulan wizard. The news of your deed, although
you did it unknowingly, will plunge the Margrave
into despair, and cast a shadow over all your brave
exploils. Lose 2 peints of Luck, and wander discon-

sulately from the room. I yvou have nol already done
s, you can now unlock the opposte door (fum o
g8} or leave the dungeon area through the open
door [lurn to 376).

64-65

fvouare a prisoner, all dungeons are the same. The
pitz beneath Neoburs Keep are no excepon. You
=re in a cramped, damp, filthy, airless hole, and the
Stiul torchlight that sometimes creeps between the
cracks in the metal-studded dooris so weak that you
can barely make put the shapes of the fat rats that
sourry among the dirty straw on the Hoor.

I vou have any food with you, youcan eat a portion
"’i.'l\ - Ifvom havea mreen glass g]ubt—:, you can extract
from vour I:uad::pani {m.m to 117), or you can take
:'_.‘_ the trident head {furn o 362). If yvou have
neither of these items, or do not wish to look at
them, voa will just have to sit moresely in youor cell

aniil something happens. Turn to 206,

&5
Smears of slime left by the retreating creature ireitate
=xposed areas of vour skin as you progress down-
wards. The tunnel is now very wide — you cannot
seach the other side of it with your outstretched
sword — and you are sure that all the holes in the
surface abowve lead into this one great shaft. The
Sifficulty now is preventing yourself from sliding or
fllingr forwards, as the tonnel is almost vertical.
You ses the pale light ahead of vou again, and soon
rou are clinging precariously to an ouborop of rock at
=he end of the tunnel. You are dangling from the
ceiling of a low cavern and looking down inte a pool
of green luminescence that covers nearly all of the
Zoor. There isa ledge jutting out over the surface of
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the slime. You will have to &y to jump on o it. Roll
two dice, If the total is less fhan your skIry, turn to
316. Othenwise, turn to 124.

bb
Test yrour Luck_ I you are Lucky, tirn to 2g7. If vou
are Unlucky, tum to 162

&7

Fighting back your revulsion, you put vour hands to
your head and begin to batter and tug at the proto-
plasmic blob. You can feel its cold, sticky mouths
atternpting to anchor themselves in your skin, but
you keep your hands moving and you discover that
the monster has surprisingly little resilience. It soon
drops to the ground, where you hack it info tiny
pieces with your sword. When you look incide your
backpack you find that the Kiss of Death Protoplasm
has devoured two portions of your rations, but that
everything else is unharmed. Tum 136,

a8—ro

68

lLis asif vou are the only living creature in Neuburg,.
With your sword in your hand, you are ready to
react to the slightest sound — but now the silence is
2bsphute, There are no lights in the houses. A pale
moon shines oceasionally between racing clouds.
You are beginning to relax a little when you hear
something: footsteps! Mot a man — a beast. A large
dog, perhaps. More than one!

You pull yourself into the porch of the nearest
house. Not a moment oo so0n: one of the animals
fas sensed your presence and jumps at you out of
the darkness. You have no time to think; your
sword is ready and you fight, Turmn to 253.

69
The dying Orc begins to slump to the ground. His
S=tile-axe slips from his fingers, and you notice that
fiz other hand is about to release its hold on the
ope. If vou want to try to grab hold of the
s=fore the Ore lets go, tum to 189, If you would
s=thet ignore the rope and search the Ore's body,
o 1o 138.

70
Defiantly, vou hold the glittering ring hirh in the air
2oz all to see. ‘Here, Tholdur! Here is the ring you
snimusted to mel” you shout exnltantly. *A warmior
mever had a fruer companion than you have in mel’
The entire assembly holds its breath. The Mar-

~

crave’s strange vizier seems o be dumbrounded.,
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Barun Tholdur himself has deen o his {eet, full of
new vilality. He strides towards vou and, oblivious
to everything else, insists that vou recount all your
adventures since he last met you. The guards slink
away, and you realize that the doors are open and
that yvou can easily make vour escape —but you are
no longer sure thal escape is necessary, now that
Baron Tholdur is restored to his nommal self. If vouo
want to make a run for it, lurmn o 30. If you are
comtent to stay with the Margmave, tum to 247,

71
As vou charge towards the guards, they look up in
alarm. One steps forward to intercepl you, while
the other hurres back to the double doors and
pounds them nosily. You are able to fackle them
one at a ime.

SKEILL STARINA
First SOUTITERN
GLARD Q 10
Second SOUTIHIERN
GLAERD B 12

1f you have the Talisman of Loth, voucan revealit as
vou approach your opponents: each of them wall
loze 2 points of skirr, If you kill the guards, you
find yourself standing oubside the dosed double
doors, Al is quiel. Turn to 391.

7275

72
The door is too heavy; you cannotl close it. The
swordsmen charge up to the vast doorway, and you
make your stand in the gap between the doors.
Unly one soldier at a time can attack vou, and yon
put up a magnificent struggle, Bot there are multi-
wndes of the robed warriors, and although vouslay a
prodignous number of them and create a hillock of
cotpses on which you stand and fight, they even-
wally eome at you from both sides, The end is
mevitable.

_ 73
Tou lose 2 points of sramina because of loss of

Hlood, but the dlammy touch of the creature’s sucker
has brought you to vour senses, Turn to 17,

71
The curming old Devarf has decided that you are
ikely to lose this fight — and he does not wanl
anyone to be able o accuse him of shirking his
responsibility o protect his master. He joins in Lo
felp the sentry. Behind yvou, he pulls a long knife
Fom his belt and plunges it into your body. You are
sorely wounded and have no chance of survival
2gainst lwo opponents. Your adventure ends here,

75
THIEF! bellows a voice from inside the shop. In a
==ge, Lhe burly shopkesper charges into the street,
prandishing an axe, If vou want to run away, turn to
384. If you would rather stay and fight the enraged
zrocer, tumn o 1684,
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-
The flabby mound is a ¥lodblad, a creation of evil

sorceTy. It is wery slugpish, hence ils low [mitial
SKILL; however, as vou move towards if, you see
trat it is beginning to generate blobs of Aesh all over
= body, and that some of these are extending into
soneless limbs. It will continue to do this until you
«ll it. During any combal rownd in which you do
not wound if, ils sKILL will increase by 2 points as it
rroduces more limbs to attack you.

VLODBLAD SKILL 3 STAMINA £0

shortly after vou begin this fight, you notice that the
serving-girls have left the room. If you want to by to
tollow them vou can Exape (unless you have the
Runic Axe) after one combat round [f:urn tr 323), If
vou skay and defeal the Viodblad, tum to 260.

= the name youo shouted was ‘Oiden’, tumn to 356, If
it was Kakhaz', turn to 258. If it was ‘Tholdur’, or

X ¥ any other name, tumn to 379.
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The miverside dwellers scatter in panic as you
squelch across the muddy road and charge on to the
jetty. The soldiers discard their whips and draw
their curved blades. You realize thal you cannot
hope to defeal them all simultaneously, and you
choose to make your stand on a narrow plank that
projects from one side of the jetty. The soldiers can
attack you only one al a ime; but you cannof escape
unless you kill them all.

SEILL STAMINA
First SWORDSMAN B 8
Second SWORDSMAN z 5]
Third SWOEDSMAN 5 g
Fourth SWORDSMAMN 8 =

If vou win, you can investigate the one rate that is
left on the jetty {furn to259), or vou can return {o the
ceritte of town and explore a different part of
MNeuburg (hurn to 377)-

72 "
Testyorr Luck. 1 youare Lucky, turn to56. IF vou are
Unlucky, turn to 163.

Bo
Itisvery hard work removinga flagstone, and when
you have finally heaved it out of position, you are
disappointed to find that underneath it are rocks
and packed earth. You persevere, however, and
find that the next few flags are easier ko lHE. Ana
under the fourth vou find = gaping hole, a rough

Hi1-fB=

downward shaft that is just large enongh for vou bo
sgueere through. If you want to descend into the
“arkmess, turn to 260, Otherwise, vou can replace
the flagstones and waitin your cell for somelhing Lo
Sappen (turn to 206).

81

4 banquet awaits you bevond the open double
Joars. Walking into the room is like entering a bent:
the walls are covered with soft billowing sheets of
zaterial that are gathered together in the middle of
she ceiling, where a mass of multicoloured ribbons
sustes. Thick ropes frail from the ceiling. In the
muddle of all this, an omate table is covered with
Zruits and sweetmeats, The perfumed brecee carries
=mis of gentle music. There is otherwise no sound.,
2 vou decide o inspect the food on the table, turn to
218, Allernatively, vou can still decide to go back to
e wall of flame (furn to 145).

Bz
% spark of amimation remains in the eyes of the
anfortunate Tree-Man. [ts branches reach towards
o with muoch rusthng of leaves, Yoo listen in-
=ntly; there szems to be a message in the scraping
=ngs. ltis: The gardener is in the tovwer behind me.
Seware the other bwo towers,”

~5i5 information is whispered over and over again,
=nd geb: mcreasingly indistinet, You decide to move
n, butitis clear thal the path beyond the Tree-han
= completely blocked. You turn back and rejoin the
senmeter path. Turmn lo 1.
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83

The globe does not break when it hits the foor. |
comtinues to produce a ferocious glare and a heat
that you can feel from the other side of the room.
Xakhiw, pursuing vou, shuffles away from it a little,
but is still close when it explodes. The shimnmg
crash ctings your ears and sends vou flving back-
wards across a table. You lose 3 points of sSTAMIN A
As you pull yourself to vour feet, you are appalled to
see that Xakhaz has survived. Half of his moun-
tainous body has been obliterated, but he stll has
some limbs and tentacles that work. He mps fo-
wards you, dragging a stump of mangled flesh and
leavinga trail of blood and ichor. Tum to 167 to fight
him, but reduce hissramina o toand hissxiv fo
g because of his wounds.

4

You select a barrel, tum its tap and 6l the cap vath
rich ruby liquid. It is a fortified wine of excellent
vinlage, and you enjoy every drop. It restores up s
z points of STAMINA, if necessary; but it aleo con-
lains a considerable amount of alechel which doll=
your senses and slows your reflexes. Reduce your
skILL by 2 points until ¥ou next eat = portion of
food . Turn bo 286,

B5—56

As vour eves become accustomed to the deep gloom
vou see that your visitor is a slight voung man in
mihitary clothing. He is clearly not a Southemner,
mowever, and your answer seems to interest him.,
Shield your eyes!*he wams, and pulls aside his
unic. A ray of brilliant white light bursts from
zemething on his chest. Itis not too dazzling if you
=v0id looking directly at it. The youth beckons you
o follow him out of the cell. Turn 1o 29.

8i

Tou lunge at the old priest — and fall flat on vour
face, screaming with pain. The wooden legs of the
S=avy stool on which you were seated have grown
avund vour ankles, which have been horribly
swisted as you fell. You are powerless to move.
Huw stands over you. Wretched fool’ he says.
You are not worthy of the gifts of Oiden, You are
mot even fit to live. [ will leave vou here. In time,

rour body will feed the roots of the Great Tree.
carewell.” Te leaves, locking the door behind him.
You lie on the floor in agony until you die.



Ihe corridor turms fo the left, and as vou turn the
commer you hear voices ahead. You advance

cauliously, and find your way blocked by a jumble
of mops, brooms, buckets, boxes of rags, and other
nouschold equipment, all of which is covered in
dust and cobwebs. You pick a path through it, and
ealize that the passage hasled youinto the back ofa
storeroom, A laltered curtain hangs across the door-

war; you lisken fo the voices from the other side. An
srgument i3 finishing, A harsh, suttural voice
states: "You'll do it because T tell you to do it! And if
vou don't Tl boil pow up for his stew tomomow!” A
door slams. You peek round the curtain and sec a
small Gnome dressed in the uniform of a page
s=nding in a corndor which ends at alarpe wooden
Soor. With some difficulty he is holding an enor-
mous fray with an carthenware pot on i, and he
ooks completely forlom. Tears trickle down his
cheeks. You can attack him {tum to 361}, ask him
why he is so miserable (tumn Lo 326), or ignore him
and set off along the corfidor away from the door
furm to 267).

B
z2f your Lick. I you are Lucky, tum to 161, If you

e Uniucky, fum B 370.

8
Arms over vour face, you push through the silvery

=amenis. '1{1_: feal them rhngmg o your skin, d:nd
Tien they disappear. You ook around: the web
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and the spider — both illusions — have gone, and
Cenvakhaz has turned to face you. She is angry and
fearful, and pulls a long knife from the sleeve of her
robe. 1f you have the Talisman of Loth and want to
roveal it, turn to 357. you dedde tofry to talk to the
aorceress, turn to 233 1F vou want to attack her
immediately, fum to 160.

w - - -
A you walk along Fish Street towards the river, itis

ohwions that vou are entering the poorest quarter of
bown, Here the riveris no longer clear: it has spread
into an oozing marsh, and a stench pervades the
entire area, Only a few boats are tied up at the
rotting jetties. The fverside path, known as Shiver-
ing Lane, is ankle-deep in clinging mud, ?.m!_!he
pitifully decayed cottages seem o be settling into
the marshy ground. The few local people that you
see are small, swarthy types, and are Iﬂr{_"j-ﬁEﬂ n
drab rags. There are noshops, and nobody is work-
ing un the boats and barges.

A cart is approaching from the north-gast. The hwo
horses are having difficulty pulling it over the
muddy, pitted surface of Shivering Lane. Asitnears

the wharves, you can see that it contains a contin- 5

gent of robed warriors.

Do you wani to conceal yourself in this unpleasant
part of Llown in order 0 spy om the robed swm:a.'i&
ren? I so, turn to 336, Or would you rather explors
an arca of Neuburg that you have not yel wsted
You can go up Castle Hill to the Keep (fum o 2891

912

or into the Temple Quarter (turn o 195} or to the
Merchants® Qoarter (fum to 32).

: g1
fyou have the Trident of Skarlos, turn to378. Linol,
furm o 243

There is a metal gate in%;e wall at the end of the
courtyard. Through it you can see another, larger
courtyard with the path continuing through it to a
doorin the wall at the farend. Thereis no one about,
=0 You open the gate and set off along the path. You
scom nobice that the ground is litered with animal
carcaszes and bones. Onboth sides of the path holes
z2pe. Some of the holes are wide enough for a
Tuman to squeeze into, and they all appear to
descend steeply info the earth. If you want to ex-
plore down one of the holes, turmn to 249. Tfyou pass
them by and go through the doorin the wall, turn to

1357,
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93 :
You lose z points of staMiKa because of loss of

Bloed, but the clammy touch of the creaturs’s sucker
has brought you to vour senses, Tum to 37.

94
You burst through the door and into the anteroom.
I is empty. There is another door in the opposite
wall, You hurl yoursell through it, and fall into the
storeToom — which 1s empty except for boxes and
barrels. You roll upright and look around: there is
another door, next to the one fhrough which you
just hurtled. Desperately, you lunge through it -
and find the inner sanctum. This is Senyakhaz's
bedroom, audiencechamber and workroom. As
vou enter, the wizard, covered again in deep red
robes, picks up a small box, steps towards a @l
mirror, waves at you, walks into the mimor and
disappears. The frame of the mirror begins to glow
and lose its shape. If you try to follow the wirard
through the mirror, furn to 363. If you dedde to
leave the room, furn to16g.

o5

u5

Hacking at brambles with vour sword, you follow
the path around the hillside in the shadow of the
Szftlements. The path veers to the left and dis-
Zppears into a clump of bushes at the base of the
wzll. You push aside the prickly branches and dis-
cover a small door, which you have some difficulty
= opening as there is just as much undergrowth on
the other side. You cut your way down a flight of
<tome steps, and find yourself in an untended kit-
chen garden. The vegetable patches, herb beds and
it frees are wildly out of control and it is impos-
sible to see across the garden. You can make out that
the garden is square, is summounded by walls, and
225 the remains of a gravel path around its edge.
You are at the mid-point of one side, Will vou tum
fzht (fum to175) or left (tum bo 275)7




gb—g7

oh
fouumlock the doorand push it open torevealnota
dismal cell but a well-furnished room. It is lit by
several lanterns and has an unpleasant smell. Yon
==p inside, turn gquickly, and find yourself facing
Grltig, Baron Tholdur's one-legged Hobgoblin
==oler. Griltig has been kept prisoner in his own
quarkers for several days and is in no mood to talk,
He wants to kill someone. Tle snarls and hobbles
Dwards you with surprising agility, a spiked club
maized above his ugly head.

GRILTIC Girnn A8 STAMINA 12

= vou have the Talisman of Loth, vou can reveal it
=ter one round of combat. s dazzling gleam will
—=duce Griliig's skr.1 by 2 points. Unless you have
e Rumic Axe, you can Escape after ane round. You
Zee from the dungeon hallway through the open
=oor Tam to 376.

= vou kill Criltig, you can search his reom (turn to

=23 ) or cross the hallsvay and unlock the other door,

= your have not already done so (twrn Lo 165); or
=ave this dungeon area Lhrough the open door
siiny ket R

97
“he swarthy swordsmen walch with interest as you
==t vour weapon and proffer your bribe. Their
==der akes vour offering, and insists on searching
wour backpack for more. He mockingly pretends to

—e very disappinnted that you have nothing else of
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value 1o him, and then suddenly orders his men to
seize you. You cannot reach your weapon in time,
and you are soon held fastin spite of your siruggles.
The swordsmen are highly amused at your out-
raped expostulations. Tam o 49.

goi
Unknown o evervone, the Margrave of Neuburg

Keep is worricd about his expanding waistline anc
resorts 1o this petion when feeling particularly over-
weight. Tts effectis to reduce the appetite; in fact, £
abolishes feelings of hunger and makes the sight
and smell of food repulsive. The effect wears off
aftera day or two— but for the restof this adventure.
vou will not be able to eat any provisions.

¥ou descend the spiral staircase. The darkness &=
oppressive and the dreling seems endless. Even-
tually you crash into a douor, push if open and
emerge dizzily into a dimly lit comidor. You walk
towards the brighter end. Turn to 40.

0g—100

o4

Within seconds you are suarrounded by a merciless
mob of robed swordsmen. Your body is pierced
ggain and again by their curved blades. By the Hme
the swordsmen have finished with you, there isn't
=ven very much left to feed to the strange animals
that are permed in the Keep's outer baileys.

100
The old priest of Diden continues his explanation:
If Xakhaz is resurrected and restored to his ancient
powers, Neuburg and all its people will be helpless
Sefore his vengeful sorcery, [ shudder to imagine
the terror and despair he will inflict! However, he
can be defeated and imprisoned again, especially
while he is still weak. His physical form can be
destroyed by the sword of 2 mighty warrior — such
25 vou —and he and his minions can be weakened by
the Talistnan of Loth. Unforto nately, the Talisman
= missing. A week ago 1 sent Cernic, my fellow
pricsit, o explore the Keep. He has not returned,
=nd | cannot contact him —although [ think he is still
#ive. Yoo must g0 to the Keep, and trv to find the
Tzhisman of Loth before you descend into the lower
czverns. Do notenter the castle by the main gate —it
= neavily guarded. There is a little-known side-
=nirance that yoo will find if you tum to the Tight
sefore you reach the main gale. | can give you no
more information; but if you wish to undertake the
Jrdeal, Oiden may yet bestow gifts upon you.” L
ol want to try the Ordeal, tummn to 54 TF you would
=ather geton with your quest, furn to 368,
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I0d
You continue to exchange blines with the iate
shopkeeper, He is weakening, bul reinforcements
are arriving to help him. From nearby shops and
stalls a molley collection of tradesmen come and
join in attacking yoo with much shouting and curs-
ing.

You are sorely wounded by the lime a squad of
soldiers arrives. It consists of six more of the
southern swordsmen, and while vou lie on the
ground clutching at your wounds a furious arge-
ment crupts between the soldiers and the towns-
people about who should have mostody of you
Eventually the townspeople have their way, and
after a brief trial the same day vou suffer the ignome
nious execution of a common coiminal. No doubs
your fate would have been even less pleacant if the
southern soldiers had gol their hands on you.

102

The door opens on toanarmow cormdor. Yoo resson £
P l vou are smashed against the rock floor,

that to the lef will be the main hallway of the Keep,
and soldiers and the likelihood of dthm Ty, You
[ollow the corridor to the right. Turn to 87.

103

Yo start to tansack the gardener’s storeroom. Tes!
your Luck. I vou are Lucky, tum to 327; if you are
LUnlacky, harn i 202,

104=105

104
L our globe of green glass is getting painfully bright.
& I= also almost too hot to held. You no longer need
=25 a source of light, s0 vou can return it to your
Seckpack. If vou do this, lurn o 382. If vou wonsld
=ther put it down and stand over it to see what
sappens, fum to 329. Alternatively, you could place
= 2t one end of the passage and walch from the
= if you do this, you can choose to place it on
== floornext to the large wooden door to your right
“urn o 221), or the small wooden door to your Teft
=orm Lo 158), or the massive metal door (turn to 123).

105

ou have fallen into a very deep hole. You seem to
=1 for ever, and as you tumble through the whist-
=z gulf you cabch glimpses of the huge stone slab
=-'-_ Iv grinding back into place across the ever-
Sminiching sliver of light far away above you. Tt
—'¢= and you carry on plummeting in complete
=arkness. You are aboul tolose consciousness when
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101
You conlinue to exchange blows with the irate
shopkeeper. He is weakening, but reinforcements
are arriving to help him. From nearby shops and
stalls a moHey collection of tradesmen come and
join in attacking you with much shouting and curs-
'II'IF;.

You are sorely wounded by the time a squad of
soldiers arrives. Tt consists of six more of the
southern swordsmen, and while you lie on the
ground clutching at vour wounds a furious arge-
ment erupts between the soldiers and the towns-
people about who should have custody of you.
Eventually the townspeople have their way, and
after a brief trial the same day you sulfer the ignom:-
nious execution of a common criminal. No doubl
vour fate would have been even less pleasant if the
southern soldiers had got their hands on vou.

102
The door opens on to a narrow corridor. You resson
that to the left will be the main hallway of the Keep,
and soldiers and the likelihood of discovery. You
follony the corridor to the rght. Turm to 87

103
Youl start to ransack the gardener’s storeroom. Test
youer Luck. I you are Lucky, turn to 327; H vou are
Unlucky, turm to zoz.

14— 105

104
Your globe of green glass is getting painfully bright,
I is also almost too hot to hold. You no longer necd
= a5 a source of light, s0 vou can return it to your
oackpack. If you do this, urn to 382, If vou would
=ther pul it down and stand over it to see what
Sappens, furn fo 329, Alternatively, vou could place
= at one end of the passage and watch from the
otner; if you do this, you can choose to place it on
e floor next to the large wooden door to your right
turrn fo 221}, or the small wooden door to vour left
ot fo 158), or the massive me] door (tum to 123),

105

Tou have fallen inko a very deep hole. You scem to
=1 for ever, and as you tumble through the whist-
ing gulf you catch glimpses of the huge stone slab
sowly prinding back into place across the ever-
::mﬁ_nishing shver of light far away above vouw. It
shuts, and you carry on plummeting in complete
Jarkness_You are about tolose consciousness when
vou are smashed against the rock floor.
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106
You drop lighily to the cobblestones and pause.
listening for the slightest sound. All is quiet You
draw your sword and head uphill, towards the
quarter of town where the backs of the houses are
it into the rock-face and their fronts seem fo hang
aver one another. Above them all, Neuburg Keep
looms like a brooding shadow, a patch of utter
blackness against the scudding douds. You follow
the winding road upwards.

Your heartjumps, and you almost drop your sword.
A bubbling, screaming, baving noise sphits the mght
—and stops as suddenly as it begran. Then vou hearit
again - louder, nearcr. And then there are several
of the awful voices, wailing simultaneously. The
source of this unnatural noise is ahead of you, and
seems to be approaching. Will you tum back @
explore the town (furn to 68) or press on fowards the
castle (buen Lo 21)?

107
Intrigued by the pale luminescence exuded by the
warrior, ¥ou inspect his still body. When you ex-
perimentally kick him through his surcoat, you find
a strangely solid mass where his legs should be
With a yrowing sense of fear, you gracp his helmet
You pull it off - and drop it in horror. He has no
head. Instead, there is a glstening, featureless,
rubbery protuberance which, as vou watch, begns
to distend and ocoze towards yvou. Test yonr Will-
poiver. 1 vou are successiul, you tear yourselif away

1a8—110

sum the appalling sight and make for the open
Soorway (tuen B0 279). B you are unsuccesstul, turhn
=3 Z57-

108
Having relurned to the market-square, vou can now
sxplore any part of Neuburg that you have not
ziready visited. Do you choose to make for:

The Merchants” Quarber? Tuien to 32

The riverside area’ Turmn to oo

Neuburg Keep? Turh Lo 2Bg
10y

~SFOU near the bottom of the stairway, you can see
Szt ome of the steps 5 different from all the others.
= is nol carved out of the surrounding rock, buk
=om stone that gleams in the light of the glowing
—vstals. You avoid stepping on it and continue to
S end of the staims. Restore 1 pointof LUck, if you
= '-.—d to, for evading a particularly unpleasant trap,
i then tum to 16.

1T

fou slep into oppressive heal. Sweal trickles down

oot body inside your armour as you inspect your
s=w surroundings, The magical mirror has clearly
Sznsported you a long way from Neuburg, You are
= the semi-darkness of a shuttered room, bui
Srough the slats you can see harsh sunlight and
==51 the bustling noises of a foreign ciby. The mirror
= ztill a whirlpool of colours, but there s no black
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cube in evidence. If you decide to step back into the
mirror, turm to 307, 1 you want to leave this room o
explore the city, turn to 220.

111

The metal joint screeches as you tug at the statue’s
arm, and then you hear mechanical dicks and
whirrs from within the metal EIf maiden. Her
mouth opens and a squeaky voice recites a rhyme in
an incomprehensible language; the um swivels un-
1 the neck is downwards, and then a trickle of
green liquid flows from it into the stone basin. The
stream of liquid ceases when the basin is almost full
and the statue closes its mouth and raises its amm.
The mechanism has stopped working. You lower
your face to the basin. The green liquid has no
odour; it is thick and opaque, bul is a very fresh-
looking colour.

If you want to put your lips to the liquid and drink
turmn to 380. 1 you have a Gold Piece and would like
tr throw it into the basin, turn to 57 (remember o
deduct it from your Adventure Sheet). If you want (o
put vour hand in the liquid, tun o 168. If you
would rather leave the sfatue, you can atiempi 1o
cantinue along the overgrown path (furn to 232; o
return to the perimeter path (forn 1o 13-

112114

i1z

Haging, snarling, and flicking drops of liquid from
s claws, the Vitriol Essence sinks below the sur-
face of the pool. You watch as his luminosity de-
=ends fo the depths; the cavern returns to deep
zloom. You can now sidle around the perimeter of
the pool and collect the sets of kevs (turn to 343); or
¥ou can retum o your dungeon cell (tum to 2p6).

113

Oy, vou! Halt!" vells the Orc, his voice reverberat-
mg along the passage. ‘Come no further and state
vour busimess!” One of his thick hands closes
zround the haft of a battle-axe, while the other
seaches for 2 rope that hangs through a hele in the
ceiling. You fear that the rope may be attached toan
alarm signal, and vou charge at the Orc—butevenas
vou atfack he pulls the rope laut. No alarm sounds,
fowever. The Orc holds on tightly to the rope as
vou fight.

ORC CUARD SKILL g STAMINA 13

if you win, torn to 6.

1
=oom there is only one crate left on Lthe jetty, but the
ragzed labourters are unwilling to touch it Even the
==ri-horses shy awayv [rom it. No matter how bru-
ally the southern soldiers wield their whips., the}r
=nnot persuade the riverside folk to load the ceale
on the barge. In fact, the labourers look increasingly
wmified, and eventually, under a rain of vicious
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blows, they take to their heels and flee. The soldiers
are nonplussed. They talk to one another bricfly,
ind then ciimb into the cart and drive it away,
‘eaving Lhe solitary crate on the jetty, You wait for
several more minutes, but no one appears and no
=ound breaks the silence.

If vou want to emerge from hiding and ook at the
crate, fum to 239. U you would rather slink back to
=he centre of town and explore a different part of
Neuburg, tum to 377.

115
You have found the inner sanctum of the Zapoulan
wizard who has enchanted Baron Tholdur and
=lled up unspeakable horrors from the depths be-
“ow Neuburg Keep. The wizard is standing at the far
end of the large room, and the thrown-back cowl of
e deep red robe reveals the features of a regally
seautiful young woman. Sheis standing in front of a
=l mirror, staring at her reflection as she manipu-
2tes a small black box. She turns to face vou and
speaks: You have found me, then. No matter. T am
senvakhaz of Zagoula; T will escape from you now,
=nd return to finish my work here at a more propi-
Sous fime. Passing years mean little to me. Take
=arel Beware of my little pet!” You suddenly realize
that = massive cobweb spans the room. Squatting in
=, near the ceiling, is a spidee as large as a horse. Do
sou walk into the web, in the hope that you can
morce your way through? If so, turn b So. TF you
would rather cut a way through with vour weapon,
= {0 12.
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116

You shove at the door untl it opens enough to let
you squeeze through. You have barely had fime to
netice that the door had been barricaded with rakes,
hees, and chests full of smaller garden tools, when
vou are attacked by an axc-wielding Dwarf. You
cannot back out through the narrow gap in the
doorway —this will be a fight to the finish.

DWARF

If you defeat him, a look at his body tells you that
although very proficent with his axe, your oppo-
nentwas quite old and frail. You are surprised tosee
that his hands and forearms are stained bright
green! He must have been the gardener, tojudge by
the contenis of this large and dusty chamber
gardening tools, sacks of produce, bundles of dried
herbs, and young shoots in pots are tidily arranged
on shelves and benches. There is another door in
the far wall.

This room looks interesting, but so does the rune-
inseribed axe clutched in the Dwarl’s lifeless
fingers. If you want to explore the room, tum 0265,
If you want the axe, turn to 341

SKILL B ETAMINA &

117-118

117

The globe emanates a soft green plow. Tt provides
snough light for you to be able o inspect your
surmnmdings. The walls are all made of ttanic
Slocks of stone, cut by a mason who knew his rade
well: there is not so much as a single cevice be-
wween the blocks. Once vou have kicked aside the
mwouldy straw, however, you see that the floor
might be vulnerable to an escape attempt, The
Hagstomes are ill-fitting and it might be possible to
Frise some of them up. If you want to try to do this,
furn o Ba. If you would rather wait in the cell until
something happens, turm to zoé.

118

fou close the door, find a set of keys on a peg
Sehind il, and set to work wnlocking locks and
anbuckling buckles. Soon the young woman is free
=% her chains and of the confining headgear. Not
surprisingly, her face is swollen, bul she manages to
smile as she turns to face you. The smile widens o a
=rin, and then fums info a ¥awn, and then her
=outh opens wider still—and not one but a hundred
writhing tongues emerge. Test your Willpower. L you
xre successhul, tuen Lo 321. I not, burm to 223,
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119

As you head west to the market-square, you notice
that the few householders you can see are hastily
barring their doors and shuttering their windows
When wou reach the Southern Star tavem, =
appears to be closed. Pounding on the boards with
the pommel of your sword brings the innkeeper o
the door, 1t is easy to rent a room, as there are no
other guests. You eat a solitary meal by the lightof=
candle in the gloom of the inn's shuttered common
room. Recover up fo 4 points of sTaMINa, if you
have lost any so far.

You deride to ask the innkeeper what is goingonin
Neuburg. You have to choose whether you will
reveal your past association with Baron Tholdur
(furn to 164), or whether vou will keep this informa-
tinn to vourself (harn o 304).

120

You pick up the mace. It is short and surprisingiy
lizht. The sharp silver spikes are alive with some
form of enengy, but you feel that the weapon's lack
of both reach and weight would put you at a dis-
advantage in a fight against someone armed with 2
sword or a battle-axe. If you nevertheless wand to
dispose of your clrrent weapon and keep the mace,
furn to 333, Otherwise, returm o 190 and make 2
different choice.

121—132

121

5ill smiling in death, the girl sinks to the floor.
Stricken with remorse, vou stare down at the
coTpse. You raise your eyes to meet those of the
remaining two dancers; they smile radiantly, and
Segin fo dance again. Your weanness amazes you;
vou gaze at the dancing young women. Test your
Willpmeer. If vou are successful, tum to 58, If not,
urn 1o 2.46.

122

Thrusting vour sword at random into various piles
of rotten vegetable matter, you are rewarded with
an assortment of interesting finds: a mouldy turhip,
= broken earthenware pot and a dead sapling. But
vou are intrigoed to find that in one particular heap
vour sword meets no resistance. Mo matter how far
vou push into the sodden mass, you seem unable to
touch the floor. Purzzled, you start to move the
compost o one side, and soon you eeveal a large
hole in the ground. Itlooks as if one of the flagstomes
fas broken and fallen through into a space below
the floor. You can just make out the cubical shape of
the subterranean room; itis a littered with dust and
compost, and there is a small, green, plowing shape
m one of the far corners. You decide to investigate,
=0 voul lower yourself through the rectangular open-
mg_ Tum o 317
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123

You place the incandescent globe in front of the
great metal door and back away. Within seconds the
sphere is too bright to look at, and you can feel i
heat from the far end of the passage. Then i ex-
plodes, The roar is unbearably loud, and the shock-
wave hurls you against the rock wall. When your
head clears and the dust begins to seltle, you sce
that the vast metal plates are blackened and
buckled. You approach the door, wait a while for
the metal to conl and, after much sinew-wrenching
cffort, manage to topple it towards you. You leap
aside, prip your weapen and advance through the
doorway, Turn o190

124
The ledge is covered in thick grease, and you are oo
near its edge. Your fingers can gain no purciase.
You tumble into the bottomless vat of Protoplasmic
Slime, which rapidly gets o work digesting you
with its acidic Auids.

125
Il you still have & or more poinls of WILLTOWER,
turn to jo3. If you have less than & points, fum &0

270,

126

126
You are standing over the corpse of the first swords-
man when the second comes into sight, pauses and
then charges at you.

SOUTHERN
SWORDSMAN

If you are using the Talisman of Loth, his skiv1 is
reduced by 2 points.

SKILL 11 ETAMINA [

& you kill him, you can think of ne better plan than
0 dress yourselfin the flowing white robes of one of
vour slain adversaries and then attempl o bluff
vour way past the guards in front of the closed
double doors at the end of the right-hand branch of
the corridor. Moments later, looking far more con-
fident than you feel, you march towards the two
suards.

To your surprise, they leave their post as soon as
they see vou approaching. They pass vou with the
merest grunt of greeting, apparently in a humry to
rehurn fo their barracks now that someonc has
mmed up to relieve them. You are glad you had the
forethought to conceal the carmage in the cortidor.
They disappear from view, leaving you in posses-
sion of the gunard-post outside the dosed double
doors. You have to choose swhether you will knogk
o the doors (wm to 391) or try to sneak through
them secretly (ko to 213,
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127
When vou were last in Tholdur's Great Tall, as his
nonoured comrade-in-arms, you marvelled at the
austere magnificence of the vast stone-pillared
chamber. It seemed to reflect the Margrave's grand
2nd rigorously martial personality. Now you are his
prisoner, and everything seems to have changed.
sumphuous lpestries cover the walls, and the fluor
= littered with rugs and coshions. Ranks of impas-
sve swordsmen stand on guand, while their cap-
=ms and Neuburg merchants are waited on and
sntertained by lithe maidens in gauzy silks. Some of
e young women are dark-haired beauties from the
south; others, wearng chains between ankles and
wists, are from the Neuburgz area. Tholdor himself
= sprawled on a grandiose gilt throne, a gobletin his
Sand and a faraway look in his eyes. Seated next to
=im on the dais is a small figure in a dark red cloak
with a cowl that conceals its face. This figure whis-
zers in Tholdur's ear as you approach, Will vou
semain silent while Baron Tholdur dispenses sum-
mary justice and decides vour fate? [f so, turn to 392,
= yvou want to idenlify yourself and appeal o the
Margrave's memories of your past exploils 1o~
gether, fum to 261.

- -
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128
The young woman has no weapon; the tendnls
reaching out of her gaping throat must be for eating
with. You try not o think about it, and attack This
should be an easy fight.

MUTATED WOMAN

If vou win, your only thonght is to get out of the
room. Atleast you now know why the two creatures
were chained and muzzled. You dose the doos
behind you, and re-lock it. Tuen to 7o.

SETLL 4 ETAMINA T

130

wWith much gesturing, the lifile old being invites you
inte a tumbledown lean-to hovel behind his stzll
Inside the windowless shack, you can hardiv move
for bric-a-brac: sty weapons, broken fumifure and

cracked pots take up virtually all the available space.

Pausing only to light a candle, the stall-holder be
Bins Lo rummage with surprising energy in a part
cularly cluttered corner. With a triumphant oy he

pulls sametlung from beneath a pile of rags and

brings it towards youl It looks like 3 small garden
fork! It is very rusty and it has no handle. You begin
to wonder whether the old stall-holderis demented.
You are even more wormied when he demands 3
Gold Pieces for it

Tf you want to pay him, deduct 3 Gold Fieces from
vour Aidzenlure Sheet and fom to 14, If you want to
waste no more Hme on this iransaction. you l=ave
Ihe hut and continue towards the market- ~S{UATE
{tumm ti z37).

- 130-132

130

Lhe mystenons voice implores vou o move so that
vout ponds can be cat, but you remain mobionless.
=ventually, vou hear: ‘Tmust go now. [tis near dark,
=nd [ fear for my life. They will retum soon and take
ol Klay Oiden be with vou, stranger.”’

A httle later you hear footsteps approaching. Rough
Samds pick vou up, carry you up some stairs and
throw yoo tnio what seems to be a cart. Almostas an
zftercthought, your capters club vou into uncon-
sopnsmess. Tarm to 266

131
Suried in one face of the cubical box 15 a small metal
.1:'-:.‘. Etched above and below it are two leters: 2
nd "%, The rod can be moved forsvards and back-
w Lr-;_!:- You decide to experiment. Wil vou push the
md mowards 2 {tum o g2) or tosvards X7 (bom bo
288)7

132

If you have anv rations, vou can eat one meal now,
Semember o deduct it from your Adzenfure Sheel
=nd fo restore up to 4 points of sSTaMINA, if yvou
mave lost any.

I you have a globe of green glass you notice that itis
=iill glowing dimly, and that it begins to shine more
brghily when vouo remove it from the depths of
vour pack. You put it away again quickly,

“ecling somewhal refreshed, you shoulder your
cack and set off along the well-used frack that hugs
ihe rocky base of the black Keep. As you circle the



133-134

monumental structure, the track becomes a ramp

climbing throngh the boulder-strewn foundation =

rock towards a gatehouse tower perched across 2
deep ravine. Onee through the forbidding gate
house archway, vou find the poricullis raised and
the drawbridgze over the chasm lowersd. There ars
no guards in sight, and you are now at the mai=
doonway intoe the Keep — at Baron Tholdur's frons
door. Will vou hammer on the enormous door and
demand entrance (turn to 311)7 Or will you look for
a way o break in surreptitiously (turn to 28)?

133
You place the floppy white object over your heas

and experience a moment of panic as you feel some

thing like cold jelly moulding itself to your scalp

Your fear is soon submerged in a weelter {H alien
images; you feel your own ]:ren-:maht_' 3 ma
morass of memories. Your head is filled withimages
from aeons past and from otherworldly places. Your
emotions are superscded by totally imhoman de
sires and needs. You are the latect in a long line of
hosts for a Brain Defiler; vou will spend the rest of
your days skulking in dark places, a slave to ik
whims, the instrument of its unnatural purposes.

134
You have thoowwn well: the globe thuds into Xakha=
near the top of the motley pyramid of flesh, and
disappears among a tangle of thrashing limb=
Almost immediately it explodes. An ecar-numbing
crash signals the end of Xakhaz. Tum to 273

—-l—‘
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I

Sou recoil with a oy, just 25 the questing fingers of a
S=caying hand are aboul to touch your face, With
==nic speed you snatch up Ehe crate’s lid and slam it
Sown over Lthe squirming mass. Sobbing, you use
vour bare hands to hammer at the nails, until vou
=r= zure that the lid &= secure. You collapse on the
ety and fry ko recover your scatbered wits.

=ome fime later yvou sitide grimly into the centre
o town, determined to seek out the source of
Seuburg's homible afflicBions. Tum B 377

136
= vou have any rabions, you can eat one meal now,
S=member to deduct it from your Adventure Sheet
and to restore up to 4 points of sTaMInNa, if you
'efuﬁtan}

= vou have a globe of green glass, you notice that it
= =il glowing dimly, and that it begins to shine
—aore brightly when you remove it from the depths
= your pack. You put it away again quickly.

A< yvou walk abgut the room you begin to regret that
wou killed the Dhwarf gardener, You have no way of
smowing whether any of the plants or dried herbs
=re useful or haemiul, or whether there is anything
= value hidden in the room. If you want to spend

=me on a thorough search, turn 6 zo3. If vou would

=ther cross the toom and leave through the far
Soor, um to282.
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137

There is no market today. The square is emphy.
except for a few grnim-faced townspeople who
scurry across the cobbles. You spot a notice-board
nailed to a post between the stocks and a horse-
trough; you walk over to it and find that, among
proclamations about the permitted prices for meat
pies, there is a tattered map Happing in the wind. [
is a plan of the town:
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138—130

Which part of Meuburg do you want to explore? If
vou go north, to the Merchants” Quarter, turn to 32,
= you go east, to the Temple Quarter, burn to1gg. IF
vou go west, towards the wharves and warchouses

-

=t the fverside, tum to oo,

138

The mope jerks upwards and disappears through the
sole in the ceiling. You hear the grate of bolts sliding
zcross the other side of the door, and you realize
that the rope was part of a detence mechanism that
oars the way through the door if the guard is killed.
Tou fum and find that the rope also operated a frap:
shree poricullises have descended across the corri-
dor. It 5 possible that 2 week or 50 of chipping: at
masoney would allow you lo escape; bul you will
aimaost cettainhy be discovered and execoted before
vou succeed. In any event, your advenbure is over,

139

If you have anv ratioms, vou can eat one meal now.
Semember to deduct it from vour Adverbire Sheet
and fo restore up to 4 points of STAMINGA, 1f you
fave lost any.

Then you shoulder your pack and set off on the
Seaten path that runs along the centre of the lony,
narrow couriyard. You walk bebween bvo rows of
=rge wooden boxes, and as vou pass each box you
hear a frantic scrabbling noise [rom inside. IF you
w=nk B by fo open one of the boxes, furm o 306. T
vou would rather ignore them and continue o the
end wall of the courtyard, bomn o gz.
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140
The anteroom is deseried, There is a door in the

opposite wall, through which you find the
storeroom — also deserted. The storeroom has
another door, which yvou are about to open when
you hear an explosion from the other side. When
the sounds of falling debrs cease, vou look into the
room. Ut has been comprehensively wrecked. Yoo
find no other exits from this suite of rooms, nor do
you find any way of reaching the lower levels from
the corddors on this level You retum to the
dungeons and cellars and find the svuthermn soldiers
milling arpund in confusion. In his privale apart-
ments; Baron Tholdur is awakening from his en-
chantment. Together, afler questioning guards and
servants, you manage to work out that vour activi-

ties have frightened away Senyakhaz, the Zagoulan
sorceress who bewitched the Margrave. She has &

escaped Lthrough the magic portal which she used to
reach the insane and aeons-old warlock Xakhax
tapped in the depths below Neuburg Keep. She
destroyed the portal as she fled.

The Margrave and the people of Nevburg are
arateful to you, but you know wvou have failed
Senvakhaz has escaped and can sbll reach Xakhaz
who remains brooding beneath the Keep, gathering
strength for his revenge. For Neuburg and i
people, the day of reckoning has merely been post-
poned,

141142

141
E=member to deduct 1 P.:Il.;l'iﬂ‘l' of wirLLrnwER from
vour Adventure Sheef. If you still have & or more
oomis of wiLr Fow Er Temaimingg, tum o 339. I you
nave less than 6 points, lum to 2o0.

142

CUmne of vour flailing hands instinctively hooks itseli
over the step below the one that gave way. You
siretch your legs but can And no purchase; you
==nse thal you are hanging above a vast chasm. You
sreathe deeply, frying not to panic in the darkness,
With great deliberation vou reach up to push your
weapom on to a secure step. You now have two
Sznds to support your weight. You concenfrate:
Slock out the pain, contract the muscles. Inch by
mch, you pull yoursalf up.

When vour limbs have stopped shaking, you con-
Snue down the steps, hardly danng b rest on any
one of them. You reach the end without further
mcident. Tum fo 16.




143-744

143
Centries are often appuinh-:d as such because of thes

brawn and combal experience. This one is no excep-
Hon, The old Dhwarf will be no help to you in this
fight — he stands aside as you close with the soldier.

SOUTHERN
SWORDSMAN

U at any time during the fight you have & or mor=
puints of S TAMINA lees than the soldies, fum lo 7o
You can Escape at any time after fhe first combat
round. You flee along a narrow corrddor and ars
relieved to find that the swordsman does not con-
sider you worth pursuing {tum to 87). I you stay
and win, turn to 36o.

SHILL G STAMINA 18

144

You have been crouched in 2 crevice bebween
clarnmy boulders for quite soffe {ime, and you are
getting, cold and stiff. The old man has not moved.
You are beginning bo realize that concealing your-
selt in this pile of rocks was a waste of ime, when
you bear noises from behind vou, back down the
path. You extricate yourself from among the boul-
ders and head cowtiously dowwnhill,

You follow the path away from the ruined temple
for several minutes, and then come face fo face with
pne of the southemn warmors: and a strange animal
thal he is holding on a leash. The animal looks
something like a low-bellied tracking dog, but it has
a white, hairless, distended body, sharp =lons on
all four paws, and a face that looks distressinglv

145

Suman — except for the elongated nose that termi-
mates in a snuffling, trumpetshaped orifice. On
seeing you, the swordsman ubters a guttural cry,
draws his weapon and releases the unpleazant
==asl. It howls and races towards vou. You have to
Jshtit and, if you win, you will then have to fight
e swordsman.

SKILL STAMIMNA
SNUFF HOUND 5 4
SOUTHERN
SWORDSMAN 6 :

& vou kill them both, vou hurry back to the temple
0 2ee the old man. Turn to 263,

135
The sparing wall of fire continues to bum with
andimimshed vigour. If you wanl lo ey to jump
through it, take a long run at it and tum to z31. If
vou would rather fry to -approach the inforno
slowly, turn o 332.
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146
You look into the passage from which the creaturs
emerwred and see thatl il branches: the mam pat=s
continues downwards, but a small funnel; almos
blocked with rubble, leads upwands and o the leit
Will you take the main passage {(turn to g) or the
side-tunnel (Euen Lo 206)7

147
The truncated mdentalmost crackles with enetgras

you inserl one of its pointsinto the keyhole. Toyous
ﬁurprjs-e, the lock begins o twisl and sag, lommg
molten even though there is no svurce of heat. You
push against the door and it opens a little. Replacing
the head of the trident in your backpack, you grip
vour weapon and walk through the doonway. Tums
lo 7,

e ——

148-149

148
You step out of empty air and into the branch of a
conifer. You fall to the ground in a shower of pine
meedles. You arein a forest on a hillside; through the
toes you glimpse the waters of a lake, You have no
'dea where you are, but you orient yoursell by the
sun and head south. In several days’ fime you will
r=ach the port of Aron, where vou will discover that
the magie portal has transported you across the
entire width of the continent of Khul. The journey to
Neuburg will be long and difficult. The sea passage
Fom Anon to Kelther alone will {ake weeks - if you
zre Jucky enough to ind a vessel that will ke you.
No doobt vour expedition will have its share of
meidents and mayhem; but this adventure ends

71
You return to the grocery gtaﬂ and survey the array
of cold meat pies and small loaves of crusty bread
t=mplingly displayed in the open air. A single Gold
Fiece will buy enough for three meals; or. if you are
=eling desperate or daring, you might be able to
ik encugh for one meal while no one is looking. T
Fou want o buy three meals, turn to 383 1 you try
i0 steal one, turn to 229,

If vou would rather leave the Merchants® Quarter of

Neuburg, you can go to any part of the town you

hzve not already wisited. You could either make

vourway down to the river (fum ko go), walk across

mwmn to the Temple Quarter (turn to 195}, oF o up
astle Hill to Neuburg Keep (tum to 28¢).
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150
Cemnicis close to panic, butanswerns your questions.
“The Talisman of Loth is Diden’s gift,” he explains

It was both a curse and a blessing for Loth, a leades

of our people before we became Held-ploughers ans

town-dwellers. His skill in battle was equalled be
his pride and self-love, and he set up images &
himself for worship. Oiden’s Talisman made his
stromger vetin combat—its light befuddles enemies
espedcially such Hellspawn as intest this castic — but
atthe cost of Loth’s favoured pastime. Neverlook=
a mirror while you wear the Talisman — it wit
destroy yvou,

The Margrave iz under the spell of a wizard from
Fagroula who is restomng life 0 what remains of the
sorcerer Xakhaz. This wizard swears red robes anc
inhabits guarded chambers at the end of the com-
dor belosw this dungeon. Xakhaz is alive now, but
still sealed in the deeper levels of these tunnels: the
only wav to reach him is through the wizard's
chambers.”

Cernic pulls away from you and scampers througs
the open door out of the dungeon hallway. Afterz
few minutes, you follow . Tom fo 376,

20
I thought you were looking a bit peaky,” says the
Dwearf, ‘although 'mnot surprised atanyone being.

shall we say, a bil more nervy than usual, what with

all these strange beashies on the prowl and suchlike
I'll put something together that'll soon sort you out

152

We'll need some of this dried herb here, it's known
== Wolbhwell; and then this root, ground to a powder
—it's Orcsbane, but we won't use very much; and
=om this jar a few Mountainsweet Howers, dred in
e smoke of Honeytongue wood. Pound it all
toecther, and there you have it It's best taken as an
=fusion, and followed by a good night's sleep; but
vou'd better try toeatib dry. It won't taste good, but
= should do the frick.”

2nd, sure enough, although you choke on the
powdery mixture, it has a definite effect. You feel
warmed — as if the sun had suddenly broken
Srough the clouds. Yoo stretch your limbs and
=ugh with joy. You can restore up to 2 points of lost
WILLPOWER. The Dwarf has more information for
vou. Turn to 306,

152
4= easily as walking through a door, you step out of
e waiting-room and on to the aenellated roof of
e Keep. Your enjoyment of the panoramic views
2nd bracing wind is spoilt by the fact that vou are
mside an iron cage. It resists all your eflorls to
eape. After you have been on the roof for several
2=ys, a soldier pops up through a trapdeor, sees
vou, disappears apgain, and returns later with a
Toop of swordsmen. Yoo are taken away and soon
Eterwards executed as a spy.

ST e
'-II‘—'H--\—-\-"-\—\.-"; o
1—_ E"'--._" --_--‘._h-:\.-\..\._'lr—d-l:E e,




153155

153

Rrushing away crushed spiders, vou look for the
green globe. 1t did not break when yon dr_npped_ut.
but it is now glowing very brightly and is gettng
brighter by the minute, It is radiating increasingly
intense heat. Will you:

Walk away from it? Tum to 330
Put it into vour backpack? Tum o 36
Stay close o it to see what happens? lumn o 178

154 :
You are screaming uncontrollably. The pain is m-
supportable. You see nothing but the leering lea-
tures of the Vitriol Essence. He is toying with you:
choosing his moment to lacerate you again with his
dreadful daws. You cannot find the will to fight
him. Thd you slip or did you jump? The resuli i= the
same. The ponl is acid: for a few seconds It feels az
though you are in the heart of a furnace, and then
vour lifeless body disintegrales as it sinks to the
bottom.

155

This corridar has many natural Tecesses in its I{J'r'::-i
walls, You are able to get quite dose to the guaras
gutside the double doors by fitting from cover o
cover, TTowever, vou are unable to gain much mors
information. The guards look bored and impatient
bul reasonably alert, and you have noway of telling
whether there are maore soldiers beyond the doors

—

156

It would be impossible to rush the guards and
dispose of them befure they could mise the alarm.
You can think of only four courses of action.

lf vou decide to emerge from hiding and charge the
two guardsmen, tum to 72. If vou want to march up
0 them, claim to be adling on instructions from the
Margrave, and order them to leave their post, furn
0 346. K you prefer to slip awav back to the entrance
o this comidor and await developments, tuen to
z53. If you want to leave this corridor and instead
explore the lefi-hand passage, turn 1o 252,

156
The second group of young ruffians moves in ko
attack vou. Fight them as you did the first group.

SEILL  STAMINA
Fourth MURDEROUS
URCHIMN 5 4
Fifth MURDEROUS
CRCHIN 3 4
Sixth MURDEROUS
LRCHIN 3 f

X you win, you search the bodies, and find they had
anly 3 Gold Pieces between them, Record this booty
o vour Advenkire Sheet.

Abnormally large rats are gatheringin the shadows.
~ome of the heaps of feid muck scem to be moving
of their own accord. You think it is me to leave.
Turm in14g-
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You open the door and find the blade of a curved
sword inches from your nose. You duck and crouch
mstinchively, ready to fght, but the hiss of many
swiords leaving their scabbards deters you. You
fave no choice but to surrender — you have walked
sito the section of the puter bailey that houses the
Sordes of southern warriors. They remove all your
possessions and clothes, lock vou into an iron cell,
=nd provide vou with decent rations, Each cvening
Sy bring vou out to play a game called “Stone-
Srop’: Fou are pegred spreadeagled on the grouncd
2t the foot of one of the towers, and two swords-
men. chosen by lot, have one chance each to drap a
ooulder from the top of the tower on to vour head.
All the soldiers in the barracks come to watch, and
much excitement is generated. Gold Pieces change
s=nds at a furous rate as wagers are laid on which
man will drop his boulder nearer to vour head, and
on how many days it will be before one of the dreops
= accurate enough to aush your skull. Eventually,
one of them is, and dowes.

158
You place the incandescent globe in front of the little
wooden door and back away. Within seconds Lhe
sphere is too bright to Jook at and you can feel its
se=t from the far end of the passage, Then il ex-
Fiodes. The toaris unbearably loud, and the shock-
s=ve hurls you against the rock wall, When your
~=ad clears and the dust begins (o zettle, you sew
Sat the fittle wooden door has been completely
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pulverized. You walk towards the open doorway
and, gripping your weapon, you walk through it
Turn to 255,

159

You race across the courlyard and dive through the
gap behween the enormens double doors. Yon arcin
a quiel inner bafley, with the solid shape of the Keep
itself louming in front of you. Your pursuers are
right behind you, butl the double doors can be
barred from this side with beams the size of tree-
trunks - if you can close the open door in fme. You
put your shoulder to the door and push.

Add toggether your skl and sTamina. Roll one
dic eight times. Tf the total is less than your com-
hined skt and sTa MmN A, turn 10 308; otherwiss,
turn o 7z,

160
The illusionist Senyakhaz isan accomplished knife-
fizhter.

SENYAKHAZ

If vou defeat her, vou have ecarned the thanks of the
Margrave and the people of Neuburg. The beautiful
Zagoulan had enthralled Baron Tholdur and was
the leader of the southern soldiery. However, you
have still to discover and destroy the source of the
ovil and unnatural creatures that plague the town
The tall, metal-framed mirror seemed imporlant o

SKILLQ STAMINA &

164

senvakhae: so did the small black box that you now
prise from her liteless fingers. It is hollow and
mattles, but s sealed. If vou smash it open, turn 1o
381, If ¥ou inspect its surfaces, ham to 131,

161

tvading the clutching hands of your guards, you
fee mto the dark tunnel. Within seconds vou are
round 2 corner and in complete blackness. You
coliide with a rock wall, stumble over a boulder and
mollapse to the ground ina daze. You recover as the
Srst of your pursuers approaches, holding aloft a
fzring torch. He fails fo see vou, and as vour blade
slices into his leg he howls with pain, drops the
worch, and prepares for combat.
SOUTHERN

SWORDSMAN STAMINA 4
I vou kill him within tvo Attack Rounds, you can
run off along the tunnel, but without the benefit of
The torch, which has bumt out (fum to 370). If you

zre still fighting after two Attack Rounds, lurn to
.

SEILL B
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162

You slide down the muddy slope and you are
unable o prevent yourself slipping straight into the
murky pool. Thigh-deep in stagnani swater, you ars
horrified to feel your legs being clasped by muscules
tendrils. You draw your sword and prepare to fight
the mottled creature thatis surfacing in frontof vou
Tirn to 183.

163

You really are very unlucky indeed. The two s
tated creatures were the victims of a disease mag-
cally created by the sorcerer Xakhaz. The disease =
infectious, and you have been infected. Before yo=
reach the end of the corridor your neck will begin &=
swelland to hurt abominably. Even at ths stage yo=
will have a suspicion of the truth. You will fz1l nte 2
fever from which, if someone finds and tends you.
vou will recaver. But you will have changed. Yoo
will be confused, wiolent, less than human, ans
abhorred by anyone you meet. An unpleasant fuis
for such a promising adventurer.

164

“You know Baron Tholdud! Any fiend of our har-
zmave 1s welcome here. You must try a glass of our
v=ry spedal Neuburg brandy! No? Perhaps you
nave experienced it before ., . But waitl’ The inn-
s==per looks at vou sharply. ‘How can I be sure you
e not frying to frick me? You sav you were at Helin
=511, but that baltle is common knowledre. Can von
ot ¥ou know Baron Tholdor?

—oncezled m your belt you keep a bejewelled gold
=ng inscribed with a comradely message from the
Slargrave. TEwould prove that you knosw him - but it
= mmensely valuable and would tempt all but the
=ost honest of men. If you want to show it to the
:n}:eep&j:, urn to 343. If yvou would rather drnp
e subject of Barom Tholdur, horn to 301,
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165

You unlock the door and push it open. The room
=evond has been fumished sumptuously, but you
s=e Immediately that all the brocade hangrings and
=itk bed-covers have been tom fo ribbons, Even the
polished wood surfaces of the furniture are gouged
with deep scratches. The only occupant of the room
15 a voung girl who is watching vou intently . She has
ong golden hair, and is wearing about her neck an
Ton ring which is atlached by a long chain to a
similar ming set into the stone wall. She is also
weaning the strangesl suil of armour you have ever
z¢en. The breastplate, and the plates covering her
<houlders, forearms and shins, are breistling with
needle-sharp spikes. As you wabch, she flexes her

s=umnflets and curved, claw-like blades cmerge at
e erwds of her fingers. Her eyes fill with tears and

<he attacks. If you are wearing ear-plugs, turn to
318; if not, furm to 287

16
Tou select 2 barrel and turn its tap, lilling the cup
with clear, polden liguid. Tt has a spicy fragrance
snd fastes delicious, Having drained the cup you
mioy |

=1 considerably refreshed: restore up to 2 points of
=TaMina, if vou need to, before turning to 286,

167
Lzkhaz is a formidable opponent. Heis solarge that
e c2n absorb more damage than any human being;
=nd he can attack with many of his limbs simul-
aneously. He carties no weapons, so his hands are
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uscful only for punching, grabbing and gouging
but he also has, among many variatons, long
insect-like legs with razer-sharp edges, and frunk
like tentacles terminating in fang-filled mouths.

XAKHAY

The Talisman of Loth, if you have i, has only
limited effect on such a monster — il reduces
Xakhaz's sx1re by 1 point. If vou have the Trdent of
Skarlas, however, vou find that it seems to revel in
skewering the mountain of imbs —it causes an exira
5 points of sTAMIN A loss each me you wound with
il. If you succeed in killing Xakhaz, um o 271

LEILL 14 ETAMINA 32

168

You dip one tentatve finger inlo the green iquid. It
is cold, but quite refreshing. Nothing unpleasant
aocurs. You submerge your whole hand. You zn
feel nothing at all on the buttom of the basin, so you
pull your hand out again. It is coversd in a gress
film. You wipe it against vour jurkin —and you ars
surprised to find that the green colour will not waps
off, Within mirstes vour hand begins to itch, and
you arc appalled to find that tiny plants appear b be
sprouting under your fingernails and belween your
fingers. You have immersed your hand in concen-
trated magical fertilizer, and 1t s now a haven for
tiny airborne organisms. You must reduce your
skirL by 1 point permanently because of the con-
stant ircitation; bulif vou survive this advenhure you
will find that yvou really do have ‘green fingers’

anylhing you plant will grow well. You may now

169—170

mwestigate the overgrown path beyond the statue
o o 232), ot returmn to the edee of the garden and
sollow Lhe perimeter path (turn to 11).

164

A= vou leave the room the mirror frarme turns white-
sof and explodes in molten blabs. Senyakhaz's
magic portal has been destroyed, and you are still
zhve fp assess the situabon. You muost confess that
sou have not been successful. The townspeopls of
Neuburg will thank you, certainly: you have {reed
Tieir Marprave from foreign influence, and no
doubt he wall waste no tme in expelling the
southern soldiers. And now that the portal is des-
soyed, there is no moute by which the appalling
aeations of the mad sorcersr Xakhaz can be re-
leased to plague the surface world. Bul you know
shat Senyakhaz is shll alive and wel] —and possibly
=21l able to reach the unknown depths beneath
Seuburg Keep, where the evil, acons-old sorcerer
grows stronger, more insane and more determined
on revenge. You have failed in vour mission: you
fave merely postponed the day of reckoning for the
people of Nenburg,

7
The slowing passage extends [or only twenty paces
ot 50 in both directions from the point where yoLle
dde-tunnel joing it. To theright, the passage ends at
large door made of sturdy beams and reinforced
with iron bands. It has a metal panel with a kevhole,
and seems to be locked. To the left there are Lwo

[T T ]
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doors: one is small and wooden, while the otheri=
fmassive and made of nveted plates of solid metal
The small door has a handle but no lock; the meta!
door has three huge kevholes, and looks like =
thiet's nightmare. If vou have a green globe, turn o
104, If you have a blue spear-head, tum 1o 207,

I
Two mobed warmors, hm;]?ing impassive and very
out of place, are slanding in a clear space on 2
nearby street comer — and they are stanng straight
ak you.

You turn to face them and stare back. After a few
moments, without a word to one another, thev
abruptly walk off into an alley. Perplexed, you put
your hands on vour hips — and realize that your
purse is missing, he strings dangling from yous
belt have been cleanly cut. There is no sign of the
thief. And now vou have no money lo buy provi-
sions— ot anything else. Tum to 139

1

smoke from bwo open fires mingleswith steam from
bubbling pots to creat a swirling fog m the kitchen
You blunder into a fable, knodk over a rack of
vegetables, and make enough commotion o attract
the attention of all the kitchen staff. The smoke
clears momentarily and vou fnd yourself sor-
rounded by Ores, Gnomes and swordsmen, armed
with a bewildering varety of weapons and kitchen
implements, ‘What & treat!’ enthuses one of the
Chres, ‘Roast human for supper tonight!” The circle
closes in, Your adventore ends here,

I73-175

173

Soth your shoulders are numb and you are gasping
= breath, but at [ast you hear the noize of rending
mazonry as the door's hinges give way, Deduct 1
soint of STAMINA: you chose a particularly
smEnUoUS wity b pet through this door. Even
Twough the hinges are broken, the door still proves
fard fo open. Turm to 116.

74

1t is brue that you feel very ticed. You deserve a rest,
The chair is wonderfully comfortable, Senya has a
deliciously soothing voice and a gentle smile; you
=nnot take vour eves off the magnificent red jewel
shimmering at her neck. Nothing seems important
=xcept that vou should stay here and relax. You are
not alarmed when the arms and legs of the chair
mould themselves anmund your limbs — it feels even
more comiortable. You die slowly and peacefully,
snaware that Senya is no serving-gitl but the wizard
senvakhaz, a mistress of illusion. Youare not silling
m = chair: you are being engulfed by a Vlodblad, a
aideous creation of the resurrected evil sorcerer in
the depths. The Viodblad surrounds you and drains
vour sTaMina, while you remain hypnotized by
enyakhae's flickering ruby.

7S
fou reach a cormer 0f the garden. The path and the
wzll furn to the leff, and in the corner a gap in the
wall forms a rough doorway into the base of one of
fhe battlement tiwers. The interior of the bowver s
Sark and silent. The path conlinues uninterrupted
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alongside the garden until it reaches another towes
at the next corner. Do you want to enter the base o
the battlement tower (um to 284)2 COr wall vou con-
tinue to the next corner of the garden (tum to 24)?

176

You yrip the tobe and try to imagine something
emerging from it. Instantly a shaft of tansparent
crystal appears at the end with the symbol. Ttis =
long, thin cone of very hard matenal, and the in-
nocucus brass tube has been transformed into an
effective stabbing weapon. Further investigation
reveals that the crystal shafl is very cold indeed —=o
cold that it sill damage anything living thal it
touches. 1t resembles a large, thin and very deadly
icicle, The end of the tube that vou are holding is
insulated against the unnatural cold. While vou are
using this weapon you may add 2 poinls Lo your
sKILL; however, the Ice Sword draws its energy
from its helder, and you must deduct 1 point of
STAMINA cach time that you generate its icy blade
{in addifion to any sTAMINA that vou lose through
wounds). Deducl 1 point of sTamina now, and
tumto 359.

177
The lapestiy is real. The Aoor in front of 1t 15 ke
You drop helplessly through a black void and land
stunned, on a slone floor, Lose 3 pomis of 5TA-
M1 A. The floor slopes stecply and is larded with
grease, You cannoft stop yourself shding down-
wards with increasing specd. You are on a chuies
that spirals down through the rock in great loops.

I

178-17g

You are battered, dizey and barely conscious by the
tme the chute straightens and ejecls you into a
cavern lit by a pale green luminescence. The Tight
emanates from the seething slime that covers the
Soor of the cavern. You hurtle across a slick rocky
ledge and are heading for the slime, Test your Luck. 1f
vou are Lucky, turn to 336 If not, tum to 124,

178

Within seconds the glabe’s light is so0 intense (hal
vou cannot ook divectly al it It is radiating heat like
2 roaring furnace. An impassibly high-pitched note
sounds — and then the globe explodes with a force
that flattens the vegetation in the garden, strips the
frees and blows apart the nearby tower. You are
completely obliterated.

174

Yoo survey your chamber with a caulious eye. It
looks clean and comfortable. You search beneath
the matitess and behind the deor: nothing. You
savuee the door with its stromg iron bolt, Crossing to
the window, vou slowlvy unlatch and push open one
of the heavy wooden shutters. The night is com-
pletely silent. You step out on to a small balcony. It
would be only a jump down to the street, and vou
could clamber back easily. Yhat will vou do next?

¥ vou want o drop to the street and explore the
towen, furm to 68, Tf vou would rather go up the hill to
Neuburg Keep, turn to 106. If vou decide to reburn
o Four room, secare the shutters, throw off your
coak and boots and go to bed, lurn to 372.
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180

Prancing around the slow-moving w. EITiOT, evadine
his broadsword and waving the aackling Trid=n®
aborve your head, you allempt to goed the huminous
warrorinke incautious specch. He says nothing s
‘Be wome or diel, and continues to slide Bnwards
vou. You have just velled, “What's this then? E
you're Skarlos, how is it have your Trident?’, whes
the warrior shudders and halts, and another voics
shrill and eerie, cuts through the darkness. "My
poor little joke Skarlos will be no match for you. =
seems. Come through into my workroom. Xakhas
welcomes spirited new slaves.” lf vou want fo pes
through the doorway, tum to 279, If you decids
b pause to inspect the molionless warmior, tum &
107.

181
You unbuckle the straps of your pack, fold back the
leather flap and starc inamazement at the wriggling
mass that fills the inside of the pack. Hundreds of
finger-like protuberances reach up from a shiffing.
lumpy core. Before vou can teact, the thing jumps
torwards your face. You duck instinchively, buthitle
rubbery tentacles catch in your hair and as you leap
tor your fect vou find that the blood-seeking amulas
suckers on the thing’s bloated body are bobbing
around your face and neck. In the midst of yous
terror a flash of insight tells vou that the Blood-
Lurcher tentacle lvas fed off your rations and has
mikated into this Kiss of Death I-‘ml-::plaim Ins
thing's many circular lips wrnithe as they stmve &

|
|

=ake contact with your skin. Test your Willpouer, TF
wou make a successful toll, tum to 37. If vou are
insuccessiul, hom to 250.

132
“he weapon that is glowing in vour hands is the
“odent of Skarlos, forged with long-forgotten en-
Samtments in the mountains far to the north, It is
made entitely of a metal with a blue sheen, and
svery surface is covered with intricate engravings,
The head of the weapon - three barbed points
surnming together into a cylindrical shaft — is small
and elegant; by contrast the handle is bulky and has
symmetrical protuberances, in spite of which itis
=23V t0 hold wath one hand, The handle is its power
souree — 0w that the weapon is whole again, the
Szhi given offby the separate parts is fading rapidly.

n addition to being easy to use, the Trident is
cowerful. It delivers a bolt of energy as well as
wounding in the normal way, When using it, add 2
“omts o ¥our SKILL. Agaimst human opponents
e Trident will cause an extra 2 points ol sSTAMINA
w55 when you wound with it; but it was designed
*or fighfing sorcerous and undead creatures, and
Serefore against non-human opponents vou will
Sause an extra 4 points of sTaMiNa loss each time
sou wound. [is magic gives vou strength and pur-
posc: restore up fo 2 poinks of wWiILLEOWER, if you
=re below vour nitial score. Lastly, restote 1 Luck
point for finding such an effective weapon! With
senewed confidence you return o the red passape.
Tum to 240:
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183
You are half immersed in filthy water, with your
=ow encircled by tentacles. Redoce vour SKILL by 3
soints while fighting under thess comditions.

MOTTLED KRAKEN sk 8 sTaMINa 10

2 you kil i, you scramble up the muddy slope and
Ezve the tower. You can continue b follow the
penmeter path (hom to 11, or you can cut yoLwr way
= the clearing in the centre of the garden (burn to
319).

184
fou crawl Into the opening and wriggle down-
wards. Soon you are incomplete darkness, and you
=old your gword out in front of you as a goide. As
vou descend, the hole widens and slopes more
==eply. You can feel that other tennels from the
surfacearejoining vours. You see light ahead, a pale
—minescence. There is a slithering noise and a yust
of noxaous aiv. And then, questing upwards along
Sie tunnel, comes a featureless cylinder of glowing
sime. It touches your sword-point and halls. You
==b itand it retreats. Alter several more attermpts to
conbinue, and several more stabs, it contracts and
=ithers back down the hole. You breathe a sigh of
=liel and deade whether to follosy it {tum to 63} o
aborously cawl backsvards up the nearly vertical
mmnnel, rest for a few minutes, and then go throngh
e door in the end wall of the courtyard {turmn to

157}
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185

You stare in horror at the wriggling mass that &=
the inside of vour pack. Tundreds of finger-ii=
protuberances reach up from a shifting, lnompy cose
Belore you can react, the thing jumps lowards yo=
face. You duck instinclively, but hifle rubbery to=
lacles catch in your hair and as vou leap Lo your &=
vou find that the blood-seeking aroular suckers o=
the thing’s bloated body are bobbing around yo=
face and neck.: In the midst of your terror a flash &
insight tells you that the Blood-Lurcher tentacle b=
fed off your rations and has mutated ino this Kiss a8
Death Protoplasm. The thing's many drenler 5=
writhe as they sirive to make contact with yoursias
Test yorr Willpower. If you make a successful rof
tuen to 6% U you are unsuccessful, tum to 200,

186
Terrified townsfolk scatier as vou unsheathe yvo=
sword and prepare to meet the shopkeeper's rains
onslaught. His loud roars are atlracting attenfics
and you realize that you will have to finish him of
quickly, before anyone arrives to help him.

ANGRY GROCER

You fight for two Attack Rounds. If, at the end &
two tounds, your opponent is dead, fum ti 364 £
he is'still alive, furn to201.

EEILL 7 STAMINAZ

187188

187
Taws glittering, the girl hurls herself ak you with
Se<perate ferocity. You defend yourself.

SFIKED MAIDEN SKILL LD S5TAMINA B

=v=n as she lashes at you wilh her deadly talons,

soe <obs and shonts and screams, tears spilling from

s=r wild eyes. You make out some of her words:
awayl Go awayl Ron while you can! These claws
- -thismetal, . . Tcan'thelpit. Ldon't want to kill

o She did #! She put me in here . . . in this metal
- - Help me!

o are no longersure you should kill this airl. After

s round of combat you can Escape, making a
==ntal vow to relurn — il you survive this adventure
= 0 investigate further. Once out of the door you
== unlock the door across the hall, if you have not
aeady done so (fum b g8), or you can leave the
“=ngeon area through the open door {lurn to 376). 1
“ou have the Runic Axe, or if vouo are not convinced
= the girl's prolestations, you continue to fight her.
& vou kill her, Barn o 83

158
“oo unbuckle the straps of your pack, fold back the
‘ezther flap and stare in amazement at the wriggling
==ss that fills the inside of the pack. Hundreds of
“mzer-like protuberances reach up from a shifting,

- ==py core. Before you can react, the thing jumps

Sweards your face. You duck instinctively, but little
mobery teniacles cafch in your hair and as you leap
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0 your feet vou find that the blood-sceking circolar
suckers on the thing's bloated body are hbobbing
zround your face and neck. In the midst of youwr
Srror 2 flash of insight tells you that the Blood-
Lurcher tentacle has fed off your rations and has
mutated inko this Kiss of Death Protoplasm. The
thing’s many circular lips writhe as lthey sirive to
make comiact with your skin. Test your W tiperoer. If
vou make a successtul oll, tarn to 17, If you are
unsueresshul, turn bo 226.

189
25 the Orc’s mountainous body crashes to the Aoor,
vou lunge at the rope escaping from his dead
sngers. Test your Luck, Ifyou are Lucky, burn to 236,
lf you are Unlucky, turn to 138.

190
Enough red light seeps through the open doorway
10 enable you to see that vou are in & vast armoury.
Bows of swords, shields, spears and pikes dis-
zppear into the ploom. You have never seen so
many weapons in one roem. They are all of antique
design and, you judge, are of southern origin. They
fave been stored here for centuries, but you can see
very little corrosion on them; in fact, lthey are hardly
dusty. In front of vou, bebween the stacked Tows,
there are three stone slabs. On each slab resis one
ezpon. You cannot decipher the carvings on the
=fones, bul it is clear that each of these weapons is
EDerial N SOMme way.
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If vou are content with the weapon vou have, thers

is nothing of interest to you in this mom {fum =

359)- If you want to exchange your weapon for ons
of the three on the slabs, you an choose between:

A fdehly decorated scimitar Tuorn oy 2457
A black mace with silver-tpped

spikes Tom iy 128
A thin brass tube Tumto13z

101
The old priest stares at you; disbelief, sormow ans
anger cross his face. 'In that case, my fmend,” he
snaps, T urge vou to leave this town forthwith. B
holds nothing for you but danger and death. Now
quit this hely place at once

You stumble into the daylight. Tt is unwice to irntate
the High Priest of Oiden. He has cursed you. Re
duce vour Initigl sk111 and sTAMINA by 1 point
gach. You return to the centre of town. Tom to 108

102

You grit your teeth and tum away from the gid's
sroiling face. You turn back and strike ather. Tum o
328,

153—104

193
25 vou step into the gloomy passage between the
owers, vou detect a flicker of movement. You spin
sound and just manage to avoid a thmashng sword.
fou are condfronted by one of the robed wartiors —
and he dearly intends to Gght first and ask ques-
Zons later, #atall

SOUTHERN
SWORDSMAN

After Iwo rounds of combal, vou hear the sound of
many feet charging down stone stairs within the
wers. Do you want to Escape (turn Lo 347), or will
wou stay and fight all comers (tom toogg)?

SEILL & STAMIN A B

104
Tou have a clear choice: to stay and attempl Lo fight
she three massive, decaving Chrabats (bem to 367),
or to leave the strange blue metal shaft, which they
s=em o be guarding, and retreat up the stairway
o o 2o
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The
e Ternple Quarter Dngu]}u rig is ome of the oldest
parts of the little town, and the most peacetul. It
contains a number of walled residences as well as
he [airly humble shrines and temples to the nor-
thermn gods that the ancestors of the Neuburgers
srought with them when they settled this area by
force sevetal cenluries ago. The newest and grand-
=st temples, dedicated fo the cureently fashionable
zods and goddesses of commerce and [arming,
oooupy large parks along the magnificent New Wall
Strect. Trom here, narrower avenues climb the
wower slopes of Castle Hill and provide access to the
smaller and older shrines and temples. You find
that walking up these winding avenues is like
Tavelling backwards in Hme, into the historv of
Neuburg and its once barbaric peoples. But as you
climb up past the ever more dilapidated temples of
ever more andient and forgotten cults, you begin to
despair of finding anything useful in this part of the
wowtt. You head for an unusually grand building
thal looks as ifitis the oldest temple of all: but As you
approach, you see that it 15 virtually derelict and
spparently deserted. If vou want to press on and
visit this last temple, turn o 322 Tfvou would rather
o back to the centre of town, turn to 108,




196—197

1g6
Your grip on sanily has been weakening since you
emtered Neuburng now you feel relieved o let go
You no longer care that the ceatuncs you just met
were suffering from the effects of an mfechous
dizease spawned by sorcery, and thai ¥ou may be
infected. You shun conlact with other beings, and
live the rest of your short life as a ragged, starving
seurryine denizen of the lunnels beneath the cistic.

197
You select one of the few barrels thatisin an upnight
position. It has a lap but ne drinking<up, s0 you
pour a litfle of the barrel's contents into the paim of
your hand and drink a mouthful of the brown
liquid. It tastes bitter and sears the roof of your
mouth, You begin to feel rather ill. The liquic is
puisonous, but as you have consumed so hittle you
lose only 2 points of 5TAMINA. You can now elther
look inside the barrel from which you have just
drunk (turn to 366}, or moll one die to taste the
combents of a different barrel: if pouroll 1, zor 3, tum
1o 166; il you roll 4, s or 6, tum to 84,

-

18-199

198

~omething is wrong. It is impossible that three
voung women could look so similar; it must be an
Husion. They are brving to bewitch you, and it is
difficult to lvok away from them. You must attack
them: it is the only way to break this spell. With a
strangled cry, you raise vour weapon. Which smil-
ing, unarmed, defenceless gird will you strike:

The one on the left? Turn to 328

The one in the middle? Turn to 121

The one on the right? Turn to 283
199

The crate is made of thick, seasoned hardwood, and
thetid is held in place by nails as big as your fingers,
Soth your sword and your temper are close to
snapping by the time you succeed in prising the lid
2way [rom the other imbers, The scrabbling neises
from inside the crate rise to a crescendo as you flex
vour muscies and throw the lid aside — ko find
vourself staring at a disgusting and incomprehen-
sible horror.

The crate is full of human limbs. There are hands,
lect and arms; some are well preserved, others are
decayed and puirid, The fetid stench is overpower-
mg. And all of them are moving - slithering and
groping towards vou,

Lest your Willpoweer (deduct 1 peint of wiLLPOWER).
If vou make a successful roll, turn to 135. Tf vou are
mnsuceessful, turmn to 314,



ZOHI=2[2

O

There is an iron ring set into the centre of the door
but no amount of twisting it, or pulling or pushing,
will make the door epen. It is cearly locked, and
yun have nothing with which to try to pick the lock.
Perhaps the trident head will h-Elp:' If you want io
insert one of the trident’s points into the keyhole,
lurn te 147, If not, vou will have to try one of the
pther doors — the small wooden one (turn to 3734 ot
the enormoeus metal one (turen to 233)-

201
You bump into tables and trip over unidentifiable
bloody fragments — some of which clutch ai you as
you pass — but you can move faster than Xakhaz's
mountainous bedy of wriggling hmbs. You will
have to fight, however — unless you have both the
Talisman of Loth and a green glass globe. If vou
have both of these items, and want to fry o use
them, turn t 18. I not, you must fight Xakhaz as
best you can: turmn fo 167.

202
Muost of the jars and bundles of dried herbs are
unidentifiable, but you find one glass contames
with a label: ‘Powdered root of Orcsbane. Danger:
this herh has no taste but is deadly poisonifakenin
quantity.” The botile is quite small, o you decide o
slip il into your backpack. You can find nothing clse
of inberest in the room, so vou have no alternative
but to leave by the door opposite the one through
which you entered. Tum to 282

203

203

Your search of Griltig’s room reveals nothing valu-
2ble except for a small box containing 5 Gold Fieces,
You may keep these. Bubbling in a pat suspended
over a fire there i5 a stew. You are glad that vou do
st know the ingredients, but it smells wholesome
=nd if you decide to eat some, it will restore up to 4
poinis of sTAMINA. Nailed B0 the back of the door
vou find a sheet of parchment with instructions for
Lriltig permed in graceful script and sigmed, in a
shaky hand, by Baron Tholdur. Grillig has been
instructed to hand overall prisoners to the sunthemn
soldiers. The only exception is the female prisonee,
who s to be kept in comfortable circumstances and
who & not to be approached by anyone not wearing
zac-plugs! Two plugs of candle wax, presumably for
Griltig's big ears, dangle from a string hanging over
the nail.

1 voma have nol already done so, you can cross the
fall and unlock the cosed door. [f you want to, you
can wear the ear-plugs while doing so. Tum to 163,
If you leave the dungeon area through the open
door, turn to 37




204—20b

204
You drop vour backpack and the green globe ans
theow yourself 1o the ground, rolling over and ove

and slapping at yoor body. Cruched spiders 25

from your clothing, leaving sticky smears, &=
others attemmpt to find areas of exposed flesh inte
which {0 sink their mandibles. Fight them as if thes

waTe nma Dppunent:
GIANT SPIDERS
If you destroy them all, tum toas3.

SKILL & STARINAE

The eldecly Dhvarl snaps at vou: This way, thee
Come along! TTe throws open a door and gesiures
{or you to enter. You hesitate; you were hoping &=
slip away and roam the Keep at vour leisure. Ths
senley turns, peers at vou suspiciously and begins
tn walk towards you. ‘Come along, now, coms
along!” scolds the Dwarf, Tnto the waibing-room,
you don't mind_" If you decide to enter Lhe wailing-
vooin, turn o 249. If you attack the sentry, fum &2
143,

206

It seems as though several etermites pass as yos
shiver in the dank darkness of vour cell. You slesp
fitlullz on the rotten siraw and wake to find nldLT"'f-
gnawing at your toes. You feel hungry: if vou havs

provisions, you have plenty of fime i eat Hns:*-_h-_"
meal. You begin lo despair of anvthing ever hap-
pening. And then vou hear light, hesitant footsteps

zo7=208

soproaching your door. A key grates in the lock,
With infinite slowness the door opens, and in the
Zoorway 2 human shape is silthouetted against the
==ble light from the dungeon hallway’s single cres-
=t The fgure Fifts its shortsword and says: ‘Who
=re youl" Will vou attack (furn Eo 226), sav that you
zze one of Tholdur's men, wrongly imprisoned
o 340), or say that you are on a mission to
Zeance Meuburg and its Keep of their infestation of
el (burn to 85)7

207
The head of the trident is now glowing fiercely, and
e flickering blue light reaches a new intensity
when you point it at the large wooden door to your
=ght. If vou want to try to open this doeor, turn to
go If vou would rather try to unlock the metal
door, fum o z33. IF yoo want to try the small
wooden door, turn to 373

208
Ihe danang-mrl dies. Yoo feel wretched, and close
= both nausez and weeping. The surviving dancer
=vs her hand on yvour arm, smiles sympathetically
=nd whispers comforting words. You are grateful
for her frendship and onderstanding. Test your
Willpgweer. I vou are successful, turn to 10z, If not,
Fou cannot bring yvourself to continue killing. The
soung woman tells you that her name is Senya, and
urges you to sit down and oest. You agree. Turn to

374



200-210

209
The unusual hat is made of loosely wournd sirips of

white cloth. It is surprisingly heavy and, fuming =
over, vou find a shining, glutinous mass quiverine
inside. Two dark lumps embedded m the fans
parent gel seem to stare at you like eves. Yoo
instinctvely want lo hurl it to the floor in disggu=t
but before you can do so youare taken with the idss
of trying on the hat. You are not sure where the :des
came from, but increasingly it appeals to you as the
besl course of action.

Test your Willpower, If vou are successful, your de-
sire to be 1id of the thing overcomes the idea of
wearing ik, and you dropit, back away and chimb the
stairs (furn B0 53). If you are unsuccessiul, you
cannot resist the suggeston that you should v oo
the hat. Turmn to133.

210

You cannol bring yourself to touch the loathsome
object that has attached itself to vour hair. In d=
mented fear you jump up and down and shake yous
head, but the bulbous shape clings on and swings
against your shoulders with soft thuds. Tis suckers
mouth mindlessly, waiting for an opportunity o
touch the exposed skin of your face and jave you the
kiss of death. Tnevitably, as your frantic hwitching
becomes wilder and wilder, a sucker touches yous
flesh and holds fast. The sac of the creaturs’s body
nestles apainst your face and begins to furn a dull
pink as it draws out your blood. K you still have 6oe
more points of wilLLPOWER, fum o 73 I you now
have less than 6 poinis, 1urmn (o 348.

A11—312

211
“5e globe hits the Aoor and shallers harmlessly,
You now have no alternative but to fight Xakhaz.
Turn to 167,

212
Souare in the inner bailey of the castle. Behind you
&=¢ the ramparfs of the second defensive wall, and
= front of you, across the narrow coartyard, the
macsive bulk of the Keep itself juts oul of jagged
ks and towers dizzyingly above you. You seem
0 be making progress: somewhere in that ominous
=Zifice of black stone must be not only the Mar-
=ave, but also the source of the evil afflicting
Neuburp.

L

“here Is no entrance to the Keep on this side,
=owever. The slablike walls are featureless, A
S=eply rutted track leads away from you, towards
=e left, behwveen the Keep and the swrounding
wall. This track must lead to the main entrance, and
vou have no choice but to follow it. Fiest, however,
== there are no guards in evidence, yvou decde o
Sxe this opporfunity to take a short rest. You sil
concealed behind a large buttress and put vour
sackpack on your knees in order to kake stock of its
confents. Lroes it contain a piece of Blood-Larcher
e=ntacto? If 50, turn to 355, If not, furn o 132.
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213
You push one of the doors and it opens. You s=5
caphipusly into a small anteroom. | 15 sparses
furnished, and there is a door on your right ==2
another on your left. Yoo think you can hear volos
from beyond the right-hand door. Which door w2
vou try to o throngh, the left (hum to 387) or (52
right {turn ta &)7

214
FParalysed with shock, gasping for breath, and ma=
dened by pain, vou are in no condifion i fight £
you sHll have 6 or more points of WILLFOWER, 708
must now Test your Luck. TF you are Locky, fum &=
320; if vou are Unlucky, turn to 26. If you now haws
less than 6 points of wit Lrowes, furm 154

215
You emerge into a circular stone room. There are ne
guards, and vour sword and pack are lying on the

floor. You collect them, and then peer through 5=

slits that pierce the thick wall. You realize that yo=
are in the ground-floor room of one of the towesrs &
Neuburg's Bast Gate. One of the shis gives vou 2
clear view west along the main sireet leading to the
centre of town; the sun has set behind the buildings
but the whele scene is lit by & beautiful red sk
Everything is very peaceful — oo peaceful! The
streets are almosl deserted. There are no shous
from the riverside wharves, no pricsts chanting =
the temples, no dogs snuffling in the piles of refu==

216—217

=2 no revellers stumbling from the inns, The
ERENCT IS5 T

“ou are determined to investigale; but first you
=ast escape from this gatehouse. The one door is of
seod oak, banded with iron, and is locked from the
s=tmide. You will have o try to force it open. Add
Secther your ski Ll and sSTAMINA scores. Roll one
== sight times and add the results together, If the
w=tal is less than yvour combined sxitL and sTA-
wix 4, bamm o 399; othernwise, tum to g3,

216
= vou have added Oresbane to the stew, tuen to 35.
& not, tumn to 304.

217
S5 slight, red-robed figure glides to the Margrave's
=de and Interrupts his reminiscences by handing
= 2 large goblet of wine, and then throwing back
== folds of the robe's cowl. You are surprised to
sz that Tholdur's mysterious adviser is a breath-
=ungly beautiful woman. She kisses the Margrave's
Seek and fumns to you with a dazzling smile. She
s=lcomes you graciously, mmumges' Tholdur to



218

drink, and suggests that after all vour exertions vos
would like to rest in one of the guest bedrooms. Yo
are worried by the Margrave's increasingly shirss
speech as he endorses this idea; you are even mess
worried when the woman offers to conduct you =
vour room herself. Worry tums to alarm whes
outside the Great Hall, she summons an ‘escort’ o868
dozen swordsmen to accompany her. Unfortun=s
Iy, there is nothing you can do. The woman = 5=
sorceress Senvakhaz, and she and her swordsmes
will make sure that you do not reach your bedroos
alive,

218

You stride into the centre of the cloth pavilion zas
stand beside the table, marvelling at the amay =
temnpting delicacies. Languorously, one of the ropss
wraps itself around vour waist —and in one sickes
ingz instant the scene changes to madness and hos
ror. The ribbed black cable constricts, sphinternns
vour ribs and lifting vou above the table, which yes
now see throngh clouds of pain as & jumbled pile &
bomes and rotting flesh. The billowing tent-sides ==
in fact writhing, leatherv, veined membrancs, amd
your destination, which ¥ou onoe saw as a mass &
ribbons, is revealed as a pulsating red maw. 152
illusicn is shattered, bul sois your hifc.

210—220

219

Sou wake to find yourself on the stone foor, curled
==md the trunk of the tree. Every muscle aches,
mc your head is spinming. The Ordeal has cost vou
* oot of sTaMINa and 1 point of WILLPOWER;
Seduct them from vour Adventure Sheel,

nly the strongest and most determined can with-
=nd a meeling with Oiden,” How intones, You
==y climb the tree again, or you may leave.’ l you
we=nt to experience the Ordeal again, retum to 54, T
o decide it is Hme o leave, tum to 368,

220

= vou step out into the sun-bleached street, hun-
“w=ds of swarthy faces turn to stare at you, Every
et person in the noisy throng is swathed in lisht
woes and shod in sandals; everything about you
Soks foreign. Among the onlookers are a troop of
sediers who arrest you simply because vou are
i==sed 5o oddly, You discover that you are in
=zoula, the ancient dty at the edge of the desert.
“ou are imprisoned in the Tower of the Cheetah,
= although no doubt you will ome day escape or
e released, this advenhure ends here.
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221

You place the incandescent globe in front of the
Jargre wooden door and back away, Within seconss
the sphere is loo bright to lock at, and vou can f==
its heat from the far end of the passage. Then =
explodes. The roar is unbearably loud, and s
shockwave hurls you against the rock wall. Whes
your head clears and the dust begins to settle, yoo
sce that nothing remains of the door except = few
smoking splinters of wood hanging on twistss
hinges. You grip your weapon and walk throuss
the open doorway. Turn to 7.

Z2IL

You place your backpack on a bench and begin =
unbuckle it. Inches from your nose the Dwarl's
battle-axe whistles through the air and slices yo=

pack cleanly into two! Enraged, you draw voss

swards but the Dwarf, still dutching the runs
covered hafl of his weapon, is plainly almosl &
surprised as you are. Carclully, you sepamate the
halves of your pack — and discover the sib
twitching remains of the monstrosity that has bees
prowing inside your backpack. The Blood-Lurches
tentacle has managed to absorb two portions of yous

A

3

223

=00ns (dedwoct them from vour Adverrture Sheef) and
t== ransmuted into a bloated, Hlood-sucking mass
== hundreds of finger-sized feelers. Thanks to the
Swart's presdent axe, the thing is dying.

= vou had a globe of green glass in vour pack, you
*=c that it has been shallered into Hoy sh ards; but
= Dreaking, it has left behind a large emerald.
wotning else is damaged, and the Dwarf provides
“ou with a new backpack. IF you have any food left,
=m Lo 3. If you now have no [ood, burn to 396.

113
1 have never seen anything quite SO UNNETVINE 35
. voungwaman, perfectly normal up o the neck,
-t with herhead folded back at animpossible angle

=2 3 forest of wrigghing bentacles sprouting from
= throat towards you. You run in drcles around
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the room, but she follows relentleccly, and yo=
finally collapse, sobbing, to await your fafe. 558
does not atternpt to harm you; she is interested =
booty, and her questing finpers search your bods
and your backpack. She takes any and zall of ==
following items that you have: food, Gold Feces &

green glass globe, the Talisman of Loth, anemer=ic
The vawning gulf of her mouth begins to doss =

she opens the door and rolls vou out of the roo=
with her feet. If you now have less than & poinis &
W1l POWER, turn to 1gh. (dherwise, om o 7g.

224
With your back to the uneven wall you shuffle along

the narnw ledae as quickly as you dare. ¥When yos
reach the middle of the cavern's mear wall you =
obliged to waste time trying lo find 2 way =
reaching up to take the keys. Bventually you s==
ceed, but as vou are returning along the third side &
the pool the Vitrol Essence emerges from it aa=
lashes at you with his claws. He has recovered soms
of his sirength, but is less powerful than at your &=
encounter. His acid-dripping talons now inflict e
2 points of damage when he succeeds In woundes
Yo

VITRIOL ESSENCE

If wou kill him, you leave the cavern. Tum o 275

GEILT 8 STAMINAS

T—
1 o e
e e
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2325

2z

5= elderty Dwarf thinks him:l for a moment. ‘Lcan’l
=ink of much that'll help you on this one,’ he
=utters at last, ‘except for what I've picked up from
=z kitchen servants in the Keep — those that are s811
==tz and haven't been kicked out by the southern
=bble. Thev say there's someone hiding from the
=elfizrs in the dungeon. He"s lving low down there
s=cause it's the last place anvone"d think to look for
== Name's Cerwic or Cernic, or something simi-
=r. A priest, anvway, 50 he might be uselulto you
2o thank the Dwart for this information, but he
s=v= hee has more to tell you. Turn to 396.
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226
e force of vour atiack bowls your oppoment over,

=d you both tumble through the cell's doorway
nd across the flagstones of the dungeon hall. The
Sechlight reveals a voung man in military garb, but
wrcarently unfamiliar with armed oombat. This

ssould be an easy fight.

SOUNG MAN SKILL 4 STAMINA B

Aber one tound of combat, however, the youth
‘==ds fime to snatch aside his tunic, and a ray of
sEnding white light strikes you in the face. Even
==7 vou have recovered from the inifial shock, you
nd it impossible to look directly at your oppoenent.
e effectis toreduce your sk L. by 2 points for the
Suration of this fight. U vou are beginning o think
==t vour attack was a mistake, after one more
wund of combat you can Escape, losing 2 sTAMINA
soints, call a truce and explain exactly who you ate
s o 2g). M vou want to fight on to the death, orif
ou are wielding the Runic Axe, tum to 281 if you
%2l your opponent.

227
The puards have no reason to suspect that vou are a
s=riicularly brave or clever intruder, and as you
seem prepared to cooperate with their wishes, they
=Zopt a relaxed atlitude. You are amazed that they
=ake no effort to deprive you of your weapon and
S=ckpack. Restore 1 poinl of Luck, and twen Lo 64,
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228
You follew the cormidor a little further and find &=
it ends at a staircase thal spirals dowmnwards ints
darkness. Yon set off down it. Tum f 300.

Test your Lk, T you ar:f%ﬂuﬂc}u tum to 7. [fyos
are Lucky, yousucceed in shoplilting a meat pie 2ns
a small Toaf, Furty ely, you ship your ill-gotien _:FJ.._
into vour backpack. Record the addition of one me=:
o your Adientird Sheet. Tum to 280.

230

The talons of the Vitriol Essence rake vour body
scoring vour flech and despositng streams of agd
Deduct 4 points from your stamMin a. Such a wouns
is not only deep and serious; it is also copplingis
painful. Can vou stand the agony? Test vonr Wik
power. 1 you make an unsuccessful roll, tuormmto1g B
Yo make a successful Toll, Vou summon up the
{ortitude to cither contnue the battle (retum fo 287
or Tun from the cavemn and sourmy back o youe
dungeon cell {turn to 206).

231

You hurtle theough the columns of Hame withos
suffering a single bum. You do not sven feel warm
The wall of fire is an llusion. Unfortunately the o=
that has swung open on the pther side is complet=h
real. Test your Lrck. I you are Lucky, lum to 45 B
vou are Unlucky, tum o 1es.

232233

232

Sou walk past the statue and begin to cut a way
‘Brough the foliame that has grown across the path,
= front of vou, rooted in the middle of the path, isa
‘Ssturbingly malformed tree. The doser vou get, the
‘=ore the bwisted trunk and waving leaves seem to
==emble an vmnatum] parody of something else.
=t some reason, the tattered clothes hanging on
5= boughs are peruliarly terrifying; how could they
Soe=sibly grow arownd the branches like that? And
S=re, up in that knotty bole of wood — surely those
wok too much like eves? They are moving . .

his free was once a person. Test your Willpozer, 1
wou rofl successfully, urn to 82 If vou are unsuc-
Sociml, tum to 125.

233
Senyvakhaz nervously fingers the ruby pendant at

==t throat while you question her. She seems to be
Enorant of events within Neuburg Keep, In fact she
= clearly just a very [rightened young woman. And
wet throogh her fear you manage to detect her
mpathy and consideration, She is really a very
e person. She makes shy but fmendly comments
k= That weapon must be awiully heavy!” and
Tou look worn out— voo are obviously very tired.”

|-‘

ou are completely off vour guard when she
sunges her knife into your shodlder. Deduct 2
scinis of sTaMina. Her subfle suggestions have
worked too: you feel exhausted and scaccely cap-
e of fighting. Reduce your sk by 4 poinks
while you fight Senyakhaz. Turri Lo 160,
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234

Tou grip the tube and trv to imagine how it might
munction 25 a weapon. Perhaps sumething emerges
Som it? As soon as youo think this, a thin shaft of
Tansparent crystal appears from the tube —unfortu-
==tely, from the end you are holding, which in-
stantly fumms so cold that # burns your hand. You
se 2 points of STAMINA and drop the tube. The
shaft of arystal disappears. You bry again, this time
solding the end without the symbol, Turn to 176.

235
*rom the other side of the door you hear the sounds
2 heavy objects being laboriously shifted, and then
= gruff voice calls; ‘Come in - slowly, and with vour
weapons sheathed!

Lou push the door open to reveal a large, airy room
=il of tidy shelves of plant pots, chests full of
z=rden lools, and herbs drying in bundles in the
=iters. There are windows in the walls to your right
i=d left, and another door in the wall opposite vou.
= the middle of the room stands a frail old Devarf
with bright green hands and forearms; there is a
mne-inseribed battle-axe stuck throurh his belt,
i=d you suspect that he can use it effectively despite
== great age. He addresses vou again: “Tf vou have
=desd slain the Ogre that has kept me from my
Zarden these past ten weeks, soldier, then you have
=med my gratitude. T will allow vou passage
Srough my storeroom, whether vou be friend to
Serom Tholdur or foe !
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238
“ouare frying to relax. You yearn for peace and rest;
* the buzzing and wibration of the Trident is an
smnoying distraction. You are sure you ought to
S0k al it just to make sure that it is allright, but itis
Sficult to tear your gaze from the flickering red
=m at Senya’s throat. You do not seem to have the
=marey fo lift your hand in front of your face, Test
ur Willpower. If you ate successful, you avert your
ﬁ.ae and manage to glance down at the Trident
= o 265). If you are unsuccessful, vou can stop
worrving about the Trident. It arhp': from your

!I’EEF Senya points out how tired you must be.
nboazg.

He stands aside to let vou pass. Will you thank ==
and leave through the door in the far wall [lum &
28z), or will you tell him about your quest (lum =
312)7

236

You grab the rope and ?‘IETIE on. You can fesl &
lrying o pull upwards, and you are sure that if voe
let g something unpleasant will happen. You o=
the Orc's body towards you with your feet, and thes
stretch down to search it Yoo find a key and, wi=
more stretching, find thatit fits the lock of the doos
You turmn it, push the door open, release the rope
and jump through the doorway. Behind you, pors
cullises drop from the oeilling along the comdaes
You look for a way out beyond the door. Tum =
374

3

Your struggle is brave, bui foolhardy and doomed
= failure. Attracted by shouts and the noise of
==ching steel, more wariors flood into the cellar.
Srentually, mevitably, vou will begin to Hre; You
will drop your guard and be cut down. If you
==mpt to sumender now, you will be given no
sarter. Your adventure ends here.

37

By the tme you arrive at the wet and windswss
market-sgonare, you have managed to elude voss
shadows., Your adventures in the Merchants' Cuss
ter have not provided many answers to the pucss
of what is going on in Neuburg — so whete will yvou
try next? You can go to any part of the town that vos
have not already visited.

I you wanl 1o go down Lo the riverside wharves
turn togo. TF you decide to venbare up Castle Hill =
visil Neuburg Keep, lurmn lo28q. Hyou walk into (5
Temple Cluarter, fumn to 195.
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240
Atthe top of the stairway you emerge into the wer=
ruby glow of the main passage. You pause i cos
sider your oplions.

At the far end of the passage there are two othss
doors. The massive metal one is secared with thoes

locks; if you have not vet been through it, and yo= =

hawve aget of three keys on an iron Mg, Yoo can uss
the keys to open the door (tum to 1g0). The sm=t
wooden deor does not appear to be locked. If yoo
have not already dome so, you can open this dos
and step inside (furn 1o 373). The only other alterns
tive is to return down the side tunnel to yo=
dungeon cell (turn to 206).

e
The words ‘Be yone or die’ echo lugubricuosly from
inside the warrior's armoeur as he attacks.

LUMINGUS
WARRIOR

If you are displaying the Talicman of Loth, e
warmor's sKILL is not affected by it; however, £
does sap his stamina by 1 point each Afi=o
Round. Tf you are fighting with the Trident of Ska=
log, each wound you inflict will cost vour oppones=
an extra 4 points of sTaMINA —as if he were Inhs
marn. I{ vou kill him, you may go straight o 5
doorway and Iook through it (fum to 279, o yo=
van slop to inspect the body {turn to 107).

SEILL 11 STAMINS I

242-244

243
Tourace across the courtyard and through the open
sateway. You spin toumd, close the heavy wooden
<00t and bar it with a thick beam. You allow your-
s=lf a grin of triumph as you hear the swordsmen
—rash against the wooden barrier, For the moment,
Fou are safe from pursuit. You survey your sur-
soundings. Tum to 62. -

A= you approach the vast metal door you begin to
Scspair of opening it. It fits tightly into its metal
==me, and it has no handle - in fact it is completely
“eatureless except for the thres large keyholes and
= multitnde of rivets. You will have to trv to open
e small wooden door near by (furn lo 373) or the
=rger wooden door at the other end of the passape
tum i 55). Of course, vou could just retumn to vour
__—=TI via the narrow tunnel, and wait there for some
Ting to happen (turn to 206).

*ou find a large enough hole and peer down it It is
arcular, with a faitly smooth surface. It slopes
st=eply downwards, and an unpleasant odourwalfts
=p to you. Once inside, it will be impessible to turn
sound. Are vou going to go in feel first (turn to 349)
= head first (hurmn fo 183)7
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45
You eat an early breakfast in the common room &

the Southern Star. 11is a hearty meal, brought o yos
by the innkeeper’s wife. You regain up to 4 points &
STAMIN A, if you have been wounded. After paying
the innkeeper, vou have 5 Gold Pleces remaining =
your puree, Record this on vour Adeenture Sheet.

You teturn to your room to collect your sword ans
backpack, and then step outinto the market-squars.
The sky is leaden, and the Southem Star's name
board clatters to and fro in the gusty, drizzly winc
If you decide to go straight to Neuburg Keep, turnic
280. [f you want to walk about the town, tum to 137

246

The dancing-girls have bewitched you. One of them
whispers that you should relax in the chair behind
vou. You hall remember a reason why vou shouls
not do so, but it seems unimportant to you now.
Wy name is Senva,’ savs the gitl as you sit down
‘Rest here with us for a while, You are very fired.
She kneels and smiles up at you. Tum o174

247
The scimitar was the ceremonial sword of Viax the
Slayer, a ferocious general who was killed in singls
combat with the legendary hero Skaros. On b=
death the sorcerer Xakhaz preserved his depraves
spirit in the hilt of his scimitar. A= soon as vou pick
up the weapeon, Vlax attempts to dominate yous
mind. Test yime Willpoioer. U you are umsucooessiul

248

um o 386. If you are successful, vou drop the
sword and vour head clears. Beturn to 1go and make
= different decision.

Ihe tunnel comes to an end at a door. At first you
=n see no wav to open it but after a few ex-
perimental pushes and pulls you realize that the
stme slab pivots about a horizontal central bar. You
aawl through the lower opening into a long, low
cellar and, having established that there is no im-
mediate danger, yoo push the door back into place.
The walls of the cellar are faced with stome slabs,
=nd it is now almost impossible to differentiale the
door you have just come through from the other
slzbs. The rectangular cellar has a normal door in
the centre of the short wall at its other end, and a
door in the centre of each of the long walls on youe
nght and left - although you cannot see these two
Soors al first, as they are obscured by the two lines
of huge barrels that occupy the length of the cellar.
You walk between the rows of barrels, each of
wiuch has a tap and a small cup on a skring. You
decide o taste some of the contents of Baron Thol-
dur’s cellar, but the bamrels all look alike. You have
o take pot luck. Roll one die. If vou roll:

Lora2 T'uen 1o 166
30T 4 Turmn kg
sorb Turn to 197
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The waiting-room is square and contzing no furms-
ture. The door through which vou entered is in the
centre of the only plain wall; gach of the other three
walls is covered with a tapestry. You are immedi-
ately struck by the artistry of the picthures. You can
scarcely detect the individual stitches of needl=
work, and the colours are se vivid and the saenes <0
lifelike that when the heavy cloth moves slightly
vou could almest believe that you were looking
through windows. In fact — surely that man in that
crowd scene tumed his head? He o lpoking af you!

Soldiers are approaching. You hear marching fest
outside the door. The words *STEP INTD THE FIC-
TURE' are painted on the ceiling above each mpes
try. You can think of no beller way to escape from
this room. Which tapestry will you try to walk infoca
pastoral landscape showing a view of the roof-tops
of Neuburg and the countryside beyond (turn to
152), a gloomy interior scene, possibly an empiy
cellar below the Keep (tum to 177), or a mass of
people walking up an immense stone ramp towards
a temple under a burning sun (furm to 3g3)7

250
You cannot bring vourself to touch the loathsoms
object that has attached itself to vour hair. In de
mented [ear you jump up and down and shake vour
head, but the bulbous shape dings on and swings
against vour shoulders with soft thuds. Tts sucker=
mouth mindlessly, waiting for an opportunity o
touch the exposed skin of vour face and give vou the

251~-252

=3 of death. Inevitably, as your frantic twitching
secomes wilder and wilder, a sucker touches your
S=sh and holds fast. The sac of the creature’s body
2estles agzinst your face and begins to turn a dull
=ik a3 it draws out your blood. If yvou still have 6 or
more points of wiLLPOWER, tum to g3. If you now
=ve less than & points, turn to 348.

251

“he metal shaft fits perfectly into the three-pointed
spear-head. Before you can inspect this strange
seEzpon more closely, you are appalled to see that
S skeleton is moving. With many creaks and clicks
= stands upright in the coffin, moves its jaws in a
zuesome parody of speech and lurches towards
sl Yoo thrust at it with your newly acquired
weapon, and are surprised and delighted to lind
Siat 35 soon as the points touch it, the skeleton
segins to fall apart, Within seconds there is nothing
=i but dusi. There are no further disturbances
while you examine the remarkable weapon. T'urn lo
= e

2CT

fou are nearing the open double doors when a
~oise behind yoo makes you spin round. A wall of
Sre has sprouted right across the passage. Yoo
=nnot see bevond the raging tongues of flame that
feach up to lick the curved roof. You are now
sallway between the fire and the doors. Do you
decide to continue to the open doors (fam to 81) or
= tum back o bry to find a way through the flames
turmn to 145)7
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It is just a5 well that vou had no time to consides
vour attackers. They are two horribly unnatur=
misshapen Blond-Lurchers, and they altack youons
alba lime.

SKILL STAMINS
First BLOOD-LURCTIER 10 =
Second

BLOOD-LURCHER & 0

Blood-Lurchers are hairless, eveless beasts wits
raznr-sharp talons on all four paws. They have no
teeth: their gaping red mouths are a mass of wi
thing tentacles. If they kill you, they will tear vous
body to ribbons and drain vour blood through the
suckers on their tentacles. U you kill them, tum (o ®

254

The dazeling ray that bursts {rom the Talisman ha=
litle effect on the homibly mutated young woman
She does notice ik, however, and after umbling at=
thong around her neck she produces a ]:rn.nddnt— 2
largze black gem. The light from the Talisman seems
to concentrate itself on the gem, which enlargesand
pulsates under the conceniraled glare, Soon, both
vou and the woman realize that something i amiss

255

sut the Talisman and the gem are held together by
=n unbreskable force. Youare unable to move. Light
=om the Talisman pours into the gem, which prows
=5 large as a fist, and then suddenly shatters into
iny fragments. The woman is unhurt, and the
‘zlisman is nolonger shining. Its power has gone; it
= oseless. You discard it and attack the woman.
Tum to 138 '

255

A short dark lunnel leadsinto a chamber carved out
of the rock. There is no floor: instead there is a deep
oool of sfill iquid, in the depths of which shines a
pale luminescence which begins to rize to the sur-
face while you watch. Around the perimeter of the
pool isa narrow ledge, and hanging on hooks on the
wall opposite ¥ou are two sets of keys on fron rings,
Will you:

Stay where you are and await de-

velopments? Turn Lo 287
Start to edge along the side of the

pool? Turn to 1o
Agitate thelhgquid with vourhand?  Turn to 305
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fou are paralysed with fear and disgust as you
watch the spiders crawling across your body. Yon
feel a slight pain, like a pinch, on the back of your
nand, and you realize that one of them has sunk
itz mandibles inte vour skin, These spiders are
ooisonous: deduct 2 points of sTamMina. The
burning sensatiom of the venom flowing in your
veins brings you to your senses, and yoo react at
sl Tum bo 204

257

If vou now have less than 6 points of wiILLPOWER,
vour sanity has snapped under the onslaught of the
hotrors vou have witnessed while in Neuburg, You
do not care what happens to you now. Even if you
zre still sane, you are temporarly petrified sith fear
and unable to resist as a slug-like creature slides
lowly out of the suil of armour, curls its glistening
bulk arvund vour body, and drags vou through the
doonway into the next room — where vour meefing
with the grotesquely deformed conglomerate being
Xzkhaz delivers a further shock to your deranged
sEnEcs. Sane or insane, you are used in Xakhaz's
surgical experiments.
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Before the cchoes of your oy have died away, the
staircase is flooded with light. Small crystals set In
crevices in the rock wall are glowing brightly. Thers
is one very near you, level with vour left shoulder. £
you want to bry to prise it from its place, lumto34.
vou would rather continue down the steps, furn io
100,

250

There is something very strange about this crale. At
first, you are mot sure what it is. An unpleasan:
odour emanates from it; as vou lean over i, the
smell overpowers even the stench of the river and
yiou feel quite sick, You crouch next to the crale, and
vou suddenly hear noises rom inside. You press
vour car to the wooden boards, and you can def-
nitely hear movement — scratching, shithering,
flapping. Youlook at every side of the crate, but yoo
can find no air-holes. If there is an animal —or 2
person —inside, it will suffocate before long.

If you want to look inside the crate, turm to 199. &
vou decide to push it off the jetty and into the water,
turn to 204. 1f vou would rather leave the crate alons
and explore a different part of the lowr, fum o 377

260
The bloody body of the Viodblad les in steaming
chunks at your feet. There scems to be nothing of
inkerest in this room apart from the rich furnishings.
There are two doors, side by side; you entemed

-

afia

=rough the left-hand one. Tf you leave through this
Soor, fom o 140. If vou leave through the right-
S=nd door, turn to 371

261

“he Margrave gestures vaguely and begins to
=umble aboul having you taken away. You inler-
mpl. Tholdur! vou shout. ‘Recover your senses,
=an! You remember me. We fought side by side at
“i=lm Hill, and we defeated a horde of barbarans
=ot unifike this rabble infesting your Keep. Wake up!
Think!” Outraged murmuring ripples around the
2all. A guard knocks you down from behind, and
vou stagger to vour feet to see Baron Tholdur and
=2 red-robed figure in the midst of a furious yet
whispered argument. The Margrave seems to have
=covered some of his wits, and he obliges his
Systerious adviser to accept a compromise. He
=ddresses you in a clear voice. ‘My memory is failing
== these days,” he savs, ‘but there may be some
Tuth in your story. Do vou have any proof of these
sr=nge allegations of yours? If vou are who you zay
wou are, 1 seem to remember giving you a sift, or a
ken . . " If vou have not yet given it away, vou
s=ve a bejewelled gold ring given Lo you by Tholdur
=any vears ago. If you want to show it to the
Margrave, tumn to yo. Otherwise, turn (o 392.
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A rouphly hewn tunnel descends steeply befoss
you. Brushing aside cobwebs, you follow it dows
wards, Daylight ceeeps in through cracks betwess
rucks on the right-hand side; the passage must &=
running alongside the clefl that separates the mons-
lithic crag which forms the foundabion of the Kess
from the smaller rock on which the gatehouse h=

been built. When hight ceases to seep in, you assume
that the descending funnel has passed the botfom &
the mvine. It levels out, and you can just make o=
that there is a side-tunnel leading in from the oghs
However, it is blocked by an iron grille; and the
main passage tums sharply to the left and di=
appcars into darkness. You decde to follow 1t Turs

to 332,

263
As you approach the forbidding temple entrancs
the wld man begins to walk unsteadily to meel you
Although he looks as ancient as the temple staifnes
he has brilliant blue eves that assess vou keenly. His
voice, too, has no hint of Failty — and yvou are sure
you Tecomize it from somewhere.,

“You have just desttoved some of the vermin that
are infecting this town. My thanks o vou, ms
friend, | am Huw, Neuburg's scle remaining pries
of Oiden. On behalf of the Great Lord of Batile and
Madness, please accept this gifl for slaying ous
enemmies. " Huw hands you a small stoppered bottle
and adds: This is a Potion of Berserk Rage. Alles

264

son have consumed it, vou must fight vour next
==itle to the death, and berserker strenpth will fow
= your veins.” Record this potion on your Adoenfure
Swzel. You may use it once only, at any Hme except
Suring 2 fight. Once you have drunk it, your sk1nt
will increase by 4 points, for the duration of YOur
mext fight onlv.

“ow continues: ‘L think yvou may be the warror T
s=ck. Please enter the temple. You can rest, eat, and
21k forther.’ If vou accept this invitation, tum b
=8 If vou would mather retrace your steps and
==plore another part of town, turn to 108.

264

“he shatt very soon begins to curve and widen, and
sefore lomg you are able to turn round and crawl
Srwards, and then finally to stand upright and
walk, when the vertical shaft has become a horizon-
=l unnel. Ahead you see an orange glow, almost
Zxe firelight, and you advance cautiously. The tun-
=] ¥ou are in leads into a wider Fassage, the VETY
walls of which are pulsating with the ghastly fiery
slow. The passage is completely deserted and
silent. Tum to 170,
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The Trident of Skarlos is crackling with energy =a2
burning with blue radiance. By its light you s==
thmgs differently: the chair in which you are sithes
is made of pulsating leathery flesh, for instance
You leap to wvour feet and escape from the ames
phous engulfing creature. It is a Viedblad, a steales
of sTAMINA, a creation of the reswmected sorcer=
from the depths below. It was about to enfold you
in its deadly embrace. Senva, too, & differess
Althousrh stll smiling, albeit bitterdy, and 5328
dressed as a serving-girl, she now appears tall ans
rewal. The Trdent seems keen 1o attack her. "“You
have done well to find me,” she sneens, and o see
through my little flusions. 1 am Senyakhaz. It hes
been a pleasure to meet vou, but now Fmost leave =
have to protect my master below, and ! fear the=
strange blue weapon. Farewell.” The oom fills wits
smoke. A door opens and doses. Coughing, yo=
make your way to the side of the room, where yos
remember secing two doors side by side. Uns &
them leads to the anteroom through which yos
were led, Will you try to leave through the left door
(furn to g4} or the right (furn to 115)?

266

266
fouwake upin a cavernous, vaulled dungeon, You
=re spreadeagled on a oold stone slab, There are
manacles around your limbs and tight straps across
FouT bﬂd‘i! All vou can do is watch the wildly
_g*:haduw'smql:!:w thelighl of Daring cressets.

Sventually, your solitary confinement ends. A
cowd of silent, barely human forms enter the
chamber. Their hideous deformitics are so repellent
Sat you cry out in disgust. They are carrying a
selectiom of very sharp knives. They kill you slowly,
and fake ecstatic pleasure in vour agonized wri-
Mings. You go completely insane before you die.
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The corridor furns to the left, and from this point on
“here are arrow-slits on both sides. You are walking
mside 2 wall, toswards an isolated tower. The corri-
dor ends at a small door, in front of which sits the
sigpest and ugliest Orc you have ever had the
mizfortune o meet. He sees you approach. Tf you
are cammying a tray and a pot, turn to 285, If not, turn
0113

2568

Standing by the body of the slain Dwarf, you take
=tock of vour surroundings. The room is laree and
rectangular, with a door behind you and another in
She opposite wall. Each of the other two walls has a
farge window; the shutters are open, and vou can
ez down to yvour left the steps leading from the
garden o I‘I'H-_r castle’s imner ba1le],., vrhile to your
11;11t the ground slopes awav in a tumble of rocks to
the curtain wall of the fortress. You calculate that
the door opposite you will give access to the battle-
ments of the inner defensive wall, and possibly a
wazy into the central Keep itself. This room is light,
=iy, ordered and tranguil. TEseems like a good place
=2 have a rest, and perhaps to eal some provisions.
You unstrap vour backpack and place it on & bench
o fromt of you. You unbuckle it and lift the leather
Zap. Among the objects that you might have in your
oack are food and a section of tentacle sliced from
Sie mouth of a Blood-Lurcher. Tf you do not have a
siece of tentacle, turn to 136. If you have a tentacle
sut no food, turn to 295. If vou have both food and a
siece of fentacle, hurm to 185,
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269
You stand watching in horror as the disintegrating

Chrabats lurch bowards vou. As their flalang finger=

search for your face you tum and run. Without =
backward glance vou scramble up the steps, inko the
plivwing passage, and along the side-tunnel back to
vour dungeon ccll. Prostrate and shivering in the
datkness, vou attempt to recover your wits. 1f yous
WILLFOWERis now less than &, you fail. You remain
in the desolate squalor of your cell, afraid of the
slightest noise, unrespensive to any approach
Within a few days you starve to death- If vou st

have 6 or more points of WILLPOWER, ¥OU rocoves

from vour ordeal — but you have no desire for ans
further exploration below the dungeons. Tum o
206.

270
For many minutes youn stare in horrilied fascination
at the transformed being. Tt seems to be fzlking @
you; there is a voice in }rﬂu_rhearl lelling you that lifs
A% & tree is green and peaceful and painless. Itis=
vary attractive prospect.

Your adventures in Neuburg have proved too fer-
rifying — you have gone completely insane, But vos
Enow what you have 1o do: you return to the statoe
pull down the arm lever and wait in calm anticips-
tion as the stone basin fills with green Bguid. Yoo
lower vour head and drink. Turn to 380.

|

271

Among the blood-soaked remains you  fAnd
Rakhav's head. At close guarters itis clear that even
this part of the creature is a mongrel creation,
welded tugether from parts of several men and
women and at least two animals. It is stifl alive, and
Aurks slorred insults at vou until vou cleave it in two.
Inside the monstrous cranium you find a jumble of
several brains and a tiny metal box. You pull out the
o and keep it in your backpack. You pace slowly
and wunsteadily back ko the magical mirror, which
vou find has a single lever set into the frame. You
pull it, watch the colours swirl across the mirror's
surface, and then step through. Turn to 400.
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You follow the winding path downweards; the high-
pitched noise 1s getting painfully loud. The el
opens into a natural rock chamber and, as you
hesitate on the threshold, a strange being enters the
pool of light cast by your lantemn. Tt has the rough
size and shape of a Dwarf, butin all other respects is
like nothing you have seen before. Tts body is
covered with dense black fur; each of its four limbs
ends in a talon-tipped claw, but while its legs are
short and stocky, its arms are grotesquely elongated
and many-jointed and support sail-like wings of
flexible membrane. Its torso is small, but its human-
looking head is enormous and bears two vast
flapping ears and two blank, saucer-like eyes, Be-
neath its tiny nostril slits it has a small mouth filled
with pointed fangs. Itisa Bakk-Kuman, a legendary
monster from subterransan caves. [t is completely
blind, but can accurately detect your presence by
listening to the varying echoes of its combnuaus
pierane call. This shrick is now so loud that you can
scarcely bear the pain, and your SKILL is tempor-
sily reduced by =z points. This is unfortunate, as the
creature deddes fo launch an attack.

BAKK-RUBAN SKILL 7 STAMINADG
18 vou kall i, furn to 146.
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Back in the rubescent passage vou inspect the keys.
It is obyvious that the set of three heavy keys on 2
thick iron rng must fit the massive metal door nesr
the cavern you have justleft; the single key should
therefore, give access to the wooden door st the
other end of the passage. You can use these keys to
open either of the two doors, but you must chooss
tx open a door that you have not already been
through. If you unlock the metal door, furn toago. I
you unlock the wooden deor at the other end of the
passage, lurnto 7. U you have already been through
buth doors, or do net want to go through either of
them, you must return to your dungeon cell: formn
20b.

274
You step oul of the mirror into Senyvakhaz's cham-
ber — and come face to face with Senvakhaz herself
Both of you stand frozen with shock for several
moments, since she is as surprised to see you
emerging from her magic portal as you are to meet =
woman you killed only minutes ago. Your mind
fumbles for an explanation, and you reach a conclo-
sion which is, in fact, close bo the fruth: the porizl
has malfunctioned and thrown you back in tme
And then you have no more time to think, a=
Senyakhaz allacks. Belurn to 160 and relive vour
past!

27R=27h

275

~ touo reach a corner of the overgrown garden. Ahead

of you the path continues to follow the enclosing
wall. To your left there is a squat tower; its upper
sorey s part of the castle’s outer battlerments and is
macressible from the garden, butalarge jagged hole
srovides an entrance to the lower sechion. To your
nghta narrow path leade directly to the centre of the
z=rden, and through the dense foliage you can
make out a statue in a clearimg. Will you:

Continue to follow the perimeter
path?

Enter the tower through the broken
wall? Turm to 350

Cut vour way to the central clearing? Turn to 315

276
Tou close the door, find a set of keys ona peg
Sehind it, and set to work unlm‘kmg locks and
snbuckling buckles. Soon the young man is free of
his d-laina and of the confining headgear. Not sur-
crisingly, his face is swollen and he speaks as if his
mouth were full of dry bread. “Thank you. Thank
sou. Hurry please. You must release . . . my sister.”
He is very ag:tated holds his jaw in hnl—h hands and
=lances repeatedly at the door, lf you decide to leave
now, burn 1o 354. I vou stay to unshackle the voung
woman, turn to 5o.

Tumtoar



T

<7
Di» vou have any food in vour backpack? If vou de
turn o 288, I not, turn to 292

278

The sounds of your struggle attract the rest of the
guards, and vou soon find yourself once ags=m
hemmed within a drcle of gleaming swords. Yoo
throw down vour weapon and trv fo endure the
pain and indignity, as the soldiers beat you, deprive
vou of vour weapon and bind your legs and arms
Reduce you hatial k1L by 2 points uniil you o
find another weapon. The guards drag you the ress
of the way to the dungeons. Tom o6y

279
You look through the open doorway and stare 22
slaughterhouse seene that revolts a1l your senses.
The overpowering stench of bloed and decayine
flesh washes over you. The cavernous chamberis
by harid blobs of luminous slime that crawl across
the walls. Everywhere there are piles of corpses and
bits of corpses, Some hali-dismembered creaturss
are moving; others are not only uvnidentifiable, thes
are also wrong — blasphemous, unnatural abomins
Hens. And all the ime vou stand staring in homor, =
shmll, hittering voice taunts yow. You lry lo force
yourself to listen and to discover the source of the
infuriating voice, Turmn to 38g.

2Bo

280
A5 yvou make your way through the crowds back
wwards the markebsquare, vou notice a Hny,
dckety stall that appears to be laden with junk, rags
and useless knick-knacks. The proprietor, also Hny
and tickely, is small and bearded enough to be a

- Dwarf; but then again, he’s ugly enough to be a

Coblime . S .

e notices you staring at him_ You glance away, and
=2 the two robed swordsmen again, still shadow-
ngvou ata distance. Youlook up at Neuburg Keep,
shrouded in grey mist above the roof-tops. And
when you look again at the aged stall-holder, he is
smiling at you in 2 cunicusly knowing way. He
seckons you with one spindly digit.

1f you have money to spend, my friend,” he says, T
fave an antique curio which may help you, if vou
== having difficulties with our southermn neigh-
pours.” If vou are interested in buying a piece of old
wmik from this street-trader, turn to12g. I vou have
no mamey, of would rather not spend svhat little vou
have, Fou continue on to the n‘larklst-:-iquare (furm to

m

=T F-
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'I'he youny man’s lifeless eyes starc up at the vaulted
ceiling, the rough stonework of which is visible fos
the first time sinee its long-forgotien construclion —
it is lil by the fountain of light issuing from the
pendant that rests on the youth's bloodstained
vhest, You carcfully remove the Tahsman, on =
leather thong, from around his neck. The ligh
dances madly in all directions. Shielding your eves
and sguiniing, you cxamine the small diec: on the
coverse the word L1 1 has been engraved in plais
Jetters. 1f you decide fo keep i, ¥ou can slip the
thong over your neck and conceal the Talismas
beneath your tunic. You can, of conrse, choose &2
leave it with the dead body.

The door to your cell is behind you. There are thres
ather doors leading from this hallway: the one =
front of you is open, the ones to vour right and 1=
are closed and locked. There are three keysonanns
hanging from the belt of the dead youth, You cos
rectly assume that one of the them unlocked yo=
cell, and that the other two will unlock the twe
closed doors. Will you go through:

The open door? Tum to 378
The locked door 1o your right? Tum to 18
'[he Tocked door to your left? Tum toas

28z2—284

1

The door opens on to the battlements of the castle’s
mner defensive wall. Through the arrow-slits on
your right you can see part of the outer bailey: a
omble of rocky outcrops sloping down to the
castle’s perimeter wall. To your lefl is the inner
_-'-'aifE_'.-" which surrounds the central Keep, the black
pulk of which looms over youw. You feel very ex:
posed on the high walkway, but you can see To
guards and no one challenges you. You set off
towards the next tower. Turn to 31

3 283

‘H‘Iﬂ smiling in death, the girl sinks to the flooe.
stricken with remorse, you stare down at the
corpse. You mae vour eves to meet those of Lhe
emaining two dancers; they smile radiantly and
oegin o dance aggin. Your weanness amazes vou,;
¥0ou geze 3t the young women. 1est your 1"-’:|T|f;x;we'r.
Iyou are sucressful, tomn to 58, TFnot, tum to 246,

fou step into the darkness of the ground floor of the
ower, and you notice thal the air is warm and
Tusty. As vour eves become accustomed too the
zloom, vou realize that this room is used Lo store the



285

garden compost. Everywhere there are vast heaps
of decaying leaves and rothing vegetables. Thers =
ne s1zn of any other door from the room, or ans
access to the upper floors of the fower. You e=n
investpgate the compost heaps with the Hp of vous
sword {furn to 122), or vou can leave the tower and
centinue towards the next comer of the garden
(burn fo 44).

283

The Crre scarcely looks at you as vou approach with
his lunch—he has eyes only for the stew-pot. ‘Brins
that here quick!” he growls. Tm so hungry T couls
cat three of them. Thopeit's hot today.” You are now
very close to him. If you decide to throw the tray ang
the pot at the Ohe, and attack him while he &
distracted, turn o 342. If you hand the tray to him
and watch him eat, o to 216,

286

286

You hear a footfall behind one of the cellar’s middle
doors. Before you can react, the door flies open and
four robed swordsmen rush in. You face them, with
your weapon at the ready, and back away between
the rows of barrels. Behind vou, another door
opens, and you fum to see another four soldiers
sntering the cellar. You are surrounded; eight
swords E{II'l'Ir'E'T:i'_.E (AR i

If you want to fight, tum to 239. If you decide to
surrender, turn to 49. If vou have a jewel-encrusted
ang, an emerald, or any Gold Pieces, you can brv bo
bribe your opponents. Deduoct the item you decide
t pffer from your Adventure Shegt, and tumm to g7.




287-285

287

You waltch the glowing blob rising through the
liquid. It fills the cavern with weirdly rippling red
Light. It reaches lhe surface, assuming humanoid
shape, and then erupts into a dripping, shining
firmn, hovering above the surface of the pool. The
Vitriol Essence bares his vulpine fangs, flexes his
vast, claw-tipped hands, and hisses: 'Who dares
disturb my centuries of slomber?” Without waiting
fur a reply, he attacks.

VITRIOL ESSEMNCE SKILL 5 STAMINA B

If he manages to wound you, tumn to 230, When you
have reduced him to 2 points of sTAMINSA, turn to
112.

288
¥ou move the rod towards X’ and watch the mirsor.
Cloudy shapes form in the glass, and within
zeconds the mirror's frame contains a swieling mass
of colours. You walk up toit, take a deep breath and
siep mio the rainbow maelstrom. Turn to 333.

269
Theroad winds up Castle Hill towards the brooding
bulk of Neuburg Keep. The few townspeople vou
mest shake their heads and avert their eves; they
obviously believe you are either recklessly brave or
completely senseless. The path becomes steeper,
the houses are fewer and are little more than stone-
fronted caves, and the black towers of the Keep's
curtain wall loom above you. The path you are on
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appears ko lead directly lo the castle’s main gate-
house. Thereisa smaller, overgrown path thatleads
off to the right. If you want to stay on the main path.
turn to 2. If you would rather take the nght-hand

trail, furnbo gs.

290

You cannol bring vourself to touch the loathsome
object that has attached itself to your hair. In de-
mented fear you jump up and down and shake your
head, but the bulbous shape chings on and swings
apainst your shoulders with solt thuds. Tts suckers
moath mindlescly, waiting for an opportunity to
touch the exposed skin of your face and give you the
liss of death. Inevitably, as your frantic twitching
becomes wilder and wilder, a sucker tooches your
flesh and holds {ast. The sac of the creature’s body
neslles against your face and begins to turn a dull
pink as it draws out vour blood. If vou still have 6 or
more points of wiLLTOWER, tarn to 33- If you now
have less than 6 points, furn to 348

291

Your kicking was sufficiently vigomous to slow the
progress of the slime, and you scramble back fo the
surface, encouraged by a buming sensation all over
your feet and ankles. The courtvard is still deserted
when you re-emerge, and vou study the damage io
vour feet: several lavers of skin have been dissolved
away. Reduce vour sSTAMIK A by 2 points. You can
g down another hole, head first this time (fum o
184); or you can go through the door in the wall 2
the end of this courtvard (furn o 157).

22203

292
As you open your pack your nostrils are assailed by
2 stomach-churning stench. ILhe strip of rubbery
flesh that you cut from the mouth of the Blood-
Lurcher has decayed into a semi-liquid blob of evil-
smelling slime. Mone of the uther contents of your
pack are damaed, and you clean them as best you
can and carry on. Lurn to 139.

293

Standing in a shadvwed nook of the corridor, you
have a view towards the puarded dunble doors and
along the wide corridor that leads back to the stair-
ways. It s from this latter direction that you even-
tually hear the sound of footsteps, You listen in-
w=nily. Two people are approaching, you are sure:
one is marching quickly and is much nearer now
than the other, who is dragging his feet. You dart
from cover and race towards the stairways, looking
for another recess from which o spring an ambush.
You find one and poll vourself behind a rock out-
cop just as the first marcher — a brisk southern
swordsman — comes into sight, When he draws
level with you, you attack.

SOUTHERN
SWORDSKMAN

If you have the Talisman of Loth, its dazzling bril-
liance will reduce your opponment’s SkILT by 2
points. 1f you kill him, tum o 126, \

SHILL G STAMINA B
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2
The crate is very heavy, .m?j the founl smell combimed
with the ardtated scraping noises from within maks
the task horribly unpleasant. But at last you have it
teetering on the edge of the jelty and you give it ons
final shove inte the murky waters of the river. It
sinks soundlessly.

Unwithngly, you have destroyed a nest of vils
abominations ~ unnatural creations of ancent sor-
cery — and you have done it without endangering
voursell, Add 1 Luck point.

You tecover {rom your exerfions and survey the
dismal riverside scene. There is nothing happening
and no one insight. You decide to walk backinto the
centre of town and from there explore a dilferent
part of Nenburg. Tum to 377.

2095
When you open your pack, your nostdls are
assailed by a stomach-chuming stench. The sinip of
rubbery flesh that you cut from the mouth of the
Blood-Lurcher has decayed into a semi-higqmd blob
of evil-smelling shime. None of the other contents
are damaged, and you clean them and the intenor of
your pack as best vou can. T'urn to 136.

296—297

2q6

The narrow uphill tunnel does not seem to have
been used for centuries. It meanders for some dis-
=nce, but eventually ends - blocked by an iron
grille. You put your weight against the barrier and it
crumbles into flakes of ust, The corridor you are in
now is scarcely larger than the one yvou have leit, To
vour left it narrows and heads steeply upwards
through swathes of ancient cobwebs, You are at a
Send in the corridor, and the way straight ahead of
vou is wider and looks as though it might actually
fave been used within the last hundred years. You
go straight ahead. Turmn to 332

207

The sloping floor is freacherously slippery, but by
snrowing yourself backwards you manage to avoid
sliding into the pool. You pick yourself up from the
mud and find vourself staring into a pair of unblink-
g eves that have just broken the surface of the
du:tr.r water. You draw your sword as the eyes are
follinwed by a mottled, warty body from which a
mass of len; stheming temtacles are snaking across the
water towards vou. Tesf your Willpower. If vou make
2 successiul roll, turn to 385, If you are unsuccessful,
e by 1w,




298—249

g8

You find yoursell lying on the stone foor, corled
around the trunk of the tree. You spring to your
feel, marvelling at the feeling of well-being that
fows through your body and the sense of clm
fearless purpose that fills your head. Your Initin
STAMINA and WILLFOWER are increased by 1 point
each, and vou can add up to 2 points of sSTAMING
and WILLTOWER 1o Your current scores — but voz
cannot exceed your new bl values, of course
Eecord these changes on vour Adnepfure Shest
‘Chden has rewarded your fortitude,” says Huw
‘NMow you musl leave and accomplish your mis
sion.” Tum to 368,

209

As you open your pack your nosinls are assailed by
a stomach-churning siench. The strip of rubbery
flesh that you cut from the mouth of the Blood-
Lurcher has decayed into a semi-liquid blob of evil-
smelling slime. None of the other contenis of your
pack are damaged, and vou clean them as best you
can and carry on. Tom to 132

L

300
Yot descent of the stairway is long but uneventful.
You emerge at the end of a wide comidor, where
several other dark Hights of steps descend to the
same point. Ahead of you the cormidoris a little less
dim, since it is lluminated by occasional cressets on
the stone walls. You walk along the corridor, [t
tends to the left, then straightens again, and you
see that ahead of vou it forks nto two passages of

similar sizes. You draw closer and peer along cach
CHEE,

The lefi-hand passage is featureless, apart from the
double doors that you can jusl make out at its far
end. The doors appear to be open; light is streaming
out, and you think vou can just see a table laden
with coloured ubjects — pethaps food? — in the room
beyond. The right-hand passage is equally feature-
less and equally long. Tt too terminates in a pair of
doors, which are dosed. Two robed warrioms stand
om guard. Will you slink down the left passage (turn
o 25z} or the right one (turn to 155)?
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301

Despite your rebcence about yourself, the mn-
keeper turns out to be an affable fellow, and befors
long he is regaling vou with local stories and jokes
He denies having noticed anything wrong in the
towwn, and his beaming bearded face and the fine ale
he serves combine t» make you question your first
assumptions. Maybe you have been imagming
things. How could anything be wrong in a quist
town like this? Feeling rested and reassured, vouo
decide to go to bed. The innkeeper shows you fo
vour room and bids you good night.: Tum twazg.

302

The dead Chrabats’ flesh smells putrid. The foul-
ness of the stench makes vou retch and you are
desperate to leave, but vou remember lo retrieve the
blue metal shaft —at the very least it will light yous
way back to the dungeon cell. 1f you have the head
of a three-pointed spear, vou find that it matches
this shaft, which is in fact the weapon’s handle and
power source (turn to 182). If you do not have the
spear-head, the handle is usetul only as a temporary
lantern. It fades completely within an hour of it
remnoval from this room. You relurn up the stainvay
to the glowing passage (fum to zgo0).

303
You can do nothing but stare in horror at the de-

furmed vegetable remmant of 2 fellow human. lis
weirdly moving branches seem (o reach out towards
you, and with a cry you turn and bolt back past the
stafue to the perimeter path, Tum to11.

304

You force yourself to watch as the Orc slobbers his
way through the pot of stew. He finishes, sucks the
spoon, belches and looks siraight al you. Youu still
here?” he prunts. “Who are you, anvway? Where's
that pipsqueak Bindebol? What's going on? He
ris2s Lo his fect, one hand cdosing around the haft of
nhic battle-axe, while the other pulls taut a rope that
hangs through the ceiling. You are surprised thatno
alarm spunds, but you have no time to think about
it you have to fight.

ORC GLUARD
If you defeat him, hum to 69.

H'l:l].r.i; 5'I'.f|.!.-'l1h.ﬂ|_".|3|




305-306

305

You dip your hand in the liquid - and a wild scre=m
escapes your lips. You jerk it out again, too lale: the
acid has gone lo work. Smoking flesh is peeling of
your fingers, and you are still crouched by the poot
wlumpemlg in agony, when the Vitricl Essence
rises out of the liguid a few moments later, You ars
in no state to defend yourself ageinst his oue
claws. He lacerates your body and then pulls you
into the pool.

305
You undo the lateh at one end of the box and, befors
YO Can Move, the pane] i5 ]:Iu.-i]'.:-:rj open from inside
and a creature hurtes out at vou. It 3s just as w=l
that you have no Hme to consider your atiacker. It
a horribly and urnnaturally misshapen parody of =
dog.

BLOOD-LURCHER

Blood-Lurchers are hairless, eyeless beasts wiih
raror-sharp talons on all four paws. They have no
teeth: their gaping red mouths are a mass of wm-
thing tentacles. If this one Lills you, it will tear yous
body to ribbons and drain your blood through the
suckers on ity tentacles. 1 you kill it, you realize that
the boxes all around vou are the kennels in whick
the Blood-Lurchers spend each day. At night they
are released to lerrorize Neuburg, You cennot kil
them all, so you contnue along the path to the fzr
wall of the courtyard. Tum togz.

skiLl 8 STAMINAG

jo7=308
30T
Roll one die. If wou roli:
1 Turm to 274
x Turntog
3 Tum ti g3
4 Turn (o 61
5 Turn ko 335
& Furn to 148
308

The massive door seems to be jammed, but with a
tnal muscle-wrenching heave you manage to move
it. You drop the huge bars into place. When vou
hizar the mass of soldiers czash into the doors, you
zllow yourself a triumphant grin. Safe, for the mo-
ment, behind bamred doors and stone walls, you

survey the inner courtvard. Turn to 213,
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309
Ihe metal weapon-shaft is of no use to you. You

wonder why it has been laid Lo rest su carefully.
Your ruminations are interrupted by the skeleton,
which is creaking into an uprght position within
the sarcophagus. It turns its empty eye-sockets
towands vou, its jaws clatter together in a parody of
speech, and it advances towards you with its arms
outsitelched. You must fight it. Each time you
succeed in wounding if, you subtract only half the
STAMINA Lthat vou would for a normal opponent,
since the skeleton feels no pain.

SKELETON SEILL 4 STAMINA TO

If you manage to reduce it to a small heap of
shattered bones, you do not have lung o enjoy your
victory. Three of the small chamber's walls are falze,
and more oppunents are breaking throurh the thin
plaster. Turn to 46.

310

Mumb with horror and despair, vou cannot react as
Xakhaz's hideous body approaches. A hairy arm
with bwo elbows reaches out for you, and the
purple-veined star-shaped appendage at its eod
grips you by the shoulder, lifts you and hurla vou
againsta wall. If vou now have less than 6 points of
WILLPOWER, furm to 338, If you still have 6 points or
mTE, [m to 365,




F1I-312

LI
Several minutes pass before the door opens slosvly,
Twa figures greet vou. A large, robed sentry glares
at vou as he towers over a grey-bearded Dwarf —
presumably one of the Margrave's servants — who
looks up at you in some surprise and savs merely,
Vs

If vou tell the Drward merely that you would like to
s Baron Tholdur, turn to zos. Tf you add that vou
are an old friend of the Margrave and are anxious to
hielp him out of his cumrent difficulties, tum to 45.

312
Having tzken a deep breath and a precautionary
hold on the pommel of vour sword, you tell the
Unwarf gardener about your old [rendship with the
Margrave of Neuburg Keep and vour mission to
cleanse the fown of evil. The old Dwarf ponders for
several minutes and finally sighs: ‘Very well. T be-
fieve you. T can’t think why anyone should tell such
a story unless it were true. And anyway, evenifyou
are a villzin and an impostor, 1 don’t see how vou
could make things worse than they are already. T'H
help you, if T can. Sit yourself down, Eat, if vou have
food — I've none myself.”

It's been a long Bme since vou last had a chance to
selax. You have found a temporary baven and an
zlly. Recover 1 Luck point, Tf vou have no provi-
sioms i your pack, vou rest for a few minutes and
then ask the Dwarf for information (tum to 3g6). If
vou have some food, turn lo 3. I your pack contains
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both food and a piece of Blood-Lurcher tentacle, tum
ingtead to 22z,

313
Your throw was not quite good enough. The globe
burning- with a fierce light, strikes Xakhaz but
tumbles through a criss-cross of arms and tentacles
and falls to the floor. Test your Luck. If youare Lucky
turn to 83, If vou are Unlucky, lurn o 213

314
Transfixed with horror and loathing, vou do not
resist as a multitude of decaying hands wriggle up
towards vou, clutch your clothing and begin to haul
yuu into the crate, As the pruesome limbs begin o
claw and batter you, you come to your senses.
Luckily, you are still holding vour sword. You lash
out frenziedly. This will be a difficult fght each
individual limb can do litle damage, bul it can be
destroved only if you slice it into Hny pleces. Fight
the limbs as one menster. After tivo Allack Rounds
you can Escape.

CRATE OF LIMBES SKILL B

If you survive, vou hurmiedly slam the lid over the
appalling mez« in the crate and shump to the groond
in exhaustion. When you recover, you retum to the
centre of town to decide which part of Neuburg o
explore next. Tum to 377.

LSTAMINA IE

B e o R e e A —
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315317

315

- Stepping over the bloody corpses of your felled

opponents, you leave the gatehouse and stand inats
shadow at the edge of the town. You need some-
where to rest, eat and nurse your wounds. Yoo
=member that the Southern Star tavern, in a promi-
nent position on Neuburg's markel-square, was a
Susy and friendly establishment. Tum to 119,

316
Tou manage to ding to the greasy ledge, One foot
=lips into the moist and rubbery Protoplasmic Slime,
Sut vou pull it back sharply as vou feel the acidic
digestive juices beginning to work. You crawl to the
site of the cavern and stand up. You cannot leave
the cavern via the steep and well-oiled chute thal

' ends on the ledge; but there is a nammow passage that

2ls0 leads away from the ledge. You have no choice
out bo &y if, Tumto g.

317

The cellar is eold and smells so noxous that you feel
s=ick A tickling sensation runs all over the surface of

your skin. Nothing attacks you, however, and you
are able ko retrieve the glowing object. Thisa glu:ube of
2reen glass, and it feels warm as you cup it in the
#aim of your hand. Carrving it carefully, you hoist

vourself back through the hole in the tower floor
and you stroll into the garden where, glancing
downwards, you realize that vour body is covered
with hairy spiders. Some are as large as your hand.
cesf wonr Willpower. Tf you make a successful roll,
=m Lo za4- If you are unsuccessful, tum to 353.
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318
Claws glinting metallically, the girl launches herself
2t you with animal ferocity. This is going to be a
dangerous fight.

SPIKED MATDEN SKILL 1D STAMINA B

Even as she lashes at you with her deadly hands,
she seems to be shouting and screamning. Her face is
2 tear-stained mask of desperation. You cannot hear
zny of her utterances, however, because of the
ear-phags.

If you have the Talisman of Loth, you can reveal it
after one round of combat—but the girl's attack is so
persistenit that to do so you must accept the loss of =
points of sTamina as her talons rake vou. The
Iahisman reduces her sxitt by only 1 point — she
can hardly see you anyway through her tears.

Unless you have the Runic Axe, you can Esoape after
ome round: you then leave the dungeon area
through the open door (furn to 376). i vou kill the
gitl, tum to 63.

319
Hacking at undergrowth and overhanging bran-
chis, you force your way fo the centre of the garden.
In 2 clearing stands a metal statoe in the form of an
Elven warmior maid. Her uplifted, sword-wielding
right hand appears to be hinged at the shoulder,
and in the crook of her left arm, instead of a shield,
she is carrying a narrow-necked um. At her feet is
an empty stone basin. You also see that beyond this
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statue the vvergrown path conbinues lo the f&r
corner of the garden — but the path is blocked by
dense undergrowth and a strangely shaped fres
Will you:
Atternpt to move the statue’s right
arm? Tum to 111
Investpate the path bevond the sta-
tue? Tum o 232
Retumn to the perimeter path? Tumto 1z

320
Despite your mindless agonized writhings, vou
contrivie to keep your precarious balance on the
poolside ledge. You are defenceless against the nexdt
attack of the Vilriol Essence. He lunges at you with
one of his gleaming fluid arms; his claws sink deep
Turn o 351.

321

You have never been allacked by an opponent quits
as unnerving as this young woman, who keoks
perfectly normal up io her neck, but whose head is
folded back at an impuossible angle. A forest of
wrigggling tongues sprout from her gaping throat
You shudder and prepare to fight. If you have the
Talisman of Loth and want to reveal 1t, turn to 254

Otherwise, hum to 128,

323
The ruined temple is et on a Tocky outcrop halfway
up Castle Hill. The path to it is steep and namow
and you can almost feel the wakching presence of

323325

the ominons, windowless edifice as yon clamberup
towards il. The dark stone facing of the temple is
pitted and crombling, but a longg line of pnormous
grim-faced statues of weapon-wielding kings and
gucens is still standing. The only entrance 15 a small
dark hole in the middle of this line of guardians.
Standing in the doorway, apparently dosing, is a
wizensd old man. If vou decide to approach the old
man, tum to 47. If you would mther hide in the
rocks and wabch the temple entrance, turmn to 144.

F23

You are sure that the serving-pirls have fled Lo raise
the zlarm; you must hurry. The room you are in has
two doors, side by side, and you cannol tell which
one the women used toleave. You entered the room
through the left-hand door. Do you leave through
thiz door (fom o gg) or the nghkhand door {turn to
115)7

324
est yoner Pk Tf yoo are Locky, turn to 193, If you

are Unlucky, turn to23.

325

A close inspection of the door roveals that between
the battered wooden panels there are gaps through
which vou can imsert yvour sword., With a little
experimentation, you are able to locate the bar and
lift & oot of its sockets. The door swings open —
about aninch. Thereis shll a weighty obstruchion on
the other side. Turn b0 116,
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326
The little Gnome humiedly puts down his trav and
backs away as you emerge from behind the curtzin.
You hold up your hands o show that you mearn him
no harm, and ask him swhy he is so0 unhappy. Tt
happens every day,” he wails. “That Ugbilya's got it
in fot me. She's the head cook and she's got 2
temper like a dragon with indigestion. Every day
she picks onme to carry a pot of stew up b Kalgob.
He's another Ore like Ugbilya - even bigger, in fact,
and with a worse temper. Tle stands guard oubsde
the Treasury, down this corridor. He ahways gives
me a clont when T take his lunch, and then 1 get
another one from Ugbilya for coming back late, You
could do it for me today! Kulgob wouldn't dare to
clout you. I'll sil here until vou get back! Do vou
igmore this suggeston and set off along the corridos
(furn to 267), or do you pick up the tray and inspect
its contents a little way down the corridor (turn o

384)7

327
You begin your search of the room at the end
opposite the deor through which you entered. Near
the door, which you suspect leads out on to the
battlements, you pull aside a cobwebbed collecton
of bean-poles, trellises and bales of stravw and reveal
a grimy fireplace. There is nothing but soot in the
grate, but yvour thorough inspeciion of the filthy
orifice is rewarded when you find that in addibon o
the chimney leading straight upwards, there is also
anarrow gap beside the grate. You can make oot the

328—329

first few steps of a staircase leading downwards in
the thickness of the wall. Award vourself 1 Luck

. point: you have discovered a secret entrance to the

cellars of Neuburg Keep. You abandon your search,
25 you are impatient to enter the Keep. lfvou decide
i nse the secret staircase, turn to 25. If you would
rather leave by the nearby door, hom to 282

328

The girl's smile becomes a derisive laugh as she
dances away from vour blow, ‘Congratulations!’
she smeers, “You have unmasked Senyakhaz, first
sorcercss of ancient Zagoula. Now [ must take my
wave” You make to pursue her, but she tuns
quickly, tracing symbols in the air with her fingers.
Ihe room fills with dense smoke. You can see
nothing, but you hear a door open and close, As the
smoke clears, you make your way to the side of the
oom where two doors stand side by side. Do you
ry to go through the left-hand door (fuen 1o g4) or
the right-hand one (flum o 115)?

329

Within seconds the globe is too bright te Iook at and
= producing as much heat as a fumace. You are
beginning to think that yvou are perhaps much too
chose to It when it explodes. Your last sensations are
the force of a massive concussion and an impossibly
loud roar, and then your body is ripped into hun-
dreds of charred fragments.
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330

You leave the globe glowing ever more brightly on
the pround behind you. As vou walk away, vou can
feel its radiant heat on your back. The globe ex-
plodes. You hear a tremendous crash, and then =
surge of turbulent air throws you to the ground

singeing your hair. Slones and broken branches
hurtle all around you. Lose 2 points of sTAMIN

Yo pick yourself up and survey a scene of devastz-
lion: the trees are stripped, the tower is a pile of
shattered masonry. You conlinue on vour way -
wards Lhe next cormer of the garden. Turn to 44.

331

You shuffle awkwardly to the right, encouraged by
the mysterious voice: "That's right, my friend, that’
righl, just a little further now, bt please hUL"'_':ﬂ I
dare not be fonnd here, | am in mortal fear for m
life, bul perhaps vou are the one we are expecting
and T cannot let those Southerners take you. That's
it, that's it; 1 have your ropes now —sa!” And you fesl
the bonds falling from vour wrisis.

You tear off your blindfold and wrench the o
from your ankles. You are i a cellar; a little light
enters from an open door al the top of a steep flight
of narrow stairs. OF your rescuer there is no sign
There appears to be no other door. Do you want &
search the cellar {turm to 5g), or will you escape up
the staircase {turmn to 215)7

333

332
You turn a comer and see hght ahead of vou. You

soon reach a landing, litby a single cressel. You lean
over the balustrade and see the staircase wind
steeply down from the comidor and disappear into
darkmess. From the landing, the comdor continues
featurelessly, and also disappears into gloom. If you
decide to go down the stairs, turn to zoo. If you
would rather continue straight along the corrider,
. fo o,

333
Deduct 1 pomt from yvour ski while vou are

using the mace, it is less pasy to strike with than a
sword or a battleaxe. The silver-tipped spikes,
however, are a particularly effective oxample of
fendish sorcery. Whenever you wound an oppo-
nent you do 4 pu:rmts of damage to his STAMIN A
You now leave the armoury. Turn to 359.

334
The Thyarf gardener has ealen very little recently,

and he relishes his portion of rations as if it were a
tanguet. ‘T thank you again, soldier,” he says.
That's the secomd service you've done me and T
don’tknow how [ can repay vou. Ask away, though
—some of these herbs have stange properties, and T
snow a little about the goings-on in the Keep. I'd let
vou have my axe, Bokhorbhil, but she's setting
temperamental these days. She'd have me attacking
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vou, if [ weren't careful!” He seems to find this idea
very amusing, and chuckles for some time. ‘Ah,
dear me, dear me. Where was 17 I remember — ask
me for something, soldier!” Will vou ask for:

A preparation to bolster your wise-

POWER? Turn toags
Intoemation about potential allies in
the Keep? Turn bo 225

The Dwarf's opinions aboul the
three-pronged spear-head (if you
have ig)? Tumn to 375

335
You ste=p oul of a mitror set into a wall of an empty

room. The swirling colours behind you are the anly
source of light, and as the room i large you can
barely make vut the only exit — an open doorway in
the opposite wall. When the mirror's surface ro-
turms o normal you are left in complete darkness,
and yuou gain the impression that this stone-walled
chamber must be deep underground. Straining
¥Our eyes, you see that the open doorway is now
visible, touched by a pale luminescence: and then
through it moves the source of the light — a huge
Warmior in a complete suit of plate-armour and an
enclosed helmel. The ghostly light is emanating
from his body- it is gleaming through the cracks
between themetal plates and streaming through the
slats in his visor. Fis voluminous surcoat reaches ko
the floor and trails after him. He addresses youina
Hat, dull voice: “Tam Skarlos. Be gone or die.’ If you
have the Talisman of Loth and want to reveal it, tum
to 27. Otherwise, tum to ga,
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336

You pull youmself into a narrow gap between Gwo
derelict warehouses opposite one of the few nsable
jetties, A barge is tied up here, and vou guess -
correctly — that the cart is making for fis jeity.
When the cart comes into sight, you sec thatitbears
the coat of arms of Baron Tholdur: and, in additon
to four of the southern wartiors, it carries a number
of casks and boxes. Tt secms that a consignment of
sneds from Neuburg Keepisabout to leave fown by
civer,

The soldiers pull whips and clubs from their belis
and proceed to collect a team of kabourers from
nearby cottages, With much cursing and groaning,
punctuated by the occasional crack of a whip, the
small riverside men manage to unlead the cates
from the cart and carry them on 10 the waiting
barge. This takes a long time, and vou are becoming
very impatient. The soldiers are impatient too, and
start to use their whips and clubs more frequently.

Are you going to continue to wait and watch? If so,

turn to 114. If vou would rather leap from vour
hiding-place to attack the robed bullies, tum to 78.

337-338

337

' With pne blow you sever the skull, sending shards

of bone in all directions. The skeleton remains
motionless, but the walls begin to crumble, Three of
the small chamber's walls ame false, and consist of
only thin lavers of plaster. You watch aghast as they
zre demolished by undead creatures that were
walled into their tombs centuries ago. Tam o 46.

338

You have no spirit for a fight. You offer no resistance
25 Xakhar toys with you, juggling yourbroken body
m his varied limbs and throwing you againsl walls,
ziseling insanely all the while. Xakhaz will nse the
tess damaged parts of you in his sorcerous surgery,
whose resulis he will continue to send through the
magic porizl o terrorize Nedburg,
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339
Yon are transfixed with horror as slimy tentackes

encircle vour legs and pull vou gently into the poal
The appalling sight of the creature’s beak-like lips
opening above the water brings vou to vour senses
You stll have vour sword in your hand and yoo
begin to fight. Tum to133.

340
Your visitor's response to Vour statement takes voo
by surprise. He pulls aside his tunic and 3 ray =
brilliant light bursis from something on his chest
You stagger backwwards, momentarily blinded. Yoz
hear the door slam shul, the key lurmn in the lock ans
the man’s desperate voice, saying: You are nos
then, the one 1 awail, [{ you are Tholdur's man, yos
must live or die according to Tholdor's justoe ” He
scurries away, ignoring your shouts for help. No
ome else visits you. You starve m this cell

343
You prise the axe from the dead Dhwarf's gress
hands, marvelling at the workmanship that forges
it. You cannet decipher the munes that mn along the
haft, but yvou sense that the weapon has magics
properties. It is not just that it is so well made that®
will improve vour Aghhng prowess — you also in

that merely hefting it in vour hands flls you witk
bloodlust and a fearess craving 0 maim and k28
FOUT ENEMIES,

If ¥ou wanl to keep it, vou will have to unbuckls
yoursword and leave ithere. When using the Rumc

342—343

Axe, your Intfml sk is increased by 2 points; but
vour belliperence is increased too. Whenever you
are given the opiion o fight anvone or anything,
vou must abways choose that option; and you can
never deade fo Fscape from a fight, Yoo can, of
course, dedde o leave the axe heee and continue to
use your sword. Turm to 268.

342
The Crc toars with surprise and anger. He dodpes

the flying potand wipes steaming stew from his face
with ome hand while the other closes around the
haft of his batthe-axe. He rises to his feet and you
fight

QRC GLARD

I vou defeal him, you find a key on a fng at his
wakst. It fits the lock of the small door, You open the
door and step through. Turn to 374-

SEILL § STANINA 173

343
‘A pretty mft mdeed! The Margrave plainly thinks
mghly of yow’ The innkeeper's hearty manner dis-
appears and he addresses vou earnestly. Ik is clear
you are a mightly warrior, 1 beg vou, in memory of
vour fhendship with Baron Tholdur, to rid this
twm of evil. Why our Margrave does not help us |
cannot guess —no doubt hie has good reason. We are
zfraid of strangers these days. The Baron returned
from his last trip south with a retinue of foreign
swordsmen. They treat the town as if it belonged to
them. But worst of all, people are simply dis-
appeating; and al night, there are tings roaming the
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streets. No one knows what they are. Bul if anyons
wanders oulside after nightfall, he never retums
home. Sometimes we find pools of blood, and the
tracks ol a large beast.

1 can olfer vou litte advice. Above all, do e
venture outside after dark. Do not even open the
shutters in your room. Temormow, you should seek
our (1d TTaw at the ruined temple to Oiden. .Hl:— =
the oldest man in Neuburg. People sav he is hak
mad, but T have found that his words contain mu-.'_i'.
wisdom. Now you should sleep. Remember what !
have told you, and please help us if you can.” Ths
innkeeper shows you to your room. Tum o175

I+

The old priest cannot disguise his joy as he beholds
the pem-encrusted gold ring resting on the palm o
your hand. He snatches it from you and exults: “Just
as Oiden foretold! Neuburg has found its champion
at last! My fricnid, [ can help to prepare vou for the
trials vou must endure; but first, T soggest vou
fortify vourself with a square meal. Follow me!"

Surprisingly, the templeis stocked with provisions.
You eat well in a cavernous kitchen. You can restore
uptog points 0 STAMINA, and vou may put in your
backpack enough food for another three mesls. B
vou da s, add them to your Adoenfire Sheel. Whils
vou eal, Huw gives you information. Tum fo 22.

345340

3
Asvouinch along the narrovw ledge, vou glance into
the pool and notice with horror that the fiery glow of
the Vitriol Essence is beginning to rise slowly from
the depths. Snatching the kevs and completing yoor
perilous circuit of the pool before the creature
reaches the surface will require nimble footwork
and good fortune. Add together your current skILL
and Ly ck points. Roll five dice. If your total s less
than your combined skivt and Luck, tum o 43
Otherwise, turn to 224.

346

Wew orders from the Margrave!” you shout as you
appruach. “You are to report Lo your commander
immediately! [ will take over here.’ The southern
swordsmen have difficulty understanding vou.
They appear suspicious and confused, One of them
wabches you while the other knocks on the doors.
After some time one of the doors opens a fraction,
and a small figure in a red robe peers through the
rack and carries on 2 whispered comversation with
the guard. The door closes, the puard beckons to his
comrade, and withowet another word they march
away. Somewhat astounded, you are left standing
outside the dosed double doors. Turn to 363,
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37

You have lost 2 points of sTAMIRN A, but you have
saved your life. A horde of swordsmen charge from
the two gatehouse towers and chase you along
the entrance passage. Fleeing desperately, voo
emerge into a large courtyard surmoended by high
walls, Ahead of you there 15 a set of large double
doars, one of which is ajar. To your nght there isa
small gate in the wall; the gate is dlosed. To vour left
i% a similar gate, wide open. The soldiers are al vour
heels. You have to decide immediately which door-
wary you wanl (o run to. Will you choose:

The double doors ahead? Tum o 159
The closed gate to yvour right? Turmn to 397
The apen wate to your left? Turn to 242

348

You run, weeping, in circles. You flap your arms
helplessly and utter pasping screams. The horoor of
this latest experience has sent you completely in-
sane. The thing on your face bulges larger and
redder as it drains you of blood, and soon you ar=
reduced to a staggering, mewling, chrivelled ira-
vesty of a human being. You stumble and falb
satiated, the Kiss of Death Protoplasm flops off your
bloodless corpse.

349350

339

" You lower vourself into the opening and wrigele
downwards. Soon you are in complete darkness,
Dot it makes little ditference — even though the hole
gets wider as you descend, there is not enough
room for you to twist round and see where vour feet
are going. The hole is almost vertical now, and the
problemis no longer how to move forward, but how
to prevent voanself falline. Then vou hear a slither-
mg noise, There is a gust of noxious air [rom below,
a pale green light fills the furmel and you feel vour
| feet being enveloped in sticky, stinging slime. All
vou can do is kick violently and try to scramble haclk
up the hole. Roll two dice three tmes. If the tatal is
less than your sXI1LT on two or three out of the three
attempts, burn to 201. Othenwise, turn to 15.

350

The inside of the tower is gloomy. The air is damp
and fetid. When your evesight is accustomed to the
darkmess, you sec that the floor slopes steeply down
0 a muddy pool. The walls and Aoor are slick with
| moisture. [f vou want to slide down to the edge of
the pool, o o &6 If vou would rather leave the
fmwer, you can conlinue to follow the perimeter
path {turn to 11} or cut a way to the central clearing
(ternto31g).
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351
The talong of the Vitnol Essence rake vour body,

scoring your flesh and depositing streams of add
Deduct 4 points from vour s Tasm s A- Such a wound
is not only deep and serious; it is also cripplingly
painful. Can you stand the agony? Test yome Wil
poirer. If vou make a successtul roll, vou will your-
self to continue: retum to 1o and resume your Aght
Tf vou are unsuccessful, urn to 214.

352
The flames do not radiate any heat. You are able fo
walk up to them, and, after a litfle experimentation
vina conclude that they are perfectly harmless. This
is an illusory wall of fire, and vou confidently step
through it, Unfortunately, the pif that has opensd
on the other side is completely real. Tuen 1o 105

333
If yon still have 6 or more points of wiLLFowEs
turn tor 256, If you have less than 6 points, tum o

395-

354
The young man rushes Lo the door ahead of you and
tries to prevent vou leaving. Tle stops holding hi=
jaw and shouts at vou, and you are repe].led when
vou see that he has more than one tongue—in facthe
zeems 10 have a mouthful. You push him aside anc
leave, locking the door behind viou. Tum to 7g.

355=357
3535

Do you have any food in vour backpack? If you do,
tum to 181, if not, tom to 2oq,

356

You have uttered the name of a rival divinity in a

shrne dedicated to the Towling Gods of the
southern peoples. You will suffer for vour sacrilege,
Bedoce your Luck and WILLPOWER by 1 point
ezch, and your sTamina by 3 points, unlil you
leave this unholy place by returning to the passage
at the fop of the stairs, Feeling dispirited and lethar-
gic, you are dimly aware that vou have made an
error and fallen under a curse. Turn to 37g,

357
You pull aside your tunic and reveal the Talisman of

Loth. Senyakhaz recoils from its dazzling brilliance,
but then recovers slightly and, shielding her eyes,
calls ouf fo you to stop. ‘Don’t slay me yet, soldier,”
she continues. ‘T recognize that shining trinket.
Perhaps T know it better than you. IE seems that no
one has told you of it fatal flaw: never use itin front
of a mirror. [Ne, vou fool!” She sidesteps nimbly,
and for an instant you see yoursell reflecled in the
tall mirror. Then the light from the Talisman strikes
vou, filling your vision, burning your brain,
shovelling vour eves, searing the skin on your face,
Even Senyakhaz ic a little periurbed by the manner
of your desth — particularly the letters ‘LoTw’
branded across vour lace.
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358
The girl darls into one of the oy alleyways that
wind down to squalid riverside howels. You race
atter her, slipping on the rotting refuse strewn all
uver the cobbles, and skid o a halt when you realize
that vour quarry has dizappeared. A shrill voice
vells ‘Get "im!" — and from half a dozen dingy
doorways ragged children emerge and surround
vou, They are small and half-starved, but they are
waving sharp knives and they mean business,
Three move closer, and attack you simultaneously.

SEILL  STAMINA
First MURDEROUS

URCHIN 3 3
Second MURDEROLY

URCHIN 4 4
Third MURDEROLS

URCHIN 4 4

All three atiack vou in each Attack Eound, but you
can attack only one. You choose which one, and
fight him in the usual way. You roll for your Attack
Strength against the other two as well, but you
canmot wound them even if your Attack Strenyth is
greater. If any of the urchins has an Attack Strength
greater than yours, he wounds you in the normal
way. If youwin, youhave a chance to Fseepe (hurn to
139); if ¥ou would rather stay to fight the second
group of homicidal childeen, turn to 156.
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359
You leave the armoury, retum to the redly glowing

passage, and decide where to gonext. Atthisend of
the corridor is the smaller of the two wooden doors.
It has no lock, and if vou have not already done so,
vou can Iry o open it {hurn to 373). At the other end
of the passage is the latger wooden door with the
large metal lock. H you have not already opened this
door and you have a key, you can nse the key to
open it {turn to 7). Otherwise, there seems to be o
other choice but to retum along the sde-tunnel to
vour dungeon cell {turn to 208).

350

The door leads not toanother baternented wall-top
walksvay but to an enclosed cornder. Amow-slits on
both sides reveal that the passage is st in the
thickness of the wall. Another deor at ifs far end
opens into the empty eround-floor chamber of one
of the gatehouse towers of the Keep. Through
arrow-glits in the opposite wall you can see that the
entrance to the Keep itself is unguarded. The port-
cullis is raised and the drawbridge is in place over
the tavine that separates the gatehouse from the
Keep itself, Within minutes you locate the exit [rom
the tower, cross the drawbridge and find yourselfin
Iront of the main entrance to the Keep — at Baron
Tholdur's front door- Will you hammer on the fim-
bers and demand entrance (ium to 311), o will you
lok for a way to break in surreptitiously (fum o
28)7

361

3b1
When he sees you emerge from behind the curtain,
the Little Gnome hurdedly puts down his tray and
backs away nervously towards the door. He opens
his mouth to oy out and you dedde to finish him
quickly.
PAGE-BOY CNOME

B¥ the end of one Attack Round the noise of your
fight has attracted the atiention of the owner of the
harsh gutiural voice. The door swings open (o re-
veal 2 mountainous female Ore, dressed in blood-
stained white overalls and wielding a meat-cleaver.
The Gnome runs away, and you have just enourh
time to see that the om bevond the Orc is a
smoke-filled kitchen before she attacks.

ORC COOK
IFvou defeat her, turmn to 24,

SKILL 4  STAMINA 4

SEILL § CEAMEIM A 10
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362
You are amazed to find that a faint Bloe lumines-
cence 1% flickering alomg the barbs of the strange
threepronged weapon. You scrape off some of the
encrusted dirtand mast, and there is enough light to
see by, ‘The light weakens as you point the spear-
head to the ceiling, but strengthens if you direct it
towards the floor. You kick aside the mouldy straw
and notice that several of the flagstones are ill-fitting
and could, swith some effort, be prised up. Perhaps
the trident is indicating a possible escape-route? If
vou decide to iy to raise some Qagstones, tum toBo.
I you would rather sit in your cell and wait for
sumething to happen, turm to 206.

363

Senyakhaz has set the mirror b destroy iself. Yoo
try to step inte the reflective surface, and find
yourself pushing into a viscous, dinging swirl of
colours. Your intrusion speeds the process of des-
truction: the frame turns white-hot and then bursts
asunder in malten blobs, COnly half of your charred
body is later found on the floor of this room; the
other half is lost in limbo, or perhaps it followed
Senyakhaz to her sate refuge.

364
You run. With shouts of Stop him! He's a thief!
echoing about your head you push your way
through the milling crowds. As you Ty to escaps
from the scene of vour crime, vou are topped
grabbed, pushed and punched. Youlose 2]l sense of

365

direction and 2 points of sTAaMINA, but you finally
emenze info the open space of the market-square.
You race across iband pause in a side-skreet; the hue
and crv seems to have died away.

You will not be welcomed in the Merchants’ Cruarter
agzin! You decide to investigate a different part of
town. You can go anywhere you have not already
visited. lf you climb Castle Hill to Neuburg Keep,
turn to 28¢. If vou go down to the wharves and
warehouses at the river, torm to go. If vou wander
into the Temple Quarter, turn o 195,

36!
Being thrown against a 1.-.-'53" costs you 3 points of
sTaMINa, but the shock restores your wits, You are
angry now. Aakhaz, with his repulsive home-made
body, hasa fight on his hands, Tum to 167.
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350

Using the thick iron hoops as finger and Loe holds,
wou climb the side of the great barrel. You grasp the
Ieather handle of the lid and pull mightily, Theow-
ing the lid to one side, vou look down inty the barrel
— o find vour horrified gase met by the lifeless stare
of dozens of pairs of unblinking eves. The barrel is
full of heads, floating like shrivelled balloons in
acrid browwn preserving-fluid. You lose 1 point of
WILLPOWER as the full implications of your recent
drink sink in. i you now have less than & points of
WILLPOWER, furn fo 30. lf you still have 6 points or
more, i to 286.

367

Swallowing your revulsion, you attack the decaving
Chrabats. Their movement is inexorable bul pon-
derous, and you can face them one at a ime. Asthey
are already dead they feel no pain and must be
dismembered: thersfore each wound vou inflict re-
duces vour opponent’s STAMIN A by half the usual
amount.

EEILL STAMIN A&

First ZOMBIE CHRABAT 5 .
Second ZOMBIE

CTIRABAT 4 &
Third ZOMBIE CHRABAT & -

Each time a Chrabat wounds youo, toll Byvo dice, [f
the total i higher than your current sg1c L, you have
failed to evade the Chrabal’s tentacular tongue and
it hinders your movement. Your next successful
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attack on the creature will sever its tongue, and that
patticular Chrabat will not be able 1o entangle you
again. However, until you succeed in this atiack
VOUr SKILL is redoced by 2 points. If you destrov
them all, humn to 302.

368

The old priest leads you to the door of the temple
and bids you farewell. "There is little point in de-
laying your perilous quest; somewhere in Neuburg
is a broken fragment of a once polentl weapon, and I
wotnld not be al all surprised if it were buried among
the wares of some curio dealer. The Merchante’
Quarter is nothing bul a den of thieves. Avoid the
riverside, it is an unsavoury place. Keturn io the
centre of town, and go to face the dangers of
the Keep. Oiden’s blessings go with vou.” Turn o
108,

369
The sentry lics dead at your feet, The old Dhwarf has

run away, perhaps because he heard the noise youo
are now suddenly aware of: the marching feet of a
contingent of soldiers. You can step into the wait-
ing-room that the Dwarf wanted von to enter (furm
Lo 244), Or you can scurry along the narrow corrdor
near the main door (turn to B7).

FFa=371

70
You hurtle along the cormidor — into absolute dark-
ness. A few painful collisions with rock walls per-
suade you to moderate your speed, and vou make
vuur way forward as best you can with your arms
outstretched in front of vou. And then you fake a
step — and the fHoor has gone. You topple into a
chasm, and as vou fall vou know that the impact of
vour landing will kill vou. You are wrong, You land
on a sofl, viscous surface, a bit like thick mud, and
vou have just encugh time to offer thanks to your
gods before the awiul realization that the ooze is
creepmg over you and fhat vour extremilies are
being eroded by the digestive juices of the subberra-
nean jelly-creafure on which vou have landed. It
€Mjovs its unexpected moeal,

You have found the inner sanctum of the red-robed
wizard - leader of the southern troops, enchanter of
Baron Tholdur, resurmector of ancient evil in the
deep cavermns below Neuburg Keep. She is Sen-
yakhar, a sorceress from old Zagoula - and vou
have ammived too late to prevent her escape. As vou
enier, she picks up a small box, steps bowards a tall
mimor, waves at you, walks into the mirror and
disappears. The frame of the mitror beging to glow
and lose its shape. If you try to follow her through
the mirror, tumn to 363 If you dedde to leave the
FHOT, [T (o 1649.
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372
You wake up. What fime is it7 I is still dark; no
daylight fills the cracks in the shutters. You shudder
48 you remember: vou were dreaming, a termible
nightmare of horrors lurking in dark places deep
below the sround.

And then, like an echo of vour dream, an appalling
yelping rends the quict of the night — right oulside
vour window! Silence follows; and then the sound
of a cumbersome creature shinking away. You lie
awike, but hear nothing more. Eventually you

sleep again, Turn 1o 243,

373
Az soon as you touch it, the little wooden door

swings open. You sloop to peer into the room
beyond, but can see very little, Gripping your
weapon, you advance through the doorway. Tum
to 255.

34373

374
Yoo are ima circular room criss—crossed with racks

and shelves. It is the Margrave's treasury, and it
has been ransacked. Boxes have been broken open
and scrolls he all over the floor. You can find no
valuables; all the papers are maps, letters, title-
deeds and records of rent payments. At the side of
the room vou find the entrance and exit used by the
thieves — a narrow spiral staitcase corkscrewing
downwards. Mear by is the wooden cover that,
when in position, conceals the entrance to the stair-
way. The only thing of immediale value that has
Been left in the room is a small barrel bearing a label
sayving ‘eorion’; it was left behind presumably
only because it is secured to the wall.

If vou take a swig from the potion barrel, turn to gB.
If you dedide to go straight down the stairs, you find
voursall spiralling downwards for what seems like
an etemmity until you crash into a dooe. Dizzy and in
complete darkness, you pull the door open and step
info # dimly lit corridor. You walk towards the
brighter end. Tumn to 40.

375
The old Dwarf tsrmns the three-pronged spear-head

over and over in his hands, ‘I do belicve,” he says,
‘that what you have here is the sharp end of the
Trident of Skarlos. Whether it's of any use to you
depends on whether you can find the handie —
which is somewhere in the depths of the Keep, b_-,r
all accournts. You'll recognize it easily enough: it's
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nit a proper spear-shaft, but a short squat affair
with hand prips. Made of metal, with a blue sheen
like the head, and covered in carvings like if, too.
Strange device it is, but effective? 1 should say so!
That was a real battle we fought up here before this
castle was built . . . The Dwarf stares inlo Lhe
distance, remembering — but suddenly recalls that
ke has more information for you. Turn 1o 506.

376

#A short comidor leads youo toa landing, litby a smgle
cresset, You lean over the balustrade and see the
staircase wind steeply down from the comdor and
disappear into darkness. From the landing, the
corrfidor comtinues  featurelessly, and also dis-
appears into gloom. If you decide to go down the
stairs, turn to 300. If you would rather continue
straight along the cormidor, fum to 30

37T
Having spent as much time as you think necessary
in the riverside section of Neuburg, vou can now
explore any other part of the town that you have not
already visited:

The Temple Chuarter Tum to 195
The Merchants’ Choarter Tumtn 32
Meuburg Keep Turn o 284

378
#y the bearer of the Trdent of Skarlos, you know 2
little about the legendary hero, and you donet think
that your bulky opponent resembles bum. The real

379—3%0

Skarlos would in any case recognize his own
weapon, would he not? The Trident, meanwhile, is
pulsing with enerpy and 1s thrusting forward of its
ownaccord, apparently keen to get to grips with the
strange warrior. If you decide to evade the warrior's
advance and taunt him in the hope of obtaining
mure information, turm to 180, Otherwise, you fight
(e for 23y

379

You are nof challenged again as you fread carefully
from slep to step towards the pale blue light at the
bottom of the siairwav. The bventy-third slair felt
like all the others when you tested it with your foot;
but when you pul your weight on it, it collapses.
Test your Luck. I vou are Lucky, turn to 142, TF vou
are Unlacky, hirn to 6o.

350
The green liquid ix almost tasteless and scems very
refreshing. Unfortunately it is concentrated magical
ferfilizer. You watch in helpless horror as roots
sprout through vour bools and hungrily penetrate
the soil. You feel no pain as green-leaved shoobs
smerge from your arms and torso. Your thoughts
become strange, disturbed, and no longer kouly
human. Yoo are a very healthy voung tree and,
unless someone chops vou down or sets fire to vou,
vou will gron im this garden for hundreds of years,




381—384

381
You break the box under vour heel. It contains a
diamond, several fragments of glass, a twisted piecs
of metal, and some fine white sand. It was the
comtrol mechanism which transformed Senya-
khaz's mirror into a magical portal connecied to her
scuthern homeland and to the abysmal cavemns
below Neuburg Keep where she has resurrected the
insane and aeons-old sorcerer Xakhaz, Mow that
vou have destroyed the box, Xakhaz is sale to
pursue his homific experiments and to plot the
subjugation of Neuburg. You have merely post-
puned the day of reckoning.

382
Back inside your pack, the glass globe cools rapidly.
You decide to try to open one of the doors. Will you
choose the massive metal one (tum to 243), the
small wooden one (fum to 373), or the langer
wooden door to vour right (tum to 5537

383
‘Best meat pics this side of Kelther!” the budy shop-
keeper assures you, as he wraps your selection in 2
scrap ol parchment. You hand over 1 Gold Fieceand
place the three meals in your backpack. Make a note
of this exchange on your Adpeniure Sheat, and tuen to
z8u.

384
You rest the trav on a ledge and lift the lid from the

carthenware pot. Tnside vou find a thick, steaming
meal stew and a wooden spoon. You tasie il care

385

fully; you decide that the meat is mutton. It tastes
very zood. You can now leave the stew and the bray;
or vou can eat the stew — it will reslore up to 4 poinls
of eTamin A — and leave the trav; or vou can carry
the tray and the pol along the corridor; or if vou
have any Orcsbane, you can season the stew with
this powerful poison and then sel off with it along
the comidor. Make a note of vour decision.
Whichever course of action you choose, you walk
dlong the comdor away from the large wooden
door. Turn to 267.

395

You back away in horror. Bemember to decuct 1
point of witLrowEer from vour Adpenbure Sheet.
You scramble up the semi-liquid slope with slithee-
ing hmbs cluiching at vour ankles. The creature in
the pool cannot leave its watery lair, and you are
able to drag your mud-covered body on to doer
ground. You emerge from Lthe tower inlo the gar-
den, and you can choose to continue 0 follow the
permeler path {tuen to 11) or to cut a path to the
central clearing (turn bo 314).
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186

You despise your pitiful ambifion to assist the
people of Neuburg. They are puny fools who are
unworthy of vour attention and are fit only to be
slaves. You have greater cConcerns: an army o aise,
enemies to slaughter, an empire to reconquer. Im-
apes of revenge, bloodshed and hatred 6l yvour
thoughts, You are Vlax the Slayer, and if ¥ou man-
ape tor extricate yourself from this dungeon yvou will
bathe your sword in blood unlil entire confinents
kneel before you. But vour previous adventure ends
here,

B

The door swings open gn?d wou are looking inlo a
long storeroom. Boxes and barrels are stacked along
the walls, and there are yuanttdes of loodshiffs
lying on a wooden table. There is another door

alongside the one you are looking through. You
enter and examinge the contents of the room. Most of
the boxes and barrels contain food, and there are
alsu some bundles of cloth. If vou want & cat sonie
ol the available provisions, vou find thal the food is
af excellent quality. Restore up b 4 poinis of STA-
MIN A, if you need to. i vou now decide to trv to go
througl the other door from this reom, turn 1o 115,

If vou would rather go back oul to the anteroom and
try the righi-hand door from there, turn to 6.

3688

The wedges are difficuli to remove and vou are
wornied about the amount of notse you are mztir.mg,
but finally vou pull them free and listen, You can
hear n{;thmg at all from either end of the main
passage, or from behind the door, Yoo pull the door
open and walk through. The side-tunnel is darkand
500N narrows. In some places you have ko squeeze
between i rocky sides. Increasingly, the way
stopes dowmnsvards, and although the swalls are stll
very damp, the air is now warm and humid. Un-
identifiable odours drift up from the depths ahead,
as does an mmitabingly high-pitched squeaking. If
vou want to turn back and confinue along the main
passage, turn to 248 [ you decide to continue down
towards the warm smells and the squeaking, turn to
272
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‘Congratulations! You have found Xakhaz, the im-
muoriz], the invincible, lord of this miserable ant-hill
and soon to be lord of all Khul. Do vou like my little
workroem? Come in, come in, you louk a healthy
specdmen and T can always use an extea pair of
hands _ . * The voice trails off intn demented gig-
ghing. You arce sure it comes fromnear the enormous
heap of imbs, some of which arc twitching. You
step towards the towering pile. ‘T have slept [or
many centuries, but have forgotten nothing. The
descendants of those who imprisoned me here will
all dic — quickly, if they grovel for mercy. ATl will
mzke a uselul contribution, however — they are the
raw matenal for my army of conquest. You have
probably mei some of my creations. Tngenious, are
they not? Practice makes perfect! And cver since
Senvakhaz woke me [ have followed a programume
of intensive self-improvement!” You have found
Azkhaz at last — hiz wild-eved head is nodding al
vou over the huge pile of imbs. Orcanitbe . . 7
You groan and cover your eyes as vou realize that
the heap of twitching limbs is Xakhaz. It beging to
scuttle towards you on an assortment of legs. Test
vonr Willpower. The Talisman of Loth, if you have it,
helps you in vour howr of need. Tts pure light gives
voul courage —add 2 points to vour wILLPOWER for
thas fest onby. It you are successful, turn bo zox, If
nok, turn o 310.
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390

Two robed warriors, looking impassive and very

out of place, are standing in a dear space on a
nearby strect comner — and they are staring straight
al you.

But you don't have ime & worry about them: you
glance down and see a hand closing arcund the
purse hanging from your belt, and another hand,
holding a short sharp kmife, about to cut the draw-
string. You spin round, drawing vour sword, and
face the sneak-thief, It is a waif-like litfle girl, no
more than nine vears old! You are at a loss to know
what to do; and the girl langes at you with the knife,
You are taken by surprise, and she cuts you: lose 1
pointof stamina, You must fight her

GAMINE TIHITEF CHILL § STAMINA 3

After one round of combal, the girl escapes inlo the
crowd. Looking around, vou realize that the fwo
warriors are no longer insightl. Do you want lodry lo
follow the girl (hurn to 358)7 Or will you confinue
your quesi for food {turn to 130)7

391
Some time passes, and then one of the doors begins

to open. You ready your weapon, but standing in
the doorway is an unarmed serving-maiden, whao
recoils on seeing your aggressive stance. In a hesi-
tant, southern-accented voice, she muormurs: My
name is Senya. The Margrave's chief adviser has
been expecting vou and is anxdous to meet you.
Please followy me to the reception room.” With =

392

jingle of jewellery and a flurry of fragrant silks she
turns; vou follow. In a small antereom two other
serving-grls smile at you as you pass. There are
doors fo the left and right. You lollow Senya
through the fAghthand docrway and inte a Tuxu-
nous chamber. Senya gently pushes you into a
comfortable chair and kneels before you, smiling
beavfifully. She is wearing a silver necklace from
which hangs a magnificent ruby pendant. You are
very fited,” she says sympathetically. "You need (o
relax. Stay here for a while. You den't need to
move.” If vou are holding the Trident of Skarlos,
furn to 238. If not, turn to 174

392

Ihe mysterions red-robed figure continues to
prompt Baron Tholdur, who rapidly finds the sub-
ject boring. He readily agrees that you should be
zkendown to the dungeons, and makes it clear that
he has no interest in what happens to you after that,
Ten guards escorl you from the Great Hall and
down a series of narrow staircases. At one poinbyon
rezch a dark underground gallery; hall of the escord
contingrnt has already started down the next set of
spiral stairs, and the other half is coming down
slairs behind you. You havea shim chance to escaps,
although vou do not knosw how far vou will get in
the darkness. i you want by sprint d]ﬁl‘l‘lh the pas-
s=ge into the dark, ton to 88, If you continue to
follow your captors, turn ko 227.




393=394

393

As easily as walking through a doorway, vou take
one step and join the horde of people dragging
themselves lowards the temple under a mercilessly
hot sun. Most of the cowd are swarthy, Tobed
Southerners, bul vou see another ligure wearing
arrnuur like yours, and you push voor way imvards
himm. ‘I was a captain in the Margrave's guard,” he
tells vou. ‘T fell for the tapestry tnck too— trying to
escape from those foreign devils the Baron brought
back with him, and here 1 am sormounded by “em!
This is the Temple of Dolod, in the desert outside
Lagoula. Don't even think of gethng away — you'd
be cut down by this mob in seconds, and anyway
we're surrounded by desert. We've got to go along
with the crowd, although from what T've heard we'll
be lucky neot le be chosen as one of the sacrifices.
The priests of Dolod know that picking on oubaders
is popular.” Even if you avoid being chosen as a
sacrifice, you are a long way from Nenbuorg and
the midsl of hostile people. Your advenlure ends
here.

394
You step into the tower's dark interior and the door

slams shut behind yvou. You spin round, drawing
vour sword, and with a purgling roar a ferodous
creature attacks you. There is no souncse of light in
this room, and you have no idea what you are
fighting. Luckily, it keeps up a constant throaty
growl which helps you to locate it. Its weapon

395-3090

szems (o be a heavy blunt object, and it is hindered
by the darkmess almost as much as vou.
ONENOWN

AS5AILANT SKLLL 5 Sraminag B

I you defeat it, vou pull open the door to throw
some light on the dead body. Lt is a very ugly Ogre,
dressed inrags and wearing a huge white bonnet or
turban on its relatively small head. There is nothing
elze in the room except for a flight of stone steps
leading up fo a small door. ¥ill you:

Iry on the oversized headgear?
Inspect the headgear first?
Climb the stairs?

Turn b 133
Tum to zog
Turnto st

395
You are parzlysed with fear and disgust, You lake a

detached inlerest in the progress of the spiders over
your body. You are aware that they are searching for
exposad flesh into which to sink their mandibles,
bt this does not seem particularly important, The
shocks you have experienced since arrving in
Neuburg have robbed you of your sanity, and vou
feel 2 sense of liberation as the spiders’ lethal venom
begins to burn in your veins. You collapse to the
ground and stare skywards as you die.

356
Moshing aside a cobwebbed collection of bean-

poles, trellises and bales of straw, the Dwarf reveals
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a grimy fireplace in & corner. He calls vou over, and
shows vou that as well asa chimney leading straight
upwards, thereis alsoa narrow gap at the side of the
grate. You can just make out the first few steps ofa
staircase leading downwards in the thickness of the
tower wall.

‘This’ll take you inlo the cellars,” says the Dhwarf.
‘It's probably the only way you'll get into the Keep
without someone else knowing about it. Bot vou
can g throuph the other door and ey gelling across
on the battlernents if you want to.”

If you want to use the secret passage to the cellars,
turn to 25, Tf vou decide to o through the door and
out on to the battlements, hurn to 282,

397
Yo race across the courtvard and throw yourself at

the gate. It doesni't budge. In a fremzy, vou chargeat
it ayain; vou tug at the iron hinges in desperation.
You are unable to open the gate. You tum o face
vour pursuers and make a heroic last stand against
insuperable odds.

398
Huw leads vou into a circular hall where he
genuflects at the trunk of a spindly white-branched
tree that twists upwards {rom the centre of the stone
floor. He then ushers yoo inte a camped cde-
chamber. ¥You it on a low stool, and find Huw
standing beside you—holding a knife to your throat.
‘Be still and listen!” he hisses. 'l rescued you from

399

the dungeon of the East Gate because | suspuect vou
ma¥ be the warrior that Oiden has foretold will
armive fo challenge the evil in this town. If you are
the prophesied hero, you have with you a valuable
treasure that links vou to Newburg, You must
domale the treasure to this temple in order o obtain
Oiden’s assistance. If vou are indeed the chosen
une, 2ine me the jtem mow! Neuburg's peril increases
hourly!” Concealed in your belt vou have a jewel-
cncrusted gold ring given o you many years ago by
Baron Tholdur. It is your most valued possession.
Huw turns away. Will vou:

Offer him Baron Tholdur's ring? Tum to 344
Say that you have no such treasure?  Turn bo 1ga
Attack him with vour sword? Turn to Bé

399
You attack the door with vour shoulder and your

sword. Suddenly it opens. You stagger through the
doorway and slump to the dustv sground to catch
sour breath in the shadow of the dilapidated tower,
You rezlize that your captors could retwrn al any
moment, and you decide to by to find shelter in the
fown. Picking vourselfup, you head straight for the
Soothemn Star tavern, which you remember as a
large, hospitable establishmentin a prominent posi-
ton on the market-square. Turmn bo 114,
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You step out into the chamber of the sorceress
Senyakhaz. This room and the others in the suite are
deserted, and you take the opportunity to rest, eat
and recover your strength. Then yvou make your
way through the corridors of the dungeons and
cellars to the main floor of the Keep, where you find
Baron Tholdur, no longer under an enchantment,
energetically ejecting the demoralized southern sol-
diers from his castle. Between tears and laughter he
overwhelms you with praise and thanks, and insists
on escorting you to the Temple of Oiden so that the
old priest Huw can share in the good news. When
you have recounted your story, Huw merely smiles.
He asks for the small metal box, which he says
contains the immortal part of Xakhaz. You hand it
over with alacrity, and Huw assures the Margrave
that this time Xakhaz will be imprisoned in a place
from which he will never escape. Whether or not
vou found it during the course of your adventure,
Huw tells you that the Trident of Skarlos is5 now
yours by right. And at a public celebration attended
by all the townsfolk of Neuburg, Baron Tholdur
announces fo terrific cheers that he appoints you to
be his heir in all things: on his death you will inherit
the Keep, the freehold of the town, most of the
surrounding farmland, forests and hunting estates
in the hills to the east, and the title of Margrave.

At last you have your chance to enjoy the comforts
of town living. But, of course, after only a few days
of banquets and soft beds, you find yoursell getting
bored. It's time to set off on another adventure , . |
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