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PCEEIN BOOKS

PHANTOMS OF FEAR

A homibie Wined Bl you may be, but it's YOU the guicks have
come to in 3 dream, gnd YOU they have singled out to take gn
e might of Fahire end his grwiing force of evil creatures! In
Sroam. you bearn that st this moment, devp bansath vous home
in he Alfen Fogest, a craed semy is being assembled by Ishta,
Yoo must penstsate this foroe before s strength becomes
mwindble. As a Demon Prince, Ishitm canmol be killed by
wespan of any Earthly race  even the mest magical sword ot
the Figh Flves wouold have no powes aver him. 5o whit effec
=n vou, with your lesser powers, have on ham?

Prrhaps the answer Lo this fies i the Wood Ebvws an of
sran-ooniEol. gm‘m‘ruﬁb‘ftlﬂlﬂ.rﬂfnf POWER, which could
sive e cerigin important sdvantages and allow you to Cast
spelis zt vifal moments in voor adventore ...

T dice, & penal and #n ereser aee all you need to emback on
s thrilling adventure; which # cnmplele with it elabiicate
ombat system and 2 wore sheet o rerond your gains and
et

Manv dangers e ahesd and vour ssooess s by no means
gertan 103 wp o YO U to decide which route to follow, which
Sanzrrs ho risk 2nd which adversaries to figh!
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in the Affen Fosesl, a cruel army s being assembled by Ishiea.
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I'erfiaps the answer o this Les o the Wood Elves” art af
dresn-contral, prrerned by e eculty of POWER, which could
wive you cerksn important advantages and athow voa fo cast
spciks at vital moments in pouredienlure
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Many dangers Be ahead and your suocess is by no mezns
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INTRODUCTION

Yo are 2 Woiod ENin north-east Khul; your home is
deep within Aften Forest, a rempant of the One
Forest of old. Your father was a warrior and vour
mother a shaman, and vyou have inherited both
talenits. Yom are neither as mighty a warrior as your
father, nor as adept al magic as your mether; but
vou are good to have around in a hight, you can
weave a few useful spells, and vou can also enter
min the dream world which is a shaman®s special
realm. Both your parents are dead, and you are now
Eldenurin, Defender-Shaman of the Trbe'.

You are about to embark on a hazardons adventure.
Before domg so, vou must determine vourstrengths
and weaknesses. On pages zo-2t theve is an Ad-
merture Shewt for necording the detalls of your
adventure. You are advised either o write on the
Adremture Shept in pendil or to make photocopies of
the pages to use in future advenhures, Apart from a
penal and an eraser. you will need two ordinary
six-sided dice to play this book as a game.

Skill, Stamina, Luck and Power

Eoll ome die. Add & to this number and enter the
toal in the sx1Le box on the Adpenture Sheet.

Foll both dice. Add 12 to the nomber rolled and
enter the total in the sTasira box.



Rotl one die and add 6 to find vour inthal score
LUCK:

Roll both dice and add & this is the amount of
POW E K points with which you stari your adventure.

For reasons that will be explaimed below, vour
K111, STAMINA, LUCK and rowegR scores will
change constantly durnng vour adventure. You
must keep an accurate record of these scores, and
for this reason vou are advised either to write small
in the boxes or 8 keep an eraser handy. But never
rub out your Iniliel scores. As in other Fighting
Fantasy Gamebooks, although you may be awarded
additional sETLL, STAMINA and 1 VO K points, these
totals may never exceed your [mitial scores, except
tm viery rare occasions, when you will be instroched
on a particular page. Note, however, that your
POWER so0re may exceed its hohal valoe.

Your skint soore reflecs your expertise as an
adventurer, with a weapon and in other situabions;
vour STamMiINA score reflects your physical fitness;
your LUCE score indicates how naturally lucky a
PETSON you ane; your POWER score determines how
good youare al casting spells, and how well you can
cope with the dream world, which is the spedal
domain of Wood Elf shamans hke yourself. In the
case of each of these scores, the higher the better.

Battles

Yoru will often come across pages in the book which
mstruct you to fight a creature ol some sort. You
may be able to use magic to resolve the combat, but
if you cannot, or you choose not to, or for some
reasom the spell is not enough to defeat your vp-
ponent, you must resolve the battle as described
below

First record your opponent’s SKILL and sTAMINA
scores in the firsl vacant Encounter Box on your
Adovemture Sheet. The scores for each opponent are
given in the book each time you have an encounter.

The sequence of actual combat is then as follows:

1. Roll both dice once for your opponent. Add its
sK1 1L score. This total is vour opponent’s Attack
Strength.

Roll both dice once for vourself. Add your cur-
rert SKTLL score. This total is your Attack

(R

3. If your Altack Strength is higher than your op-
ponent’s, you have wounded it: proceed tostep 4.
If ite Attack Strength is higher than yours, it has
wounded you: proceed to step 5. T both Attack
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Strongrth totals are the same, you have avosded
each other’'s blows: start the next Attack Round
from step 1 above.

. You have wounded your opponent, sosubfract 2

points from 115 STAMINA soone. You may use
1.uek here to do additional damage (see below).

. Your opponent has wounded yvou, 50 subtract 2

points from vour sTaAMina score. Again., you
may use LUCK at this stage (see below).

Begin the next Attack Round by repeating the
procedure. This continues until the sSTAMINA
score of either you or your opponent has been
redoced o mero, which isdeath.

Fighting More Than One Opponent

I you have more than one opponent ranged against
vou in a battle, the instructions on that page will tell
vou what to do. Sometimes you will treat them as a
singie opponent; sometimes vou will fight each one
in lurr; sometimes you will have to fight them all
simultaneooshy!

Luck

At various times during your adventure, either in
battles or when you come across situations in which
vou could be either lucky or unlucky (details of
these ane given on the pages themselves), you may
2ll on your Luck to make the oulcome more
favourable. But beware! Using 1y Ck is a nsky busi-
ness, and if vou are unlucky, the results could be
disastrous.

The wre, called Tesiing your Luck, is as fol-
lows: roll two dice. If the number rolled is equal to or
less than your comrent LUCK score, vou have been
Lucky and the result will go in your favour. If the
number rolled is higher than your current 1LuCk
score, you have been Unlucky and you will be

penalized.
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Each time you Test your Tuck, you must subtract 1 |

point from your current LUCK score. Thus you wall
soon realize that the more you rely on your LUCK,
the more risky this will become.

Usiryy Luick in Battles

Om certain pages of the book you will be told to Test
your Luck, and you will find out the consequences of
being Lucky or Unlucky. However, in battles, you
always have the option of using your LuCK either o
inflict a more serious wound on an opponent vou
have just wounded, or to minimize the effects of a
wound you have just received.

If you have just wounded your opponent, you may
Test your Luck as described above. If you are Lucky,
vou have inflicted a severe wound and may subtract
an extra 2 points from its sTamina scome. I you are
Unlucky, however, the wound tums out to be a
mere praze and you must restore 1 point to your
opponent’s sTAMINA (i.e. instead of scoring the
normal 2 points of damage, you have now sconed

only 1).

Tf your oppoment has just wounded you, vou may
Test your Luck to try-to mindmize the wound. If you
are Lucky, you have managed to avoid the foll fone
of the blow: restore 1 sTA MK A point (i_e. instead of
losing z points, vou lose only 1). If vou are Uniucky,
you have taken a more serions wournd and maust
subtract 1 exfra ST AMINA point.

HEemember that yvou must subtract 1 point from your
Lu ¢k score each time you Test your Luck.

Power

When you are dreaming, and when you are casting
spells, POWER is the relevant faculty.

Lreams
The deities of your people communicate through
dreams: they il you what o do — though some-
fmes the instructions are open to more than one
mierpretation! They refresh you and restore your
powers; the same power allows you both lo cast
spells and to be an effective dreamer.

As you know, most beings dream, but they do nol
possess the art of dream-cimtrol: it is not up to them
whether or not they dream, or what they dream, or
whether their dreams are the mere ramblings of an
unwinding mind or what Elves call ‘dreams of
potency’. Your race has long known the artof achive
dreaming. Your training allows you sometimes nol
to be taken over by dreams, and to exert your will to
manipulate and be effective in that world, just as
anyomne 15 in this world. Thus, by dreaming, vou
sncoumter situations which parallel, often in a
tizarre fashion, the familiar everyday world.

3



You will often find yourself asleep and dreaming in
the coume of your adventure! The types of situation
vou will get into in dreams will paralicl those of
‘reality’. There will be choices to make, but other-
wise dream routes and dream encounters will be
entirely governed by roweR (and occasionally by
LuUck). There will even be dream combat agamnst
illusory opponents: the book will tell you how to
handle such encounters. If you lose such a battie,
you will usually not really be killed or overcome. but
you may suffer loss of rowee; if you win, your
POWER may beincreased. rowER points will also be
gained and lost by successfully or unsuccesshully
coping with the dream world.

Spells can be cast only in the real world, not in a

dream, In fact, you should be warmned never o

corfuse the dream world with the real world.

Yim are nota master magician. You know only halfa
dozen spells, which are mostly of the sort which are
useful to a peaceful Wood Elf going about his or her

14

daily business. Nevertheless, you may well find
them useful in your adventure! Casting spells de-
pletes vour energy, however, and every ime you
cast a spell you must reduce your POWER score by 1
poirtt

All the speils at your command are only temporary,
and Lt o more than quarter of an hour. You can
use the spells in battle only if if is feasible to do so:
the book will tell you when you can. The spells
available to you are as follows:

Spel]

Protect

Effect

Casts a pall of invisibility over the area
surroanding youo. Elves use this to
protect their villages, for instance.
Beware of including an opponent
within the pall, because he would stll
be able to see youo within it, though
you would both be invisible from
outside.

Husienrs Allows you fo make anything, yourself
induded, appear to be anything else,
within reason (for mstance, you
cannot make a molehill appeartobe a

mountzin)-
Weaken  Reducesan opponent’s sTaminaby 4
points.

Allows vou to float freely in the air up
to a ceiling of about four metres. Since

Levitation

13



Spell Effect
vou also float gently to the ground
under the influence of this spell, it
could also be used for descending a
chiff, for mstance.

Finding  Allows vou bo detect the presence of

something — it may be reasure, a

secret passage, or even a lurking

enemy. The spell has only a short
range.

Fire Allows you to produce Sames from
vour fingertips, which you can project
gither i a small area (such asan
opponent’s chestl), or bo ceate 2
barrier of fire, or even jusi to keep

:.-':mnﬁa-'lf wharm!

Restoring 5kill, Stamina, Luck and Power

Skill
Your sKILL score will not change much durmg your
adventure, Occasionally, a page may give instruc-
tions toancrease or devrease your $K1L L score, but it
can never exceed its Inilial value unless specifically
instructed. Drinking the Potion of Skill (see below)
will reslore vour sKILL toits Initial leved at any Sme.

16

Lhaima

Your stamina score will change a lot dunng vour
adventure as you fighl and undertake arduous
tasks. As you near your goal, vour sTaMINa level
may be dangerously low and battle will then be
parhicularly risky, so be careful!

sTAMIN & can be restored by rest, food and drink.
You will not start yoor adventure with any Fro-
visions, but you will have the opportunity to gather
some alomg the way. You muost note how many
meals’ worth of Provisions jyou have in the
Prowvisions Remaining box of the Adventure Sheet.
Every time you eal one meal’s worth, you may
restore op to 4 sTAMINA points and must onoss off
one point from your Provisions. You may rest and
ezt at any time except when engaged m a battle.
Remember that you have a long way to go, so use
vour Provisions wisely!

Remember also that your sTAMINA score may
never exceed ibs Inthin! value unless vou are specift-
cally told that it can. Drinking the Potion of Strength
(52w below) will restore vour STAMINA to its Initial
level at any time.

Laick

Additions to your LUCK score are awarded in the
adventure when you have been particularly lucky,
or have creafed your own luck by some action.
Details are given on the relevant pages of the book.
Eemember that, as with SKILL and STAMINA, your
LU CE score may never exceed its Initial value unless

17



you are specifically told that it can. Drinking the
Potion of Fortune (see below) will restone vour Lucx
to ils dnitie] level at any lime, and increase this Initial
value by 1 point.

Power
A already mentioned, your POwER score will
usually (bul not entirely) be increazed or decreasad
asd result of aclons within the dream world, orasa
result of casting spefls. Note once agaim that, unlike

the ather faculties, vour POW Er score may exceed its
Ireikial level,

Equipment and Potions

You will start your advenure with a bare minimuom
of equipment, but you may find other items dur-
ing your travels. You are armed with your sword
Telessa and are dressed inleather armour. You have
a backpack to hold your Provisions, your water-
flask and any items you come across which you
want 1o keep.

18

in addition, you may take one bottle of a magical
potion which will aid vou on vour quest. You may
ke one of the following:

A Potion of Skill - restores sK1LL poinis

A Potion of Strength — restores STAMIN A poinks

A Potion of Fortune — restores LUCK points and
adds 1 toInitil Luck

These potions may be drunk at any time during
vour adventone, except when you are engaged ina
Satile. Drinking the potion will restore your sxiLt,
STAMIN A 0T LUCE score o ity i Tevel {and, in
the case of the Potion of Fortune, increase the Ixitiel
=vel of Luck by 1 point).

Each potion can be used only once. Note down on
vour Adeendure Shevt whnch one vou take with you,
and cross it off when you have drunk it

19
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BACKGROUND

You wake up suddenly, shivering despite the warm
mid-summer night air. You are grateful to see the
[amiliar walls and trappings of your hot voo know
that you are secure, surrounded by the rest of your
tribe and deep in Affen Forest. The dream from
which you awoke momentarily escapes vou. What
was it? Then memory floods non vou.

It was a dream of ordinary, everyday Life in your
village. Elves were out hunting, filling the ground,
collecting roots for medicine and food, cooking and
repairing huts. You could not see yourself in the
dreamn, but vou were surveying the scene. Suddenly
a voice spoke — a voice which simoltaneoosly made
everyone look up from their work and Irightened
you, 1t ook you a moment o realize why it filled
vou with fear: i tnes your owm voice! But what words
are these you are speaking?

1 must leave you for a while,” you said to yvour
fellow Elves. ‘May the gods of the forest prodect youo
all while I am gone, The Demon Prnce Ishira is just
beginning to gather a vast foree of damned, chaotic
and evil creatures beneath our forest, He pi.ms o
overrun the entire world — starting with the Wood
Elves. His rule over his army is so cruel that even his
foul minions would rebel if they could, but Ishia

holds them in his sway by magical power. Thus he
232

must be overcome. I his sway is broken, his army
will have ng orgamizatiom and power: they will be
reduced to civil war between themselves. His army
= ot yet large, so I muost g0 now to face him, while
there is still a chance of penetrating his defences.
May | fare well, and fare you all well until I retum—it
! return. Otherwise, we will meet again in Iitr nan
Og. the island realm of the Son of the Sea, the Land
of Youth where all must go when their time comes.”’

At this pomt vou woke up. You now take stock of
the dream. You know full well that it is-a message
from vour gods, yet never before have they chosen
to communicate by having you speak their words.
You realize that this must be thetr way of impressing
upon you both the urgency of the task and the fact
that you and only you have been chosen for the
mission. But the idea terrifies you. As a Demon
Pringe, Ishira cannot be killed by any weapon of any
Earthly race: even the most magical sword of the
Fhigh Elves would not strike him down, so what can
vour lesser powers do against him? Nevertheless,
vou have been commanded te go, and you put your
taith in the gods. They would not so command vou
if there was no hope.

You decide to go back to sleep, to see if you can
dream a dream which will give voo more infor-

mation about the noble and awesome task facing
vou. Turm bo .

%3



i
in your dream, vou walk through Aften Foreal, yet
it 1= both familiar and unfamiliar. The trees seem
more alive, even more than they normally Jpp&li‘ Lo
vour trained Wood Elf senses; the tiny noises of
mwigs and shrubs seem magmified. A vivid force
olavs over the sorface ofthe trunks, being sustained
oy the vibrant, slow earth below and spreading to
the smallest shoot on the topmost branch, Even
while you dream, YOI e aware that this 15 a vision
of the hife-force, which your people call Maélla: it
zives all things life, and a minute fragment of it is
ur power to dream and make magic

¥ou do nol recognize the particular partof the forest
you are in. Derhaps it exisis only in your dream, but
perhaps il has a real counterpart. Affen Forest is
2=t — bot only 2 small cemnant of the Ome Forest of
. when the thoee contment: of Tin wese uni-
=d. In your dream, branches bend down from the
frees and usher you onwards along a trail which
FETS i.:."l:'l 'I'I'I TT"EI'I-'IE LIT }"I.l'l.l

Y¥ou are content to be following the trail, but vou
also detect urgency in the prodding of the branches.
Where are the trees leading you? As soon as the
guestion is formed in your mind, it is answered: the
Tees stop pushing vou onwards and you find yvour-
zelf at the meeting of three ways. One way is the
mail vou have been following; the other two extend
in different directions, forking like the angle of a
seTpent’s tongue.
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The trees have stopped urging vou, o this is where
they were guiding vou. In your dream, you know
that the crossroads is more than just the meeting of
three ways: the path brhind yon symbolizes vour
past life and now — with vour heart beating fast and
with your mind strangely calm - you have a choice
of two ways onward. But where do thev lead? Atthe
moment, they both look like greensward lracks
through a shll forest.

Then you natice for the first lime — it has only just
appeared - a statue standing on the exact spol
where the three ways mect. She is 2 beautiful god-
dess, but in human form, and vou know neither her
name nor her function. She is completely impassive;
her arms are folded across her chest and billowing
robes shroud her body. Though made of stone, her
eyes seem to bare into your mind and resd your
thoughts.

Your thoughts, of course, are of which way vou
should turn at this juncion. [he statue’s arms un-
fold, and a small black dog, which she was cradling
in her arms and had been hidden among her full
sleeves, leaps down and runs yelping past you and
away through the trees behind you. But you know
that, whatever the meaning of this, the dog is not
showing you your path, and you remain waiching
the statue.

Her arms continue tounfold, so slowly that it scems
to take eternity, and meanwhile her robes ake on
the glow of a pale but brilliant blue, and her face

1

ankacks gently into an enigmatic smile. Finally, her
arms are simply pointing down each of the routes
Setween which you have to choose.

You Jook first down the one to vour left. Instead of
the plain forest path, lacking significant features,
which vou had seen before, there 15 now a highway
that seems, ambrary even to your dream expec-
=tions, to open up the more distant it gets. The
end — if there s an end - is indefinite, but such a
senise of health and well-being issues from it that
your heart is warmed; and the irees, as they recede
mio the distance, lose many of their tree-hike fea-
tures, but take on the essence of vitality.

Down the other path, however, the trees and wood-
nd chrubs bevome moreand more grotesque, unil
thev are empty shells, not troly alive, but sustained
oy some fell force which exudes such a malignant
power that your nostrils are assailed by the rotten
adour of it And as soon as vour mind registers the
full horror of the pufrescence, in your dream you
se¢ s source. A wide arca of the forest has ool-
Spsed into a pit, whose bottom you cannot see; but
whatever is there, deep underground, is causing
the blight of the forest, your forest.
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¥ou now see that the statoe bears in etther hand
duplicates of your trusty sword Telessa. The beauti-
ful goddess fades mto mvigbility, leaving a last
glimpse of her enigmatic smile, and letting the two
swords fall to stick quivering in the turf. Will you
Llake up the one to your lefl and proceed towards the
hearth and health of the forest (turm to 306), or will
you take the one to the right and investigate whal is
causing vour precious forest to suffer (furmn to 67)?

¥
The Goblin asks what you want You have been
thinking fast, and you ask him whether he has
heard the romour that Ichtra is going to ban all
Goblin ale until after the invasion. The Goblin looks
horrified and dashes off to tell his comrades the bad
news. Add 1 Luek point for sowing seeds of discon-
tent among Ishira’s troops. You wait a while and
then continue east down the passage, unitl you
come tora juncton, whene youn could tum mght (furmn
to 123) or left (turn to 310].

Lt

3

You find yourself on the bank of a sublerranean
nver. A noxious mist rises from the rver and pre-
vents you from seeing how wide it is. LThere is a
thick, taut rope which disappears into the mast, but
looks as though it strebches across the river. Will vou
ose the rope to cross the river (fum b 26) or wait a
while (turn to 345)7

The noise of some small creature scutthing up a
tree-frunk startles you for a moment, but vou see
that it is only a black squirrel. The squimrels of Affen
Forest will not sttack creatures larger than them-
selves, untess they feel that their termitory has been
mfringed, when they have been known to group
together and pounce on the invader in a Hurry of
ittle claws and teeth.

This ome is by now bounding from branch to branch
away o your rght. "Where there are squirrels,” you
reason to yourself, ‘there are probably nuts.” Will
vou follow the squirred in the hope of linding some
nuts {turn to 339), or will you carry on northwards
(turn to 275)?

5
You think that whatever Ishira's troops [ind so

dangerous might be of interest to vou. Of course, it
might be equally dangerous to you! You walk slowly
along the passage, to let your eves get accustomed
to the gloom. You have not gone far when, in the
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dim light from the tunnels behind you, you see a
barred entrance to a cave. You notice it because you
have just triggered some secret catch in the ground,
which has opened the door in the bars. Tmmeds-
ately, the Banshee which wat imprisoned inside
leaps out through the door. You are not misled by its
resemblance o an andent hag; s daws alone tell
you that this undead creature can fight, and it is
uttering one of its notorious screams. Roll two dice.
U the total is less than orequal to yoursxii L, fum be
337; if it is greater than your SKTLL, turn 0 374

6

You continue through the cursed forest. The leaves
areé brown and swollen beyond their normal siee;
there is a constant dripping of vile liquid from the
leaves on to the soggy ground. Late in the afternoon
— Or so you guess it to be, but the sun is usually
tnvisible beyond the seething brown mist — you
come across a definite trail, tending to your left. You
dread to think what manner of creatures may have
made a trail in this doomed place. Will vou follow
the frail {tum to 69} or confinue through the frack-
less trees (turn to 321)7

=

7

Unfortunately, a Bhorkst, which was near by, has
the same ideas as you. You and this shagpy ape
meet head on in a frentie dash for cover, Bhorket are
asually timid creatures, but this one is territied and
will Bght for its e Tt kicks and gouges and pum-
mels with its powerful arms and legs. lts highsxie
score reflects its ability to leap out of your reach,

BHOREET STAMINA 11

I the Bhorkst ever wins two consecutive Attack
Rounds against you, you lose your footing and
fumble some way down the slope. You must deduct
1 extra $7a MmN A point before resuming the fight, If
vou win, vou know that your destiny is waiting for
vou, and you must go to face it, Turmn to 373.

SEILL 8

8

You have chosen not omly the name of a clan which
Haﬁsﬁutrmpsmaﬁdﬁhua, but also the one whose
msignia vou are wearing. The Ore captain stands
zside and lets you pass. Once the patrol has dis-
2ppeared up the tunnel, you duck down behind the
pile of bones to quieten vour racing heart. Turn to
=44

9
The vision immediately changes and you are no
wnger walking beside a river, bul seem to be
pushing your way through a huge crowd. Elveslike
vourself jostle humans and Dwarls; Giants brush
zside Trolls and Ogres as if they were not there,
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Many of the faces seem to be familiar, though
another part of vour mind tells vou that yvou have
never seen them before. Will you v to Rk to
somebody (turn to 254) or not {tum 0 235)7

10
As you journey west, you keep meeting impassable
thickets blocking your way. You have to wg-rag o
keep heading in the right direction, and you reckon
that you are walking about three kilometres fisr
every kilometre of westward progress vou make.
Eventually, vou get fed up with this delay, and you
start to hack your way through the thickels with
vour sword. This 15 all nght for the first couple of
thickets; but you are less lortunate with the thind.
Your hacking disturbs the spores of an Tiching Pow-
der Plant. The liny spores gel everywhere inside
vour clathing, and the iratation they cause s ex-
tremely distracting. You musi lose 1 sx1iL point
until you find a way to rid yourself of the spores.
You decide to return 1o your former zig-zag route to
avoid any further such dangers. Now your progress
is slowed cven more by your frequent need to stop
and scratch! Tumm to 311,

1
The door is locked. H you havea key, you bry itin the
lock, but it does not fit. Lose 1 1uck point. If you
want to try another door, repeat the procedurne vou
used to get here; otherwise, you walk on up the
cortidor {turmn to 217).

1x—13

12
As you are thrusting through the very next tangle of
prickly shrubs, vou disturb a nest of Giant Scor-
pion= One or two of these creatures would pose no
threat to you, bul a dozen are dangerous. You fight
themn as if they were a smgle opponent. They ace
slready crawling up your legs, so it is too late for
magic.

GEANT SCORPIONS

f you lose any Attack Rounds, you have been
mfected by potson and will have to deal with it You
can either cut out the infected area with vour blade,
st a3 costof 2 sTAMINA points, or you can search for
Alaba root, an antidote to the poison, al acost o 1
Luck point. You must do this, afier the hght, for
every Attack Round vou have lost. The encounter
makes you decide to avoid the thick undergrowth
and you tom west after all. Turn to 376.

SKEILL B STAMINAG

13
You peck through the kevhole, but see nothing
except the comer of a table in the room beyond. You
ook down the side of the door: it does not seem to
be locked, Will you try to barge the door down (turn

0 43) or to creep quietly in (forn o 70)?
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14
You hear grumpy noises from instde and an Orash

voice yell, “What's going on? Betfore you can run
=way, the door opens and an Ore guard blocks the
doorway. Another pokes his head under the first
one's armpit, to see what caused the disturbance,
You try to tell them that you are an ally, a Dack BN,
but they are too angry at being woken up to listen,
Luckily, you ean fght them one at a ime as they

come through the doorway.

SEILL STAMINA
First ORC 7 B
Second ORC b &

if you win, tum to gz

15
Before long, you arrive al the bank of a creek, which
= flowing east in the direcbon of Lake Nekros. The
eek i not too wide, and you can see the stony
bottom, 501t seemns fordable, The water would come
up to your chest, at the most. Wil you wade
through the water to continue north (furmn to 268) or
follow the creek upstream to the west (lurn to raz)?

16
You are unable to prevent the axe clanging against
the side of the tunnel. The sound is magnified by the
aonnel and carries dearly to either end. Pabrols of
Ores at one end and Goblins at the other devise an
amusing game, which invelves shooting crossbow
bolts along the tunnel for ten minules: even if you
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were invisible, you would have no chance. Not all
the bolis hil you, of course; but by the time the
guards come down the tunnel themselves, you are
too weakened by wounds to resist. Your adventure
i5 over.

23
You tumble through empty space. You will land m
the Demonic Planes, where Ishtra’s colleagues will
shiow you normercy. Your adventure is over.

18

As you travel north-west, you gradually become
convinced that it was a good idea to change direc-
ton, because wvou begin o nobce increacingly
stramge behaviour among the animals of the forest.
Normally shv creatures snarl aggressively at vou
from the undergrowth; binds twitter in alarm from
the tree-tops. It is also dear that the woodland
creatures have been harvesting food. It is not the
usual season for this, and vou realize that all this
strange behaviour is due to their instinctive aware-
ness of Ishira’s imminent invasion.

19

You begin to regret not having brought any Pro-
visions from home, espedally since it is likely that
the closer vou get to [shtra’s pit, the more the forest
sumals will have gathered or eaten all the available
food. You always knew that vou would have to
carry food when you were underground, but it now
seems sensible to gather Provisions for your whole
journey, both overpround and underground.

the next stage of your jourmey will be found by
tuming to 399. Belore you turn there, however,
semember that paragraph number and tum to 56,

149
A= the fight went on, you could sense Eric being

nard pressed. You velled encouragement to him
when you could, but just as you finish off the last of
vour opponents, you feel him slip to the ground.
You whirl round to find that he has killed one
Dark EW, but two remain, thoogh one of them is
wounded: this brutal creature has just plunged his
spear through Erc's neck.
fTou fight these two Elves simultanecusly. Each
Attack Round, choose which one you are attacking,
ot roll dice for both of them. Conduct the Attack
Eound as normal against the one you have chosen;
the other may wound you (if his Attack Strength is
figher), but you cannot wound him (even if your
Atiack Strength is higher).

SKILL STAMINA

DARK ELF B 7
Wounded DARK ELF 5 4
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If vou win, you bury Eric with all honour; there 15
the glimmer of a peaceful smile on his bloody face.
You lay his notched axe to rest with him, and
continue on vour way alone and with a heavy heart.
Turm to 392,

You know the virtue of staying with a dream,
however strange or lethal it may appear: after all, it
is happening in your mind, so you can come to little
actual harm. But you are too frightened by the idea
of losing your eyesight, and you wake up with a
start, You see the moon high above you: there ane
several hours of night siill to come, so you return o
troubled sleep. Tum to 360.

5 |
You think that whatever Ishtra’s troops find so
dangerous might be of interest to you. Of course, it
might also be equally dangerous to you! You walk
slowly along the tunnel, to let your eves get accus-
tomed to the gloom. You have not gone far when, in
the dim light from the tunmels behind you. vou sesa
barred entrance toa cave. You notice it because you
have just triggered some secret catch in the ground.
which has opened the door in the bars. Tmmedi-
ately, the Banshee which was imprisoned inside

22-23

leaps through the door. You are not misled by its
resemblance to an ancient hag; ik cdaws alone tell
vou that this undead creature can fght, and it is
uttering one of ths notomows screams. Roll two dice.
I£ the total is less than or equal tovour skicL, burn bo
1nz; if itis greater than your SKTLL, tum to 240,

22

The door is locked. U vou have a key, youcould tryit
m the lock (om0 35g); otherwise, vou could try
another door by rolling another double on your
dwce, or you could walk on up the passage (turn to
zy7).

2

1% now moming, and }'njl;lt wake m the Wild Man's
hut. Restore your FOWER score lowhal it was belove
the dream fight, and add 1 for your victory, If the
Wild Man is <till alive, turn to 215; otherwise, vou
crawl back through the helly bushes and continue
on your way (o to 116).
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24

You walk east up the gloomy tunnel, until it meets
another, which is better lit by more torches in the
walls, This new tonnel runs north and south, but
you estimate that south would take vou back to the
cave of bones, near the entrance to Ishira's under-
ground kingdem, so you tum north. Some way
further on, you pass a stout wooden door on your
right. You histen, but can hear no noises from
beyond the door. Will you carry on north (turn to
2r4), or find out what is beyond the door (fum o

13)7

25

You wake up. While you were dreaming, you had a
feeling of certainty, invincbility and knowiedge.
But when you are fully awake, thal feeling is gone;
although yvou remember the detzils of the dream,
you are uncertain what it means or what it could
have to do with your quest. You judge from the
night sky that dawn is still a couple of hours away.
Will vou go back to sleep (turn to 120} or climb down
the tree and resume your journey (turn Lo 1697

2b—27

26

You tug on the rope and it seems frm. It 15 sus-
pended only a metre or so above the water, soif you
don't want o met wet, vou will have to wrap your
legs as well as your arms around the rope and inch
Vour way acroes. You start to do this. It 1s hard work
and before long you feel your grip starling lo go.
Holl ome die: on 1-2, bom fo B2; om 3—4, hurn to 312;
on 5-b, um {o 353.

a7

Omnee vou are fairly well hidden behind the bones,
vou start bo wonder what they are doing there. They
=re too old to be the refuse of the tunnels’ present
cccupants. You see cloven skulls and other signs
that these people did not die peacefully in their
sieep: you also see that the skeletons are maindy
human.

It dawns on you that these must be the remains of a
force that fought agamst the legions of Bvil in the
Ureat War which ravaged Khul centuries ago. In the
past these tunnels have seen bloody combat. I
heartens you that these underground warrens were
once home to such heroes: maybe there are traces of
Cood left in this nest of Evil. It could be worth yvour
while to explore a bit. Add 11 vk pointand tum to
B
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28
The stags do not speak in response, bul a strange
force sparks and crackles between their two sets of
antlers. Your sight is temporarily blinded by the
brightness ol the flashes. When you can see again,
there is a single antler suspended in mid-air be-
tween the stags. You step forward and grasp the
antler; whatever force is holding it is released, for it
comes easily into your hands, On inspection, it
furns out to be hollow, like a hor; and you note
particularly that it has fwelve branches (note this on
viur Adventure Sheet). You blow a mighty blast,
which echoes around the canyon, before tucking
the antler-hom safely in your backpack, silently
thanking the majestic creatures, and proceeding on
vour way up the valley. Add 1 LUck point and turn

0383,

29
Even while you are stead}ring }-‘:_'l'l..l'l'ﬁl’-_"].f b mest the

Bloodhawk's diving attack, the thought passes
through your mind that it is far from its usual open
habitat Could it be a spy sent by Ishtra? Then there
= no more fime for thinking, only doing.

GIANT
BLOODITAWK SKILL 7  STAMINA 12

if you win, vou leave the dearing and continue
north. T to 332.
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3o
The kitchen does not lie behind you, so your blutt
does not work. The Goblins make short work of you
and then return to their meal — with an extra tem on
the menu!

3

You harden your resolve and spum the offer of the
fairies; your destiny lies in more direct acbon. You
awaken from the dream and find that the glade
has vanished. You are right on the border of the
blighted land; all that is left of the enchanted gladeis
a wingle elder tree. The tree is obviously magical:
your attention is drawn to its branches in parficular,
because of their regular armangement. You notice
that there are exactly twenty-two branches {note this
on your Adventure Sheet). All but one are normal,

leafy boughs; but the other is silver and gleams with
its own inner light. You pludck if, stow it in your
backpack, and take vour first step into Ishira’s crael
kingdom. Turn to 259.

22

‘Oh, very clever,” says the chief of the Pixes, as the
netdissolves, and you wade to the bank of the pool.
*All right, we'll have to help you. The first thing you
should know is that the entrance to Ishtra’s pit s
maore or less due north of here — though why you
should choose such a complicated way of killing
yourself, 1 don't know. Secondly, the Riddling
Reaver, the majestic jester, allows you to take any
one of these items.”

33~

The Pioe makes a gesture in the air, and several
items appear on the ground in front of him: a pouch
of medicmal herbs; a twelve-branched stag's antler,
hollowed and carved into a hom; a net just like the
one you were caught in; and a pair of boar's fusks.
Choose one of these items and turn to 104

33
The door s open. Although it is cool thronghout

Ishira’s underground kingdom, you are met with a
blast of cold as soon as you enter the room. This is
the cook’s freezer; the walls are sohd e, and car-
casses are hangmg from rows of hooks. You can
identify some of the carcasses, but wish you
couldn’t. There s nothing here to inlerest you,
unless vou want o take some joe, A fair-sized lump
of this wonld keep for quite a while, wrapped in a
sirip torn off your clothing. For some reason, the
room number, 33, stoks in your mind. Next vou can
either trv another door by rolling another double on
vour dice, or you could walk on up the corridor
{turn to 227).

34
When vou become mvisible, vou do not become
immaterial. The Lizard Man platoon shll know
where you are, and are still able to cut you to pieces.
To their satisfaction, your dying. bleeding body
becomes vicible again as it drops to the ground.
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Will you casta Finding spell, to see il you can detect
any danger up the tunnel (furn to 218), or preserve
vour POWER and risk exploring it without fore-
knowledge (turn to 279)7

36
I'he Goblin grunts, Huh! Carry onl’, and lets you
pass. Will you make for the door o your right (turm
lo 119) or thee one to your left (fum to 33057

S.F - -
Deduct 1 FoweR point, When vou rise into the air

above the Weevil Man, he howls in surprise and
runs away. Your ruse has worked and you may
continue safely with your journey. Turmn to 308.

18

Your fight with the first Pygmy Orc has you crcling
around each other, looking for an opening. The Ore
miakes a quick mowve to the right —and is struck in the
neck by his comrade’s dart! A look of surprise flits
acrass his face; then he drops down dead. You turn
to engage the second Pygmy Orc before he has time
to reload his blowpipe. Tum to 369.

3941

39
You can find nothing useful to take among the foul
and barbarows mstruments of torture which the
Ogre dropped. Will you now take the passage north
(lurn o 351} or tum nght and walk east (fum to
255)2

40

Fears well in your eyes as you raise your sword
against this nightmare-spawned monster, which
has taken over vour village. As soon as you strike
the fArst blow, the image changes and you see the
peaceful village you left, where Elves go aboul their
daily business as if they had no cares in the world.
Again, you are viewing the scene from above, not as
pari of it, and the village recedes as if you were
Hoating away. Gain 1 POWER point and furn 1o 231

1

A3 2000 a= you attempt to cast the spell, you wake
up from the dream in the ultmost terror. Yoo have
fallen into the trap of confusing a dream with reality:
you cannot cast spells in dreams. You must lose 2
FOWER points — 1 for the failed spell and 1 exira.
Tum to 380.
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42
&, during this combat, the Ogre ever rolls a double 6
against you, he has succeeded in knocking vou off
the boat (tum to 161). Otherwise, resolve the com-
Dat as nommal.

FEREYMAN SKILL 8 ETAMINA 10

¥ you win, you tip the body overboard and pull
yourself across the fver, Turn to zeo.

43
I your sTAMINA = 35 or more, you succeed in
ashing through the door (turn b 189); othetwise,
vou succeed only in bruising vour shoulder (deduct
I STAMIN A point) and in waking the Ores whowere
resting in the room (fom to 14).

4+
Ihe doorislocked. lf you have a key, you could trvit
m the lock (turmn to 280), Otherwise, vou can roll dice
for another room, or continue up the passage (tum
to 217)

AS swm as you leave the eye of the storm, you are
=shed and buffeted this way and that by the raging
forces. Something seems to eject you violently from
the storm and deposits you back in the centre, Lose
L FOWER point and turn to 164.
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46

The Drake takes you swillly 1o the top of a hall. A
single tree crowns the hill; it stands stark and
leafless against a grey sky. In the fork of the two
main branches of the tree a large, untidy nest has
been built by some bird. The Drake deposits youon
the ground next to the tree and flics off, its duty
done. You hear a loud squawk: 2 bird takes off from
the nest and swoops down fowards yvou o nvesh-
gate, As soon as you see if, vou know what fo
expect. Tt is a TToabom, 2 mythical bird with a twe-
metre wingspan, a vicdous beak and daws project-
ing from its wing-tps. You may gain some POWER
here, certainty, bul only if you win the fight.

The Hoatrin dives in to the attack. It has a POWEER
score of 12, Roll hwodice. If vou roll 2—7, the Hoatzn
redures your FOWER score by 2 points; if you roll
8-12, you reduce its rowsr score by 2 pomnts
Continue the fight untl cither its or your FOWEE
scoreis zero, lf you win, turn fo 340; if you lose, fum
By 203,

4748

47

The cracking of a twig bo vour right warns vou that
someone or something is approaching. Betore vou
czn react, a heavy foot presses down on your neck
and immobilizes vou. A gruff voice commands vou
to reach slowly for your sword and throw it away
from you. Will you do as he says (tum lo 375) or
resist {tumn to 125)7

4

There is a path of sorts between ruined houses,
some of which are still smoking. The smell of death
hzngs heavy in the air, In a crater in the ground you
see two bloated corp: which are being ripped at
oy scavenging Mordidas, You know that yvou are
walking through a scene from the future of Titan, if
ishira’s plans of conquest succeed. You are deter-
mined that they shall not. The path forks (o
Svpass a hill. Will you go left (lurn to 208) or right
(turn to 1867
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49
You know the virtue of staying with a dream,

however strange or lethal it may appear: after all it
is happening in your mind, $0 you can come to fittle
actnal harm. Althouph the dream is frightening,
you manage to stay asleep. When your eyes are
pierced, it is true that you are Hinded to that dream
wotld, but instead your eyes are opened to another
world, and the dream abruptly changes. Tum o

144.

-
As you search for Provisions. you may well have lo
fight some forest creature, either because you frv to
deprive it of some food or simply because it Is
aggressive. Roll one die to find outwhat Creature,
any, yvou fight:

Ko encounier

Woll {(skiLt 7, STAMINA B)
Moose (SKILL b, STAMIKA 12)
Bear (SKILL 7, STAMIKA 14)
Forest Giant (SK1L1 9, STAMINA §)
Mo encounter

R R e

If you do not have to fight any opponent, or when
you have wom, roll two dice this is the total of
meals’ worth of Provisions vou are able to fimd.
Enter thic total in the Provisions Remaimimg box of
your Adventure Sheet and then tum o the paragraph
whaose number you were instructed to remember.

F1-§2

51

4s vou walk along, you notice signs that this part of
the forest s occupied by some other humanoid
creature. At first you see only the occasiomal broken
twig, which could have been caused by something
else, but a footprint in a muddy patch of ground
makes you certain. Will you cast a Finding spell
weshward, to see if there is danger near by (fum to
18], press on regardless (turn to 349), or turn back
to the north to keep out of the way of whateveritis
(furm for 227)7

You run and run, but seem not to be moving at all,
You hear the Angaroc behind you; you sense that il
is about to pounce. It smothers you with its vast
body and pins you down while it drains your life-
force. There is no escaping this momster, since it is
not just 2 A t of your imagination, but one of
the guardians which Ishira has set in the dream
world- Your adventure is over.
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53
Assoon a5 you begin to feel vour PowER draiming,

you flip to the dream world and find yourself con-
fronted by Morpheus, Ishtra’s lieutenant. Tie = a
gross, bloated creature, the source of all nightmares
for the races of Titan. His body has no definite form,
but seethes with the stuff of nightmares — foul
creatures, great and small, He will send seversl
nightmare creatures against you, to soften vou up,
before attacking you himself. You will have to fight,
one after the other, a Harpy (Powex 10), a Claw-
beast (rowER 12) and a Wreith (rower 14). The
Harpy is a winged demon that slashes at you with
its talons; the Clawbeast swings its fouwr arms at you,
trying to rip vour dream body with huge hooked
clasws; the Wraith simply tries to drain your POWER
by its terrible presence. Conduct each battle as
normal for dream combat, by rolling two dice: if you
rofl 2—7, the monster has reduced your POWER score
by 2 Pmntu. if you roll 8-12, you have reduced its
rOWER score by 2 points. At the end of sach fight,
restore your POWER 10 1 less than what it was before
the fight began. If vou lose all three battles, you are
unable to remain in the dream world, and you flip
back to 73, with no chance to retumn here. Other-
wise, harm o 364

5455

The captain of the Lizard Man patrol that you meet
ot in the corridor is a little more intelligent than the
Goblins. He finds it not just amuosing, but sus-
Faous, that you cannol stomach the good, whole-
somne food ﬂ'rE'l.. get served up here. It makes him
think that you are not the Dark EN you seem to be,

Father than take any nisks, he orders his platoun o
cut youl to pieces. They do so, with relish.

55
The dooris not locked. You open itand find yourself

m a larder. You can reshore 4 STAMINA points by
sating some of the food. Then you can either try
another door by rolling another double on the dice,
or voui can carry on up the passage (turn Lo 217).



56—57

5B

further on up the hill, you are set upon by three
Wolves. At firct, vou see only their eyves, plowing
Ske red-hot coals i the undergrowth. Then they
spang out, saarling, and prowl around you in an
ever hghter arcle, waiting for an opportunity {o
pounce. Yoo dmw Telessa, and you hope vou have
bme tocasta spell as well. They are too close for you
o use Protect effechively You think viru had butter
irv Levitafion (fom to 103) or Fire (tum o 273).

Altematively, you may simply fight them without

_:.=..-|ga-;7p-e'] {turm to 7g).

57
You continue your journey on all fours. Tt is some
tme before you dare to pick yourself up and pro-
ceed as normal through the trees. Yoo wonder
whether the blast of wind was directed by some
mieiligent mund towards youo in person, or whether
it was the instinctive response of Evil towards
You realize that, however hazardous vour joumney
up lo now has been, the dangers have at least been
reasomably familiar. Omce you teach the blighted

tand, however, you suspect that you will enter an
uncharted region of unknown terrors. Turn b 239




Although your body becomes invisible when you
fip into the dream world, it does not become im-
material. Your physical body is still obliterated,
leaving you to wander for ever in vain throvgh the
dream realm. Perhaps you will be seen by sensitive
people as a ghost; at any rale, your adventure is
LIWET.

59
You step out into the open. The sun glints off your

sword Telessa and vou seem to the six frighiened
travellers who are staring at you lo have appeared
from thin air. This is the stuff that legends are made

of: add 1 powER puint.

The awestruck travellers invite you to share their
meal, but since they are ealing venison, you dechne:
Wood Elves do not eat meat. Tt turns out that the
travellers have been on the road for many memths,
anid have come from a city called Kalagar, {ar in the
west, They are brying to gel to Arion, and to catch a
boat from there (o some remote island, loescape the
doom which the Kalagarian prophet Vanator has
foretold for the world. You grimly acknowledge to
yourself that the prophet may not be far wrong, if
Ishtra has hic demonic way. Will you in response
tell the travellers something of your mission (tum to
209} or not (turn to 236)7

ao—61

]

You should have obeved your instinets. Tn the real
world, your body, though invisible, bumps into a
Troll and an Ogre, who have themselves collided at
2 junction in the tunnels. The Ogre thinks il was the
Eroll which caused it to drop the instruments of
forture it was carrying: butit might have been youo in
your invisible state! This rude awakening jerks you
back 1o the real world, where von again become
visable, Tum to193.

b1

¥ou cross the cavern, laking care not to touch any of
the weird lichen. You have to get back on to your
nands and knees to continue down the tunnel. But
atter another half hour of this awkward mode of
Tavel, you start to detect fresh air, and soon you
break out on to the western slopes of the hill, You
stretch your cramped muscles and look ahead to the
west, 10 see what terrain you must cross next.

The hill descends gently into a valley, where all
seems fo be peace and harmony. The trees there
seem still to be clothed in spring green. But this
sparkling copse ends with shocking abruptness in a
Gndscape which is unlike anything you have seen
defore, awake or in your worst nightmares. You
realize that you are looking out over the blighted
part of the forest, which your dream revealed to
vou. It = considerably larger than you thought it
would be: it stretches for kilometres in front of vour
eves. Tum to 386.
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a2
In the dream world, you land in a river of molten
lava; in the real world you land in a river of ordinary
water. Tum to ¥éa.

B3
You lock the door, with the Orcs” bodies mside the
room, to prevent anyone easily seeing signs of vour
intrusion into fhis room, at any rate. Add 1 LOCK
point, However, the key jams in the lock and you
cannot take it with you. You then carmy vn nurth
Turmn to 274,

The view before vou twists and heaves. Is it the
entrails of some immense monster or the coils of a
serpent? And then, while you watdh, it changes
again into a sinister landscape of wild country with
waterways running through it. It strikes you that
what you see here parallels the real world of tun-
nels, but on & much larger scale: a nammow funnel
becomes a wide river; the solid rock between tun-
nels becomes bizarre and bloaled couniryside.
While the dream world retains this mach simadarity
e the real world, you had better choose which way
to go. Will you tollow a river which runs west (tum
to 313), east (bum b 226), north (lum to 365) or
north-cast (lurn Lo g)?

65-67

b5
You strike the final blow against the Vampire, Tt

immediately vanishes, the iflusion is dispelled and
vou wake up. Restore your FOWER soore ko what it
was before the combat and add 1 point for your
victory. [t s now moming, so you decide to oon-
Hrue vour joumney. [urn to 172.

Bt

Thedoorisnot locked, for the simplereason that the
room & empty. You poke around for a while, but
&nd nothing. When you come oul, you are con-
fronted by a squad of guards. You try to persuade
them that youare 2 Dark Elf with legitimate reasons
for searching rooms, but they are not convinced,
You are frogmarched off to Ishtra's dungeons,
where you will spend the remainder of vour short
fife.

b7

As you walk up the path, the rees change {rom the
peaceful, slow creatures which yon know and love.
Roots bulge out of the ground even as you pass and
snake towands your ankles; branches brush your
cheeks, bul nol in gentle recognition of a kindeed
spint. There are no leaves on these trees; except for
2 few rotien remnants, which ooze thick resin and
flick it 3t you; it burns whenever it lands on some
sxposed part of your skin. But worse than all this,
and worse than the hideous forms of these warped
frees, is the smell which the pit exudes. The closer
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you get to it, the more your senses scream that thisis
wrong, wrimg, WRONG!

The part of you which remains consaous even wi'.ule
you slecp is aware that you are tossing and buming
on your pallet, and are close lo waking upin order Lo
avoid the foul nightmare. Will you try to continue
with the dresm (turn to 3g5) or choose to wake up
(turn b 380)7

.E-Bi-

Affer a while, the tunnel veers to the left, and yeu
find vourself outside what 1= unmistakably the
kitchen of Ishtra’s stromghold. You teel that you
have been lucky in not meeting any patrols recently,
and you do not want to push your luck too far by
returning along the passage you have just walked
diwn, s0 you push open the door into the kitchen.
Turn tor 320.

6971

65

You walk warily along the trail. To your relief,
nothing pounces out at you from the woodland on
either side, and there appear to be no traps. The trail
Eeads straight to a fenced-off area. Inside the fence
the trees have been cleared, but great holly bushes
have been allowed to spring up. The hollies are so
demse that you cannot see whether or not there is
anything else apart from them here. The spot has
obviously been created by an intelligent mind - but
for what purpose? For all you know it could be a
nursery for poisonous holly bushes. Will you go
mito the fenced-off area (furn to 122) or avoid it (tum
o 3237

70

Jest yowr Luck. TF you are Lucky, the hinges do not
squeak and you are able to get in without disturbing
the room’s ocoupants (tumn to 18g). Tf you are Un-
lucky, the hinges make the most abominable noise
{fumm to 14).

m
Deduct 1 rowWER point. You create the illusion that

vuu are covered in black, spiked armour from head
o foot — not just a formudable foe, bot an im-
penetrable target as well. The Weevil Man shrieks in
termow, hurls his hatchet at vou and runs away. You
have time to wish that you were really wearing
armour: a haichet canmot be deluded. Test your Luck,
If you are Lucky, turn to 185; if you are Unlucky,
o fo 157,
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72
The dowor is acioally & dispuised Quartz Golem,
which Ishtra has set to gnard the armoury. Yoo do
not know the secmet for entering the armoury, 30°as
soon as vou touch the “door’, it ransforms and
zttacks you. You are aken so much by surprise that
it inflicts 2 sTAMINA points of injury on vou before
von ¢an react. Then yoo are ready for it — but it is a
masgive and terrifying prospect.

JUARTE GOLEM SEILL 10 STAMINA I8

After twe Aftack Roonds, you an trv to escape
turn to 18e}. i vou remain and win the battle, um
tr 123

73"

[ he turther vou go along this passage, the more you
=N sense great Exilzhead, so yiou thmk you must b
nearing your goal. You come to a cave where,
though there is nothing to be seen, the aora i5 50
pppressive that vou cannot move. It is like an im-
penetrable, suffocating blanket, but it writhes with
an evil force, and nightmarish images form in your
mind. You feel your rower draining away as youo
struggle to break through, and then your lileless
body drops to the ground




74-75

74
‘That is not permitted; that is not the boon we may
grant,” is the stern reply. Do vou detect a note of
sadness in the voice? However much you plead,
you cannol move the impassive stags to respond
any further, Will you carry on up the valley (tum to
383) or investigate the pile of bones (turm to 135)7

s
The water closes over your head and you find

vourself swimming 7 in a new and miraculous
realm. You have temporarily broken through into 2
part of the dream world which the Evil of ishira's
sway cannot touch. You explore this underwater
realm at your leisure, marvelling at the colours of
the fish and the plants. Add 2 Fower poinis. But
this cannot last for ever. Just as you are beginning Lo
think of remaining here, a waterspout forms and
picks you up. It travels at unimaginable speed back
in the direction you came from. It dies down
gradually and deposits vou gently on 2 niver-bank.
Turn to 10%.

777
76

While vou watch in amazement from the dlear spot,
the chaos of the storm subsides a bit and you begin
& be able to make out certain distinet features.
Amranged from right to left in front of vou are three
wvpes of storm: lightning flashes on your half-right,
sain lashes down directly in front of vou, and an
mmense hurmeane s boiling up to your half-left,
You spin round to find exactly the same arrange-
ment behind you. While vou look on in awe, a
feeling of great calm descends on you, but it is the
malm of power waiting to be unleashed, not the calm
of sloth. Al the same time you know, as if a voice
fad spoken mside your head, that the eve of the
storm is formed by wind, water and five in this way,
Gain 2 powEr points and tum to 25,

The Goblin senses your hostile intent. He draws a
curved and stained blade and silently engages you
= combat,

GOBLIN SKILL 5 STAMINA 5

2 vorn win, you carry on east down the passage until
vou come o a junction, where you could tum right
{tumn o 123) or left (fom o 330).



70-79

#

The poricullis on the path to your left nises and you
walk under it. The only trick in the Sphinx's words
is that, since it was facing you, then whatis left from
its point of view is right from yours, 2nd vice versa.
The pottcullis smashes down on you as you walk
under it, killing you instantly.

i
You plant vour feet firmly on the ground, and face
the three-pronged onslaught. By summoning up

vour innate nimbleness as a Wood EIf, you can fight |

therm one ata time.

SKILL STAMINA |
First WOLF 7 6
Second WOLF ) [
Third WOLF & E

If you win, fummn o 314,

So=81

Bao#

You would definitely rather not be here at all. Your
surroundings seem normal enough, but that only
moreases the terror you feel. Tt is as i you are
walking along a forest track, knowing that you are
entering the jaws ol death - or, worse, about to
ommit some homrendous crime yoursell — but are
unable to stop vourself. Whatever lies waiting for
you up ahead, vou are sure that it will lake great
FOWER b0 overcome it. Tum to 338.

i |
You fail to notice an npgemous, but primilive, lrap,
which is hidden in the undergrowth. Several short,
sharpened stakes have been tied on to a stick. ¥When
vou step on the trigger — a lengih of supple wood
ring on the ground and covered with leat mould -
the stakes spring towards you at chest height. You
cznnot avoid the stakes altogether, but you manage
o turn 50 that vouo are sideways on to them, and not
such an open target. Roll one die: the number rolled
= the number of sTaAMINA points of injury you




Ha

You them continue your joumey, wondering whal
type ol creature set the frap . . . and for whom.
Soom, however, the deepening dusk persuades vou
to make camp for the night. You could sleep in 2
hollow under the roots of a faflen tmee {tom to 3350,
or vou could climb up another vast tree and camp in
the branches (tum to133).

B2-84

8z
Tour hands shp off the tope and you dangle head
down in the water by your ankles. The polluted
water of the river burns your skin and seeps into
your osirils. [ ose 1 STAMIN A point. Roll two dice.
d the total is less than or equal bo vour sxi1c L, turn to
353: if it is greater than your SKILL, bom to 162,

83
Sy the time you have walked south-west for most of

the murming, you are convinced that you have taken
the wrong direction There i no increase in the
trepidation of the forest animals; if anything, you
mﬁc&asiightdmm. You decide to turmn north, to
ink with where you would have gone had you
Tavelled north-west since morming. Lose 1 LUCK
pomt and turmn to 173.

Tou cammot stay here for ever, You can easily find a
Sme when the cavern is empty of patrols to enter
ane of the other unnels, but which one? There are
our to chouse between, not counting the one you
haverecently come from, and by now you haveseen
patrols either emerging from or entering all four
mmnels.

While you are pondering the matter, two patrols
emerge from two of the unnpels and go down the
sther two. You reckon that the tunnels they have
==t come from are now likely to be more dear. Will
vou take the northem tunnel (barn to 281) or Lhe
western one (turn to 333)°2
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85

=uddenly, the tunnel starts to move; the earth itself
= heaving. The river seeps through cracks in the
gound and disappears, Great rocks come crashing
down, but none bouch vou — they are nol meant
0. The way ahead and behind is now blocked,
Sut there is open air Ooverhead. But an Angaroc i3
shithering through this vent.

Angarocs ane hell-spawned creatures wihich exist
only in the dream world — wnfl some sorcerer
discovers how to bring them through to the real
world! They are servants of the Snake Demon Sith,
who values them highly among her pets. They are
Ske huge snakes, but at intervals along their bodies
four legs sprout from either side, The legs are thick
2nd hairy, like a spider’s, and enable the Angaroc to
Fap surprnismg distances. Angarocs have no
weaponry - no armour, claws or teeth. They need
nome, for their very being is venomous. Anyone
who comes near an Angaroc will lose roweRr: their
He-force will be gradually drained off. Roll two
dice, If you roll 2—7, the Angaroc reduces your
FoOWER by 2 poinis; if you roll 8—12, however, you
do not affect the Angaroc at all. But if you roll 812
three imes in succession, yom may be able to escape
from the monster. I you manage 1o do this, turn to
1hs




Yo feel pectectly sate in the hutnow. You hie down
on the floor, cover yourself with some sack-doth,
and fall asteep. Bul even though vou are in an
oasis within the blighted forest, your dreams are
troubled. You seem lo see a vast serpent, ooiled
arptind the foresl and squeering. As the forest
contracts, it tumsinto a mocking face. whose mouth
iz Ishtra's pil and whose laughter becomes the
chilling shriek you heard from the hillside.

You wake up to find that the scream was your own,
but vou soon return 1o your dreams. You are walk-
lng 1hmugh the forest and a tree blocks your path.
You step aside, but it is still in front of you, though
vou did not see it move. Wherever you go, the same
thing happens, until you realize that you will have
to fight it. lmmediately, 1ts branches try to throtile
vou and vou can feel yvoursell suliccating. The tree
has a rowr R score of 16. Roll two dice. On a roll of
2-7, it has reduced your POWER score by 2; onaroll
of B—12, you have reduced its POWER store by 2.
Continue until either its or your FOWER SCOTE
reaches zero. U you deteat the tree, tum o 23, it
defeats you, hurn to 287

Will you cast a spell to Gght the Weevil Man (turn to
352) or to avmd a fight (tum to 272)?

f5
Without 2 backward glance, youset off north. There
are few true paths this deep m the forest, but even
when the sun is not visible, there are plenty of signs
o show 2 Wood Eif which way is which, Although
vou often have to digress to avoid some obstacle or
other, you keep to a generally northerly direction.

After half a day’'s journeving, it is time lo rest and
zal. You look for berries while you continue waik-
mg. but there are not manv. The presence of more
Sght off to your left tells you that there is a glade
there, and vou think that it may have shrubs such as
Hlberry growing in it. Will vou tom left towards the
glade {furn to 143) or carry on northwards {turn
io 4}
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You pass another of the clearings which afflict the
foresl like open sores. To your astonishment, there
i a perfectly ordinary, peaceful deer grasing in the
middle of the clearing. The sight is like a breath of
fresh air in a sewer. Will you investgate this re-
markable phenomenon (turn to 240} or not (fum to
146)7

The tunnel takes you to a junction. There is a solid
door streight ahead of you; it has ne keyhole and
ooks too ough to barge down. There is another
passage leading east. You could go along this {tum
o 179) or return to the previous junction and take
the more northerly easbward passage {turn to 132).

g1

Since there are no festures to make one direction
more altractive than another, it takes a surprising
amount of will fo start walking. But no sconer have
vou made that effort of will than things change
drastically. You are standing in a clear spot - the eye
of the storm — while all around you rages the most
terrible storm, as if the gods themselves were at
war, or the sky were brying to separate from the
earth. The storm seems lo be pressing in towards
vou. Will you run for your life (flum to 45) or stay
where you are (turn o 164)?
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92

You look around the room; there is nol much of
interest, Weapons are stacked in one comer and
hanging on the walls, but there are none which loox
any better than your own. Apart from the weapons,
the room is almost bare. The Ores wene dleeping on
chairs against the table; the table has only 2 wooden
bowl on it. The racks of weapons are numbered in
good military fashion, and even the bowl has the
number g burned into it. You can take the bowl, i
vouwant. As you are leaving, you seea key hanging
behind the door. You can take this too, if vou wani.
Will vou Jock the door behind you (tum to 63) or
quickly make your way north {burn o 274)?

5
You happened to be drawing a breath when the
wind struck, so some of the evil blast enters your
lungs. You feel a chill sap your strength and your
sense of purpose. Lose 1 POWER, 1 SKILL and 2
STAMINA points. Tumn to §7.

o4
You strugple to change your dream, o get away
from the Angaroc. Roll one die. Un 1-3, tum to 52¢
o 4—6, tiurn 0242,

S5-8r

95
Deduct 1 power pomt. The spell does not indicate
£hat the valley contains danger as such, but warns
vou of a powerful animal aura, which is neutral
rather than hostile. Will you carry an through the
valley (twrmm to 282) or retreat out of it and find
another route north-west (burn to 385)7

_ 96
The dart strikes your arm and sticks fast in your

musde. The fast-acting poison kills you within
seoimds. Your adventure is ovet.

b 3

Deduct 1 PowER point. You cast a pall of invisibility
around yourself and start to move stealthily around
the Weevil Man. He grunts with surprise and hurls
s hatchet towards the blank area, which is all he
can see of yvou and the few metres surrounding vou.
Test yowr Luck, Il vou are Lucky, turm to 185; if you
are Unlocky, torm toasy.
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You come to, spluttering and gasping for air. You
are soaking wet, and you soon realize why. You are
sall in the net, bul suspended from a stout branch
ever 3 pool. It is mommg; you have been uncon-
sdous for a whole night. A dozen Pixies prance
sround you and occasionally et the net —and you -
2ropr into the pool!

You protest, of course, and one of the Pixies
spproaches. "‘Our master,” he explains, ‘is the Rid-
dimg Reaver. Now, he doesn’t particularky wanl to
see lchira take over the world - that would upset the
Salance between Good and Evil — but he doesiy't
want to make it too easy for you. He's not parhicu-
Griy bothered either way! So this is the situation: if
you salve our riddle, we will help vou, The answer
& the riddle is a rumber, and I'll give vou a clue: the
mumber i i the words.”

At that, all the Pixtes start to dance around the pool,
chanting an inane poen:

There was a young Wood EU from Khul,
Irussed up in a net like a fool.

The wee Pixics” rhyme

Can save precious fime . . .
Or else you'Tl be dunked in the pool!
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Each time they come Lo the last line they suit action
to words and drop you in the water. Tf you find the
number in the words, tum lo the paragraph with
that number, Otherwise, vou'll jost have to stay
hers!

oo
Y :-ih'p dinam; Endieﬁﬁl}' down, mito darkness.

Then vou seem to be flying through tunnels, al such
a speed that anything you pass is just 2 blur, untl
vou reacha grolesque gure. He is huge and flabby
he sguats like spme vast pile of shme in the middle
of a cavern. You can see inside his mind, and o
squirms with all the nightmares of the world: for he
is Morpheus, Ishtra’s lievienant, and source of all
bad dreams. Will you attack him {(bumn to 343) or not
{turn to 285)7

O the other side of the river, the lunnel continues

west for a while, and s then juined by another
which heads north. Dank moisture from the nearby

mver drips from the roof and down the walls, and

the ground is pitted and puddled. Will you go north
turn io 347} or west (hum to 130)?

1oL
A heron Aaps lazily from the pile of bones as vou
approach. Now that you are close, you see that
the stags are not alive, but are amazingly lifelike
stahwes. But your surprise at this discovery is
mothing compared with your astonishment when
ane of them speaks inside your mind! The voice is
slow, as if unused for a long time, and the words are
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rather old-fashioned: “Advance, friend! Be not sur-
prised. Our maker gave us the power of speech -
ves, and of movement too, should the oocasion
require it, We know somewhat of your mission, and
applaud it. We meay grant you one boon.” What will
you ask for:

Theircompany and protection? Turmn bo7y
A ife? Turn o a8
Information about how to defeat

Tshira? Tum tozys
Information about the best route to

Ishira’s pit? Tumiozas

102-103

You manage to resist the petnfying wail of the
Sanshee, and before it reaches you, you have your
weapon ready to fight it. You are fortunate that its
ong imprisonment has made it a less formidable toe
£han others of its kind: it 15 weak, and although it
continues t shriek, the sereams have no effect on
VO

BANSHEE

¥ vou win, youo could see if the Banshee's cavern
leads anywhere (fum to 195}, or vou could retum to
the junction and head east (hurm to 388).

SEILL g STAMINA B

b

Deduct 1 rower poinl. You rise gently into the air
zbove the Wolves. They are astomished and a bit
tearful, but they soon recover and follow you
wherever you fly. They jump up at vou, but you are
just out of reach of their snapping langs. You have
only delayed the battle, because you will seon have
to retmn to earth, and your mid-air posibion is too
unstable for you to do more than prod at the Wolves
with vour sword. Turn o 79, but dediat > sTAMINA
points rom two of the Wolves for the slight wounds
vou manage to mfick on them.



104-105

Tog
Although it grieves you to do so, you must defend
yourself against these creatures. if you are to have
some ol their food. You fight the many squirrelc a<a
single opponent. They are difficult to defeat, be-
cause there are so many and they are <o fast they
dart i at you, bite and then scumy away, like
minialure guerrilla fighters.

S5QUIRRELS

If you: defeat them, the ground is hittered with small
corpses, and the rest of them take to high branches
and hurl squirre]l insults at vou. But vou fnd just
enough nuts to satisfy your hunger and keep your
eTergy up, Turn to 332,

SKILL 7 STAMINA B

You walk along, with the river on your left. The
river goes underground after a while, but there &
still room to walk beside it. Will you follow the river
underground (tum to 196} or remain overground
{turn to 368)7

106—108

106
The water is clear and refreshingly cool. You may
24d 2 sTamINa points. After drinking, you sit on
the bank and gase in wonder around you, Some-
what fo your surprise, vou find that your head is
resting on the soft turf. You driftoff to sleep. Tum to
160,

107
The Orc captain halts his soldiers and accosts you,
The Ures stand in an unruly mass and hurl insults at
vou: they take vou for a Dark Elf and there is no love
lost between the various evil races. The captain asks
vou tor which clan you belong. You rack your brains
for the naoves of Dark Elf clans. Will vou answer:

Marisgroth? Tumn tu1355
Tesarath? Turn to 223
Camcameyar? Turn to §

108
The other Pygmy Ore has recovered enough to puta
blowpipe to his meuth and shoot & poisoned dart at
vou. Test your Luck. if you are Lucky, turmn to 38; if
vou are Unlucky, tum to 96.
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109

If wou chose the herbs, these will restore up o &
STAMINA points; vou canuse them all at once, orin
two doses. If you chose the net, vou can use this to
regolve any one battle; you will ensnare your op-
ponent and be able to avaid the Gght, or dispatch
him with case, bat then the magical properties of
the net will disappear and it cannot be re-used. I
you chose the antler-hom, you note particularty
that it has twelve branches.

The Fixies chuckle at your choice. You make vour
way quickly out of their domam and head north
You will later find that your dunking in the pool has
damaged your Provisions. Roll one die. If you roll
1-3, one meal’s worth of Provisions have been
ruined; if you roll -6, bwo meals’ worth have been
ruined. Turn to 171

110—113

110

e only item you can find is a pendant around the
<keletom's neck. The chain is made of white gold,
and supports a green stone, whose nature you do
not know. The stone is hanging inside the
skebeton’s rib-cage. You can remove the pendant, if
you fike, and put it on yoursell. Then you can
change vour mind and roll away the boolder afterall
{furmn to 379), or carry on across the small cavern and
down the continuation of the tunnel {turn to 61,

111

The further west vou travel along Lhe creek, the less
of a creek it becomes, and the more of a bog.
Although Wood Elves can tread more lightly than
any other race, even your feet are beginning to sink
mito the brown mud, which is covered with an oily
fitm. To make matters worse, night is beginmng to
draw in. Will you plough on through the mire {turn
0 248) or tom south for a while to-avoid it (hurn to
284)7

11X

The passage takes you, aller a while, to a door. You
can see nothing through it, and can only hear, from
beyond it occasional snuffles and snorts. You are
wondering whether to retrace your steps, when you
hear the tramp of marching feet behind you. This
puts you off the idea of going back and, with your
heart in your mouth, you open the door and enter
the room beyond. Turn ko 258.
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113

You find the cook in a foul mood. Brerything has
gome wrong for her today: a Dark Elf raiding party
tailed to returm from the putside world with fresh
meat; the food from the ice store is taking ages to
thaw; her assistant put too mach bat's blood in the
stew (a crimwe for which the assistant quickly tecame
the stew!); and 50 on. When you walk into the
kitchen, she thinks of a neat solulion to her prob-
wms. Her day has been muined by Dark Elves: why
should a Dark Ef not make things better, by joining
her former assistant in the pot? The cook is a large
half-human, specially brought from Corda by
khira’s spies. She attacks you with a cleaver.

LK SKILL 6 ETAMINA 10

If vou win, you find another door in the south wall
of the kitchen, but you can hear feet coming up the
unnel towards it. Yoo bar the door. Tt will not take
themn long to break through it, but in an evil place
like this, the death of the cook is probably not too
remarkable, and vou don’l expect o be pursued.
You return to the dimng-hall. Tom {0 379.
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114

The last stretches of the hill are hard going. The
trees are thinner; scree covers the slope and pro-
vides little or no soil for roots, and hittle or no safe
footing for a traveller. The trees which fine the ridge
are bent into weird shapes as if by a constant west-
erly wind. Eventually, you arrive, panting, at the
crest itself, and you lie down on the ground o
survey the scene below you. The western slope of
the range of hills descends fairly gently into a valley,

whazre all seemns to be peace and harmony . The trees
there seem still 1o be dothed in spring green. But
thic fresh copse ends with shocking abrupiness in
terrain which is unlike anything vou have seen
before, awake or in vour worst nightmares. You
realize that youo are looking out over the blighted
part of the forest, which your dream revealed to
you. Il is considerably larger than you thought it
would be: it stretches for kilometres. Tum to 386.

115~117

115
You are now in the monster's throat. Yoo can see
snapping jaws ahead, ined with wicked teeth. You
will have to make a dash for freedom, but the teeth
do not snap together regularly. It will be a matter of
fuck. Test your Luck. 1f you are Lucky, tam to 2xo; if
vou ane Unlucky, tur to 177

116

The closer vou get to [shtra’s pit - or Ishira’s mouth,
a5 you are beginning to call it — the worse the
pestilence becomes which has ravaged the forest.
Even the brown and swollen leaves, which had
given the trees some sort of covering, die out, and
you walk silently among the dead shells of once
magnificent oaks and beeches. Turn to 8g.

117

You donot have enough FowER to change yourself
from being a salamander in your dream. You could
remain in the dream world and continue down the
mountain {um to 21g9) or return and enter the
mouth of the volcano (turn to 174); or you could
force yourself to wake upand re-enter the real world
(furm to 3).
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118

Despite ite camouflage n the undergrowth, you
spot an ingenious, but primitive, trap. Several
short, sharpened stakes have been tied on to a stick;
if you were to tread on the trigger - a length of
supple wood lying on the ground and eovered with
leat mould - Ehe stakes would spring towards you at
about the height of your chest. You go around the
trap, wondering what type of creature setit. . .and
for whom. Socon, however, the decpening dusk
persuades you to-make camp for the might. You
could sleep in a hollow under the roots of 2 fallen
tree (turn to 335). or vou could dimb up another vast
tree and camp in the branches (tum to 133).

119

You walk thronsgh the doors and find vourselfin a
passage which wvery obviously, because of the
steamy smells, leads to the latchen. You could wait
a while in the passage, to convince the Gobline that
you have visited the kitchen, and then return to the
dining-hall {turn to a21), or you could enter the
kitchen through & door straight ahead of vou (fum

to 233).

120
For a while, nothing happens. Then you see the
most bizarre and unrealistic series of images. You
are standing in the middle of a zort of ravine, whose
sides are made out of - . . well, you suppose they
are buildings of some sort, since many weirdly
dressed humans are coming and going through the

izo

doors. But vou cannot even begin lo guess what
stone the buildings are made of; they are filled with
unnatural Bghte az well, but the worst thing is that
they tower fo the sky and threaten to fall om every-
one's heads. You shout to the sirange people to mun,
bt it soon becomes clear that they can neither see
nor hear you. You can see, but cannot hear; you are
5 by rush, but it all akes place in eerie
silenoe.

Then a new hormor becomes apparent. The smooth
path you are standing on is suddenly filled by
dozens of monsters. They are made of metal and
glass, it seems, and move af a ferrifving speed. Each
of them has atlzast one of the homans in it, whoare
obviously prisoners, and often have grim, lortured
cxpressions on therr faces.

You wake up from this nightmare: you can bear no
muwe of it. Is this some other world altogether, or is
this to be the future of Titan? Is the earth fo be
confrofled by metal monsters, with humans for
slaves? And where were Elves, Dwarts and other
races? You find tears springing to vour eyes in fear
for your race, for you know that no EXf could live in
such a place. But nuw you are awake, you must gel
on with your mission. Turn to 16g.
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121

This is & notable victory — but no use at all! As soon
as the Golem {elt itself being overcome, it changed
back into an manimate and immovable quartz door
Moreover, il you were fighting with your sword
{rather than a two-handed axe), you have notched
and blunted the blade and must reduce your Attack
Strength by 1 for future combais. This only in-
creases your frustration at being unable to get mto
the armoury. You stamp off east down the funnel.
Turn to 68.

The holly bushes are very prickly and may well be
poizonous, but you find that there is enough -
between the lowest branches and the ground for
yvou to hope to crawl through. You would have tobe
hucky to make it unscathed. however. If you wani to
make the attempt, tumn o 277; i vou change your
mind and avoid this fenced-off area, tum to 321.

123
Youcome toa setof imposing double doors. Beyond
them you can hear nothing excepl cocasional prunts
and snorts. Will you open the doors and step into
the room {harm to176), or tarn around and walk back
past the junction {tum to 3120)7

123125

The tonnel conbinues falf]t'_-,-.‘ straight, westward into
the hillside After another few minutes, the source
of the glow becomes dear, when you find yourself
gazing down into a natural cavern, which s lit by
the eene, phosphorescent glow emitted by lichen
dinging to the walls and roof. Some rocks and
stomes are scattered on the ground; they too are
covered in the hichen, but the dull stone floor is
completely free of it. The meuth of your tunnel is
about a metre up one wall of the cavern. The cavern
= not large: you could stand up n i, but it would
not ke you many paces to cross it The tunnel
continues on the other side.

You boldiv let yvourself down into the cavern — and
mrrned‘tate}_',r tip over an obstacle you had not
noticed before, since it was tucked right underneath
vour entmnce. IF 15 the skeletom of an earlier
fraveller. The tattercd remnants of clothing cling to
the bones, and to judge by the contorted posihon of
the body, this persoen died in some pain. One bony
arm is fhng out on the ground, and the hand is
trapped beneath a fair-sized boulder. Will you ex-
amine the corpse (turn to 295) or not (tom to 61)?

125

You struggle to throw the foot off your neck and gel
to your feet. You never even see the hwo-handed axe
descending on your skull. Your mission is over and
vour soul wings its way to join your ancestors in Tir

nan (g,
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126
You have six relevant objects and you know from
your dreams that it takes six objects in a circle, with
vourself in the centre as the seventh, to oeate 2
space within which Evil cannot exist, You have aleo
known from the start of vour adventure that Ishirz
cannot be defeated by normal means. He =
approaching; you have one chance to make an
arrangement of the objects which will overcome
him. The antler-horn and the crystal ball represent
wind; the elder branch and the amber represent fire
or light; the ice and the bowl represent water. Wil
you arrange the objects so that fire is next to fre,
water {0 water, wind to wind (tum to 367), or so that
fire is opposite fire, water opposite water, wind
opposite wind (turn to 173)7

iry
ownce the Bloodhawk is attacking from above, 2 wall
of fire may not frighten it off. You decide to hurl 2
tireball at it, but you will have to be very acurate.
Roll two dice. If the number rolled is equal to or
greater than your sK1LL, you miss: tum fo 29 tofight
the huge predator. If the number rolled is less than
your SK11.1, you succeed in hitting the creature, and
it crashes to the ground, feasthers aflame. For a
mormnent it resembles nothing so much asa Phoeniy
bul the Blondhawk is dving, notbeing bormn from the
flames. You can safely continue on vour way. Tom
to 332

N e )

128—120

128

i=hira bursts into your field of vision with the sound
of a thunderbolt. He is delighted to see you wearing
the green pendant He crosses over to you, in
sppcarance a goat-headed crocodile, and raises one
scaly daw to your head. You find you cannot resist,
2= he sucks your POWER from vou, and refills you
with his own corruption. The Undead Elf will serve
Simn wedl in his army of conquest,

The only thing vou can -Id?nnw is step out into the
spen, stll proclaiming vour friendly intentions. But
=v now these frightened travellers, lost in a strange
forest, where every shadow seems to threaten, have
Sad tlime to imagine all sorts of raps you might be
setting for them. Even though, when they see that
you are alone, they realize that you mean them no
Sarm, nevertheless they remain sullen and uncom-
municative. All you can find out is that they have
travelled for many months, from a city in the swest
mzlled Kalagar, and are trying to get to Anon. It
appears that 2 prophet in Kalagar, called Vanator,
forefold doom for the world, and these people are
Tving o escape it You keep to yourself the news
fhat their prophet might not be far wrong, if Ishira
bzs his demonic way. You are able to teach them a
=w pointers of woodcraft, which should help them
o f2ll west from east, even when the sun is nol
shining; but it is not dear that they are grateful, or
sven listening. You leave them and continue your
westward journey. Tum to 298.
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130
shira and his commanders delight in genetic ex-
penments. Some Hme ago, they created a new
monster, which they called the Prowler. The spedies
= now self-sufficient — and you have stumbled upon
their bredding-pens, in a dead-end cavern. It is
diffioalt to tell what creatores Prosvlers were cross-
ored from: there might be some Woll in them, since
they are covered in fur and slink like Wolves; but
they go on two legs like humanoids, their bodies
have 2 namow waist like a wasp's, and youo can see
that Prowler young are larvae. You see a great
writhing mass of these larvae and dread the day
when they will be let loose on the surface of Titan,
But ][-L._k_,_.x tor vou, there are only two which have
emerged from their pods and are fairky full grown.
The ]:‘-;f-ﬂ;[mg—pera are not enclosed, because the
mstinct of any Prowler is to slay close to the larvae
=nd protect them until they have hatched; more-
over, this comer of the tunnels is cut off by the river
which flows near by, The Prowlers attack you with
terocity, slashing youo wath thaear daws, to keep vou
Tom the grubs. In the narrew tunnel, vou can fight
e one at a tme.

SEILL STAMIMNA
First PROWLER 8 =
second PROWLER 7 B

i you win, will you carrv oul the vile duly of
_‘--""~|:~ng as many of the grnihru as vou can (furn to
276), or walk back up the tunnel and turn north
tom fo 37)7
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131

The rustling of the hm;km, as small night-time
creatures negotiate e stems, mfvences vour
dream. In your dream the rustling sound becomes
the wind, as it rushes over a vast plain, with its
endless acres of dry grass. You see yourself walking
through the grass, which comes up to your thighs:
you do not know where you are going, buta grow-
ing feeling of doom convinces vou that it i= not
towards good!

All at onee, you find yoursell falling forwards, This
happens in agonizingly slow motion, and you know
that two sturdy stalks of grass will pierce your eves
and blind you ta the Tight of this word. 1f your
FOWER Score 15 14 or more, tum o g9; otherwise,
tum to 20.

132-133

o
Tou walk boldly along the well-lit passage, trying to
ook as though vou bekmged here. You pass the
marrow tunnel to your fdght which you came along
tefore. The patrol of Goblins that you saw Lhen is
long gone. You meet a couple of Troglodytes, but
nave no difficulty in bluffing your way past these

pes-brains. The passage ends at a junction where
vou couwld turn right (furm to 323} or left (tum to 310).

133

Om vour wav up the tree, a branch breaks when you
siep on it and you fall to the ground. Roll one die.
Om 1-3, you were not high up and your fall only
winds you: educe your sTAMINA by 1 point. On
s~ 6, you were high encugh up for the fall to be
nasty: reduce your STAMINA by 4 for a couple of
cracked ribs. You take this tobe an omen and decide
w0 sleep among the roots of the old fallen tree. Tum

o335



134~13h

134F
The creature speeds off. You cannot tell what direc-
tiont it takes, soince there i o sun o this dream
waorld. After some time {an hour? a year?), vou
sense that the beast is about to dive onder the sand.
Will vou remain on its back {turn to 391) or jump of
before itdives (tum to147)7

135

You take only one step towards the anaent pile of
deer bones. Your intention alone 18 enough to gak
vanize the two stags into action. With a silent oy of
‘Desecration!’, they dove vou efforticesly from the
place. You lose 4 sTaMina poinis for the injuries
they inflict, and 31 LUcx point for your foolish ac
tion, You pass through the rest of the valley and
continue on your way_ Turm b 383,

136
Roll one die. If you rofll 1-4. tum to 220; if vou roll
55—, turn to 326.

137138

g
Howling hormibly, the Snow Ghost pummels you to
the ground with frozen fists. You wake up with a
start, sit up and crack your head on a thick root of
the tree which is sheltering youw: lose 1 sTaMina
point. Restore your rower score to what it was
before the llusory combat took place. Turn to 372,

138

Y ou gingerly push away the boulder with your feet;
< that no hichen touches any bare skin. No sooner
has the rock cleared the hand than all the light of the
Ehen around the cavern seems to converge on a
ring the skeleton is wearing on that hand, The light
then flashes from the rng to the pendant around
vour neck. The green stone burmns icy-cold through
your body and finds iks way unernngly to your
heart. Once your flesh has rotted, there will be two
skeletons on the foor of the cavern.

1

A stately woman, dressed inrobes which constantly
change colour, greets vou in the garden. She smiles
upon you, introduces herself as Galana, goddess of
plants and fertility, and gives you a message: ‘This
garden may be the last haven you find, but you
must persevere, even when all seems hopeless.
There are two ways you may defeat Ishira; both
require consaderable POWER, but one also requires
physical artefacts to channel your rower, You de-
dde.” You try to ask her what she means, but she is



140

gone. Add 1 tvckand 1 rowER point, and turn to
303

140

Az zoon as vou saw the Banshee, you got your
weapon ready to fight. But vou are unable to resist
its petrifying wail: you are temporarily frozen with
fear, and the monster gouges you with its daws
Reduoe your STAMIN A by 2 points. The shodk of the
pain jolts you out of the trance and you are now
ready to hight . You are fortunate that its long
imprisonment has made it a less formidable foe than
others of its kind: it is weak, and although i am-
tinues to shriek, the screams have no effect on you.

BANSHEE SKILL g STAMINA B

If you win, yvou could see if the Banshee's cavern
leads anywhere (fum to 1g35), or you could return o
the juncton and head east (fom to 388).

141

141

Sure enough, there are bilberries in the glade. Yon
alzo find edible toadstools, wild parsnips and the
S called Skumkbear's Tongue, which Elves value
2= both nutritious and refreshing. Thereis omly just
encugh food ko make a single meal lor vou, how-
=ver. It s=cems that animals have already removed
=uch of it — more than they could eal, you think. Tt
looks as though they have been storing food, which
= unusual for this fime of year. It ocours to you that
they probably know instinctively that some peril is
mear by, and are preparing for it. After your meal,
vou decide to rest against a log. Will vou stay awake
tum bt 363) or let yourself drift inlo the dream
world {turm to 203)7



142-143

142
The Dirake drcles the blasted landscape below for
ages. You see cities bumning, people of all races
bemng slaughtered; fabulous, evil creatures battle for
dominion over some parcel ofland. In short, there is
o place of safety in this dream world, since it
coexists with the evil of Ishira’s strongheld. But the
Dirzke has to obey your command. [t flies upinto the
sky, unimaginably high, and then plummets down
o theg‘umu;] You scream at it ko stop, but the wind
whips the sound of your voice away almest before
vou've spoken. The Drake has summoned all its
power ko do you this service. You reach the ground
— but there is no sickening thud, no oblivion. The
Dirake has taken you oul of the dream world, since it
cannot find safety for you within it. However, vou
know what it does not. that there is little s-afel‘r,r in
the real world sither. You find yourself in a tunnelin
J_:h tra"s domain; by the light of the torches blazing
on the walls, you see a tiny lizard scurry inboa crack
mn the groond_ You trudge along the tunnel, head-
g north, as far as vou can tell. Tum to 188.

143
The turmel namows considerably the further along

it you go, and it is hard to keep your balance in the
dark om the rough, unlinished Hoor. I you are
carrying a two-handed axe, turn to 16; otherwise,
torm by 383
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144

You are standing alone on the plain; you know, m
your dream, that it has taken you yvears to get here.
The plain stretches wathout features to the horecon
in all directions, Will you wait to see what happens
(turn to 343), or start waltkmg (tom to ga)?

145
When you have recovered, you head north up the

passage. You pass a well-lit comdor on your Jeft,
but your senses lell yvou thal north is the way lo
Ishtra. Tum to 3300

146
Late in the alternoon, vou are resting against the

trunk of a rotten tree. You are convinced that you
are close to vour goal. The feeling of oppression
wetghs down on you like a physical force, but you
have more direct evidence than that. Chaos is begin-
ming to taint the forest. You have seen a two-headed
weast] scurrymyg through the putnd leaf maonild;
vou have seen ivy with a trunk as thick as an ancient
oak; and at one pont the ground tself heaved
underneath you - you didn’t wait to see what
caused it!

47

Suddenly the tree you are leaning against gapes and
s fo engulf vou; but you leap awdy from it in
ame. That puts paid to your plan of resting before
the final push towards your goal: you are not going
= stop for anvthing now. You pick up vour back-
pack . . . and freeze! A guttural call disturbed a
mven trom its branch, and the call was answered by
another behind you - and another, and another
You are surrounded, and you don't yet know by
what or whom. If you have a companion, turn to
323; otherwise, tum to 22g.

s

e

Tou leap on to the hard, hot sand. To vour surprise,
The creature stops. Tt takes it a fair distance to do
this, but then il turns round and comes back to-
wards you. It lifts its huge head out of the desert
sand and bears down on yvou. Even from a distance,
vou see its sharp teeth and pig-like eves, sur-
mounded by folds of leathery skin. You cannot tear
vour gaze away from the eves. The creature opens
s massive maw to swallow you whole; you are
sooted fo the spotl and know that vou are about
o die. They say that scenes from your life flash
Sefore your eves when you die, but the images
which follow are alien. Tom to 371.
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148
Deduct 1 rowks point. You detect some danger

ahead, but vour impression is that it is not alive —not
even in the sense that plants are alive. Itis the sort of
impersonal danger of an avalanche, for instance.
Will you continue your westward journey, but
cautiously {turn to 187), or will you turn back to the
north t aveid whatever the danger is (tum to z27)?

149
A vast tidal wave surges out of the sea and sweeps
you mercilessly back in the direcfion you came
from. You are terrified by the might of this new
thing, the sea. Lose 1 rowER point. The tidal wave
deposits you, none too gently, ona river-bank. Tem

to 105,

In the mid-marning of this further day of travel
through Affen Forest, vou enter a valley, formed by
sheer crags towering on cither sade. The tops of the

crags are wooded, but there are fewer trees on Lhe |

floor of the valley. As soon as vou enter it you feel
that this is a special spot - but specal to whom, and

for what reason, you do not know. Will you cast 2

Finding spell, to see what that tells vou (turn to o5},
or will you preserve your PowWER and ether con-
tinoe through the valley (turn to 282) or retreat out
ofit and find another route north-west {lom to 383)7

157

151
You think that the trick in the Sphinx's words is
$hat. since it is facing you, what is left from its point
of view Is right from yours, so you approach the
surmel to your right. The portcullis rses, vou step

ander it with bated breath . . . and proceed down
fhe tunnel. You are safe, for the moment. There is
the: tramp of marching feet up ahead, but the sound
= getling fainter. You will not have to test your
disguise immediately.

The tunnel ends at a large well-lit cavern; there are
several other tunnels leading off the cavern. While
vou wait and watch, a company of Orcs emerges
from one tunnel, cosses the cavern and goes down

2nother tunnel. You watch for ten more minutes,

and two more patrols pass through the cavern.
There is a large pile of ancient bones close to one
wall of the avern. Will you go over to them {tuen to
27} or carry on watching (turn to 304)?
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152
You realize thal the man is a dangerous lunatic,
driven to insanity by the Exil sumounding him in
the forest. But something in the power of your voice
and your presence pierces the vell of madness in his |
mind and fans the spark of humanity deep inside |
him. You see a shift in his eves, as if he were now
looking at reality, nol at some crazy image of it. He |
wordlessly retoms your sword to vou, then goes
and fumbles in a corner of the hut

When he comes back, he offers you his most -
possession - a small piece of amber. Trapped inside
the amber i a female glow-worm, whose phos-
phorescent light is still shining, despite the millen-
mia it must have spent in the fossil vesn. You
gravely accepl the gift. Belore putting it in vour
backpack, you inspect the amber cube and see that it
has the number 20 engraved in fine, spidery runes

om one ofits faces.

The Wild Man next inviles vou Lo spend Lhe night in
hi$ humble abode. Will vou accept or noi? If you
accept, tum (o 86; if you do not, vou bid him a2
cautioms farewell and make your way safely back
through the hollies ({um to 321).

53
Tou hesitate to strike a blow against your family and
Sends_ But these are not really your family and
S=nds, and the serpentine, dream-spawned cat
ks its fangs into vou. Lose 1 POWER puint and
= 1o 231,

154
fou cast a pall of invisibility avound yourself and
S==h oul of the cearing belore the Bloodhawk's
somentum carmies it within the field of mvisibility.
Umoe vou are safely among the trees, you conlinue
sorthwards. Turn to 332.

155
Sou are right that this is the name of a Dark EIf clan,
ot unfortunately for you this clan has not sent
moops to aid Ishita. Moreover, you are not wearing
== insignia of this dan. You are swmounded by
Urcs, sothere is no point in becoming invisible: they
would still know where vour body is. Your disguise
= penetrated, and you are execoted on the spotasa
v, Your adventure is over.




156

156

The tunnel takes you straight to Ishira’s dungeons.
The vile gaoler, whose job it is to guard the cells,
s=eniz your intrasion. Nobody comes here alone,
mot even an ally, wnless they are askmg for trouble.
Shikara will irv to pummel you unconscious, and
oen lock vou up with her other onfortunate wards,
antil she has decided which one to have for break-
sl Shikara s a mutant Ogre; her mutation is her
Shick, scaly skin, which takes only 1 sTAMIN A poind
of injury. This s why she does not espedcially fear
wezpons, and uses her fists against all opponents,
Bowever they are armed. You had better teach her
& respect cold steel?

SHIKARA SEILL B STAMINA B

4 you win, a peek through the grilles in the floor
comvinces you that none of the prisoners are worth
Seeing; they would stab you in the back rather than
=ssisl you. You return to the last junction and turn
mght. Tum to 73
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157-158

Y
The hatchet strikes your arme: deduct z sTamMiNa
points, You quickly make your way out of the
Wee] Man's domain. Torn bo 308,

158
The ground in the cleaning ¥ surprisingly firm
underfoot, but vou spon discover the reason why.
Much ol the slime of the rotting trees has been
gathered by a Slime Monster to ilself. This monster
now rises from the ground, and you will have to
fight it to cross the clearing, It resembles a massive,
loathsome earth-worm, but one equipped with
vicious teeth.

SLIME MONSTER
H you win, turn lo 6.

SETLL 7

ETAMINA 13

150—=167

Tou find yourself perched precariously on the back
of 2 huge winged serpent, a Drake, which is flying
Srough the air. If your pow kR score is 18 or more,
furn to 260; otherwise, turn to 283

160

= your dream, the fairy folk who tend this en-
chanted garden appear to you. They tell you that
They are the secret children of Galana, goddess of
slants and fertility. They dance and teach ¥Ou many
shings about plants that even the Waood Elves do not
anow. Finally, they invite you to stay with them, to
combat Evil by tending their Garden of Good, Ttisa
sweel temptation, espedcially toa Wood El. Roll one
die. If vou roll -5, tumn to 31; if you roll §, tum to
296.

161
You tumble into the water and are swept down-
stream. Whether you drown before or after being
sz2ten by the camivorous fish of the river is
Frodevant to the future of Titan.



162—163

1h2

You look in the Weevil Man's pack to see if you can
add to your store of Provisions, but the cawling,
maggoly centents make your stomach heave. You
may take the hatchet, however, if vou want to_ You
then resumie your westward journey.

The moming passes without much incident, but
you nolice how the further west you travel. the
more cauhious the forest wildlife becomes of any
intrusion —even that of a Wood B, who is normally
considered to be just another denizen of the forest,
This gives you confidence that you are heading in
the right direction. Tum o 383,

163
In real life, the windpipe i= matched by a narrow
tunnel. Your sleep-walking body s unable o fend
for jtself in the rough tunnel. It falls; you wake up

and become visible again. Turn b 143

164—165
164

While you watch in amazement from the clear spot,
the chaos of the storm subsides a bit and you begin
to be able o make out certain distinct features,
Arrayed from right to left in front of you are three
tvpes ol storm: lightning flashes on your halfright,
rain lashes down directly in front of vou, and an
immense hurricane is boiling up to your half-left,
You spin around to find exactly the same arrange-
ment. While you look on in awe, a feeling of great
calm descends on you, but it is the calm of power
waifing to be unleashed, nol the calm of sloth, At
the same time vou know, as if a voice had spoken
nside you, that the eye of the storm is formed by
wind, water and fire in this way. Gain 2 rower
points and torn to 253,

165

You still have the PoweR to dedide that you have
had enough of being a salamander. You change
back into a Wood EIf and continue through the
dream world, down the mountainside. At the bot-
tom of the mountain, however, vou meet a river of
molten lava. You wish you were a salamander
agzin, bul you cannot change back. The river is
wide, but in the dream world many strange things
are possible, and youmay be able to leap across. Test
vour Luck. Tf you are Lucky, tum to 190; if you are
Unbadky, titrn to 62



166—166

166

You realize too late that, for all his lndicrous antics,
the man is a dangerous lunatic, driven toinsanity by
the Bvil surrounding him in the forest. He picks
himself up off the Aoor, wipes the tears of memi-
ment from his eyes — and lops off your arm at the
shoulder with his axe. You collapse unconscous
and will never recover.,

167
If your powER score is 22 or more, tumn o zo1;
otherwise, turn to 292,

168
If vour rower soome 15 1B or more, tum to 242
otherwise, turn tog4.

169—170

169

You take stock of your situation. When you think
Back over the last part of yosterday, il oocurs Lo you
fhal you noficed no increase in the strange be-
Savioar of the forest animals while vou travelled
morth. This makes you think that, while you may be
=0 further away from Ishira’s pit, which is causing
their disturbance, you are probably no closer either,
Lake Nekros still lies to the east, so you must choose
Setween heading west (lum o 10} or south-west
(b foy 3 6d).

170

The Goblin in the rear of the squad turns round and
sees you. He thinks you are a Dlark ENf, of course, so
he doesn't raise the alarm; but it looks as though he
= aboul to call out some typical Goblin insult, which
would stll attract unwelcome attention. You miake
mysterdous signs to him to be quiet and stay where
b 15, until his coriosity is aroused. The rest of the
platoon go on ahead and turm right at a junchon.
When you catch up with the lone Goblin, will you
fight him (lurn to 77) or not {hurn to 2)7



171-172

b ot

Not long after you have turned north, you are set
upon by a ferodous Arctolyce. These dangerous
creatures, which are native to the more remote parts
of Titan, resemble a cross between a wolf and a bear,
They have long snouls like a wolt, and are equally
mobile on fwo legs or four. Thewr tecth are 0
vicious, and jaws s0 strong, that a Khulian term fora
gin-trap is “‘Arctolyce’s mooth’. Their fur is highly
prized by those who can afford the considerable
price hunters charge, in view of the risks they take
o acquire such peits. In short, this beast bounding
towards you through the undergrowth is not to be
taken lightly

ARCTOLYCE SETLL § STAMINA 16

The impetus of the charging monster 15 such that,
even if you cast a Protect spell, it will end up within
the drde of mvisibility. However, you may reduce
its sTAMINA by 4 points il you care to spend 1 point
of rowEeR on either a Fire or a Weaken spell. If you
win, tomm to 383,

o
You have to decide about what direction to ake.
Yoo know from your experienoes yesterday Lhat
west is roughly the right direcion, so youn must
choose between nurth-west (turn o 150) or south-
wiest (turn to 83).



173
If your FOWER score is now more than it was at the
start of your adventure, turn to 234; otherwise, tum
to 367,

174

You scramble down the inside of the volcano. Sul-
phurous smoke either trickles from cracks in the
rock or is expelled in jeis. Your salamander seif
revels in the situation, You go down and further
down, until vou are dinging, in true lizard fashion,
face down on a sheer rock, only a few metres above
a bubbling pool of lava. Your skin spontanecusly
ignites (gain 1 FOWER point). You let yourself go
into the lava, and in vour dream it seems that you
fall for an cternity.

Tnstead of landing in a deep pool, however, itisasif
yvou break through a thin weil of fire and end up on
cool, solid rodk. When you look up, you can see the
lava hanging mysteriously above you; # sevthes
turbulently, ke storm cdouds moving in the wind
and lit by the glow of an evening sun. This recollec
tion of normal life jerks vou back to being an EIf
again. You explore the rocky cavern, with its mys-
terious and disturbing ceiling, and find a tunnel It
leads you straight into a ditferent dream world.
Turn to 8o.

175-176

75
At the moment the wind struck, you were for-
tunately breathing out, so none of the evil blast
entered your lungs. Tum to 57.

176

You find yourself ina dining-hall. Most of the tables
are unoccupied. but it is the tum of a platoon of
Goblins to eat, and they are gubbling some vile mess
at one of the tables. There is another set of doors
opposite you, and a smaller door in the wall to your
right. One of the Goblins - the leader of the squad,
to judge by his size — gets up, wipes a hand across
his greasy mouth, and demands to know your
business. Since you are dressed as a Dark Elf, you
decide to try a bluff: you eould not hope to defeat a
dozen Goblins in battle. Will vou say that vou are on
vour way to the kitchen (turn to 299) or coming from
the kitchen (turn to 50)?



177178

In your dream, the Tatf?’lenrheu tightly on your
body; jageed teeth seem to rip your flesh. You wake
up with a jerk. Lose 2z POWER points. You find
yourself in a tunnel in Ishira’s underground for-
tress. There is nothing behind you — no monsher,
realorimagined. You trudge west down the tunnel.
Tum to 288,

178

The day remains fine and your spints begin to
lighten as you continue south. You almost begin to
think that vou can succeed in vour mission. Night-
time finds you resting securely in the hollow of a
huge oak tree, which was blasted long ago by
lightning.

That night you are visited in a dream by an umfam-
ihar figure. He is an old human, whise ined face
speaks of wisdom and humour. He emerges from a
tall, white tower an the edge of a forest not unhke
Affen Forest, You know, however, that he comes
from 8 land far away. He tells you that he i 2 frend
of your distant cousins in . . . the name is strange fo
v, It sounds like *Allansia’

179—180

He goes on: "Your mission is vital; vou must not fail.
But you must use vour senses. Have you noticed
zny change in life in the forest so far during your
wurmney? Yet do you not think that the threat of
E=htra’ — the old man spits out the name with venom
—‘would make some changes in the forest? The old
man is starting to fade. It is clear that he has ex-
Sausted himself to bring you this message. His final
words trail off into silence: "Thinkon my words . . .f

In the morming vou dojust that, and you decide that
the old man — what did he say his name was? Yaz-

. something — was telling you to change direc-
Son. Will vou go west (harn to 300) or north-west
{tum to w8)?

179°
The passage takes yvou o a crossroads which you
recognize. To your left is the narrow, unlit tunnel
vou took before, after coming out of the tunnel
which is now to your right. Lose 1 Luck point for
walking around in circles. You can now either head
directly east {turn to 122) or go back through the
narrow, unlit unnel and turn east along the more
northerly passapge (turn to 315).

180
You suddenly break off from the fight and sprint
down the tunnel to the sast. As you suspected, the
Golem does not pursue you: its job is to guard the
armoury, and it is not conditioned to leave its post.
You aomtinoe unmolested down the tuanel. Turn to
BS.



1B1-182

18

You soon find a suitable cave. You can sce far
encugh in to kell that it s not occupied {at least, not
by anything visible), bul there are also signs that i
has been recently used by some animal. Gnawed
bones litter the ground, and there isa lingering, but
unfamihiar, animal smell- Will you spend the night
in this cave {turn to 357) or look csewhere (tum o
261)7

1z

You gingery push away the boulder with vour fiet,
5o that no lichen touches any bare skin. As scon as
the rock clears the hand, all the Eght from the hdwn
around the cavern seems to converge on a ring the
skeleton is wearng on that hand. The hight then
flashes from the rnng to a green stone, which is
hanging on a pendant around the skeleton’s neck.
You had not noticed this before, since it is hanging
inside the skeleton’s rb-age and you were intent
on the rock. To your horror, the skeleton jumps to
its feet. It immediately starts to wield the light from
its ring as a weapon: every time you lose an Atlack
Round, you have been burned by the ring's ioy-oold
flame.

SKELETON SPIRIT

If you win, the skeleton collapses back to the
ground, but vou have only lemporarnily doused iis
evil light. You dare not touch the pendant or the
ring, so you roll the rock back over the skeleton’s
hand and carry on down the tunnel. Tem to éa.

SEITLL S STAMIMNAG

183

183
Az you walk together through groves of oaks and
Seeches, whose former glory has given way to the
Sommnation of brown, swollen leaves or to death,
wou ask Eric if he knows anything about Ishira's
enderground stronghold. His conversation is still
srzfional at imes, and & punctuated by rambling
2les or irelevant laughter, but you do glean one
snportant piece of information.

An Ore told bim — when tortured — that Tshira had
sppointed g lieutenant. This monster is Morpheus,
2 vast mass of shime who is the source of all night-
=ares. He can affect the real world only indirectly,
5 means of nightmares; and he is visible only in the
dream world. He surrounds Ishira with a cloak ol
mnpenetrable darkness, unless he can be defeated.
Sat he cannol be approached exceptin a dream, and
must be weakened, not killed, to gain access to
Shita, since if a dreamer were to kill the source of
Az dream, he would greatly endanger himself. Gain
2 LUCK points for thic vital information. Turn to 8g.
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T

Sq

There are few N'vadach remaining on Titan, but
Shira has reqruited some of these cave-dwelling,
Sumanoid creatures, weaned them from their re-
Susive ways and revived their former aggression.
You find yourself suddenly face to face with two of
em: they are taken by surprise and instinctively
sttack. Their cat-Tike eyes are just as good as yoursin

S Clark.

hey attack you simultaneously. Cach Atlack
wond, choose which one you are fighting, and
conduct the combat against him as normal. You
=ust also roll for the Attack Strength of the other:if
# = higher than yours, he has wounded you; if it is
ecual or Jower, however, you have not wounded

Bim, since you are fighting his comrade.

SEELL STAMINA
Fist N"YADACH & B
==comd N"YADACH & 7

i vou win, fum to 24

185
The hatchet misses vou and you may carry on with
vour jourrey. Turn to 308,




186—188

186
There is an ominous quiet in the air, which the
warming croek of a bird does nothing to relieve, AL
of a sudden, the ground fragments, and a chasm
yvawns in front of you. You tester on the edge, but
pull back. You leap the chasm, but ancther

- l.'I'FE'E-
up just where you land. Rell a die six times: if you

roll 1 on the first throw, you have fallen down 2
chasm; if you roll 2 on the second throw, or 3 on the
third, and so on, you have fallen down a chasm B
vou ever fall, turn toag; if you make it safely past all
the chasms, turn o 397.

187
Tegt your Luck, but subtract z from the dice roll
because you are being extra cautious. If you ars
Lucky, turn to 118; if you are Unlucky, turn to 81.

158

Before long the tunnel is met by another tothe right.

which is well lit and extends in a siraight line as far
as vou can see. The passage straight shead, how-
ever, is narmow and dark, and has a sign hanging

from the roof, which reads dmply ‘Dances’. Ttisa

new sipm, and has obviously been put up by some of
Ishira’s troops. Will you go straight ahead, if vou
have not done so once before (turn 1o 21), or ngh.t
(furn Lo 388)7

189~141

189
Your sudden appearance surprises the two Ores
who were carelessly using their guardroom to catch
up on lost sleep. You strike one dead before he has
fully woken up, and tum to face the other.

DRC GUARD SKILL 7

for the frst Attack Round only, the Ore has
SEILL &, because he is stll groggy from his nap. If
§ou win, hum to ga.

STAMIMA G

130
Mot only do you clear the river of lava, but you
cansport yourself to a completely different phase of

the dream world. Add 1 POWER point and turn to
Sa

The rot which has created the clearing has also
started to affect the trees on the edpge of the dlearing.
You step on something squelchy, and a foul smell
tises; when you look down, you see that it was a
root, rotted from the inside by the Evil in the soil.
And then . . . was it a trick of the shifting half-light
of this place, or did that root move shightly? No, it
was niot your imagination, for now several roots are
squirming towards you, dripping noxious slime.



192

And now they are joined by 2 dozen more, and now
more. You must hack vour way through these roots.
TFvou have a hatchet, you can add 1 to your Attack
Strength for each round, as you wield your swond in
ome hand and the hatchet in the other.

ROCTS

I you win, youo leave a foul mess behind you and
break away, further from the dearing, where the rot
has not yet warped the trees so muoch. Tum o é.

SEILL G STAMINA 12

192
But you are no longer on a dver-bank. Yoo were
about to enter a copse of weeping willows, where
strange fairy lights flickered and beckoned, but
before yvou gol there the scene changed. You see the
village of your home, but all is far from peaceful.
Your family and Iriends have gone berserk and are
rushing around slashing at trees, animals and one
another. At first you are just walching this scene,
with mounting horror, but then vou find yoursef
among your folk, trying 1o restrain them. Thev tum
on you, and somehow all their bodies merge and
form the head of a fearsome tiger; the arc of its sabee
teeth has the same shape asits sluggish, serpentine
body. Will you flight the monsier {lusn Lo 4o} or not
{turn to 153)7

RS

The Troll spots you, tells the Cyrre, and they unite to
face the common enemy, Both races hate all Flves,
who are as light and graceful as they are ugly and
swhward. You think you could escape, but you dare

mot leave them to tell any tates. Thisis a fight to the
death!

SEILL STAMINA
IRDLL g9 g
DGRE B [

They both aftack you at the same time. Choose
which one vou are fighting and conduct 2 normal
Altack Round against him. Fach Attack Round,
however, you must also roll for the other's Attack
Strenyeth: if if is higher than yours, he has wounded
you; if it is lower or equal, vou have not wounded
him, but merely avoided his blow. If by some
sviracle you win, tum to 39, -



1541095

some of the glutinous poisom splashes on to your
hand. As soon as you realize where this drop came
from, yons know that you have only a few seconds to
live — unless you hack off your arm with your sword.
At any rate, your adventure is over.

195
You grope around the cavirn: it is too dark for even

a Wood Elf to see much. You find no exits from the
cavern, but you do-come across foul evidence that
its captors were feeding it - perhaps with their own
troops. You also And the shattered emnants of
furniture, as if in some past time this cavern had
been used fora more civilized purpose. Among the
broken and rotten wood, your hands make contact
with something hard and spherical, which vou t2ke;
then you leave the cavern.

You retum (o the junclion. There i& no one around
for the moment, so you tisk an inspection of what
yvou found. 1t is a crystal ball, mounted on a black
metal base. On the base are engraved munes which
read, Ride the winds of {ime.” These is also the
number o engraved next fo the runes, Will vou risk

196—107

woking in the ball now (o to 338, or will you put
it in your pack and walk along the eastwand passage
(turn to 388)7

The atmosphere underground is horribly oppress-
e A stale smell nses oo the over and gets
gradually worse ac you follow it along. The further
vou go, the more you become convinced that there
= somethimg horrible ahead. The dark oppress-
weness starts o squeeze your lungs. Yoo feel as
helpless as a baby lying alone before a hunfing
Sabre-foothed Tiger. Will you run back out of this
tunnel {turm to z72) o persevere (turn to B5)7?

7
You step straight into 2 cunningly disguised pit. The
fall is noot far, but there are sharpened stakes on the
bottom of the pil. Roll one die: the number you roll
iz the number of STAMIN A points you must deduct.
Then yvou scramble out and continue on your way.
Tum to 265




198—200

1

During ihe night, the brallfhr-_*ﬁ of the tree ereak and
groan, and these noises influence your dream. You
magine yourself bound securely to a stake, in the
muddle of a vast plain, while a Iree Devil advances
mexorably towards yvou, its shiff joints creaking. lts
snobbly hands end iIn fingernails of sharpened
rwigs, which it stretches out towards your face. You
xnow that it will pierce your eyes and blind you to
the hight of this world. Will you struggle to get free
of your bonds (turn to 389) or not (hem to 289)7

199

The water is clear and refreshingly cool. 1t is nice to
wash off the dust of your journey. You may add 2

ek and 2 sTamina points. I vou were infected
by the spores of the Itching Powder Plant, vou may
also restore the lost sKrLL point. Then vou rest on
the bank in the warm sun and drift off to sleep. Turn
to 160.

0o

You touch the pustular bark of what might, in this
nightmare, be a warped reflection of a proud red-
wood tree. Immediately, the pustules burst and
spray vou with thick liquid, which you know is acid
and posomous. Your screams echo the agony of the
trees, whose hearts are slowly being eaten out by
the aad. You can stand this pightmare world no
lenger and you jerk yourself into wakefulness in the
real world. Lose 1 POoWER point and turn to 310,



ZOM=202

201

Ishtra breaks into your field of vision with a dap hike
a thunderbolt; the air around him surges like a
wave. Demon Princes take many forms; you see im
asa goal-headed crocodile which stands ontwolegs
and has livid green fire playing over the surface of
his body. Despite his fearsome appearance, ¥ou
sense that he s afraid of vou, and vou soon realize
why., Demons are fixed: theéy cannol grow or
change. Mortals are not fixed, and you have man-
aged lo gain more roweR than your opponent
Mevertheless, his sR1LL 1 high, because he 5 at
home in this dream word. He does not pause to
taunt yvou, but hurls his first fireball at you to start
this battle. With a praver o vour gods in the back of
yvour mind, vim boldly engage lam.

ISHTRA FOWER 21

If you win, you have baniched kshira back to the
Demuonic Plane by dint of your rowsr. Tt will take
him a long time, in mortal years, to lick his wounds.
¥om cromss back over to the real world. Tum to goo.

SRILL 10

Z0DE

You [ail to get to vour feel, and the parasite does
ity deadly work. It is one of the more unpleasant
guardians Ishtra has projected into the dream
world. Tt lodges in your stomach, where il rapidiy
drains your PowER. In the real world, your body
becomes visible just before it drops lifeless to the
foor of a tunnel.

203—204

03

In vour dream you visit an unfamibiar place. There is
= sandy arena, spotied with blood, in which two
Beroes are batthing to the death. A crowd roars its
appreciation. and the whole show is overseen by a
cruel-looking man, dressed i rich clothes, The
appearance of these humans and humanoids is
sirange to you. You hear the nchly parbed man
speak to his neighbour: "'Whoever survives the
Arena of Death will be my champuwm. Il have the
st laugh at that brother of mine!” You wonder what
this means: 15 it an llosion or a vision of a distant
&nd?

IThe harsh sun which bakes the dream arena is
=unddenly blotted out by a wvast Dragon. Dut this is
merely the reflection in your dream of the shadow
cast h}' the Giant Bloodhawk which is swooping
down on your sleeping body. The pain of its talons
npping your thigh jerks you back to wakefulness.
Deduct 1 skt and 2 sTAMIKA points. By the time
vou have drawn your sword, il is swooping down
on you again, and you have no time o cast a spell.
Turn to 29 to fight the monsier.

204
Eoll one die. Tf you moll 1-3, turn to 388; if you roll
4-0, lum o170,



205—206

5F
You have survived, against the odds. Add z Fowes
points and 2 1ock points. The three crones make
some gestures in the air, and you feel the forcs
which held you in the dream world being releaced
At the same time, the cowd, the crones and the
deadly squame of the Tral all vamish. Tom to 48

The holly bushes, vou find, form a protective pers-
meter and oome 0 an end before long. To your
astonishment, you see within the drde of bushes 2
ramshackle hut. There 1s no sign of lite. WLl yvou go
up bo the hut (turn to 378) or he for a while whers
you are, under the hollies, and watch (turn to 47)7

207-208

Reduce your POW kR score by 1 puini. The Weevil
Man howls in pain when your fireball strikes him.
Turmn to 394 to fight him, but reduce his STAMINA by
& points.

1084

E 15 extremely strange to come across, in a glade, a
tzble set with good things to eal. All the truits of the
earth are displayed, it seems, and are being enjoyed
o two men. One of them invites you to join them,
Sut the other frowwns. The first one says, '‘Come, eat.
it will do you geeod: it will give vou roweR for your
=sk.” But the second says, Ton’t you know that if
wou eat in this world, you are bound to it for ever?’
Will vou believe the first man, and eat (tumn to 270),
or the second, and refuse to eat (turn to 247)7?



20g-210

ang
You say that your journey foo is not unrelated to

their pmphet 5 visions, but that you must travel
west, not east. They tell you to watch out dnm'Lg

your travels for traps which they have set during

theirs, to keep them supplied with meat. They did
not make all their iraps safe before leaving anarea
because there were some that they could not find
again in the dense forest. They tell you that they
marked their traps by bending a sapling over and
tyingit to the gmund_ the trap is always to the north
of the sapling. You thank them, wich them luck and
oombinue on your way. Tum to 298,

210

You dash safely through the monster's jaws: it
seems to help vou on your way by spitting vou out!
Add 1 FowEER point. You tumble head over hecls,
not knowing what to expect next in this crazy dream
world with which Ishtra guards himself. In fact, you
land straight on the back of a large winged setpent.
a Drake, which immediately takes off. If your
FOWER toore is 18 or more, turn to 360 otherwise,
turm toz283.

211

211

You gingerly push away the boulder with your feet,
=0 that no lichen touches any bare skin, As soon as
the rock dears the hand, all the light from the lichen
around the cavern seems to converge on a ring the
skeleton is wearing on that hand. The light then
fashes from the ring to the green stone on the
pendant, and to your horror the skeleton jumps to
itz feet. |l immediately starts to wield the light from
its ring as a weapon: every time you lose an Attack
Round, you have been burmned by the ring’s icy-cold
Hame.

SKELETON 5PIRIT

¥ you win, the skeleton collapses back to the
groumd, but you have only temporarily doused its
evil light. You dare not touch the pendant or the
ring, so you oll the rock back over the skeleton's
hand and carry on down the tunnel. Tuen to 61.

SEILL B ETAMINA B
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413
You start down the outside of the mountain; the
lava is warm under vour scaly feet. An eagle highin
the sloy sees the salamander and thinks of its hungry
young. Since thi¢ is a dream, vou see the scene
briefly from the eagle’s eyes. and for one weird
moment, you are simultanecusly an eagle swoop-
ing down to attack and a lizard cewling on the

groumd.

A Tizard 15 almost helpless before an cagle; a large
lizard like a salamander is even more helpless, since
it cannot scurry away into the rock. The recent lava
is cracked, but there are no boulders to hide under
Roll one die. If you roll 1-2, the eagle reduces your
rOWER by 2 points; if you roll 3—4, you have man-
aged to dedge it; if vou roll 5-6, you have used the
salamander’s ultimate weapon, and sprouted
flames to scare the eagle away. Continue the combat
until you rofl 5—6 twice in succession: the eagle will
then give up and go in search of easier prey. If you
survive, turn to 278.

214

54

Night is drawing in, and after vour recent hormbc
experience you feel ke resting anyway . You make
camp in the boughs of an ancient free, since you feel
safer off the ground, away rom marauding crea-
tures of the night With vour mind firmly set on
vour quest, and praying to vour gods for guidance,
you allow vourself to settle into a deep dreaming
state.

All at once you find yourself on a vast open plain
and you know, in your dream;, that it has taken vou
measureless years fo reach this spot. The terrain is
desert and stretches without features to the horizon
in all directions. Will vou wait to see what happens
(tum to 126) or start walking (turn to 329)7



215~217
215

The Wild Man looks older than he did last night, a<

though with the d re of his madness he has

lost some of the will to live. He introduces himself a<
Eric Rune-axe. Tn a cracked voice, he recalls more
pleasant days in the forest, belore the coming of the
terror. It turns out that he was once an adventurer
like voursell, in a land {ar away over the seas; but he
got lost in something called the Maze of Zagor and
gave up his adveniuring ways. He travelled here to
retire, as he thought, but now you have rekindled
gorne of his old spirit, and he wants to come with
you. Will you accept his company (lurm to 183), or
gently but firmly refuse, and continue on your way
alome (turn to 116)7

b
You fly for an eternity over pocked earth, with
steam and foul vapours rising from vents and pol-
luting, the air. The ride & exhilarating, despite the
grim landscape below. Add 1 rower point. The
Drake sets you down in the shattered remmants of
what was once a village, and then flies off. Turn to

48.

et
Soun you reach a point where yvou could either turn
left or carry straight on. You can hear the harsh
laughter of some cruel being up ahead. but to the
left you sense a feeling of terrible doom. This s not
an easy decision to make. Will you turn left (tum to
73) of carry straight on (tom to156)2

agf—axn

218
Ueduct 1 power point. The spell does not indicate
&= presence of any danger up the lunnel; perhaps
Here s none, or perhaps it is too far away for the
spell to detect. Al any rale, vou enter the narrow
mouth of the tummel. Tum to27g.

)
At the foot of the mountain you meel a river of
molten lava. As a salamander, you have no diffi-
culty in crossing il, but on the other side vou change
Sack mto an BN and enter an entirely different
aspect of the dream world. Add 1 FowER point and
fum to 8o

You find nothing worth keeping among the dust
#nd debris of the Wild Man's hut. Since it 18 now
svening, you dedde bouse the hutas a refuge for the
might. Turn to B6.
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221
Although the Goblins give you cunious looks, they
do not suspect you or try o halt you. You do nof
want 1o reirace your steps, 50 vou leave the diming
hall through the other double doors, in the north
wall. Add ¢ rtvck point. The doors lead wnho 2
cormidor which soon brings vou to a junction, with
passages heading north and west, You are am-
vinced that north is the way to go. Tum (o 310.

223
You are looking for trees with holes i thar trunks,
ur for dry, enclosed arcas among roots: these are
typical places for squirrels’ stores. Yoo are groping
in the base of an old elm tree when the squirrels
attack., They are unusually vicous: their despera-
tion at the coming of Ishira has whipped them up
into a frenzy of protectiveness towards their hoard.
Several leap down from branches on to your back
and neck, while others scamper along the ground o
nip at your legs. If you run away, they will not
follow you, but will remain to guard their stores.
Will yuu run (tum to 2735) or fight (turn (o 104)7

233-225

. 3
¥ou are right that this is the name of a Dark Elf clan,

Sut pnfortunately for you this cdan has not sent

- roops to aid Ishta. Moreover, you are not waaring

e msignia of this dan. You are surrounded by
res, 50 there is no point in becoming invisible: they
would still know where vour body is. Your disguise
= penetrated, and vou are executed on the spotasa
=7 Your adventure is over.

224¥

- You Jeave the parasites behind and soon arrive at a
tork: the gullet bears shightly to the left, and a
- marrow windpipe hies straight ahead. The fresh air

soming down the windpipe is a groat relief. Will you

onbinne akmg the gullet (tum to 135} or try the

windpipe {furn o 163)7

S
¥ou are shready on it," 15 the reply, Add 1 Luck

poant, but however much you plead, you cannat

marve the mmpassive stags to respond any further.
Will vou carry on up the valley (turn to 3B3) or

mvestigate the pile of bones (tum to 135)7



226—227

226

Cofortunately, a couple of Pygmy Oncs are strolling
slong the tunnel which corresponds in the seal

world to this ver. Although your physical body
= invisible, it is not immaterial. They are just as
stonished as you when they bump into something
ey cannot see. The shock jolts vou out of the

gream world and you stand facing these new
enemies. Youappear to have broken the nose of ohe
o them, when vou collided; he 15 E]IITL‘]‘IITI,E’ hiz face
and moaning. The other, however, s ready [or
Etion, and brandishes a8 mace. Sinde you have
sppeared out of nowhere, there is no way that you
could conwinge them that you are a friendly Dark
£, vou will have to fight.

FYCMY ORC SKILL 7 STAMINA T

2 vou do not defeat the Pygmy Orc within three
Attack Rounds, turn to 10B. If vou do, lurn to 369.

'

u see no further signs of humanoid life, but aftera
while the ground begins to get bogpy. You turn
west, but the going is shll very unsound. Although
Wood Elves can tread more lghtly than any other
race, even your feet are beginning to sink into the
srown mud. which s covered with an aily ilm. To
m=ke matters worse, night is drawing in. Will vou
proupgh on through the mine {(tom to 248} or turn
kack south fora w ]".]lE to avoid it (tum to 284)7
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xaB*
You find yourself in the dining-hall. Most of the
tables are empty, but it is the tum of a platoon
Casblins to eat, and they are gobbling some vile
at one of the tables. There is another set of dou
doars opposite you, and a smaller doorin the wall
your lefi. One of the Goblins — the leader of
squad, to judge by his size - gets up, wipes a hand
across his greasy mouth, and demands o
your business. Since you are dressed as a Dark =
you decide to try a bluff; you could not
defeat a dozen Goblins in battle. Will you say
you have come o cal, sit at a table and tock inko the
food you have brought (turn to 263), or say that you
are taking food o Ishira (tum to 325)7

e
It sovn becomes clear what vou are up againsi. &

raiding party of six Dark Elves i= dosing in on vou,
flitting from tree to tree. As soon as you see them,
your Wood Elif blood boils. These warped Elves
mixck the goodness of the other Elven races; the
scum deserve to die. Will you stand and fight (tum
t 357}, or Tun o try fo break through their eves
decreasing circle {turn to 3368)?

230—-231

30
Reduce your PowER score by 1 point. Tum to 394 to
Seht the Weevil Man, but reduce his sTaMrnaby 4

points.

131#

You lind yourself back on the river-bank, among the
willow trees; the fairy lights still flicker on and off,
You walk through the copse, but it becomes more
han a copse; you lose sight of the river and are lost
=mong dense undergrowth. A dinging, claustro-
phobic feeling damps down on your chest. The fairy
Sghis have become baneful, yellow eves glinting in
e undergrowth. Your gaze is drawn to one pair of
=vi< in particular, and your eyes lock into these
vellow ones. An unspoken voice seems to suggest,
quite calmly, that you remain where you are. You
feel inclined to obey_ Wil }r:.rugwemmtl'uﬂmdl
maton {fum to 371) or press on {turn ko 60)?

-y




232-233

232

The poison fails to make contact with your skin, but
some may have entered your backpack. Test your
Luck ayain. If you are Unlucky, 2 lobs of Provisions
have been ruined; if yvou are Lucky, yvou suffer no
loss: Whatever the oulcome, you must now dedde
whether to continue north (turn W0 15) or veer
somewhat to the west (tom o 53).

233
You find the cook in a foul mood: everything has

gone wrong for her today. A Dark Eif miding party
failed to return from the outside world with fresh
meat; the food from the ice store i taking ages o
thaw; her assistant put too much bat's blood in the
stew {a crime for which the assistant quickly beozme
the stew!)y; and so on. When vou walk into the
kitchen, she thinks of a neat solution to her prob-
lems. Her day has been ruined by Dark Elves: why
should a Dark Elf not make things better, by joining
her former assistant in the pot? The cook is a largs

234
Sali-human, spedally brought from Corda by
=hita's spies. She attacks you with a cleaver,

C00K

¥ you win, you find another door in the south wall

EKILL B STAMINA IO

o the kitchen, bul vou can hear feet coming up the
L Emnnel towards it. You bar the door. It will not take

Sem long to break through it, butl in an evil place

L B this. the death of the cook i ]:mnbab]}r nob fous
- ==markable and you do nol expect o be pursued.
S You retumn to the dimimg-hall. Tum to 221.

234

You quickly arrange the objects, stand in the centre
and wait Ishira bursts o vour field of vision with
2 noise like a thunderbolt and the smell of corrup-
son. Demon Prnces take many forms; you see him
&= 2 goat-headed crocodile, which stands on two
ezs and has hivid green fire playing over the sorface
o his body. He shrieks with evil glee when he seesa
puny Eif standimg before him, and rushes towards

_you in a frenzy of blood-lust. His arm is raised to

Blast you with a fireball and he is taunting you
Sor even thinking to hinder his progress towards
Smanny over Tian.



235

But as svon as he enters the enchanted cirde, his

shrieks of glee change to screams of agony. Befors

vour very eyes, he starts {o wither and fade. His
body crumbles into dust, and his loathsome spint =
banished to the Demonic Plane from where it came.
You seem to hear howls of frustrated rage receding
inty the distance. The six objects explode as f with
the effort they have used to defeat the Demon
Prnoe. It will take Ishira a long time, in mocal
vears, to lick his wounds. Turn to go0.

235

The trowd parts betore you, but the path vou take =
not of your own choosing, They will let you go only
in une directiom, and a sohd wall of diffenent befngs
blocks off all other routes. You are guided inexor-
ably tiy a square anea within the crowd. In the centre
of the square stands a gallows. and three stem
judges sit bemeath it. There i an empty bench in
front of them, and you are obviously meant to sit on
it. Yoo do so. All three judges are andent cromes,
and the central one speaks: ‘Lel the Trial of Ghosis
buegin! Tum to 3og.

236237

You share with the fiendly humans something of
vour Elven wood-lore, to help them on their way.
Then, after mutual farewells and wishes of good
fuck, you continue on vour way. Twm o 28,

237

You grope around the cavern: it = too dark {or even
& Wood Elf to see very much. You find no exits, but
vou do come across foul evidence that its captors
were feeding it — perhaps with their own Foops.
You also find the shattered remnants of furnilure, as
d in some time past this cavern had been used for a
more civilized . Among the broken and
sotten wood, vour hands make contact with some-
thing hard and spherical, which you take. Then you
lave the cavern.



238

You return to the juncion. There is no one around
just at the momenti, so you risk an inspection of
what you found. It is a crystal ball, mounted on 2
black metal base. Un the base are engraved munes
which read, ‘Ride the winds of time_” There is alse
the number 30 engraved next to the runes. Will you
risk looking in the ball now (tum to 328), or will yo=
put it in your pack and take the new south funnel
(harn to ge) or go back along the well-Ht tunne
which you came down (fam to 132)7

238+

The river continues straight; it is sometimes decp
and sometimes shallow. The joumey s mono-
tonous and, as often in the dream world, you do not
know how long vou have been here. Have you besn
walking for a minute or a decade? Lhen all at once
the river is gone and youo ane standing on 2 platesu.
The plateau changes to a smooth expanse of yellow
sand, with the sea glistening to the honzon. Since
yvou have never seen the sea belore — though EH
legends aboot Tir nan Og spesk of it — you are
troubled. Will you walk into the sea (turn to 73) o
explore the beach (bum o 1499)7

39

230

Before long, vou are at the foot of the hills, and you
enter the glade whose spring greenery you admired
from above. There is no doubt in your mind that this
= an enchanied place, containing the power of
Good. The air is fresh and sweet, small flowers
dapple the sward, and the trees - mainly silver
birches — are filled with trlling birds. You have no
idea whose enchantment the place isunder, but you
can guess why it 15 there — as a bastion against the
Evil of the blasted lands beyond. You revel in the
pleasant atmosphere as you stroll among the trees.
Scon you come to a fair-sized pool, whichisfed by a
Subbling brook. Will you dronk from the pool (tum
to 106), bathe in it (turn to 194), or avoid any contact
with it (turn to 355)7
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240
What is even more surprising, is that when you

approach the deer, it does not run away. It menely
Swis pp at you and continues munching. But all too
soon you realize that this is not surprising at all: the
Sewt is actually a Shapechanger! As is the way with
#s kind, when you are within range it greed sets
= better of it and it is revealed in its true, hideous
Sorm. What you thought was the plicid munching
& the deer tums out to be the monster’s forked
Enpue leking s lips in  anticipaton! The
Stzpechanger hurls itself at yon; its wicked claws
=re poised o rake your flesh. If you have a-com-
samion, tum to 396; otherwise, tum to 307.

241

You manage to block off your sences and persevere.
1he frees become less threatening and more lifeless
= though that in teself wounds your Wood Eli heart.
Sat the closer vou get to the pit which is the source
ol the bhight on the forest, the more you seem to be
wading through a quagmire. It is not just that the
ground is stcky and hard to cross; the arr tselt
se=ms to squeeze your chest, until your breathing is
Eboured and harsh.




243

Evenlually, you come close to the pit. The light has
entirely faded now, and vou know you are doss
only because of the tangible aura of Evil surround-
ing it. A mocking laugh splits the marky atmos-
phere, and a cold, cruel voice speaks to you: Puny
Elf, do you seek to test vourself against me? | lock
forward to our meeting — if you get that far?

Then all at once a thicket of impenetrable bushes
springs up all around vou. Wherever vou turn there
i no escape, and the thicket is dosing in on you
Will you use a Fire spell to force a way through (tum
to 41) or not (tarn o 290)7

EgE
You are able deliberately to alter your dream 1o get
out of the Angaroc’s sphere of influence. Tum to

377

243—245

243

- The Wild Man sees you take vour sword. His mood
- smmediately changes from hysterics to cold tury,

and he Lunches himself at you. His gleaming axe

- catches a ray of the dying sun, which has somehow
- made it throoph a Glthy window .

WILD MANK SEILL 8 SETAMIMA 12

" £ you win, you may decide Lo take his magnificent

e, but if you do, you wall have to leave Telessa
Sehind, since both weapons would weigh vou

' down. The man evidently has nothing concealed
~#bout his person; his tattered clothes hardly cover

His body. You decide to search the hut. Tum to 136.

244
St your Lack, U you are Lucky, you manape to gel a
grip on the monster just as it rears from the sand
tum to 134); if vou are Unlucky, vou are thrown off
fturm to2g7).

The patrol passes you by, with no more than the
wual msuibs and jeers: there s no love lost between
the various evil races. Onice they have disappearad
up the tommel, yoo duck down behind the pile of
Sones to quieten vour racng heart. Tum to 27.
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246
As the dusk gets deeper, you can no longer see
where it is safe to step. You are just considering
whether or not to cast a Levitation spell, when you
trip and fall forward into the mud. You put out vour
hands to cushion vour fall, and you sink up to your
elbows into slimy mud. Something wraps a tentadls

around vour hands and pulls you deeper, until vour
face is pressed into the thick ooze. You suffocate
Slime Suckers prefer cold meat.

47

Yuou walk on, not knowing whether either man, or
both of them, were Bars. As time passes, vou feel
muore and more sure that you are nearing vour goel
You are walking now among low shrubs, which
glow with unnatural light and ooze blood. Without
warning, the ground beneath you gives way and
yoru land in an underground tunne! through which
a steaming river flows sluggishly. Tom 085,

248-249

248
“We can add nothing to what you abready know,
from your dreams, " is the reply. However much you
plead, you cannol move the impassive stags to
respond any further. Will you carry on up the valley
[furn to 383) or investigate the pile of bones (tom to
135)7

249
You cannot block out the sound; it seems tocome up

from the ground through the soles of your feet, or to
st=mn from somewhere inside vour own mind. You
tr¥ b0 sing a cheerful ditty to drown out the screams,
tut the words come out all wrong. You know that
vou are nesring vour goal and that the lerror of your
nightmares ic one of Ishira's last defences. You
deliberately cross back into the real world, hoping to
fnd brief respite there. Turn o 310,




250-251

250
In vour dream, you have been wiclding a sword ke
Telessa, but one which burns with bright fire. You
refrain from the final scything blow, which would
scatter Morpheus bo the winds: since you are dream-
ing, you dare not kill the source of your dream. With
a howl of frustration, Morpheus's conglomerate
body falls apart. You have temporanly broken the
bonds that hold his nightmare parts together. He
will be rejoined some day: the world will not be nd
of nightmares, but many will sleep more pescefully
tonight,
Viclory is yours, and yvou feel a temendoos sunge of
energy. Restore your rowER poinls o the level they
wert at beforne you entered Morpheos's cavern. Yoo
now have to decide whether to face Ishira himself in
the dream world or the real world, You can feel s
presence drawing mear, and you know thal as a
Bemaon Prince, whi has taken on some form m the
Eartthly Plane, he will simultaneously occupy both
worlds. 1f vou thoose to mest him n the dream
world, turn to 167; if you choose to meet him in the
real world, turm to 246; if your real-world body 1=
wearing a green pendant, turn to128.

251
You manage to get to your feet, and the parasite
drops to the ground. With mounting disgusi, vou
make your way further along the gullet. Tum to 224

252-253
252
The struggle is useless and merely drains you:
deduct 1 rowER point and tum o go.

53
You wake up. While vou were dreaming, you had a

teeling of cerainty, invincibility and knowledge.

Sut when vou are fully awake, that feeling is gone,
although you remember the details of the dream,
you are uncertain what it means or what it could
have to do with vour quest, You judge from the
might sky that dawn is still & couple of hours away.
Will you go back to sleep (burn to 341) or resume
¥our joumey {tum o 172)7
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254

Tou acoost a Dwarf with a good-humoured face and
2=k her whal is going on. She opens her mouth to
speak; her Hips move, but there 15 no sound that you
e=n hear. You bend doser to listen - and a long,
Sorked wmgue shoots out of the Dwart's mouth and
wraps itself around your neck! You struggle to
scape, but it i5 useless. A dark mist blurs vour
=ght, and you black out. Lose 1 powEeR point.
#hen you come to, you are propped up un a bench
= front of three stern judges. The crowd forms a
solid square all around you- All three Tudges are
ancient crones, and the central one speaks: ‘| et the
Irial of Ghosts commience!” Tom to 309.

255

You arrive outside a room which has a transparent
gour, made of some quartz. Although the quartz
distorts your view, you can see that the room is an
armoury. It could be worth exploring. Will vou try
the door (lurn to 72), or walk on east down the
funnel (tum to 68)7




256=-258

The Bloodhawk momentarily falters as your sped
takes effect, but then it continues its dive towards
you, talons outstretched. Tum to 29, but reduce i
STAMINA by 4 puints.

257
You donot stand a chance. Your last battle i bloods

and heroic, but vou are overwhelmed. There are no
friendly witnesses to tell your kin of the death of
Eldenurin.

258
You find yourself in a dining-hall. Muost of the tables

are unoccupied, but it is the tum of a platoon of
Goblins to-eat, and they are gobbling some vile mess
at o of the tables. There is 2 door behind you, and
there are alzo two sets of double doors, one n the
wall # your left and the other in the wall to your

259

mght. One of the Goblins — the leader of the squad,
o judge by his size — looks up and notices you. He
g=ts up, wipes a hand across his greasy mouth and
demands to know your business. Since you are
dressed a3 a Dark Fif, vou dedide to try a blufl; you
could not hope to defeal a dozen Goblins in battle.
Will vou sav that vou are on your way to the kitchen
ltum to 38} or coming from the kitchen (tumn to 30)7

259
After only a few steps in the cormupt forest, you
know that something is wrong. K is not just the
=nise of Evil, which you will get used to as vou
would t a bad smell which = not noticed after a

while. There is something more . . .
within yourset:

samething



250

You will find that from here on, in your adventure,
you are unable to cast any spells. One of Ishira's
defences is to prevent any magic excepi his own
being cffective in his domain. You retain your
POwER score, however: there may yet be some use
foor it

As yuu walk forward, the evil mist which yvou saw
from the hillside secthes around you, as if unging
you to retumn, Lightning plays over to your right; 2
tall pine, throttled by ivy which is wniggling even
now, looms in your path From your survey from
the hillside, you know that this blighted part of the
forest iz almost circular in shape, spreading out
from a centre which must be where the entrance hies
tu Ishtra’s underground stronghold. All vou have to
do is follow the steady womsening of the blight and

you will reach your goal.

One obstacle at a ime, however. You have reached
one of the patches of bare ground, where the trees
have rotted away to nothingness. Will vou oross the
clearing (turn lo 158) or walk around it, keeping o
the trees {(tom to 1g2)?

You find that the Drake will obey your commands,
You are not sure that you are ready to face lshtra yet,
50 you do not ask it to take you there. But will you
2sk it to take you somewhere where you may gain
more POWER (hurn to 46) or W & place of safety (turn
0 142)7

263
In the gathering gloom of a doudy night, you can-
not find anywhere else to rest, Dedudt 1 vvcx
point. You can either return to the cave {turmn to 357)
or iowrney all night, with occasional fitful naps (turn
i 390},

262
You wake up to find that the battle was jost an
Hlusion. Restore your POWER score to what it was
Sefore the dream combat, and add 1 point for your
vichwy. Tam to 372




263—265

After a few mouthfuls, you come across the finger of
the cook’s assistant in your stew. You retch and
rush cut of the diming-hall, fying not to vomit. Lose
L 5TAMINKA point. You are followed oul of the room
by the harsh laughter of the Goblins, who find vour
distress highly amusing. Did vou leave by the small
door m the west wall (tum o 54) or by the double
doors in the north wall (luen to 1457

264

This will do vou no good at all. The Drake bucks and
squirms, and yvou lose your seat Yom fall down
through the air; you see the ground rushing up te
meet you. But this s only a dream, so you make
yoursell land safely in a tree — or almost safely,
becavse youo disturb a Hoatrin from its nest A
Hoatzin is a mythical bird with a two-metre wing-
span, a vicious besk and daws projecting from its
wing-tips. You cannot change this aspect of the
dream world, because this 15 one of the creatures
lshtra has set to guard himsalf.

The Hoatrn swoops in to the attack. hhasz rower
scoreof 12, Roll two dice. U you roll 2-7, the Hoatzn
reduces your POWE R scome by z;if vou moll B2, you
reduce its rowEer score by 2. Continue the fight
unkil either its or your POWER score is zeto. I you
win, turn Lo 340; if you lose, turn to 293.

265
You find two possible places 1o spend the night.
Yoo could make a bed vnder some bracken m 2 hittle

265

dell (krn o 131), or you could dimb up a mighty
sak and make yourself comfortable in the crook of
one of ite vast lower branches (lurmn o 18).

266

When yvou get close emough to the ower, you can
sez what is on top of it, even though the pmnade
=eems to be kilometres above you. Ti' 15 & dark sickle
moon. Whale vou are looking up, something crashes
mio vou with extreme force. You have been hit by
= corpse, which is hanging from the moon by a
kmg, Tong rope and s whirlmg around the creular
tower like some demented puppet. Before your
eves, the tower shrinks and changes into a gallows;
the corpse stops swinging and jumps lightly to
the ground: its agility seems the most frightening
thing of all. ks face is now a skull, with its teeth
chattering in anticipation, as it tries to embrace
vou in kinchip. You struggle to get [ree, and yvour
struggles propel you back to the river-bank. Lose
1 TOWER point and tum to 192




z2h7—268

287

[t secms that the route vou have chosen is beset with
dangers. Later in the morning, vou meet a Weeyil
Man, returming home from hunting. Weevil Men
are mutants which are so misshapen as to resemble
= croms between a beetle and a human. They have
tough natural armour on their backs and tend to
drop on to all fours to protect themselves. They
wete driven long ago from civilized society and the
few remaining members of their species dwell in the
fidden places of the world — such as deep in Affen
Forest! As survivors in the hard world of Titan, they
are far from cowardly fighters. This one drops the
pack he 15 carrying and comes warily towards you,
swinging a hatchet in 2 menacing way. You have
time to casta spell, Will you use a point of Pow kg in
this way (turn to 87) or not {tum to 394)7

=

When you are about halfway across the creels, vou
nave one of the most ghastly experiences of your
Sfe. You feel something cold shithering inside your
cothing and fastening itself to your stomach, You
mwvoluntarily scream in horror, and your fear is
mcreased by not having the faintest idea what man-
meT of creature has attached itself to you. The time it
Skes vou to wade o the north side of the cesk -
since there is Fttle you can do when impeded by the
water amd you want to get out — seems to take for
Ever.
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As soon as you reach the bank, you rip open your
shirt and see not one but several Khulian Lampreys
clinging with their suckers on to your flesh. These
camivirous creatures hive both in water and on
land. INow that the initial shock is over, vou can feel
the pain as the concerted effort of all their powerful
suckers begins to tear vour flesh. You must act
quickly: you have already lost 2 sTamina pomnis
Your only chance is to cast a Weaken spell, and you
will then be able to pluck them from wour body.
Once you have done this (remember 0 deduct 3
POWER point), tum to 214.

269
You walk through the doors and find yvourself in a

passage which very obviously, because of the
steamy smells, leads to the ktchen. You coold wart
a while, in order to convince the Goblins that you
have wisited the kitchen, and then relom to the
dining-hall (turn to 379), or you could enter Lhe
kitchen through a door straight ahead of vou {tum
to113).

270
As soon as you take the firstmouthiful, you find that
both men are liars. A kaleidoscope of images whirds
through your mind; you see your body tumbling in
slow motion through a vortex. When things settie
down, you find that it was the background, not your
body, which was moving. You have simply crossed
over, in a particularly dizzy fashion, to the real
world. Turn bo 258.

ZFI=273

i
You feel somewhat sorry for this mutant outcast,
whose ancestors were exiled by the barbarous race
o humans. Will you avoid a confrontation by using
& Protect spell (turn to 97), an Wusion spell (hurn to
71} or a Levitation spell {turn to 37)?

TiE
Tou reach the outside air and draw great bruaths
ZSeep inio your lungs. Lose 1 rowER point for vour
Sight. You continue on your way overground. Tum
5 368,

273
You realize that a wall of fire may only delay the
Sattle: the Wolves could just waitl until the fire dies
down, and you cannot afford to go on and on
making fire. So you dedde to reduce the odds. You
shoot a fireball at the stromgest Wolf (deduct 1
rowkg point). It runs away, badly burned, velping,
znd with the charred remains of its tail betwesn its
Ezs. When the other two Wolves have recovered
om Lheir surprise, they leap at you. By summon-
g up your innate nimbleness as a Wood BN, you

czn fight them one at a time.

SKILL ETAMINA
First WOLF - 6
Second WOLF & &

5 you win, hurn 1o 354,



274277

=73
You arrive at a erossroads. The stone-of the tunnels

glistens damply in the torchlight. A main passags
rung to night and left, and there is also a tunnel
straight ahead, though it is nammow and unhit. Wikl
vou go left (tum to 288), nght (tum 40 112) of
straight ahead {tum to 143)7

275
You carry om northwards, but ind not guite fnough

food to sustain you. Deduct 1 sTamina point and
Burn b 332.

276
You slash and hack with your weapon, until you can
take no more; your arms are tired and the ground
underfoot is slippery and slimy. Add 1 1vcx point
You then return to the junchion and head north
Tum to 337.

277
You start b wnigple through, pressing yourself into
the ground. Your backpack tends o snag on the
branches, but you leave it on your back as protec-
tion. Tes! your Luck., J.h'ﬂuaml_.udw VOU Deceive n
scratches; if you are Unlucky, the shght poison of
the holly reduces your stamiva by 2 points. Tum
to 206

278—280
278

If your FOWER score s still 17 or over, turn to 165,
otherwise, tommn to 117

g
You wriggle along the tunnel, hoping that nothing
dengerous will pursue you or come to greet you in
these cramped conditions, where fighting would be
next to impossible. In fact, however, before long the
tunrel widens and allows you to proceed on hands
and knees. At the same fime, you can begin to make
out a dim glow from ahead. Will you carry om {tumn
o124} or return lo the cave and walk up the outside
of the hill {turm to 114)?

280

Whatever Ishira hides in this room, he wants it kepl
seoret. He has protectiad the room with intricate
gpefls. As soon as you insert your key in the lock,
vou receive a shock, which jolts your whole body,
The effect, however, is not physical: you lose 1
FOWER puint. You can try another door by rolling
znother double, or vou can carry on up the corridor
{fum to =0y
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z2h1

The tunnel you are in winds quite a lot, but its
general direcion is northerly. Gradually, from up
zhead, you begin to hear the sound of gruff voices
siced m argument. You peer round a corner, when
you judge that you are close enough to the source of
the sound, and see a Troll and an Ogre. They have
Fierally bumped into cach other at the juncton
of two passages. one of which continues north,
while the other goes cast. It seems that the Opre was
Garrying varous instruments of torture, but
dropped them when the Troll crashed into him. You
fear the Ogre tell the Troll that he'sa dumsy oaf and
o pick up the torture devices: The Troll stubbomly
refuses, ‘Harsh words lead to cold steel.’ as the
saving goes in Tian, and before long the pair of
msshapen monsters are fighting. Will you trv lo
snedk past while they ane occopied (turm to 193) or
wzil to see what happens (fum to 385)?

2R3

You pass, on the left side of the valley, a rock
formation which juts out of the cliff like some vast
butiress. As 500N a5 you are past it, you can see that
¥ is matched by another about two hondred metres
further down. In the backwater, as it were, of the
valley, which hes between these twin buttresses,
vou find the answer to your questions about the
mattre of this place.

Two majestic stags, whose many-branched antlers
mdicate grest age and authority, are standing,
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apparenfly on guard, in front of a vast pile of bones.
“I'I:I:Ptll I‘It_!l'l.'l-'Ll'Eﬂj'iiEE that this is the legendary death-
ground of the deer of Affen Forest. It is said thatno
mortal may gaze upon itand live, but perhapsthisis
just an old wives’ tale, for you certainly do not fecl
threatened. Will you, nevertheless, cross o 1hE
other side of the valley, to give the stags a wade
berth {turt to 383), or will you approach the death-
ground {hurn to so1)?

283
You try to command the Tirake, but it fakes oo
notice. [t may even be unaware that it has anything
on its back. Will you prod it with your sword, 10
make it aware of vou (fumm o 264), or sif tight and
see where it takes you (tum to 16?7

284

To your t relief, the bog soon gives way o
FJ.:'JI'::E]' ;;'rl:lgur.rl:‘::]- You turn west again, but Hﬂ?ﬂi for
only another half-hour before the deepening dusk
]:r::r-suadus you to make camp for the night There is
a huge fallen tree, in the hollow of whose roots you
could sleep (turm to 335). or you could cimb up
anuther vast tree and camp in the branches (tum (@

133k

25287

285

You think that, since Morpheus is the source of
nightmares and you are currently having a night-
mare, you would endanger yourself by attacking
him, Gain 1 rowER poinl for this wise decision. You
wake up in the cold light of dawn; the sun is barely
visible through the noxious, muorky air. Tt is with
some Teluctance that you continue your journey.
Tum to-136.

286

Because of the nature of this extraordinary and
spooky battle, you may restore omly haif of your lost
POWE R points. As you strike the final blow, not only
does vour double disappear, but the forest aronnd
¥ou shimmers and then vanishes. You feel lonely
and lost; the feeling affects the dresm world and you
fnd yourself in the middle of a vast desert. A
tell-tale ripple in the sand shows that a Giant Sand-
worm is passing by, Will you try to leap on bo its
back for a ride (tumn to 244) or not (turmn to 20737

287
It is now morning, and you wake from your night-
mare in the Wild Man's hut. Your body is aching

- #nd sore, as if the fight had been real, and your neck

& bruised where the tree throltied you. Restore your
FOWER scome to 1 point less than it was before the
dream fight, and deduct 2 sTaMINA points. If the
Wild Man s still alive, turn to 215; otherwise, you

cr=wl back through the hollies and continue vm your
way (furn to 116).
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258
Youare in a tunnel, heading west. After a while you
come o a junclion, where there is an extremely
sahid -lowking door to vour left. It hasno keyhole and
locks too tough to barge down, so you turmn right
There is a smell of fear im the air. Turm to 188,

289

If your POWER score is 14 or more, tum o 49
otherwise, tum to 20,

290
You beldly march up to the thicket — which parts
and then vanishes to let vou through! You know
that in dreams the images that you see are formed
by your own mind, and can therefore be changed or
dispelled by your own mind, if you have enough
powE R and make the right decisions. Bul by dispell-
ing this llukon, youo also dissolve the dream as 3
whole, and vou wake up. Turn to 380

291
As soon as you defeated the Fog Devil. the must
mysteriously ceared. You continue south, shaken
by your ordeal. By the late morming, there is no sign
that you are getting any nearer Ishira's pit —but then
there s no sign that you are getting further away
either. Siill, you contemplate a change of directon.
Will you continue south {harn to 178), or tum west
{twm to 300} or north-west (tum to 18)7

292294

o
You decide that, however high your rowER score,
thusis one fight you cannot hope to win in the dream
world. You cross over fo the real world instead,
Turn to 346.

293
Remtore your FOWER score [o 1 point less than whal
it was before the fight. Tum to 361

204
You call out, in the common tongue: Hello, therat |

come in peace. Will you let me approach your
camp? As soon as you began to speak, the voices
went silent. and they remain silent now: there is no
meply to your question. You call a similar message
again, but with equally litte response. Yoo po up
0 the edge of the dearing and peer around a
ree-trunk. You see half a dozen humans huddled
fearfully under a cart, while faces looking in your
direction. There are three men, ome woman and
two children. Will you persevere with your attempl
o be friendly (fuwmn to 129), orleave them be (tum to
2g8)?
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295
The most puzzling feature of the corpse is the
boulder on s hand. The boulder does not look
heavy enough to have trapped this long-dead
travieller, so there are two possibilihes. Either the
ichen which covers the boulder is somehow dead-
Iy, and caused this adventurer's death when it came
mio contact with his hand; or someone or some-
thing rolled the boulder om tohis hand when he was
already dead or dying. i you think the first possi-
bility is correct, then you will take care to avoid any
confact with the boulder when you examine the
skeleton (tumn to 11e); if you think the second possi-
Hlity is correct, then the reasons tor covering the
adventurer’s hand with the rock are very odd in-
deed, and might be worth discovering by rolling the
poulder off the hand (tum to 18z2)

296
You grve in to the temptation. You will ive out your
daye m a pleasant but fruntless half-dream, tending
the enchanted fairy glade. Whether, or for how
ong. you stem the tide of Ishia's army, 1s not
recorded. Your questis over,

297
You trudge off throogh a dream world of desert

=nd. Al first you slip and slide on the shifiing
surface, but gradually yon get better at it Yoo
haven'l the faintest idea where you are poing. There
&= no sun in this dream world, and even if there
were, who knows if it rises in the east here? You
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have never seem so much sand before except in
other dreams, and you recall legends of the island of
Tir nen Oy, where there is also said 1o be sand,
bordering a vast expanse of undrinkable, unoross-
able water,

These thoughts lead to the certzinty that such an
expanse of water lies to your lelt. You hope that you
have nol died and gone to Tir nan Og, but vou can
ni more resist the impulse o journey in that direc-
tion than & feather can resist the wind. And. since
this is the dream world, vou have no sooner fumed
left to go towards the sea, than there it is, spread out
before you. Will you walk into the sea {tum to 75} or
explore the sandy beach (hum to 14g)7

I'E:-' : I:-Iifl;' -
" 1 .

The forther west you travel, the more vou are struck
Sy the peculiar behaviour of the animals. Normally
tirmid creatures snarl at you from the bushes; birds
twiller in fright from the topmost branches. It is also
clear that the woodland creatures have been har-
vesting lood_ It is not the usual season for this, and
vou realize that all this strange behaviour is due to
their instinctive awarcness of Ishira’s imminent
INVASHIT.

There are two consequences of this, In the first
place, it makes you confident that you are heading
n the nght direction. Secondly, however, youbegin
0 regret not bringing any Provisions from home,
since it is likely that the closer you getto Ishtra’s pit,
the more the forest amimals will have gathered or
saten the available food. You always knew that you
would need fo carry food when yon were under-
ground, but it now seems sensible to gather Pro-
visioms for your whole journey, both overground
and underground.

The next stage of vour westward journey will be
found by tuming to 376. Before you turn there,
however, remember that paragraph number and
turmn o 50.
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00
The Coblin grunts, 'Huh! Carry on?, and lets you
pass. Will you head for the door on your right (hem
to- 330} or the one straight ahead (tum to 269)7

3

Az yvou travel west, you gradually become con-
vinced that it was a good idea to change direction,
because vou begin to notice increasingly strange
behaviour among the animals of the forest. Nor-
mally shy creatures snarl aggressively at you from
the undergrowth; birds twitter in alarm from the
trec-tops. Itis also clear that the woodland creatures
have been harvesting food. Ttis not the usual season
for this, and you realize that all this strange be-
haviour is due to their instinchve awareness of
Ishtra's immiment invasion

You begin to regret not bringing any Provisions
with you from home, espedally since it is likely that
the closer vou get to Ishira’s pit, the more the forest
animals will have gathered or eaten all the available
tood. You abways knew that vou would have to
carry food when you were underground, but it now
seems sensible to gather Provisions for your whole
journey, both overground and vnderground.

The next stage of your jourmey will be found by
turning to 3B2. Before vou turn there, however
remember that paragraph number and fum to se.

= ot
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301
The Wild Man makes a mocking bow, extends an
arm towards his dilapidated hut and invites you in.
Un the way, he scoops up yoursword, Onee you are
msde, he sweeps a bench clear of utensils and
mouldy bread, and tells vou to sit there: he draws
up 2 chair opposite you, Once you have stopped
sneezing from the dust you raise by sitting on the
Sench, you introduce yourself: ‘1 am Eldenurin, of
the Caloren tribe of Wood Elves of Affen Forest.’ If
Your FOWER scoTe i5 17 of over, tum to 152; other-
wise, tum to 324

joz
As soon as you leave the eyve of the storm, vou are

22=hed and buffeted this way and that by the raging
forces. Something seems b eject you violently from
the storm and deposits you back in the centre, Loze
1 POWER point and tuen to 76
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303
You look around for an exit, and immediately the

garden vamishes. Instead, vou find yourself among
new and horrifying surroundings. You are in the
grullet of some monster. Whether yoo have become
liny or il is vast is irrelfevant; at any rate, its gullet s
like a living, pulsating tunne! to you. Presumably,

behind you lies its stomach; but ahead hies its throat
and mouth — and the possibility of freedom. That &
the direction you take.

But the gullet is infested with eellike parasites,
which wriggle and nip and attempt fo trip you up in
the treacherous slime. Roll two dice for the para-
sites, and then two dice for vourself. i the total is
equal, continue until you get a result. If their total i=
more than yours, turn te 356 if vour total is more
thar theirs, turn 224,

s |

Inevitably, one of the frequent patrols has to come
up your lunnel. As soon as you see them coming,
vou straighten up from vour crouched position and
prepare 1o bluff your way vut of the situation, since
vou realize that this is your only chance. You walk
boldly cut of the tunnel mouth as the patrolling
Chres approach it. Test your Luck. If you are Lucky,
turn {0 245; if you are Unlucky, tum io 107.

305—300

Jos
The door opens smoothly and you step through.
You are immediately faced by another junchion, but
vou can hear marching leet up the eastern tunmnel,
Meanwhile, the door behind you has shut again, so
vou go norih. Turn to 188,

306

Even though you are already cdreaming, your
journey along thiz path seems dream-like. But it iy
the smouth, ghiding motion of your body which
gives this impression, not any dullness of your
semises. On the confrary, the further vou zo along
this path, the more alert vou become and the more
aware of every colour, smell and noise, of the
springy feel of the turf beneath your light FIf feet,
and even of a gradually increasing richness of
aimosphere. Telessa gleams in your hand and
seems to reflect an unknown source of light

The end of this journcy comes unexpectedly. You
are passing through a dearing when your leet
=imply refuse to go any further. Yoo look around.
Evergreen trees surround the dearing and lower Lo
the sky; as you watch, their tops bend over and form
& dark canopy over your head. Then you notice six
white elder trees in the middle of the dearing, and
vou know that you maust stand in the centre of the
ring they form.

As soom as vou do 50, & volce speaks. Is il from the
trees, the air or merely ingide your mind? Tt #5
mmpossible o tell. But the voice, though quiet, is
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crystal cear, because there is utter calm, as if vou
and everything around you were holding its breath:
‘Eldenurin, save the forest. You have seen and
smelled the suffering it is enduring, yet this is only
the smallest fraction of what it and the whole world
will suffer, if the Evil underground is released
Prepare yourself, if vou will undertake this burden.
For now 1 tell you this: remember this sacred spot’

Gain 1 POWER point. You now awaken from the
dream. Tum to 380,

o
The Shapechanger's insatiable greed lends fury to
its onslaught. This fight will test your skill.

SHAPECHANGER
I you win, tum to 146,

SHILL IO

STAMINA 10

jof-309

308

' By noon, you are starting to climb into a ange of
- hille. In your weakened state, you find the climb

very firing: deduct 2 further STAMINA points. But
you make it o the top, and sit down to survey the
scene below. The hill descends gently into a valley,
where all seems to be peace and harmony. The trees
there seem shill to be dothed in spring green. But
thiz fresh copse ends with shocking abruptness in
t=rrain which is unlike anything you have seen
befure, awake or in vour worst nightmares, You
realize that you are Jooking out over the blighted
part of the forest, which your dream revealed to
7ol It is considerably larger than you thought it
would be: it stretches for kilomelres. Turn to 386.

309

You try to cross back to the real world, but it is no
good. Some force holds vou here. It will be released
omily if you are successful in the Trial of Ghosts, You
have heard that in some parts of Titan, humans
practise barbaric forms of trial. For instance, a
sorcerer might be thrashed with stout branches of
thorn. If the wounds on his body form, in the
udges” opinion, shapes born of Hell, then he is
urmed as a necromancer; if not, he is released,
thaugh he may be near death or scarred for life.
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in the same way, the Trial of Ghosts i3 arbitrary —a
matter mainly of luck. On the opposite page is what
vou see on the ground in front of you, Roll one die:
this is the number of the square you start on. You
now have to pick a route through to the centre,
which is where the judges sit, and is indicated in the
diagram by a question mark. The route you take
must consist of only five squares, including the one
vou start with. The route can go verfically, horizon-
tallv or diagonally from square to square, Thus, if
¥ou start {rom 4. your routeconld be g, 7, 183, 21, 10.
When you have chosen your route, turn to the
saragraph whose number i3 its total (234 in the
sxample above). Il the paragraph makes no sense,
sou have failed the rest and will be hanged on the
gallows, with the crowd's laughter ringing in your
2ars. Because you are currently bound to this world,
vour Pow ER will be drained and your physical body
will die too. Good Tuck!

310
You find yourself in a comidor with numbered doors
on either side of it. To vour left are doors numbered
11, 33 and 55; bo your right are doors numbered 22,
44 and 66. Roll bwo dice until you roll a double, and
=hen fry the appropriate door (so, if you roll double
1. iry the door marked 11, and so on). To try a door,
umn o the paragraph with the same number as that
marked on the door. I you choose to ignore all the
Soors and walk on up the corridor, tum to 217.
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331
The only compensation —if it can be called that — for
your slow progress during the day is that you are
unable to sleep all night, because of the itching,
50 you can press on with your jourmney. Lose 2
STAMINA points for weakness, however. The fur-
ther west you travel, the more you notice that the
wildlife of the forest is wary of intrusion — even that
af a Wood Elf, who is normally considered to bejust
another denizen of the forest. This gives you con-
fdence that you are heading in the rght direction.

The cautiousness of the animals, however, brings
its-own dangers, since they are more likely fo attack
any intruders. Sure enough, round about dawn,
you are sit upon by a couple of Scacalls, whose lar
vou stumble into. These creatornes resembie jackals,
but have a ddge of bony projecions down thes

gpine, As is usual with fheir kind, the femaie attacks

first, to try to supply her mate with meat; but if vou
defeat the female, you will fnd that the male =
perfectly capable of hunting for himself!

SEITL STAMINA
Female SCIACALL & [
Male SCIACALL i} B

U vou win, tum to 267.

312314

-

312
Tour ankles slip off the rope and vour legs splash
mito the nver; but you keep your grip with your
funds. You draw vour legs up away from the tug of
the last-Hlowing river, and try to pull vourself up
ontil you can wrap your legs arnund the rope again,
Roll three dice. TF the total is lesz than or equal to
Vour STAMINA score, tom b0 353; i il is more
than vour STAMIN A sSCOre, Tirn to 1y

313

Tou are walking through a field of flame, but you
are not bumed. You wonder why and, as svon as
v doso, you feel a change come over you. You are
now a salamander, a lizard-like creature which can
endure great heat. You tell yoursell that this is just
23 well, since you seem (o be living in the mouth of a
volcano. Will vou explore over the lip of the volcano
(turn to 233} or will you godeeper into the velcano's
mouth (turn to 174)?

314
You are weary after vour fight. You must find a
place o rest very soon, and the only opton s to
select 3 cave. Turn to £81.
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35
You scramble onoe again through the darkness of
the tunnel. When you reach the end, this ime you
turn rfight. The patrol of Goblins that vou saw before
is long gone. You meet a couple of Troglodytes, but
have no difficulty in bluffing your way past these
pea-brains. The passage ends at a junction where
you could torn right (fum to 123) or lefi (fumn fo 310}

16

Among all the dust and debris of the Wild Man's
cluttered hut, you find only one item which =
outstanding, This is a piece of amber, small

to fit easily into voor dosed hand. What & remark-
able aboul this amber is thal trapped withinit is =
female glow-worm, whose phosphorescent hight is
still shining, despite the millennia it mus! have
spentin the fossil resin. You also nobee thatin some
past time, the number 20 has been engraved in {ine,
spidery runes on one face of the amber cube. You
put the amber in your pack. Since it is now cvenung,
you decide to use the hut as a refuge for the night.
Turn to 86.

Ji7-19

iy
Yoo plod north up the tunnel. The ground rizes

gradually until it crosses the river as a natural span
of rock. At the far end of the span are a couple of Ore
guards; they let you past since they mistake vou for
2 Dark EN and their job, they say, is to prevent
Frowlers from getting out into the tunnels. Some
tme alterwards, you come (o a junction where vou
could either continue north (bom to 393 ) or tirn cast
down a darker tunmel (tarm to 184).

318

Al first you see nothing except swirling mist. Then
the mist abruptly clears and you see a vision of vour
own future — death at the hands of an Ore, The
crystal ball does not lie. While you have been en-
grossed in looking into it, the Orc has crept up
behind you. He mises a jagged scimitar . _ . and
vour adveniure is over.

39
in the morning, when you wake up, vou tear away
the screen from the mouth of the cave. Dawn light
floods in from the sun, which has risen just over the
*ops of the trees in the forest plain below. You can
now see more of the cave than vou could last night,
and you realize that it goes deeper into the moun-
tain than ¥ou had thought. At the back of the cave,
screened by a boulder, a narrow tunmel winds away
into darkness. Itis so narrew that you would have to
wriggle through, pushing your backpack and sward
i frent of you. You can feel no draught issuing from
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the tunnel, nar is there any other indication that i
might lead anywhere. Will you explore the tonne
{turn ter 35}, or continpe up the hillsde {(uen o 114)7

You find the cook in a foul mood. Everything hes
gone wrong for her today: a Dark Elf raiding party
failed to return {rom the outside world with fresh
meat; the food from the ice store is taking, ages o
thaw; her assistant put toe much bat's blood in the
stew (a crime for which her assistant quickly become
the stew!); and s0 on. When you walk into the
kitchen, she thinks of a neat solution to her prob-
lems. Her day has been miined by Dark Elves: why
should a Dark EIf not make things better, by joining
her former assistant in the pot? The cook = a large
half-human, spedially brought from Corda by
Ishtra’s spies. She altacks you with a deaver.

COOK

If you wim, you find another door in the north wall
of the kitchen. You pick up a tray of food to make
vour exit from the kitchen more convindng. g0
through the door and soon find yourself oubade
another set of doors, through which you can hear
snuffles and snorts. Having got so far, you reckon
that you might as well be hung for a sheep as for 2
lamb, as humans say, 50 ¥ou open the doons. Tum
to 228.

SEILL G STAMINA 10

321-322

321
You leave the thicket of holly bushes behind and
mmmmughumglmm}rdusk After a
kiometre or so, vou come across a jumble of
boulders, scattered among the trees as if they were
gigantic hailstones. Once you have checked that
none of them is a disguised Boulder Beast, you
deade that this is as good a spot as any to spend the
might. As vou settle yourself down, a Komudo
Lizard arrives, with the same idea as you. The
winmer will have a bed for the night!

KOMODO LIZARD

¥ vou win, tum to 384.

BEILL B STAMINA 8

Ja2
Tou could cross the marsh sately by using several
Levitation spells, but you do not want to drain too
mch of your PoweR, 50 you travel as much as you
can by foot. In fact, it tzkes a Finding spell and a
Levitation spell to cross the marsh safely: deduct 2
FOWER points. It also takes the best part of a day,
since you often have to back-track to find the best
poube.

Unce you are out of the boggy area, vou decide to
turn west; but you travel for only another half-hour
before the deepening dusk persuades vou to make
=mp for the night You could sleep in the hollow
under the roots of a fallen tree {tum to 335), or you
oould cimb up another vast tree and camp in the
branches (tom to 133)-
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33
It soon becomes clear what you are up against. A
raiding party of six Dark Flves is closing in on you,
fliting from tree to tree. As soon as you see them,
vour Wood EIf blood boils and you are ready for the
fray. These warped Elves mock the goodness of the
other Clven races; the soum deserve to die. Eric

t=kes on three of them, while vou engage the other
three

SEILL STAMINA
Firsi DARK ELF 5 6
Second DARK ELF 7 &
Third DARK ELF 7 8

You stand between two close trees, and back to back
with Eric, so that you can fight your opponents one
at a teme. 1f you win, turn to 19.

Something n what you say obviously strikes the
Wild Man as incredibly amusing. He howls with
laughter, until tears roll from hiz eyes down his
cheeks, leaving trails in the dirt of his face. He
doubles up with laughter and starts to roll around
the floor. kicking his legs in the air. Will vou seize
the opportunity to grab your sword and fight (turn
o 243), or just sit and watch his antics (turn to 166)7
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325
‘What do you mean?’ rasps the Goblin, drawing his
erooked sword. ‘Ishira does not eat food such as this
he sucks the energy of living things" Your bluff is
exposed. You are quickly overcome and taken to be
Ishtra’s next meal.

326

During the afternoon, there is no noticeable n-
crease or decrease in the strange behaviour of the
forest animals, which you observed before. You
reckon that you may have to change direction, but
you postpone that decision until moming and de-
cide 1o look first fora place to spend the night. While
you are pondering these matters, vou almost frip
over a sapling which someone has bent down and
fixed to the ground. As you walk past, will you leave
the sapling to your right {turm to 265) or to your lefi
{turn to 197)7

327

The ruse works. He relaxes his guard; you dive for
Telessa, roll over and regain your feet, sword in
hand, all in one swift and expert motion. The crazy
man burls himeelf st vou, furious at being tricked,

WILD MAN SEILL 8 STAMINA 12

i you win, vou may decide to take his magnificent
axe, but to do so, you would have to leave Telessa
behind, since the bwo weapons would weigh you
down. The man evidently has nothing concealed
about his person: his tattered clothes were hardly
covering his body. You decide to search the hut.
Turmn to ¥36.




328-329

328
You flip over to the dream world to avoid the chaofic
Ore, but his lurching motion makes him collide with
your invisible body. He instinctively lashes out with
his mace and catches you a glancing blow. Yoo must
flip back to the real world to fight him, but deduct 2
STAMINA points for the wound he has already
inflicted on you. Retum to 348.

329
Since there ard no features b make one direchion

muore attractive than another. it takes a surprising
amount of will to start walking. But no sooner have
vou made that effort of will than things change
drastically. You are standing in a dear spot - the eve
of the storm — while all around you rages the most
terrible storm, as if the gods themselves were at
war, or the sky were lrying to separate from the
earth. The storm seems to be pressing in towasds
where you stand. Will you run for your life (furn to
302) Or stay where you are {tum to 76)7

330332

330

This is not the way to the kitchen, so your bluff is
sxposed. The Goblins make short work of you, and
then return to their meal —with an extra itern on the
men!

L5 o
You find vourself walking in a garden, where all is
peace and tamupallity. After vour récent experi-
ences, you are at first suspicions of such surround-
mgs. Will you explore the garden (turn to 139) or
beave it (fum to 303)7

iz
As vou proceed northwards, voo see more and

more evidence that the woodland creatures are
preparnng for Ishira's imminent invasion. It is not
just that they have been gathering much of the
available food; you also notice that their behaviour
patiermns are different. There are fewer animals than
usual, as if many have already fled; normally Bmid
creatures snard at you from bushes; birds twitter in
irght from the topmost branches.




33

You begin to regret not bringing any Provisions
from home, especially since it is likely that the closer
vou get to Ishira's pit, the more Lhe forest animals
will have eaten or gathered the available food. You
always knew that you would need to camy food
when you were underground, but it now secms
sensible to take tme to gather Provisions for vour
whole journey, both overground and under-
ground,

The next stage of your northward journey will be
found by turning to 347. Before you tum there
however, remember that paragraph number and
turn 1o 50

333334

333"
The tunnel slopes downwards, and after a while
vou begin o hear the sound of flowing water ahead.
Sare enough, you soon find yourself on the bank of
a subterranean river. A noxious mist rises from the
nver and prevents you seeing how wide it is. There

i5 2 thick, taut rope which disappears into the mist,
but looks as though it might cross the river, Will vou
uze the rope to aoss the river (lurn to 26} or wail o
while {turn to 345)7

34

The Vampire's wings enfold you, until all is dark-
ness and you can see only the red glow of its eyes as
is head draws ever closer to your neck. You wake
up in horror - . _ and find, of course, that it was all
an illusion. Restore your FOWER score b0 1 point less
than what it was before the dream combat. [tis now
morning, 50 you decide to continue on your way.
Tum o172
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335

For a while, you sleep dreamlessly, but towards
dawn vou start to dream. In your dream you are
crossing a vast, ice-bound plain. A bitter, merciless
wind howls down from a mountain range ahead of
vou and cots through your elothing as if you were
naked. Then your sight of the mountains is cut off
by a blizard; the snow, driven before the wind,
stimgs your eyes and blurs your vision. The howling
of the wind changes its tone and becomes both more
definite and more sinister. A bulky form seems to be
solidifyimy oot of the falling snow. You will have to
fght this Snow Ghost; it has a PowER score of 14,

Roll two dice. F you roll 2-7, the Snow Chost
reduces your FOWER score by 2 points; if you roll
8-12, you reduce its POWER score by 2 points.
Continue this form of dream combat until either its
Of your FOWER score is zero. The Snow Ghost tries
to thump you with its fists, while in your dream you
wicld a club. If you defeat the Snow Ghost, turn to
2i3; if the Snow Ghost defeats you, tum to 137.




336—337

3

This is your best course of action: it will enable you
to have a mnmning batte with your opponernis,
rather than face them all at once. The rules for this
running battle are as follows. Fight each Dark Elif in
turn., If the combat with the frst Dark Elf lasts longer
than four Atack Rounds, the second Dark EIf will
have reached you, and will have free strikes against
you for however many rounds it takes 1o finish of
the first one. When you have finished off the frst
Dark EMf, turn to Aght the second; the third will then
have free strikes against you, if you fail to defeat the
secomd within four rounds. Any free stikes against
vou will reduce your stamixa by the usual 2
points. Continoe this ore unbl youo have
deteated all six Dark Elves - or until they have
defeated yon!

SEILL STAMINMA
First DARK ELF 8 b
Second DARK ELF 7 6
Third DARK ELF 7 B
Fourth DARE ELF B T
Fith DARK ELF B 6
Sinth DARK ELF (1 8

If vou win, turn to 392,

37
You manage to resist the peinifying wail of the
Banshee, and before it reaches vou, you have your
weapon ready to fight it. You are fortunate that its
long imprisonment has made it a less formedable foe

338

than others of its kind: it is weak, and although it
continues to shriek, the screams have no effect on
you.

BANSHEE SEILL @

If you win, you could see if the Banshee's cave leads
anywhere (fum to 237}, or you could go back to the
munction and either take the new tunnel south (turn
o go) or refumn east along the tunnel that brought
you fo this part of Ishtra's domain (tum to 132).

STAMIMNA 8

338
You 56l seem to be walking along a peaceful forest

frack: and you see another Wood Elf walking to-
wards vou. At first you think that this Wood Elf is
jast like yourself, but then you realize that it is
vourseif. You move to the left, and your double
moves to it right; you step backwards and sodoes
your double. You will have to fight your double! It
has the same FowER score as you. Roll two dice. Tf
vou toll 2-7, your double has reduced your FOWER
b¥ 2; if vou roll -1z, vou have reduced its PoWER
o¥ 2. U you lose, you have killed vourself; if you
win, tum fo 286.




3E03n

339
You soon pass several nut trees and bushes — but

they have all been stripped of nuts. This isstrange: it
must be the work of squircels, yel squirrels asually
store nuts only in autumn, to prepare for wintes
Why should they do soin summer? Then itocours fo
you that the little creatures may be prepanng tor
something worse than winter —the coming of Ishir
anid his fell troops. i the squirrels” instincts tell them
to gather their stores now, time is short indeed. Wil
vou took for the store of nuts, to &1 the hole m vour
stomach (lurn to 222), or return tora northery route
(turm to27g)?

340

Restore your POWER score to what it was before the
fight, then increase it by 1 point for your victors
Turn to 361.

347
For awhile nothing happens. Ihen vou ses themaos2
bizarre and unrealistic senes of images. You are
standing in the middle of a sort of ravine, whose
sides are made out of . . . well, vou suppose they
are buildings of some sorl. since many wemrdly
dressed humans are coming and going through the
doors. But vou cannut even begin 1o goess what
stome the buildings are made of; they are Glled wilh
unnatural light as well, but the worst thing is that

they tower to the sky and threaten to fall on cvery-

one’s heads. Youshout tothe stange people torun
but it suom becomes clear that they can netther ses

341

nor hear you. You can see, but cannot hear; you are
surrounded by rush, but it all takes place in eerie
silence.

Then a new horror becomes apparent. The smoath
path vou are standing on & suddenly filled by
dozens of monsters. They are made out of metal and
glass, it seems, and move ata terTifying speed. Each
of thern has at least one of the humans init, who are
obvigusly prisoners, and often have grim, tortured
expressions on their faces.




3233

You wake up from this nightmare: you can bear no
more of it, 1s this some other world altogether, or s
this to be the future of Titan? Is the earth to be
controlled by melal monsters, with humans for
glaves? And where were Flves, DPwarfs and other
races? You find lears springing to your eyes in fear
for your race, for you know that no Elf could live in
such a place. Bul now you are awake, you must get
on with your mission. Tum to 172,

5
What are portcullises in the real world are magical
barriers in the dream world; you still cannot get
past. Lose 1 Luick point and return to 362

343
He puts up no resistance, and in your dream vou cut

him to pieces, slashing lerociously as if b avenge all
the races of Titan. But since he is the source of
mighimares, and since you are in a nightmare, in
killing him you kill vour dream body, and it is no
longer connected lo yoursleeping self. Your rowes
is drained. Your physical body jerks once and i
still for ever. Anyone who finds your corpse will
wonder at its unmarked state,

3

You sat off west the familiar forest. The sun
strikes shafts of light through the trees, birds sing in
the branches and small animals rustle the under-
growth. But the burden of your quest lies heavy on
vou, and you cannot take your usual pleasure in
such things. There are few true paths this deep in
the forest, but there are plenty of signs to show a
Wond EIf which way is which, and you mainiain a
generally westward direction.

Adter halfa day’s travel, you smell wood-smoke and
hear the rumble of indistnct voices — humans, most
probably, to judge by the imbre of the voices. They
are a little way off te your left. Will you seek their
company {turn to 387) or press on with your journey
{tum to 298)7



345

5

You reckon that it would be highly inefficent for
Ishtra’s troops to mely merely on the rope to get
across the river; the rope must be attached toa ferry,
which can be pulled trom bank to bank along it. You
wail for a long enough time for doubts to creep info
your mind, bt then you can see the rope trembling,
and shortly afterwards you hear the distinchive
creaking of a boat. You hope that there s a single
ferryman, not a squadron of Ishira's troops on
board.

You are lucky: there is only the fermyman — an Ogre.
When he has drawn the boat up o the bank, he
waits for you to get on. You nofice that he has an axe
lying conveniently dose to hand; and you notice a
small pile of boars’ tusks in a box. if you have a
boar’s tusk, he will take you across, since this is Lhe
token with which all of Ishiza’s roops are ssued
(turn to 100}, otherwise, you will have to fight him
(turm to 42).

I46—347

346

In the course of your adventure you may have
acquited some arfefacts which were numbered, and
some which were linked with special nrumbers. Add
together the numbers of all the artefacts you have,
and turn to the paragraphs whose number is the
same as the total. f you canmot do this, or if the
paragraph vou tum to does not make sense at this
pont of your adventure, turm to 212,

M7

The route you are following takes you past a Death
Dripper. The sensitive mots of this tall, tree-like
plant detect the vibrations caused by any creature’s
footsteps, and the plant immediately drips a fast-
acting poison [rom its sickly yellow flowers. Test
your Luek If you are Lucky, tum to 232; if you are
Unlucky. tum to 194.



348-345
348°

You are unlucky encugh to run into a chaotie Chre.

You can tell that he has been tainted by Chaos
because of the extra arm which has *-pmuted from
one of his shoulders. He also reels from side to side,

and occasionally even steps backwards, as if his
serse of balance were impaired as well. He blames
most of the world for his deficiencies, but especially
hates Elves; he attacks you without reason. Fortu-
nately, the Orc's awkwardness partially compen-
zates for his extra fighting arm.

CHAOTIC ORC SKILL 7 STAMINA B

if you win, you continue west down the passage,
until vou come to a juncton. To the night i a
narrow, dark tunnel, which has a sign hanging from
the roof, which reads simply ‘'DANGER'. It is a new
sign, and has obviously been put up by some of
Ishiva’s troops. To the left is a tunnel with no
outstanding features that vou can see. Will you go
right {furn fo 5) or left (fum o 9o)?

349
It your Luck T you are Lucky, turn to 1x8; if you
are Unlucky, turn bo 81.




350

350

As soon as you step between the pillars, vour
tramed sixth sense picks up an important feature of
Ishira’s underground domain: this is a place where
the dream world and the real world overlap. Yoo
cany travel through these hunnels in either world.
Thus throughout this final lap of your adventure,
vou could try to gel to lshira entirely in the dream
world, or entirely n the real world, or youcould fhip
from one world to the other. Most remarkably,
when you travel in the dream world m Ishia's
domain, your physical body moves too. Itis not like
being asleep, when vour body remains in the same
place; it is rather that, even though you are actually
walking along, your awareness is only of the dream
world - you are like a sleep-walker.

Apart from the different adventures the two worlds
otter, it should be noted that there are advantages
and disadvantages to them both. For instance, you
cannot expect Lo acquire physical artefacts in Lhe
dream world; on the other hand, while you are n
the dream world, your physical body is invisible
(but notimmaterial) in the real world. 1t should also
be noted that when you cross from the dream world
to the real world, you may be disonentated and not
know exactly where vou are in the tunnels.

Whenever a ‘real-world’ paragraph i marked by *,
yvou can choose to flip to the dream world by sub-
tracting 20 from the paragraph number and turming
to that new reference. Whenever a ‘dream-world’
paragraph s marked by #, vou can choose to flip

351352

the real world by adding so to the paragraph num-
ber and turning to that new reference. You can flip
from one world to the other in this way whatever
other choices the paragraph offers. You will be
offered the opportunity to flip only when it is feas-
ible to do s0. Fornow, you step cautionsly down the
tunnel ahead of vou. Turn to 362.

351"
You come to a passage on your left, but you can hear
volces in i, so you carry straight on, Some way
further on, vou see a stout wooden door fo your
nght You lsten, but can hear no noises from
beyond the door. Will vou carry on north (furn to
274} or find out what is behind the door (turn to 13)7

352
If you use a Fire spell, tum to 207; if you use 8
Weaken spell, turn to 230,




353

353
You manage b regain your gnp, and yoo conbinue
to inch your way along the rope. But soon yvou feel
the rope start to tremble. At finst yvou don't know
what is going on, and hanging upside down on the
rope makes it even more difficolt o lock ahead
through the mist. Then you begin to hear the dis-
tinctive creaking of a boat, and you realize what the
rope is for, There is a ferry across the river, and it is
pulled to and fro along the rope, which passes
through an attachment on the ferry. The ferry is
not hEadlnh towards you from the other bank of
the river. You have no choice but to wait . . . and
hope that there is a single ferrvman, not a sguadnom
of Ishtra’s troops on board.

You are lucky: there is only the ferryman. He calls
out o you as soon as be sees you, but continues to
pull on the rope and guide the ferry along it. When
the prow of the boat is beneath you. you drop down
on toit. There is no way that the ferryman —an Ogre
—1% geing to believe any excuses vou could make up
for being on the rope: a regular denteen of thewe
tunnels would know about the ferry and would
have waited on the bank for it So you immediately
engage the Ogre in combal; when he sees your
aggressive intentions, he stops ugmng on the rope
and picks up his axe, Tum to 4z.

3547355

354
You are nnzable to comtinue with the dream. Ttis too

ghastly for you to bear, You wake up, with the silent
scream of the tortured trees resounding in your
mind. It will be a while before you are free from the
lingering traces of the vile odour. Tum to 38e.

353
You walk as if in a dream through the enchanted

glade. There are bushes laden with luscious fruit,
and edible roots galore, but every bme you reach
out your hand to phack something, it recedes from
your grasp. You cannol replenish your Provisions
here. Eventually, you come to the end of the glade,
and the harshness of the blighted lands which face
vou strikes you like a physical blow. You summon
up your sense of purpose and step over the border
into Ishitra’s cruel kingdom. Turn to 259.




356-357

You trip and fall over, face down in the vile fluid on
the floor of the gullet. You gasp with shock, and to
your utmost horror one of the eel-like parasites
immediately tries to wriggle into your mouth. 1f
your POWER score is 18 or more, tum to 251; other-
wWise, Lurm o 202

357
You gather some logs and uproot several bushes o

make a screen across the mouth of the cave. This
won't fool the cave’s occupant, if if rehurms, but it
will give vou advance waming of ite retumn, since it
wounld make a noise while removing the screen. You
do not sleep well, since you are constantly half
expecting to hear the animal coming back — but it
doesn’t. Only one brief vision deepens your other-
wise shallow sleep, but it is a dream of greal and
awesome beauty. ]

You see yourself standing in the centre of a ring
formed by six pools, which you know instinctively
are bottomless. Two of the pools are filled with
liquid fire, which continually chanpes chape and
colour, and seems to form recognizable images — but

357

they arne gome before you can identify them, and a
new image has taken the place of the other, for ever
st Two of the pools are filled with water; in your
dre=mn you look into one of these pools and know
that the water s burning cold, though it does not
fFeeze over. You see reflected in the pool a dark,
star-studded night sky, but these are not the fam-
har constellations which circde Titan- The last two
pools, arranged opposite cach other as the other
pairs are too, are funnels for mighty winds. One
pool & exhaling and the other inhaling; as if they
were the breath of the world, and the strength of
their blasts would ather suck you into the fathom-
ess depths or blow you into the heavens. Gain 2
FOWER points and tum to 319




358-350

358

MNothing happens, to your surprise, since yon were
expecting a trap. You had braced your feet on either
side of the turmel in case a pit opened up beneath
you, and were looking up at the roof in case 8
started to come down on top of you. Not only does
none of this happen, but the door does not open
either, You give it a push to see if you have released
some kind of lock — and a spike shoots into your
hand! Test your Luck. I vou are Lucky, it is not your
fighting arm, and you only deduct 2 sTAMING
points. I you are Unlucky, yvoumust deduct 1 sxine
point as well as the 3 STAMTK A points. Then you
push the lever up. Turn to 305.

359
Ishtra’s dungeons are overflowing: he has problems
with unruly troops. Your key fits in the lock and you
enter a small room, which is uked as an extrs
prison. The inmate mistakes you for a careless
gaoler, and attacks.

FRISOMNER SKILL 7

I you win, you can either try another door by rolling
another double, or you can walk on up the comdor
(turn to217).

STAMINAS

3bo—361

360
In vour drearn, you are assailed by a huge Vampire

- Zat, which you know to be a servant of Ishira. It has

3 rowER score of 15; vou have to fight a dream battle
with it. Roll two dice. If vou roll 2—7, the Vampire
seduces your FOWEER score by 2 points; if you roll
812, you reduce its rower score by 2 points.
Continue this procedure until either its or your
FOWER score is zero. The Vampire is constantly
Tving to sink its fangs into vour neck, and beats you
with its leathery wings. If you defeat the Vampire,
furn to 65; i it defeats you, turn to 334-

b1
You survey a bleak and dreary landscape. A river
meanders past the foot of the hill on which youn ane
standing. You go down to the river, but the water
smokes like acid: vou dedde not to cross it. Will you
walk left along the river {lurn to 23B) or right (turn to
10537
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362"

fou come bova fork in the unnel. At the point where
two passages meet yours, a large stone statue faces
vou, whith voo necogniee as a Cro-Sphiny, o rm-
headed sphinx. As soon as vou draw near, portcul-
Eses slam down to block off the ways onward, and
the Crio-Sphinx speaks in a stone-cold voice: “The
ket route leads forther, the rght to sudden death.”
You know that Sphinxes’ words are never quite
what they seem. Will you take the path to vour left
furm bo 78) or to your right (han to 151)7

363

fou let your thooghts roam far and wide. You
comjure up images of the loved ones you have left
pehind, and of the penls on the path ahead. Danger
seems remolbe in this sunny cearing, Nevertheless,
vou are convinced that ime is short, so with a sigh
vou gel up and prepare to continue on your way.
You look up to assess how much daylight is left to
vou —and see a giant Bioodhawk just beginning its
dive out of the sky towards vou! Yoo have time to
cast a spell, if you want to, and feel you can afford lo
spend a point of rowe k. The only spells which will
beof use o vou are Fire (turn o 127), Protect (turmn to
154) or Weaken (tum to 256). If vou fprht the crea-
fure normally, turn to 29,




364365

364

Mow, instead of facing separate monsters, you must
fight Morpheus himself, the conglomerate of night-
mare monsters, who is trying to absorb you. Since
Morpheus is no mere illusion, but a creature of the
dream world, then vou can be killed in this dream
battle. Conduct the battle as if it were normal com-
bat, but substitute rowsR for sTAMINA.

MORPHEUS POWER 20

Will you stop fighting Morpheus when his powes
reaches 2 ot 1, if vou get that far {tum o 250), or will
you finish him off {burn to 343)7

SEILLE

365
The river winds quite a lot, but at Teast if remains a
Tiver in your dream. You walk along the left bank.
You have no idea of time you could have been
walking here for a minute or a vear. The surface of
the water is occasionally broken by some monster,
nothing attacks you, but the general atmosphere is
one of fear — of expecting something unpleasant to

happen at any moment,

Over to your left you see a silver tower. lis
architecture is weird and unfamiliac it looks as
though many rings have been placed one on lop of
another, with the largest at the base. Although the
sky is overcast, the tower glints as if it were reflect-
ing sunlight. There is something at the top of the
tower, but you cannot see what it is. A weather

366-367

vane, perhaps. Will you go over towards the tower
{furn to 266) or carry on along the river (ko to 1g2)?

366
When vou head south-west, you expect that vou
will spon come across the creek again. In fact,
however, you do not come across the creek, but
rather iis source - a vast boggy area where many
springs well up from underground. If vou are o
continue south-west, you will have to pass through
the mamsh; you reckon you could do so, at any rate
with the help of a spell or two. Alternatively, you
could avoid the boggy area and simply head west, If
vou go south-west, turn to 322; if you go west, tum

0 B

367

You quickly arrange the objects, stand in the centre
and wait. [shira bursts into vour field of vision with
2 noise like a thunderbolt and the smell of cormup-
ton. Demon Ponces take many forms; you see him
a3 a poat-headed crocodile, which stands on two
feet and has hivid green fire playing over the surface
of his body. He shrieks with what in a mortal would
be insane langhter when he sees what you have
done. 'Foolish £ he screams. 'Did you hope to
defeat me with vour paltry objects — me, Ishtra the
Almighty? Soon [ will be greater than my brothers,
Nothing can stop me now!" He blasts you into
oblivion with a single thunderbolt.
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368
You walk for a while through low shrubs, which
glow with unnatural light and ooze blood. Without
warning, the ground beneath vou gives way and
you land in an underground tunnel, through which
& steaming river flisws shoggishly, Tumn (o 85.

38
You rush at the second Pygmy Orc. He only has
Hme lo dexw his sword b defend himseif.

PYGMY ORC SKILL 6 STAMINA 3

i you win, vou hear the sound of a patrol returning
along the tunnel. Perhaps the commotion of your
tight reached their ears. You expect that the death of
a couple of Pygmy Ores will not attract oo much
attentior; this sort of thing must be an evervday
oocurrence in a hell-hole like this. You dash out of
the tunnel and back into the bone cave. You stll
reckon that the north-eastern tunnel is not safe, <o
vou must quickly choose between the northem
tunnel (fam to 281) or the western one (turm to 333).

370-371

3o
if vou are wearing the pendanl, turn o 138; other-
wise, tumn b 211

Vi

Asyou gaze into the eyes, you become hypnotized,
and seem to fall into them, or rather through them.
For a while you seem Lo floal under a hot, yellow
sun. Then, as if vou were an eagle in the sky, you
ook down on an awful scene. A strange people are
camped in a fork between two shallow rivers; their
skin is coppery-red in colour and out of the tops of
thewr tents stick the ends of the poles which furm the
frames of the tents. Some people with lighter skin
are beating down on them on horseback: sabres
flash in the sun, and magic sticks deal death from a
distance. The image is brief, but startlingly clear;
vou know that the red people will be massacred,
and vou know that scenes like this one have oc-
curred and will occur again all over the surface of
whatever world you are seeing. But that is all vou
have tme to see and know, before you are sucked
back through a vortex. Tumm to 331,
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372

You rest awhile, and then prepare to set off agaim,
when the half-light of dawn has yielded to full
daylight. Butjust as you are getting to your feet, the
Weevil Man, in whose tree—root home you spent the
night, returns from his night-time foraging. Weevil
Men are mutants which are so misshapen as o
resemble a cross between a beetle and a human.
They have tough natural armour on their backs and
tend to drop on to all fours to protect themselves.
I'hev were driven lomg ago from civilized society
and banished to the hidden places of the world -
siich as deep in Affen Forest! As survivors in the
hard world of Titan, they are far from cowardly
fighters. This one drops his pack and hurls himsel
at you, wielding a hatchet.

WEEVIL MAN

Every time you win an Attack Round, roll one extra
die. 1f you roll 1-3, the Weevil Man has managed to
sake vour blow on his armour, and sustains only
1 point of sSTAMINA loss (or 2 if you use LUCK
successfully). If you win, turn to 162

SKILL B STAMIMNA TI

373-374

373

There is no sign of any living creature that might
have uttered the unearthly crv you heard. While
you walch from the hill, however, the swirling haze
which covers the blighted forest suddenly leaps into
greater motion and, even though you are far away,
youl are simultaneousty struck by a furious blast of
sorcerous wind, which knocks you off your feet.
st your Luck. If you are Lucky, turn to 17s; if vou
are Unlucky, turn to g3

374

As soon as you saw the Banshee, you drew your
sword. But vou are unable to resist its petrifying
wall: vou are temporarily frozen with fear, and the
monsier gouges you with its claws, Reduce your
STAMINA by 2 points. The shock of the pain jolts
you out of the trance, and you are now ready to fight
it You are fortunate that its long imprisonment has
made it a less formidable foe than others of its kind:
it is weak, and although it continues to shriek, the
sreams have no effect on you.

BANSHEE

I you win, you could see if the Banshee's cavern
leads anywhere (urn 1o 237), or you could go back
o the junction and either take the new tunnel south
ffumn © oo} or eham east slong the tunmel thal
“orosapihd yo o this part of il 3 domaim (e o
gy

SKILL g ETAMINA B



372

3z

You rest awhile, and then prepare to set off again,
when the half-light of dawn has yielded to full
daylight, But justas wou are getting to your feet, the
Weevil Man, in whose tree-root home you spent the
night, returns from his night-time foraging. Weevi
Men are mutants which are sp misshapen as lo
resemble a cross betsween @ beetle and a2 homan.
They have tough natural armour on their backs and
tend for drop on to all fours to protect themselves.
They were driven long ago from avilized society
ard banished fo the hidden places of the world -
such as deep in Affen Forest! As survivors in the
hard waorld of Tifan, they are far from cowardly
fighters, This one drops his pack and hurls himself
at you, wielding a hatchel.

WEEVIL AN STAMINA 11

Every time vou win an Attack Round, roll one extra
die. Tf vou roll 1-3, the Weevil Man has managed o
take your blow on his armour, and sestains only
1 point of sTAMINA loss (or 2 if you use Luck
successfully). if you win, turn to 162,

SEILL 8

3733

There is no sign of anyalﬁ-ing creature that might
have uttered the unearthly cry you heard. While
you watch from the hill, however, the swirling haze
which covers the blighted forest suddenly leaps into
greater motion and, even though you are far away,
vou ane simultanecusly struck by a furious blast of
sorcerous wind, which knocks you off your feet.
Test your Lieck. TF you are Lucky, turn to 175; if you
are Unlucky, turm to g3.

374
Az soom as you saw the Banshee, you drew your

sword. But you are unable to resist its petrifying
wail you are temporanly frocen with fear, and the
monster gouges you with its daws. Reduce your
sTaMiNa by 2 points. The shock of the pain jolts
vou out of the trance, and you are now ready to fight
it. You are fortunate that its long imprisomment has
made it a less formidable foe than others of its kind:
it is wesk, and although it contimues to shriek, the
screams have no effect on you.

BANSHEE SKILL g STAMINA B

If you win, you could see if the Banshee's cavern
keads anywhere (tum to 237), or you could go back
to the junction and either fake the new tunnel south
{turn o 9o} or retumn east along the tunnel that
brought you to this part of Ishtra’s domain (turn to
137).
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375

With a pang of regret, you slide Telessa out of its
sheath and toss it on to the damp grass in front of
voul. Yoo wonder what will happen next, but re-
mind yourself that ‘where there's life, there's hape'.
The foot is ifted off vour neck, and the voice tells
v to get up. When you do so, you see a strange
sight. Before you stands a stocky human, leaning on
the haft of a brilliantly polished two-handed axe.
Whatis strange is the contrast between the care with
which the axe has been maintained and the man's
wid and unkempt appearance. His clothes are little
more than rags, his long hair and beard are matted,
and his bare arms are ingrained with vears of dirt.
Suddenly he burstsinto a cracked cackle of glee, and
vou realize that he 15 completely insane. You will
have to tread carefully. You tell him that you mean
him no harm. Do you do this to put him off his
guard, so that you can try to seize Telessa and fight
tum o 327), or will you bide yvour time (hom to
3oL’




7b-377

376
Laier in the afternoon, vou hear the distinctive

spund of a ¥Wild Boar mﬁpiing the underpgrowth.
The noise dies away and you think you are sale, but
halfa kilometre further on, the ceature borsts oot 2t
yvou from some shrubs.

WILD BOAR CKTLL STAMINA 3

Since the Elves of Affen Forest do not eat meat, this
encounter cannot replenish your stock of Pro-
visions, but you may decide to take its tosks. i vou
win, turn to 326.

You change your vision to what you feel most 2
home with — a [orest. But this is like no forest vou
have seen before; even the ruined forest around the
entrance to Ishira's lair seems, in companson, 2
haven of health and peace. The trees here ase
not really trees at all: they are malignant growths
extensions of the cancer which s the carth here
They scream in agony and beg you to put them out

of their misery. Will you bry to help (furn b 200) o8

block your ears and press on (fum to 249)7

a

378—370

378

You are wiping the grime off a window when the
cracking of a twig behind you alerts you to danger.

You whirl round to see a strange sight. Before you
stands a stocky human, hEH:I.nE a brll]lﬂl‘l[h"
polished two-handed axe. What is strange is the
contrast between the care with which the axe has
Seen maintained and the man’s wild and unkempt
sppearance. His clothes are little more than rags; his
wng hair and beard are matted; his bare arms are
mgramned with years of dirt. Suddenly, he bursts
Into & cracked cackle of glee, and you realize that he
& completely msane. At the same time, he launches
fimsell towards you.

WILD MAK ETAMINA 12

i you win, you may take his magnificent axe, but if

vou do, you will have to leave your sword behind,

since the bwoweapons would weigh vou down. The

man evidently has nothing concealed about his

person: his fattered clothes hardly cover his body.
You decide to search the hot: Torm o 136,

SETLL 8

379
Although the Goblins give you curious looks, they
do not suspect vou or try o halt vou. In order to
Eppear convincing, you leave the dining-hall
through the north dour, by which vou enrered. Add
£ LUCk point. You return 1o the junction, and this
Bime you carry on north. Tum to 310.



380

350

When you are folly awake, yoo know what voo
must do. Somewhere in the forest is an area of foul
blight, which marks the entrance o Ishira’s under-
ground stronghold; you must find it, enter the pit.
seek out Ishtra and do battle with kim. This will be
an immense task — a quest which, whether vou
succeed or fail, the Wood Elves will simg about a=
long as they have voices to sing. It 1s a particularly
daring undertaking for a Wood EW, for yvour kind do
not normally stray more than half a day’s journey
from home.

You call a council of the tribal elders and explain
your task. They protest that the misston 1S imposs-
ible, but vou do not allow such doubts to enter your
mind. You tell them that you must go, and you
make amrangements for the protection of the tribe
during your absence. After embradng your dosest
friends — and many seem to be such frends under
these drocumstances — you re to leave. All you
need is your sword Telessa and a backpack. You do
not take any Provisions, because as 2 Wood Eif vou
are confident of finding enough 1o eat as long as vou
ang in the forest.

Which way should you go? Lake Nekros lies not far
to the east, 20 you must choose between heading

roughly north (fum fo 88}, south (tum to 398) cr
west (turn to 344).

381382

381"

The tunnel ends at a T-junction, where a broad,
well-lit passage runs easi and west. This is all you
have time o notice for the moment, however, since

you have to duck back into yvour dark tunnel to
avoid a patrol of Goblins. When they have gone
past, will you follow them east (turn to 204) or tum
west (hurn tiy 348)7

382
You make good time west for the rest of the day. The
peculiarity of the amimals” behaviour does not
mcrease very much. Towards evening, you are
altacked by a swarm of homets, but since the hor-
nets of Affen Forest are notoriously apgressive any-
way, you do not count this as peculiar behaviour.
You manage to deal successfully with their attack at
a costof 1 POWER point, for a Fire spell.



383

You sirike a narnow trail. Tt heads in the right |

direction, so you take it it enables you to keep
travelling even though dusk is drawing in. In the
twilight, you do not see the trap until it is too late. A
net drops on you from above; it is incredibly Tight
but itis as strong and sticky as a huge spider's web.
You are caught fast and completely enveloped; vou
cannot even move an arm o reach for Telessa You
see a Pixie dart out in front of you from the bushes.
With a big grin on her cheeky face, she sprinkles

some magc dust on you, and you ship into uncon-

sciousness, Turn (o ok,

In the late aftermoon, }rnsﬁ:!ﬁtart to dimb a range of
hills, which are just as thickly wooded as any other
part of Atfen Forest. Add 1 Luox pont for getting
this far through the forest, The rock of the hills &
exposed in places; boulders litter the ground and

you pass quite a few small caves. Yoo realize that

would not take much searching to find one large
enough to spend the night in. Will you do this (turm
to 181} or not (hom to 5637

£

385

354
Surrounded as vou are by the evil of this baneful
place, your dreams are inevitably troubled. You
seem fo see a giant serpent coiled around the forest,
and squecang. As the forest comtracks, it torms into
2 mocking face, whose mouth is Ishira's pit, and
whose laughter becomes the chilling shriek you
heard from the hillside, You are being drawn into
the mouth, and you are dimly aware that Ishtra’s
shriek is being echoed by your own screams. Now
vou are scrabbling at the ground to stop yourself

bemng sucked into the paping maw, Will you give up

the struggle and let youmelf go (tum to gg) or not
(turn to 252)7

385

I'he Troll kills the Ogre — but then stomps off down
the passage towards you! You will have tofight yoor
way out of this situation: the Troll’s blood is up and
he's spoiling for another fight, whether it is against
an ally or nof. Fortunately, the Trell has been
wounded by the Ogme and is a less formidable
opponent than he would have been.

TROLL
If you win, turn to 39.

SKILL & STAMINA 7
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Empathy knows no distances, and as a Wood Elf
vou can feel the pain of the suffering forest, even
though vou are still some way from it. What lies
before your eves is ke a mockery of the forest you
know and love. There are trees all right - although
many aneas have been devastated, as if by fire or by
3 horde of careless axe-wielding Dwarfs. In contrast
to the clarity of the air where you are and in the
pleasant valley below, the cursed region in the
distance is shrouded by a murky hase, which rolls
and seethes with a chaotic life of its own. But your
pbservations of the scene are cut short by a sudden
farsh ory, which rips the still air, silences the birds

twillering in the trees above you, and sends a spurt
ot chill fear into vour heart. You jump to your feet in
zlarm. Will ¥ou ron and hide from whatever vast
being may be the source of this sound (turn to 7} or
stay whene yvou are (tom b 373)?

38

You soom see that you .E.IFE‘?EPPTDHE]TEIEE & clearing,
and you notice a thin trickle of grey smoke rising
siraight up into the windless sky. You can hear the
voices more dearly now. They are definitely
human, and they sound worried. Will vou step
through the trees into the clearing fturm to 5g) or call
out first (tum to 204)?



388—13g1

=

You walk boldly down the well-Bit passage, trving to
look as if you belonged here. You pass a narrow,
dark tunnel on your right, but vou think that this
main passage most be leadmg somewhere import-
ant, 50 you carry on down it. You meet a couple of
Troglsdytes, but have no difficulty in bluffing your
way past these pea-brains. Afer suome Bme, the
passape ends at 3 junchion, where you could turn
right (furn to 123) or left (turn & 310).

389
While you struggle in your dream, you are tossing
and turning in real life. You eventually plummet off
the branch which is vour bed and land heavily on
the ground below. Deduct 4 stamina pomis.
There are still several hours of darkness left, so you
climb back up the tree and return to troubled sleep.
Turn te 360,

350
Reduce your sTamina by 2 poinis for lack of rest.
Dawn finds you close to the crest of the range of
hills. Turn to 114,

g1
You hoped thal the apparently suicidal decision of
letting the sandworm take vou underground would
dispel this dream and change it to another. Sand filis
your mouth and clogs vour nostrils, bul your hope
is not disappointed. Add 1 1uck point and tom

331

|
|

l

352

Jg92
Add 2 Lrck points for surviving this extremely
dangerius encounter with the J;EEFI‘L"E‘S You .1]:43-
gam a disguise; since you reckon that there will be
many of Ishira’s troops underground, vou don the
clothing of a Dark Elf. Not leng afterwards, but after
night-fall, you come to the entrance toIshira's pit. It
1= not what you expected. Two grand pillars of ivory
Hank the mouth of a tunnel, which slopes under-
ground and is lit by guttering torches on the walls.
Your dream was being symbolic, not literal, when it
showed you a collapsed pit. These are probably
natural tunnels which Ishira has taken over and
restored. You draw a deep breath, let it out slowly
and step through the Gate of Ivory. A flock of bats,
disturbed by your presence, flap noisily outinto the
night. Tum to 350.




FFI=395

3
Time passes. Tf you have not eaten =0 far during

your underground journey, you must deduct 2
STAMINA points. The tunnel you are in ends
abruptly at a stout wiooden door— too solid to barge
down, you think. There is no handle or kevhole, but
there is a lever protruding from the wall near by.
You have heard about this sort of door. Will you
push the lever up ttu.m to 308) or down (furn to
358)7

34
The Weevil Man shuffles warily towards you.
WEEVIL MAN

Every time you win an Attack Round, roll one extra
die. If you roll 1—3, the Weevil Man has managed to
take your blow on his armour, and sustains only =
point of sTAMINA Joss {or 2 if you use LuCk suc-
cessfully). If you win, you may take the Weevil
Man's hatchet, if YOu S0 wish. You also look
through his pack, to see if you can replenish your
Provisions, but the crawling, maggoty contents
make your stomach heave. Turmn to 308

SEILL 8 STAMINA 11

395
If your PowER score is 14 or more, tum to 241

utherwise, turn to 354.

Eric Rune-axe has sx11L 8, sTAMINA 12. The two
of you can fight the Shapechanger together. The
savagery of s attack will prevent you both
approaching iteach Attack Round, but vou can fight
it in altermate rounds.

SHAPECHANGER  sxiLr 10
If you win, but Eric dies, vou take the time to bury
his body, laying his axe reverently on the corpse. If
you win and Enc survives, you both continue
together. in either event, tum to 146

STAMIMNA T4

397
Add 7 wuck point. You walk on through an in-

creasingly weird dream-scape; vou become sure
that you are nearing your goal, You are walking
now through low shrubs, which glow with unnatu-
ral light and ooee blood. Without warning this time,
the ground beneath your feet gives way, and vou
land in an underground tunnel, through which a
steaming river Hows sluggishly. Turn to 85,



398-399

398
You set off south, with the sun sending beams of

fight o dapple the springy turf, with the birds
singing gaily in the trees — and with dread in your
heart. But the going is easy, thereisan abundance of
nuts and berries, and you can sense no immediate
danger.

Towards midday, however, a sudden fog rolls in
from the east, where Lake Nekros lies not boo far
away. The dark depths of the lake are a denial of
summer gladness, and this fog from the lake chills
vour limbs, All at once, out of the mist, a Fog Devil
swarls by. Yoo duck and avoid the first attack of its
slashing claws, bul it immediately comes back at
vou. The monster is so fast and msubstantial that
von must reduce your sxiLL by 2 while you fight it.
it i= fike a ghost made oot of vapour, but the claws
which tip its cruel hands are real encugh.

s0G DEVIL SETLL 8 ETAMINA b
If you win, tom to 2g1.

399
As the afternoon progresses, vou find that almost

impenetrable thickets are foromg you fo veer more
to the west. Are vou happy with this change of
direction (furn fo 378), or will you push through the
undergrowth north-west (turn {o 12)7




400

400
MNow that you have rid Tian of Ishtra, his army will

scm fall apart. If you were to linger in his under-
ground stronghold, you would soon hear the
spunds of Aighting, as each faction among his roops
seeks to annthilate all others. You do not linges,
huowever! The cavermn you are in - the cavern where
vou faced Morpheus and overcame lshima — is close
bo an exit from the tunnels. You leave through a gate
of hom and find yoursell back in the forest. There
has been no miracle cure: 1t @5 s4ll as blighted and
cursed as before; but you know that it will soon be
covered in fresh green, as new growth begins. For
the time being, vour torest and Tilan are safe!

A m PufSe

Sfece lackson’s
SORCERY!

I THESHARMIITTANTI HILLY

Your scarch for he lependary Crown of Kings mkes won
to e Shamut=nti Hills. Alve wilth evil creatures; lawlesy
wandeners arad bloodthinety monsters; the Tand i riddled
with rcks and braps wailing for the unwary ravellar.
Wl oo bee abic b rross: the hills safely-ond prigaisd o
ihix sevomd part of the adventare — or will won perish in
the abiampl?

2 RHARE - SITEYPORT OF TRANS
As 3 warrar ml'g'i.'ng: on boroe of arms, or g wirard trained
im TRagic, Fou musl brave the terror of a city budl Lo eagp
e prvwary. Yom will need all yonr wits aboot v to sar
sive ther primagmable hormmors ahead and (o make sense
of the dees which may kead b vour success - ur by wour
demam!?

- THELSEVEN SFEEFENTS
Seveny deadly and mapicsl serpents speed alead ol you Lo
warn lhe evil Archmage of yuar coming.: Will voo be able
by cadtch Hhere baefome l'h-ry Ert thore?

4. THECERIXWH OF KINLS

As the end of vouwr fong ek, vou [ace e wokiwhen ber-
tors of the Mampang Forbres Hidden imside the keepiis
the o 0F Kings — the vltimate goal of the Sarcery!
epic Bul besvare! Fur if you have not defeated the Bevan
Serpents, your arrival has been anticipated

Completr with all the magical speldls yonr will nessd,
emi b book an be played cither on its own o s par
of he whole epic.
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FIGHTING FANTASY
Sgepe Jackson

Hmwniddmrw,pupkdb}h dragons,
zombies and vampires. has ca.-p-n:nd ther imagination of
mllinns: of readers world-wade. Theillaing adventuies of
sword and sorcery come o life in the Fighting Fantasy
Cesmebooks, where the reader 15 the hero, dicing with
death and demons in search of villeing, treasure oc free-
diom.

Sow YOLU can oeate your v Fighling Fantaay adwven-
tures and send your fiends off on imis missional In

wrther n-crrﬂ'mg: v need b Bevoene & suecessiul
Gameshlaster. There are hints on devising challenging
cymmibarks, mremsters beowse, brocks and tactics, ag owell as
two mini-advenures complete with GamesMaster's notes
fior wou b sberd with. The ideal introduction o the fast-
growitig workd of noleplaying games, and literally count-
fees adventures.

THE CRETAMN CHRONICLEY

BLOWADTFE U DO AL THELS
AT THE COURL 00 KNG MINOS
EFTIIRY OF THE WANDEREE

fohn Butterfield, Daved Hoalgmann, Philip Parker

Set in the mythological wiordd of Anclenl Greeos, this 3-
Tk epic beings an exdting historival dimenaion to Ad-
venhoe Gamehoods. YO are Alfheus, sonb o avense
e death of Thesens. vour elder brother, whiose body hes
trapped in the lsbviinth of King Minos. The combal svs-
tom has bren exended o ncorperate the roncepts of
oo sad shame



OUT OF THE PIT
FIGHTING EAMNTASY MONETERS
Steve Jagkion wnd Tom Dromgsione
Edited by Marc Casooigme
From the darecs comers, from the deepest. pools and
from dungeons thought only Lo ewst in nightimares cone
the Fightimg Fentasy momsters — the downfall of many a
Brave warror, Two hundred and Feor of these loathsome
WMHEHMMWHdﬂ:&lEFﬁhmg
Fanlasy ame collected here — some are old adversanics,
L hawwﬂnmt—ea::hdﬂmduﬂrhd in

nm:hu{i.ﬂnhﬂkspﬁs.&hh e for Fi

TITAN
THE FIGHTING FANTASY WORLD

Slere facison and Tan: Livingslons
Fdited by Marc Gascuigne

Fou mel the mosaters wn OTT OF THERE P'EUT —nowe reeer
e sesl of the Fighhng Fantasy world! Mo adventirer
shvmsled b without this cssential guode — (L oendaiins every-
tring o seed b knowe, oovering the turbulent Ristory of
the wirld, from its oestion and early civilizations -
throogh the devastating War of the Wisasds - b the

~day wildermess and amrrhv where rhe delicare

Hﬂﬂmtdmd-md Chaos could ar any moment
L



THE TROLLTDOTE WARS
Skepw fwcicsan

B Aarfe] wih an awbush Wnen Haltkos Dies's Hoodiusting Hill
Lrotins moent ther mic o the SEongamm caraan, litkle dn they
soplerr il e SR S v actee wlll baee For Hul
Taw . Cerr Liorelwort. 3 oresbice hech oo Basbern Allansis
desting= ko more adher than the rwil socerer, Fhrarmdan Sie=d War
— oatwerer Lono wmes wetibnmlched fuw gwil s spn boognse |

Wil Bl [Ny choobcs or Paradan Ma's andead prove vic
el The anmver = bore. i the Fst Fighting Fantase nawal.

DEMOMNSTEALER
Mddare {upToipwe

T manbed wakhy 2 busgioy. Horre alock on Bee Fack of an immense
i 3 =mester thnef brazis inte the Boweer of the sorcerer Yarrome,
Cmdesd by hewg<bed amves, e enarapes bz maby ol with an wi-
cwrri sl miee secrebs coold spell doom and destruckics forall
:"!lh'ﬂ

Chadicds Tharkmeane = soon on The Dail of e thiel, ol gz e goest
frvmey ever lorger. bis magiieg doubes aboak e power of sarcecy
e oo Eghkbrares. The Bail leads bar aeyond rorthern Allzsia,
e Puale Coesi swl ke baistioge allevnays of Rimeo. where
Thaimene’s nighirores become fesh! For the thiet hes coed the
snoend worod to mereeoe odhers B ['H'r hirn Im his socovruea bask,
Drwraae et e oot boursd by the copsbaives of eartkly forms: —
wbuy femt o bhe bumen soink

3 e Bieew Fornpunilinn ADCMETREITE Tharkivarw, bl wlll thes Gw
mmoueh e in ke — o sbop be thisf oom aibecking the Enal
saref of Varmome's soolll Denosstenler, the socond  Fighbng
Fanizsy newel 3 series thal mega with The Teaftlooth P, nihis
all ihe aEar-



