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An ancient evil isstlrring!

‘The long-dead sorcerer Razaak has ':'
awoken and is poised o fulfll his dreas

death and tyranny. The Forces of Chaos @
large across Allansia and it seems Thntth .
all pitted against YOU! For it s up to you
hattle against the odds — to find the only weag
i which Razaak is vulnerable, to arm yoursel
with protections against his awesome powers,
il b face him in his lair the Crypt of the

Sorcerer!

Iant by, part game, this is & book in which

VUL come the hero! Two dice, & pencil and

an eraser arn all you need. YOU decide which
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FUFFIN BOORKS

CRYPT OF THE SORCERER

An andient evil is stirfing in the bowels of the earth, and the
land is blighted. The dread sorcerer Hazaak has béen re-
awoken and is poised to fulfil his dreams of death and
tyranny. He is vulnerable only to his long-lost sword, but he
has an awesome mnge of powers. [t will be an epic quest to
find the sword, defeat the forces tanged against youw and face
Rarnak himself. There are artefacts to find, without which
failure is certain, and there are friends on the way; but above
all you will need o find your own courage and resource-
fulness. Do you dare to travel the wastes and forests of
Allansla, and ulimately to battle Ricaakiin his lair?

Two dice, a pencil and an eraser are all you need to embark
on this thrilling adventure, which is complete with jts elabo-
rate combat system and a score sheet to record your gains
and losses.

Many dangers lie shead and your success is by no means
certain. YOU dedde which routes to foliow, which dangers
to risk and which sdversanies to fight!

lan Livingstone is the co-founder, with Steve Jackson, of
Games Workshop, the hugely successful chain which spe-
cializes in fantasy games of all kinds,

Cilorir g by Leo Harles
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INTRODUCTION

Sefore embarking on your adventure, you must first
determine your own strengths and weaknesses.
Use dice to determune your initial scores. On pages
16—17 there is an Adventurs Sheet which yvou may use
to record the details of an adventure. On it you will
find bowes for recording your SKILL, STAMIN A and
LUK SCOres.

You are advised to either record your scores on the
Adventure Shvel in pendil, or make photocopies of
the sheet to use in future adventures,

Skill, Stamina and Luck

Holl one die. Add 6 to this number and enter this
total in the sx11 C box on the Adoenture Sheel,

Roll both dice. Add 12 to the number rolled and
enter this tofal in the sTAMINA box.

Thereis also a 1ok box. Roll one die, add 6 to this
rumber and enter this total in the Lock box.

For reasons that will be explained below, skiLL,
sTAMINA and 1 VCk scores change constantly dur-
ing an adventure. You must keep an accurate record
o these scotes and for this reason you are advised
either to write small in the boxes or to keep an eraser
handy. But never rub out vour biitinl scores.



Although you may be awarded additional skive,
STAMINA and LUCK points, these totzls may never
exceed your Pndad scores, cxcepl on very rare
occasions, when you will be mstroced on a
particular page.

Your skicL score reflects vour swordsmanship and
peneral fighting expertise; the higher the better.
Your sTAMIN A score reflects your general conshitu-
Hom, your will to survive, your determinafion and
overall filness; the higher your s7TaMINA score, the
longer vou will be able 1o survive. Your 1 vk score
indicates how naturally huicky a pemon you arc
TLuck — and magic — are facts of lile in the fantasy
kingdom vou are about to explore.

Batiles=

Y¥om will often come acniss pages in the book which
instruct you lo fight a creature of some sorf. An
aption to flee may be given, but if not — or if you
choose o attack the crealure anyway - you must
resolve the battle as desrrbed below.

First record the creature's sxiii and STAMINA
soores n the Arst vacant Monster Encounter Box on
vour Advenlure Sheet. The scores for each oreature
are given n the book each time vou have an
encounter.

The sequence of combal is then:

1. Roll both dice once for the creature. Add its

LN

sKILL score. This tofal is the creature’s Attack

Strength.

Roll both dice once for vourself, Add the number

rulled to your current SKILL scome. This total 35

vour Attack Strength.

3- If your Attack Strength is higher than that of the
creature, you have wounded it. Proceed Lo step
4. If the creature’s Aftack Strength is higher than
yours, it has wounded you. Proceed Lo step 5. I
bath Aftack Shrength totals are the same, you
have avoided each other's blows — start the next
Aftack Round from step 1 above,

2. You have wounded the creature, so subtract 2

points from its sTaMina score. You may use

vour LUCK here o do additional damage {see

OvET),

I'ne creature has wounded yvou, 30 subtract 2

points from your own STAMINA score. Again

vou may use LUCK at this stage (see over).

6. Make the appropriate adjustments to either the
creature’s or your own STAMINA scores (and
VOur LT CK score if vou used LUCK - 5ee Over),

7. Begin thee next Attack Round by retorming to
your current skiLL score and repealing steps
1—6. This seqoence continues until the STAMINA
score of either you or the creafure you are
fighting has been redoced o zero (death).

[N
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Fighting More Than One Creature

E VO OO TR TNOTE than one creature n a

particular encounter, the instructions on that page
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will tell you how to handle the battle. Sometimes
you will treat them as a single monster; sometimes
you will fight each one in tum.

Luck

At various Hmes during your adventure, either in
battles or when you come across situations in which
you could either be lucky or unlucky (detzils of
these are given on the pages themselves), vou may
call on your luck to make the cutcome more favour-
able. But beware! Using Tuck is a risky business and
if you are unlucky, the results could be disastrous.

The procedure for using your luck i= as {ollows: rofl
two dice_ I the number rolled is egual fo or less than
YOUT CurTent 1.0 CK SCORE, you have been lucky and
the result will go in vour favour. If the nomber
rolled is higher than your current LUCK SCORE, you
have been unlucky and vou will be penalized.

This procedure is known as Testing yosr Luck. Each
time you Tes! your Luck, you must subtract 1 ponl
from your current LoCK score. Thus you will soon
realize that the more you rely on your hock, the more
risky this will become.

Using Luck in Batiles

On certain pages of the book you will be Loid to Tes!
your Luck and will be told the consequences of your
being lucky or unlucky. However, in battles, you
always have the option of using your luck either to

i

inflict a more serious wound on a creature vou have

just wounded, or to minimize the effects of a wound
the creature has just inflicted on you.

i vou have jost wounded the creatore, you may Test
vour Luck as described above. If you are lucky, vou
have inflicked a severe wound and may subtract an

exiry 2 poinls from the creature’s sSTAMIN A score,

However, if yvou ame unlucky, the wound was a mere
graze and you must restore 1 point to the creature’s
sTAMINA (ie. instead of scorinp the normal z
points of damage, you have now scored only 1).

If the creature has just wounded you, you may Test
your Luck to try to minimize the wound, If Yol are
fucky, you have managed to avoid the full damage
of the blow. Restore 1 point of sTamiNa (ie,
ns!ea.-:l of doing 2 points of damage it has done n:'t[\-
- If vou are unlucky, vou have taken a more
serious blow. Subtract 1 extra STAMINA point.

Rememnber that you mast subtracty point rom your
oW LUCK score each lime you Tes! your Luck,

13



Restoring Skill, Stamina and Luck
Skl
Your sk 111 seore will not change much during your
adventure. Occasionally, a page may give instruc-
tions to increase or decrease your sEiLL soore. A
Magic Weapon may increase your SEILL, but re-
member thatonly one weapon can be used ata tme!
You cannot claim two SKILL bonuses for carrving

two Magic Swords. Yolr SKILL S0OTE Can mever
exceed its Inihal value unless specfically instructed.

Chasiimg

Your sTAMIN A score will change a lot during your
adventure as you fight monsters and wnder-
take arduous tasks. As you near vour goal, your
sTaMIn A level may be dangerously low and batiles
may be particularly nisky, so be carctul’

Unlike other Fighting Fantasy Gamebooks, you do
not start your adventure with Provisions. However,
during the course of the adventore, there will be
opportunities for you to regain STAMINA points in
Various ways,

Hemember also thal your sTAMINA score may
never oxceed s Initml valoe onless specifically
mstucted on a page.

Lok

Addifions to your Lvck score are awarded through
the adventore when vou have been particularly
tucky. Details are given on the pages of the book.
Remember that, as with skit 1 and sTamina, your
LUK S00Te mav never exceed its hritia! valoe unless
specifxcally insbructed on a page.

i
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BACKGROUND

Chalice is a small town lying on the banks of Silver
Eiver at the base of Moonstone Hills. Tt has growm
from being merely a cluster of cabins and huts to its
present size mainly becaunse it became an imporiant
trading centre for prospectors seeking gold in the
hills. It was the first safe haven tor merchants who
had travelled west from the Flatlands on their way
lo Silverton. In Chalice they could rest and do
business without fear of attack. There are plenty of
inns and places of entertainment, and if used to be
among the most boisterous towns of Allansia.

But now, as you lock out of the window of your
upstairs bedroom at the Lion inn, there is no sign of
merrimeni. For three weeks the sky has been dark
and menacing. People recently amiving in Chalice
from the east have told of pestilence, plague. dis-
ease and famine moving ever closer to the west.

Only yesterday a story spread like wildfire through
the tywn that someone had discovered where the
source of evil lay. An Elf, flving south on his Giant
Eagle over the southern edge of Moonstone Hills,
noticed a deep fissure in the ground, out of which
rose a putrid-smelling vapour. All around the
fissure the grass was blackened and the trees were
stunted and leafless. As he Aew over the issure, the
Elf said, he saw a scorched and withered hand rise

18

out of the gap, s daw-like index finger pointing up
at the eagle. An energy bolt shot up from the tip of
the finger and burned a hole straight through the
poor creature. It crashed o the ground, but the EI
escaped with his life and walked to Chalice to tell his
t=le.

You are a friend of the old wizard Yartromo, who
Sves on the southermn edge of Darkwood Foresl, and
vou decide bo visit him and relate the Flf's tale, In
the now familiar dusky light of day, you spur your
horse northwards to Yastrome's tower and before
mghtfall vou reach the overgrown path that leads to
. You dismount guickly, siride up fo the huge oak
door and ring the brass bell that hangs in the stone
archway. There is no reply, but suddenly vou are
Spped on the shoulder and you whirl around,
reaching for your sword.

There'll be no need for thal!” grunts the old man
who stands before you, shaking his finger in
sdmonishment. "What are you doing here anyivay,
Sisturbing my peace and quiet? T haven't laid eyes
on you for over a year, and now you just turn up
mnannounced, walk straight through my herb
garden and ring my bell long enough to wake the
dead. Well, what do you want?

19



You smile to yvourself, while you watch the grumpy
old wizard displaying his usual hospitality. "And
what's so funny? he asks. Your expression mm-
mediately changes and Yaztromo frowns when he
sees the concerned look on vour face. ‘T think we
should go upstairs so that you can tell me what i
troubling you. | presume something 5 troubling
you, as | am sure you wouldn't visit me forany other
reason —and | can guess that it has something to do
with this infernal dark sky?"

When you have finished telling Yaztromo the Eif's
tale, he remains sitting silentiy in his old cak chair,
his face as sombre as a grave. At last he speaks,
sighing with every word. Then my worst fears are
realized. The necromancer has risen. Those fools!
Their greed might now bring an end to life in
Allansia, Unless ... Completely purzled by
Yaztromo's muttcrings, you ask him o explain. As
if describing a horrible nightmare, Yaztromo re-
counts the legend of the evil necromancer Razaak,
whuo threatened Allansia one hundred vears ago.

Although he first learned his skills as an apprentice
toa Lawful wizard, Razaak was attracted early onn
life by the dark power of Fvil. He realized that he
could become a great sorcerer who would one day
be able o command evervone to obey him. He had
no desire or intention o wse his magic to heip
Allangia — he wanted the kingdom to be brought to
its knees, He travelled to a remote part of esstemn
Allansia and there he practised his arcane acts. He
quickly progressed through the levels of dark magic
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from lowly apprentice to wizard, and then sorcerer,
=0 that at last his powers were so great that he
became a necromnancer, having spent the last forty
vears in solitude. Razaak then sent messages to all
the nobles of Allansia, demanding that they ac-
knowledge him as their nuler. At first they ignored
him, for none had beard of him. Razask took
umbrage, and in retaliation bmug,hr. phgue and
pestilence to the nobles” provinees, piving them
unhil the next full moon to recognize his leadership.

Many warnors offered to try to slay Rasaak, and
many died in the attempt. But one brave man by the
name of Koll succeeded, and saved Allansia, He
owned a sword which he had found in the Moon-
stone Halls, gri by a skeletal hand osmg from a
mistcovered lake, across which he was sailing a
mit Koll was mesmerized by the sword’s magna-
Gcent beauty. He immediately wanted it for his own
and reached out for it The skelebon made no
sttempl to prevent him, and simply slipped down
nto the muddy depths of the lake as soon as
releasad Lhe sword. Kull was so overwhelmed with
the sword that nothing else mattered & him. Fe
steered his raft 1o the shore and began testing his
new weapon. [ le discovered that nothing could dull
#= edpge, and that he could cut through plate-mail
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armour with ease. He did not realize that the sword
had cnce belonged 1o Raraak, and was the only
weapun in the whole world with the power to slay
him. Razaak, in order to become a necromMmancer,
had had to relinguish all weapons, but there wasno
power strong enough o desiroy his corsed sword.
To try to rid himself of the sword, Razaak threw ot
into the lake, but it sose to the surface in the grip of
the skeleton. For years (he skeleton cluiched the
sword until Kull caught sight of it and took it for
himself. And 50 a bwist of fate took the imvincible
Kull to Razaak, and Razaak was slain at the hand o
Kull by the sword that had once been his own. But
the moment Razaak was slain, Kull's flesh fell from
his bunes and lay in a pile of dust around his skeletal
fest Razaak's magic had condemned him to an
eternal nightmare as a skeleton, unable to release
the aword.

He setsed & hooded robe and fled into Moonstone
Hille, and it is said that to this day he drifls con-
stantly across the same lake on hisraft, clutching the
sword, unable to rest until someone takes it from
him. Razaak’s body was placed in a stone
sarcophagus and entombed in the fissure in the
southern hills. The crypt was sealed by = Lawful
coreerer who decreed that it must remain unopened
for ane hundred and ten years, olherwise the necro-
mancer would rise with 2 host of undead to destroy

all life.

L}

1 can only assume,’ concludes Yaztromo with a
deep sigh, ‘that treasure-hunters found the necro-
mancer’s crypl and opened it unknowingly, Razaak
must be destroyved before it is too late. Oh, but it's
sing to be so difficult. We'll need to find Razaak's
sword and a number of talismans and amulets that
will protect you from the necromancer’s magic. , . I
trust you will volunteer for this mighty task?

Slowly you nod vour head, although your brain is
still spinning with Yaztromo's tale of Razaak and
poor Kull ‘Good,” continues Yaztromo. ‘Now,
don’tworry about the sword: Twon'tlet you become
2 skeleton. Jusi bring it back here and in the mean-
fime |'ll be calling on a few people who can help us.
There is no lime to waske; you must find the lake in
;_-lmn-_tmnelh"m. Restwell tomight and leave at firsl
fight — what little of it there is . . .

NOW TURN OVER

[}
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You are woken, from a nightmare in which undead
oreatures attack vou with swords, by Yaxbtromo
@pping vou on the shoulder, “Time to get up, it's
aimost dawn,” he says in a sleepy voice, Within
twenly minutes vou are outside and mounted on
vour horse. Yaztromo smiles, ever optimistic in the
face of danger, and hands you a small glass phial.
Healimg Potion,” he explains. ‘Enoagh for five tots.”
{Note thiz on your Adventurs Sireef. The Healing
Fotion will restore 4 sTAwMIn A points each Hime it is
drunk. Make a note each time vou drink a tot.) The
old wizard then waves ko you as you gallop off,
heading cast towards Moonstone Hills in search of
the Lost Lake. By midday the hills rise up
threateningly from the horizon, flanking you from
nurth to south, and you wonder how you will ever
find the lake. By nightfall you find yourself at the
foot of the hills where Sibver River flows out on to
the Windward Plain towards Chalice, You decide b
c=mp by the river and make a fire o keep you warm,
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and also to ward off any hunters of the night. The
night passes without incident, and in the morming
you wake feeling hungry. After eating bread and
cheese from your backpack, yvou ciimb on to your
horse and decide which way to head. i you wish to
wade across the river and ride cast info the hills,
turn Lo 255. If you would rather follow the mver
north up into the hills, turmn o146,

2

Three creatures soom come into view and you see
that they have the bodies of humans, but the heads
of rats. They are covered in short fur and have long,
tat-like tails; they have already picked up youor
soent, and are ready to fight. The front Rat Man
whirls a sling around his head and releases a stone
downthe tunnel. Roll one die. Il youroll 1—3, turmn o
133. Lf vou roll 46, turn to 6g.

3
The rock strikes yon on the back of the head and

knocks you unconscious. One of the Rad-Hulks
twists your head sharply and breaks vour neck. The
Rad-Hulks think less of your hfe than ol your
sword, which they can present as a giff to their
rmiasier.

§=f

4
Your outstretched hands fail to grasp a branch and

vous Fall to youor death. Borrd and Symm walch on in
horror, but whether they complete the quest and
save Allansia ts something you will never know,

5

it will not be long before Razaak raises all the dead
of Allansia o fill his army's ranks with Zombies, Ut
will be a great day. | am beginning to believe you,
tut [ will ask you one more senous question, says
Ungoth, rising [rom his throne, How old was
Razaak's father when he died? If yvou know the
answer, tum to the number that was Tamal's age. If
vou do not knosw the answaer, turn to 303.

The Goblins charge up to the top of the hill, scream-
Mg manic war-cries. You jump back on o vour
norse and ride into battle.

SEILL STAMINA
First GOBLIN 5 3
Second GOBLIN 5 f
Third GOBLIN B 5
Fourth GOBLIN b a

Fight them one at a time. Tf you win, hum to 155.
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When you reach the brow of the hill, you are sur-
prised at whal you see. Theee Wild Elf women ane
altacking an adventurer whois wounded and on his
knees, defending himself desperately with his
sword. The EIf women have filed teeth and long,
sharp nails, and are adorned with body paint. They
wicld fiint clubs and knives, and are attacking the
man ferociously. i vou wizh to help the advenhorer,
turn to 44. I vou would rather leave him to his fate,
burn to 162.

B
You roll away from the lifeless Ore and spring to
vour feet, sword drawn, to face the two remaining
Urns who are bearing down upon youw.

SKILL STAMINA
First ORC 8 &
Seoond DRC fi %

Fighl them both at the same time. Both will have a
separate aftack on vou in each Attack Roond, but
vou must choose which of the bwo you will attack as
in rermal combat. Against the other you will rofl for
vour Attack Strength, but yvou will not wound it if
vour Attack Strengthis greater. You must just conmt
this as though you have defended against its blow,
0% course, if its Attack Strength is gpreater, it will
wound you. Thus, during an Aftack Round, you
can omly possibly wound one Ore, but you could
suffer two wounds. If you win, tum o 243
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You land quietly on the floor. You are unable to see,
s0 you tap on the ground i front of you with your
sword. You discover that the lair is very small and is
empty apart from a metal object you find on the
fivor. But you are unable 1o work out what itis by
touch. If you wish 10 take the metal object with you
when you cimb out of the lair, turn to 130, If vou
would rather climb out of the lair without it, furn 1o
164,

10

After placing the ring on your finger, you mub i,
held it sloft, and even try to command it but you are
unable to discover any magical powers in it You
shrug vour shoulders and consider what to donext.
TF you have not done =0 already, you may either try
on the Dagger Ring {turm to g4} or fry on the Skull
Ring {turn (o 265). If you would rather ride east ot
of the Valley of Bones, tum & 360,

ER |
As vou plunge down towards the ground, a man
materializes beside you, golden and glowing. The
Suma simply smiles and says, Twill save vou now,
but | cannot help vou again.” Itthen disappears and,
much to your surprise, the Red Dragon returns and
flies undermeath you, allowing you to drop on fo its
back. The three of you scramble up on to ifs neck
and fly north-west — the Dragon-riders of Allansa.
Some Hime later, after Moonstone Hille come nto
view, the Red Dragon glides down toland. As soon

1z=13

3¢ you have dismounted, the Dragon flies off, leay-
mg you unharmed. You realize that it is only an
hour before sunset, and so you look around for
somewhere to sleep to be well rested to meet your
ultimate adversary. If vou wish to sleep among the
nearby trees, turmn to 257 T vou wish to walk to the
edge of the hills to sleep, turn to 28.

1z
The stone that Symm selects holds the curative
ies needed o combat the touch of an Tce
Ghost. Your body warms up and vou regain con-
sciousness, only slightly the worse for the ordeal.
Lose 2 sTamiN 4 points. Symm tells you what hap-
pened, saving that the Toe Ghosts disappeared
down the tunnel, having failed to touch either him-

==if or Borri. All is quiet, and you set off once more.
Turn o 245,

13
The strong poison acts quickly and you find vourself
unable to move a limb. You fall cut of the saddle
Sead-first into the marsh and hear the hovering
Harpoon Flies land on top of you to lay their eges.
You are stricken with terror at the prospect that it
will be several days before vou die a revolting death.
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You catch sight of the figure again, rTunning from
sehind one tree to another. It is a little humanoid,
=0 taller than a metre. He looks round, stops run-
ming and begins to walk towards vou. You nohce
hzt he has dark skin, pointed ears and cat-ike eyes.
He also has wings. Just as vou begin lo wonder why
5= did not iy away from you, a weighted net falls on
oo of you and the boy-like figure slarts to laugh
sproariousty at you for falling mto his trap. As you
2!l to the ground, it dawns on vou that you have
Sli=n prev to Black Fairies, the most evil of all the
=te people. From the ground vou look up through
e mesh of the net and see three more Black Faines
Bovering i the air. They land, and in less than a
=inute vou are bound hand and foot. They empty
vour backpack and take all its contents, including
faztromo’s Healing Potion. They also ke your
sword. They then begin bo amuse themselves by
putting insects inside your clothes and slugs in your
mouth. Finally they get bored with their games and
v ofl with their spoils, leaving vou at the mercy of
o predators. Test your Luck. If vou are Lucky, twrn
42, vou are Unlucky, tum to 224




19—20

*3
You find a small wooden box tucked into the Troll's
clothing, If you wish to open it, turn (0 388. Allerna-
tively, you can either tip up the cart (turn to 366) or J

walk on, leaving the box and the cart behind (furn to
40).

20

You manage to close the lid before the Rad-Hulk can
stop you, and the cave is plunged into total dark-
ness. But to your horror, you can still hear the
shuffling feet of the mindiess Rad-Tlulks as they
continue to move towards you. Onece charged by
light, they remain animated for at least an hour.
Nuw you mast fight them at a severe disadvaniags
in the dark.

SETLL ETAMINA
FrstRAD-HULK 10 3
Second RAD-HULK 10 &

Fight them one al a fime, but deduct 2 from your
Attack Strength during each Attack Round. I you
win, you may either walk back in the dark to your
horse (turn to 235), or open the box again (tumn o
Ba).

!

21-23

21

It is not long before you are riding along the margin
of the wood again. If you wish to enter the wood,
furn to 215. If you would rather ride on towards
Stomebridge, turn to 363.

22

Symm and Borri are once again victorious, and your
respect for them as swordsmen continues to grow,
A search of the bodies reveals a bag of nuts, a sling
and some stones for shmgshot. Borr asks for the
sling and stones, while Symm sniffs the nuts. ‘They
sme=l] all right to me,” he says. If vou wish to eat the
nuts, turn to 342 I vou would rather hurry oot of
the tonmed, tarmn fo 279.

23

The door of the het appears (o have been smashed
divwm, and vou see two broken armows lodged in the
panelling. You examine the armows and see that
they are the type used by Goblins. A raiding party
must have attacked the fur-trapper. Yoo step warily
it the hut and search its three rooms. You find a
hunting-knife s8ll grnipped by the hand of the dead
tapper, but the Goblins must have stolen every-
thing else. You tuck the knife in your belt and bury
the frapper before remounting your horse and
riding off. Turmn to 53.




24-25

u =

Without your even hawving to think about it, the
Chameleorite  blood triggers a new delence
mecharism in your body. Your skin tums dark
green like the sludge in the pit. and the Gargantis
auddenly loses sight of you altogether, and misses
with its claws, although it can still sense your pres
ence. But Symm and Borri distract its atlenhon by
loosing twn arrows at the giant lorso. The f'.arga]'ll'ui
howls in pain, although the arrows barely prence ils
lough hide, The Garganfis, however, hat ils own
defence mechanism, and in reaction to the pain, 2
gland emits waves of mental epergy of intense
power. If you are wearing a transhacent orystal
arpund your neck on a gold chain, turn to1gy. lyou
are not wearing a crystal, turn e 307.

e

¥ o lift the lid of the chest with the tip of your 5'1m;:n'-|:|
and stand back. Two large black rats immediately
jump out of the chest and Tun 1c-w.1_rds you. One
swipe of your sword cleaves the first in two, ].:H.II:H'IE'
second class its way quickly up your leg, If you are
wearing armont, turn o 162 If your legs are not
protected, furn o 312

A5 spon as vou sitin the chair, iron bars shoot out of
the: arms and across your lap, making it impossible
o move. A hissing voice comes from the mouth
above your head, saying, “What is your number?’ [f
VO Are wearnng an identity tayr, torm to the number
samped on it. If you do not have an idenlity tag,
fum (o 136.

27

The powerful arms of the Demon tighten around
vour midof and squeere the life from your h:}d}r.
The Demon then lumbers off, content that it has
found another source of matrients to feed the earth
of its beloved wood.

28
You reach the hills in less than twenty minutes, and
=oon find a emall cave in which to shelter. You fall
asherp, and wake not long after sunrise (add 2
STAMINA points). The sky it asdull and grey asever
and as you step outside the cave, you notice that all
the grass around s dead, and the tees looked
charred and blackened. Ttcan'tbe far to the fizsure,’



29-30

savs Borr as he steps outside to join you. Tust
ferllow your nose.” ‘1 can smell the stinking vapour
from here,’ agrees Syium as he smErges I.tm the
cave. ‘Come on, follow me.” As Symm strides off
uphill, Borri calls out that he can seca robed fgure
walking towards the cave. If you wish lo wait to
meet whoever is approaching, tum 1o 167 If vou
would rather follow Symm, tum (o 313.

2g

While riding down one of the L‘Et_hills- before the
lake, you notice a rasted fron bax hying at the base of
a tree, Tf vou wish to open the box, lum to205. Ifyvou
would rather press on towards the lake, om 10339

Su - -
Some time later you seea hillock in the distance and

decide to take a look at it, since it is the bnly feature
in the flat landscape for miles around. When you get
close, you see what appears o be an El'lh‘:rl:rﬂt" na
tunnel, and can hardly believe your eyes. "Fr;hu&e
idea was il to go south? asks Borri in a teasing tone-
You unload 1.|.I:l,;E' balloon and hide it with the basket
i the entrance of the tunnel. You release the ox,

FET L

although it seems reluctant to wander off, being
more content o graze on the lush grass. As you
enter the mmnel, the irrepressible Dhwarf says, T
can't hear anything. 1 thought these tunnels were
supposed to howl." ‘Let's wait unkil we get ingide,
vou short fat buffoon,” laughs Symm. ‘Maybe when
vou see the Gargantis beast, you'll start to howl!'
You draw vour swords, hight the torches that you
have brought with yvou, and walk guardedly down
the tunnegl. Fve minotes later you amve at a junc-
ton. f you wish to turn left, turn to 222, If you wish
to burm right, furmn to go.

31

You peer into the darkness of the Hellcat's lair, bul
cannot see anything. By lving on the floor and
reaching down with your sword, you can just touch
the bottom some bwo metres below. If you wish to
jump down intn the lar, tum to g, If yoo would
rather walk down the narrow tunnel opposite, turn
10 297.

3=

The cheese is dryv and hard, bul still nourishing,
Add 2z sTamina ponbs. After you have Bnished
eating, you decide which way to ride. I you wish lo
amtinue ndng towards the wood, tum to 203. If
vou would rather head east up the hill, tuen to 280,




33734

As vou ride over the crest of the hill, vour question is
quickly answered. The plume of smoke is rising
from the dving embers of a wooden hut burnt to the
ground. An old gold-miner with an arrow in his
stormach is lying motionless, propped up against a
barrel. An axe lies by his side. If you wish to see if he
s still alive, furn to 52. If you would rather press on
east, turm to 261.

34
Unce past Darkwood Forest, you drift over the
western edge of Moonstone Hills where you had
trekked two days previously, You recall the
cangers. not least Koll and his cursed sword, buat
ihe peaceful fight in the balloon Glls you with hope.
An hour or so later, Bomri points and says, “There's
the Forest of Spiders on the horizon. It's geing to be
a bit rsky landimg, but if that's where yon want to
te, I'll do my best.” If you still wish to land in the
torest, tom to gg. AltEmatively, yvou can ask Bormi to
go an either to the Western Flatlands (turn to 135 or
o the Plain of Brmee (form to 230}
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35 -

'ves, Port Blacksand is a ity of thieves, confinues
Ungoth. You breathe a sigh of relief and prepare
yoursell for the next question. ‘Az you know,
Razaak has already secured fhe support of all the
[rolis of Allansia. Our friends the Trolls have some
peculiar habits, memuﬁtridicuhmsnfn:hia:_hi-s thir
delight in eating Hobbits' ears, espediaily in a com-
petition, What is the record for the most eaten al
once? The thought of the disgusting spemJe fills
vour mind and you have difficulty concenlrafing on
the answer. However, if you know it, turn to thee
number equivalent to the current Allansian record.
1 vou do not know the answer, tum 0 303-

36

Unable to sleep properly again, you spend a restless
night thinking about the task ahead. As soon as it
light enough to see, you mount your l'_mrse and sel
oif east once again. You climb the highest hill in
order to get a better view, and can hardly h-?hn_:ue
your eyes. A lake, no more than two hmirs nde
awiy, lies in a valley b the south-east \:'"i'lﬂ1 e
heart and determination, you spur your horse
kwwards it Turm to 178,

3739

37
After crossing Catfish River, you soon leave Dark-
wood Forest behind. The Pagan Plain stretches out
Sefore you and you wonder whether the graveyvard
= nearer Mirewaler or nearer Stonebridge. I yvou
wish lo nde towards Mirewater, tumn to gs. If vou
wizh o nide towards Stoncbridge, turn to 142,

The rod can affect only one being at any time, If vou
nope to use the rod against the Gargantis, you must
mentally relesse the creature you paralvsed
previously. Did vou use it against:

A rabbit? Turn 311
A hawk? Turntoizz
Aboar? Tum to 368

- 39

Reeping a firm grip on the reins, you are able to stay
m the saddle. Suddenly three evil-looking creatures
malermabize as if by magic to' ambush vou. Turn to
219.
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- b g Lo
The tunnel spon ends at a junction. Looking right,
you see that the tunnel continues straight on as far
“s vou can see. Looking left, you see that it soon
comes to a dead end. There is something of Som
body lying on the floor at the dead end, and youcan
hear the unmistakable squeak of rats. 1 you wish &
o left, turn to 202, If you wich to go right. tum o

3.

31
Y¥ou uncork the phial, walk up to 1he Zombie and
throw the water at it, Teeats ke acid into the undead

being, causing smoke (o rice from its flesh. Roll one

die. [f vou roll 1-5, furn 10373. If vou rofl 6, tum o
74

2=44

42

You struggle with your bonds for almost an hour,
tut merdfully no creature catches your scent, You
strain until you pull a hand free at last and untie
vour feet. Your wrists are bruised and bleeding,
Lose 1 sTaMINA point, and also 2 sKILL points for
the loss of your sword. Luckily, your horse has not
wandered far and soon you are back in the saddle
and riding out of the glade, galloping easl. Turn lo
150

43

You land on the ground with a thump and attempt
o fold up the balloon before the whirlwind hits. Itis
almost impossible to stand up in the gale, but you
strugple as best as you can. You roll boulders on top
of the flattened canvas and then e down in the
shelter of the boulders. Test yowr Luck, I vou are
Lucky, turn to- 132 If vou are Unlucky, fum o 20,

44
Cach taking on a Wild EIf, you charge into battle.
WILD ELF

if vou win, turn to 213,

SKILL 7 ETAMIMNA O
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15

fou stand to one side of the metal box, fearing a
Tap, and Lift up the lid with your sword. The cave is
immediately bathed in brilliant white light. which
shines outl from the box and i= so Intensely bright
that it hurls your eyes. Squinting through half-
dosed eyes, vou see that you are not alone. Ani
mated by the hght, two Rad-Hulks lumber towards
s from the back ol the cave. They are hairless and
aave sallow skin which bulges with pulsating red
vemns running up and down their bodies. Although
olind, they can sense your body heat and movein to
touch vou. Will you:

[ry to dose the hid of the box? Turn to 37z

Tum and run? Tuen to 395

Fight the Rad-Hulks? Turn tir 143
46

The cheese is dry and hard, but still nourishing.

b Add 2 sTaMING pomnts. After you have finished

exfing, you decide which way to ride. I you wish to
rontinoe east, tomn ko 280, If youo would rather nide
sack down the hill and head north towards the
smiall wood yina can see in the valley, tom to 203
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47 :
There is nobudy in all of Allansia who has survived
the chilling touch of an Ice Ghost a second fime, and
youl are no exception. Turn to 357-

48

Jella is true to her word and some of your wioumids
immediately start to heal before your eves. Roll one
dieand add 2 to the number rolled. Add this num-
ber to vour STAMIN A score. After telling Jella brietly
ahuut your quest, she wams you that theee are 2 Jot
ol Boulder Beasts in the hills and that you should be
careful. You thank her and bid her farewell before
riding off west. Tum to 382,

it

it e

43
You sleep lightly fadd 5 sTaAMINA point), untl you
are wukeFr.u bgrh{h}_- shouting of Symm. “Look! A speck
in the sky over there, and it's moving towards us”
You stand up and peer towards where Symm &5
pointing, and suddenly your heart sinks. lum to
152,

After screwing the bwo E:hﬂ of the rod together.
vou decide to find out i it has any magical pro-
porties. You tap il on the ground, bui npﬂ‘qin;w_
happens. Finally, vou pointifata rabbit runming by.
and see, loviur amazement, the rabbit stop dead in|

51

its tracks. You walk up to the rabbit and discover
that itis completely paralysed. You now havea Rod
of Paralysis at yvour disposal. Add 1 tuck point.
With your spirits high, you ride vut of the wood,
north-east lowards Stonebridge. Turn o 234.

51

Lroping around in the dark, you find that the room
= very small and completely empty, You turn o
walk outmio the chamber, when suddenly the door
slams shut You hear the bolts sliding home and
womebody laughing. You hammer on the door with
vour fists, but to no avail. You are trapped in total
darkmess. You sit down on the cold floor and wait in
the hope that Borri and Symm might rescue yvou,
Indeed, they do come after you, but meel an un-
tmelv end in the tunnel. As the hours pass, vou can
only contemplate death by starvation and the doom
that now awaits Allansia.




L

52 )
Yuu press your caragainst the old man’s chest Heis
alive, but only just. You try to give him water from
the barrel, but he conghs and greans and is unable
to drink because of his stomach wound. Slowly, his
eyes open alittle and he starts o speak in a laboured
whisper: ‘Ores | . . four of them . . took my gold
and food . . - headed east from here . . - be careful
of angbush . . . ook inside barrel . . . take the . .
But he never finishes the sentence, and his Jast
words are lost in his dying breath. After buryimg the
old man, yvou decide o tip up the water barrel, but
not before drinking your fill. Add 157 AMINA poinl
When voul investigate the empty barrel, you nofice
that il has a false bottom. You prise it open wilh
your sword and find a gold nuggcet worth 10 Gold
Picces, a knife, a phial of clear liquid labelled Toly
Water' and a translucent crystal hanging from a gold
chain. After putting the nugect and the phial in
your pocket and placing the knife in }jnur‘h:li. you
examine the strange crystal. Tf you wish to put the
rhain around vour neck, turn to 352 If you would
rather leave it and ride south-east Lo avoid the Ores.
furm e 137

53755

53

Two hours later you are deep in the hills. You gaze
up at the sombre grey sky, scanning it for winged
killers that might swoop down to attack. There are
no flying creatures to be seen, but an unnerving
silence sends a shiver down your spine, Suddenly,
vour horse whinnies and rearsup on toits hind legs,
Roll two dice. If the result is the same as or less than
vour SKILL, tum to 3g. If the result is greater than
Vour SKILL, turm to 298

Fortunately you are not confronted by any crea-
fures, and you are able to make your way out of the
tunnels. Tom to 279.

T

35

Svmm dispatches his adversary moments after your
own is defeated. You walk into the hut, but find ho
frace of Yartromo. Symm looks around outside and
==ys, "There was a struggle here and it looks as if the
old wirard was dragged off into the forest. Tt will
be casy to [ollow their tracks.” You wonder why
Yardromo did not nse his magic against his Kidnap-
per. but do not tell Svmm your fears, Whoever or
whatever forced Yaziromo into the forest must be
very powerful indeed. Without any Further delay,
vou unfie vour horses and ride off north, with
Svmmn leading the way. Tum to 377,
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s

o more loe Ghosts appear when you pass between
the statues, and you follow the tommel a5 it bends to
the right. In a few minutes you hear more noise up
ihcad, but this ime it sounds like the deep grunt of
2 huge beast. You walk on until the tunnel opens
sist on B0 2 ledge near the bottom of a degp it A
foul smell of rotting slime fills your nostrils; the
stench comes from the thick sludge which covers
the bottom of the pit just below the ledge. Two legs,
green and scaly, rise up out of the sludge, and your
eves follow them upwards to a huge torso, which
endd= in a gnarled head, with a gaping maw ringed
ov rows of long spiked teeth. In the centre of the
lorehead vou see a white, spiral-shaped hom.
Although the Cargantis-has poor sight, it senses
vour presence and reaches down towards the ledge
with its giant clawed hand. You jump back into the
safety of the tunnel beyond the reach of the Gargan-
8s. You tell Symm and Born that vou mtend to step
nto the sludge-filled pit while they fire arrows 1o
distract the Gargantis. With the plan decided, vou
draw your sword and walk once more to the ledge.
The Gargantis lets out a fearful roar and swipes at
v with its dawed hand. If you have daubed
Tourself with Chameleonite blood, turm to 24, Ifvou
save not, turn 1o 349.

37
Ihe rock hurtles past your head, missing vou by
L =illimetres. You do not stop to look back, but run
sut of the cave to vour horse. Tum to235.
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58
You are tow weak to run. You stagger down the

tunnels as fastas you can, but do nol reach the steps
in time. ¥You have saved Allant-'i_a from eternal
diwom, but the cost has been your lite.

53
You pass over a small hillock and ses what appears
to be the entrance to 2 tunnel. You call in excitement
to Borr to land, and he immediately releases a
from the balloon. You drop gently down until Born
tells you to hold on fight as you are about (o land.
The basket hits the ground with a thump and rolis
over, but nobody is hurt. You are all m gpod spmis
and hegin to laugh as you try to disentangls

vourselves from one another. You fold up the de

Hated ballpon and hide it with the basket in the
entrance to the tunnel, Tet's hope the Garganhs

beast is not just a legend,” says Symm, “although &
might regret having said that later!” You draw yous

swords, hght torches that you brought with you,

and walk guardedly down the cloping funnel. Five
minutes later you amive at a junction. i you wish {0

turn lefl, turn to 222, I you wash 1o tum nght, tum
ter go.

Go—hz

]
You manage to manoeuvre your horse so that you
=an fight the Coblins one at a time.

SKILL SITAMINA

Frst GOBLIN 5 3
second GOBLIN 5 =
Third GOBLIN 6 3
Fourth GOBLIN & £
= vou win, turmn to 116.

b1

Al the other end of the fissure, vou find a lever
protruding from the rock wall. U you wish to pull
down on the Jever, torn to 321, Alternatively, you

- z2n do as Symm suggests and squeeze through the

rack in the wall (tom to 347).

Bz

.Tmmﬁm&ciustinﬁm&nnddndgn his out-
- strviched arms. He lands heavily on the ground,

curses loudly in Orcish, and shouts at the other twe
o dose . You are surrounded, but have the advan-

SKILL STAMINA
First ORC 6 5
- Second ORC A &
Third ORC £ 5

Fizht them one at a ime. If you win, tom to 243,
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63 |
You know that the village of Mirewater is inhabited

by a race of evil Dwarfs who are in permanent
conflict with the Thearts of Stonebndge. As you
near the village, and siill fail to find the graveyard,
von wonder if it is wise to continue west. You draw
vour horse to a halt to conter with Symm. “Sorely
the haunted graveyard is going to be near Mire-
water,” argnes Symm. ‘Let’s keep going.” If you
wish to keep riding west, turn 1o 286. Tf vou would
rather tum around and ride towards Stonebridge

tum toza

You scoop up a handful of water and pour it om to
the sludge. The rising vapour quickly thickens and
fills the bottom of the fissure with a cloud of poison-
ous gak, caused by a chemical reaction. You stari lo
cough uncontreliably and your eyes stream with
tears. You find vourself unable to breathe and soon
fall silent to the ground.

b5-67

05

A search through the Goblins' canvas bagy vields 2
Gold Pieces, come stale cheese and a cracked mirror
with a silver frame. You packaway the gold and the
mirror and examine the cheese, I you want ko eat it,
twmn to 32. If vou would rather throw it away, you
may cither contimue nding towards the wood (barn
1 203} or ride east up the hill (hurmn to 280).

L]

Ihe Hamaketan spell i cast and an invisible barmier
forms around you. Hundreds of stinging insccts fly
into the barrier, until a dark dome forms around
vour But frustrated by your unexpected defence,
Raraak dispels the insects to use even more power-
ful sorcery against you. If you are carrying the
Defender, tum to 271, If you are not carrying this
item, turmn o 209

b7

At the end of the valley vou are forced to ride up into
the hills agaim, but the rest of the day passes without
further incident. As night falls, you wonder where
0 make camp. In the distance, you see the glow of
whal looks like a fire, but it is now oo dark to make
out who might be sitting by it. If you wish to ride
over to the fire, tum to 183 If you would rather
camp down for the night between some nearby
boulders, turn i 399.

T
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After galloping alomyg the edge of the forest for
another two kilometres, you catch sight of the
wooden hut set back against the trees. You tie your
norses to a nearby tree and then walk warily to the
open door. But instead of being greeted by your old
frend Yaziromo, two robed skeletons appear at the
door. They have sparkling red eyes which glow
eerily, amd you realize that they are under the
control of another force. They must be Demonic
Servants, recruited by Razaak. The two mindless
servants step quickly forward, ready to meet the
sharp edge of your swords with their bare hands.
You move away from Symm to give yourself more
mom o wield your sword against one of the
Servants,

DEMONIC
SERVANT SKILL B STAMINA T

fight the Servant as nommal, but if yvou win two
consacutive Altack Rounds, the spell animating its
body will be broken and it will collapse into a pile of
bones. I you win, turn to 55.

fa

The sharp stone flies harmlessly past your head.
Before the Rat Man has time to reload its sling, you
cdose in to fight it with your sword, while Borri and
Svmm take on the other two.

EAT MAN SKILL 5 STAMINA fi

If you win, turn to 22.
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g
Axs vou approach the pile of bones, you are assailed
by a salvo of bones, frantically thrown by the hittle
man. If you wish to attack him, tom ty134. U vou
would rather call cut and tell him that you mean him
no harm, turn (o 343-

F -
As you spur your horses towards the Dwarfs, they
both fire their crosshows. Test yoar Lick. 1 vou are
Lucky, turn to 126 If youare Unlocky, tum to 378

72
The vapour-like bodies of the loe Ghosts close
fast, but you manage to evade them. Symm and
Boreri alsp manage to dodge the loe Ghosts. You
watch them disappear down the funnel, and all
becomes quiet again. Watchful for more Ice Ghosts,
you press an down the tunnel. Tum to 245

7374

You are soon out of the glade, galloping east. Tum
aso.

74
The Fombae shom ps to the floor and does not move.

You search quickly through its rags and find
nothing of interest apart from fve black candles, But
aromnd ifs neck you find a copper identity tag with .
the number 283 stamped on to it. You remove the
tag and hang il around vour own neck on its rosted
chain. If you still wish to keep walking down this
branch of the tunnel, turm to 237. I you would
rather burn back, and walk past the T-junction and
zlong the other branch of the tunnel, tarmn to 199.




il

?.5 -
You do nol feel any different with the talisman

around vour neck, nor do you discover any magicat
wers. You devide not to waste any more me,
and you set off for Yartromo's tower. Tum o 304.

6

The colour in the old man's cheeks suddenly drains
away, He turns and runs away as fast as his legs will
carry him. You shout at him to stop, but he ignores
your cries, ‘Never mind,’ says Borm. "He mlghf];usl
as easily have been one of Razaak’s followers. Lome
on, we must keep going.’ Following Symm up the
hill, you can't help feeling that it was a mistake not
to tel] the truth. Turn to 333.

¥
By the time your horse reaches the top of the hill, it
i« panting heavily and is obviously too exhausted to
gallop any further. You look arcund and sec many
rocks and boulders strewn about. You jump down

=&

quickly from the saddle and begin pushing the rocks
and boulders down the hill towards the omcoming
Goblins. Roll one die and deduct 2 from the number
molled to determime oy many. Goblins you bowl
over. I vou knock down one or more Goblins, turn
o r13. If vou fail to knock any down, hurn to 6.

78

Borri gets bored with Irying to open the seclion of
will and decdes to sit down on the floor. As he
leans his back against the wall, a small square
soction presses tn, and at the same time, the wall
section opposile him swings oul. Syoun shakes his
head in amarement and says, Trust the lazy Dhwart
to sort out our problem. Stll, we shouldn't com-
plain about his lock when it's in ecor favour.” lold-
g his lorch in [ront of him, S5ymm peers inlo the
new passageway and says that he canmot see any-
thing because Lhe passage turnstett, bul he can hear
an unnerving notse, like the sound of bones being
chewed by some large creature, If vou wish to
investigate, tom to 269. If you would rather walk
back to the junction to try the other passage, turn to
23
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79
Ahead, you hear a rumbling sound, like wheels

rolling over the rock floor. A figure slowly comes
mito view from out of the shadows, pushing a carl
ipaded with bones. It is an ugly, muscular creature
with long arms that end in sharpened claws. [thasa
Srooling mouth, from which long teeth protrude
Ske fusks. On seeing you, the Cave Troll grunts,
reieazes the cart and lumbers towards you with a
r=ised chib.

CAVE TROLL SKILL 8 STAMIKA O

A
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The Cave Troll attacks you, but Symm (sx1LL 10)

an<d Borri (SKILL §) can also attack the Troll. There-
tore, you have three attacks against the Troll against
me in return. If you win, tum to1g.
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Bo
As soon as you touch the id of the chest, you hear
the sound of scurrying feet coming from inside — 2
seratehing sound like that made by 2 rodent. It you
still wish to lift the lid, tum to 25. Allernatively, you
can either break the globe, il yoo have not done so
already (turm to 367), orleave the cave (tum to 386).

Aboutan hour later, a hooded figure steps outof the
fissure dressed in ragged black robes and carrying a
black staff. The figure looks from side to side, and
you see that its head is skeletal, but has glowing red
eyes. A Demonic Servant,” you winsper. °L- 1] :n]:? it
with my sword.” Sensing mwo danger, the Demoric
Gervant drops (o its knees and begins a nrual of
bowing and chanting. You seize your chance and

Ba—83

run at it, sword in hand. Totally unalraid, it meets
vour blow with its bare hands, and VO are sur-

prised by its uncarthly strength.
DEMONIC
SERVANT SKILL 8 BTAMINA 7

Fight the Lesser Demon as normal, but if you win
twooonserofive Attack Eounds, ‘thEHPE.'“ animal‘iﬂg
its body will be broken and it will collapse intoa pile
of bomes. If vowr win, turn tog3.

Bz
The cave is immediately bathed in white light again
4= suwn as yon [ift the lid of the box, Youn explore the
back of the cave and find a wooden crate. If you
wich to break the crate open, tum to 295. If you
would rather walk back to your horse, turn bo 235.

83
Tou yust manage to hold on to your sword as you
fall, and are immeditely locked in combat,

APFE MAN SEILL B
After three Attack Rounds, turn to 254,

STAMINA T




Bg—86

You know what you have 1o do to completely de-
stroy the necromancer. You pull the white homn
frivm vour robes and plunge itinto Razaak's chest. A
soul-chilling scream breaks the silence of the arypt
and within seconds nothing maore than dust lies on
the floor where Razaak had fallen. The mist falls
away and you see the great stone sarcophagus
which Raraak lay for over one hundred years. I you
wish to look inside the sarcophagus, tum te 390. If
you would rather leave the crypt as quickly as
pussible, turmn to 233.

85
You fall down an unseen pit, built by the fur-trapper
who used to live in the hut. Roll one die and deduct
the number from your STAMINA. Aching and
bruised, yvou cimb out of the pit. Tum to 23

Bb
Unknown to vou, the bone beetle is an Amulet of Tl
Fortune. Lose 3 LUCK points. [ts previous owner
had found it only three days before his death
Finding nothing else of interest, you walk along the
other branch of the tunnel. Tum fo 315

g7-8g

87
You explore the back of the cave and find a wooden
crate. I you wish to break the crate open, tum to

295. If vou would rather walk back lo your horse,
turn bo 235,

&

You tofter on the edge of the pit, but just manage to
keep vour balance. Before the Gargantis has ime to
attack you again, Symm and Borri distract its allen-
Hon by loosing arrows at 1bs glant torsa. The Gargan-
tis lets out a roar, although the arrows barely pierce
iz kough hade. Bot the Gargantis has an inskinchive
defence mechanism which is triggered by pain. A
gland in its neck emits waves of mental energy of
miense power. U you are wearing a transhucent
crystal armund your neck on a geld chain, m to
193. If you are not wearing a crystal, tuen 1o 307,

8g

If o wish to tie your horse up to a tree and trudpe
through the thick undergrowth ko find the Demon's
lair, burn to 319, 1f vou would rather ride out of the
winod as quickly as possible, turn to 168.




go-g1

9o
The tunnel twists and tums, and vour torches cast
serie shadows on the rough walls. Suddenly you
sear footskeps marching towards you, and you
meady yourselves for combat. Six ugly creatures,
rery much ke 2 blend of Ore and Troll, with large
=75 and tusk-like teeth, march into view. They have
ong. wild hair, plaited with bones, and their
ermour is made of large metal plates with protrud-
=2 spikes and studs. The Doragar are berserk war-
sors who revel at the opportunity to inflict wounds
with their cruel weapons. Choosing two opponents
#2ch1, you run into battle.

SKILI STAMINA
rirst DORAGAR 3 7
=econd DORACGAR G 1

% you win, tom to143.

91

You guickly ight the candle, knowing that vou have
<= than an hour to save yourself {rom a terrible
=te. Franbically, you begin to search in the lght of
S candie for belladonna. the only plant known
Sat can cure the disease. Test your Duck. Tf you are
“ucky, tum to 335. If you are Unlucky and fail to
&nd the plant, tam to 317,




93

When vou have relaxed for a while, come out to the
S=ck and I'll show vou something special. Just give
me a few minuotes to get it ready. Yaztvromo told me
- all zbout your quest and at last 'l be able to put my
mvention fo the test!” Borr says enthusiastically,
T=n minutes later, your curiosity géts the better of
¥ou and you walk outside. Turm to 353.

g2
Although yvou are not disturbed during the night, an
Elvin flies silently into the camp and steals three
items from vour backpack {deduct three items Lrom
your Equipmen! List). Without being detected, the
mischievous hittle creature flies off with his lood, ang
you discover the inexplicable thedl in the moming.
Bemused, vou set off lowards Stonebndge. Within
an hour, you reach a bridge which crosses a cle=r
stream and leads yvou into Stonebridge. You recoz-
nize a couple of the Dwarfs walking along the street
and ask them where vou might find Borm In the
stable at the other end of the village,” comes the
reply in unison. You dismount and walk vour tired
horses through the village, nodding t0 a few mone
Chearfs whom you recognize. You knock on the
stable door and are greeted by a cmiling Dvward with
chubiby red cheeks and a long beard. Tlello!” he savs
cheerfully. *My name is Borm and you must be
Yaztromo's friends. I'll lake care of your
whilee you help yourselves to a hearty breakdast -
there's plenty for evervbody. Come in and =2
dowwn * You enter the stable and cat until you feel 2
though vou are bursting. Add 2 sTAMINA poinis

93
You sirip the Demon of its tobe and put it on,
pulling the hood well over vour head. ‘That's youo
sorted out, but what aboutus? asks Borri, You reply
that you think you should go alone, o as to attract
=5 attention. Borri and Symm argue against your
‘ea, but they see your point that, without dis-
uises, they would hinder rather than help. They
fsree 10 wail three hours for vou and then come
after you, if vou haven't returmed. You shake their
Sands and walk down the steps into the dark depths
o the fissure. The foul air makes you heave, but you
@y on regardless. Your eyes gradually become



o4

accustomed to the gloom, and your nose even gets
used ti the foul stench. When vou reach the botlom

viu see Lhat the vapour is rising from a large stone |

bowl, comtaining & thick red liquid, winch glows as
though it were molten metal. No heatis given off by

the shidge, just the nauseating smell. You also see

water in a nearby rock pool, and it occurs to you to
pour the water on the sludge to stop the vapour

rising. Il vou want to do this, tumn to 64 If vou

swould rather press on to find Razaak's oypt. turn i
181

%4
After placing the ring on your finger, the hoodes
cloak of the Bonekeeper tises up from the ground
and hovers in front of you. A dagger appears from
nowhete, clutched by an invisible hand protruding
from the cloak. The cloak moves swiftly and silendls
towards you, releasing the dagger straight at you
The Spirit Avenger's aim is Lrue and you are struck
by the dagger. Roll one die. 7 you roll 1, tumn to227
If you roll 2—4, tum ta 246. I you roll 5 or 6, tum &

314.

e e ci—

——

9590

You ride for several hours, but do not come across
the gravevard. To the north you see a small wood on
the banks of Red Eiver and to the west you can just
see the roof-tops of the village of Mirewater. Will

WIHLE

Ride north to the wood? Tumn tir 273

Ride west towards Mirewater? Turn to 63
Ride north-east towarnds

Stonebridge? Turn to 363
g6

Not trusting anybody in this dangerous land, blind
or not, vou keep your distance from the old manand
ask him where heis going. ‘To see my old friend the
Healer,” he replics in a soft vowe. Tle hves in
Moonstone Hills. But what brings vou here?’ If vou
wish toreply that vou intend to slay Razaak, turn to
179. li vou wish to reply that you are a servant of
Razaak, tumm to 76.




9798

97
The river is wide, but not very deep, and you have

no trouble in crossing it. You ride up the hill, and 2=
you & ch the cave you see that & well-wom
j:athmns put from ils mouth and down the hill. You
climb down from the saddle, tie vour horse toa rock
and walk up to the entrance. The cave 1= dark .ﬁmd
you cannot see far beyond the entrance. If you wish
to enter the cave, tum o 310. I vou would rather
tide back down the hill and follow the river up the
valley, turn to 284

48
Some objects in Allansia are magical, others are not

it would be a strange world indeed if 2 tiny rat skoll
could be used to overcome the giant Gargantis. Yoo
throw the skoll hopefully at the giant beast, but 3
merely bounces off its leg and drops with a plop inte
the slime, Lose 2 Luck points. There is no lime &
use another itemn, as the Gargants is almost on top
of you: you must rely once again on your irusty

sword. Tum to137.

99—102

Born releases air from the balloon, and pradually
wou begin your descent. The (rees seem to grow
Szger by the second as the balloon drops down.
Sormi yvells a command for you to hold on tight as
wou are about to land. Roll ome die. H youo moll 1, turn
=247 Uyourolla or3, turntoz93. Eyourcll 4, 501
& tum to .

T
After a long day's ride, vour horse is far from fresh.
2 vou stopped to rest and water your horse at the
=ream, turn to12g. If you did not stopat the stream,
= o 350.

ml
¥ vou have a phial of holy water, turn to 31. Other-
wize, you must fight the Zombie with your sword
= o 3l

102

here is 3 strange iridescence given oft by the jewel,

Sul you are unable to trigger off any magical power.

Yoo shrug your shoulders in disappointment and
e off towards the lake. Turn to 339.



103

o

SA=hough you are reluctant to part with your sword,
e are convinoed that the unseen man iz telling the
=uth As soon as your sword is out of vour hand,
e man steps out from behind a teee into the light of
= Gre. He is tall and dressed in a dark green tunic.
= pulls back his hood and extends his hand in
weeicome. You sit down by the fire and feast vourself
e delcious duck and wild mushoooms, Add =2
TN A points. The man tells vou that his namie is
svmum and that be 5 a hunter and tracker, There is
seshing [ cannot follow and nothing [ cannot shoot
#e says in a jovial voice, while wiping his mouth
maih the back of his hand. ‘But what brings you to
Sesc barren hills? You decide to tell Symm about
Beraak and the threat to Allansia. When you have
Snshed, Svmm looks at you seriously and says,
And | nearly put an arrow through you! | must
make it up to you somehow. T therefore offer you
=y services. | am sure vou will find my skills of
Some use. YWhat do you say? You decide that Symm
=uld be a valuable ally, and you acoept his offer.
St a good night's sleep you both mount your
Sorses and ride off west. Symm takes the lead,
=oosing the easiest and most direct way out of the
Slls. By late afternoon vou are almost at the edge of
e hills, when Symm notices two figures crouching
Sown behind large rocks up ahead . “Wild Hill Men,’
® 8 c=lls out to you. “They think | haven't seen them,
= and they will jump out at us when we ride by. Do
B sou want to practise your swordplay or shall weride

around them? If voo wish to fight the Hill Men,




104—106 107=100

turm to 196, If vou would rather ride sround them
turn to 327-

104
You carefully Hift the lid of the box and find that
contains mercly empty bottles of Warthog Stout, ¢
favourite drink of Trolls, There is also a book whi
is published by the small brewery f':mitled Th
Wirthog Hook of Troll Records. Born gnmaces 2
says, ‘Ugh, Warthog Stout. How can anvbody dn
that ditch water? Trolls are so disgusting, they
drink anything. And they can’t even read, sow
this book gels PuHiﬁhEd is 3 mystery to me. i (118
wouldn't mind a quick read $0 see how stupid T
can be.’ If you want to rest for 2 while and let
read the book, turi to 266.  vou want to tell him
leave the book and press on along the tunnel,

to 4o,

107

- fou are only winded by the fall. Lose 1 sTAMING
- point. Lockily, vou shll have hold of your horse's
==ins; bul you do not have time to jump back into the
dle because three evil-looking creatures sud-
Zenly materiahze as if by magic to ambush you.
S to 239.

108

Ves, that i correct,” says Engoth. Twill now let you
=ntvr the crvpl. Go through the granite door. You
mow the combinatom, of course.” Almostunable to
walk due to nervous expectalion, you walk over to
e granite door. Yoo see a row of nine metal rods,
sumbered 1 to 9, protruding from the wall, If vou
w which three to pull, urn to thal number, If
wou do ot know which enes o pull, furm to 291,

105

‘he Rad-Hulk grabs hold of vour arm and prev
vou from shutting the box. You have no choice
to fight for vour life. Turn 10143

0

The man is a skilled bowman. Despite the darkness,
is invariably lethal at such a short range. His
row flies toweards vou, but lodges in a low branch
! hangs down unseen in the dark, You ride oif al
speed before he has time to fire another armow,
ihen you are satisfied that vou are far enough
a2y from the bowman, you camp for the night in
shelter of some boulders. Turn to 399.

106
Yuu fall screaming to your death, and allm
is now lost.




13=111

110

You are transfived by fear, unable tomove a musce.
Your eves are locked wide open with horror as you
watch the Hellcat maul your two statue-like friends
to death. Then it leaps at you, its fangs dripping
with blood, and bites deep into your throat
Razaak's pet has sealed the fate of Allansia.

The helmet fits tightly on your head and is quite
uncomfortsble. You decide to take it off, but find
that it is impossible to remove it. Lose 1 LUCK point

You have the misfortune to be wearing a Helmet of

Ageing, and you immediately age thirty years. Your
body feels tired and more feeble than before: deduc
5 STAMINA points and = SKILL points. With this

new problem to precccupy you, you consider vous

options. If vou have not done <o already, you may
gither examine the rod (turn to 360) or open the
backpack (turn to 175). If you would rather return 2

your horse, turm b 229,

112-114

112

Symm searches for five minutes without sucoess.
Suddenly, you hear the sound of the howling wind
start up again, and look behind you to see the three
lce Chosts flying back down the tunnel. Their
mouths are open lo let out their horrific screams.
Ihers s nowhere to hide, and you ready yvourself to
dodge them as they cose in on you. Roll two dice
three mes. If any of the totals is greater than your
sk1LL score, turn to 383. [f all the totals are the same
&3 or less than your SKILL score, turn to 323.

113

Unable lo sleep properdy again, you spend the rest
of the night thinking about the task ahead. As soon
as it is light enough to see, you mount your horse
and set off. You cdimb the highest hill in order to get
a better view. Looking north-east, you can hardly
behieve your eyes. A lake, no more than a two-hour
ride away, bes in a valley. With your spirits revived,
vou spur vour horse towards it, Tumn to 178,

.
You are only some twenty metres above the ground
when the whirlwind hits. I incedible power
tosses the balloon up and over, ripping it apart as
though it were a wet paper bag. You are carried
some five hundred metres by the swirling spiral
before being thrown out and falling to your death,

m
~
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115

As socm as you unbaolt the door, it is pushed open by

' three disgusting creatures. Resembling giant flying
slugs with no eves, but with large gaping mouths
and spiked teeth, the Lava Demoms circle around

. you. Suddenly they stop and hover above your
Eﬁ_ff head. They have no wings, and you wonder whal
‘ﬁ-—'&.‘"‘hﬁt .'-;:" keeps them in the air. Then vou remember that Lava

fi =

: Demons metamorphose into Fire Imps just as cater-

2.1 pillars become butterflies. As the first Lava Imp
swoops in to attack vou, you suddenly laugh al

l vourself for thinking of butterflies at such an in-
appropriate mroment.

SKEILL STAMINMNA
First LAVA DEMON 6 4
Second LAVA DEMON 4
Mhird LAVA DEMON 4

o un

Fight them one at a time. If vou win, turn to 309,

11b
A search through the canvas bags belonging to the
}  Coblins yvields 2 Gold Pieves, some stale cheese and
P 2 cracked mirror in a silver frame. You pack away
the gold and the mirmor and examine the cheese, If
you want to eat it, tarn to 140, If you would rather
throw it away and ride east, turn to 293,




117-119

iy

Halding vour torch in one hand and the rope with
the other, vou are slowly lowered down the side of
the pit by Borr and Symm. The noise of the bones
being gnawed suddenly stops and is replaced h}r_a
squelching sound as though some huge beast i
maoving slowly through sticky sludge. But before
vou reach the bottem, a huge, green, dawed hand
reaches up and grabs you, and lifls you towards 2
gaping maw ringed by rows of long, spiked teeth.
You are easily bitten in two by the creafure you had
come to slay.

118
You draw vour sword, urge your horse mto 2 gallop
and charge at the Hill Giant. Before you can reach
him, he picks up a large rock and hurls it at you with
all his might. Roll one die. if you roll 1 or 2, tum fo
374. i vou roll 3—6, turn to 173-

119

‘Stupid Trofls. But we need them in the short term,
although Razaak will no doubt dispense with them
when he has conquered Allansia. They are merely
servants to tend the Gargantis which Razaak has=
reared and will use to spearhead his army against
the farces of Allansia.” You think of the white horm

120

hidden in your robes, and pulp and look away,
hoping the Skeleton Lord dees not detect your il
Anvway,” continues Ungoth, "what I would like
vou to tell me 15 thisc What number does Raraak
tzitoo on the arms of his Zombie lunnellers?™ U vou
gnow the answer, twrn & the relevant number, T
you do not know the answer, turn o 2g1.

120

{he Ore lands on top of you and knocks you out of
the saddle. You roll over on the ground, grappling
with the Ore, whots clawing and biting frantically to
get himself into a position to stab you with his knife.
Ihe smell of its rancid clothing fills yeur nostrils and
makes you heave. The other two Ores watch on,
urging their comrade to kill vou, but are ready to
help il neaded.

ORC SHILL B

CTAMINA 5
You are unable bo use your sword, so you must
reduce your Attack Strength by 2 doring each
Aftack Round. If you win, tum to 8.




121-123

The lightning hits a nearby tree, sphiting the trunk
in two. Smoke rises from the charmed wood and you
think vourself lucky to have escaped mjury. Turn o
300,

123
If you canmot recollect what creature is still trapped
by the rod, then vou will be unable to activate =
against the Gargantis, Once again, you mustrely on
your sword., Tum to 147.

133
You point the Moon King at the Werewolf and recite
the wonds that the Bonekeeper told you. The Were-
wolf howls in terror, tums and disappears into the
night to find another victim. Tum to 36.

124-326

124

You tentatively dab some blood on to yourself, and
wait to see if you feel any ill effects. Roll one die. [f
vouroll 1, tumn to163. lfyouroll 2, um to 27z, Fyouo
roll 36, tumn to 361.

125

The figure steps slowly towards you, and you set
eves on the hideous face of Rarzaak. A twisted smile
spreads up one side of his deformed face when he
notices the Homed Demon hanging from your
neck. Tam pleased you are wearing a Talisman of
Chaotic Evil. You are indeed a true servant,” he savs
in a sneering, gutiural voice. ‘Kneell” You find your-

-self unable 1o disobey his command and you drop to

vour knees. You cannot raise your arms to take off

the talisman. You can only walch as Razazk steps
forward, places his skeletal hand om your face, and
draine the life from your body. You are now a
Zombie in his service and all is lost.

126
The cossbow bolt fies harmlessly by your head,
and Symm loo escapes injury. You choose your
oppoment and ride in to attack.
DWARF

 vou win, tum to 250

SKRILL 7 STAMINA 7

-

A



127=128

1z
When you get doser to ﬂ:'?lll:" trees, you see who is
calling for help. A young woman is hanging upside
down, her night leg caught in a rope noose Hed to a
high branch of a tree. Her hands are tied behind her
back, making it impossible for her to free herself,
She pleads with vou to cut her down and says that
she can heal your wounds as a reward. If you wish
o cut her down, turn to 258, If you prefer to leave
her and resume your jourmey, tum fo 38z,

128

if you have both halves of the rod, vou will know
what type of rod it s and how to activate it. Do you
believe it ia:

A Rod of Thunder? Turn to 387

A Rod of Transmutation? Tum to zo6
A Rod of Paralysis? Tuen to 38




129-131

125

You reach the wood well ahead of the Goblins and
gallop between tall, gnatled trees into thick under-
growth. 1t is dark and eerie in the wood; what little
light there is outside is virtually shut out by the
crowded tree-tops. You pull on the reins and bring
your horee to & halt, waiting to see if the Goblins
follow you into the wood. You hear them shouting
to one another at the edge of the wood, and you
detect some fear in their voices. Suddenly vou hear
them gallop away and vou wonder why they didn't
enter the wood. Keeping a constant watch all
around vou, you urge your horse to walk on, fesling
all the time that vou are being watched. Tum to 365

230
After hauling vourself out of the lair, vou discover
that you have found a bronee face-mask. If you wish
to wear the mask, turn to 385. If you would rather
leave it behind and walk through the narrow hunnel
opposite, turn to 297,

131

You are in possession of a magical shield which
dates back some two hundred years. Tt has the
unusual ability to defend its carrier from

cast lightning bolts. i does, of course, defend
against sharpened blades too. Named the Defender
by its maker, itis certainly one of the finest shields in
all Allansia. Add 1 skiLy point and 1 LUCK point.
You sling it over your shoulder and ride off towards=
the lake. Turn to 29.

132

Ty

The whirlwind passes by some hundred metees to
vour right, and you remain unharmed in your
shelter. When the wind dies down, vou sit up and
breathe a sigh of relief. Borr immediately sets about
inspecting the balloon for damage and says that it
will take him about two hours to repair it You
decide to go off with Symm to tey 1o find homses ora
pack animal to carry the halloon. After half an hour,
vou see 3 caravan of horse-drawn wagons heading
north-west across the plain. Yon wave to a near-
by horseman and soon he rdes wp to you,
accompanied by two others. They ask you what vou
want, and vou reply that you need a pack animal.
Ihey tell you that they have no spare horses or
mules, bul you can ride on the wagons for 3 Gold
fieces per person. If you can and wish to spend g
Caold Pieces 1o nide north-woest with the caravan,
turn to 277 If you would rather refuse their offer
and continue your search for horses, turnto 325,




133~135

A

133
The dextrous Rat Man is skilled in the use of the
sling, and the sharp stone strikes you painfully on
the forchead. Lose 2 sTAMINA points. Before the
Rat Man has time Lo reluad it= sling, vou dose in to
fitht it with vour sword, while Borri and Symm ake
on Lhe other two.

RAT MAN

1f you win, torm to 22,

SEILL 5 STAMINA 6

134
You jump down from your horse, swird m hand,
and attack the nimble man, who is armed with two
long thigh bones.

BONEKEEPER

The Valley of Bones curses those who would harm
its keeper. If vou win, tum to 287, but lose 3 LUock
points.

SKILL 5 STAMINA 6

135
After leaving Darkwood Forest behind, you pass
over the western edge of Moonstone Hills where
twa days previously you had made your dangerous
trek, The Forest of Spiders soon appears, looking
much the same as Darkwood Forest, and you know
that similar unseen dangers are lurking below.

136138

Unce past the forest, the balloon carries you steadily
south-cast, untl you drift over the southern edge of
Moonstone Hills to reach the Flatlands. "Any idea
where to land? asks Borrd, speaking through
cienched teeth that grip his old pipe. You scan the
ground below, looking for any sign of a cave or
tunnel entrance. Test your Lick. If you are Lucky,
turn o 59. If you are Unlucky, tum to 16o.

1

36

The chair houses more iron bars, but these are
tidden in the back of the chair and are pointed at
one end. The hissing voice utters the words ‘Death
o infruders’, and the spiked bars are rammed into

- vour back. Allansia is doomed.

137

- As you nide along, you gaze up at the sombre sky,
- scanning it for winged killers that might swoop

down to attack. There are no flying creatures to be
seen, buot an onnerving silence sends a shiver down
your spine. You look around for signs of Orcs, bul
see nothing. Suddenly, your horse whinndes and
re2Ts up on toits hind legs. Roll two dice, If the lotal
= the same as or less than vour SKILL, tumi to 39. If
the tolal is greater than your skLL, turn to 298,

138

T are almost back at the entrance to the hanmels
when you hear footsteps coming towards vou, Tesf
wour Luck. Tf vou are Locky, tum to 274. If you are
Unlucky, turn 1o 358.



139~140

139

45 soon as you enter the dearing, something sinis-
ter starts to happen. The earth around the tomb-
stones shifts and suddenly a skeletal arm thrusts up
nto the air. A skull appears and then another, until
vou see six Skeletons climb out of their graves. Each
= armed with a rusted sword. Animated by your
cursed ring, three Skeletons step jerkily towards
vou and the other three walk towards Symm.

SKILL ETAMINA
First SKELETON 6 5
Second SKELETON & &
Third SKELETON 3 &
if you win, turn Lo 290,

140

The cheese is dry and hard, but skll nourishing.
Add 2 sTaMINA points. After you have finished
eating, you slap your horse on the neck and nide
gast. Tum toaga




o,
T you have any polished stones, turn to 272, I vou
do not have any stones, turm to 357.

142
The day passes and itis twilight when Stonebridge
comes into view. If you wish t0 camp cutside
Stonebridge, turm tog2. I you would rather give up
your search for the graveyard and mnde into
Stomebridge, turn to 316

143
The mindless Rad-Hulks shuffie towards vou and
do not flinch from the blow of your sword. They ar
vharged by the light and are powerful opponents.

SEILL CTAMINAG
First RAD-HULK 10 5
Secomd RAD-HULK 1o B

Fight them ome at a time. If you wan, tum to 87.

E44—L45

144

Bormm and S5ymm also manage fo defeat their
opponents, although both suffer flesh wounds.
While they bandage their wounds, vou search the
bodies and find a leather bag on the beil of their
leader. Inside you find a bronze key and some
brown powder in a small round tin. You pocket the
key and hand the powder te Symm to see i he
Enowws what it is. “Snoff,” he says scornfully. "Horri-
ble stuff.” He empties the tin on to the ground and
vou decide what o do next. If you wish to continue
zlong the tunnel, tumn to 398, If vou would rather
walk back tn the junction and trv the other passage,
tum tox23.

145
Alas, you have chosen to put on an Agran death-

mask. Made by the High Priests of Agra in southern
Allansia, these terrible masks were given to unfor-
funate sacrificial viclims at harvest time. Although
the wearer appears perfectly normal, he will lie
down and plunge a dagper into his own heart. The
High Priests dominated their people and led them
o believe that the sacrificial victims killed them-
selves willingly. While Born and Symm are closing
the trapdoor, you lie down on the floor and thrust
Razaak’'s sword into your chest. In seconds, your
flesh turns to dust, and Borri and Symm flee from
the chamber, not knowing what to do. Allansia 15
st



146-147

146

You climb steadily up into the hills, following the
winding river. After an hour or so, the ground
becomes very marshy and your horse has o
struggle to keep moving forward. It appears that
this part of the river often breaks its banks and
floods the valley, 1f you wish to keep heading north,
turn to 249, If you would rather cross the fver and
ride east into the hills, tum to 53.

47
You slide over the edge of the pit and sink up to your
knees in stinking slime. The fearsome Gargantis is
massive, and you stand no faller than its hips. lis
strength is formidable and its hide appears as tough
as chainmail.

GARGANTIS

Tf you somehow manage to defeat this giant beast,
turn to 2z0.

SKILL 12 STAMINA 24

148

Al long last you reach the final ridge and gaze out
acToss the Windward Plain. You ride on until night-
fall and spend a peaceful nightin an abandoned hut
on the northern bank of Silver River. Not long after
dawn, you are back in the saddle and riding towards
Yaztromo's tower. You reach your destination by
noon and call out exctedly to your old friend as the
fower comes into view . But nobody returns vour call
and the smile drops quickly from your face. You lie
your horse to a bush and walk along the path to
Yaziromo's door. You notice that his herb garden ic
brown and withered and ugly bushes with long
Slack thoms have quickly grown up, smothering
the plants and herbs. Such a remarkable change in a
few days puzzles vou. You ring the brass bell but
there 1s no reply. Suddenly, a large crow flies down
from a window in the tower ind drops a piece of
paper to the ground. You pick it up and read a
message from Yaztromo:

Dear Friend,

Sorry | am not here to meet you. Am stll busy
with preparafions.

Pleate nde east where you will find me at a
wooden hut at the edge of Darkwood Forest.

Yartronno.



149-150

You tell Symm about the note and then you both
hurry. back to your harses. As you ride east, vou
wonder if Yazttomo is in danger. After ndmg along
the edge of the forest for less than a mile, a voice
calls out from the trees, saying, ‘If you are hoking
lor Yaztromo, | know where to find him." i you
wish fo stop to investigate, lurn Lo 237. If vou would
rather ride on, tum o 68.

149
Yiou are mesmerized by the beauty of the sparkding
diamonds, but picking vne up is the lasi thing that
vou will ever do. Your body immediately orystak
lizes and you sparkle as if you were a diamond
vourself. You have saved Allansia from eternal
doom, but have paid for vour greed with vour life.

150

The rest of the day soon passes and vou fnd 2
suitable place to camp for the might, making surme
that your horse is securely tethered to a nearby
tree. You scttle down to sleep, but are woken in the
middle of the night by the sound of buzzing wing=

151

You awaken to the sight of a full moon, but your
sttention is immediately drawn o two luminous
objects hovering above your head. Up in these hills,
there i only one thing they can be — Giant Fire
Beetles. These strange beetles attack humans indis-

i r, mflicting serious wounds with their
strong mandibles. Within seconds you are on your
feet to defend yourself. Fight the beetles ome at a
tme.

SKILL STAMINA
First GIANT
FIRE BEETLE 3 4
Sevond GIANT
FIRE BEETLE 5 4
If you win, tum o 113
151

You pass a battered iron helmet attached tothe wall,
with a candle burning on top of it. All the other
candle holders are skulls, and you wonder why the
helmet is the odd one out. Tf you wish to trv on the
helmet, tum to 197. I you would rather keep on
walking, tumn to z81.




152—154

154

Ihe object in the sky is a gigantic winged creature
with a long neck and tail. lts scales are red, and the
creature measures nearly  twenty-five metres in
length. Some dragons are neutral, others are un-
inendly, but an adult Red Dragon is always hostile
ared worse still, it can shoot fireballs from its mouth.
Bomi, get this contraption on the ground as quickly
25 you can. or we are all done for,” warms Symm, Bot
it 15 too late - the Red Dragon swoops down and
shoots a fireball straight at the balloon, The balloon
wrates in a ball of Hame and plunges bsvards the
ground. |I‘|'L1L[ ko hiowe toeall om the Suma to help
vou, turmn fo his number. Lf you do not know what to
do, turn to 106,

153
As you unge vour horse up the side of the hill, the
Giant picks up a rock and tries a long shot at you.
Roll one die. I you roll 1, turn to 374. If you roll 2-5,
lum to 330,

154
Despite the extra weight, you manage to hold on to
the rope and kick the Hobgoblin off vour leg. It falls
o the ground with a loud cry as vou haul yourself
up the rope and scramble into the basket. Turn to




155157

155

A search through the Goblins” canvas bags yields 2
Gold Pieces, some stale cheese and a cracked mirmor
in a silver frame. You pack away the gold and the
mirror and examine the cheese. U you want toeat i,
turn to 46. If you would rather throw it away, do so
and then you may either continue riding east (tum
ta 280}, or ride back down the hill and head north
towards the small wood you can see in the valley
(turn to 203).

156
The only light in the cold tunnel comes from black
candles set ten metres apart. Some of them have
burned out and others are burning very low. lf you
wish 1o maatmgecifamrl:md?cmnﬁakmgm
replace the candles, turn to1ga. If you would rather
keep walking, turn to 217.

e
Yaztromo gives you some nourishing food {(add 2
STAMIN A points) and then refills your glass phial
with his Healing Potion, enough for five tots. Hold-
ing on to the reins of your horse, Yaztromo says. T

158

¥ou manage to find the haunted praveyard, so
=uch the better, but don’t waste too much time
searching. After that, ride to the Dwarf village of
Stomebridge and ask for Borri, He will be able to save
you a great deal of dmel’ He lets go of the reins and
vou kick your horse into a gallop, riding west along
the edge of Darkwood Forest. In less than an hour it
= tpo dark to fide any further, and you find a
suitable place to sleep. After building a large fire,
you take it in fums to stand guard throughout the
might. You take the first watch and not long betore
sidnight you hear, coming from the trees, the
rroaning cry of somebody inconsiderable pain. You
wake Symim and decide what to do. If you decide to
mvestigate, tarm to 244 If you decide to ignore the
mes, um o 345.

158

The stome that Symm selects holds the curative
powers needed 1o combal the touch of an lee Ghost
Tour body warms up and you regain consciousness,
only slightly the worse for your ordeal. Lose 2
STAMINA points. Symm tells you what happened,

saying that the lce Ghosts disappeared again, hav-
g failed to touch either himself or Borri. The
sunned is quiet once more and you decide to aban-
don the search for a secret passage and walk boldly
setween the stone statues, Turn to 56,




15G=160

159
The terrain between the hill and the bdver soon

becomes very difficult for your horse o oross, with

boulders, fallen trees and tangled undergrowis

forcing a slow walk, On the other side of the nver,
the ground is much better, so you steer your horss
across the rivier to make (asier progress. Tum foz8g

You drift slowly across the flat plain, but do nol ses

any sign of a tunnel entrance. Becoming more and
more despondent, you ask Borr to land before you
drift too far south-easl. He carries out your instruc

tion and releases air from the balloon. You drop

gently down wntil Borri tells you to hold on tght ==
vou are about to land. The basket hits the ground
with a thump, but nobody is injured. Nobody fali=

while the balloon is folded up. "Weare going to need.

the balloon later,” says Borrd, "bul how are we going
to carry it ‘Don’t worry,” rephies Symm. Tsaw =

herd of uxen about a mile back. I'll go and get ons

while you make a rough sled and pack the balloos
on to it. 1 shouldn't be longer than an hour.” You oot
down a small tree and make the sled, and are ju=

1b1—162

Smushing when Symm retums with an ox. The

- cocile animal pulls the sled with ease, bul you must

decide which way to walk. “Well, these infernal
munnels must be either north or south of here,’
Svmm argues logically. If you wish to walk norfh,
furmn to 30. I voo wish to walk south, turn to 229

161
The rat was a plague carrier, and quite quickly you
Sezin to feel weak and sickly. Lose 6 STAMINA
pomnifs and 1 skicL point. If you still wish to look
mside the chest, bom to 211 IF you would mther
Esve the cave, turn lo 386.

162
Atter an hoor of rekking through the blackened
mlls. you reach vour goalat last, Lying al the bottom
o a valley hke a giant open wound, the fssore

' throws out §is putrid vapour Into the ale. You step

warily to the jagged edge of the fissure and look
down inside the gaping maw, Steps run down one
side info a black void, but there is little else to see,
You step back from the edge to work out a plan. If
v wish fo wait for a servant of Razaak to appear,

' furn to 81 ¥ you would rather go down thee steps
| efrzight away, tumn to 381.




163~16y
163

One of your arms slowly begins to become numb,
unitil you are unable to feel it or move it at all. B
hangs uselessly at your side. Lose 2 SKILL poinis

You will never again be able o use a shield or firez
bow and arrow, should you get the opportunity

You curse and consider that camouflage is a smal
consolation. You turn your horse towards the eas
and ride off. Turn to 180,

You shake your head in amazement. Yaztromo then
walks over to you and puls his arm around vour
shoulder, saying, ‘Friend, you have done more for
Allansia than can ever have been expected of you

But alas, it is not enough!” His hand suddenly grabs

vour face and as the life drains from your body,
Razaak dispels the illusion to reveal his hideous tros
self. But you are now a Zombie in his service, and 28
is lost.

h
|

1b5

Consumed by dark thoughts, you do not notice that
vou are being follewed, and only the sound of
galloping hoofs brings you back to reality. You look
sehind you and see an armoured Centaur cdlosing on
vou. Your horse is too tired to out-gallop the Cen-
Sur, o you turn to face your adversary, who is
srmed with a long spear.

CENTAUR

SKILL ID STAMIMNA Tk

Fart-man and part-horse, the Centaur revels in
sattle and is a tough opponent. If vou win, turn to

=

166
svmm sees the creature Just in fime and pushes you
out of the way. The Tron-Eater falls hacmlessly to Lhe
Soor and you are able to walk om along the funnel.
Tum o151



167169
167

You soon see that it is a little old man dressed in
vellow robes. He is completely bald and appears to
e blind, although he makes his way towards the
cave quile nimbly, tapping the ground in fromt of
bim with a crooked stick. When he gets close, you
see that his robes are covered with sirange symbols.
He suddenly stops walking and stands upright, but
says nothing. i yoo wish to talk to him, turn tog6. If
vou would rather walk on up the hill, turn to 313.

168

Ever watchful for hidden attackers, you ride slowly
through the wood. You soon come to the edge of a
small dearing where the ground is covered with
globe-like fungi which are deep purple in colour. If
vou wish to ride through the fungi, turn to 337. If
vou would rather ride around the edge of the clear-

mg, tum to jo02.

169
After hauling yourself out of the lair, you walk
through the narrow tunnel. Turn to 297.



170

The lightning hits you with incredible force and the
pain of the electric shock is aguny all over your
body. Roll one die, add 3 to the number rolled and
deduct it from your sTamina. Also reduce vous
5K111L by 1 point. If vou are still alive, turm to 300

171

After a long day’s ride, vour horse is far from fresh
If you stopped 1o rest and water your horse at the
stream, turn to 77. B vou did not stop at the stream

hum o 1ge.

172173

17z

While you sink into unconsciousness, Symm re-
meémbers the stones that vou foond. Te knows that
certain stones in Allansia can draw the cold from a
body and have been used when others have fallen to
e touch of an Ice Ghost. He examines them and
fnds pne that looks possible. Tle places it on your
Sorehead, sits back and waits. Test your Luck. 1f you
are Lucky, turn to 158. IF vou are Unlucky, turn to
g,

s
Lhe large rock flies past vour head and lands with a
dull thud behind you. The Hill Giant bellows in
anger and reaches for his wooden club to swipe you
off your horse.
HILL CIANT

I yons win, tum to 282,

SKILL g

RTAMINA 1O




174175

74

Helding your nostrils, you jump into the water and
sink below the surface. Your feel do not touch the
bottom and you kick to reach the surface agamn. But
something wraps itself around your leg and drags
vou under again. A hideous tentacled monster
created by Raraak himself for his amusement, has
you in its grip. Long, suckered temtacles wrap
around your body, and you are unable to use your
sword o cut yourself free. You struggle in vamn
before drowning in the dark pool.

75

The backpack contains 4 Gold Pieces, acandleand 2
rolled-up parchment scroll. You place the gold and
the candle in your backpack and look down inside
the tubular scroll. You see that there s writing on it
Uf you wish (o open the scroll and read the writing,
turn to 268. If you would rather leave the scroll
where it is, you may, if you have not done so
already, either examine the rod (tum to 360) or try
oni the helmet {turn to 111). i vou would rather
return to your horse, tum to 223,

You follow your own trail back north, and by mid-
aftermoon are back where you started. Borri makesa
oke about it, bot neither Symm nor youmself fewl
mchned to laugh. Without stopping lor a resl, you
press on north. Tomn to 30.

L
fou are forced to walk m single fle down the
sunnel, and have gone aboul bwenty metres when

you unknowingly spring a trap. OUnly Razaak and

his servants know that only one person at a time can
wzlk down this section of tunnel. A hidden balance
= the floor messunes the weight on itand causes the
maddle section to fall away if the maximum weight is
fuccvded. The three of vou plunge fiffeen metres
down a black pit, landing on iron spikes at the

oottt Allanea 15 donmed,



178179
178

Despite the dark sky, you notice a shadow travel
swiftly across your path. You look up and see a
winged creature, with an eagle-like head and the
body of a lion, swooping down to attack you. The
creature has a bridle around its head which is held
> the nder, a wildJooking girl wearing animal
skins. The Barbarian girl has a Grilfin as her steed,
an aggressive but loyal creature.

GRIFFIN SKILL 10 STAMINA 10

I you win, turmn to 230

79
The old man smiles and nods his head with sahisfac-
Son. This & indeed a monumental task thal vou
mave set yoursebves. And I would like tohelp you if 1
can_ | used to have great skills as a reader of symbols
=nd languages, but the cursed Lord Azzur had my
evis putout in his dongeons under Port Blacksand.,




i80—1ifa

The wizard Micodemuos managed Lo secure my =
lease, but now, of course, my skills are greathy
diminished. But if you have anything wrnllen tha
vou cannol understand but can read out o me, thes
'l gladly help vou.” If you have a piece of parch-
ment with strange wriling on it; tum to 336. I yvou
donot possess a piece of parchment, tum o 195.

10

At the bottom of the next hill, you see that the
ground is littered with the lange bones of unknows
creatures. Some are piled high, while others ar=
acattered over a wide area. Suddenly, you notice 2
small black-cloaked and hooded figure scurry from
behind one pile of bones to another. "Go away! Lo
away!" he shouts in a voice {ull of fear. If vou wish
approach him, tum fo 7o. I you would rmther ride
around the Valley of Bones, turn Lo 369.

181
You walk around the bottom of the fissure and find
a crack in the wall just wade enough 1o squeens
through. You also find a lever protruding from the
wall at the other end of the fissure. i vou wish o
squeeze through the crack, tum to 396. If you wish
to pull dovwn om the lever, turn to 3.

182

Although you donot feel the effect that the bracelet
Sas on you, it actually magically distorts your
perception of vision. Ubjects appear nearer than
Sev really are. Your fighting ability is naturally
mpaired by wearing the bracelet. Lose z skiLL
poinfs and 1 LUCK point. Unaware of your dis-
sdvantage, you decde where to ride next. If you
wish fo search for the Giant's cave, turn to 241, Tf
¥ou would prefer to ride west along the valley, turn

o 67,

183

Az vou approach the fire, you hear a man's voice
sy, 'Hall, or I shall loose an arrow at you.” Tt is so
dark now that vou cannot see anybody. You decide
o err on the side of caution, and you pull your horse
0 2 halt. The man then calls out again: ‘Wise de-
osion, stranger. Now, tell me, are you a Lawful
character or a servant of Chaos? Will vou reply
Lawiul’ (hurn to 308) or "Chaotic’ (turn to 270)?



184—186

184
The huge granite door slowly shides open and yoa
are hit by a gust of cold mist. You see the outhine of s
figure shrouded in the mist and walk forward
meet it. If you are wearing a bronze talisman around
vour neck in the shape of a Homed Demon, turn &2
125. if you are not wearing a talisman, tum to 276

1By
You wend vour way slowly north and two houss
latet notice a cave halbway up the hill on the othe
side of the valley, If you wish to cross the niver &
look at the cave, turn 10 97, I you would rathes
continue following the river, tum to159.

18é

After filling his helmet with water, Born walks over
to the stone bowl and pours the water on o the
sludyge. The rising vapour quickly thickens and fills
the bottom of the fissure with a dloud of posonous
gas, raused by a chemical reaction. You siart &9
cough uncontroliably, and your eyes stream with
tears. You find yourself unable to breathe and, ons
by one, the three of you f&ll dead to the foor.

187-158
1By

You ride slowly up to the Giant, ready lo draw vour
sword in case he should suddenly pick up a rock t
Swow at you. When you feel vou are close enough,
¥ou drop the Gold Fieces on the ground and urge
wour horse into a gallop. The Giant ignores yotl as
sou gallop past him, being much more comcerned
with picking up the gold. When vou consider yvour-
seif out of range of the Giant's missiles, you slow
your horse down to a walk, Tum to 67,

154

The box is the home of the Troll's pet spider — a
Zeadly taraniula. As vou open the box, the spider
sscapes and Funs up yvour arm. You tryv to knock it
off vour arm with the box. Roll two dice. If the total
= the same as or less than your SKTLL score, torn to
may_ [f the total is greater than your skiL L score, hurn
o305,
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189

You take the bronze key out of your pocket, place it
m the Jock and turn it. You try the handle and find
that the door opens despite being locked. Still
puzzled, you walk through the door and find your-
==if in a cold chamber which is adomed with statues
of Demoms and evil gods. At the far end of the
chamber, a Skeleton is sitting motionless on an
ormate throne. It is wrapped in a purple and gold
gown, and wears a jewelled cown en its skull.
Sehind the throne s a hoge granite door. Suddenly,
the jaw of the Skeleton moves and in a deep voice it
says, Tam Ungoth, Skeleton Lord, master of knowl-
edge, guardian of the crypl of the necromancer,
Baraak. What business have you here, worm
peing? You panic as you try to think of a reply. If
vou wish to answer that you have been in Port
Blacksand to buy weapons and persuade Lord
Azzur to join Razaak in conquering Allansia, turn to
364 If you would rather attack the Skeleton Lord
with your sword, turn fo 223,

——

F =

A

140
Too exhausted to gallop more than halfway up the
#ill, your horse slows down to a canter. Ibis panting
heavily and in danger of collapging. Lose 1 Luck
point, You look behind and see that the Goblins are
fasi gaining on you. You have no option but to turn
and fight.



101—192

SKILL STAMENA
First GOBLIN 5 5
Secomd GEYBLIM 5 6
Third GOBLIN f 5
Fourth GOBLIN o o

Fight them one at a time on the slope of the hill. If
you wan, torn to 185,

191

Aller waiting ten minutes, you hear the dull dank-
ing sound of chains being pulled along the stone
floor. Soon you see the outline of a [gure
approaching from the T-junction; when it passes the
light of a candle, you see thatits dothes are hanging
inrags and its palhd skin is scarred and peeling. It
teet are chained togetherand it seemns to labour with
the effort of walking. You realize that the figureis 2
Zombie, no doubt in the service of Razaak. It stops
ten metres in front of vou to put a new candle in an
empty holder. If you wish to attack the Zombie, tum
lo 101, If you wish o creep away and conlinue down
the turmel, turm o 217,

192

Unable to prip the armour, the rat falls off your leg
and you kill it quickly with your sword. You walk
pwer to the chest and look inside. Tum o211,

193-196

193

Your Crystal of Sanity wards off the mental attack,
and protects the three of you from a terrible fit of
madness. Realizing that the Cargantis is an incred-
ibly powerful beast, you decide to think again about
Sow best lo defeat it If you still wish to step into the
pit and attack it with vour sword, turn to 147. if you
wish to use something else, tomn to 375.

e
You soom reach some tree-covered hills. You decide
nof to take the risk of being ambushed, and you turn
vour horse rght to head east once again. Tum to

253,

195

The old man shrugs his shoulders and says, "Well,
T'm afraid I can be of no help to vou then. Goodbye
and good luck.” You watch him for a moment as he
continues his nimble walk up into the hills, and
think it strange that he does not appear frightened
of walking through the dangerous land alone. You

™, smile, and follow Symm. Tum to 313,

196

Pretending not to have seen the Hill Men, yvou ride
casually towards the large rocks. When you are less
than twenty metres away, thev suddenly leap up
and fire two arrows from their crude bows. How-
EVET, yOu were for the ambush and duck
down o let the arrows Ay overhead. You draw your

-Swords and charge at the Hill Men, who angrily run



197-198

at you with their stone clubs. You steer your horse
bowards the nearer of the two who is dressed in
aiimal furs.

WILD HILL MAN sKiLL B STAMINAS

If you wim, turn to 200.

1

As soon as vou place Hug?hul:m:t on your head. #
seems to mould itself to your skull and grnips #
tightly. Try as you might, you are unable to take &
off. You are un te enough to be weanng 2

Helmet of Cowardice. From now on, each time vou

face a creatore in combat, roll two dice, If the total &
the same as or less than your SKILL swome, you will
summon up encugh courage to fight. If the totzl =
greater than your sk, you will offer no resstance
tor the creature, and death will quickly follow. Los=2
Luck points. Regretting your foolish dedsion, vou
walk on alony the tunnel. Turn (o 281,

168
In a bored tone, you reply that you have no wdea

how muoch a war-hammer costs. Thirty-five Gold
Pieces, | tell you!" Bormi says exatedly. T's ndics-
hons. For that yvou can buy a good pair of leather
boots, a sword and a shield, and sfill have change
left for a hot meal and a Hagon of ale in a tavern
Whern | gel home, I'm going to become a Placksmith
and specialize in weapons.” Borm rambles on for the
next two hours, telling Dwarf legends and tales of
his life. But suddenly, Symm points west and

199201

shouts, "Look! A speck in the sky and it's moving
towards ws!” When you focus your eyes on the
object in the sky, your heart sinks. T'urn to 152,

193

The cold tunnel is flluminated by black candles set
f=n melres apart. You walk on until you come to a
Suge sfone chair carved in the shape of a goat-
Beaded Demon. I you wish to sit in the chair, turn
o 26. If you would rather keep on walking, tum to
248

You look round and see that S5vymm has also dis-
patched his assaifant. He collects cight arrows from
the il Men's quivers betore you continue your ride
wesl. Turn to148.

201

The whirlwind passes directly overhead, picking
vou up and carrving you along with a mass of
swirling debris. You are carried some five hundred
metres before bemp dropped, already dead from a
severe blow to the side of the head from a rock in the
core of the whirlwind.



202-203

202
he object lying against the wall is a corpse, and
&rge mits are climbing all over it. The corpse is dad
= leather armour, but two arrows stick ominously
out of its back. A leather pouch and a cloth sack are
enpty, and there are no weapons to be found.
Howewver, Symm notices that the left hand of the
Sody is-denched shut, and after prising it open, he
=nds a bore amulet in the shape of a beetle. He
S=nds it to you, saying that he would rather trust in
%= sword than a trinket to protect him. If you wish
% keep the amulet, turn to 86. If you would rather
=xve it with its former owner and walk along the
ether branch of the tunnel, turmn to 315.

Tou trot between mﬂ,lﬂ;naﬂed trees into thick
endergrowth. It is dark and eerie in the wood, with
what litfle light there is outside virtually shut out by
e crowded tree-tops. You pull your horse to a halt,
and have a strong feeling that you are being
watched. Keeping a constant watch all around you,
vou urge your horse to walk on. Tum to 365.
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You fick the spider off your arms and crush #
underfoot. “Trolls," says Borri shaking his head
‘Omly Trolls are stupid enough to have poisomous
spiders as pets. [ suppose he keeps a ratesnake =
the cart” I vou wish to lip up the cart, turn to 366. 5
you would rather walk on, leaving the cart behing,
tum to go,

g
You lorce the box open by brealang the himges wits
vour sword. There is nothing inside excepl for 2
small clay doll. If you wish to take the doll, tum &
299. If you would rather ride on without it, tum =

339

206
You are obviously onworthy of owning magic
iterns, if you do nol know what they are. Sincs
vou re unable to achvate the magic rod, vou muss
rely once again on your sword. Tum to 147.

207204

207
As you wch the sack, yvou suddendy hear a
wziling scream. Swinging down on a vine attached
% a nearby tree 15 a huge hair-covered humanoid
wearing litile more than an animal-hide Toincloth
#nd carrving a large bone club. The Ape Man
=shes into vou and knocks you off vour horse. Test
#oar Luck 1F you are Lucky, tumn to 83. i you are
Unlucky, turn 1o 219,

208

tou hand the Bonekeeper the knife. He examines it
=refully, grunts in satisfaction and nnties a leather
souch which is hanging around his neck. He hands
¥ou a ring made of highly polished bone which hasa
full moon carved into its surface. 'Protect you from
Werewolves, that will,” he says very proudly, Just
point it af the Werewoll and say “One, two, three;
fumn and flee” That's all,” You thank the Bone-
seeper for the ring, bid him farewell and ride out of
the Valley of Bones. Tum to 369.

209
An nstant before vour death, you see a blinding
white hight as a jagged bolt of lightning flies {rom
¥araak's fingertips, through vour magic barrier and
mio vour chest. Nobody in the world could have
survived such a blast of energy.



210—211

=10

After Darkwood Foresl is left behind, you pass over
the western edge of Moonstone Hills where two
days previously you had made your dangerous
trek. The Forest of Spiders looms on the horizon and
locks much the same as Darkwood Forest as you
drift above the tree-tops. You soon leave the forest
behind and, aftér crossing the southerm edge of
Moonstone Hills, begin your journey over the Flat-
lands. The hours pass by, and you are lulled into a
falee sense of security by the peaceful flight. As you
lock south-east towards the Plain of Bronoee, how-
ever, the clouds seem darker than ever. The wind
suddenly begins to gust and in minutes a gale &
blowing, ‘If it doesn't subside soon, we'll have o
land,” yells Borri. Suddenly, you seea grey, swirling
column on the honzon which s

towards you. ‘Tt's a whirlwind!" shouots Bomi Tm
eoing to land before it hits us. It can’t be more than
three minutes away.” Roll one die to determine how
many minutes it takes you toland. Kyouroll torz
turn to 43, ¥ you roll 3-6, lum o 114.

-

211
The chest containg two well-gnawed skulls and 2
small metal box. You take the lid off the boxand find

an old piece of faded parchment with something
written on it in a language vou do not understand

At the bottom of the parchment you see the mumber

66. You soon tire of trying to read the parchment

Tz=213

and decide what to do next. You may erther break
the globe, i you have not done so already (lurmn to
367}, or leave the cave (tom to 386).

Z12

Svmumn and Bord are both unscathed, apart from a
gash in Borni's arm., But the adventurer is close to
death, with a flint dagger protruding fromn his
stomach. ‘Is one of you the wielder of Razaak's
sword? he asks weakly, You reply that you are
corrving the sword. Then my mission will be com-
pleted. I have o message for you from Yaztromo. i
vou slay Razaak, escape from the orypt immediate-
7. or clse you will perish.’ The brave adventarer

does not say another word and dies before you can
even thank him. The knowledge that Yastromo s
=£ll helping vou, even from afar, fills you with
determination, and vou set off boldly once again.
Tumn o 262

L |

four onslaught has the d-d.-'!&?i‘l’l’:'d effect. The cowardly
Goblins, no longer at an advantage, turn and Qee
sfter remoumting their horses. Soon allis quist again
and you are able to continue your guest. L vou wish
0 keep riding east, tumn to 280, IF you would rather
mde back down the hill and head north towards the
small wood you can see in the valley, furn to 203,




#i4—216

4

You follow the winding tunnel, with the hammer-
=2 sound growing louder in your ears. Soon you
== moving fgures, although nobody seems to
=olice your presence. Two thin men with pallid skin
=re digging at the face of the tunnel with pickaxes,
End another is loading rocks into a wheelbarrow.
You walk forward and notice that the tunneflers
Save bulging eves which are wide open and vacant.
The Doragar must be the slave-masters who super-
vite these Zombies" work on the tunnels,’ says
Symm. ‘Bul for whom? The Gargantis? Anyway, we
Save obviously reached the end of this tunnel, sowe
=ught as well turn round and walk back to the
pmnction.” If you wish to do as Symm suggests, turn
0 338. U you would rather walk up to the Zombies,
mern o 266,

215

You have not ridden far into the wood when you
come to a dearing, Much to your excitement, you
se¢ that it s a long-abandomed graveyard. Weeds
and grasses grow lLall, almost concealing the broken
and mosscovered gravestones. You draw vour
swords and walk towards the nearest gravestone, If
¥ou are wearmg a bone ning with a skull etched into
= tum to 139. If you are not wearing this ring, turn
0333

216
You emerge from the trees and head further east
mito the never-ending hills. Tumn to 252.



217219

=7
The tunnel ends al the edge of a pit which i filled
with foul-smelling black water. There does not
appear to be any way ol progressing further. If you
wigh to turm back and walk past the Tjunction and
along the other branch of the tunnel, tum to 199 ¥
you wish o risk jumping into the water-filled pit.
tum o174

218
The back of your hesd lands against a sharp rock
and you are knocked unconscous. Yoo are bound
and robbed and left for the vultures by the unseen
Chameleonites that your horse sensed were about
to ambush vou. Unknowingly, they have con-
demned Allansia to cternal doom.

219
Your sword is knocked out of your hand by the Ape
Man and youo must fight him barehanded.

ATPE MAN SEILL 8

Reduce your sx1Lt by 2 for this combat After three
Attack Rounds, tum tozsg.

STAMINKA T

ZZD

Tou stagger back to the edge of the pit, panting
heavily and drenched in sweat. Borri and Symm are
cheening loudly, although you can hardly hear them
due to exhaustion. They help you dimb up on to the
sdge-and then Symm jumps into the pit to sever the
Gargantis’s hom. You have just aboul recovered
from your ordeal when he hands you the fabled
Ao with a smile spread across his face. You marvel
atits beauty before tucking itin your belt, ‘Let’s go!”
vou say, and lead your hwo frends back down the
funmnel. Passing between the Skeletom statues does
mol produce a further appearance of the Iee Chosts;
and vou hurry on. Test your Tuck, 1f vou are Lucky,
furn to 54. 7f vou are Unlucky, turn bo 138

221
Much to your relief, your horse is still tied up to the
frec and appears to be contentedly munching the
grass. You waste no more time, mount your horse
and set off once again, Turn to 168.



222-224

e e

The tunnel slopes downwards., The light is dim
coming from candles buming on top of skulls
mounted on the wall at thirty-metre intervals. Your
own lorches bumn brightly arpund you, but vou are
unable to see far down the tunnel - nor do you see
the strange, jelly-like cresture whach s dinging o
the ceiling. As you pass underneath, it drops down.
Roll one die, If you roll 1—5, tum to206. If you redl &,
turn to 166.

e
AS $00N as you raise your sword-arm, vour muscles
tense up and you find yourself unable to move
Your limbs stiffen, becoming harder and hardes
until vou have completely turned to stone to join the
other statues in the chamber.

324
You have the misfortune of being abandoned al the

base of a Giant Pitcher-Plant, an enormous carmivor-
ous plant which resembles a three-metre-high vaze
covered in vines and creepers. A giant tendril ool
out-of its slimy insides and wraps itself around yoa
It picks you up with ease and pulls you deep inside
the plant’s digestive tract, where acdic juices im-
mediately start to dissolve you.

Your gutstretched hands grab hold of a branch, and
vou manage 1o stop yourself from falling to what
winild be certain death. Testing each branch to
make sure that it will bear your weight, you climb
dlowly down the tree. Borri looks up at the tattered
remains of his balloon hanging in the tree and says,
1 won't be flying that halloon again. Ah well, never
mind. I'll just have to make another when 1 get
home." However, home seems a long way away
when you have just dropped into the middle of the
Forest of Spiders. You decide to take the initiative
and tell Symm and Born to follow you, although in
truth you have no idea which way to head. Tum to
13




23h—228

226
The halloon seems to dimb agonizingly slowly into
e sky and as you look over the side of the basket,
wou see the six Hobgoblins, who have dismounted,
wosing therr ammows at you. Roll one die to deter-
=ine the number of arrows that reach their target,
Then for each one on target, roll the die again. I you
=il 135, the arrow lodges itsel into the basket. 1f
wou roll 6, the armow will hit yoo, Lose 2 sTaMINA
points for each a2rrow that hits vou. If vou are still
e, o fooagy.

227

he Spirit Avenger’s throw is deadly accurate. The

dayper pierces your heart and the Bonekeeper is
Fvenged_

228

You lift the trapdoor and stand back ready with your
sword. You hear a high-pitched growl and then,
suddenty, a large beast leaps up through the trap-
door into the chamber. It has flame-red fur and is
=t-like in appearance, with long, sharp claws and
tewth. The Hellcat also has scarlet eyes which it uses
& mstil fear into its prey. Roll one die. I you roll
2—4, tumn to z51. If you toll 5 or 6. furn o 340,




220-230

29
You trudge slowly across the Flatlands for the rest of

the day without finding the tunnels. Lose 1 Lucs
point. That night the mood around the campfine =

glum and hardly a word is spoken. In the moming

vou discuss the problem and dedde fo vote on

which way to head. Roll one die lor Borrd. I the
number is odd, he will vote to head north. If the

number is even he will vote lo head south. Repeat
this for Symm. Now you have the casting vote

unless you are already out-voted by the other two |

both wanting to head either north or south, Tf the

party votes to go north, turn to 176. I il votes 1

keep going south, tum oy,

In 1ts death-throes, the Grifin soars op into the sky,
belore plummeting 1o the ground like a stone some

twe hundred metres away. You do not see the |
Barbarian girl get up from the ground, and assume
that she is either injured or dead. If you wish torids
over to investigate, turn to 358, If vou would mther

ride towards the lake, tum to 29.

231—233

231
Ater your short combat, Borm takes over the watch,
Sut you fail to get a good night's sleep. In the
morning, vou still feel tired, and vour spirils aren’t
#ted by the sight of yet another dull grey sky. You
st off for the hills and reach them in less than
Swenty mimates. As vou walk past the entrance to a
s=all cave, you notice a robed figure following vou,
% you wish to wait and meet whoeveris behind vou,
= to 167. U vou would rather walk on, turn to 313.

3=
You fend off the arms with your sword and then
=nge torward to attack the Demon of the woods.

WOOD DEMON

¥ you win, tum to 8g.

S5KILL g STAMINA ID

233
Az you make your way out of the erypt, you hear a

- mumbling sound, and small stomes and dirt fall from

S ceiling. You realize that the tunnels are about to
&ve in and you muost run for vour life. If your
murrent STAMINA is 6 or higher, tumn to goo. If your

| Surremit STAMINA is less than 6, tum to 58.




234-236

The rest of the day passes without any problems

and it is almost mightfall when Stonebndpe comes
into view. If you wish to camp outside Stonebridge,
turn to g2 If you would mther nde inte

Stonebridge, tum to 316

335
Relieved to be outside in the

river further along the valley. Turn to 284

236
You totter on the edge of the pit, but the force of the
blow 15 such that you are unable o regain your

balance. You fall off the ledge into the slime-flled
pit, where you are crushed underfoot by the

Gargantis.

air, you jump on
to your horse and ride down the hill 1o follow the

237-238

137
You pesr min the forest, but see nobody. Suddenly

e voice speaks again, saying, 'INo, vou canmof see
== because | am invisible, T am a Suma, a spint
Som another magical plane. The Forces of Chaos
2==inst you are great and 1 felt it my duty to help
vou. Yazrtromo has been kidnapped by the servants
= Razaak arnd taken from the hut into the forest to
S sarmificed. Ride north from here into the forest
#nd vou will save him. A trap awaits you at the hut.
That isall I can say to help you. Tam allowed to help
FOU ONGE Mo, and should you need me, call out
“Suma 117 - that's my number. Goodbye and good
Back " You cafl out to the Suma for more infor-
==tion, but get no reply. If you wish to dde north
mito the forest, torn b 377. I you would rather ride
@n to the wooden hut, tum to 63.

238

Although they cannot see you, the three creatures
approaching have a keen sense of smell and pick up
vour scent on the breeze blowing down the tunnel.
You see that they have the bodies of humans, bul
the heads of rats. They are covered in short fur and
fave long rat-like tails. They pretend to walk past
the alcove, bul suddenly tum to aftack you, each
choosing a separate opponent.

EAT MAN STAMINA B

Seduce vour sk1LL by 2 for the first Allack Round,
&= the Rat Man has the mitiabive. If you win, turn to
.

SKILL S



239—240

239
1he stone-colpored Chameleonites bound forward
on fwo legs wilh strange, jerky movements, Their
sulbous eves and long tongues protrude from their
s=piilian heads, and their bodies are covered with
scales. But they are humanoid in shape and each
carries a stone club with which to attack you.

SKILL STAMINA

nrct CHAMELEONITE 7 7
Second CHAMELEONITE 6 i
Thind CHAMELEONITE 7 B

Fight them one at a tiime. i you are still om horse-
back, add 2z to your Attack Strength during each
round of combat. If you win, turn to 356.

240
& is pitch-black inside the lair, and you cannot tell
how far it is to the bottom. Lyving on the chamber
Soor, you reach down into the lair with vour sword
ind touch the bottom two metres below. You lower
vourself down white Borri offers advice from above:
B¢ careful. Use yoor sword to tap the ground in
front of you, if you can't see, Don't wander too far,
Uon't go out of earshot. And hurry up.” You dis-
rover that the lair is very small and is empty apart
from a metal obiect which vou find on the floor. Yon
are unable to deduce what it is by touch. If you wish
% tzke the metal object with you when vou chimb
sut of the lair, turn o 370. I vou would rather climb
sut of the lair without it, tom to 349.



241-242

241

You rde up and down the valley, scouring the
hillside for the Giant"s cave. After half an hoor, vou
find the entrance hidden behind a cluster of bushes.
After tying your horse toone of the bushes, vou step
warily into the caves — the Hill Giant may not have
lived alome. Two torches mounted on the mmugs
stone walls light the cave and enable you to survey
the Giant's lair. A pile of straw at the back seems @0
have been the Giant's bed, and there is also a rough
wooden table; on the ground around the fable hies
an ominous pile of human bones. Behind the tabls
vou see a wonden chest and in an aleove you find 2
strange glass globe which contains swirling smoke.
Will vou:

Open the chest? Turn to Se
Break the globe? Tum to 367
Leave the cave without the globe?  Tum to 388

242
In seconds you are completely covered with flving
insects. You can hardly breathe or see as they 85
into your mouth and sting your face. You cut you=
sword through the air in desperation, but there =
little you can do. You are stung time and fime agis
until you drop dead to the floor. The necromancers
victorious.

b

43

Setween them, the Orcs have 6 Gold Pieces, a knife,
2 pouch of rats” skulls, an empty bottle and half a
spit-roasted chicken wrapped up in an old shirt.
You take what you want and look at the chicken. If
¥ou wish to eaf it, bumn to 322. f you would rather
J=ave it for the scavengers and continue riding east,
um to 26.

244

Walking as quietly as possible, you creep into the
shadow of the trees in the direction of the cries.
Symm suddenly calls to you, saying that he has
stumbled over the body of a man. You carry the man
Back to the firelight and see that his body is covered
with deep gashes. He is an old man with a long
teard and a weather-beaten face. You dress his
wounds as best you can and give him a tot of youor
Healing Potion. Whether he is unconscious or
ssleep you cannot tell, but he does not stir again
entil moming. He wakes witha groan and says, ina
Eboured wvoice, Thank you for saving me,
rangers. Yesterday afternoon | was on my way to
=y friend’s tower, taking a short cut through the
Sorest, when | was mauled by a bear. 1 should have
smown better than to walk through Darkwood
Forest. My name is Budron.’ ‘Budron!” shouts
Svmm excitedly, “We were waiting for you with
Yartromo. What fortune that we have found you!
#ad 1 ruck point. Budron tells vou that he is able to
==vel and volunteers to ride behind Symm on his
Sorse. You nide on past Darkwood Forest and then



245

head north-west unlil Budron finally tells you to
stop, sometime during the afternoon. This is as far
as [ go. The gravevard is situated in a dearing m the
middle of that woed,” he says, pointing a finger
northwards. ‘I'm oo superstiious to enter that
wood, and so I'll say goodbye and wish you well
You cannot persuade Budron 1o stay with you. and
vou walch him limp off back the way you came
With a slight hesitation, yvou urge your horses into
the wood. You soon come to the dearing, where
you see the gravevard which has long since been
abandoned. The gravestones are broken and miee-
covered, and weeds and pgrasses grow tall You
draw your swords and walk carefully towards the

nearest gravestone. If you are wearing a bone ring
with a skall ebehed into it, lurm to 139. If you are not

wearing this ing, tum to 333-

pis
245
With the Ice Chosts out of the funnel, all s guist

again. Tdon’t suppose many people know Lhat the
Howling Tunnels gel their name because they ame

inhabited by Ioe Ghosts,” says Borr in a more cheer

ful voice. ‘But 1 hope they don’t come back. Look

there are two more statues of Skeleton Warrioss

further down the tunnel!” If you wish o pass b=
tween the stalues, tum to 56. If you wish to stay

where you are and ask Symm to search for a possible

secret passage, lurn (o 132,

246-248

246

The Spint Avenger's throw is almost deadly: the
dagger sinks into your shoulder only centimetres
2way from your heart. Lose 4 sTAMINA poinb:. But
sust as quickly as the cloak rose, it drops back to Lhe
ground and stays motionless. If vou have not done
=0 already, you may trv on either the Moon Ring
tturn to 10) or the Skull Ring (tum %o 265), Other-
wise you may ride east out of the cursed Valley of
Sones (tum (o 369).

247
A sudden gust of wind blows the balloon away from

the gap in the trees where Borriis trying toland. The
bazket i dragged through the tree-tops, becomes
entangled and bps up. You are thrown out and fall
0 your death some thirty metres belaw.

248
Youwalk down the tunmel for whal seems like ages,

until you walk through a transparent screen which
appears to pop like a giant soap bubble. You turn o
walk back, but are unable to do so, your way barred
5 an invisible barrier. You find yourself no Jonger
in 2 tunnel but in a black void. Ghostly faces appear
and then suddenly disappear. Imps, Demons and
other hideous creatures gather around you, and you
sealive that you are trapped on a magical Plane of
Evil which you have entered through a dimension
gateway built by Razaak as an escape-route from
Titan. You are doomed.



249~250

Ahead, you see movement in the all, wet grass and
me aware of a loud buzzing noise, Six large,
mcttled, black Harpoon Flies suddenly rise into the
. =ach the size of a pigeon. Although their heads
wepear to have an elongated probescis, itis actually
# poisoned. needle-like spike which Harpoon Flies
choot at a target. They can only grow one nesdle
& s fime, and it takes a week for the needle to grow
Sack after it has been fired. The poison paralyses the
Serpoon Flies' victims, and female Harpoon Flics
e lay their eggs under the skin so that the mag-

== will have plenty of meat to feed on when they
Seich. Roll one die to determine how many needles
g you. If you are hit by one or two needles, tum to
S8 If you are hit by three or four needles, turn to
88 i you are hit by five or six needles, tum to 13,

250

Sou search the outpost and find a hunting-hormand
# Entern. You decide to take both items, together
wath a crossbow and four bolts. The village is no
=ore than three hundred metres away, but there is
= graveyard in sight. Not wishing to risk certain
mpture inside Mirewater, you ride in a circle around
% 21l the way back to the outpost, but still do not
ome across the graveyard. Symm sighs and says,

“=%s head for Stonebrnidge.” You ride north until



251-252 253255

you reach Red River, and after crossing il. nde
east towards Stonebridge. Night is falling =
Stoncbridge finally comes into view. U you wish
camp ocutside Stonebridge, tum to gz. If you would
rather give up your search for the graveyard and
ride into Stonebridge, furm to 316.

'TEREWOLF SKILL 8 STAMINGA ¢

¥ vou win, buot suffer any wounds at all from the
Werewolf, tum to 275. U you win without being
iiten by thie Wemewnlf, tom to 36.

253
= Hobgoblin just misses your foot and falls to the
Eound with a thump, To the cheers of Borri and
Svmm, you haul yoursell up the rope and scramble
smio the basket: Turn o 226

251

You are transfixed by fear, unable tomove a musce.
Your eyes are locked wide open in homor as the
Tellcat starts to maul you. It stands up on its hind
legs and sinks ils long fangs deep into your throst

Razaak's pet has sealed the fate of Allansa_ *54

m at fast manages to land a blow on the Ape
without fear of injuring you. He plunges his
et info the Ape Man's neck and you watch it
ﬂmPhlihegtmn'ui.amarsegurglmgsnund
g from its throat. Symm then cuts down the
sather sack and inside finds some polished stones
which you may take, if you wish, before riding on,

urn i 37.

252

The rest of the day passes withoul inddent, 2
without sight of the Lost Lake either. In the fading
lizrht, you chouse a suitable place 1o camp down
the night, making sure that your horse is secursly
tethered to a nearby free. You settle down o seep.
but are woken in the middle of the night by
howling ory. Your eyes open to see a full moon, and
in an instant you are standing, sword in hand. ¥
feel your heart beating fast as you strain your eves
and ears. Suddenly, you hear the sound of a g
snapping and then a low growl. You see a chadow
move, and in the dim light recognize the thice
brown hair, long fangs and bestial features of
Werewaolf. Tf you are wearing a Moon Ring and
know how to use it, tum to the number stated in t
spell, If you are unable to do this, you musi fight the
Werewolf with your sword.

255
Yo urge your horse into the river and are soon on

iie far bank. After a while vou reach the top of the
rst hill and look east, towards what seems a never-
mding range of hills. Asvou start vour descent, you
= a small wooden hut partly hidden by the trees.
e Toof has caved in and there are no visible signs
o lile. If you wish to enter the hut, lurn lo 332, I you
womild rather ride on by, turn to 53.



256—258 250—260
i apprentice to the wizard Covax of Zengis, Heisa
eecialist in long life and sent me into the hills in
- of mare herbs, Unfortunately, T was
ambushed by Goblins. They took nearly Evewtlfung
1 Bad, but ignored my most valuable possession —a
&5 of healing powder.” You watch as Jella opens a
tin and offers you a pinch of brown powder, [f
want to swallow some of the powder, turn to
#. It you would rather bid her tarewell and resume
Sour journey, tum to 382,

256

You walk up to the Zombie who is loading the
wheelbarrow. It does not stop working and acts &
though you do not exist. You walk past it to wheme
the other two are working at the face and
notice that all of them have the figure "5’ tattooed o
their arms. You make & mental note of the numbes
before retuming to your friends. You decde th=
there is nothing else to do except walk back to the
junctiom. Turn tn338.

257
Not long after midnight, while you are standing
watch, you hear the soft fluttering of wings. Fros
out ol the dark shadows, a Vampire Bat swoops
down to drink your blood.

VAMPIRE BAT SKILL 5 STAMINA S
If vou win, turn to 231.

259
ou are blasted by the ball of fire, which bums a
hole in your leg. You scream in pain as Razaak
leases another fireball. Again you are hit, and this
=me the result is fatal. You have failed in your quest.

258
The woman is soon free and thanks you for rescul
her. But you keep your sword in your hand,
many an adventurer in Allansia has died in the pes
due to trickery. The woman nofices your suspicos
and says, My name is Jella and I am a Half-Elf. | am

The powerful arms of the Demon tighten around
midriff as you struggle to reach your knife. At
vou manage to pull it from your belt and begin
bing furiously.

WOO0D DEMON SEILL g STAMINA LD

Seduce your sk1LL by 2 points for the duration of
= combat becaose of the vice-like grip in which
o are imprisoned. I you wan, vou sigh with relief
and pick up your sword. Tum to Bg.




261-263

261

Tou soon reach some wooded hills which, however
enwillingly, you will have to ride through to con-
mnue going east. No more than one hundred metres
min the trees, yvou suddenly hear a blood-cun rﬂ.ih'ng
rell above you, and look up to see an Orc leap down
=om the branch of a tree to ambush you. Two others
mun out from behind other trees with their swords
grawn. Roll one die. B you roll 1—3, tum to 120, If
Fou roll -6, furn to 62

262

Svmm finds a crack in the wall just wide enough to
sguesze through. "Come on.” he says, ‘let's go
srough here. T can see light.” 1f vou wish to follow
>ymm through the crack in the wall, bomn to 347, If
vou would rather keep looking around at the bot-
om of the fissure for an alternative passageway,
furn bovba

263
The unseen man is a skilled bowman. Despite the
darkness, he is invariably lethal at such a short
=nge. This time is no exception and his arrow
perees your neck, killing you instantly.




26i4—-266

264
The tunnel soon ends at a Tjunction. If you want to
go left, turn to 156, If you want to go night, tum to
199.

You place the ring on vour finger and try to refease 2
magical power from it. But nothing happens. I you
have not done so already, you may try on either the
Moon Ring (turn to 10) or the Dagger Ring (tum ©
a4). If you would rather ride east out of the Valley of
Bones, hum to 369,

266

Borri spends the next {ive minutes mutlenng o
himself, calling Trolls all the bad names he can think
of. “Why would anyone want to do that?” exclaims
Borti suddenly. ‘Did vou know that the Allansian
record for the number of Hobbits' ears caten by =
Troll in a competition is one hundred and nineteent
The lengths that Trolls will go to for fame! Come on,
let's go.’ Borri suddenly marches off, throwing the
bouok over his shoulder. You and Symm hurry after
him, with Symm asking Borri if he is the shortest
Dwarf in Allansia. Mind vour own business,” snaps
Barrl, still marching ahead. Tom o 40,

267—268

28

With the extra weight and the painas the Hobgoblin
Dites and daws at yoor leg, vou lose hold of the
mope. You plunge to the ground, where vou are set
apon by the other Tobgoblins. You are quickly put
%o death and your possessions are divided up. Help-
s in the rising balloon, there is nothing Borri and
Symm can do o help, and they alone know that the
futnre of Allansia is lost with your demise and the
=piure of Raraak's sword.

The soroll relates the tale of the fabled Carpantis
Se=asl and its miracuious homn. Although there is no
sb=olute proof that the ereature exisks, rumours
#oout it have been circulating for centuries, [t is said
® have 2 lumpy, green hide, and looks like a cross
Setween a Mit Fiend and a Flesh Golem, but with the
addifion of a single horn in the centre of its fore-
S=ad. The Gargantis's horn is said to possess many
sapmical and mysterious powers, which # would
=hin even if severed from the Gargantiz's hicad.
Anyone in possession of the hom, upon wielding it,
would release these powers. You have heard of this
==zst, but are amazed to tead on the scroll that one
such creature is purported to dwell in the Howling
Tunnels of the Western Flatlands, Perhaps the poor
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adventurer who owned the scroll was on his way @
the Flatlands when he met an untimely death in the
woods. You put the scroll in your backpack and
consider what to do next. If you have not done se
already, you may either examine the rod (fum @
360} or try on the helmet (tum o 1ax). ¥ you would
rather return to your horse, turn lo 221,

269
You follow the trail of blood around the bend of the
tunnel until you reach the edge of a dark pit. Yous
torches fail to light up the bottom, but there 1= na
doubt that something is down there, gnawing om
bones. The unseen creature Senses your presends
and makes deep, loathsome, gurgling noizes
‘Maybe it's the Gargantis beast,” whispers Borm
‘I've got a length of rope here if either of vou want i
climb down. I"'m too [at lo dimb down there.” Sym=
slares coldly at the Dwarf and says, 'l ought &
throw you down there to distraci ils attention whis
we climb down! "Only joking,” laughs Bom nes
vously. You decide tointerject, and you argue that®
it is the Gargantis beast at the bottom of the pit, thes
the pit must be accessible from the bottom - the
Cargantis would not have jumped down. But whe
controls these tunnels? Is it the Gargantis itself, o
does another being hold the Gargantis caphive®
Nobody has an answer. “Well, what should we do™
asks Borri. Tf you wish to volunieer to be lowerss
down the pil by rope, fum fo 117, i vou would
rather walk back to the main funnel], tom left and
walk pas! the junchon, tom to 222

270-271

The unseen man speaks to you in a cold voice: *Any

servant of Chaos is an enemv of Allansia.” You
- momentarily hear the flight of the armow before it
peeroes your neck and kills you

271

fou see 2 flash of white light as a jagged bolt of
Sehining blasts from Razaak's finpertips. But in-
stead of killing you instantly, the lightning is drawn
o vour shield and 1= harmlessly discharged. Even
on Rayaak's deformed face, you can see a hinl of
womry. He hesitates for a second, and seiring your
epportunity, you rush at him with his own sword.
fenoring the blows of the sword, his only concern is
o touch vou with his fingers. :

EATAAK STAMINA 201
¥ Razaak wins two consecutive Attack Rounds at
any time during combat, turn to 14. If vou win
siinoul losing two consecutive Attack Rounds,
furn ko By

SKILL 12
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2
You break out in a2 sudden sweat and are soom
consumed by fever. You feel weak and are forced o
lie down, shaking uncontrollably. The ordeal lass
an hour and weakens you considerably. Lose =
SK1L1L point and 4 STAMIN A points. But at least vou
have the consolation of being able to camouflage
vourself. With your spirits etill high, you turn vour
horse east. Turn to 180,

73
You are soon at the edge of the wood, bot cannot ses
far into it WA you:
Enter the wood?
Eide west towarnds Mirewater?
Ride north-eas! lowards
Stonebrdge?

Tum to g
Turn to 63

Tumn io 363

274-275

274
You look around and find an alcove in the shadoss,
¥ vou wizh o hide in the alcove, turn to 238, If you
wish to face whoever is walking towards you, turn
0z

Z75

The wretched humans who are afflicted by lycan-
thropy are forced to tumn info savage Werewolves
when the full moon rises. Anyone bitten by a Were-
wolf i= fikely to tum into one himself or herself. If
¥ou are wearing a Crystal of Sanity, you will be
mmune to the disease (turn to 368). Dtherwise, if
vou have a candle, turn togu, If vou have neither the
crysial nor the candle, turn o 317.




176—277

278

The figure steps slowly towards you and then
through the mist you see that it is your old friend,
the great wizard Yaztromo. ‘Hello,' he says in a
wovial voice. You didn't expect to find me here, did
vou? If you are wearing a gold rdng set with an
Tdescent jewel, tum to 326, If you are not wearing
thes ring, turmn to 164.

e

The horsemen hall the caravan and send a wagon Lo
pick up Borri and the balloon. Soon the three of you
are reunited and riding across the barren plain
wwards the Flatlands, Borm unfolds some doth to
reveal some juicy red berries and offers vou some.
>yman looks at them in horror and shouts, ‘Don'teat
those! They're mad-mad berries, guaranteed to

==nd you ._-.anleteh insane!” He grabs them from

iorri and throws them over the side of the wagomn. T

thought they were a local delicacy,” says Borri,

'-Ihl'h"rtg suddenly shocked. ‘Good job | dido't eat
any before.” The hours pass by and you discuss vour
chances of finding the Hnwhng'.[unnels A little bowy



=T

riding in the wagon with vou suddenly speaks for
the first ime, and says, ‘1 know where there ars
some lunnels. Give me a present and TH &l vou
when we pass them.” With nothing 1o lose {apart
from one of your possessions) you agree and fod
hopeful once again. Towards the end of the follow-
ing afternoon, the caravan siill rolling across the
Western Flatlands, the boy sits up in the wagon
points at a hillock in the distance and vells, "Oves
there! The tunnels are over there!” You tell the driver
of the wagon to stop, and wo minutes later the
three of you are alone, watching the caravan dis-
appear in a cloud of dust. You manage to drag the
balloon and basket to the hillock and shout for jov
when you see the entrance to a tunnel. “Tcan't hear
anything,” says Borri. ‘T thought these tunnels were
supposed B howl. ‘Let's wail until we are inside 2t
least, you short fat impatient vaf.” laughs Symm.
“Maybe when you see the Garganlis beast, vou'®

starl o howl!" After hiding the balloon m the o

trance, you draw your swords, light torches that
you have brought with vou and walk guardedis
down the tunmel. Five minutes later, you armmve ats
junction. I you wish to um left, tum to 222 If you
wish to tum right, tum togo.

278

278

As the Demonspawn drops bo the ground, its body
Begins to shrivel, hissing and steaming, until it is
sothing but a pool of foulsmelling shime. A
shudder runs down your spine as you walk over to
Yaztromo and ontie him. Brave,” the old wizard
=av= with a smile, shaking your hand vigorously
Sespite his ordeal. My magic would not work
#ainst this creature [rom Hell Either | am losing
=y touch, or Razaak has greater powers than 1
Sought. Never mind, we must not flinch from our
Esx. Now, =llme, how did vou find the Lost Lake,

=d who is vour friend here? You tell Yaztromo
gbout your journey and how vou came to meet
Smm. Yariromo looks pleased and says, ‘Well, T
&id find out a few things about our friend Razaak.
He will be a most formidable opponent for you - if
¥ou get past the minions who protect him. Not only
will you have to slay him with his own sword, but
ki< heart must be pierced by the horn of a Gangantis
seast. According to fables, the Gargantis is a rare
creature that lives underground —but T have not the
Sintest idea if any even exdst. Itis virtually invulner
#5le to weapons and vou may have to use magic so
Tt ite hom can be cut off. Only then will it die.
Now let’s leave this infernal forest and retum to my
t“ﬂrl:r, whete a friend of mine should be waiting for
=<' [t is not long before you are back at the tower,
tut there is nobody there to greet you. Strange,”

=uiters Yastromo with a frown on his face. ‘Budron
should be here by now. | hope he hasn't come o

&y harm. He knows where the haunted graveyard
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is and that's important. Tt might help to read the
gravestone of Razaak’s father Tamal. | think the
graveyard is somewhere between Mirewater and
Stonebridge, but I can’t be sure.” Tle offers you
choice between staying here overnight to see &
Budron tums up in the morning (turn o 341) o
setting off now (turn to 157).

279

You find the balloon and basket where you leff
them, and drag them out of the tunnel entrance ans.
down the hillock. ‘“We must build a huge fire so that
we can inflate the balloon with hot air,” Borr save
authoritatively. ‘I'll lay out the balloon while yos
two gather some wood." It takes you nearly three
hours to scour the barren plain and find Ln-:tugk
wood to build a decent fire, but at last you are ready.

Borrt takes a metal pipfnumfﬂwhaﬁket, connecis
to the neck of the balloon, and suspends the othe
end over the fire. The balloon soon fills with hot 2=
and is nearly inflated, when you suddenly see dust
rising into the sky on the horizon. Tlorses
approaching,” Symm says calmly. ‘1 hope you ame
nearly ready, Borri” The horses quickly come inte
view and you see that there are six, each being

2Bo—aB1

ndden hard by a Hobgoblin. Borri orders yvou to
untie the rope which is holding the balloon fast to a
Teestump, and then dimb up the rope as the
Salloon ascends. But the strain on the rope makes it
difficult to untie, and you waste valuable seconds
Sefore dedding to cut through it with vour sword.
You are suddenly jolted upwards by the rope, while
2t the same time a Hobgoblin rides undemeath you
and leaps out of the saddle to Lry to grab vour legs.
Roll two dice. If the total is the same as or less than
vour sKILL, furn to 253, If the total is greater than
¥our SKILL, turn b 332

280

In the next valley you enter a small wood, which has
an sbundance of Aowers and plants, although none
of them s pleasing fo the eye. Some are diseased,
others are covered with thoms, and some emit a
foul smell. All of them appear to be strangled by
cregpers. Although yoo cannot see anybody, you
suddenly hear high-pitched twittering veices. You
draw your sword and ride towards where vou think
the sounds are coming from. A bush moves and you
c2ich a glimpse of a tiny dark figure before it dis-
#ppears inko the undergrowth. If vou wish to follow
the figure, tum to 8. If you would rather gallop
trongh the glade as fast as possible, tum to 73,

281
A5 you walk along, you do not see a small rock on
the floor in front of you. Test your Tuck, If vou are
Lucky, turn to 392. If you are Unlucky, tumn to 320.
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282

The Hill Giant's possessions amount to 1 Gold Piece
ardd 8 copper bracelet. It oocors to you thad the
Giant's cave cannot be too far away if he clammed o
own the valley. Will you try on the copper bracelet
(turn to 18z2), search for the Giant's cave afier
placing the gold and bracelet in vour backpack (furn
to241), or ride wes! along the valley after plaang the
irold and bracelet in your badkpack (tum to &7)7

283

You hear a grinding sound, and slowly the giant
chair starts to swing back through an opening sec-
tion of the wall. The bars holding you mto the chair
slide back and yvou are able to stand up in the large
room in which vou find yourself. The chair shdes
back into the tunnel and now the only possible way
out for you is through a door in the opposite wall

There is a sign on the door which reads “Lock the
door before opening.” You are puzzled by the sign,
which appears to make nosense. You try the handle
and find that the door is nol locked. However, if you
have a key and wish to do as the sign says, tum to
189, If you do nol have a kev or do not wish touseit,
tumm fr 334,

An hour later you decide that you are travelling too
far north and must head east if vou are ever to find
the Lost Lake. At a suitable point, you turn cast
away from the river and ride up into the hills. Some
fime later you catch sight of a thin plume of smoke
nsing up from the other side of the nearest hill lo
vour left. If you wish bo go and see what is causing
the smoke, turn to 33. If you would rather ride on,
fum 1o 261.

Alas, the stone does not hold any remedial
properbes. Tum to 357.




2B6—288

286
You cyoss an open field and see a round stone
outpost m fromt of vou. Two Dwarfs suddenly
emerge from the building, each holding a crossbow,
They order you to turn back or lace the conse-
quenices. U you decide to tum around and ride
wwwards Stonebridge, turn to 21, 1 vou would rather
aght the Dwarks, tum to 71

287
You find a2 leather pouch hanging around the
Sonekeeper’s neck. Tts contents are three bone
rings, each ome highly polished. One has the
symbol of 2 fall moon carved into its surface, an-
other bears the emblem of a dagger, and the third
fhas a shull etched into it. Will you:

Try om the Moon Ring? Turn lo 1o
Try on the Dagger Ring? Tum to g4
Trv on the Skull Ring? Turn to 265

4 you leave the rings and ride east out of the Valley
of Bones, turn to 369.

288
Sormi and Symm soon recover after the slaying of the
Hellcat, and tell you how termifying it was to watch
the battle, unable fo move a musce. T'm really
Pliased you won, actually,” says Borri. ‘1 didn't
2ncy the idea of being used as a scratching-post for
that big cail’ Svymm for once laughs at Borri's re-
marks, although it is probably due more to his own
relief than Born™s humour, “Well, we went to the
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trouble of opening that trapdoor, so we might as
well have a look inside the Hellcat's lair,” continues
Borri. ‘What do you think? If you wish to look
inside the lair, turn to 290, I you would rather walk
down the narrow tunnel opposite, tom o177

289
Aroond the neck of the Centaur hangs a bronze

talisman in the shape of a Homed Demon. TF you
wish to wear the talisman yourself, turn o 735. Uvou
wordld rather ride off without the talisman, tum to

304.

200
Symm 15 as skilled as you are with his sword, and
deteats his three Skeletons without too much
difficulty. You start o scrape the moss from the
gravestones to read the inscripbons, and the thind
gravestone yields what you are looking for -
Tamal's epitaph. In ancent script it reads:

Although I lie here, [am not yet done,
The dark power continues, my soul is my son.
Tamal. Thed in this world aged 108 years.

You memorize the epitaph, while Symm looks at the
other open graves, Suddenly he calls out, saying
that he can see the end of a silver rod protruding
from the soil. You walk over to the grave to see for
yourself, i you wish to pull the rod outof the grave
turn to 389, If you would rather leave the grave
yard imumediately and ride north-east bowards
Stomebridge, tum to 234.

=203

29
Dutsiders pay for their infrusion with their lives,’
misses Ungoth. You throw back your robes and
graw your sword, now that your true identity is
kmown. Turn to 223

292
You ride over the top of the hill again and down the
other side. At the bottom you can see a small wooed
at the end of the valley 1o the north. If you wish to
nce towards the wood, fum to 203. I you would
s=ther nde up the next hill, turn to 280.

243
A sudden gust of wind blows the balloon away from
the gap in the trees where Borr is trying to land . The
basket is dragged through the tree-tops, becomes
sntangled and is brought to sudden halt, hanging

. precaricusly from the branches some thirty metres
- off the ground. You climb out of the basket and

dimb slowly down the tree; suddenly a branch gives
way underfoot. Test your Luck. If you are Lucky, turn
i 225. If you are Unlucky, turn to 4.




=205

04

The balloon climbs up into the sky, bevond the

range of the arrows, “That was a dosc call,” mutters
Borri. ‘Bul at least we are safe up here. Let's hope
this wind keeps up to push us north-west * Feeling
weary, you sit down in the basket and decide &
sticoze for a while. But Borr, badk in his belovad
balloon, is in a talkative mood and tries to keep voo

awake, Tm amazed al the price of things thess

days,” he says. ‘Do vou know how much a good
war-hammer cosls, even in a diy of thieves like Port

Blacksand? If you wish to continue the conver
sation, furn lo 1g8. If vou would rather tell him o

keep quiet so that vou can sleep, turn to 4g.

You prise the crate open with vour sword and find
two soits of armour inside, but no helmets. Wil
youw

Try un the suit of plate-armour? Turn to 356
Trv on the chainmail suit? Turn to 328
Leave the armour and retum to

vour horse? Tum to 235

296298

245

The creature lands on top of you and immediately
starts o feed. Towever, it is not your flesh that it
&Eeds on, bul the metal of vour armour, Lose 1sxi1.1

pount. Asif being enveloped by a glant amocba, you

&v to throw off the lron-Eater,
IRON-EATER

fur each Attack Round that vouo lose, you must
deduct 1 SKILL poinl. As s00n as you win an Attack
Round, you will have thrown the Tron-Eater off on
= the floor. Then vou will be able to walk on along
the tumme] {burn o 151).

SKILL 4 STAMINA S

207

After thirty metres, the tunnel opens oul inlo
another chamber. The floor is litkered with skulls,
ezch one looking as if it had been smashed by a
Sunt mstrument. At one end of the chamber there
& a heavy itom door, which is firmly bolted shut. As
vou approach, you hear a dull thumping on the
door. At the other end of the chamber, you sec an
archway which has a surround sculpted with De-
mons and Serpents. | you wish to unbalt the door,
tum fo 115. Uf you would rather walk through the
archway and into the tunnel bevond it, tum to
26y,

208
You are thrown from the saddle and land heavily on

the ground. Test yowr Luck, If vou are Lucky, turn to
107. U you are Unlucky, torn to 218,



296—300

99

Sv touching the day doll, you gger a magical
seactum. The doll starts to grow and soon towers
sbove you, the day appearing soft and malleable as
Swough just dug out of the ground. The hulking
monster steps awkwardly towards you, its club-like
St raised to aftack. The Clay Golem stands be-
fween you and your horse, and you have no option
but o fight it

CLAY GOLEM SEILL B STAMINA y

Your sword is a poor weapon with which to fight a
Llav Golem. After each Attack Round, roll one die.
¥ vou roll 1 at any time, tum to 303, If you roll 2-6,
contimue the combat. f you win, turn to 362

300

ihe woman's laughter drifts away on the wind and
2l is calm once agamn. You examine the rod, which is
st half a metre in length, and see thal there is a
=Tew Lthread at one end and a solid ball at the other
end with the number 13 stamped into it. You dis-
cover that the ball unscrews to reveal a piece of
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paper rolled up tightly inside the rod. The paper
bears the message: Toknow my use, add my halves
together.” If vou have the other half of the rod and
can come up with a total, turn to that numberec
reference. I you do not know the total, you have no
option bul 1o take the half-rod with yor and nde
north-east towards Stonebridge. Tum o 234

301
While you sink into unconscousness, Symm re

members the stones that you found. He knows that
certain stones in Allansia can draw the cold from =
body and have been used before when others have
fallen to the touch of an Toe Ghost. He examines
them and finds one that looks possible. He places 2
on your forehead, sits back and waits. Tes! your
Luck, If you are Lucky, turn to 12. If you ame
Unlucky, turn to 285.

302

After riding around the dearing, you notice with
relief that at last the trees are beginning to thin, ans
soom you are out of the wood. Tum o194

303305

How foolish you are to think that you could trick
me," hisses Ungoth. "Outsiders pay [or their in-
trusion with their ives.” You throw back your robes
and draw your sword, now thal your true identity is
known. Tumn to 223.

324
For the next hour, your return journey through the
hills remains uneventful, until you suddenky hear a
girl's cry for help coming from the direction of a
wonded knoll not far to the south. If vou wish toride
%o the knoll, turn to 127. If you would rather keep
riding west. turn to 382.

305
As you try to flick the tarantula off your wrist, it

sinks its fanps deep into your flesh to inject its
deadly poison. Lose 4 s7amina points, Symm im-
mediately rushes to your aid, knowing exactly how
to treat a snake bite. He makes a small incision with
s knife to draw the poison out, and although you
feel M, vour life has been saved. Borri offers to tip up
the cart while he waits for you to recover. B vou
want him to tipup the cart, turn to 366. If you would
rather walk on leaving the cart behind, tum to 40,
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1o0b
You scrape the moss away and read the words of 2
rhvime:
To go beyond
A granite door,

Press the numbers
One eight four.

Yo memorize the thyme, remoont your horse and
ride or. Turn to 324.

Your eves widen and a crared ODMES
over your face. You scream wildly, and then begin
tor foam at the mouth. Clutching vour sword, vou
turn on Symm and Borri, who are likewise affectad
bty the mental attack: MNow totally insane, you are
each filled with bloodlust, and stand on the ledge
hacking one another to pieces. Bom falls hirst, then
Symum. You ignore the blood which runs down vour
lep from two deep gashes in your side, and jump
into the pit to attack the Gargantis. Bul one swipe of
its clawed hand quickly ends your athempt, and
vour life,

jo8—310

308

I'he unseen man speaks to you in a [ricndly voice,
saying, ‘If you are Lawful, as you say you are, then
d@smount from vour horse, stick your sword in the
ground, and come and join me for some roasted
duck” Tf vou trust this man and agree to do as he
suggests, tumn to 103. If you would rather kick your
horse infoa gallop, tum 10 354.

399
You look it the darkened room from where the
Lava Demons [lew out, but are unable to see any-
thing_ If you wish to walk into the room, turn o 51.
¥ vou would rather walk through the archway and
mio the unmel beyond, turn to 264,

310
it 15 pitch-dark inside the cave, and to safeguard
vourself from falling down an unseen pit, you tap

the ground in front of you with your sword, Sud-
denly, your sword hils something solid directly in
your p&ih which sounds as if it is a metal object.
fou reach oul and feel the object and deduce that it
= a large metal box bolted to the ground. It has a
ainged lid. If you wish to try lifting the hid, turn to
45. U you would rather walk back to yvour horse,
i o 235.
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Fi1
Holding the rod in your hand, you imagine the
rabbit frozen in time. Somewhere hundreds of miles
away, the rabbit springs once again into action and
continues its run through the grass, unaware that #

had ever stopped. You poinl the rod at the Gargan-
tis, and hold your breath as a giant dawed hand

reaches down to grab you. Much to your relief, the
hand suddenly halts, centimetres from your face
The Cargants is paralysed, and Borri and Symm let
out a cheer, You let the nimble Symm shin up the
frozen body of the beast, a knife gripped between
his teeth. Sitting astride the Gargantis's shoulders,
Symm cuts slowly through the white horn. Clutch-
ing it in his left hand, he brandishes it in the air m
triumph. He then jumps down and hands you the

{abled horn, a smile across his face. You marvel 2t
the beauty of the hom before tucking it inlo yous
belt. 'Let’s gol’ you say, and lead your two fHends

back down the tunmel. Passing between the

Skeleton statues does not produce a further appear-

ance of the Joe Ghosts, and you hurry on. Tesf your
Luck. I you are Lucky, turn to 54. If you are Un-
lucky, turn to 138,

312-314

jaz
The rat sinks its sharp teeth into your leg. Lose 1
STAMIN A poinl. But vou are less worried about the
wound than you are about the possibility that the rat
mught be the carrier of a fatal disease. You crush the
‘=t underfoot, angry that such a small creature
might be the downiall of Allansia. Test your Luck. [f
you are Lucky, turn to 348. T you are Unlucky, tumn
o opba

313
About half an bour later, you hear the battle-cry of a
warrior and the clash of steel coming from over the
Srow of the hill. Tf vou wish to investigate, turn to 7.
# vou would rather walk by, tumn to 162.

¥4

Although you are hit by the dagger, the throw was
=0t parficularly accurate. You suffer only a flesh
wound to vour shoulder. Lose 2 sTAMINA points.
Sut just as quickly as the cloak rose, it drops back to
Sie ground and stays there motionless. If you have
aot done so already, vou may try om either the Moon
Amg (turn to 10) or the Skull King {turn to 265).
Utherwise you may ride east out of the cursed
Valley of Bones (tum to 369).
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H5

You pass between two statues of Skeleton Warriors
ed immediately feel a gust of cold wind blow down
S tunned into your faces. The wind blows harder
&nd begins o howl. "‘We seem to be in the right
Pizce,” savs Borrl in a more serious tone than usual.
1.Ider|.h you see something glowing while at the
#nd of the turmel, It grows in size and flies towards
pou at speed. When it is near enough, you see that it
= a being with an agonized look on its face, its
=iffuse body trailing bebind it. Tts mouth opens and
¥ts out a soul-chilling scream. “It's an Tee Ghost,'
Souts Symm above the wailing scream. ‘Don’t let it
Souch you as it fies by, And look out, here come two
=ore’’ You keep your eye on the [ce Ghosts as they
spiral towards you. Roll two dice three times. If any
o the totals are greater than your sk1LL seore, turn
= 379 If the totals are all the same as or less than
Jour SKILL, tumn to 72.

316

Within an hour you reach a bridge which crosses a
sream and leads you into Stonebridge. Two Dwarf
guards standing on the bridge challenge vou, and
pou reply that you are a friend of Yaztromo and

red to speak to Borri. The Dwarfs” mood suddenly
shanges and they become very friendly and talka-
®ve; they lead you through the village to some
sables where Borri lives. You knock on the door
#nd are grected by a smiling Dwarf with chubby red
theeks and a long beard. ‘Hello!” he savs cheer[‘u.lh
My name is Borri and you must be Yarztromo's
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318—320

friends. Come in and help yvourselves to some ke
vegetable stew 1've just prepared. I'll take care
your horses.” Yoo acoept Bormi's land hosps
and eal uniil yvou feel you cannol move. Add
STAMINA points. Bom mejoins you to hear a
vour quest, as all Dwarfs love to hear tales of adv
ture, Atlast when he seems content that he kn
evervthing there is to know, he says, “Well, 15
pose it’s ime to rest. Make vourselves some beds =
the hay, and in the morning I'll show you
thing special - my invention!’ In the morming,
quick breakfast, you stroll pubsde to see Born
his new invention. Tum (o 353.

ns
slow and dumsy, the Zombie is a strong
Sehiter, and slashes at you with its clawed hands.

Z0MBIE SEILL B ETAMINGA B
& vou win, turn o 74.

319

You spend some minutes cutting your way through
e bushes and brambles, but fail to find a lair.
Serhaps the Demon had no resting-place. You have
mst decided to give up and return to your horse,
when something catches your eye in a pile of leaves,
You brush away the leaves with vour sword and
discover the skeletal remains of a human wearning
Thainmail armoor, no doubt a victim of the Wood
Demon. You see that the bony fingers of its right
Band are dutching a silver rod which is about half a
=eire in length. A fine helmet lies next to the skull,
and a perished leather backpack is close by, Will
you:

317

Within an hour you become feverish and then
your horror hair starts to sproul from vour up
body, head and arms. Your face distwks a
changes dramatically until it is completely lupine
appearance. You are condemned to 3 double |
hurnting, when the full moon fses, the very

who were once your friends.

Examine the slver rod? Turn to 360
Try on the helmet? Tum to 111
Open the backpack? Turn lo175
Leave the body and retumn to
your horse? Turnto 221
320
You kick the rock and unknowingly spring a trap.

The rock was keeping a stick pressed down in a
Bole in the floor which, when released, opens a



321-323 J24~325

trapdoor. You step into thin air and fall down a g
five metres deep. Roll one die and deduct the nus
ber from vour $TAMina score. If yoo are still alive
Borri and Symm are able to rescue you with the help
of Borri’s rope. “You didn’t see the Ganganbs dows
there, did vou?’ Borm asks teasinglv. Withoot giving
him the satisfaction of a reply, vou walk off, tigghee

ipped. Turn to 7g.

324
At the bottom of the hill you see a narrow sheam

munnung north to south acress your path. When vou
at the edge, vour horse stops and puts ‘its
down to drink. Tf vou wish to release the reins
%o allow your horse to drink, turn to 376. If you
uid rather force it fo cross the stream so that you
confinue your quest, furn to 3g1.

373
You hear an ominous rumbling sound above you

and see fragments of rock splinter off the walls and
fall to the ground. Suddenly, a huge crack opens up
in the wall by the lever, and then the whole fa=
caves in on lop of you. Your gquesl is abruptiy
ended, and Rarzaak can now bring on the Dark Age
of Allansia without any further obstruction.

325
You walk two kilometres further west, but fail to
indan?hm-ses There seems to be little point in
any forther, a5 it will take you an hour to
fo Borri. You walk back, hardly speaking Lo
other, frustrated by vour continued bad huck,
When at last vou see the balloon, there is no sign of
Sorri. You draw vour swords and approach
tiously, when suddenly Borr pops up out of the
xet and paints a crossbow at you. Youo laugh and
him to stop joking, but do not finish vour
sentence. A crossbow bolt picroes your neck, killi
dou instantly, and a fight to the death then breaks
wut between Symm and Borri, although you will
==ver know who won. Nor will you know that Borri
went msane after eating mad-mad berries found
wnly on the Plain of Bronze.

The chicken is fresh and only recently roasted. You
devour it quickly and lick your lips in satisfaction
Add 2 stamina points. Leaving the Orcs behind
vou ride off east. Turn to 216.

323
The lce Ghosts dose in, but you manage to evade
them as they fly by. Svmm and Borm also dodge
them successhully, You watch the Ghosts disappes
down the tunnel, before dedding o abandon the
search for a secret passage, and walking bolds
belween the statues ahead. Turn to 56




326

326
Although vou did not know it, the jewelin your ring
= known as the Seeing Eye. Hs wearer will see
Srough all illusions, even if cast by the mosl power-
! magic. Slowly the features of Yaztromo dis-
#opear to reveal the hideous figure of Razaak in his
fue form. His body is grotesque, with a large
f Scmed insect-like back which curves up to his over-
sred head. One arm trails on the floor, while the
sther is withered and stunted. One eye bulges from
#= socket and a twisted smile warps the left of his
Seformed face. Red veins pulsate on his bald skall,
i vou have never felt sorepulsed in all yourlife, °1
Enew you were an outsider,” he sneers, T can feel
S presence of my sword hidden in your robes. Bul
sou are out of your depth, worm.’ Suddenly he
points his shunted arm at you and a fireball shoots
sut from his scrawny fingertip straight at vou. If yon
Save inhaled the smoke from inside a smashed
Fobe, turn to 351 IF vou have not inhaled the magic
smoke, ham to 259.




L e b

331-332

=7
You turn your horses north and wave to the HiE
Men, who shake their fists at you in frustration.
When out of range of their bows, you tum west
ayain. Turm to 148

modent and as it gets dark, you wonder
to make camp, In the distance, you see the
ow of what looks like a fire, but it is now too dark
see whoever might be sitting by it. If you wish to
ade over o the fire, furn to 183. B vou would rather
down for the night between sume nearby
v o bo 399,

328

The armour fits you well and does not restrict your
agility. Add 1 $x1LL point. You have no use for the
plate-armour, so you walk back to your horse. Tum
tn 235,

i

Hobgoblin just manages to grab hold of your
it leg and is hauled up into the sky with you, Borri
d Symm lean over the basket shouting en-
agement as vou try to shake off the Hobgoblin.
il two dice. I the total is the same as or less than
Wr SKiLL, hum to 154. If the total is greater than
SKILL, burn tn 267

332
et your Lick. H you are Lucky, turn to 384. If you

Unlucky, tom to 85.

You lift the trapdoor and stand back, your sword
the ready, You hear a high-pitched growl and
suddenly, a large beast leaps up through the =g
door into the chamber. 11 has flame-red fur and
cat-like in appearance, with long sharp daws ang
teeth. The Hellcal also has scariet eves which it uses
to instil fear into its prey. Roll one die. If you o8
1—4, turn to 110, If you roll 5 or 6, tum to 355.

330
The larga rock flies towards you, but lands fwe
metres short. Yoo hear the Hill Giant bellowing &=
anger, but you ride on up the hill, and soon lea
the Giant behind. The restof the day passes witho




333

33
the moss from the gravestone and read

the epitaph of a woman who died aged fig. On the
third tombstone, you find what you are looking for—
Tamal's epitaph. In ancient script it reads:

You sora

Although 1 e here, [am not yet done,
The dark power continues, my soul is my son
Tamal. Thed in this world aged 108 years

You memorize the epitaph, while Symm hurrieds
scrapes the moss from the other gravestomes, hals
expecting to see a ghost at any moment. Bul the
gravieyard yields no further secrets, and voo nids
north-east towards Stonebridge. Turn to 234.

3347335

3

2ou decide to throw caution to the winds and open
e door and walk through it. You find yourselfina
=om exacily the same as the one you have just left,
The only difference is that there is no sign on the
Sack of the door. You walk up to the door, try the
sandle and find that it is unlocked. Again, voo walk
Srough the door - only to find yourself in another
sentical room. Having failed to use a tmelock key,
¥ou are now frapped in a time-warp from which
Sere is no escape. You are doomed to the eternal
sepetition of walking through the door.

335
After half an hour of rummaging through the

sndergrowlh, you fnd the deadhy-nightshade
plant, and are hardly able to believe your good
fortune. You guickly chew a sprig to exfract the
telladorma, and are immediately sick because of the
poison in the plant. Lose 2 sTtamina points,
However, to your relief, you are cured of the
aisease. Tum to 36.



336
You read oot the words on the parchment, bul the

old man soon becomes irmitated by your poor pre
nunciation. ‘Read out the words letter by letier,” b
says sharply. You do as instructed, but when yos
finish, the ¢ld man remains silent. Finally he grunts
in satisfaction’ and says, "Well, you have founs
vourselves guite a vseful tem. The langmap =
Hamakeian, The Hamakei, in case you are i
terested, are the last remnants of a mone Somoenone
age. A few of them still live in desert wastelands
They are very strange crestures with withersed
bodies and vulture-like heads, and are kept alive
well beyond their normal hifespan by arcane spel=
They see themselves as scholars and are rarely
drawn into conflict, so they concern themselves
with protective magic. And what you have here is 2
manic scTeen against conj amimals or nsects.
Quite vsetul, really, To activate the spell, just ssv
“Hamakei” and call out the number on the botiom
of the parchment. Well, I must be going now, and ss
Ml say goodbye and wish you luck.” You watch the
old man for a few minutes as he sets off again
walking nimbly. Then vou tum and follow Sym=
who, as ever, is eager to press on. Tumn o 313

337338

337
As your horse steps unwithingly onone of the fung,

vou hear a dull popping sound. Suddenly, the air
5 flled with fungal spores, poisonous only Bo
humans. You immediately begin to retch and
choke. Roll one die and deduct the number from
vour sTAMINA score. U vou are still alive, you hold
vour breath and make your horse gallop across the
clearing. Soon the trees start to thin and at last you
arc oot of the wood. Tum to1g4.

338
When you reach the spot where the slain Dnm;_.l'ar

fell, you are surprised to see that the bodies have
vanished. A trail of blood leads toa solid rock wall,
where you find the tell-tale crack of a doorway. You
push the secton of wall, but it does not move. Even
Symm with all his skills cannot find a way to open
the section of wall. You press your ear to the wall,
but hear nothing. If you wish to carry on with your
cihorts to open the wall, um to 78. If you would
rather walk to the junclion and try the other
passage, tum to 222.



i3

339
You nervously ride over the brow of the hill that

leads down to the lake. There is a deathly silence in
the valley and hardly a ripple breaks the surface of
the dark, mist-covered water which stretches into
the distance. You quickly scan the lake, but see no
movement on . You wait patiently for almost an
hour and then you catch sight of an object drifting
showly towards the western shore, You strain your

eves and see that it i undoubtedly a raft and a robed
r':gure is sitting on . You spur your horse along the
shore to the point where the raft is heading. As the
rafl drifts closer to the shore, vou urge vour horse
into the cold lake and set eves on the cursed
skeleton of Kull. 5tll gripping Razaak’s sword as it
hzs done for a hundred years; the skeleton of Kull
sits mobonless on the rafl as you approach. You
overcome your anxiety and reach out and take the
sword from Kull. You hear a whispered sigh of jov
and waich the skeleton cromble into dust and dis-
appear between the logs of the raft into the lake.

After placing the dreaded sword in vour belt, you
nde off west towards Yaztromo's tower, unable to
rid vourself of haunting thoughts of the terrible fate
that may awaif you as keeper of Rasaak's sword.
Tum to 165




A40—347

340
You somehow manage to survive the mental attack,

blotting out the fear in your mind. You scream at the
top of your voice to aid your comcentration, and step
lorward Lo attack the Hellcat,

HELLCAT
If you win, turn to 11,

SKILL B STAMINA B

It is not long 'I:E[uru}:iiight&]], and vou find
yourselves relaxing in comfortable 1‘Juirs-ﬁ5'hmiﬂg
lo long tales of adventure told by Yaztromo. After
ealing a huge meal, you go to bed cary, since you
feel you are going (o need all the sleep you can get
In the moming you feel quite refreshed (add 2
STAMINA points) and while you pack your belong-
mgs, Yaztromo refills your glass phial with his
Healing Fotion, enough for five tots. As vou walk
down the spiral staircase of the tower, Yartromo
savs, ‘| fear the worst for poor old Bodron. Some-
thing terrible must have happened to him. He is
usually so reliable. I hope you manage to find the
haunted graveyard without him. After that, ride 1o
the Dwarf village of Stonebridge and 25k for Borri

He will be able to help you save a great deal of ime"”
Qutside, you mount vour horses and ride off west
along the edge of Darkwood Forest. The ride i
uneventful for half an hour, but then vou see 3
leather sack hanging by a piece of rope from a tree. ¥
you wish to stop and cut down the sack, turn to 20+

It you would rather ride om, turn to 37. i

342
The nuts are edible and ease your hunger a little.
Add 1 sTaMINA point. When you have finished the
nuts, you make your way out of the tunnels. Tum to

79,

343
The little man stops throwing the bones and asks

vou why you arne frespassing on his ground. You
meply that vou are on an important quest and that
vou must find the Lost Lake. T'm just a simple man,
known as the Bonekeeper,’ the little man says ina
sad voice, "and [ do not know of any lost lake. Tsort
through these bones and carve some of them into
magical rings. [ would very much like a new knife
for my work, and would gladly give you one of my
ongs inexchange.” If vou possess a knife which you
would like to exchange for a ring, turn to 208, T you
denide to attack the Bonekeeper after all, lurn to134.
Otherwise, you bid him farewell and rde out of the
¥ alley of Bones (hum to 369).
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M
Borri and Symm help you up and then the three of
vou walk througch the narrow tunnel opposite. Tum

to 177

M5
By moming all is quiet. You mount your horses and

ride off in search of the graveyard. lum to 37.

The strong poison acts quickly, but firtunately vour
constitution can cope with the small amount. Your
limbs feel stiff, but do not become paralysed. Lose 4
ETAMINA ]'H:nints. You unge your horse on, outting
your sword through the air to ward off the hoverning
fies which are waiting for their prev o fall. Butyou
manage o escape from them and as seon as you feel
safe, vou swallow a tot of Yaziromo's Healing
Potion to counter the effect of the poison. You
immediately feel better, but you do not regain any
sTAMINA points. Relieved to be past the marsh,
vou continue your trek into the hills, following the
river. Tumn to 185,

347-348

347
Borri has trouble squevsing his fat stomach through

Lhe crack in the wall, and Symm teases him about it
You have to push and haul yourselves along some
twenty metres before the crack opens out into a
farge empty chamber. Two black candles give off a
dim hight and you notice that it is extremely cold. On
the opposite wall, 2 narrow bumnel leads out of the
chamber, and on the floor you seea tapdoor which
is bolted down. You press your ear to the trapdoor
and hear some smuffling sounds coming from
undermneath. If you wish to walk down the narrow
tunnel, tum to 177. li you wish to unboit the trap-
door, turn to 329

348
The rat was nol diseased and you are able to con-
tnue your quest without a painful and untimely
death. You walk over to the chest and look inside.
lum to 2371




349-359

349

The clawed hand catches yoo on the shoolder and
neck, inflicting a terrible gash. Lose 2 sTaMina
points. Roll two dice. It the total 1s the same as or
less than yourskiiy, turn io 88, If thetolal is greater
than vour KL, torm b 236,

e
By the fime you are halfway down the valley, your
horse is pantng heavily and galloping very slowly
Lose 1 Luck poinl. Not wishing (o run your horse
inte the pround, vou tum b face the scoreaming
Goblins, Fight them one at a time as they close in.

SKILL STAMINA
First GOBLIN 3 s
Second GOBLIN - A
Third GOBLITN & 5
Fourth GOBLIN f &

1f you win, tam to 65,

53352

351

You detect surprise on Razaak's face as the ball of
Lire veers away from vour body. He releases another
fireball, but it too veers awav. Realizing that vou
nhave protection from fire, be skarts (o mumble
words which you do not comprehend. Immediate-
ly. his fingertips are crawling with giant, bloated
msects which swarm towande you as if Raraak were
holding the end of a massive pulsating cone. [ vou
possess a Hamaketan parchment, you should ose it
now by calling on the Hamakei and turming o the
number on the parchment. If you donot possess a
parchment, tum (o zgz.

352
You are now wearing a Crystal of Sanity. This
talsman will protect you from any assaults on your
sanity. Taking heed of the miner's warning, you
turn your horse south-east to avoid the Ores. Tum
o 137.



353

353

Crutside in the vard, you see the strangest sight of
vour hife. A huge balloon, as tall a3 Yaziromo's
tower, is being filled by Borri with hot air from a fire,
A proup of Dwarls is holding on lo the ropes to keep
the balloon from floating away into the sky, This is
my invention,” shouts Borri excitedly over the crack-
ling of the fire. T¥'s called a hot-air balloon. 1t can
carry people greal distances through the skivs in a
basked hanging from the ballon. You can soar
throogh the air across mountains and lakes; driven
on by air currents and the wind. Now, [ believe we
must fry to find the Garpantis beast. So, if you
would like-to climb aboard, we'll take to the skies.
And if you have any idea which way we should go,
vou should tell me now. The wind is blowing in a
south-easterly direction, so | hope you don't want to
go west?

g

You are full of wonder at this amaring balloon and
vou chimb quickly mto the basket, Borri gives Lhe
urder for the Dwarls to release the holding ropes,
and the balloom rises smoothly and swiftly up-
wands, At first you feel nervous, but soem the
peautiful view and the tranquillity make you relax,
and you begin to enjoy the silent jourmey_ You look
down at the tiny tree-tops of Darkwood Forest and
think about the dangers that he hidden beneath
them. “Well? asks Bord. “Where do you want to go?’
Will you reply-



354350

I'he Forest of Spiders? Tormn to 34
The Western Flatlands? Ium to135
I'he Plain of Bronze? Tum to 10

354
You hear the twang of a bowsiring being released as
vour horse races off into the night. Test your Lok i
you are Lucky, turn to 109, U you are Unludky, tum
b0 2h3.

355
Although your two friends become itransfixed by

fear, you somehow manage to shut out the image<
gathering in your mind. You scream at the top of
your voice to aid your concentratiom, and shep
forward o attack the Helleal,

HELLCAT

If you win, turn to 288,

SEILL 8 STAMINKA B

356
You look down at the lifeless bodies of the

Chamelecniles and recall a legend you were once
told. Tt is said that the blood of these rare creatures
gives a human being the power of perfect
camuouflage just once in his or her life. But it is also
said that sometimes there are terrible side-effects. If
yvou wish to dab some Chameleonite blood on to
your body, turn to 124. U you would rather spur
your horse on further east, furn to 18o.

IsT=359

357
Your temperature continues fto fall, and death

guickly follows due lo hypothermia. Your body
starts to vaporize and rises off the ground. You see
o objects in [ront of you, glowing fiery red, and
vyou fly towards them. The heat given off by the
ohjects burns you, and you howl in pain, in the
same way as any other Ice Ghost in the presence of
Bving beings,

358

The girl les in a contorted heap close to her Griffin.
There is no sign of life, and you wonder why she
attacked you. Perhaps the Griflfin was hungry and
=tended to cat horse flesh. The girl was armed with
# sword and a shield. if you do not have a sword,
you may take the girl’'s. Add 2z skiLL points. The
shicld s circular and has strange writing etched
zround the dreumference. If you wish to take the
shicld, turn to 131. If you would rather ride off
without it. tum to 29.

359
You look around, but find nowhere tohide, There is

no albermnative but to draw your sword and advance,
Three creatures soon come into view and you see
thal they have the bodies of humans, but the heads



360—361

of rats. They are covered in short fur and have long
rat-like tails; they have already picked up your scent
and are ready to fight. The fronl Rat Man whirls 2
sling around its head and releases a shone down the
tunmel. Roll one die. If you roll 1-3, tum to 133. B
you rall -6, tum (o 6g,

360
1he rod is hollow at one end and has a sceew Lhread

mm=de it You deduce that there is another part fo the
rod which is either lost or destroved. You notice the
number 37 etched into the solid end of the rod, but
do not understand its significance. You put the rod
inko your backpack before deciding what to do nest
If you have not done so already, you may either oy
cn the helmet (turn to 111) or open the backpack
(ks o 175). I vou would rather return o your
horse, tum to 221,

361
Ten minutes pass and nothing termble happens io
vou, You realize that you arc immune to the side
effects of the Chameleonite’s bloed. Add 1 1oce
point, ln high spirits you turn your horse east. Tum
tia 8o,

362-364

362
The Colern rocks on its feet for a moment and then

washes 1o the ground like a falling tree. Its head
splits open and inside you see a gold ring set with a
=rge jewal plugged into the day. 1f you wish to put
the ring on your finger, turn to 102, If you would
r=ther leave it where it is and ride on towards the
ke, tum to 339.

383
You ride steadily north-east lowards Stoncbridge,

Sut see no sign of a graveyard. Tum to 142,

384

If what vou say is true, | am sure my master will
want to hear of Lord Azzur's allegiance, But before |
allow you entrance to my master, [ must ensure that
you are not a spy from the outside world, Twill ask
vou some questions,” continues Ungoth. ‘Should
you answer them correctly, then [ will be convinced
vou are a true servant of Razaak. You say you were
mn Port Blacksand, that venerable city of thieves, lo
Buy arms. Now tell me, how many Gold Pleces
would you pay for a war-hammer? If you know the
answer, tum to the number that it would cost. Tf vou
do not know the answer, tumn to 291,
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365

Az you nide slowly through the wood, yvou see the
==ves ol 3 bush move, and cannot comvinee vour:
§ ==l that it was ruffled by the wind. You draw your
t sword and turn your horse fowards the bush, A
Audeons creature suddenly leaps out and stares at
L von through sunken eyes as dark as the earth itself.
he cresture is humanoid in shape but with dark,
arusty skin like bark, covered in moss and fungus,
and crawling with bloated insccts. It has a lifeless
=pression on its cumpled face. Suddenly the
§ Wood Demon's arms uncurl and extend Tike long
2z and try to pull you from your horse. Roll two
paice. If the total is the same as or less than vour
FSx1LL score, turn bo 232, If the total is greater than
FOur K11 L Score, turm 1o 397

)
f

366

b Underneath all the bones vou find another wooden
2o, much bigger than the one hidden inside the
$Froll's clothing. If vou wish to open the larze box,
s to 104, U vou would rather walk on, leaving the
poes behind, tum to go.
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The noise of the shattering glass echoes loudly n
the cave when the globe hits the wall and frag:
ments. The smoke quickly fills the cave, but you do
not have any difficulty in breathing. In fact, the
smoke is magical and will now make you inmune o
any attack by fire. Add 1 Luck peint. You may now
either open the chest, if you have nol done so
already (turn to Bo), or leave the cave {hum o 388)

368
If you cannot recollect what creature is still trapped
by the rod, then you will be unable to activate £
apainst the Gargantis. Once again, you must rely on
vour sword. Turn to 147.

350
Leaving the valley behind, you urge vour horse up
the next hill until you reach a pile of dark gransie
boulders. The largest boulder appears to have soms
words chiselled into it, most of which are hidden
moss. If you wish te dismount and examine
words, turn o 306. If you would rather ride on, tuss

1o 324

yo—3i2

e
Borri and Symm help vou up, and you discover that
vou have found a bronze face-mask. If you wish to
wear the mask, turn to 145. I you would rather
leave it behind and walk through the narrow tunnel

upposite, tom to 177.

it

by pulling on ropes and adjusting the ballast, Em’n
-Ju'IFuﬂv lands the balloon bebween a gap in the
trees. You climb oul of the basket and take the
mitiative, as Bom suddenly seems downcast at the
prospect of leaving his beloved invention. You tell
the other two o follow vou, although in truth you
have no idea which way to head. Turn to 15.

372
As vou reach forward to close the hid, one of the
Rad-Hulks tries to grab your arm. lf vour skiLL
scoreis g orless, tum to e, I your sx1u1 score is 10
or higher, tom to 20,
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367

The noise of the shattering glass echoes loudly =
the cave when the globe hits the wall and fr=g-
ments. The smoke quickly fills the cave, but you da
not have any difficulty in breathing. In fact, the
smoke is magical and will now make youimmune &=
any attack by fire. Add 1 LUK point. You may now
pither open the chest, if you have not done 52
already {turn to So), or leave the cave (furn (o 3861

308
Tf you cannot recallect what creature is still h—.-;:pd
by the tod, then you will be unable to aclivats
against the Gargantis. Onoe again, you must rely o
vour sword. Tum to 147,

369
Leaving the valley behind, you nrge your horse ap
the next hill until vou reach a pile ufda:kha
boulders. The largest boulder appears to nave
words chiselled into it, most of whi::hamhii:!di:n
moss. If you wish to dismount and examine
words, turn to 306. If you would rather ride on,

bo 324

37o-372

Borm and Symm help you up, and you discover that
you have found a bronze face-mask. If you wish to
wear the mask, tum to 145. If you would rather
beave it behind and walk through the narrow tunnel
opposite, tum toa77.

371

By pulling on ropes and adjusting the ballast, Boerd
skilfully lands the balloon between a gap in the
frees. You climb out of the baskeét and take the
inthative, as Borri suddenly seems downcast at the
prospect of leaving his beloved invention. You tell
the other two o follow yvou, although in truth you
have no idea which way to head. Turn ti 15,

372
As you reach forward to cose the lid, one of the
Rad-Hulks tries to grab your arm. TF your sk
wureisgorless, tum o105, fvoursxirt scorels 1o
or higher, turm to 20.




375
fou may try any one of the following items if you
possess them. Which one will you use:

A silver mitror? Turm to 394
b A silver pod? Turn to 128
A rat skull? Turn to g8

& you do not possess any of these items, you will

: SEe have to rel - ; i
The number you rolled was the number of points i« [ 3 S0 yURE GecS R wpic (heevi o )

b deducted from the Zombie's sTamina. Reduce
the Zombie's sTamina accordingly befire the 3
firht. |

JOMBIE SKILL & STAMINA G
If you win, lurn lo 74.

374
The 11l Giant's aim is deadly accurate. IThe largs

rock thumps into you and knocks you off your
horse. You are dead before you hit the ground. 1

376

Your horse drinks long and hard at the cool siream.
| Tou dedde to dolikewise as you believe the water to

oc pure In the hills. Add 1 sTtamina point. When
' vou think your horse has rested enough, Vo Te-
swunt and cross the stream. Tumn to 391,




377378

3T
Tou are soon deep inside the dense forest, which is
notorious for its evil inhabitants. Keeping a watch-
“ul eye on all the trees around vou, yvou walk stead-
¥ on. Soon you come to the edge of a glade and
aatch sight of poor Yaztromo staked out in the
middle of a marked-out pentacle. A loathsome
somed beast, its fat, lumpy body covered with
green, shmy skin, is walking around the pentacle in
& irenzy. You are unable to contain vourself and call
S out to Yaztromo. He raises his head and says,
* Never have [ been so glad to see 2 friend in my life,
* Quick, use Razaak’s sword against his servant [rom
 Hell* Enowing that you could not injure the vile
| creature with your own sword, vou draw Razaak's
b 2word Lo fight it.

DEMONSPAWN SEILL & STAMINA G

i you win, turn to 278,

oy } 378

| The crossbow bolt fired at Symm just misses him,
& but you are not as lucky. The bolt thuds painfully
g M =to vour thigh, although it does not stop vou from
¥ © mding in to attack. Lose 2 STAMINA points. Symm
 charges at one Dwarf and you take on the other.

é DWARF SKILL 7 STAMINA 7

3 you win, tum to 250.

5 T




379—3B1

e
The wapour-like body of the lce Ghost passes
through vou, and vou immediately feel chilled 1o
the marrow, You start to shiver uncontrollably and
turn deathly white. If you have any polished stones,
turn te 3o1. If you do not have any stones, turn

357+

380

I'e armour fits you well and is surprisingly hight
Add 1 sxiLL point. However, itused to belong to
evil lord who, as he lay dying from an assassin's
knife, cursed whoever wore his amour in the
future, Lose 3 Lucx puints. You have no use for the
chainmail armour, so you walk back to your harse
Turn to 235.

381

You walk back to the fissure and lead the way dows
the steps. The foul air makes you retch, but vos
carry om down into the gloom regardless. Your eves
gradually become accustomed to the dark and vour
nose even gets used o' the foul stench. When you
reach the bottom, you see that the vapour is fsing
from a large stone bowl, containing a thick red
liquid which glows as though it were molten metal
The shudge gives off no heat, just the nauseating
srnedl. ‘Perhaps this stuff is responsible for killing aF
the vegetation outside,” whispers Born. "Shall we
pour waber over it from that rock pool? If you wiss
to do as Borri suggests, turn to 186. If you would
rather try to find Razaak's crypt, tum o 262

382-383

The day passes quickly and soon you find yourself
riding down a narrow valley between two rows of
hills. This is a welcome change from continually
rding up and down hills. However, in the wild
lands of Allansia, danger is never far away. Stand-
ing ahead of vou in the muddle of the valley is a
huge, ugly brute some six mefres tall, dressed in
grubby animal skins. A pile of rocks Hes next to the
Hill Giant, who calls out and threatens to hurl them
at you unbess vou give him 5 Gold Pieces to allow
you through his valley. Will vou:

Give him the gold? Turn ko 187

Attack him with vour sword Turn to 118
Ride up the hill to bypass the Giant? Turm ko153

383
The vapour-like body of the Ice Ghost passes
through you, and vou immediately begin to feel
chilled to the bone. You start to shiver uncontrol-
lably and turn deathly white. I this is the first time
you have been touched by an [ce Ghost, turn to141.
If you have been touched by one before, tum to 47.



384-387

You walk past an unseen pit, hidden by twigs and
leaves. It was built by the furtrapper who used W
live in the hut, Tumn to 23.

385
Alas, you have chosen o put on an Agran death-

mask. Made by the High Priests of Agra in southemn
Allansia, these terrible masks were given to unfor-
tunate sacrificial victims at harvest time. Although
the wearer appears perfectly normal, he wall be
down and plunge a dagger into his heart. The High
Priests dominated their people and led them to
believe that those sacrificed killed themselves wall-
ingly. A few minutes later, you he down on the foor
and thrust Razaak's sword into your chest. In
seconds, vour flesh tums by dust and allin Allansa
15 lost.

386

You guickly untie your horse and mesume your
journey. Tum to 67,

387
You are obviously unworthy of owning magic
items, if you do not know what they are. Sinoe you
are unable 1o activate the magic rod, you must rely
unce agzain on your sword. Turm o 147,

388-300

The strong acts quickly and vou feel your
limbs begin to stiffen. Lose 6 5TAMINA points and 2
SEILL points. With extreme effort you manage b
keep your horse moving and escape the grotesque

Flies. As soomn as they are left behind, you
swallow a tot of Yaziromo's Healing Potion to coun-
ter the effect of the poison. You immediately feel
better, bul you do not regain any SKILL OrSTAMIN A
pomts. Feshing relieved to be over the marsh, you
continue your trek into the hills, following the river,
Tum to 185,

389
As soon as vou touch the silver rod, the wind starts

to howl, throwing leaves up into the air. You hear
the sinister laugh of a woman above the noise of the
wind, and suddenly a hghining bolt shoots down
from the sky, followed by a roll of thunder over-
head. Test your Luck. If you are Lucky, turn to 121, [f
vou ane Unlucky, turn to 170.

340
The sarcophagus is filled with gold and jewels,
ncluding dhamemds as big as vour Bst. [f you wish
to take some of the lreasure, turn to 149. Uf you
would rather leave it untouched and get out of the
cryplas quickly as pnssthle turn to :3.3




391-353

391
You reach the brow of the next hill and look east-
wards into the distance. All you can see is the
never-ending range of hills stretching out into the
gloom of the dark sky. Suddenly you hear the spund
of galluping hoofs and shrill war-cries piercing the
silence. You turn to look behind you and see a group
of Goblins charging up the hill on horses, rding
bareback. One of them camies a banmer with
shrunken heads swinging from il. There are four
Goblins in the raiding party, and vou must quickly
decide what to do. If you wish to charge down the
hill 1o attack them, turn to 6o. Tf vou wish to gallop
away from them, turn to 16.

i
You siep over the rock, unknowingly avoiding a
trap, and walk on. Turn o 79

393
Unlesss your blow has just killed the Golem {in
which case turn to 362), vour sword will become
wedged in the wet day. As you struggle to retrieve
it, the Golem grips vour neck with its powerful
hands and throttles you to death with ease.




394-396

M

Believing that the power of the Gargantis is some-
how located inits tiny eyes, you try to reflect its own
gaze with the mirror, in the hope that it might
destroy itself. But the mirror has no effect. Lose 2
Luck puints. There is no time to use another item,
as the Gargantis is almost on top of you, 50 you must
rely once again an your trusty sword. Turn 10 147.

395
One of the Rad-Hulks picks up a rock and hurls itat
you as vou flee. Test your Luck. Tf you are Lucky, tum
tor57. I you are Unlucky, tum to 3.

396
Pushing and hauling yourself through the crack,
you eventually step out into a large empty chamber.
Two black candles give off a dim light and you
notice that it is extremely cold. A nammow tunnel in
the opposite wall leads out of the chamber, and on
the floor you see a trapdoor, which is bolted down.
You press vour ear to the trapdoor and hear some
snuffling sounds coming from undermeath. If you
want to unbolt the trapdoor, tumn to 228, If you
wold rather walk down the narrow tunnel, burn io

s

397400

397
The Wood Demon's vine-like arms wrap around
you and pull you down to the ground, As yvou fall,
your sword 15 knocked from yvour hand. I you
possess 2 hunting-knife, tumn to 260, Tf vou do not
have a knife, tumn to 27.

598
A tew minutes laber, you hear the dull spund of
hammers hitting rocks and the rattle of chains. If
you wish to investigate, tomn to 214. B you would
rather walk back to the junction and try the other
passage, turmn bo 338,

399
Sometimes things are not always as they appear. As
soon as you rest your head against a boulder, il
moves. You have disturbed a Boulder Beast, an
animated boulder mhabited by an evil Earth Spirit.
The Boulder Beast rolls over, crushing the life from
your body.

400

You reach the steps leading out of the fissure just as
the tunnels start to cave in. You run up the steps and
are greeled by Borri, Symm and Yaztromo. ‘1
thought you were . . ." you start, but collapse from
exhaustion before you can finish the sentence.
When you wake up, you find yourself in a comfort-
able bed, with vour three friends sithing in chairs at
the end of the bed. “‘Well done,’ says the wizard with
a great smile. “You did it! And as promised, you



have not turned into a skeleton. Bui it was cdose,
mind you. T was terribly wormried when vou col-
lapsed by the fissure. Tt was with some difficulty
that T neutratized the power of Razaak’s sword and
took it from your grip. Tt is now buried under tons of
rubble and rock at the boltom of the fissure. And
that should be the end of that. Come on, getup-it's
time to start celebrating!” And celebrate you do.

OET OF THE I'T;
FIGHTING FANTASY MONSTERS
Epeo Tocksop aed fan Liempsiomns

e by Blare Gasooipne

From the durkest corners. from the deepest pocls and
from dunecons thought ordy Lo exush nndghimares some
the Fizhline Fantasy monsters - e downdall of many a
brave wearmior.: Tweo-hundred aodd ey of these lnath=ome
creelures from the wild and dangenibus warldsof Fighting
Fentey arr wdbectsd Tere — zome are old adversacies,
many you have vof o meet - esch of them desoribed
i minole detall An indisponsabie goide for Fighting
Farviaesy adverdures!

TITAN:
THE FICHTING FANTASY WOKRLD
Stervr fizisew and fam [Rniegstone
Bdited by Mare Gascugne

Yoo met the monsiers in OUT OF TIHE PET —=now meel
the rest of the Fighting Funbesy world? Mo adventarer
sheruld be willoul this essential goide:  fkoonbsins every-
thing vou need tn know. covering the turbulent history of
the workd, from 7bs creation and early cidlizabions —
thnmgh  the devasiziing War of the Wizards — fo the
'p're-s.n_"n"d':]. wldirrme=s and ararchy whete Lhe delicate
bl between Good and Chacs comld ot any maomenl
be oweriurmed



THE CRETAMN CHRONICLES
jokr Butterfield, [awd Hempmens sisd Philip Parker

L BLODDEEUD OF ALTHECTE
. AT THE COWRT DF KING MINOS
1. RETLUHN OF 1000 wWArRDERIR

%mtl‘mm:rﬂnnkm}mlmﬁlufﬁmﬂmﬂ'ﬁ
Fbouk epic bringe an cxgting historical ditnensson 4o
Adventure Camebooks. YO are Altheus, senl D avenge
the death of Theseus, your elder brother, sehoese body bes
leapped in the labinanth of King Minos, The combat
system haw been extended b incompurate the concepis of
homeur and shame.

HELMOUEST
Dhand Firkdinga god Perry Hinlos
Hhsdrated by Mik Spender

Hantis ‘was- onwe & kod of pedce and: prosperily, ik
dden age assured by the power Damos. master of
gods, had invesled in the Bright Helm - power Lo/pro-
the lard from evil dind soscery. But then the Helm
shattered mfo hwehar pleces by the Dark Cods and
servant Viorash Mow esach piece lies hodden w a
and sccursed - dedd by ume of the evil
gonk=. But YO have chamced upon the log kept by Ha-
‘Manon, poest of Afdantis. This Jog will reweal u‘l'l."JﬂlJII:bE-}'
made by U el omes s ther comueraled wach pives oF thye
Helin Do YOI have it i vour powcer to nocover those

amnd remake the Helm, thus resturing peace b
Ablantis? AR the nformation yma nessd s here, mgenionashs
hidder i both text and pichares; and each strand ol he
mysRry uncavels o reveal lhe neat. The Ouest of the
Helm awaiss o Pl WO dare b fake up the challenge?

1131

31

THE TASKS OOF TAMNTAT, N
Eteve fackzon
Nhustroted by Stephen Lavis

Tallantaria is reefing, from the aftermath of o long and
costly war. Tanfabon, wizard of the oourt, miles the kin.f,—
dom ower an Inner Conmnil of scheming kaughts, jealions
wing for power, But Tandalon's years amo drawing o a
dioee. In urder fo sevk out the kingdom's sharnpest mmds,
Tantalon has devised an epw adventure goist. YOV area
competilie in the Someres’s guest: @ YOU steal the
Brimstone [agen’s measupe haard? Will Y OU find o way
B noe iy Dinstable [rom baprizbnment imothe SHnn
Dungerm? and how sl YOU catch the Demon Fish? All
the infrrmation you need is ingenmously woven inhe the
texk and’ piciores: Al YOU have to do7is take ap the
chalenge and srack the mmysteryd



Fantasy titles in Penguin for older readers

THE DRAGONLANCE CHRONICLES
Margaret Weis and Tracy Hickman -

From the creators of Dungeons and Dragons now comes
Dragonlance, an exciting new fantasy trilogy about the
creatures of legend who threaten the destruction of the
world of Krynn.

A group of long-time friends — knight and barbarian,
warrior and half-elf, dwarf and kender and dark-souled
mage — are given the power to save the world. Join their
exciting adventures in a quest to find the True Gods and
save Krynn from endless night.

“LIVINGSTONE |

1. DRAGONS OF AUTUMN TWILIGHT

A small band of unlikely heroes set out on their quest
to save Krynn from the dragons’ evil grasp. They have
hope — a blue crystal staff in the hands of a beautiful
woman - and they have courage. But the forces of evil are
strong v .

STEVE JACKSON AND IAN LIVINGSTONE

TIT

L e e b e

“THE FIGHTING 4
FANTASY WORLD,

EDITED BY
MARC GASCOIGNE

2. DRAGONS OF WINTER NIGHT

The darkness deepens and the companions begin a
dangerous search for the Dragon Orbs and the legendary
Dragonlance, ancient weapons of the True Gods.

v mm——————— e
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3. DRAGONS OF SPRING DAWNING

The dread enemy, Takhisis, the Queen of Darkness,
poisons all with her evil. Only Tanis, the leader of the
band of heroes, has the will to destroy it. He must
summon all his strength, courage and faith for the ordeal
which lies ahead . . .

-t e R 99
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