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You are an adventurer famed throughout Allansia. You find
yourself in the city of Kallamehr at a time of crisis. The city is
threatened by invasion from the east — and the army is
absent! Lady Carolina of Kallamehr summons you to her
presence: itis up to Y OU to save the city. You do not hesitate
to offer your services, but what can you do? What plan is
best? Time is not on your side — and there are dangers more
concrete than time to overcome as well!

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

Many dangers lie ahead and your success is by no means
certain. YOU decide which routes to follow, which dangers
to risk and which adversaries to fight!
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INTRODUCTION

Your Character

Ine this book wou are a famous advenbawer in the
lands of Allansia, the veteran of many battles and
the doer of many Bne deeds. You have in your
pussession 8 fnely wrnoueht sword ot Tangthane
steel and your sturdy backpack. Before embarking
on this, vouor latest adventune, Yoo mustfirst deter-
mine your strengths and weaknesses,

You wse dice to determine your inilial sx1rL and
STAMIN A scores. On pages 16-17 thereis an Adpen-
fire Sheet on which you may record the details of
vour advenbure. There vou will Aind boxes for re-
cording your SKILL and STAMINA SCOres.

You are unhkely to complete this adventure suc-
cessfully at the first altempt, so you are advised
either to record vour scores on the Adventure Sheet in
pencil or lo make photocopies of the page for use in
foiure attempis.

Skill, Stamina and Luck

Faoll one die. Add & to this mumber and enter the
botal in the sxILT box on the Advenbire Shesl.

Rl by dice. Add 12 tothe number rolled and enlet
the total in the sTAMIN & Do,



There is also a Luck box. Roll one die, add 6 to this
number and enter the total in the Lock box.

For reasong that will be explained below, sxiil,
sTaMINA and Luck scores change constantly dur-
ing an adventure. You mustkeep an accurate record
of these scores, and for this reason you are ad vized
cither to write small in the boxes or to keep an eraser
handy. But never rub out your lmhal scores.
Although vou may be awarded additional sxice,
sTAMINA and LuCk points, these fofals may never
exceed your Mnitial scores, except On VEIV [ATE 00ca-
sions when you will be instructed in 2 particular
patagraph.

Your SKILL scome reflects your swordsmanship and
general fighting expertise; the higher the beticr.
Your sTAMIK A score reflects vour gemeral constifu-
tion, your will o survive, your delemmination and
owerall filness; the higher your sTa MIX A score, the
longer yon will be able to survive. 1f your s1asixa
seore drops 1o zero, stop reading, close the book and
then start again from the bemnning. Your Luck
seore indicates how naturally lucky a person you
are, Luck —and rmagic - are facts of life in the fantasy
kinpgdom you are about to explore.

Combat

You will often come across paragraphs in the book
where you are instructed o fight a creature of some
sort. An opton b flec may be given, butifnot—or il
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you choose to attack the creature anvway — you
must resolve the battle as deseribed below.

First record vour opponent’s skick and stamina
scores in the first emphy Monster Encounter Box on
wour Aavenfure Sheet. The scotes for every potential
adversary are given each lime vou have an encoun-
ter. The sequence for combat is then:

1. Roll bwio dice for the opponent. Add ils sgILL
score. This total is the opponent’s Attack
Strength.

=. Roll two dice for yoursell, Add the number rolled
to your current skil L score. This total is vour
Altack Strength.

3. 1f your Attack Strength is higher than that of the
opponent, you have wounded it: proceed to step
4 If your oppoment’s Attack Strength is higher
than vours, it has wounded you: proceed to step
5. If both Attack Strength totals are the same, you
have avoided each other's blows — start the next
Aftack Round from skep 1, above,

- You have wounded the creature, so subtract 2
points from ity STaMiINa score. (You may use
vour Luck here to do additional damage — see
below._)

- The creature has wounded you, 2o subtract 2
points from your own STAMINA score. [(Again
VOu may use Luck at this stage —see below )

6. Make the appropriate adjustments either to the
opponent’s or to Four own STAMIN A score {and
to your LUCK scome if vou used Luck — see
below).

b=
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Begin the next Attack Round by returning 10
your current SKEILL scote and repealing shops
1—6. This sequence continues until the sTaMina
score of either you or your adversary has been
reduced to zero (death).

=]

Escaping

Tn sume paragraphs you will be given the option of
running away from a batfle should things be going
badly for you. However, i you do run away, your
opponent automatically gets in one wound on you
(deduct 2 5T aMinN A poinis)as you flee —suchis the
price of cowardice. (Nofe that you may use LUCK Lo
minimize this wound in the nommal way - see
below.) You may Escape only if thal opfion is spec-
fically given toyou in the paragraph-

Fighting More Than One Oppenent

Tf vou come across more than one possible adver-
sa;'}r in an encounter, the instructons i thal
paragraph will tell you how to handle the batfle.
Sometimes youwill treat them as a single opponent;
sometimes vou will have to fight each in tum.

Ty

Instant Death

You are a mighty warrior, with a blade of finest
Fangthane steel. Whenever vou roll a double 6 in
battle ¥ou have scored a killing blow on your oppo-
nent. The battle ends straight away, and vou are the
Eickos!

You may inflict kllmg Bliws on your opponents only
if you are using vour sword, I you ever lose the
sword, vou will forfeit this specal ability,

Luck

Al varous tmes during your advenbure, either in
batie or when you find yoursell in a situation in
which vou could be either lucky or unlucky (om each
occasion you are invited to Test yewr Luck in the
relevant paragraph), you have to call on your LLcE
to make the outcome more favourable. Bul beware!
Using tvck is a risky business, and if you are
unhucky, the results could be disastrous.

The procedure for eshing your Luck is as follows: moll
two dice. If the nomber rolled is egual Fo or Less Hure
¥ouT CuIrent LUCK score, vou have been Lucky and
the result will @0 in your favour. If the number
rolled is higher Hian your current LUCK score, vou
have been L nlucky and you will be penalized.

Each time you Test yowur Luck, vou must subtract 1
point from your current LUCE score. You will soon
vome foTealize that the more you rely onyourtuvck,
the more risky thiz will become.

1l
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Using Luck ir Datiles

Tn certain paragraphs you will be teld to Test your
Luck and will then discover the consequences of
being Lucky or Unlucky. However, yuou always
have the aption of using your LUCK in battle, either
to inflict 2 more serious wound on an opponent you
have just wounded, or to reduce the cifects of 2
wioiind the opponent has just inflicted on you.

If you havejust won an Atlack Round, you may Test
yorir Lick as described above. If you are Lucky, you
have inflicted a severe wound on your opponent
and mav subkract an extra = peints from the crea-
ture’s STAMINA score. However, if yvou are Un-
lucky, the wound was @ mere graze and you must
restore T point o its STAMINA (ie. inz.te.?:l of scix-
ing the normal = points of damage, you have now
soored onlyv 1),

If vou have jusl lost an Attack Round and been
wounded, youmay Test your Luck to try tolessen the
wound, Tf you are Lucky, you have managed o
avoid the full impatt of the blow. Restore 1 point =:-i
sTAMINA {50 that, instead of doing =z poinis oF
damage, il has done onty 1). If you are Uniucky, you
have had to take a more serious blow. Sublract 1
pxra ST AMIN A point.

Remember: you must subtract 1 point from your
| UCK score every time you Test your Luck.

1z

Restoring 5kill, Stamina and Luck

Stali
Your s ki1 score will not change much during your
adventure. Oeocasionally, a pargraph may give the
mstruction to increase or decrease your SKI1LL Score,
A special weapon may also mcrease vour SEILL; but
remember fhat only one weapon can be used at a
time! You cannot claim two SKILL bonuses for
camying bwo magic swords.

Staming ard Provisions
Your sTamINa score will change a lot during your
adventure as you fight monsters and undertake
arduous tasks. As vou near your goal, vour STAM-
144 level mav become dangerously low and battles
may be particularly risky, 50 be careful!

Your backpack contains encugh Provisions for five
meals. You may test and eat at any Hme except
when engaged in a battle. Eating a meal restaores up
o2 sTAMIN A poimts. When you eat ameal, add up
0 4 points (0 your STAMINA scorc and deduct one
of your Privvdisions. A separate Provisions Remain-
mg Box is provided on the Adzenfure Sheel [or this
purpase. Remember that vou havealong waytogo,
50 15 your Provisions wisely!

Bemember also that vour staminNa score may
never exceed its Inifial value.

13
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Luck
Additions 1o your 1+ UCK score are awarded dunng
the adventure when you have been particularly
lucky: details of when this occurs are given in the
relevant paragraphs. Remmhsr..:s.wnh STAMIKA,
your LU CK Score may never exceed ifs fuitial value.

Equipment

You will start your adventure with a bare minimum
of eauipment, but you will probably acquire other
jtems during vour lravels. You are armed witha fine
steel sword which has carried you through count-
less fights, and you are dressed in your battered
leather armour, You have 5 Gold Pieces left from
vour last adveniure, and a backpack to hold your
Provisions and any treasures you may COME across.

Keeping Track of Time

The adventure which hes ahead of vou is a Tace
apainst lime, A grave threal hangs over Kallamehr,
and only by quick and resourceful action wall vou be
able Lo defeatit.

As you make your choices, from fime to Hme you
will find instructions 1o “tick off a time box’. When-
ever viou come upon one of these, you should make
& [:uem:]l mark in the first available emply box on the
Time Sheet provided on the inside front cover. Start
with the box at the lop left, and move [rom left to
right and from the tap row to the bottom row. The
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boxes represent time running oul {or Kallamehe;
they do not correspond to an exact length of time,
Two of the tme boxes have numbers in them.
Wherever you are when you reach these (.. when
you tick them off), vou should make a note of your
current paragraph number, then tum at once to the
paragraph number given in the box.

You will find it easy 1o be diverted from the brue
path throwghout this adventure, On your [irst
attempt you will probably run out of Sme — or even
meel with an untimely end. To succeed, Fou will
have o think hard about each choice vou make. You
will succeed m the adventure only if vou do the righ
things at the righ! limes. No matter how seak your
[ritial die-rolls, it should be faitly easy to complete
the adventure —if you can find the true path!
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BACKGROUND

These are troubled times in Kallamehr. Mo sooner
had its ruler, Lady Carolina, got over the death ofher
husband than she was flungintoa war with the fval
lrading state Alkermis. Afier a sea-battle in which
many lives were lost, it seemed that Kallamehr had
prevailed, Yet there was more lo come. Rumours
spread of armies massing on the northern borders.
Bei-Han, never a fiendly neighbour, was said tobe
preparing for an invasion. Acting dedsively, Lady
Carolina ordered all hee armies to the northem
borders. The mountain passes on the borders could
be defended with easc. If the armies of Bei-Han
wene allowed 1o reach the wide plains of Kallamehr,
however, they would wreak untold damage

1%

You amive in Kallamehr just as the last Eroop of
zoldiers are departing. You find yourself in a ciby
sirangely deserted. Lile poes on, but without thee
many bnghily costumed wamors who used fo
-'.-mde so proudly down Kallamehr's winding
strects. With the soldiers gone, the aiminals thrive.
You bar the door of vour room at night, and sleep
with vour sword beside vour bed.

A few weeks pass. Then, one morning, a wild-eyed
messenger rides inko the oty, yelling incoherent
wamings of an invasion from the easl. Less than an
hour after he dizappears into the palace, a servant
brings ¥ou a nole on stationety bearing the seal of
e House of Rangor. Tt is a summons lo appear
before Lady Caroling herself! It seems your fame as
an adventurer has reached her, and in these dark
dars the Lady has need of fearless warniom.

S



When you ardve at the palace, you find yourselfin
the company of ten other adventurers. Several are
known to vou by sight, and one, Sophia of Black-
sand, by name, as you have shared dangers with
her on moere than one occasion. Before you have a
chance 1o exchange names and greetings with the
others, you are led inside by a servant. You are
ushered inte an audiencechamber 1o face five
nobles behind a huge black wooden fable. In the
centre sits Lady Carolina, resplendentin ceremoniz]
jewellery, the Sword of Office on the t=ble before
her. To her leftis her cousin Madhaerios, a fat fellow
with a nervous twitch in his nose. Beyond him sits
Dunyazad of lkhtivan, a small wroman who is repui-
ted to be the wealthiest person in Kallamehr pro-
vince, To Carolina’s tight are Sige the Silend, an
imposing woman of ancient fineage, and Amah
Albudur, the stern-faced Judge. Truly you face the
five osl important people in Kallamehr!

20

Tou bow, and Carolina swiftly explaing the simua-
tion. With the army many leagues to the norh,
Eallamehr hies ungmarded, Now a messenger has
arrived from the easternmost regions, telling of
villages found deserted. Tt seems that an ammy is
advandng on the city from the east — it must be
barbarian raiders frum Kulak Tsle, A& rider must be
dispatched at once to fetch back half of Kallamehr's
army. Meanwhile the cify must be defended in
some way. Carolina explains that her loyal cham-
pion Kamedes the Invinable, most feared warmiorin
all the southern lands, isaway ona quest for a fabled
relic. She praises vou all for your past gallantry and
asks that you help her—and gain the gratitude of the
whole province — by undertaking the defence of the
cify. You may be few in number, but surely the glory
will be all the greater?

NOW TURN TO PARAGRATPH 1

21



1
How can vou refuse such an appeal? The ather ten
are guick lo volunteer for the task, and your voice
joins thars in pledging allegiance to Lady Carolina,
Lhis is your chance to become more than a wander-
ingadventurer—you'll be a true hero of legend! ¥ou
listen as the fve nobles begin to lay plans, One of
vou must nde to the northern passes and sumimon
the army, another must ride east Lo scout out the
imvaders. The rest must remain in Kallamehr and
uze all their wits and ingenuity to prepare a defence.
What do you intend Lo do:

Volunteer to ride north

for the army? Turn to gz
Volunteer to soout to

the cast? Tuen o 104
Remain behind to defend

the city? Turn to 288




Holding Mema's sticky hand, vou make your way
back to your horse. You will have & deliver her
safely back to her parents, and she tells you that she
knows the way to their village. Tiisback the way vou
have already come, bul lo leave her unprotectsd
wotlld not be the action of a hero. Meanwhile she is
stll covered in the green slime. If you dedde io
wash it off her, turn to 270, Otherwise, hurn to 3g6.

3

Beneath vouor feet the crvstal surface bagtns to
roughen and slope upwards. More Ectowvults pass
screeching by, and you sezamble up on to the dm of
2 cater. Looking down, you see a bowlshaped
depression, made of smooth veined rock, with
regular grooves, A warm glow radiates from geolden
zand strewn in it maddle. TF you wiash to o down
into the bowl, turn to 103. If you wish o wail and
zor if anyvthing happens, fom to 330
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Fourga is the god of pride, and his priests here in
Hasrah certainly have their fair share! The old man
who admits you to the Temple locks you up and
down coldly, saying not a word. You are led in to
see the High Prisst, a wrinkled, venerable old fellow
who eyes vou with distaste. ‘So, the lome dog dares
iy darken our portals once more with its presence!’
he snarls in a voice surprsingly firm for one of his
age. Perhaps you would care to empty your back-
pack for us? If you agree to empty vour backpack,
turn to 15 If you refuse, fum to 3g0.

You ride northward into the mountaing, making
your way carefully through vary, bleached grass.
There are no paths in these parts, and the prass
conceals pot-holes and ruts. Without guide or mar-
ker you have no way of knowing whether youo arc
travelling in the right direction, so you trust to your
mnstincis and keéep the sun to yvour left all the time.
Finally you top a peak and gaze down at a cheerless
plateau. The grass thins out and your heart sinks at
the sight of the barren plain which stretches almost
o the horizon. Then vou spot something, far ot in
the middle of the plain. Screwing up your eyes, vou
stare intently at a small dot — perhaps a hut or other
dwelling. You spur your steed down the slope and,
after a few hours’ dde, are at the fringes of the plain.
You tealize with alarm that the wind is rising.
Without vegetation, the soil on this plain is dry and
sandy, and it whips up around you, obscuring your
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vigion and stingimg vour {ace. Your horse rears,
terrified, and vou tumble from the saddle, your
right foot tangling in its stierup. Test vour Luck: livoun
are Unlucky, turn lo 54. TFvonare Lucky, tom e 77

i
As you charge him, the Troll pulls the sapling from
the hole and uses itas a dub.

TROLL

Tf you defeat him, furn to207.

SEILLG ETAMINALDG
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¥ou are beginning to feel that you are going o
spend the rest of your life in the saddle. The weather
is strangely humid for the lime of year, and the
occasional gusts of wind from the east bring hitte
comfort; they are tainted by a fetid, sickly-sweet
sterich. The road passes through a jumble of mas-
sive boulders and a jagged scarp mises on your lefl.
Ahead of vou, another settlement huddles beneath
a hupe overhang of rock. Strangely, no smoke fses
{rom it. As you approach, you notice several objects
littering the road: shoes, bowls and tools. You dis-
mount and enter the village cautiously, finding a
desclate streel, empty of people and Tittered with
debris. From ane of the buildings to youwr dght you
can hear a fainl knocking sound. Will you:

Follow the knocking? Tum o349
Search the buildings to your
left? Tum to 128

f—n

Hharry out of the village and
press on? Turnto za
B
You open up Sige's pomander and take the herbs
out. You stuff them in your mouth and wince at
the acrid faste, but are rewarded by a spreading
warmth. Make a note that you have eaten the herbs.
If vour now examine the items strewn about, turn to
87. U you make yvour way through Ehe mist, turn
b

g

You fall immediately into a deep sleep and dream of
a black-clad figure hovering above your bed, Its face
moves doswn towards vou, and it draws baclk its
hood to reveal the chubby, beaming features of the
mnnkeeper. Then it reaches up with clawed hands
and peels away its fleshy facade, Geneath the mask,
Sophia of Blacksand Teers down at vou, Then her
feafures too are peeled away, revealing the siern
glare of yoor father! The hands claw apgain and
again, revealing Madhaerios, Carolina, Dunyazad
and countless other faces drawn from your mem-
orv. Finally thev pause, Then the last maskis ripped
away. Yourown features stare baclk at you. Tick offa
time box and tum to 28,

I
As youo lie panting, Ramedes prunts and flexes his
broad shoulders, ‘I just can’l understand it," he
says, shaking his head. Three months ago T was
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sent by my Lady on a journey —a mission to reirieve
a mighty relic. T braved perils bevond description to
find the artefact . .. and my reward? Dmugged,
beaten and abandoned to thal creature by some
cowardly pretender. By the Grace of Castis, 1 had
already hidden my prize safely. Now T must deliver
it 1o the Tady Carolina.” With a shock you realize
that Ramedes has not leamt of the death of the
Lady. You gently explain the truth to fim. He
clenches his fists and stifles a cry. T will have my
revenge!” he hisses, ‘and 1 will take it mow! He
jumps to his feet and makes his way oul of the
chamber, yrabbing a torch from the wall fo light his
way along the dark passage. You follow him out of
the building and fmto the courtyard, where he
strides over to the water-trough by the siables. He
reaches into he scummy water and retdeves a
leather pouch. T believe T can trust you,® he says,
tossing the pouch over to you, ‘Tgo now to root out
the traitor wha has slain my Lady. Keep this well
and, if | should die, give it to Kallamehr's new
ruler.” He whirls the flaming brand about his head
and charges towards the gate of the keep. If you
follow Ramedes, turn to 224, I you hide in the
stables and wait Lo see whal happens, tum 0 359

11

You tear a strip of doth from your breeches and Sip
the leaves on to il. Chopping a small branch from a
nearby tree, you wrap the leafflled doth roumid
anc end and bind it Hght. 1f you then dedide to light

12-19

.'__i'm]hﬂcra torch, marn to 34, TFvou ride down Bo meel
the army with it unlit, furn to 368.

12

You forge ahead further into the heart of the forest.
The trees seem o close in on vou, crowding cuk the
sunlight. The forest floor is now carpeted with
rotting leaves, and vou find yourself making moder-
ate progress on this springy turf. The atmasphere is
close and humid, and you begin to wheeze with the
effort. Walking in this weatheris exhausting, Lose ¢
point of sTaMmina as the hows of mudging pass:
Finally, you come upon a fork. I you take the
right-hand path, turn to 366. If vou take the left-
hand path, turn lo 273,

e
e

13
The ox Iving before vouis horribly mutilaled; a grey
shime seems to have eaten imto its flesh. Involun-
tarily you gag, and tum your eyes away from the
foul sizhi. As you do so, you notice something lying
in the grass near by — something pink, resembling
an uneven shallow bowl. Cudouns, vou pick it up
and dizcover that itisa mask. When you turn it over
v stare at it in disbelief. Your own face, modelled
in soft wax, stares back at you! You crumble the
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impuster’s mask in your hand and fling it angnly
away. Tumn to-139.

14
You feel a sharp pain in your stomach. The thick,
viscouas broth was heavy when itslipped down vour
throat, bul now it is solidifying, You reich, and
begin to shake wiolenily, Then you fall to the
ground. Your adventure ends here.

By
You tip all your possessions out on fo the floor
hefore the High Priest, wondering what the old fool
is Lrying to prove. Priests of Fourga aren’t usually
quite so arrogant. I you have the Golden Fist, furn
to 73. If vou don't have the Fist, turn 1o 379-

16

Mema shrieks as the black doud rises and swims
through the air towards you like a black velvet
ghroud. Panic uverwhelms you and you wrench
violently at vour reins. Memais neardy ‘.:Tu't‘EF.'['_ﬁ_!I the
horse’s back as you whirl around and race off. Iu:_:-t
as you think you are safely away, a steady melallic
ucing reaches your ears. You risk a glance behind
vou, and see that the black clomd 15 gaining o you.
Seconds later it ic above vou, and then darkness
descends. Turn to 336.

17
The path begins to slope down, and vou hear the
sound of running water {rom up ahead. Soon ¥ou

18—14

reach the banks of a fast-fowing stream. After a
while, vou hear a crashing sound from the far bank,
A large and ogly Trofl is battering his way through
the undergrowth which lines the river bank, towing
behind him a green, leafy sapling. Tf you swim
acToss the river to attack the Troll, turnlo 233 U you
have a crossbowy; and wish to try to shoot the Troll,
turn to 147. If vou remain quietly where vou are,
turn to180.

18

You claw and scrape your way up the wall of the pit
with the Chiagrant sucking and gurgling behind
vour. Soon vou, like Ramedes, are dangling from the
grille. He is fired and probably drugged, however,
s0 vou must open the trapdoor youwrself. You swing
your way over to the tmpdoor, butjust as you reach
it there is 3 cackle from above. A heavy booted toot
stamps on your fingertips. You shriek in pain and
drop . . . sizaight into the gullet of the ceeature
belos . Your adventare ends here.

19
Kallamehris less than a day's ride away, 50 you put
aside your aches for the good of its people and send
tor your horse, The ostler charges you 1 Gold Piece
for stabling (deduct this from vour Adzentfure Sheet),
but your mare looks well-fed and eager to be off.
Before you leave, Barolo hands vou a bundle wrap-
ped in an oily rag. “A little something to match up
wilh vour sword,” he says, Unwmpping it, vou find
it1s 2 small shield —a buckler, Itis perfectly balanced
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for use sith vour sword, and adds 1 point fo vier
sKILL in combat. Tf vou wish to give Barolo some-
thing in retormn, tum o 134. Otheowise you wave
woodbye to vour old teacher and set off. Tick off a
time box and turn 1o 204,

20
You can hold vour breath no longer. The oily black
water flonds into vour lungs, and the tentacles claim
their viclio,

21

Pressing straight on, vou find the undergrowih
creeping on to the path ahead of you. Soon it
becomes difficult to push your way through it. You
laboriously hack your way through {lose 1 point of
staMINA), finally reaching a clearing from which
twio other paths lead. Il you take the path on the lefi,
turn to 366 1f you take the path on the nght, furn
to 231,

22

Leaving the village and its mighty rock outoop
behind, you fallow the road. A few miles furtheron,
you come upon another village, as deserted as the
- last. Search though you may, vou can find no
explanatinn for the sudden disappearance of its
inhabitants. There are signs of fighting — broken
furniture, fpotprints milling about in the dost of the
main sireet — but no signs of bloodshed, and no
corpses. Your mission was to discover the nature
and the weaknesses of the enemy, vet so farithas

—_—

23—25

just meant more and more mystery, Tick off a time
box. If you carry on riding castwards, tuen to gz I
vou fum round and goback the way vou came, turmn
to 223

23

Pocketing the scrap, vou [fisten attentively as
Dunyarzad soggesis that you sbck fo the roads.
Though they will carry you a roundabout way, they
will be far quicker than chancng a rde across
country. When you have left the table and are
alone, you examine the scrap of paper. IF reads:
‘Beware — vou are watched by a thousand eyes.’
Tum tn 140.

24

Il iz not casy swimming against the current, bul you
fmally shaggle back fo the bank and drag yourself
cut of the water like a drowned ral. You shake some
of the water off you, then brave the tunnel, Tum
o362

25

You are just about to unhook the rope from the
spike it was wrapped roumd when you notice a
guardsman coming along the wallaway, He hasn't
spotted vou yvet, bot he will be passing vety close to
vou I vou flatten yourself against the roof. in the
hope thathe won'tspotvou, tum toazz. Ifyvou have
& crossbow and wish Lo shoot the guard, um to 39,
If you shde down the rope to the shadows of the
courtyard below, tirn to gg.
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26

You have been riding for several hours when you
are forced to rein in by a battered {ellow who stag-
gers on to the road ahead of you and collapses in a
hezp. Yoo dismount-to see what the rouble is.
Bebween gasps, he tells you his misforbune: *I; the
lezendary Tasbadh, doer of mighty deeds, slayer of
Evil, and seeker of truths, find myself starmg Doath
full in the face. I should never have incurred the
wrath of the Dark Jester by seeking to foil his evil
plothings. Tis true, I levelled his palace and
banished his warped minions from this plane. Yeta
fonl T was to believe this would truly vanquish one
=0 steeped in Evil. Even as I was making my way
from the oins, his tentacles of malice were reaching
cul to envelop me. Through the greatest love of my
Gife, whom I tosted implicitly, he wrought his foul
revenge. A Death Spell is pulsing through my
sinews, 2nd even iy inon constiiution cannot resist
it much longer. My only hope is the TTealer of
Cebaan, but T cannot o on without food — and even
then the Healer has his price and I have no money.
That T, Keeper of the Fabled Fortene of Foraznalk,
should die for want of four Gold Tieces!” His head
sinks wearily npon his shoulders, and he sobs. ick
off a lime box. Will you:

Give hirn the money and

Provisions he araves? Turn ta 177
Leave him to has Bate and

Tide om’? Turn tor 308
Question him further? Turn to B8
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27
The chariot seems to be the only way out of this
wasteland, but how do you get on Woit? If you wrap
yourself in the Gatherer's robe, tske s silken bag
and approach it, turn to 212, If vou wish fo over-
posver the Crystal Sprite, tum to17g.

28

Yo awake with a start. You are gagging viclently
on a mouthiul of acrid smoke. The whole moom ic
fuall of it, lit by a red glow from beyond the door.
Hulding the bedsheet over vour face, you stumble
from the bed over to the shultered windows. You
fling them open and recoll in hormor. Cutade the
window hovers a black-clad figure. Beneath its dark
hood, the fiery red plow from the door is refleced
back at you, split into a hundred glinting jewels.
Your cars are assailed by a loud buzang and vou
Iash outat the figure with your fist. It is too quick for
you, and shoots vertically upwards. Will vou:

Run for the door? Turn to 6
Climb out of the windom«? Tum o 304
Look for another way out? Tum to 167

29
Ag you sit and wait, drowsiness OVETOOTES Y.
When vou wake, the sun has crassed the sky. _Ld{
off a time box. If anyone has entered or left the hut,
vou have missed them, You decde to wasle no
muore time. 1 you wealk under the hut, tum to2s4 If
vou climb up one of the legs, tum to 202,

B —
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30

When you suggest that the guards might let you
into the palace, you are met by blank stares, They
1l vou once more to come back the next day, and
deny all knowledge of the money you have given
them. If you give them some more Gold Fieces, note
down the number, then turn Lo 327, I yvou threaten
them, fum fo 230, If you abandun your atternpt ko
enter the palce, turn to 130.

31

Check the names of the herbs in the pomander, as
marked on vour Adventure Sheel. Replace each letter
with the mrpesp-:mdmg number from the key be-
low. Thenadd up the numbers that go to make each
name. Taking the wordsm the order you have thein
wrillen doswn will give vou a three-fipure number.

Tum to the paragraph comesponding to this num-

ber.
P=ua A= iz Iz
=2 H=un M= =4
Alternatively, vou may flee by taming to 335.
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3z

The trail ploughs siraight through the rees, and
you traipse aleng it for an hour before the monotony
i relieved by a branching of the ways. If you go
right, turn to 123, If you go left, turn to 312

33

You struggle to clear your mind of the fearful visions
which beset it. You feel asif molten metalis runming
through your veins. You get no rest this night. Lose
2 points of sTAMINA and 1 point of sxrir. Next
morning you bid Barolo an abrupt farewell, retrieve
vour horse fram the stables (pay the ostler 1 Gold
Picce), and depart, stomped in the saddle. Tick offa
tirne box and bam to 200,

34
You strike a spark from your tinder-box on to the

torch, so that the cloth begins to smoulder. Soon the
acrid fumes of the Theera are wafting {rom it. With
your weapon prepared, you ride forth. Tumn to 365,

35-3h

3

Mema dings on for dear life as you spur your horse
towards the village. As you approach the palisade,
the large gates swing open, and you are beckoned
in bv a worried villager. Mema slips down from the:
horse and mushes into the arms of her parends. You
waste no time in telling the people of the danger
they are in. They grab what they can of their pos-
sessions and Hvestock before fleeing, Finally, vou
find vourself alome outside the deserted villape. ‘The
huge black armyv is in sight now, steadily oozing
down the valley towards you. It is ime Lo make
VOLUE 0Wn escape. Turn to 53.

36
You land in a bowl-shaped crater in the ground. As
vou lie there, stunned, six Crvstal Warriors carrying
fuge crystal hammers climb over the nim of the

crater and advance towards vou. If you have your
sword, turn to zo1. Otherwise, furn to 2568,
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You step back in revulsion at the sight of a slimy
green form crouched within the cupboard. [tholdsa
siender tube to its mowth, which it points at your
f=ce. Looking closer, vou see frightened eyes fixed
on you. This is no creature of evil, buta young @l
coated from head to fool in a sticky, oul-smelling
mire. You smile at her encourasingly, and she
lwers her makeshifl blow-pipe as she realizes you
mesn her no harm. Gently, vou hold out vour hand
and fake the blow-pipe from her, pocketing it to
keep it out of harm's way. "Who are vou?' you ask
her. Tum to 315.

38

You burst from the frees and find vourself teetening
on the brink of a gorge. Staring with horror down
o its depths:, yoo fecl the earth crumbling beneath
vour fest. As vou feel vourself toppling lowards
vour death, you flail desperately about yon. Your
hands make conlacl with a stragely teec-root and
¥ou grasp it for dear life, You are dashed painfully
against the wall of the chasm (lose 2 points of
STAMINAY, but manage to keep your grip. With
some effort, you pull yoursell back up to salety and
rest. There is no sign of vour guarry-— he has
vamished into thin air. Turn 1o 139

39
Quickly you wind the stoing back and load a boll.
You wait until the geard is silhouctted against the
moon before shooting. Roll two dice, If the resull is
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less than your skILL, turn to 138, I the result 15
greater thar or eqal [0 FouT SEITL, turn to 84

4

You make yourway stealthily round the edge of the
crater. A short distance away to one side, you can
see & crystal chariot with two Ectovulic tethered to it
and a Crystal Sprile standing patiently by. You hide
behingd a crystal outcrop until the cowled Gatherer
approaches. If you leap out and strike at him with
your sword, tumn to 85. 1f you challenge him, fum

o154,

41

Gripping your swurd in both hands, vou twirl it
about vou ke a scythe. Two priests fall, and the
others shrink back. You make for the door, but the
priests Taise their staves and close in. You Eaﬂ
desperately, but there are too many of them, Their
blows rain down upon your head. Your adventure
ends here.

42
Wilh the cloud close behind you, vou spur your

horse diwwn the valley and into the over with =
splash, Unfortunately, the frothing water unseats
wonr, and the Jheera torch is doused. As vou struggle
to keep yourself afloat, the hormets descend on you.
You divee beneath the water to avoid them, but your
breath cannot last for ever. When ¥ou break the
surface, pacping, they are there, stings poised io
strike . . . Tam fo 336

4344

43

You vault on to the platform and confront the four
nobles. You begin by demanding justice, and tell
them how they have been misled by a (raitor — but
a shout cuts you off- “Ware, ascassinl’ shouls
Luthaur, drawing his sword and leaping for you.
The mobles oower back in their omate seats. Youl
must defend yoursell against Luthaur’s furious
attack.

LUTHAUR
As sgon as you lake a wound in the fight, hom bo

123 [f vou defeat Luthaur without taking a wound,
firn o 16g.

SKILL B STAMINATT

Tired though you are, you cannek sleep. You te-
member Sige's promise that the pomander would
prevent you sleeping, but surely this has become
more a hindrance than a help? Your body cries out
for true rest, squirming in tortured agony ak lack of
sleep, If vou dedde to remove the pomander in the
hope that thiz will help you sleep, fumm to 382, Tinot,
b ko278,



45—37

45

The broth tastes foul as it slides sluggishly down
vour throat, then settles unpleasantly in your sto-
mach. You brace yourself against the goblet and
take a few deep breaths, If you have drunk the
potion labelled * Arahl’, oradded it to the broth, fum
i 14. If you added the potion marked “Zazzaz o
the bruth, urn (o go. Otherwise, turn to 68

46
The sword swishes past vour back as you roll to the
right, grabbing your sword as you go. You leap to
vour feet and parry the next blow. Your opponent is
a Black Elf, and behind him you see two more of his
kind.
First BLACK ELF

EEILL 7 STAMINAD

If vo win, turn to 120,

a7
Dinyazad sits up in her seatand staresat you. Then

she makes her way stiffly over to the coffin. She
pauses fora mement. ‘I know what you are trying to
prove,” she says icily, ‘butwhat would I'have to gain
from murdering one who has protected my interests
well?” She bends forward and gently kisses Caro-
lina’s pale lips. There is silence in the courtyard. All
eyes are on Carolina. But there is no change n the
colowr of her lips. Dunyazad tums to the guards and
savs quietly, “Arrest the presumptuocus dog.” Before
you can defend yourself they are upon you. Tum

o355,

48-49

48

You join the Murkurons at the door and brace
vourself against it. Then the fourth Murkuron
squawks, Tsbech Tincha!” His comrades dive away
from the door, with you cose behind. The door
bursis open and squat reptilian shapes pile into the
room. There is a flash, an intense burst of heat, and
when you open your eyes Lhe Hoor is littered with
charred Kokomokoa. The Murtkorans spring to their
feet and dash through the door, the magician
bowing to you polilely before joining the others.
They charge down the tunnel ahead of you, only to
refurn seconds later, shoeking. You dodge them as
thev pass and, nervously, follow the unnel until it
opens ko a large chamber. Tum to 82, .

When you tell them that you were sent ont by Lady
Carolina personally, they raise their eyebrows and
look vou up and down. One of them disapprars
inside the palace while the other still bars your way.
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After some while the first one reappears. They're
too busy with the Lady Carplina’s funeral armange-
ments to see you today — Fou'll have to come back
tomorron, | suggest you have a bath, oo, if vou
want to be allowed in If you wish to brbe the
guards, note down how much you propese @ving
them, then tuen to 387 I vou wish lo threaten them
with y¥our sword, tum to 210, Otherwise yoo must
take their advice and go back o the town. Tum
to 13m.

5

Thewoman cackles, and the vision disappears. ‘Mo,
I am not he, though T know him. He was my last
visitor, and his vision was Lhe same as vours. My
name is Aletheia.” As she speaks, voo feel a soft
weight drop upon your shoulder. You furn your
head b find vourself stanng mbo the eyes of a
serpent. You shudder and automatically grab for it.
But it is too fast for vou. In an instant its thick coils
are wrapped around vour neck. "Meet Caduceus.”
says the woman, Turmn o 307

=62

51

You unsling yvour crossbow and load a bolt. You can-
niit make oot the beast eleatly in the pit below. You
let iy the boltinto the darkness, and are rewarded by
the sound of a throaty squawk; it has been injuraed,
butitis stll abive. The dangling man moans hoarsely
and his grip loosens. If yon fake another shot at the
beast, fumn to 303, If voo abandon the ceossbosw and
fry to open the trapdoor, fum o1z,

5z

Most of the occupants of the frozen cocoon are lony
since dead, their mummified faces contorted with
agony. But as you approach the source of the
whispering, vour left hand tingles. Within one of
the coystal satues vou make out the features of Sige,
and you can now hear her whispern: ‘Free mel | can
help vou defeat Bythos. He has cheated me of my
destiny and left me here to rot with his other [ailed
agents " If you wish to smash the crystal and free
Sige, fum to 286 If you would preter to leave her,
turmn {0 75.
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3
The black horde is heh:i‘ng yo: It stll many miles
trom Kallamehr, vetil is engulfing everything in its
path. Although you know of no weakness in the
enermy, surely Kallamehr should be forewamed:
evacuation may be the only means of sunaval. Tick
off a time box. Will you:

Ride towarn Kallamehe? Tum to12g
Ity to find out more about

the enemy? Tum to 325
search for Enthymesis the

Enchanter (if you recognize

the mame)? Tum tog

54
Your horse bolls, dragging you helplessly some
distance before you are finally battered uncon-
scious. Lose 2 poinls of sTaMiNa and fick off 2 ime
bix, When you come round, the sandstorm is sub-
siding. Turn 1o o8,

=
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35-56

55

Az you take the fish-shaped bottle out of your pack,
vour opponent shrinks back. He stretches his hand
out towards youand moans, 'Nol Mol Not that! You
ignore his pleas and uncork the bottle. There is a
sound like a faint chuckle from within, and the
omee-proud commander of the army dissolves into
helpless crazed laughter. If vou know the Spithing
Fly and wish to use it, furn to 255. I you wish Lo
draw your sword and atfack him, tum to 324-

56
You are wise to change your mind,” says the High
Priest. “Though we are old nosw, we still have
power. Let us see what lies in vour backpack.” Tf you
have the Golden Fist, tum to 73. TFvou do not have
the Fist, tum to 379.
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57
Suddenly vou are taken by surprise by a black

hooded shaps, which leaps on vour back, digging
its bonv hands into your shoulders. &s you twist to
hurl the shape off, something lances into your leg
and agony shoots through vou. Lose 3 points of
sTAMINA. You hurl the hhd.;:'l;‘ tfrom you ahd pre-
pare to do battle. Your opponent flings back his
hood and vou find yourself face to face with a huge
hornet, its faceted eves glittering back at vou. It
jerks and twitches sickeningly as vou close in.

HORNET ASSASSIN  SKILL 5  STAMINA IO

If you do not have your syord von fight at —= and
mav not score killimy blows. If you defeat the Hornet,
tuen back to the paragraph you came from.

ch
Two paths lead outof the plade, one tovour left and
one o yoor fdeht. You are just deciding which way
to go when you are startled by an ant-cater which
waddles out of a clump of orchids and foxglowves to
Four lefl, mal-.‘.jng Eﬁaight for Ehe mound oo the
middle of the slade. Wishing him a hearby meal, vou
conlinue on your way. If you have three numbers
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written on your Adveriure Sheet, turn to the para-
graph they indicate. Otherwise, il you go along the
right-hand path, write the mumber "1 aiter any
other numbers on your Advenlure Sheel and tum to
ap. If you go along the left-hand path, write the
number ‘2° after any other numbers on your Adoei-
ture Sheet and turn 1o 388, If vou already have one of
these numbers written dows, vou should choose
the other ophon.

52

You dislodge the cask and grasp the iron ring of the
trapdoor. No sooner have vou jerked the trapdoor
open than a pair of arms shoot out, your legs ame
tngzged sharply and vou tumble down a short fight
of stone steps, !andm;_, rwitha splash, Youblack out.
You are brought round by a stinging blow o your
head. Deduct 1 5TAMINA point. Your mowth @ full
of svarm vinegared wine, You are siting in a lake of
the stufl a foot deep and facing you is a bedraggled
wrebch whe swings at you once more with Surprs-
ing vigour, Choking on the wine, you dodge his
blow and stagger to vour feet, You must delend
yourself!

WEETCH SKILLEG STAMINASG

U you defeat him, tum to 222,

&0
You have solved the Troll’s indigestion problem
quite effectively — he lies dead at your feet. Giving
him nwo further thought, you make your way back to

6163

the f:r.?il which runs along the river bank, Tum to
IH,

a1

You hastily snatch up your possessions and wrap
your hand in the bedsheet. You curse when vou
find the door is locked. You kick hard af the middle
panel of the door, and are rewarded as it collipses in
a pile of charred matchwood. Then a greedy tongue
of flame licks through the opening and englalls yout.
Your clothes catch alight instantly, Your adwenture
ends here.

b2
Your weapon enables vou lo damage the warnior,
but it is a formidable opponent. You may not strike
killme bloes agamstit,

CRYSTAL WARRIOR SKILL £ STAMINA 13

You may Esmape after one round (turn bo 348). L you
defeat the Crystal Warrior, turm to 308.

63

You tether your horse and see to her feed, nghhﬂ i

small fire for protection, you setfle yourself down
for the night. Hours pass as you gaze up at the
constellations above you. You remember Sige ox-
plaining her pomander’s power toarrest sleep. You
are grateful for its properties when you observe
several stealthy forms approaching. You lie stll,
frigning sleep, your hand inches from your sword-
kilt. If you wait until they are nearly upon you
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before attacking, turn to 214 If vou leap up before
they advance further, turn ko 348.

fig

{m the grille above you stands the spindly jailer,
cackling and danpling the keys from his fingers.
You st find a way of killing him gquickly if you are
to gel out of this accursed pit. If you know the
Spitting Fly and wish to use it, tum to 259. If you
hawve a crossbow and wish to use it, turn to 186. If
yviru have a blow-pipe which has not been used
before and wish to use it, tumn to 197, Otherwise,
furn kv 352

b5

You charge him, velling your battle-cry. He blocks
your first slash effortlessly, and then launches one
of his own. You anly half parry it, flinching under
the imgact. You are completely outdassed — he
courters every blow instantly, while the sieely eyes
which are locked on yours betray no sign of fhis own
moves, Finally vou sink to your knees, unable (o
resist the onslaught. ‘1will be Master of thisland as |
am Master of the Abyss,” he says, ‘and none are left
to stop me.” His sword scythes down.

66—ty

L

Outside In the twilicht you see the villagers
gathered around someone who is talking in a
scratchy, high-pitched voice. This must be a wise
woman or perhaps a witch, for the villagers are
listening respectully to her witterings. Then she
whirls and points a scabby finger at you. ‘It is that
one!’ she screeches. "The prophecy of the winged
messenger is fulfilled! Our Protector has come to
save us from the creeping horde! Tell us that you
will stay with us and deliver us from evil.’ If vou
agree to the old woman's demands, turn to 208, 1f
vou tell her she is mistaken, fom to 160.

You spur your horse once more to a gallop, race
through the city gates and along the Way of Flint to
the palace. There you confront two of the palace
guard, the only soldiers left in the city. ‘State yvour
business, peasant,” one of them grunts, “wehaveno
need of kitchen hands.” You step back in astonish-
ment at theirimpuedence. Surely they must know of
you? If you insist that you are on a vital mission,
fum o 49. I vou decide to deaw your sword and
threaten the guardsmen, tum to 210,
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66

The door at the far end of the chamber slams apen
deafeningly, and in steides Bythos, This is not the
Byihos vou killed earlier, buta towering giant, fully
fifty feet tall. His gaunl, leering features are all the
more threatening for their size, and his elegant
rubes; bBillow about his huge [rame. If you smashed
the goblet, um fo 149. Diherwise, turn to.225.

Mema shricks as the black cloud rises and moves
towands Yo, sw'lmming throngzh the air likea black
velvet shroud. You are overcome by panic and you
wrench viclently at your steed’s teins. Mema 15
ncarly swept off the horse’s back as you awhirl
around and race off. You risk a glance behind you,
and see the black cdoud swarming afler yom. A
metallic buzzing fills vour ears. As it approaches,
you realize that itis a swarm of black hornels, each
the size of a locust. As they swirl above your head,
yon brace yourself for the impact, but it never
comes. You gallop on, hoping against hope that you
will have time b get all the villagers clear before the
homels arrive. Tum to 35.

0

Taking care to keep out of sight, yoo frail the army
as it sweeps across Lhe countryside, Before it enters
the next village, the black cloud rises from Ehe
palanguin and descends upon the selllement, Soon
after, the villagers emerge and join the growang
horde. The same fale befalls other villages in the



7i-72

army’'s path, until eventuaily Kallamehr itself is in
sierht, Wou have failed the city — your cowardice has
condemuned it b destrucion.

73
You creep along the walkway unbl vou reach the

point where it meets the keep. From hereitisonlva
short drop on to the slichtly sloping roof of the keep
of the palace. Above you rises the keep's tower; but
yvou devole your atention to the keep below. The
winged creature came from one of the windows
below, bul you're not certain which one. The keep
has four walls looking into the courtyard, and each
has'a small casement window. Around the edge of
the keep ans a row of ornamental spikes, round
which vou will be able to loop the rope. You will be
able to lower yourself down the wall to peer in at
each of the windows. Which wall do vou lower
yourself down frst:

The {ar left wall? Tum i 397
The left cenire wall? Turntogg
The right centre wall? Tum by =38

The far right wall? Tum to 340

73
Suddenly you hear a croak from near by, You luen
lowards the noise and see a human face, embedded
in a greenish slime, “You musl flee,” itsayvs feebly. 1,
Enthymesis, have failed to slay Maijem-Nosoth. T
have little fime left to live, but you must escape. Do
not go near the sands; they lead to the Abyss!

7374

Hurry, the beast returns!” If you hurry back down
the passage which brought vou here, turn bo 230, 1f
you make for the centee of the chamber, turn to 263-

73
Acx the gu:rlden statustte tumbles out of vour back-

ack, a sigh goes up from the priests. ‘Caught
red-handed!” snaps the TTigh Priest. A priestlifts the
Golden Fist reverently from the ground and places it
carefully on a plinth in the centre of the Ternple. His
fellows then join him in a cirele around it, and they
begin to chant. As the priests seem to have iempor-
arily forgotten you, you would like to make a
stealthy exit from the Temple, but vour feet are
rooted o the spot. The priests’ chanting swells, and
3 warm gresn glow begins to seep throuph the
fingers of the Fist. As you watch, the fingers uncurl,
revealing a green gem.- It Aoats lasly above the now
open palm of the golden hand. lts glow is too bright
far you to bear. Then it subsides, and you find
vourself free to move. The pricsts have been trans-
formed; no longer heavy with years, nowy they are
yvoung, it fighting-priests. Two of them break from
the drde and gesture for you to accompany them.
They lead you down a coreidor to a cell, Cross the
Golden Fist off vour possessions. Tum t 353-

74
Madhzerios flushes bright crimson, then bursts inlo

tears. Rising from his seat, he totters over fo the
coffin and plants his puffy lips on those of his dead
cousin. Then, quivering all over, he refums to his
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seat and collapses into it. Carolina’s lips retain (heir
pallor, and the crowd begins to muther. Howw dare
vou be o tactless,” says Dunyazad. She tums 1o the
wuards and says quietly, “Arrest the presumptoous
dog.’ Betore you can defend yourself they are upon
vind, Turn to 355

i
Leaving the crystal stabues Bo their frozen contem-
plation, ¥ou press on inlo the mist Soon you can
hear an ominous creaking from up zhead, Turn
y23T,

You just have enough time to glimpse a small, shmy
green form, cramped within the cupboard, before
you are enpulfed in a choking doud of grithy pove-
der, You drop your sword and clutch at your face.
Your eyes burn, your nose starts to run and you
retch vielently {lose 1 point of sTaMIiNa) Then
whatever was in the cupboard comes tumbling out
and worms its way behween your legs. T von wish to
miake a rrabatit, roll tvo dice. If the result i= fesz (han
VOUr SKILL, turn to a7z, If the resultis grester than or
egtistd 20 your sx10, or if you don't want to grab the
crealure, turn to 1o4.

Though vou land painfully, you manage to grasp
the stirrup in vour hands, and fog at it to calm your
panicking mare, Grabbing her reins and bridie, you
force her tothe ground and hide behind her while

rH—8o

the sandstorm rages around you. You wait for the
wind tor subside. Tum to g8,

75

Your sword flashes from its scabbard and yon ad-
vance on the vast figure. ‘Impertinent fool’ he
bellows, and lets loose a freezing blast. Crystals
form on v skin, but quickly melt away, leaving
Bythos m::um._ntanlv at & loss. However, he soom
rallivs and rapidly fashions a sword from crystal.
Against such a huge and skilful opponent you can-
not possibly prevail, and vou die heroically here,
hatiling to the very end.

The Winged Assassin 1{-'?; ot a choked hiss ancd
reels backwards and up. You have no lime to follow
its erratic ﬂjght, as the heat in the toom 15 now
overpowenng. Will you:

Fam for the door? Turn o b1
Climb out of the windowe? Tum to 262
Look foranother way out? Turn lo 323

o
The vision disappears. The woman claps her hands
and smiles. “You are bright, for all yvour rapeed
Iooks. It seems destiny has suided you Ehis lar, so ]
must play my part in its design, Many tnals he
before vou, and your enemy is not easily van-
quished. But Bythos has fears, and yvou may be fus
nemesis. Enthvmesis has goneon ahead of you, and
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his aid will be invaluable.” If you have Sige’s poman-
der, hurmn to zg5. If you do not, tum to 114

B1

As your mount crashes to the ground, vou leap from
her back. Although vou land heavily, you are un-
harmed, Sadly, the same cannol be said for the
mare, One of her {ront legs is twisted. She imps
towards you and nuzzles your face, as if to apolo-
size. She cannot be ridden, so you'll have tolead her
to the nearest village and get another horse. Turn
birags.

Bz

The cavern has a high ceiling, and a fine mist of sand
falls from it. The middle of the floor is covered with
sand, and quivers slightly. Strewn carelessly across
the sand are an assortment of incredible relics and
treasures — a magical hoard the like of which you
have never seen, With each tremor of the sand they
sink depper. A faint whistling, as of wind in a
ravine, reaches your ears. Check the {ime boxes on
vour Adventurs Sheel and bam fo the pamgraph
given below for the number of boxes you have
crossed off:

Fewer than 13 boxes Tom bt 72
13—17 boxes ! Tum to 309
Muore than 17 boxes I Turm tir 343

33—83

B3
As you parry the frst guard's blow, vou almost fall
over. Your reactions are dulled from lack of sleep,
Reduce your sKILL by 2 points.

SKILL STAMINA
First GUARD 7 B
Second GUARD & 7

You must fight both the guards together. Al the
beginning of cach Attack RBound, vou must decide
which of the two you are going to fight; resolve the
battle against him as normal. You should also roll
two dice to determine your Aftack Strength against
the other guard, then tvo dice again for his Attack
Strength against vou for that Attack Roand. You
will notinjure him if your Attack Strength is greater:
vou will simply parry his blow. If his Attack
Strength is greater than yours, then he will damage
vou in the normal way. If vou defeat both the
guardsmen, turn o 102.

84
Your shot goes wide, striking the wall with a spark
some distance behind the guard. He tums, readies
his crossbow and edges back along the walkway.
You realize that this is your chance fo slip away
unseen. Turm i 151,

H5
You fake the Catherer by surprise, your sword
smashing him to the ground. Beneath the cowl is an
ermaciated, almost skeletal form, Turn to 27.
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36

You prepare to battle this terrifying {oe. Then you
notice a pair of fancy boots poking down through
the smoke-hole. They are followed by a gaudily
dressed figure who spirals effortlessly down a coil-
ing rope. His billowing, brightly coloured clothing
i5 completely out of place in this grubby hut. The
figure bows to you expansively, and hails you.
'Gr-eeﬁ_ngs., traveller! T am called the Riddling
Keaver, and, as luck would hawve it, I'm here to
rescue you. U've been keeping an eye on you, and
since you've made a complete pig's sar of things so
far, I've dedded to save your bacon. i yoo waste
vour ime on every peasant wwhobegs you o wipe s
nose, then Kallamehr has no chance.” He twitches
and gizgles to himsell. Pointing to the snake-lke
rope, he says, ‘This is the end of the lne. S0 hurry
up and get hold of it He spirals elfortlessly up the
rope, just as you hear the bar scrape back from the
door behind vou. If you grab the cope, tuen to g6, I
not, bam fo'236.

87

You cannot begin o count the number of magical
tiems strewn about you. Several catch your eve: a
gem-encrusted breastplate (far too small tor vou), a
huge pair of shiny boots (apparently made of feath-
ers), 2 golden fist, a pearlinlard skull, an onyx
sceplre and a crvstal globe mounted on a velvet
phinth. If you wish to ake any of these, note down
which ones you take on your Advenlure Sheet. Then
¥ou head into the mist. Tumm to 116,
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By
Tasbadh comtinues at length with tales of his owm
heroic exploits, which grow ever more ourageons.
You soon realize that he is beginming to L‘ﬁnua-.:‘ua.-
himsell, and you wonder if the man is truly suffer-
ing from a L’h:ad.lv curse. Tick off a tme box. I YOou
arree Lo give him food and money, tum fo 177 I
vou doubt his lale and nide off without him, (um

tey 308,
“*’ &z
,...1}' ’lﬁﬂy'!-“;
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The river leads inte a tunnel in the side of a moun:
lain, and you are swept into darkness. Aftera short
while, the river swecps round a bend and you are
washed up om a rocky shelf, which is worm smooth
by the pounding waker. As you le there, sodden
and panting, you take a look at your surmoundings.
A puttering lorch has been driven into a cevice
nearby, and by its light you see that, once round the
bend, the river mums beneath an arch. Iron bars are
sot inte the arch, blocking entry. Behind you, lead-
ing from the rocky shelf, isa dark tunnel, 'ﬂr!ﬁ't light
flickering along its walls, If you re-enter the waicr
and examine the bars, turmn to 277, If you invesligate
the tunnel, am o 362,

go—g2

As thunderous steps approach the chamber from
the other door, you begin to feel strangely sleepy.
Your eyes blur and their lids fesl heavy. You slump
against the goblet and start 10 shore. You never
wike op.

g1

You pass through a stong of deserted villages. You
are overwhelmed by a sense of isolation, of terrible
loneliness, as you travel through (his wasteland.
How can you save a country all of whose people
have vanished with hardly a trace? You lose all
zense of ime, az there is nothing to mark one day
from the next. Your purpose gone, you wandsr
aimlessly. Finally casting your sword away, you
meander through the countryside, Your adventure
ends here

gz
Before you leave, Lady Carolina gives you a sealed
stroll #o deliver to Yunan, commander of her army.
She wishes yvou the Luck of Castis on your mission,
and directs you to choose the best steed [rom her
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stables. Soon you are galloping away from Kal-
lamehr, Tick off a time bux. You have travelled
several leagues and are just thinking of siopping for
a swigg of ale from your boltle when your horse
suddenly stumbles. Tesf your Luck. 1f you are Lucky,
turn to 81 If you are Unlocky, turn to 192

93
The chunk of crvstal you are standing on starts o

tum over, and you slide from it into the murky black
liquid. As vou flounder towards the crystal fleor,
the Hlack shape falls from the clouds and on to the
sueface. You have no time to take in its features, for
vour leg is grabbed by stinging tentacles and you
slip beneath the water. You will have to fight your
way free, lyou donothave vour sword, turnto 18y,

TEMTACLES SHEILL 6

T¢ you are still fighting after four Aliack Rounds,
turn to 2o. If you defeat the Tentacles within four
Attack Eounds, burn to 146.

CTAMINA G

94

You lower yourself slowly doswn the wall unfil you
are level with the window. Then you crane your
head round to peer in. The room is quite spaningly
furnished, confaining nothing more than a bed, a
couple of chairs and a dressing-table with mirror.
On the bed, Asiah Albuduor sits bolt upright, fully
dressed. She stares at one of the empty chairs and
seems to be conducting a conversation. You catch
brief smatches: *. . _ I remember when you hAmt
came to Kallamehr and T introduced you to Baron
Bluestome. Who would have known then that you
were lo marry him? . . . Such a sweet innocent
young thing, vou were _ . . What's that? . . . You
must stop worrving about Kallamehr, Carolina, ['m
sure Madhaerios has evervthing under control . .
There's no more you can learn here. You pull your-
self back up the wall of the keep. If this is the third
window you have looked in, turn 1o 23, Othervize,
you may refurn Lo your quarters (fum to 151), or
investigate any of the following, if you have not
domne 50 already:

The far left wall Tum to 397
The right centre wall Turn to z18
The far right wall Turn to 340
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95

Your attention is drawn to the far end of the valley,
way off to your right. You shiver involuntariky, and
the hairs on the nape of your neck rise. Your horse
shies and whinnies in terror. A thick stench fills
yvour lungs. The sparse slopes are being slowly
enveloped by an advaneing wave of black lava . | .
or so it seems. Your eyes adjust to the distance and
vou see that the oozing black mass is nol liquid, but
a seething ocean of people. Exen as vou watch, it
seeps closer, spreading like o dark stain. You have
found the invading army, but will you survive ko
mnake ase of vour knowledge? There are many maore
people in the horde below than in Kallameht's
entite atmy, If vou nde down into the valley to bake
adoserlook, turn to 153, I vou gallop off to vour left
to fry to reach the village, turn to 358.

No sponer have vou crasped the end of the rope
than vou are jerked viclently off your feek. You are
swept upwards and out through the smoke-hole.
Below you. the torches of the angry villagers
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dwindle, and their wails can just be heard through
the din. The angry buzzing comes from above, but
all yvomn can see s a huge black shadow. You are
carried through the air for some way, before being
set down with a bump on solid ground. The Eeaver
spins dowwn the rope and alights near vou, and this
time he is cradling a peculiarly shaped boitle in his
arms. He holds it out to you, and you see thatit &
shaped like a particulady ugly fish. You'll be need-
ing this,’ says the Reaver, passing you the botte. ‘Tn
it 15 @ sense of humour which | stole several years
ago, in my impetuous youth. You'll be meebng i
former owner soon, 0 vou'd better give it back to
him: there’s nothing so soft a5 2 villain with a sense
of humour!” He winks knowingly at you and, with-
out another word, shoots up the rope. The buzomg
rises in pitch, and the black shadow drifts off. You
are alome, lost, without vour horse. Weanly, you
settle down to wait out the rest of the night. Turn to
331,

97

You land deftly, rolling forward o absorb the shodk
As you straighten up, you feel your back spatiencd
with seme viscous liquid, which begins to bubble
and hiss. You tear off your jerkin and fling it intoa
nearby water-trough. As il hils the water, a plums
of steam 1ises into the air, and the water bubbles
furiously. Stepping backsvards, you look up
cputiously. With an intense whine a black-winged
creature rolls high into the air and disappears into
the migght, Turn to 111,

gi—1no

98

When the dust finally settles, you find yourself
staring al an expanse of forest. Its presence is inex-
plicable — you saw no sign of it before the sand-
storm. Intrigued, vou approach and lead your horse
along a faintly marked path between the frees, into
the silent forest. Soon the narrow path forks at a
massive, cresper-strewn tree with drooping. fox-
gloves covering its roots. Looking around, vou see
the undergrowth is thick and impenetrable, and
you resolve to tether vour horse here belore investi-
gating further. If you fake the left-hand path, write
down the number ‘3" on your Adventure Sheel and
turn b0 268 If you take the righthand path, write
down the number ‘2’ on your Advenfure Sheet and
turn o 388 If you examine the tree and the plants
which coverit, tum to 356.

9
Slipping back over the spikes, vou slide down the

rough rope. You land lightly in the courtyard and
huery into the shadows l'lLd'l'b} kepping vour eye
om the guard above you. You look across to the door
of the servanis” quarters, wondering if you'll be able
i make it over there unobserved. Turn to 203.

100

The bushes give way to nothingness. For a moment
you hang on the edge of a precipice, before the earth
beneath vour fect crumbles away. Then you are
hurthing down, down, down. The chasm is very
deep. The ground rushes up to meet you . . .
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101
Who? the woman screeches, the vision disintegrat-
ingbefore vou, ‘Thave no ime for tricksters, but you
may be more to the taste of my companion.” You feel
a suft weightupon your shoulders, and tum to find
voursell staring into the eves of a2 huge serpeni
‘Caduceus! A new plaything for you!' the woman
cackles: The snake slithers round your neck before
vou can grab it and fling il from you. Then, very
slowly, the coils tighten. Your adventure ends here.

/

102

You realize that wearing Sige’s pomander has sap-
ped vour strength. You remember her words when
she gave it to you: 'H is a valuable magical item
blessed with the luck of the gods” Which gods?
you wonder, for surely it has brought you more bad
[ortune than good. If you remove the pomander
from arcund your neck, lum o 355. [fyou keep the
pomander on, tum to 150.

1R3—1114

103
You edge down the side of the bowl, treading
carsfully to keep your fooling on the slippery rock.
As v teach the bottom, six Crystal Wandors
carrying huge crystal hammers climb over the cim of
the crater and advance on you. Turn to.z2o1,

104
You are sitting at a table with the five nobles, cating
a fine meal fo forfify you as they give vou yvour final
briefing. They are being waited on by their own
servants, while Carolina has assigned one of her
pages o take care of vou. Madhaeros warns you
agamst faking any incautious action yourself, i is
most important that you return to tell os of the
natute of this menace so that we may know how
best to defend against it" he explaing. While
Drmyazad isin the middle of advising you to rest at
the Temple of Fourga, vou feel a light touch on yvour
lez. You lock around and see the page who was
waiting upon vou walking awav. Looking down
into your lap you see a folded frapment of papee.
The page must have dropped this as he refilled your
goblet. Ifvou pick it up to read it steaight away, turn
Lo 264 IF vou slip it inko your pocket fo read later,
hrn bo 23,
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105

Your sword fashes up to parry, Roll o dice. Tf the
result is less Hum your SKILL, turn to 241, IEil is
graaler Hian of egial fo YOUT sKiLL, bam to 274

106
Luckily the cave mouth is larpe coough to take both
vou and vour horse, but a rude shock awaits vou
within. A pathetic Caveman, cluiching a large bone,
leaps up o steike ¥ou as you enter, knocking the
Theera torch from vour hand. You draw your sword
and attack.

CAVEMAN SKILLF STAMINA T

If vou defeat him within five Attack Rounds, tumm to
144. If you are shll fighting at the end of five Attack
Eounds, tomnito 181

1
Your lungs ache for wa.ni of air, and vour heart
pounds madly as vou by o break the hold the
creature has on you. But itis to noavail; your arms
s steadily weaker. You gulp in your last mouth-
ful of wine.

108
Bythos topples to the ground, shattering info a
myriad tiny fragments. You reel in the chain until
the wall of cells breaks through the clouds; you then
rp the bars off, r'_reeing its mindature occupants,
Thousands opon thousands of them fofter feebly
oul of the cells and mill around, gazing aboul them
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in wonderment. When they have all emerged, you
lead them back across the crystal wasies to the
palace, There you are greeled by the cowled Ser-
vants; they bow low and proclaim you the new
Ruler of the Abyss, Now you must find 2 way of
returning to Kallamehr, so you ask them how it is
done, They tell you that Bythos used a rare blue
erystal, pnwdered and dissolved in water, to fravel
to the earthly plane. Some remains, stored m the
palace, and the Servants set about preparing the
potion. Time passes as they complete their sk
Finally they present to you a huge vessel full of dear
blue liquid. The newly appeinted Gatherer steps
ferward and speaks. "Majesty, a greal quantity of
this potion is required 1o transfer your mighty
being. We have prepared as much as we could, but
unfortunately there is not enough bath for you and
for all these spirits to be returned. You must make =
choice.” Tf you drink the blue iquid yourself, tum io
z05. If vou divide it among the dtizens of Fal-
lamehr, turmn to 2500

10G—=110

100

You follow Tasbadh into the tavern. As you enter,
the mighty hero is being threatened by the tavern-
kevper who grips him by his jerkin and shouts at
him: ‘No more drinks for vou, vou old faker! Thisll
just about pay off vour slatel If you want more
booze, then I'Nl see your money first? You curse
yourself for being fooled by the drunkard, and step
back into the street, sesthing. There's nothing to be
done but mount your horse and continue on your
journey. Tum to 7.

A1

You draw the lockel [rom its leather pouch and hold
itup above vour head for all to see. The citizens near
vou back away in awe. You are about ta tell hosy
Ramedes was slain, when thereis a screech from the
platform in front of vou. ‘Sacrilege! Seize the thief!”
Sige is pointing at you, her body trembling with
rage. Madhaerios is staring open-mouthed at the
lockel, Dunyazad cries: ‘Tt is the relic of which
Carolina spoke on her death-bed — the Fate of Ran-
gor.” Sige cuts her short with an imperious gesture.
‘Guards! Luthaur! Kill this treacherous dog.” T you
¥ to open the locket, turn to 376. If you draw vour
sword and fry fo fight off the puards, tum to 399,
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111

By nowy a small crewvd of townsfolk has gathered Lo
walch the spectacle. From behind you comes a
creaking noise, followed by 2 vawning crash. You
Lrn in time {0 see the roof of the inn collapse,
sending up a cascade of swirling sparks. You are
just wondering where you are going o spend the
night when youo fecl the light fouch of metal against
vour neck, and a gruff voice whispers, ‘One move
and you're a cut of heef, stranger.” Outof the {rying
pan and into the fire! 1f vou stay still as the voice
advises, murn tor 341, If you wish o act, you may
shout for help (turn ko 2e0) or ry to disarm him {fum
to2g2).

11X

You fullow him stealthily as he makes hisway outof
the bowl, ko a crystal chariot waiting near by. It is
draiwn by iwo Fotovults and drven by 3 small
Crystal Sprite, who bows humbly as his master
climbs into the chadot. Then they are off. You try 1o
keep up with them, but the chariot is too fast for
you. Soon you are left alone andlostin the desolate
;lt'}'“.-:-.l'a.] wastes. Your adventure ends here.

TI3—114

113

It is ime & flee, but your horse beats you to il She
rests violently, throwing you to the ground, and
then bolis_ You fall awkwardly and feel vour lelt leg
crumple beneath you. You try to stand up, and the
pain hits home. Yon black out for a moment. When
You open ¥our eyves once more, black sparks are
dancing before them. A deafening drone surrounds
vour. Then the pain comes once more. Torm o 336,

11§
You feel a soft weight drop upon your shoulder.
Yoo furn your head to find yourself staring into the
eves of 2 serpemi. You shudder and aulomatically
grab for if. But it is too fast for you. In an instank its
thick coils are wrapped around your neck. “hMeet
Caducens,” says the woman. Tum tu 307.
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115

The creature appears in a shimmering haze, but
rapidly scuttles towards vou. Youreyes ache simply
from looking at its foul, ulcerous body. lis single
cdlaw clacks repeatedly against its slimy cardpace
and, with each movement it makes, a new fide of
nausea sweeps over you. Remembering FEnthy-
mesis’s words, you blow a shrill blast on the whis-
tle. The creature flinches, bul continues to advance
slowly. You will have to batile it while blowing as
hard as you can on the whistle!

MAIIEM-NOSOTH  SKILL 10 STAMINA 10

If you do not have your sword, you fight at —2, and
may not strike killing Blows. IF you defeat the crea-
tore, o t 316.

116

You make your way through the shifting mists,
treading carefully on the slippery ground beneath
your feet. As you walk, you notice shapes moving
bensath the translocent surface, The mist mulfles
sound, but a screeching whistle penelrates. Test
vour Luck T vou are Lucky, tumn to 193 If vou are
Unlirckoy, tum to 20g.
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117

As you charge up the stairs towards him, he looses
off a crossbow bolt at you. At this range he can
hardly miss, but you throw yourself against the wall
in-an altempl 1o dodge. The balt catches vou in the
side and vou wheel backwards, pripping it. The
pain doubles you up and you lose your balance,
slipping from the steps. You land on the packed dirt
aof the courtvard, the impact dring the boli deep
into you. Your adventure ends here.

118
The crossbow bolt thuds inlo the palace guard, and
with a shriek he tumbles from the walkway down
intn the courtyard. You are just congrafmlabing
yoursell on your accuracy when vou hear shouling
from the gmarnd tower opposile the keep. A froop of
guards pile out and begin to search the ansa. Youare
quickly spotted and overwhelmed by them. Tom

tr 3535.

T10—120

115

While searching through the palace you have in-
herited, you come Upon a SCTYing mirror, setinto a
wall of crystal. A Servant shuffles lorward and
shows vou how to use ity you frain it on Kallameht,
hoping to see the fruits of vour sacrifice. Sure
enough, the fields are full of villagers once moce.
Yet a shadow stll hangs over the land. Asvou foous
it on Kallamehe's palace, vou see Sige the Silent
being invested as the new Lord of Kallamehr, She is
aware of your gaze, for she stares back at you and
smeers. The Abyss may be yours,” she whispers,
but Eallamehe is mine, now and for ever?” Ik seems
you have saved Kallamehe's people, only fo aban-
don them to a dark byrant,

TZ20
You must now ﬁ:i_;ht thie oiber bwa Elves,

SEILL STAMIMA
Secund BLACK ELF - ﬁ
Third BLACK ELF 7 §
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Fight both the Elves at the same time. Each will
make a separate attack on vou during each Attack
Round, but you must choose which of the two you
will fight. Fight your nominated target as in a nor-
mal battle. Against the other, throw the dice o
your Attack Strength in the normal way, but you
will not wound it if your Attack Strength is greater;
vou will just have parried its blow. Of course, if its
Attack Strength is greater, it will have wounded
vou in the normal way. If you defeat the Elves, firm
bor 324

131

Looking down the streel you see a pair of ough-
looking peasants who seem to be gazing at you
rather intently. As you approach them, you notice
that their awed gaze is not direcled af you, but at
something beliind yon. You twist round in your
saddle, to find yourself staring at a silent line of men
and wormen in the robes of priests, You tum to spur
vour horse on, but another line of priests has
appeared ahead of you, and one snatches the reinc
from your hand. There ic nothing you can do. The
priests close in and raise their clubs. Turn to 234,

132—124

1X2

The Troll looks round cautiously as you approach,
wailing for vou to act. He doesn’t seem hostile; he is
more concemed with rooling out swhatever he has
trapped in the hole. ITe hasn't had much success
vet, probably because his tiny brain hasn't thought
of stripping the branches from the sapling, so i
keeps catching on the edges of the hole, Ifyou attack
him, turn to 6. If vou suggest he strips the leaves off
his tree, turmn to 345.

15

The way forward begins to slope downwards, and
the forest floor beneath your feet starts to soften.
Soon vou are squelching through boggy ground,
with mud sucking at your shins, Flies begin tohome
in on vou, and the heat saps your strength. Lose ©
point of sTAMINA. After an hour's painful pro-
gress, the ground rises and the track you are on
meets another. There is nothing lo distinguish this
part of the forest from the others you have been
through, but you must choose whether to go along
the new track to the left or the right. If you go right,
tum to 132. If vouo go left, fuen 1o 231,

124
You are some way up the immense chain when you
lose your grip, shthering and sliding down it, then
falling to the hard crystal below, The number you
rolled is the number of STAMIN A points vou lose, Tt
vouwish to lry again, roll one die, Ifthe resultiz a6,
turn to z1g- If the tesult i 1—5, lose that humber of
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STAMINA points and choose agaim. If you woold
prefer toinvestigate the creaking sound, fum to 237

125

When you reach the village's stockade the army is
ne longer visible, but vou know that it is only a
matter of time before it will sweep over this setile-
ment, Strangely, the gates are shut when you ar-
Tive, 50 you leap [rom your horse and hammer on
them, bellowing to be let in. You look up in time o
see a face starng down al wou, but it pulls back
when vou- catch it eye. A gquavering voice from
behind the palisade lells you to leave. You try to
explain to the frightened villagers that they must
flee, butin vain. Even as you speak, the black horde
is darkening the hilltop in the distance. You aban-
dom the villagers to their fate and ride on. Turn to 53.

126=127

126
You abandon the svretch fo his fate and o back to
climb the dark flizht of steps. As you sel foot on the
first stair, vou hear a faint pattering behind you.
You fom &0 see what it is, but vou are too late to
avoid the blow. Turn to 355-

Gulping in a lungful of air, you reach down and
grasp the bars; then pull vourself under, until you
can kick with vour feet. Thereisa small gap bebween
the bars and the bed of the river, through swhich you
will be able to swim. The water 15 faintly illominated
by the torchlight upabove, and as you edge through
the sap you nobiee that Lhe river-bed is littered with
countless freasores. Your attention is caughl by a
ewelencrusted sword, its pommel an enormons
blue gem which pulses with an inner light. If vou
swim down to grab the sword, tum to 247, If vou
carry om under the bars, turn to 377
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1z8
You slip into one of the buildings near by and tey to
find some coe o explain the mystery of the aban-
doned village. You quickly realize that vou have
entered the howse of a wizard or herbalist. Fragrant
drying herbs, arcane books and scrolls, and vials of
coloured Hguids litker a desk in the comer o your
rght. To vour left sits a rune-carved table, onwhich
lies a half-eaten knuckle of cured ham. Across the
tar wall you see a row of puppets, danghng on thar
strings from a high shelfabove a cupboard. Uyou go
o fpok at them, tom to 244 If vou examine the

wizard's paraphernalia, turn to 333.

129

You spur your Hred homse through the famifiar
counfryside of Kallamehr provinee, pausing only
brisfly at watenng-holes and resisting the templa-
ton to stop and wam everyone you pass. On and on
vou ride, andl your mare begins to stumble and you
know she can go on no further. You must have rest
if vou are to reach Rallamehe. You are almost falling
cut of ¥our saddle as you nide into Kamadan, an
affluent markettown. An ostler helps vou from
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your horse and you lurch into the inn. With barelyv a
grunt at the innkeeper, youstagger up the stairsand
into the nearest room:. You collapse, exhansted, on
the rickety bed. If you have Sige's pomander, fum
to g4. If not, tom to g.

130
You trudge wearily down lo the rooming-house vou
were staying at before you left Kallamehr, What
happened o Lady Carolina? One minute you were
un a life-and-death mission to save the cty, the next
you were virlually ipnored. You spend a frusirating
night in the seedy moming-house, turmmg these
matters over in your mind. Tick off a ime box. Wext
morning you return to the palace; to find that vou
are not the only one wheo wishes to enter —z column
of citizens is filing sombrely through the gates. You
join them, listening to their speculation as o the
cause of Carolina’s sudden demise. Some say it was
erief at the horrific death of her husband, while
others claim that dark powers were responsible.
You enter the courtyard and see the body lying m
state, flanked by guards. On a platform behind the
catatalque sit Madhaerios, Dunyazad of Ikhivan,
Asiah Albudur and Sipe the Silent. Turn o 344.

131
If you have any remaining potions labelled “Arahl’,

“azzar' and ‘Ghulsh’, you may add any or all of

them to the brew. Make a note of which potions von
add. If you wail 1o see what happens now, turn to
&4, Tf vou wish to drink the brew, tum to 45.

132-134

132
The track you are on winds slowly upwards, and
vou begin o tire of the endless foot-slogpinge. Lose 1
poinl of sTAMINA. Finally you emerge from the
trees om to a grassy knoll which peeps out above the
forest. Sitting down for a brief rest, you survey
the featureless forest canopy below which stretches
as far as vou can see in every direction. Two other
paths lead back into the forest [rom the knoll. You
may take the one which leads towards the sun (furm
to 231}, or the other, darker route (turn to 312).

133
The path follows the river downstream for some

way before tuminginto the frees. Very soon vou are
back at the glade with the mighty oak, and pleased
lo see your horse still sately tethered, munching
contentedly at the grass. You mount up and spur
her alomg the path and out of the forest, glad to be
away [rom the trees and their treacherous path-
ways. Affer several minutes, you look back and are
astonished to soc a sparkling blue lake where the
forest should be. Far off, in its midst, a tiny hul rises
=bove the waters, supported by its familiar spindly
legs. Aletheia has many ways of discowraging un-
weloome visitors to her realm, it seems. Now ¥ou
have a weapon, it is time to confront the vast horde
. alone. Turmn to 325.

134
Whatever vou give Barolo, cross it off your Advep-
fure Sheel. Barolo thanks yoo for your gift, and
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wishes you good luck in your mission. You wave
him goodbys and ride off. Tick off a fme box and
burs to 290.

135
The Anemorus is black and obscenely blubbery.
Though limbless, ithas a powerul (ail which itoses
to push itself towards you. A writhing mass of
pinkish tentacles sits where its head shounid be. It
vou donot have your sword, hom &: 184 Otherwise
vou must fight the Anemorus.

ANEMORUS SHILL 3

STAMIRA TR

Tf yiou kill the Anemorus, furn o 357.

136
Your journey continues once more, as you atiempd
to make up some of the time you have lost. If you
decide to cut across country, turn to 287. If you stick
tothe roads, turn (o 256.

s
You slip into the stables, The horses stir uncasily,
but you whisper gently to them and they soon
guieten. Making yourself comfortable in 2 pile of
straw, vou await the dawn. Tick off a time box and
turn to a6, A

138—130

138
Have vou Lt your Jheera torch vet? IF so, tum to1g9g.
if not, torm to

Tt

Shaken by your experience, you return bo yvour
horse. Soon you are niding once more thrmlgh the
woodland. Tick off a time box. The road begins ko
slope downwards, and you wend your way along
its many curves until you are following the banks uf
a {B‘ut-:h'l-'l.-'-'}]'lh stream. The sun islowering in the sky
behind wou, and the air is alive with the noises af
insects. Ahead of vou i a crude stockade. You fde
i and are guickly surrounded by a dozen cunous
ﬁl[agm They szem much foendher than most
others you have encountered so far, and you begin
iy hope that vou will be treated hospitably here.

Sure enough, you are invited inside for a meal and a
drink (restore up fo 4 STAMINA points). Soon you
are relaxing in the pleazant company of these simple
folk. After a while vou hear a commotion from
ouiside your hut, and several villagers slip out, If
vou follow them oufside, burn to 66. Tf you stay with
your hosts i the hot, turn 10385,

140

You are led straight down to the stables to choose
vour horse. While vou are prepanng to leave, tall
Sige approaches. Her voice is low, almost inaudible,
and yoo understand how she came to be called ‘the
Silent'. She tells you that she has a valuable magical
item which will aid you on your jourmey and bring



141

vou the luck of the gods. It is a pomander of tare
herbs —if worn around your neck it will al=o remove
your need for sleep. 1t is passed up &0 vou by Sige's
servant, a poor deformed creature who shulfles
slowly and wears a hood, no doubt to hide his
pilecusly ugly face. Sige quietly wishes vou a sale
and fruitful journey. Bundling together your pos-
sessions, yuu hurry inkte the busting courtyard.
With no fime for ceremony, you mount your steed
and pick your way through the crowd to the gate. A
swift ride along the Way of Flint brings vou fo
Eallamehr's Grand Gate. Tum fo 320.

141
Muost kind!’ says Bythos, reaching out to t=ke the
Colden Fist. He tosses it over his shoulder, then
draws in a deep breath. Before yon can act, a freez-
ing blast strikes you, and crystals form on pour skin.
They quickly melt, however, and Bythos advances
on you. If you flee, tumn to 335. U vou would rather
attack, lurn to 14g.

142—143

142
Youwade through the wine towards the spot where
the body fell. As you peer down into the murky
depths an arm shoots up from the wine and grabs
vour leg. Capeht off balance, vou tumble head first
into the dark lquid. A moment later the creature is
on fop of you, its hands prabbing vour shoulders
and forcing vou down. The wine coses over your
bead. Roll two dice. If the resolb s (s than vour
sTAMINA, turn to 391. [f the tesult is grester than or
el fr your STAMINA, tum to 107.

2 )

Luthauris ighting with a wickedly barbed scimitar,
its blade darkemed. As it slices mto your flesh, vou
feel a stinging sensation which begins rapidly to
spread. Luthaor's sword 15 envenomed — hardly the
action of a hero. As the poison takes hold and you
topple off the platform, you spita last, defiant curse
at the treacherous rat who has killed you. Your
adventure ends here.



144=147

144
You snatch up the extinguished Jheera torch and s=t

about relighting it It is smouldering onee more as
the first hormets gather in the entrance 1o the cave.
You rush to the back of the cave and waich as the
cloud swarms towards you. For a moment you fear
that the smoke is not harming the homets: then they
begin to fall. Soon the cave floor is littered with dead
and dying bodies. When vou are certain that itis
safe once more, you ride out and down towards the
horde. Turn to 235.

14
You sit and stare at the huf:s, looking for signs of life,
There is a heat-haze around you, and vou realize
how much vour trek through the forest has tired
you. Tf you have Sige’s pomander, tum to 152
Otherwise turmn to 2g.

146
You drag yvourself away from the tentacles and
clamber up on to the crystal . - . only to find your-
gell facing the creature you saw land earlier. Tum
iy 135,

147
You wind back the crossbow’s string and it a bolt.
Taking careful aim, you shoot. You are rewarded by
a howl of pain from the Troll, and ke glares at you
from acToss the river. Before you have an opportun-
ity to shoot again, though, he has crashed off into
the undergronwth. Turn to 381,

148—150

=
148

A black shadow hovers above vou — but before you
can foces on it vou hear a high-pitched scream
which changes to a gurgle, and sticky grey slime
spatters vour face. 'ain grips you by the head, and
vou lose your grip on the window-sill, There is a
ghasily snap as you land, but the acid on vour face
has already done its foul work. Youwr adventure
ends here.

‘H\'I

148
Bythos takes a step back in amazemenl. ‘Gatherer!
¥What treason is this?” he bellows. The door behind
vou opens and cowled fgures pour inlo the room,
You draw your sword but have no opportunity b
use if. Skeletal Servants of Bythos overwhelm vou
dnd hold you before their master. Torm to 313,

150

You drag the bodies of the guardsmen into the
neatby ditch and stride into the palace courtyard.
The firsl person you meet s a footman; he is laden
dowm by the weight of a heavy chest he is carrying
and is hurryinges towards the stables. When he sees
vou, he hails you and demands to know vour busi-
ness. You el him yoo have an urgent messaze for

Iady Dhnvazad. He directs vou lo an anlechamber
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and promises to fetch the noblewoman. As the
footrman scurries off, you make your way into the
antechamber and wait. Tumn b 310

151

You slip down the rope to the courtyard and, keep-
ing in the shadows around its edge, begin to make
your way back to the servants” quarters. You nolice
a guardsman marching along the walkway on the
walls. i you had remained on the rool ol the kesp he
wonld probably have spotted you. Tum to zog.

152

Soom you become koo impatient to wail any lenger.
You can hear faint movements from within the hut,
but nuthing more happens. You call out, but if there
is anvone within the hut they are ignering you. You
will have to take the inidative. If vou walk under the
hul, turn to 254, U vou climbup one of the legs, fum

tiy 202,

153
You dig vour feel into the flanks of your unwilling
mare, and she trots down the slope. The nearer you
get to the mass below, the more you are stmuck by ifs
sheer size, The mank smell hangs heavy, almost
physically repelling you. If Mema is with you, turn
to 283, If not, turn to go6,

174
The Gatherer stops his chanling when he sees vou
and stoops to pick up a small shard of crystal witha

155156

skeletzal hand. He takes cach end and pulls it out
until he holds a ragged aystal javelin, which he
then hurls at you. Tum to 105,

155

Your walk to the nearest village takes vou the better
part of an aftermoon. By now, you thirk to yourself,

whoever was sent to scoul Lo the eastwill beleagues
zhead of vou - even though vou left Kn].lamehr
before them. When you finally reach the setflement,
you are treated with respect. The village elder recop-
niees the seal on the scroll you bear and is quick ko
furnish you with the fastest horse in the village,
Soon you are thundering along the oad, trving to
make up some of the time vou lost, The sun 15 halt
way below the rim of the world, and shadosws streak
the greving fands around you, when vou see adark
bond It-r|.1.'rr|=r om the road ahead . lf you ignore it and
continue al a gallop, lum ko 301, 1f vou stop to
examine if, tum to 249g.

156

‘But I might wake her!” Asiah replies bo yoursugges-
tion. Everyone stares at ber, incredolous. Yery
well 'm not one o spoil a ceremony.” She goes
across bo Caroling, gives her an affechonate peck,
then smooths the dead ruler’s hair from her brosy,
Tt's time to wake up, dear,” she savs. But for the
nervaus shuffling of feet, the courtyard is silent,
Thinvazad lurns lo the guards and says quistly,
"Arrest the presomptucus dog’ Belores vou can
defend vourself they are upon vou, Tum to 3535,
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157
You steel yourself and leap through. You feel no
neat, and realize that the wall was merely an illu-
sion. You land in a cramped chamber, surprising
four silver-skdnned humanoids: They are Murkur-
ons, well armed and equipped for adventuring. As
vou burst into the toom, three of them are strug-
gling with a small iron-bound door, while the fourth
m standing near by, If you attack immediately, tum
to 1g5. I vou wail for them to react, turn lo 253.

1568
You glance through the books and scrolls; but the
rambling text means nothing to vou. The vials lock
more promising. Though many are cracked and
theircontents spilt, a {few remain intact. Of these you
salvage the thres which seem the least nosaens, cach
conlaining an unexciting, cloudy, brown liguid,
Ezch is labelled in the same crabbed handsriting.
You may nsk drinkang one or more of the hgoids
now, or vou may lake any or all of them with you. It
you deade o tmke them with you, note down the
name of each potion you take on vour Advenlire
Sieet, together with the parapraph number which
you should go to if vou decide to drink it. You may
drink one of these potions ab any Hme that you
would normally be able to deink a p::rtmn {that is, as
long as you are not in battle). Remember: note down
the number of the paragraph vou are at lefore turn-
ing to the relevant paragraph for the potion youare
aboul to drink; you should also make a note of the
fact when you have drunk that potion, Each vial
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contains only o mouthful — 5o, once ¥iou hawe
drunk a potion, it has all gone.

I vou drink the potion

marked “Ghulsh’ Tum to 258
I woul drink the potion

marked ‘Arahl” Tum to 285
I you drink the potion

marked Fazzaz Tum to 36q

Once vou have finished checking the potions, tum
to 270,

159

You kiss Carolina’s hand respectfully and join the
growing crowd lining the walls of the courtyard.
You wail for several hours as the well-wishers pay
their last respects. Finally servants come forward
and place the lid on the coffin. Madhacrios steps
forward mnervously and addresses the cowd
Solemnly, he reads the service for the burdal of the
dead. After a few minutes’ silence, he speaks again,
reassuring the ceowd of the safety of Kallamehr; he
talks of the execution of traitors, and the successes
of the army against Bei-Han. Finally he announces
that since Caroling left ne legitimate heir, he will be
assuming the title of Baron himself. The ceremony
over, the nobles return once more to their gquarters,
and the courtyard emphbies. Downcast by the
funeral, you contemplate vour next course of action.
If you wish to leave Kallamehr, tum o 183 Tf vou
decide fo stay and continue your investigations,
turn to 252.

16o—162

160

The old crone lets oot 2 grabmys sereech and drops to
her knees, "We are lost! We shall all die! Abandoned
bF our saviourt As vou tum o leave, the villagers
close in arcund vou, pleading desperately. When
¥ou brush them aside, their pleas tum to threats,
Several are carrying rusly lanm tools and begin to
menace vou with them, If you wish to attack the
villagers, lurn to 191, I you surrender & theie
wishes, horn B0 208,

T67

Asvou draw your sword, Bythos roars, ‘Treachery!
and draws in a deep breath. You leap to strike him,
hoping that his huge size will give vou a chance ko
simke frst. But luck is not with you. He breathes a
freezing blast at vou, and crystals form with start-
ling speed on your skin. As Dythos continues to
brealhe al you the crystals spread, and soon you are
encased, a living stabue, doomed to live out the rest
of your life as a morbid ormament for the Master of
the Abyss.

162
You cross to the barred trapdoor: Tt has a lock on it
tut, when you grasp the bars, vou [ind it has been
left unlocked You lift it easily with both hand= and
reach through to see whether you cin wrasp the
man's hand. Unfortunately he is too [ar away, so
vona call to him o edge closer. From his musaular
build, yvou guess that this 15 Ramedes the [nvin-
cible, Lady Carolina’s champion. He starts to make
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painful progress towards you, one hand at a time.
Then you are aware of somebody behind you —
Just as they kick you violently in the back, send-
ing you headlong into the gursling darkness. Tum

o175,

16
[he rest of the night PE‘_EE.E"BI‘_'\ uneventfully, and with
the moming you resume your journey. The leagues
stretch on, and you see a Tange of mountains in the
distance ahead of yvou. You pass through severa]
villages, and are surprised at the surly reactions of
the willagers, As you pass them voo hear them
tuttering under their breath, and when yvou stop to
refill vour water-bottle, they do their best & ignore
you. The sun is losw in the sky when yvou enter the
small town of Hasrah, in which lies the Temple of
Fourga. You could ravel a few more hours if you
wished, but you would have to spend another night
in the open, Tick off a time box. I you dde on, fum
to 26, It you seek hospitality at the Temple of
Fourga, turn to 4.

164—165

164

You walk across the crystal svastes unfil you come
upon a hoge metal ring embedded in the ground.
From it, a chain with links as thick as your body rises
indn the air, up into the clouds from whichadesolate
moaning is coming. It would be difficult, but yvou
could chimb the chain {tum o 294). Alternatively,
vou could investigate the ereaking sound, which is
still faintlv audible (fom to 237).

165

You return to your quarters and spend the rest of
the night on your uncomfortable straw pallet. Next
moming, a palace guardseman bursts into vour quat-
ters and demands thatyou follosy him. Heleads you
to the antechamber and ushers vou in. No sooner
have you walked past him than the pommel of his
sword descends on the back of your head, and you
crumple to the ground. Tum to 355,
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166

You search the bodies of the Ogre and Uhe Goblin,
bul they possess nothing but a few revolbng
morsels of meat. You carry on down the path some
dislance, noticing the huge clumps of fixgloves
which grow on vour fight. Aftera while you coms
across a path which turns off to the right. I vou have
three mumbers written doswn on your Aaneriuee
Skeel, turn to the paragraph they indicate. Cther-
wise, if you go down the path to the right, wrile the
number 3" afier anv other numbers on vour Adoer-
trere Sheet and turm to 268, If you carry straight on,
write the number 1’ after any other numbers on
vour Adventure Sheet and turn to 17, B you already
have one of these numbers written down, you
should choose the other option.

167-169

You cast about the smoke-filled room for an alterna-
five escape route. Tesl your Luck. If you are Lucky,
turn {0 392 If vou are Unlucky, turmn fo 323.

168
As one, the Crystal Warriors close in and raise their
hammers . _ . weaponless, you resign yourself to

your fate. Your adventure ends here.

169

As Luthaur's body fopples off the plattorm, vou
sheathe your sword and tum to the four nobles,
noww fanked by guards. T act not as a traitor,’ you
say, ‘bul as 2 loyal servant of the House of Rangor’
You explain that someone has deliberately tried Lo
prevent vou from passing on the news of the im-
pending invasion - someone who must be in league
with the invaders! If you wish to accuse one of the
nobles of freachery, fwm to 334. H you have the
Sealed Locket and wish to explain how you came by
it, tom to 320.
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170
You draw sume water from the village well and use
it to clean the sticky mire off Mema. Make a note of
this. Tick off a time box, then turn (o306,

S
‘The black cloud is advancing on you with temifying
speed. You fumble with your tinder-box, cursing
vour clumsy fingers. Test your [uck If you are
Iu{;'lc:,. turmn to zay. I you ane Unlucky, tumn to 284.

172
The ceeature teies Lo slither away between your legs,
but vou grasp it and force it down by silting on ils
back. Although it is slippery, and you are blinded,
you manage to get a firm grip around its neck. You
are about 1o bang its head on the floor when it
begins to sob. Yon pause a moment while your
vision clears, revealing the pathetic figure of =
yvoung girl, coated from head to foutin foul-coelling
green slime. Cautiously you release your grasp and
pick up the slender blow-pipe she used to puff the
blinding dust at you. Pocketing it, you ask the girl
her name. Tum to 315.

173174

173
You take a step towards the silver creature, and he
shakes his head sadly. Flame gouts from his out-
stretched arms, and you are engulfed in fire. These
Mames, howwever, are real © . .

74

You are blinded by the sunlight which streams in
through the window. The bustle of the markel
Below [ilters into the room. You are bathed in sweat
and frembling uncontrollably, the ghastly image
still lingering in your mind. Was it a premonition,
or just your fear ruling your imagination? Your
thoughts are interrupted by a call from Redrah, one
of vour fellow adventurers. Buckling on your
sword, you follow her to Lady Carolina’s audience-
chamber to decide which of you will be the volun-
teers. Although you had intended to stay and
defend the city, you may stll volunteer if you wish
to change vour mind. Will you:

Ride north for the army? Tuien b gz
Scout tn the east? Tum to 104
Stay behind after all? Turni b 182
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175

You land painfully on the soft floor of the pit. To one
side you can make puta single luminous eye regard-
ing you from amid a bulky, shifting mass of mottled
zrey flesh. Beneath the eye is a gaping black mawr,
from which come ghastly sucking noises, It is &
Cluagrant, a horror bred by only the most loathsome
and warped sorcerers. You have only a moment in
which to act. Will you:

Use a blow-pipe, if vou have

omne which has not been used? Tum to 378
Use the Spitting Fly, if vou

know 1t? Turn to 324
Fight the horror with your

sword? Twrn bo 314
Flee up the rough walls of

the pit? Tuarn te 18

1i7h
You eventually find a small forry creature hiding
beneath a rotbing log. While it is stll startled, vou
whisk it into your backpack and hurry back to the
hut, which you find with surprising ease. Back
mside, the woman greets vou quite pleasantly, in-
troduces her serpent Caduceus to you, and tells
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yiu that her name 15 Aletheia. Caducens swallows
vour gilt whole and wraps himsell affectionately
round your shoulders, while Aletheia tells you =
little aboul him. Turn 1o 307,
7

Cross 1 setof Provisions and 4 Gold Pieces off your
Adventire Bheel. Tasbadh ereedily gulps down the
food you give him and pockets the coins. With 2
loud belch, he says, ‘Right, lel's get our heads down
for the night” and commandeers your blanket
which you had draped over the horse behind you.
‘Betler make a five 1o keep the beasts away! he says,
seftling himsell down in your warm blankel. You
spend a cold night, tending the fire and liskening to
Tasbadh’s mighty snoring. The nexl moming, Tas-
badh seems a little better, but urgently he remimds
vou of the Death Spell which is sgueezing the life
from him. Soeon yon are on your way B Gebaan. No
sooner have you ridden into the village than Tas-
badh springs off vour steed and humies away infs a
larpe building. You nolice a lurid sign oulside: "The
Purple Poignard’, Surely the Iealer doesn’'thve ina
lavern? Tick off a time box, 1 vou have the Golden
Fist, tum o 121 If not, turn to10g.

178
Your opponent seems b anticipate vour move, and
dodges back behind you. The blade of his knife
pricks wvour jugular. Across the way a group of
townstolk are staring at vou expectantly. Tum
o 2n0.

170—182

179

You race down to the charet, brandishing your
sword wildly. The Crystal Sprite spots you and
flees. Leaping on to the chariot, you grab the reins
and yell at the Ectovalts to move. They ignome you.
All your efforts to get the chariot moving are in vain,
You are stranded, alome in the crvstal wastes. Youor
adveniture ends here.

1530
the Troll scon disappears off into the undergrowth,
shll dragging the sapling behind it. You splash your
face with the river waker and prepare to carmy on,
refreshed by yourrest. Turn to 381.

181

You are stll locked i battle with the Caveman as
the first homets swarm into the cave. You launch a
kick at the pnmitive ceature, then dive for the
Iheera forch. You are too late. The torch has gune
out, and the Caveman is too stupid to recognize the
threat of the hormels. His bone crashes on yvouor
head.

182
Tow much for that one?” says the greasy-haired
peasant, pointing at a rust-coated sword on a mar-
ket stall. “Wot, this?' replies the stallholder, pulling
it from a jumbled pile. More 'n you can affoed,
matev. This "un’s not for sticking vour pigs with,
Fangthane steel, this. Pulled it from the ruins of
Kallamehr meself, I did, a few years back, Last a
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Tum of Turns, it will, whichis more n could be said
for its last owner, Wot a mess they was!” Many years
have pasﬁ-ed since the fall of T-..allarnahr You shared
the fate which overwhelmed il. Your remains lis
unmeurned amoeng the rubble and debrnis.

183
You waste no Hme in retdeving your horse and
setting out from the city. You ride sast along the
game roate you used those few fateful days earlier.
Tick off a ime box. If vou have heard of Enthymess
and wish to search for him, turn to 5. Othernwise,
turm to 325,

183
Your Blows are useless against the blubbery, ten-
tacled thing. It closes its grip on yow, and you are
engulfed by the writhing mass — to be slowly
digested by the crealure.

155
The guards chuckle with glee and pocket the
money. One of them leads you through the gates
and into a small antechamber. T fetch someone
who can help,’ he says and slips out of the room.
¥ ou waait for a while. Tum to 3100

18h—1HE

186
You hurriedly wind back the string of the bow and
snap in a bolt. You must shoot the jailer before he
seeswhat vou are up to. Roll tvo dice. 1Ethe regultis
less than your skiLL, fum fo 227, IF the result is
gragler tnan or SJual (0 Vour SKTLL, tuen to 240,

187
You step over the slimy green corpses and [ake the
oppotiunity o examine the objects you have picked
up: 2 52t of priceless gems, shaped like eyes, and a
jewelled Hara. To vour experienced gaze they look
magical, so you stow them in vour pack and make
vour way along the passapge. Soom it leads into a
round chamber. Turn to 8z.

188
You take the black-clad figure by surprise, and it
splutters as vou catch it full on the chesl. You must
fight the Winged Assassin for three rounds, Re-
member, you may nol score a billing blow on it; you
are wieak from lack of rest, soreduce your skiLLby 2
WINCED ASSASSIN  SKILL 5  STaMINA 10

If you are still alive at the end of three rounds, turn
to 79,
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18

The mussile speeds Fi‘tTEI{thgﬂ.t oo, but too Tow, and
passes harmiessly between your legs: There s o
strangled velp from behind you, and you hurn to see
a Goblin with sword raised, staring insurprise at the
bolt, which = protruding trom his belly. “MNice
shootmg, Gok. Next time [ use the orossbow,” he
croaks, and topples backavards. The Goblin who
fired the crossbow flings ik puiltily asideand draws a
small knife from his belt. He charges towards vou
with a curse;, and vou prepare for battle. But after
three steps he is whipped off his feet and yanked
violently upwards by a noose-trap. 'Got im!’ saysa
voice near by, and vet another Goblin comes inlo
view, holding the other end of the rope. When he
se=s you, his jaw deops and he lels go of the rope,
dropping his accomplice in a heap and flesing, Yo
chuckle to vourself and advance up the path, mar-
velling at the Goblins” mcompetence, A litfle further
on, vou hear more Goblin voices ahead. *Don’l
wurry Gublh, I'll pulp im, says a squeaky voice.
You saunter contidently round a bend in the path,
unly fo find yourself faomg an enormons Qgre, his
tiny Goblin-<ized head glaring Iuriously al-you.
Behind lm cowers the Goblin you encountered
earlicr.

SHELL STAMINA
DGEE T Iz
GOBLIN 5 1

Fight them one at a time, the Ogre first, TEyou defeat
thern both, turn to 166.
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Your sword Aashes towards the Gatherer and im-
pales him through the chest. He leans forward and
grasps ils pommel, then pulls it from him with a
grating noise, as ol metal on bone. Then he raises it
and charges at you. The last thing vou see are the
skeletal features beneath his cowl.

191

The villagers are not {rained warriors, and iwo fall
straight away to your assault, Behind them, three
more block yout path with their sickles.

SKILL STAMINA
First ¥ILLAGER 4 3
Second VILLAGER 3 3

Tight the first two villagers simultaneously. Each
will have a separate atlack on you during each
Attack Round, bul you must choose at the begm-
ning of each Attack Round which of the tiwo vou will

192~143

fight Atisck vour chosen target as in a nommal
battle. Against the other, throw for vour Attack
Strengih in the normal way, bubvow will not wound
him if vour Allack Strength is greater; vou will have
merely parmied his blow. TF his Attack Strength is
greater, he will have wounded you in the normal
way. If you defeat the first bwo villagers, a third stll
bars your way to your horse.

Third VILL AGER SKILL j STAMINA 3

It ¥ou win, fum to 347-

9

As your horse falls lorward, vou leap from the
saddle, but your foot tangles in the stimip and vou
ate dashed to the ground. Lose 2 sTAMINA points,
You stagwer o your feet and are dismayed to find
that the proud mare vou chose is now lamed. You
cannot contimue your joamey on her, but must
search for a village to get a new homse. Tam to 155-

193
A silvery shape shoots past your head and crashes
into the ground, shattering into a million milky
droplets, These re-form into a grotesque winged
repiile, its imbless translucent body pulsing with
unnaiural energy. A vidous beak protrudes from its
bulbous head, and milky eyes full of malice peer
balefully around. The Ectovult lounders about until
it bumps into a silver chalice, which it greedily con-
sumes, The winged hormor then flies off with the
chahice shill visible, quivering inside ils body. [ vou
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have a crosshow and wish to shoot the Ectowvult,
turn bo z7a. Ctherwise, turn &0 322,

104

While you are writhing from the effecis of the dust,
wou hear the door of the house slam, and ninning
iﬂMstEps fading away. When your vision finafly
returns, you see the empty cupboard in front of vou,
sticky green footmarks leading out of it. 1f you have
not yet scarched the desk in the comner and wish to
do so, turmn to 158. Otherwise vou may follow the
fauksbeps, (turn fo zo6).

295

You cut down the first Murkuaron on the spot, and
prepare to battle the remaining three. They look
round fearfully, but remain braced against the door.
Tug late, you realize they were trying te hold the
door shut rather than open it. Seconds later, the
doer gives way and squat, scaly creatures flood in.
The Kokomokea swarm all over the Murkurons,
and four charge al vou.

SKILL STAMINA

Tirst KOKOMOKOA 6 3
Second KOKOMOKOA 3 3
Third KOKOMOKOA 3 b
Fourth KOKOMOKOA 3 5

You must fight the Kokomokoa one at a time. Re-
member: if you do not have your sword, your
Attack is at — 2, and you may not score killing Hoes.
If you defeat them, turn to 370.

1g6-108

196
Your sword is loo small b use against Bythos, so
you may not strike blling Blees, If you have Barolo's
buckler it too iz useless, 2o vou will Iose its SKIEL
bonus.

BYTHOS SKILL 10
If vou defeat Bythos, burn o 20,

STAMINA 10

197
You point Mema's slender tube up at the jailer and
blow hard. A cloud of black powder shoots inlo the
air, and then descends on you. Soun you are
coughing and choking, and the laughter of the jailer
from up above does little to case vour discomfart,
Turn to 352

198

You explain to the guard that you couldn't sleep,
and that you fanced some fresh air and the view
from the battlements. He eyes vou suspiciously and
Lells you thatonly palace guardsmen are allowed on
to the battlements. You apologize profusely and
returmn B the courtyard, knowing Lhat he is watch-
ing vou all the way. Turn ko165,
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The cloud of black homets swirls round you, and
vou curse as the breeze picks up, dissipating the
Jhevra smoke. The homets are closing in on you, Tf
you flee back up the hillside, turn to 386. If you
make for the dver which tuns along the valley to
vour right. turn o £2. If vou make for the cave
enirance you passed. bum to 106.

203

You cry outin alarm, but the townsfolk just point at
you and laugh. "So that's the way a hero gels lo be
famous nowadays, 518 asks the graff voice, and
yom uu-::ldenl'.r"ecugn_ze itas thatof Barola, your ald
blade-master. Fle spins vou round and pockets his
Lmife. You notice that he now has a wooden left leg,
buthe makes nomention of it Yomr'd bestcome and
stay with me,” he suggests. Turnio 375

200
Omne of the Crvstal Warriors strides in your direclion
and swings its hammer. You try to defend yourself
with vour sword, but it glances harmlessly off the
carrior. I you have an onyx sceptre ora Hu]den fist;
-_‘lr'-ﬂ' wish to use it as a makeshift club, lum to 62, U
you wizgh to rrapple the warrior, fom to 305.

el g
You shin up the nearest leg until youo find yourself
clinging: close to the bottom of the hut. Looking
alomg the base, vou can make out an opening sctin
the middle. The only way to reach it is to grab the
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supporting beams and swing your way into it, legs
first. ¥ou lock down at the ground, which seems
even further away than vou had imagined. Boll bwo
dice. If the result is less than your sEILL, furm to 337-
If the result is graster thon or equal fo your SKILL, tum
to zz2g.

203
Before long, vou chance upon a host of crysial
stabues, their sermed ranks streiching away info the
mist. Looking closer, you see that each i a human
entombed within a crystal shell. If vou bear the
wound which changes colour, turn to 32, Other-
wige, tum to 75.

204
Suddenly you hear the sound of grating metal near
by. Behind you is a small metal door which leads
into one of the outbuildings of the palace. A key
is turning in the lock. You flatten vourself against
the wall by the side of the door. It is flung
outward, nearly crushing vou, From yvour hiding-
place behind the door you hear several voices. You
recognize one as that of Luthaur, the tritorous
adventurer wheo embamassed vou in fromt of
Dunyazad. Tut up quite a struggle, eh, lads? he
savs. Yes, Luthaue, they don't call him Ramedes
the Invincible for nothing —even with enough brew
ingide him to drop a dragon, he fought hke a dozen
men.” Don’t worry, the other one'll be a lot easier”

205=20

Do they mean you? The voices reach the other end
of the courtyard and you hear a door slam. For
some reason, they've left this door open. If vou
creep cautionsly down the passage the men came
out of, tuen to 363 If you slip back to vour pallet in
the setvanis’ quarters, turn to 165. I vi wish to
spend the rest of the night hidden in the stables,
hurm B x37.

205
You feel a tremendous pressure as your body
crumples. The palace fades from view and you lose
consdousness. Youawakenin arice paddy. Thereis
nobody about, so you wade to the nearest path and
make vour way along it. It leads lo a village, but this
village, like the others vou came across earlier in
your wanderings, 15 deserted. You hurry on
through Kallamehr, passing through more deserted
settlements. When you arrive at Kallamehr, you
realize the extent of your failure. You have defeated
Brthos, but Kallamehr has lost almost all of ity
people. You mav have saved your own skin, but at
the cost of thousands of innocent people. Youare no
hero.

2o
Dutside the building, the sticky patches lead along
the main street towards the far zate. You feteh your
horse and mount up. Unfortunately the trail gets
fainter and fainter as it goes on and, by the time you
reach the gate, the footsteps are barely visible in the
dusl. You realize that vour quarry has eluded you.
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Disappointed, you continue your joumey. Tum
to 2z,

207

¥ou wrest the sapling from the Troll's dead fingers,
and start tearing off the leaves and stuffing them n
your backpack. Once you have stripped the free,
you head back to the river, finding yourselfon a trail
which runs along the bank. Tum to133.

208

A ragged cheer goes up from the villagers as you
give your assent. You are led back to the hut, and
maore {ood is brought. The old woman advises you
to prepare for the test which awaits you, but she
seems unable to explain its nature. The more she
speaks to you, the madder she seems, and wou
begin to doubt her prophecy- But who are vou 10
complain? You setile back io rest, strng up
through the smoke-hole at the bright moon. Tum
to 3149,

Z0g
THow many of the following items do you possess:
eye-shaped wems, jewelled tiara, gem-encrusied
breastplate, feather boots, golden fst, pearl-nizid
skull, onyx sceptree, arystal globe? I you have fecer
than four, buen to 351: If you have four or more. fum
to 393.

210—-21x

210
The guards are tzken aback when they find them-
selves stadng at the blade of your sword. They look
at each other briefly, then one shouts, ‘Get im!" 1
you have Sige’s pomander and are slill wearing it,
turn to 853 Otherwise, fom to 242

11
A= you watch, the ant-covered hand geabs a stick
which was lving near by. Tt then withdraws back
into the hole, and vou hear scraping noises coming,
from within. You are not enbirely sure what is going
on within the mound, but you ane glad that yoll
didn't getinvolved. Turn to 58,

212

You walk slowly up to the chaript and climb in,
while the Crystal Sprite bows reverently. Then he
etz out 2 high-pitched yell, and the Ectovalts lurch
off. Soon vou are skimming across the plain at
brezthiaking speed. A few minutes later, the spires
of a fantastic crystal palace rise up belore you,
arcled by hundreds of screeching Ectovalts. You
can fully grasp the size of the palace only when you
ntar its enormouns entrance. The boilding is many
hurdreds of yards high and is, formed, it seems,
from the same coystal vou have been travelling on,
You enter a mighly chamber, and the chariot stops.
Yoo chimb out just as another robed fipure rushes
up. You're late!” he hisses. "Our Master retums and
his broth is not vet preparcd! IF you fail, you will
sulfer his crystal breath, Hurry!® You follow him
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across the chambeer into another of similar size, in
which a weird cauldron sits, Approaching, you re-
alize thal il is a goblet over three feet high, fashioned
for some mighty hand. Another cowled figurne sits
stirring the brew within, waiting for you to empfty
vour sack. You pour the contents into the cauldron
and watch it darken ko a murky green. The wvo
cowled fipures depart silently, leaving you alone
with the goblet. If you drink some of the broth, tum
tor 45. 1 you add something to it, fum to 131 B you
knock it over, turmn to 365,

213
Pressing straighi on, you find the undergrowih
creeping on to the path ahead of you. Soon if
becomes difficult to push your way through it. You
laboriously hack vour way through {lose 1 point of
STAMINA], finally reaching a clearing from which
three other paths lead. If you take the path on the
left, tum to 123. If you take the centze path, fom o
132. U vou take the path on the right, furn to 32

214
There are three dark shapes. As they creep into the
firelipht vou zee that they are Black Elves. Two of
them begin to go through your baggage, while the
third approaches you warly. Choosing vour mo-
ment with care, vou wait until the EIf is bending
over you before acting. Your sword sweeps in 2
wide arc, coming to a juddering halt in his side. He
crumples and you leap lo vour feet, jerking vour
sword from the lifeless body. The other two Elves

215

tumm with a yelp, dropping vour possessions. Turn
(0 T30

215
The roaring get= louder, and you can see nothing in
the blackness ahead. Then vou are dashed against
something hard and metallic. The river plunges
down throngh a grating, but you are safe. Casting
argund, you find that the grating is littered with
objects. You grab a few, then feel your way across
the graling, showered by sprav as you go. The
grating leads to a hunnel set in the rock, a tunnel
dimly lit by luminescent algae. Down the slimy
runnel are creeping two reptilian Kokomokoa, squat
green creatures with abnormally large heads and
ﬂ':almm:l- vellow eyes. They drop the baskets they
were carrying and attack.

SEILL STAMIMNA
Frst KOKOMOKOA 5 6
Second KOKOMOKOA 2 <

If your do not have your sword, you fightat —2, and
may not strike killing blowes. If you defeat them, furn
to 18y
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Many years ago, Barolo was your tuter in the
treacherous north lands. He gave vou vour fine
sword when he felt that vou had learned enough
from him to deserve it. He weleomes you warmly bo
his house and apologizes for its dilapidated condi-
ton. While you sit recounting some of your past
adventures, he lakes your sword and cradles it
lovingly in his hand, testing its weight and balance.
Your slory is interrupled by a fainl scrabbling [rom
the comer of the Toom. You are about to get up to
mmvestigate, but Barolo acls faster. Belore vou can
torn vour head, he twists in his chair and the sword
flies from his hands. You go to reteieve itand find it
has impaled the shll-bwitching body of a rat. Barelo
chuckles. "The one technigue [never taught vou,’ he
sayx. ‘Tt is not wise for @ master to teach his pupil
everything until he knows he can troly trust him or
her.” Barola tells vou that he is now prepared to
hand his last secret on to you i you wish, but yvou
will need to sacrifice the rest of the night's sleep o
lemmn it. IF yvou wish to learn how Lo throw your
sword, turm by 226 If you would rather get some
rest, furm b 375.




z17=218

217
A spark leaps from your tinder and lodgesin the dry
cloth, You cup your hand round it and blow franti-
cally. The spark takes, and ihe Jheera starts o
smeulder. Looking up, vou see the pulsing black-
ness neatly upon yonr. Turn 0 199.

218

You lower yourself slowly down the wall until you
are level with the swindow. Then you crane your
head round to peer through it Inside, Dunyazad of
[kIvtyan sits on the {loor, carefully packing dothing
and jewellery into a small iron-bound frunk
Obviously she is preparing for an urgent joumey
_ . .ot escape, You heave vourself back up onto the
roof. If this was the third window you looked in,
furn to 25. Otherwise, you may refurn o your
quarters {tum to 151), or investigate any of the
fullowing if you have not done =o already:

The far left wall Tum to 397
The left centre wall Turmn 10 g4
The far right wall Tum to 340

210—221

219

You pass through a band of doud into the starry
voud you fell through earlier. Above vou, a wall of
<ells hangs imposzibly. The moans of the prisoners
spur you on buf, when vou reach the top of the
chain, you realize just how hopsless their plight is.
There are no doors into their cells, only thick inon
bars. You have found the stolen spirts of Kal-
Lmehr’s countryfolk, vicims of Bythos's hornets.
Their earthlv bodies exist only as zombie-like shells.
Frustrated, you cimb back down the chain and sct
out in search of a means of freeing them. If vou
tolkw the creaking sound, furn 1o 237. Otherwise,
fum to 203

220

You pretend to surrender, then make a running
jump at the weakest-looking priest. A3 you near
mim you launch yourself into the air. Unfortunately
he raices his staff, catching vou a stinging blow on
vour side. Deduct 2 points of sTAMINA. You crash
to the ground and are quickly subdued. The priests
begin fo search ¥ou. If you have the Galden Fist,
furn £ 73. IF you do not have the Golden Fist, turn
o 37g.

231

Ihe way ahead begins to slope downwards, and the
forest foor beneath your feet starts to soften. Soon
vou are squelching through boggy ground, with
mud sucking at vour shins. Fhies begin to home in
on you, and the heat saps vour strength. Tose 1
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point of sTaMINA. Aber an hour’s painful pro-
gress, the ground begins to rise and the back you
arc on turns sharply to the left. Theee is nothing to
distinguish this part of the forest from any of the
others yvou have been through, so you push on
Tick off a fime box and turn to 366,

I3
The corpse tumbles backwards into the wine, which
laps over.il, You pause a moment, but thers is no
motion. I you examine the body, turn lo 142
TF vou wish to leave the cellar straight away, fum

o297,

223
You gallop back the way vou came, pausing from
time o fime to refill your water-bottle. As you spur
YOUL Nare over a srassy 1ise, you suddendy find
yourself shugeling with the reins when she rears
up. omething has distorbed her, something which
lies ahead, You can see nothing, but you catch Lhe
faintest trace af a sour, musty smell. After some
coaxing, vour horse conlinues reluctantdy down
inte the valley and alomg the namow frack which
winds its way up the hillside opposile. You have (o
pick vour way carefully up the steep path, bot
finally vou top the ridge and look down inlo the
valley. Off to your left you can see a column of
smoke riging. Check the iime boxes on vour Adoen-
tiire Sheet, If vou have already marked ten or more
time boxes, fom o 251 Otherwase, tick off a Sme
box and turn Lo g3,

224

R
As he approaches the keep, Ramedes lets out a

blood—curdling roar. He flings the door open and
smashes a guard aside with the Daming brand, Then
he iz inside the keep. You run across the courtyard
as screams and yells begin to fill the air. When you
reach the gate, ¥ou are nearly floored by the body of
2 guard which comes tumbling out. Tnside, in a
small entry-hall, Ramedes is battling six guards,
though more he bloodied and mobonless around
the chamber. He is swinging a halberd as if it were a
sickle, but these ds are wiser, waiting for the
hero to tire before they strike, One is winding a
crossbow and, as vou enter the hall, sword at the
ready, helets fly the bolt. Ramedes takes it fullin the
chest and staggers backwards. He crashes to the
ground and looks up at vou accusingly. e has no
time to speak, for the guards are upon him with
their swords. Then they turn on you. Your adven-
tare ends hare,
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115

Bvthis strides impatently towwards the goblet. “Vou
were nearly late, Gatherer. You know the penalty
for failure!” he says. I vou have been told the ‘secret
of Bythos's power’, tum to 374. Otherwise, it you
have eaten the herbs from Sige’s pomander, fum to
31. U vouwish to flee, turn to 335. You may hold up
the Golden Fist, if vou have it (lurn to 38g). Or vou
may attack him with your sword {furn to 161).

zah

The technique that Barolo calls the Spitting Fly is fo
be used against an opponent only in direst need. By
usingit, you disarm voursell, so youmustbe ceriam
that your blow will be a fatal one. Timay not be used
in the midst of battle, for you must relax vour body
completely. You spend the rest of the night practis-
ingz and, althoagh you can never hope to match the
speed and accuracy of Barole, vou become guite
adept at hitting the targets Barolo sels up for you.
MNext moening vou greet the dawn bleary-eyed and
stiff of imb, Turn e 1g.

227220

227

Yoo loose your bolt at the jeering jailer, praying that
it will pass between the bars of the prlle. Sure
cnough, it finds its mark, impaling the evil man in
mid-cackle. He slumps on to the wrille, the trapdoor
keys dangling from his twitching hands. You
scramble up the rough walls of the pit, observing as
vou do that REamedes has swung over to below the
jailer’s body, reached throogh the grille and
grasped the keys. Soon you are both out of the pit,
recovering from your ordeal. Tum bo 1o.

228

You are standing amid the glowing golden powder
whena tall, cowled figure steps over the rim of the
bowl. He stops his chanling when he sees you and
stoops to pick op a small shard of crystal with' a
skeletzl hand. He fakes each end and pulls it out
until he holds a ragged crvstal javelin, which he
them hurls al you. Instinctiv ely, you mise your
sword to parrv. Roll two dice, Tf the resultis less Hawn
YOUT SEILL, turn to 360. Wil is greater thar or equal o
YOouUE SETEL, tomm fo 27,

224

You are no threat to the legendary acrobats of
Granat. Your grab for the opening falls pitifully
short, and you plunge headlong to the ground,

laruding painfully on your shoulder. Lose 1 point of
STAMINA. Asvou lie panting, you notice the hutis
descendmg towards vou, The spindly legs are bend-
mg!Soon vou are theough the opening. Tum to 37z2.
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You hurmy down the nannel, back towards the river,
comstantly looking over your shoulder. Then you
stumble over something, Tooking down, you see a
tentacle. Turn boza3.

231

As you push onward, you notice dusters of foul
smelling fungus growing on either side of the path.
You have to pick your way carefully along the pat
to avoid disturbing them —in case they carmy poison-
ous spores. You begin to remember tales fold of
southeen forests in which you can lose yourselfina
maze of shifting trackways, wandering in crcles
until death {rom hunger and exhaustion catches up
with you. Ahead of vou, the trail divides into fwo.
You may take the trail which slopes downwards
slightly and to the left (turn to z13), or try the ofher,
which leads off to the right (turn (o 32).

232

¥ou iwist to the left, avoiding the blow, but roll info
your fire. Although it was beginning o die out, you
are still badly burned. Loze 2 points of STAMINA.
You beat the burning embers off your singed hunic
and face vour opponent, weaponless. He is a Black
Elf, and behind him are two more of his kin. As vou

o B e

have mo weapon, you must fght al —2 to your
SKILL, and you cannot score kil blows.

Fiest BLACK ELF

SKILL T STAMINA G

If you win, you may refrieve your sword before the
other two Elves are upon you_ Turn to 120,

233

You dive into the rver bul, weighed down as you
are by vour egquipment, itis all you can do to resist
the strong cwrrent which threatens to sweep you
down-river. Soom the Troll spots vou and begins to
throw rocks at you. Struggling helplescly amid the
wild water, you are a sithing target. & large rock
strikes vou on the head and vou are carried away by
the current. Your sword is swept from your scab-
bard and is lost Lo the wild water as you sink info
unconsciousness. Lose 1 pointofsTamina. Tick off
a time box and turn to 8g.

234

As you make voor way down to the courtyard yvou
hear a blood-curdling seream. Diving through the
door near by, you find vourself in the kitchen. A
figure, wreathed in flames, stagpers about the room
as varous servants vainly fling water at it. After a
few seconds the fiery figure collapses, The cook
fums Lo wou. TE's Janas the page. He justranin here
dutching his chest and flung himself on the fire,’
she says. The bov is dead, Though shocked and
mystfied by the tragedy, you prepare to leave. You
can do nothing here. Turmn to 140.



235

Z35

You dismount and face the mullitude of blank-eyed
peasants as bravely as yvou can. Several of them set
down the palanquin they bear, and from it steps a
richly dressed man, his face deeply scored, his eves
buming with malevolence, His silent horde makes
no move fowards you, but the man gestures them to
advance, his movements calm and deliberate. He
speaks: You'll pay for the slaughter of my winged
servants. You'll pay with your life.” Before you
stands the unsmiling general of this warped army.
Kallamehr's fate lies in vour hands. If vou have the
Reaver's bottle and wish b show it, tom to 55,
Ciherwise, if vou know the Spitting Fly and wish to
use it, tum to 260. Or you may attack him {tum
to 635).




236—238

236

The rope slips rapidly out through the smoke-hole
in the ceiling, just as the first villager bursts info the
hut. They seemrelieved to find vou still alive. Asthe
buzzing sound fades away, you race out of the hut
Silhouetted against the moon is & huge marmow-
shaped ubject which hangs impossibly in the starry
sky. You watch as it dwindles inta the distance.
Then you turn 1o the villagers vou have elected to
protect, They huddle pathetically around you. You
have abandoned your true mission in favour of this
lowly settlement. Kallamehr is doomed. Your ad-
venture ends here,

237

Cautiously you advance, observing more of the
darting shaudows beneath the crysial floor. The
creaking pets louder, and suddenly a crack appears
almost beneath your feet. Then the orysial shatters
and a black shape erupts through it, spraving you
with oily black waler. The black shape shoots op
into the clouds, and vou scrabble for a footing on the
shifting crystal. Roll two dice. If the result is fess thar
your sK1LL, tum to 339. I the resultis yreafer lhan o
el f2 youT SKILL, Turm to 93.

238
You turn dejectedly back to your horse, but stagger
a5 you feel something cotling mound yourleg, Tiis 2
large snake; angrily, you raise vour sword to cut il
down. Before you can strike, the snake speaks
sofily. Don't you tecognize me? T am Caduceus.

I30=240

Bythos has fled fo the Abyss. You must follow him
there if you wish to save these people, for En-
thymesis has failed. The river in this valley flows
underground and passes through a cavern in which
there is 2 gateway lo that region. Go now, lse no
time.” He slithers away and you hurry over to the
mver. Using a rotting log as a makeshiftraft, you ane
soon racing with the comrent. Tum to Bg.

230
You wake up in a dank cell. Your whaole body aches

from the beating the priests have given you (lose 2
points of sTAMIN A). You still have all vour posses-
sions with vou, except the Golden Fist {cross it off
vour Adventure Sheet). After making vou wail for
several hours, a priest arrives al your cell: He tells
Yl refuctanﬂy that you are to be freed, on the
orders of Lady Dunvazad. Soon yvou have your
horse back, and vou are off once more. Tick off Hvo
lime boxes and turm fo 7.

240

Your bolt rebounds from the metal grille and, before
vou can reload, the jailer has backed away from the
grille, abandoning vou to vour fate, Tum to 352,




241—242

241

You smash the javelin aside. The Gatherer reaches
down for another piece of arystal, but you are foo
quick for him. You leap a1 him as he lifs his crwstal
WERPLITL.

CATHERER SKILL f cTAMINAS
1t you defeat him, turm to 318.
You must fight the guards.

SKILL STAMINA
First GUARD 7 g
Second GUTARD B T

You lave to fizht both the guards logether. Al the
beginming of each Atlack Round, you must decide
which of the two you arc going o fight; recolve the
battle against him as normal. You should also mi_i
twi dice to determine yvour Attack Strength agamst
the other guard, then o dice agsin for his .—-".ﬁ:ru-_l-:
Shength against you for that Attack Round. You
will not injure himif vour Attack Strengthis greater,
vou will simply parry his Blow. If his Artack
Steength is greater than yours, then he will 1-:'nu_:ui
vou in the normal way. If you defeat both the
glardsmen, tum o150,

43245

Many hours go by while vou scour the forest for
snake food. Tick off a time box, then retum to 395
and try again. If you run out of time or LuCk, your
adventure is over.

1

As you approach the row of puppets, your left foot
squelches in something and skids. You have trod-
den in a sticky green footprint, one of a line which -
leads from the cupboard to the table and back again,
The cupboard before you is crudely daubed with a
rune: the sign of a single arrow. If you open the
cupboard with your sword, ready to sirike, tum to
76. Tf Fou open it normally, turn Lo 37.

245

A tall cowled figure walks inko the bowl, chanting all
the tme, and reverently collects up the golden
powder into a silken sack. He is chanting ‘Broth for
my Master! Broth for Bythos! Magical broth makes
the Master of the Abyss!” If you spring ko attack him,
furn to 134 If you creep round the rim of the bowl to
surpris= him as he leaves, furn to go. I you follow
him as he leaves, tum to 112,



246-247

246

Your manoeuyTe is successful, You grip his weapon
hand {irmly and drive vour Fee hand indo his jaw,
threwing him off balance. With a nest flick of the
wrizl, you force the knife from his grip, and send
him fumbling to the floor. As he does so, you
recognize the grizzled festures of your old blads
master, Barola. He has changed greatly in the pact
years, and now sports @ weoden leg; but he looks
pleased to see vou. ‘Good as ever, eh, young 'un?
Lucky | was going easy on you or I'd have had you
on = dinner plate by now.’ Turn to 216.

7

With a mighty kick of vour legs you push yourself
dowm- Your lunes are bursting as vour hand alighis
onthe hilt of the fabulons sword, and blood pounds
in your head. The effort of [reeing the sword proves
too ruch and vour breath escapes in an explosion of
bubbles, Desperately you thrash your way op-
wards, only to be caught behween two of the lower
bars. As waber enters your lIngs ¥ou Carse wour
greed.

248—249

28
Tou evade the Troll, leaving him to fry to digest his
troublesome meal, and make vour way back to the
nver. There you hurry along the path which leads
along the bank. Tum to153.

259
¥ ou dismount and approach the bundle cantiously.

Ax vou draw closer. you realize that this s no
bundle, but 2 body! You tum over the carpse, {o
reveal the familiar features of Sophia of Blacksand,
You draw back your hand sapidly when it begins 1o
sing painfully. A srevish slinte seems to have saten
mto Sophta's lower body and legs. She must have
Seen the hero sent ko scout out the invading ammy,
tul you cannot begin to swess at the fate which has
overcome her. You contemplate vour choices of
action. If you conlinue with your mission lo the
northern army, turn to 30%. If vou choose to take on
Sophia’sission and scout to the east, tickofla time
box and turn to 329, 7 vou return to Kallamehr to
report, bick off 3 time boxand turm o 594.



250—252

250
You watch as the former prisoners vach take a sip of
the blue liquid. Cne by one they dissolve away in a
blue glowe, until you are left with only the Servants
for company. You look down sadly at the empty
bowl, wondering how long it will be before the
Servants can fill it once more. You can only guess,
The Servants explain that, as Ruler of the Abyss,
vou gain the power of all the lost magical items of
Allansia which are drawn to this realm, but it is
small consalahion for your exile here, IF vou have the
wound which changes coloar, turn to go0. If not,
lurn By aag.

2
After a brisk ride you reach the village and pull up
before the open gates. A line of villagers is silently
marching out through them and off down the road.
You hail them, but they do not even furm their
heads. Mystilied, you edge closer. A well-dressed
fizure detaches itself from the villagers and saunlets
fowards you. The man is munching distractedly at a
ity of pork. Fle tosses the bone over his shoulder,
and turns his attention to vou, fixing you with a
penctrating maze. “Ah, itis vou, “he 53y, apparenl.‘l}
satisfied. With a casual wave of his arfn he gestures
at you. Take this wrelch,” he says as he turns back
to the village. Turm o 313

252
A& you leave the courtyard, you remember that you
have seon no Sign of thn._ ather heroes who were left



253

to defend the city, apart from Luthaur who was al
the funeral. Where have they gone? Making discreet
inquiries at the Parrot-in-a-Cage Inn, you discover
that they all met with unfodunate accidents. One
mysteriously vanished winle walking the rampar
al night; another accidentally shot himself with a
crossbow. StIl ancther was found impaled on one
of the swords carried by the Statue of lushee. There
are many ways to meet an untimely end in Kal-
lamehr. Yours is particularly bizarre. You are walk-
ing dowwn an emply sreet when —

253
Mone of the Murkurons has seen you enter the

room. You realize that three of them are holding the
door shut, while the fourth is intoning a spell: 2 frery
wlony is spreading from his fingers. Then be nolices
vou and pauses, his face struck by panic. Yiech'ny=
Pipphen®’ says a voice in vour head. f youattack the
Murkuron, fum to 173. I vou run to the door, om

tr 48,

254155

254

As you step between the narrow legs, you notice an
opening in the floor of the hut above vou, You are
just wondering how on earth vou are poing to make
it up there when the hut begins tolower, the spindly
legs bending. You position yourself directly under
the opening as the hut descends towards you. Turn
o372,

255

He 15 a sitting target. Convulsed with laughter, he
can do nothing to dodge the blade which flies from
your hands. [t catches him in the belly, and he is still
laughing as he starts o topple . . . tum to 30z



256—250

2%h

The road is deeply rutbed, as if it is often used, but
vou meet no gther travellers. On the slopes around
vou the vegetation grows thicker, and soon vou are
riding through woodland. Then, ahead of you on
the road, you see a charging ox. Tt thunders past,
bellowing madly. A litfle further on, vou see the cart
that it had been shackled to, ditched by the road-
side. Near by lies the still body of another ox; vou
semse movement behind it, and hear revolbing suck-
ing noises. You canter up cautiously. Suddenly
your horse whinnies, and a black-swathed figure
looks up. You cannot penetrate the darkness be-
neath its hood, but you feel a malevolent gaze
trained opon vou, With an inhuman shriek, the
figure races off into the undergrowth with a loping
gait. If you give chase, turn fo 296, If you examine
the ox and carl, turn to13.

257
You race towards the Gatherer, bul he hastily pre-
pares another javelin. Tum to 105,

258
The liguid tastes sour, but it is in fact a Luck Potion.
You may restore your LUCK to its Initia! Tevel, and
increase that Invfal level by 1 point. Mow turn back
o the paragraph you just left.

259
You hurl your sword at the jeering jailer, praying
that if will pass between the bars of the grille, Sure



260

enough, it finds its mark, impaling fhe evil man in
" mid-cackle. He slumps on to the grille, the trapdoor
keys dangling from his twitching hands. You
scramble up the rough walls of the pit, observing as
you do that Ramedes has swung over to below the
jailer's body, reached through the grlle and
grasped the keys. Soon you are both out of the pit,
recovering from your ordeal. Tum to10.

=i

Your sword streaks towards your enemy, but he is
boo fast for you. His owmn sword flashes from iis
scabbard and deflecks vours harmlessly into the
eround. “You are not the only one who knows that
trick,” he says, hurling his blade at you. You have no
time to dodge; his sword impales you through the
chest.

261—263

261
You approach the well, but your way is barred by
several burly peasants, shouting: You're not wel-
come here, horse-thief! Thev don’t lock the sort to
fisten o reason, so you spur your horse out of the
village. Tumto 7.

262
You grab vour possessions and clamber out of the
window. Just as vou are lowering vourself dawn,
the door collapses and a blast of flame guts the
bedroom. Tt is not a great drop to the ground, and
vou land clumsily but unscathed. Tom fo 111,

263
As you step into the sand you feel a tugging at your
feet. You wade further into it; and sink up to your
snees. A few seconds later, you cannol move your
legs, and the sand is up to your waist. As vour head
sinks lower vou take a deep breath, hoping it is not
going to be vouor last. Tam to 383.




264—265

You unfold the scrap of paper. On it is writben:
‘Boware — you arewatched by a thousand eyes.” You
ponder what this strange message can mean, but
arc brought out of vour reverie when you realize
that you are being addressed by Dunyazad of
Tkhtyan. She seems insulted that you have failed to
hear her question, and scowls at vou. At the same
time, the hairs on the nape of your neck prickle. You
feel certain that sumenne in the room is watching
vou carefully —a little too carefully. The meal over,
you prepare fo depart. Tuen Lo 234.

265
Ants are still ceawling over your body, biling vou
viciously., Lose 1 pointof sTasimw 4. You roll around
in the dirt and beat them off desperately. You lear
off vour clothes and brush voursell with leaves,
then beat your clothes against a tree to rid them of
the pests, Tum to 38.

zhbh=267

266
Bythos curses as you grab the chain, and launches a
punch. Tle catches vou in the stornach, and vou
£a5p in pain a5 a chill blast is forced oul of you. I
you now lef go of the chain and attack Bythos, turn
tn 1g6. I you blow on him, tum to 380,

267

As darkness falls, you lie awake on your pallet,
trying to make some sense of the day's events. As
vou ponder, you feel the hairs on the back of your
neck mise. Saining your senses, you make ouk a
faint, familiar buxsing. Your enemy is within the
palace! You snatch up your swword and rush into the
courtyard . Lookmp across ot the keep, vou see a
tlack shadow rise from it and disappear into the
night sky. The keep is the dwelling-place of Kal-
Lamehr's nobiliby: its cenfral tower conlains Lady
Carolina’s private suite and audience-chamber. The
winged creature flew not from the lower itself but
from one of the windows of the keep from which the
tower springs. Tick off a time box. If you go and
mvestipate the keep, turn to 342 If vou return to
your pallst, furn to 165.



268—270

zhd

A little way down the path you enter a small glade,
In the cenfre you can see a slightly mised moeund of
loose carth with a neat circular opening just above
ground level, From it protrudes a black human
hand, scrabbling in the loose soil as If kying to get a
grip. As vou approach, you realize that the hand’s
colour is caused by a crawling layer of ants. If you
rush fo the man's aid and fry to save him, tum to
300. K vou would mther not ke the risk, turn
o zZug.

269

The Troll glances round as you approach, and you
gee him ook down at a crossbow bolt protreding
from his shoulder, then stare al the crossbow you
have slung from your belt. Trolls may be stupid, but
they never forgel someone who has hurt them. He
leaps o his feet and charges at vou, brandishing the
sapling like a club.

FROLL SKILLY STAMINAT

If you defeat the Troll, om to 27

270
If vou have a blow-pipe, hirn lo 2. Otherwise, if vou
have not yet examined the puppets and cupboard
closely, vou may do so (turn to 254} Allernatively,
¥ou may leave the building and make vour way out
of the settlement (tum fo 22).



271274

271
You quickly nock a bolt and let it fly. Tt curves in
a lazy arc, sceming to lose all its power. It floats
gently to the ground, far short of its target. Tum
tor 322,

z72
You lie flat and hold your breath as the footsteps of
the puard come cleser. Then they pause. A voice
rings out: “All right, you. On your feet. Now.’
Eeluctantly you clamber to your feet and tum to face
the guardsman who is covering vou with a cross-
bow. He calls out, and scon you are cirded by
guards who escort you along the walkway to the
guardhouse, where you are warned to skay in yoor
quarters. A guardsman is given instructions (o
make cure you don't try any more midnight
wandering, Turn to 165.

273
The trail ploughs straight through the trees, and
you fraipse along it for an hour or so, with nothing
relicving the monetony. Tick off a time box and turmn
ko 366,

274
You hme your sword-sweep badly, and the javelin
thuds into your shoolder. Grabbing its shaft, you
wabch in terror as vour body starts to crystallize.
Your adventure tnds here.

275=2T7

275
If yos have'drumk Bythos's broth, tumm to 280 TE voua
hawe the Golden Fist and wish to hold it up, turn to
1431 If vour would mther attack Bythos with yoor
sword, fum to 78,

2

Next moming, you peer out at the servants scur-
rving about the cowrtvard, They erect a kind of low
stage, wath a platform behind it Soom a cofbn iz
brought out and laid with great care on the low stage
v & number of poests. Yoo puess that the coffim is
Lady Carclina's, and that her body is being brought
out s0 that her subjects mav payv their last respects.
Madhaerios, Dunvazad of Ikhtivan, Asiah Albudur
and Sige the Silent all file put and Eake their places
on the platierm overlooking the catatalque. I'hen
the mmards open the gates and allow the citizens to
file reverently in. When the courtyard is full of
people, you leave your hiding-place and mingle
with them. Turn to 344.

277

You wade inbo the river and are quickly caught by

the current. When you reach the iron bars, vou find
them stordy and unmovable. Feeling down with
vour feet, vou find that they extend a good distance
beneath the surface of the river. If you swim back to
the bank and investipate the tunnel, turn to-24. L
vou fry to swim under the grille, tum fo 127,



ay8—a7g

278

You continue to toss and tum ancomtortably. De-
duct 2 points of sTaMina and tick off a time box.
While staring at the skylight in the ceiling yoo
suddenly become aware of a rich, acrid smell, You
wrnnkle your nose, frving to frace ibs source, then
realize that the room is [lling up with swisling
smaoke. The door is onthined wath a red glow, and
voucan feel the heat coming [rom it A loud buzzing
noise from the window distracts von; looking cwver
to i, you see a black<cloaked figure which hovers
just sufside TF vou mush straight over to attack the
figure wilh vour fisls, turn to 183, L vou go to grab
vour sword, fum fo 367-

274

With consummate grace, Sige rises to her feel and
looks around her. She walks slowly’ oyver to the
colfin and stands before il She lowers her head
twwards Caroling, then stops and straightens up
again. She speaks, and though her volee sounds as
guict as the breath of a breeze upon grass, you know
that it can be heard in every part of the courlvard.
Why must [ bow before the orders of this Tying
upstart? This is intolerable, an obscenily!’ She is
trembling with rage, but her features remain as
plarcid as ever.
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Ther a brave soul from the crowd shouts oul, ‘Pay
vour tespects!” and the crowd back him up with
shouls and calls. 'Chiici? Sige silences the crowd
with one word. Then she bends over Carolinag onoe
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mare. Aninstant later, she has grasped the jewelled
Sword of Office from the dead fingers which held i,
and swines it violently at you. You twist to deflect
the blow, but the flat of the blade catches you pain-
fully on the shoulder. Lose 2 points of sTasixa,
Now you must battle Sige, the traitor of Kallamehr.

SIGE THE SILENT SKILL 7 STAMINA G

IF you defeat her, tum to 384.
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280

The nauseous {eeling vou had when vou drenk
Bythos's brew returmns even more sirongly. You gag
involuntarily, then whine in pain as your body
twisls and buckles. Your robe is <plit as you burst
gutof it, prowing all the ine, Bythos standsaghact,
walching your fransformation. “No! Mot you! 1 nere
can be unly one Masler! he howls. i draws in his
breath sharply, then lets vut a freezing blast at you.
The crystals which form on your skin quickly mell
and drip from you, and you advance on him. He
dodyes to one side, then leaps for the wall. With a
blow from his fist, he smashes a jagged hole init and
leaps through. If vou leap through the hole affer
him, turn to 29g. If you leave the chamber through
the door you came in by, turn to 354,

281—»8a

281

The buzzing sound =oun fades away, but you are
glad you chuse to be careful. Pushing through a wall
of undergrowth vou find you rae]fstﬁ.rmg down into
a deep gorge. You search all round the edge of the
precipice, and scan the bottom of the gorge for sigms
of your guarry, but vou see nothing. Somehow he
has vamished Into thin air. Tum to 134,

282
Aletheiais despondent, bul you remember the Troll
¥Ou saw carrying 2 saplimg by the banks of the river.
Quickly, you des.cﬁbe the tree to her, and she
confitmns that it is indeed the Theera. “You mest poat
once and rescue the leaves,.” she savs. Toentrol the
paths of the shifting forest—follow the trail and you
will reach the over, When you have the leaves, the
path will lead you safelv back to the glade where
you left vour horse. Be sure you never retum to this
place - [ will not be so welcoming a second time!
You hurry from the hul and along the only path



283—28g

leading out of the dearing. Minuotes later, vou reach
the tiver at the spot where you saw the Iroll. You
find his clumsy footprints in the soft mud and
fullony them into the forest. A little wayin, you come
upon him crouching by a large hole in the ground,
vainly frying to poke the sapling inloil. W vou shota
crossbow bolt at the Troll when you saw him earlier,
turn to 260, If not, murn to 122,

283
Mema grips your mare’s mane firmly with both
hands. She lets outa whimper of terror, then points
into the black army. At first you cannot see what che
1% pointing at, then you notice a pulsing black mist
hanging in the air. If you have washed the green
sline off hdema, tum to16. If not, tum to Go.

284
A spark leaps from yourtinder and lodges in the doy
clath. ou cup your hand round it and blow rant-
cally, bul succeed only in extinguishing it In your
haste you have dropped vour finder-box, and you
look up lo see the cloud of black homeks almost
upom you. Tum to 113

28g
The brownish liquid tastes sweet and not at 3l
unpleasant, Your stemach warms toit, and afler a
shorl while you notice a Hingling sencation in your
fewt. TTowever, nothing else seems to happen, and
soon evel Lhe tingling fades away. Tom badk to the
paragraph vou just left,

286—287

2B6

A single blow is enough to unbalance the statue, [t
totters, then lips over and shatters. Sige picks her-
=olf up from the ruined crvstal and bows. “You have
my etemmal gratitude,” she says, ‘and in refummn Fmust
mive you something: the secret of Bythos's power.
On this plane, magical items and charms are use-
kesy, but Fangihane steel bites true. Bythos has no
defence against such a blade, so don't let him frick
you_ I bid vou farewell’ She horoes off into the
mist; you make to follow, but soon lose sight of her.
As you contimue, you hear an ominous creaking
sound. Turm to 237,

287
You find the going is hard across country, and you
waste precious time teying to find the best way
round a woid before getting back om B a road. Tick
off hwo time boxes and turn to 7.
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288
The mighty walls that seemed so secure when you
pazsed through the by gates somehow look less
sturdy from the inside. A frightened city is huddled
behind them, and looking out of the window vou
sense the people’s fear. You hurn and find yourself
gazing at vour reflection in the omate mitror oppo-
site. What have vou let yourselfin for? Youmay bea
hera, but that doesn’t mean you don’t get seared.
You focus on vour image in the mirror, catching a
furry reflechon of the darkening window.. Sud-
denly you are in darkness, save for a dim reddish
glow. There is a scrabbling at the window, but you
areunable to tear your eves from the mirror, A hide-
ously scatred and discoloured figure drags himself
through the opening. More twisted fingers and
hands claw the @l behind him as he Turches -
wards you. You scream, and jerk your body round
toy face the harmmor (fom to 174)-
J

The jailer ies dead at your feet, but you know that
¥ou are too late to save his captive from a horrible
fate. You will have to find somewhere to spend the
rest of the night in safety. If vou wish to hide in the
stables, turn to 137. If you go back to your pallet in
U servants’ quarters, turn o165,



290-292

290

You pass through rich cultivaled lands, the eslates
of the wealthy nobles of Kallamehr, until you see
the welcoming sight of the Rangor Towerup ahead.
Tick off a time box and turm to b7-

291

As he topples to the ground, Bylhos sneers: "You
may have defeated me, but the people of Kallamehr
swill float in the void for ever? You return to the
palace, where the Servanls prociaim vou the new
Ruler of the Abyss, bul your victory is an emply
one. You have failed Kallamehr-

202

You drop on your kneesand spin round, reaching o
erab his weapon arm with your left hand, and
pushing with your right. Roll hwo dice. If the resull
5 Jews tham your sx1LL, turn to 246. If the result is
grealer Yhan or eyual {0 your SKILL, tum to 178,

293294

293

In the leather pouch 15 a larpe round locket, intri-
cately crafted from platinum and other rare metals.
1t i= set with blue stones, arranpged in what 18 unmis-
takably the Seal of the House of Rangor. The clasp 15
carved in the shape of two interlocked silver dol-
phins; ity as you may, vou cannot prise them apart,
though vou feel that it is only magical power which
is keeping them together, Stoswing the locket away
carcfully, vou settle down tor the night. The com-
maotion in the courtyard has subsided. Tick off a
Lime box. Turn o 276

2494
You pull yoursell up and on to the metal ring, then

begin vour slow progress up the smooth metallic
chain. Roll one die. I you roll 14, burn to 124, you
moll 5 or 6, turn D z1g.



205

205

That heady mash of hecbs you carry does more than
vou may think,” says the woman. You will knowr of
its sleep-stealing properties, | warrant. But i
powers on this plane are as nothing compared fo
those it holds in the Abyss, Eaten in that mysic
region it will protect you from the Master’s crystal
breath. Eaten here, itwill turmn vour stomach —that
all! You are verv lucky to have such a gifi; the Faa,
hiaet and Teth herbs are extremely tare.” As che
speaks, you feel a soft wetght upon vour shoulders.
Y¥ou turn your head to find vourself stanng into the
eves of a serpent. You shudder and aulomatically
grab for it. But it is too fast for you. In an mstant =
thick coils are wrapped around yvour neck. Mest
Caduceus,” says the woman. Make a note of the
names-of the herbs in order on vour Adveniure Sheet
and turn 1o 3o7.

Dismounting with a single bound, you crash off Into
the greenery after the black-clad fiend. After a fow
minutes you are forced to stop for a second to
clamber over 2 fallen log. Asvou do so, vou hear the
crack of breaking undergrowth, followed by a loud
buzzing sound coming from ahead of you. If you
sprint towards the noise, hoping to catch up with its
sgurce, [ o 373- If you move forward caubiously,
tiorm by 281

247
You wade frantically towards the steps, gripped by
an irrational compulsion to leave this place, Your
fearis proved well founded when you glance back to
zee the man vou thought you killed rising from the
wine and staggering towards you. You race up the
steps and slam the trapdoor, then roll the cask back
on top of it. As you leave the shop the pounding
starts up again. Tum to 128



208—300

268

You bow your head and raise your hands in mock
surrender. Then, in une fluid motion, you reach
back with your right hand to grasp the hilt of your
sword from its scabbard on your back. Before the
guard can even register surprise and loose off & bolt
from hiz erossbow, the sword flies from its scabbard
and straight into his midriff. He topples back sound-
lessly on to the walkway. You hurry up and retrieve
the sword. You may also take the guard’s crossbow
if you wish, though it is rather cumbersome. Then -
you push his body off the wall, down into the

courtvard. Tum to g1

200
Yoz are right behind Bythos as he flees across the
arystal wastes. He finally slides to a halt at a place
where a chain leads up into the douds from a hoop
in the ground. He grabs it and starts to tug, but
before he can break the chain you are upon him.

BY THOS SKEILL IO STAMINA 10

You may niot use your sword, so you may not strike
Elling blows. If you haveit, you may not use Barolo's
buc{-:]m- either, so you lose the sKILL bomus it nor-
mally gives you. If you defeat Bythos, turn to1o8.

300
As vou grasp the poor feliow's hand and start to
pull, the ants begin crawling from his hand on to
yours. By the time you have him pulled free of the
ani-hill, your arm is a mass of biting ants. But they



300

are driven from your mind by the sight of the man
you have rescred: he 15 covered from head to foot
with ants, and seems none the worse forit. Heisa
Symbiote, a foul mutant wholives with the ants that
cover him in mutual co-operation. The ants which
are biting your arms are beginning to draw blood
{lose 1 point of sTAMIN a), and you realize that they
are softening you up so that their host an overcome
vou: You must kill him before you are eaten alive!

ANT 5YMBIOTE SKEILL 6

Every lime the Symbiote wing an Attack Round
against you, more ants will aawl on o you and
begin biting. Make a note of how many Atiack
Rounds the Symbicte wins. When he has won
three, there will be so many ants on you that yoo
will Tose an additional 1 point of sTamina per
round, [f vou deleat the Symbiote, furn o265,

STAMINA 10

301—302

3u1
Lhe remainder of your journey passesuneventfully.
ou armive on the borders of Kallamehr and deliver
your sealed scroll to Commander Yunan, He seems
unwilling to divide his forces, but must obey the
Lady Carolina’s commands, Soon you are riding
south once more, this Bime at the head of a coluimn
of soldiers. Several davs later, vou breast a hill and
see the dby of Kallamehr below. With the army
behind you, vou ride down towards it, Tum to 182

302
The Slave Master crashes to the stound, his body
shattering as if made of china, From the shards
emerges 3 wisp of black smoke, which grows and
tiwisks . . _ inko the shape of the man vou just slew.
He smiles confidently and drifts towards vou. His
arms encircle vou and lift you off the ground. His
blurred, smoky features are close to yvour face, and
only his eyes retain their sharpness, 'l am Bythoes,
Master of the Abyss,” he says defiantly. *“Though
vou have destroved my earthly shell, vet 1 live on,



373

Kallamehr i still mine, taken from within. You will
not rob me of victory! I have the spints of these
people in thrall. They will remain trapped in the
Abyss for elernity!” His smoky form dissipates and
you fall foo the ground. Around youstand the people
of Kallamehr, empty and unmoving. You can do
nothing for them. Tum to 238.

303
You fire once more at the beast. Again vou are

rewarded by a oy of pain from below, but at the
same time the dangling man lets out 2 despairing
gasp as he loses his grip and plummets downwards.
There is a sickening sucking noise, followed by a
muffled shriek, and then the gurgling begins once
more. You have no time to contemplate the poor
man's fate, however. The light in the room fickers,

and you whirl round to see a spindly figure radng
outof the chamber, a Haming torch in his hand. You

_pursue him. The twisted jailer flees up the stairs,

but you catch him at the top. He turns to fight,
swinging the torch wildly.

. JAILEE SHILLF STAMINAG

Every ime the jailer wins an Attack Found, roll one
die. I the result is 1—3, you simply lose the usual 2
points of sTamina, If the result is 4—6, however,
then your clothing cakches alight, Because of this,
you will lose 1 additional point of sTAMINA dunng
each following Attack Round {(whether the jailer hits
you or not), untl you kill the jailer and can put oot
the flames. If vou defeat the jailer, turn to 28g.

304—306

304
You brave the smoke to grab vour possessions, Loss
them put of the window, and then follow yourselt,
edging over thesill until ¥oir are dangling by your
fingertips and looking down in readiness for the
fall. Suddenly yvou sense a presence above you, If
vo look up, turn to 148 1 you let go immediately,
turn to 97.

205
You launch a flying kick at the Crystal Warrior,
hoping to unbalance it. Sure enough, it wobbles
unsteadily, and vou seize the chance to grab itz
hammer. Roll two dice. I the resulk is less $han your
sxiLl, turn to 62, I it is greater than or equal fe your
SEILL, turn bo 3o8.

306
There are thousandz wpon thousands of people in
the army you face; vet nosound comes from them



3o7

save the tramp of boots in the dirt You are
now close enough to observe the advanong front
rank. You expected to see barbarians from Kulak
Isle, mercenanes, Oros, or other dire creatures
of Evil, The truth is far more shocking. Peasants
— men, women and children — march listlessly
towards wou. They carry no weapons, bui you
have no doubt of their destuchive powers. Tum
lo 113,

T

The best companion of allis he. Loyal, yetindepen-
dent!” she says. You smile uncomfortably, praying
that Caduceus will suon find something else to wrap
himself around. Alethefa continues: “The plague
which s upon this land is spread not by mis” She
raises her arms above her head once more and
conjures another vision. It 15 a swirling doud of
huge black hornets, The vision disappears, and she
speaks amaim. These parasites can steal a man's
spirit wilh their slings, banishing it tothe Abyssand
leaving his body a slave to evil. And what wamor
can tight olf foes so liny™ She pauses, as if deepin
thooght, them begins to oreste another vison.
There iz one way lhey can be defeated. The un-
tainted leaf of the Jheera tree may be burnt to
produce a fragrant smoke that is [alal o thess
soul-stealers. A young Theera grows in the forest”
Bul as lhe vision forms, her face deops and she lels
vt a pasp of surprise. A pile of loose sail marks the
spot where a treg has been uprooted .. . Tumn
toy 28z,

308-309

308

As vou mide off he calls alter yow: 'l curse you,
scoundrel! Lwill catch up with you one day and take
my revenge!” You ride for another hour, certain that
vou've left Tasbadh far bebind, then settle down for
the rest of the night. Next moming, yon are up
bright and earlr, and continue your journey. Soon
you enfera srmall village, in which you hope to refill
vour water boitle from the communal well. Tick offa
time box. If you have the Golden Fist, inmto 123, I
nok, fum o 261,

309
Suddenly vou hear a croak. You look aboul you and
zee a human face, embedded in a greenish shime.
‘Beware!l’ it says. ‘Maijem-Nosoth wall return. L
Enthymesis, have failed in my task, and will pay
with my life; but you may yet live. Take the whistle
that lies at your teet; it will aid yon i your fight.
Stay away from the sands —they lead ta the Realm of
Bythes! Now beware — the beast returns!’ You pick
up a small silver whistle from the tloor. I vou flee
down the passage vou came along, furm b 2300 I
viou wait to face Ehe horror, furn to 115,
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310

After several minutes, the slight form of Dunyazad
breezes into the chamber, accompanied by a hulk-
g bodypuard and a shifty, travel-stained indi-
vidual whom you recognize as Luthaur, one of the
uther heroes who staved behind to protect Kal-
lamehr. "What is it vou want?” she snaps abruptly at
you. You explain to her what you have discovered
during your journey, and nobicng as vou do so a
smitk appear on the face of the hero. When you
finish, Dunyazad turns to him. Ts this tmae?’ she
asks. No, my Lady,” he replies. "As you know, |
myself have just relurned from scouting those very
lands, and | saw no invading horde: [t was just a
wild story spread by some irresponsible rumeur-
monger — the superstitious villagers had merelv
abandoned their villages and hidden in the forests.
Does this wastrel think fo impress you with these
ridiculous claims? Dunyazad turns back to you and
frowms. ‘T am too busy with the arrangements for
Lady Carolina’s funeeal to listen Lo vou two bicker., |
will use my own methods to ascertain the truth.
Meanwhile you will spend the night in the palace.”’
You are led off to the servants” quarters and civen a
hard pallet to sleep on, Turn to 267,
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311

You search the bodies of the Elves, disoovening 17
Gold Pieces and a golden statuette in the shape ofa
fist: The fingrers are clenched around something that
rattles as you pick up the golden trophy. Try as you
rmight, vou cannot unclench the fingers fo reveal
what lies within. Turn o 163.

312

You forge ahead further into the heart of the forest.
The trees begin lo close in on you, crowding out the
sunlight. The forest foor is now carpeted with
bright green moss, and you find yourself making
moderate progress on this sprngy turf. The atmos-
phete iz close and humid, and you start o wheeze
with the effort. Walking in this weather s exhanst-
ing. Lose 1 point of sTaMiNa as the hours of
trudging pass. Finally vou come upon a fork. I you
lake the right-hand path, tarn to 231. If you take the
left-hand path, turn to213.

313
You pull off vour cowl and face him defiantly. He
leans down towards you and laughs. 5o you are
Allansia’s finest? he says, and laughs again. Your
adventure ends here,

313
The Quagrant fights by sucking its viclims into its
muuth and then sh'ipi:ling their flesh off.

QUAGRANT SKILL B STAMINA T4

315

Tf you lose an attack to the Quagrant, it sucks you
into its mouth. From then on, you will lose 2 points
of sTAMINA per Abtack Round as it begins to suck
the flesh off vour bones sven if you win the attack
agaimst it. If you defeat the Quagrant, ouen to 64,

315
She tells vou her name is Mema, and that she is the
apprentice of the enchanier Enthvmesis. She knows
Titthe more than you of the reason why the village is
deserted. She has stayed hiddenin the cupboand tor
the last couple of days, since her master lelt. Before
zoing, he told her to remain hidden, and he coated
herin the green paste, which he said would protect
her. She tells you that, the evening before his depat-
ture, Enthyvmesis had been very worried by a di-
vination he had performed: He had told her that he
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had to undertake a dangerous jourmney o seek gui-
dance from Aletheia the Sage who dwells in 2
shifting foresl in the mountains to the north. Then
he had insisted that she should stay hidden. Sure
enough, she had remained cowering in the cup-
board while a terrible din came down upon the
settlement. Terrified, she listened o the hideous
shrieks of the townsfolk. Finally silence descended
on the village, then you came.” If yvou have not
already searched the wizard's desk, vou may do so
now (hurn to 3330, I you have already searched the
desk, or it you don't wish o, you may leave the
hose with Mema (Luien to 2).

316
The creature collapses in a heap and twitches.
Slowly it dissulves into a greenish sticky mess which
steams and hisses. You step back from its revalting
remains, into the sand. Tum to 263.

317
You sleep welland awake refreshed in the moming.
Tou recover z points of sTamMina Tumiozg.

318

As the Gatherer collapses, his robes fz1l open, e
vealing his shrivelled body. He has no possessions
apart from a silken sack, so you peer over the rim of
the bowl to find out where he has come from. You
see a crvsial chariot with two Ectovults tethered toil
and a Crystal Sprite standing patiently near by
Tum to a7,

319—320

319
Around you the muled noises of the village begin to
subside, and the whirts and chirrups of the river
insects take over. As lime wears on, you notice that
a faint burang is srowing londer. Soon the nearby
insecls” sounds are drowned out by this unnatural
rasping. You hear the screams of frightoned villa-
gers, and the moon is blotted out by the source of
the terdble buzzing — directly above your hut! You
run o Ehe door, but it will not budge. You tum back
to the hutin fime to see a serpenbne shape shding
down through the smoke-hole. 1urnto 86,

320
You take out the locketand tell huw itwas entrusted
to you by Ramedes belore he was slain by traitorous
guards. You explain that the dead Luthaur had
imprisoned Ramedes immediately after the cham-
pion’s returmn with the relic last night. Asiah Albu-
dur comes forward and takes the locket from yrou.
This is the Fate of Rangor,” she says. Tt will tell us
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who is the troe heir to the Barony.” Inside is a faded
picture of Ramedes, painted with uncanny acos-
racy. Even though the picture is old and cracked, as
if painted cemburies ago, it depicks him exaciy as he
appeared when you saw him last night. Asiah's face
falls. 'The heir is dead. All 15 lost” You oy to
reassure her. You may have lost an heir, but you
hayve not lost the oty yveb T was entnmsted with a
mission, and 1 will see il through* With a last bow,
you turm and make vour way from the palace,
through the crowd which parls betore vou. Tum
to 163,

31
As you- press on, you nolice cluslers of purple
fungus rrowing on either side of the path. You hawve
lo pick your way carelully along the path to avoid
disturbing them — in case they carmy posonous
spores.. You bepin lo remember fales told of
southern forests in which a hapless adventurer can
lose himsell in a maze of shilling irackwars,
wandering in circles unil death from hunger and
exhauslion catches upwith him, Ahead of you, the
trail divides into Bwvo. You may take the tral which
slopes downwards slightly and to the left {marn to
1z], or trv the other, which leads off to the nght
plurn ooz,

323
Yoz are surrounded by a shrood of mist, on a

leatureless plain of crystal. Your only guides are the
muffled noises which penetrate the dense white

323-3%4

vapour. There are several distinct noises, each com-
ing from a different direction. Do vou head for the:

Moaning? Turn to 164
Creaking? Tum to 237
Whispening? Iurmn to 203

323

You race aroumd the toom like a trapped 1at, betore
remembering the skylight above vour bed. Slinging
vour backpack arross vour shoulders, vou heave the
hinen chest at the foot of your bed on to the Lop of it
Coughing and spluttering, youo clamber up and try
o batter the small window open. |ust as il comes
loose, there is a roar, and the door splinters amid a
huge ball of Hame. The bedclothes ignite imme-
diately around you. Youor adventore ends here.

324
Cven though he is almost disabled by the laughing
fit which grips him, vour opponent manaies to
draw his sword and put up a spirited defence,

SLAVE MASTER SEILL 10

If vou defeat him, turn to 302,

STAMINA 15




325-328

325

You turn vour horse back towards the huge black
AT Tick off a time box. A brief ride ]:""Ti.ﬁgﬁ ¥Rl
within sight of it, and vou watch helplessly as 3t
engults a small town in the valley below. Amd
the multitude, a palanguin is bome aloft by willing
hands, and above it hangs a pulsing black doud. Tf
vou [ollow the army at a distance, turn to 7o. I you
ride dgwn bo the palanquin, lurn o 368, If you have
lheera leaves and wish to prepare them now, Lum
boaa.

26
You have run out of h%ne While vou hawve been
ditherng about in the wilderness, Kallamehr has
fallen. You have Failed m vour mission. You flee
Allansiain shame. Your name will never be comsi-
dered among those of it henoses. Your adventure
ends hore.

The guards are still very ham:w. 0 relieve you of
vuur wealth. Cross off the number of Gold Pieces
vou give them from your Adeenture Sheet. Unforio-
nately, they still have no intention eflething you into
the palace. Their smirking faces begin toirrilate you
ininensely, so vou depart, seething, Tumn to 130

328
You hurl your sword straight at the creature. 1
screeches as the blade slides into it right up to the
hilt, but seems little affected by the wound. A&

324

moment later, it s upon you. You are almost drag-
ged off vour feet as it sucks hard at you, but youo
steady vourself and prepare to battle it

QUAGRANT sKiLL 8 STAMINA [2

You fightat —2 to your Allack Steength becatsse you
are fighting without your sword, Tf you lose an
atiack to the Quagranl, it sucks vou into its mouwth.
From then on, you will losezpointsof sTaMiInN A per
Atiack Round as it begins to suck the flesh off your
bones even if vou win the attack agginstit. However,
you may reach out and retrieve youwr embedded
sword, allowing you to fght without frther
penaliy, If vou defeal the CQuagrant, turn to 64.

329
You ride until mightfall. Although you are eager to
press on, your horse is tired, and il svould be too
dangerous to continue n the darkness. Yeu dis-
mount and prepare for a night to be spent in the
open. Tick off a ime box. T you have Sige's poman-
der, furn to 63. L not, lurn Lo 367.
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J3o
With 2 shriek, one of the ciecling Ectovults divesinto

the bowl and shatters. As it re-forms and ilies off,
wou see that it has left behind a brilliantly polished
gold shield. Yoo watch as more Fotovalts crash into
the bowl, depositing other plittering treasores
there. Then there is a lull. Six Crystal Warriors
march over the far rim ol the crater, cach wielding a
massive hammer. They form a circle and raise their
nammers together. After five minttes they have
pounded the magieal velics into glowing povder;
they then Teave with the same clockwork precision.
5000 you hear the svund of a feeble chanting
approachmiz. I vou hurry down o the middle of the
bowl, turn to 228 If vou would rather stay hidden,

L iy 245,

331
In the cold light of muming vou discover that vou
have spent the night by the side of the road. What's
more, ¥our horse is u_-uu—*.tl}f sraving a short distance
diway. A5 YORL - Fermoul and prepane Bo confinae,
vou notice a small roll of parchment fed to the
oommel of your saddle. 1L reads:
Before won I sfomd, forr ana square,
Vel purze v syt e T oon L e there,
Vumsni ._l-r:__r b wwovd yet eingrs | et
A rongntagd L1_|'_r' b LR Pl T L
Eho am 7

Add 2 Luck points. Tick off a time box, then tum
o7
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332
By the Hme you reach the bars you ame nearly
exhausted (lose 1 point of STAMINA). Pausing for a
brict rest, you duck down and swim badk under
them. Tum o z3.

333
Rummaging among the vials and pieces of scrap

paper on the desk, you come across a parchment,
stained green by a sticky symup which has spilled
from a cracked botile. You hold up the soggy sheet,
straining Lo read the scrawl which covers it You
can't make out all the words, just occasional snip-
pets.

‘i dosief lesve tlie Rmase vl yewane ceriain e cargsr
i5quzsf , ., Under un circemestonces alloore . . . =3t ther
e shoald meake vozir oy fo yoer pornanis” willage iy
itnd yoursalf i the shifting forest youe st fllon the
bnsh-bvarer's piooes or be losi forever L.

Tf you haven't already done so, you may go o
examine the puppets and cupboard {tum to244). Or
you may continue rummaging on the desk (fum
o 1581,

3347335

33
It would be too dangerous to accuse one of these

powerfol people outright, but there 15 a way by
which you can proze the puilt of the murderer. You
st insist that one of the nobles shall kiss Carolina,
according to the old woman's tale. [t is a shhange
regquest, but one thatthey will find hard torefuse—a
final mark of respect for the departed ruler, The
crowd are hushed, expectant. Which noble do you
ask to kiss Carolina:

Dunyarad of Ikhtiyan? Tuorn b g7
Madhaerios, Carolina’s cousin? Turm terq
Sige the Silent? lurn toz7g
Asiah Albudur, the judge? Tum to 156

335
You hurry back through the door you had entered

by and find the entey-chamber full of cowled Ser-
vanls of Brthos. As you enter they look up, their
cavemous eyes boring into yours, You raize your
sword to defend yourself, bt crvstal pillars erupt
from the floor beneath you, trapping you like aratin
a cage. Into the chamber strides Bythos, a towenng
figure over fifty feet high_ Turn o 313.
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336

Yo are cold. Youcan't see. You thrash argund with
vour limbe, but don't hit anything, The only scund
ic vour own laboured breathing. Have you escaped
death, or is this death’s dammy chamber? You stop
flailing about and rub the darkness from your eves.
As you pull your hands away, the wind is knocked
out of you as bodies slam into you from all direc-
Hons., Suddenly vour sight retums. You are
smothered in a press of desperate, hollow-cyed
people. They starc at yon with a mixture of pity and
resirnation. You shuggle through them, but are
brought up against thick ivon bars: Beyond is a
vast empty expanse of shifting colour, glimmering
partides and territying sound. From this impossible
vioud flashes a streak of silver, It crashes steaight into
the bars and shatters into a million droplets. These
re-form themselves in a grotesque, leering thing
which shoots off again inko the distance, weaving a
vaporus trail. You tumn to the others, bul their cold
stares offer you no hope.

337
With a twist of your hips you jack-knife througl the
opening. Bracing your legs against the npening, vou
pull vourself through. Tum to 372.




338-339

338
You calch the aged pricsts by surprise. Feinting o
one side, vou take a couple of steps and then leap,
zailing high over their heads, You land nimbly, pick
vourself up and race out of the Temple bmlding.
CGrabbing your horse from the stables, you mount
up and arc soon away. Tum to 26

339
The chunk of cryslal you are stiandmg on starls o

turn over, and you leap from it just in ime. You land
un the siippery crystal, unable fo keep vour balance.
Flattened against its oily surface, ¥ou watch in
horror as the black shape slams down on to the
crvstal a few vards away, and advances on vou.
Turn to 135,

340

340
You lower yourself slowly down the wall unbl vou
are level with the window. Then you crane your
he=d round to peer in. The room is dimly lit, and
you strain fo see the stark features of the Lady Sige,
which seem o be staring back at vou. You wait
breathlessly for her to challenge you, and then
rezlize Lhat she s deep in meditation. She sits at a
small able, upon which lie a board and counters:
With her lingertips she gently moves the tokens
across its surface. Pressing vour face o the glass,
vou see Lhat the board is a map of Kallarmehr. Yon
walt a while to see ii Sige stirs, but finally you give
up and refurn fo the keep's rool. It this is the third
window vou have looked in, tum bo 25, Otherwise,
¥ou may retum to your quarters (turm to 151); or
mviestigate any of the lolowine if yvou have nol done
su already:

I'he far left weal
The' left ventre wall
The night centre wall

Turn to 3g7
Turn Lo g4
Torn b 218
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341

Suddenly it dawns on vou that yon recognize the
voice; it ic that of your old blade-master, Barolo. T
knew who it was from the start, you old scoundrel,”
you reply, ‘but a knife from behind is hardly your
style.” He relaxes his grp and sllows you to tum
round, ‘We all have to change our style to suit our
circemstances,” he grins, and yoo sec that there iz a
wooden stump in place of his left leg. He sees your
pitving expression and sosffs: Traded the old one in
with a deagon.” Barolo inviles you to spend the rest
of the night at his house. Turm to 375.

342343

142
The main door into the keep will undoubtedly be

well gnarded. However, by climbing a flight of
si=its in the palace walls and slipping along the
walkway that runs along their top, vou will be able
to reach its roof. Glancing round the courtvard, you
notice a coil of rope hanging from a hook outside the
stables, s0 you wrap this round you and make vour
way up the staits. You keep aneye open forany sign
of the guards who occasionally patrol the walkway.
Roll two dice. Tf the result is jess than your skiLL,
forn to 71. [f the result is greafer then or egual fo your
SEILL, tumm o 371.

33
You have no time to remister your foe before il is

upon you. You feel fetid breath, and hear a sound
a5 of a stone tatthng against a shell. The beast's
shape is hazy, and il shifts as you try to focus on it.
You swing your sword, but it clacks harmlessly
against 2 carapace. Then, from nowhere, jaws
spring forth at you, and you are lost,



344

344

You take vour place in the long line of cilizens
wating o kiss the hand of their departed ruler. In
front of you, two citizens are having a whispered
argument, and you cannot help but overhear, ‘F'm
not having vou kissin® her hand, not after you
poached het finest swans!” savs Lhe wifie of the pair.
Twe heard what they say! Your guilt would turn
her skin black as night!” ‘Hush, woman!” her hos-
band replies. 'Always grabbing the wrong end of
the spurtle. The tale goes that if a murderer kisses
its viciim on the lips, they'll forn black as bumt
parchment. F've nothing to fear - she won't be
missing herswans now, will she?” Asthey approach
the body, they [l silent and bow their heads i
reverence. Carolina lies in full regalia, the Sword of
Utfice gripped in her ighthand, while her left rests
upon a cushion so that her dbzens mav kissit. Your
turn comes, and you fnd yourself looking dowi at
the corpse of the woman who sent you on your
mussion. As you bend to kiss her hand vou lock eyes
with Luthaur, one of the heroes who remained
behind to defend Kallamehr. He slands just to one
side of the nobles” platform, fidgeting nervously
with the pommel ofhis sword, Strangely, he beteays
no sign of recognition. What will you do:



45

Mount the platorm and demand

that the nobles hear your case? Tum o 43
Hold up the Sealed Locket, if you

haveit? Turn o110
Shp away into the crowd and watch

the rest of the cerermony? Turn to 150

345
The Troll looks first at you, then at the sapling, then

at you again. His brow creases with effort as he
ponders your suggestion suspiciously. Finally he
grunts, and bepins te tip the branches from the
sapling, flinging them all around. You race round
after them, plucking the leaves and stuffing them in
your backpack. The Troll, meanwhile, uses his
much-improved tool to lever a small, spiny creature:
out of the hole. e snatches his prey up greedily
and rams it whole into his drooling mouth. A mo-
ment later, he lets ont a gurgling howl of pain.
Tearinyr at hic throat maniacally, he leaps up and
dowr, Then he catehes sight of you again. “You trick
me!” he eroaks, and leaps to the attack.

TROLL SKILL 7

1 you wish, you may Escape after one Aftack Round
— turn o 248, If yvou defeat the Troll, lurn to 6e.

ETAMINAQ

336-347

346

You rece up to the rim of the bowl, then chance a
Iook back. The Crvstal Warriors are no longer in-
terested in vou. They are pounding at the magical
teasures, sending up plumes of golden powder.
Then, abruptly, they stop and march off. Soon you
hear the sound of fecble chanting approaching. Tf
¥ou humy down into the bowl once more, turn lo
228, If you wail to see what happens, turn to 245,

F47

The remaining villagers flee before vou, and you
side off inko the night. When you are a safe distance
away, you stopand dismounl. Asvoulight your fire
for the night, you wonder w hel:heru_wu wereright to
slaughter the superstitious peasants. Perhaps the
prophecy was fght after all, and vou should have
stayed lo save them? Next morning, you set off onc
more. The Jand through which you are ravelling
starts (o climb once more. Tick off a time box and
bl



338-344
348

In aninstant vou are on your feet, brandishing vour
sword. You leap at the fire and launch a mighty kick
atik; Fiery embers cascade on to the stunned figures
of three Black Elves, and they velp in pain. You
prepare to do battle with them, buil it seems they
have had enough. They lope off into the darkness.
Turn to 163,

349

The knowking sound 15 coming from a large stone
building which has a sign outside: Slrangecan’s
Wine Emporium’, Cautiously, you open the door
and enter, stepping carefully over broken bottles.
The shop is wrecked from top to bottom, and the
floor is puddled with spilled wine. A slow, regular
thumping is coming from behind the counter. Peer-
ing over it, you see a trapdoor sei into the floor. A
cask is wedged between the counter and the wall,
preventing the trapdoor from being opened. If vou
try to open the frapdoor, tum & 5g. If vou leave the
shop and look in the other buildings, turm 1o 128

J50=352

; e . a0
The vision vanishes from between the woman's

hands. “Atleast vou're honest: Still, secrets must be
earmned. My companion is hungey. You must go out
into the shifting forest and fetch him a tasty morsel !
She points behind you, and you tum to find your-
self staring at 2 huge serpent. Shiverine invalun-
tarly, you edge back towards the opening in the
fioor. The hut lowers, and you step on to the
groumd. A raf will domicely,” the woman calls down
0 ¥ou, =5 the thin legs straighten and the hut rises
once more. If yoo trv to escape from the forest, turn

fo 123 If you obey the woman and hunt for food,
lurm £ 3g5.

351
You are thrown forward on to the ground as some-
ffing slams into your back. You catch a wague
ghimpse of a silvery shape as you fall, but it rapidly
screeches off into the misty wastes, Lose 1 sTAMI-
Na point. Tum to 323

77
The jailer cackles at your misfortune. Ramedes
draps from the grille sbove and lands heavily, You
have failed him. You have failed Kallamehr.

—

. T, S
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353

You spend an unpleasant hour pacing up and down

the cell, wondering what can have gone wrong.

Mhnvazad teld you to stay at this Temple. Why

should the priests be so hostile? Ev entually vou ars
released, The High Pricst cxplains that he has
spoken with Dun}a?ﬂd and you are now o o free
B combinue your mission. He seems loath to release
you. Nevertheless you soon find vourself back in
the streets of Hasrah with your possessions e
turned. Turm b 238,

354

The entry-chamber is full of awled Servants of

Bythes, but with yournew-found power vou seatter
them effortlessly. You charge oot of the palace in
time {0 sec Bythos disappearning inlo the mist. Yoo
head in his direclion as fast as yvou can mun, follow-
ing his cracked footprints in the crystal surface.
Finally you calch up with him. He has just tugged a
chain free from a hoopin the ground. As you watch,
it drifts away upwards. Bethos tums fo vou with a
shieer. If you attack him, tum to 196. If vou grab the
chain before it [loats away, tum to 266.

355—356

You wake opin a cell. You cannot tell what time of
day it is. The hours drag by and nobody apprars at
the grille. The dull ache'n fhun"t-'r ETOWS, and YOur
sparits desert you. Kallamehr i= - doomed.

356
The tree is gnarled with age, and iz being slowly

strangled by the creepers which hug it. Foxgloves
growr in profusiom, all drooping elegantly to the left,
towards the sunlight which filters throngh the leaty
canopy overnead. You may collecl some foxgloves
and store them in your pack if vou wish, If you now
procecd alomg; the right-hand path, write down the
number 2° on your Adeenhire Skeet and tum to 388,
If you tmke the lefi-hand path, write down the
nu-nber “on your Aavetiure Sheet and turm to 268,
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357
No sponer have you slashed the Anemors into a
blubbery mess than two more erupt from the water,
You prepare to do battle with them, but are beaten
io it. Three silver fiving Ectovults smash into them
and vou flee, to the sounds of sereeching. Turn o 3.

358
You spur your mare along the back of the ridge,
desperate lo reach Lhe village in time o warm them
of thewr penl. IFMema is with vou, tum fo 35. If not,
hormtoazs.

3

You hide vourselfin a pﬁe.?}f straw as the courtyard
fills with noise. Ramedes lets out a blood-cundling
roar, gquickly followed by screams from the guards
in the keep and the harsh clash ol metal on metal.
Another toar goes up from Ramedes, this time
fainter. His final cry Is one of pain, and a shoul of
tmumph anises from the gmardsmen. Saddened by
the defeal of Kallamehr's beave champion, vou ox-
ammune the frophy which he entrusted tovou, and for
which he lost his life. Tuen lo 293

350
You smash the javelin aside, and the cowled fure
gasps. He reaches down foranother piece of coystal.
You must act quickly, TF you know the Spitting
Fly and wish to wse it, tumn to 1go. If vou by fo
charge him before he looses another missile, turmn
{0 257.



361-363

361
By the time you have {ound your weapon and
yroped your way back to the window, the flyving
apparition has disappeared. The smoke is thick
now, and voul can feel the heat of the floor through
the soles of vour boots. Will you:

Fiun for the door? Tum to &
Clhimb ont of the windowy? Turn to 304
Look [or another way out? Turn b 323

Ty

36z
You set out, treading carcfully, down the passage

until finally you arrive at a ferce wall ol fre wwhich -~

fully blocks it. If you go back to the river and
investigate the bars, turn to 277, Ifyou dive through
the flames, born o as7.

363

The passage is very dark, and after a few yards you
nearly tumble down a steep flight of stairs. After a
tortuous descent the passage widens out, and you
gee the warm glow of torchlight ahead. You make
your way past a tow of empty cells into a rough-
hewn cavern, full of shadowed niches and aleoves.
Your attention is drawn to Lhe large metal grille set
into the floor. Al its centre is a trapdoor of thimner
bars, A few feet from them, you make out a pair of
hands gripping the grille Hyhtly. Stepping doser,

you gee that a man is hanging from the grille, while
belosy him a huge shape moves in the darkmess,

inaking foul sucking and gurgling noises. If you

364366

have a crossbow and wish to shoot the creature
which lurks below, tum to 51 If you leave the
chamber, tumn to 126. If you rush to open the
trapdoor, tam to 162.

384

Eoll bwao dice. If the result is loss then vour sk,
tum o 338. If the resultis greater then or equal lo vour
SKILE, turmn to 220.

365
With a mighty heave, vou push over the goblal, LI
shatters, and its sticky contents ooze over the floor,
You take the oppoctunity b examine the chamber. It
is bare carystal, with only two exits — the door you
entered by and another mthm a huge crvstal arch.
As you stare at this, you hear thunderous footsteps
a}:'pmad'mg It must be the Master! TF you wail for
him to arrive, turn to 68. If you flee through the door
you entered by, turn o 335-

3b6
You are begimning fo lose all hope of ever finding
vour way oul of this shifing maze of pathways
when the trees shead thin outand the trail leads into
alarge clearing. Add 1 LUCK point and tick off a ime
box. Before you is one of the strangest dwelling-
places vou have seen: a cruode mud hut sitting
proudly on four spindly legs. twenly fect off the
ground. There are windows in its walls, but they are
too high up for you to see inside. There is no sign of
a door, even though vou walk all the way round the
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hut, Tf vou walk under the huat, turn lo 254. you lry
Lo climbr its lews, turn to 202 If yoo wait to see what
happens, turn to 145,

367

You light a small fre, then sink into @ foubled
sleep, You dream of a leering face, foating grace-
Lully in the air amid swiring deouds and cackhing
laughter. A huge shape looms up above you, and
vouwake up with a start. A curved sword 15 poisasd
high above your head. You have a split second to
react before it falls! Test your Luck. 1F vou are Lucky,
turn tog8. TF you are Dnlucky, tumito 232.

36l
You spur your horse down towards the horde,
trying to guell vour nising fears. Ttis vast, and a foul
stench wafts from il. As you near the bottom of the
slope, ¥ou pass a dark cave entrance. Then vou
appraach the horde, They lake no notice of vou, but
Lhe dark cloud above the palanguin begins to move
m your direction, picking up speed. If vou have a
Theera torch prepared, turn to 138, Otherwise, fam
toaaz.

369
The murky pobion slides meluctantly down yvour
throat, Il deesn’l tasie of anything but rust and it
doesn’t have any nobceable effect on your body.
Dizappeinted, vou turn arou—

+ v You are lying in a heap on the ground, still
clutching the empty vial. You climb groggily to vour

370371

feet, and sway as a wave of dizziness sweeps over
vouL Angriy vou huel the vial to the ground. Tick off
two time boxes and retum to the paragraph you left,

37a

The remaining Kokomokoa are stripping the corp-
se= of the dead Murkurons, so you seize the chance
o charge through the door, slamming and bolting it
behind vou. You find yourself in a small tunnel: vou
have to stoop fo make your way along it. On gither
side are alcoves, muddy and rank. lgnoring thess,
you continue down the tunnel until it opens into a
large ound chamber. Tum to 82,

373

As you sneak up the fight of stairs, vou see a
guardsman coming along the wallway in vour
direction. You flatten vourself against the wall, but
il = too late. The guard peers down at vou and levels
his crossbow at you. ‘What's your game, then?’ he
demands. He stands, feet astride, at the top of the
flight of stairs, fifteen [eel from you. If vou wish to
rush him, turn to 1217, If you try to lalk your way out
of this, turn to 198. If you know the Spitting Flv and
wigh tnuse it, furn to 28




372

i
Inside the hut there is none of the clutler you have
come to expect from the dwelling-places of masical
folk, There is no furniture of any kind, no books or
scrolls, noteven a simple vial of potion! Through the
windows sel in the smooth walls vou can look oul
inbe the forest. Squattingin the middle of the floor 15
an obld woman dressed ina rough shill. Her hands
are rarsed above her head, and betwesn them vou
see a shimmering vision, floating in the air. In a
swirline void hangs a wall of cefls, foll of dishewel-
led prisoners. She looks vou in the eves and speaks:
4 vision from your future perhaps? Look closaly.
Look hard at the slaves of the abyss! Their souls are
in thrall fn s Master, and vou must rescoe them
before it is too late, This much L will tell vou. I yvou
wish for mone you must pay far it Can vou speak
my name? Do you 5av;

‘Enthymesiz'? Turcn tor 50
‘Alethea’? Turn o o
“Albudur? Turn to 101
T znnok’? Turn to 350

/,
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£
Brushing the flailing branches aside, you r2ce in
pursuit of the black figure. With a mighiy elfort, you
smash through a wall of undergrowth. Test yur
Luck. If you are Lucky, turn to 38. If you are Uin-
lucky, turn to 100,

374
Byvthos snatches up the goblet and greedily drains
its contents. Then he ferns to vou, Then't leave yet,
Goflirer!” he savs, I-.mi]:in;i:, ‘Someone has un-
finished business with vou.” You try to draw your
sword, but as your hand alights on the hilt an arm
snakes round your neck and holds a onystal dagger
to your throat, You may have killed me once,” Sige
whispers in yourear, 'but [will have the last langh
Your adventure ends here.

375
Batoln dirercts voul to-a Hea-ridden bunk. You cul-

lapse into it gratefully. If vou have Sige’s pomander
and wish to wear i, lum to 33. Dthvm-ise, turn
to317.

Vil Vi

376

The locket snaps open very easily this ime, and the
guards shrink away from you. The nobles stare at
the interior of the treasure with a mixture of be-
wilderment and shock. You butn the locket round in
vour hand and take a look within: inside is a faded
picture of Ramedes, painted with ancanny acon-
racy. Even though the picture is old and cracked, as
il painted centuries ago, it depicks him exactly as he
appearsd when you saw him last night, Asiah Albu-
dur lesps to her feet and pestures for silence. The
Fate of Rangor has decreed the truth. Ramedes is
the new Baron of Kallamehr!” You clear yvour throat
to aftract her atfention, then tell her of Ramedes's
death. You point at Luthaur and accuse him of
being a tritor. Guards surrcund him and he is
drageed away, protesting his innocence all the
while, you turn to the four nobles, Turn to 334,

i
Leaving the ghttenng treasures where they lie, you
drag yourself past the bars and make for the surface,
lungs bursting. Just in time, you break the surface
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and take a deep breath. Then vou strike out once
more, You swim into the darkness, becoming awarne
of a roanng sound coming from ahead, If vou swam
back lo the barred arch, turn to 332 U you carry on,
turn o zis.

378

As lhe Quagrant lumbers in your direction, vou
draw Mema's blow-pipe from vour pocket and
point the slender tube at the creature. I begins to
suck at you, and you stroggzle o keep your footing.
Al the lasl possible moment, you blow hard down
the tube. A clomd of fine powder billows forth and is
instantly sucked into the creature’s gaping mouth.
With a convulsive shudder it collapses backwards,
choking and wheezing asthmatically. Seixving your
opportunity, you draw your sword and leap in fo
attack.

OUACREANT SKILL B CTAMIMNAER

If-vou lose an attack to the Chaagrant, it sucks you
mtoils mouth. From then on, vou will lose 2 points
of 5T mINA per Attack Round as it begins to suck
the flesh off your bones szen if you win the attack
aprainist ik 1f you defeat the Quagrant, fum fo 64.

379~ 350

379
Your possessions are thoroughly pone through, but

the prcsts are not satisfied. "What have you done
with it? demands the TTigh Prest. You protest vour
innocence and explain that vou are on an important
mission. When you mention that it was Dunyazad
of lkhtivan who told you Lo stay at the Temple, the
Tligh Priest sits up. “We will test the truth of your
story,” he says. You are led away to a cell by two of
the priests. Tum B 353-

380
Your blast catches Bythos unawares. He stumbles
back in surprise, as crystals form all over him. They
penetrate into him and spread throughout his body
rapidly as he fums to a statue of solid crystal. Still
holding the chain, you kick your opponenl con-
temptucoushy, Turmn o 208,
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Ba

Ihere is a faint path whjlidn follows the ri'.-'arfha:n_‘p:,
and you make your way along it. After a short while
ik plﬁng&s back inlo the torest. If vou have lhree
numbers wrillen on sour Adoeslyre SHeel, tom Lo
the parapgraph whose number is given by the three
digits, Otherwise, if you have the numbe; ‘= on
vour Adpenture Sheet, add the nomber 3" and furm &
268, TF you have the number '3, then add *2° and
tarn io 38E.

38z
With a great effort you lower your head and ip off
the pomander, You sce it fall to the ground, then a
wave of exhaustion sweeps over you and you
sprawl unconscious an the bed. Tick off a time box
and b te 28,

385

383

The pressunc of the 2and as vou are dragged downis
almost unbearable. Unable to move, vou await the
inevitable. Just as vou have given up hope. you
burstinto space and plammet dovn Ehrough air full
of ghtterine sand and treaspres. Below wou dre
'_-'-'.w.'u']j_ng mizsts; and around ¥ thunder bosans
from the starry wastes. Have vou escaped death by
crushing. only to be dashed against the ground
below? Your speed increases, and vou lose con-
scjousness. You wakes in a heap on a smonth, cold
surface. Around you, magical treasures of various
shapes and sizes float gently to the ground, A thick
mist switls, obscunng all but ¥our immediale sur-
roundings, and sirange shapes shift among it I you
have Sige’s pomander and know what to do withit,
turn to 8. U vou examine the items, fumn to 87. T you
try tor find your way throogh the mist, Lurn o 116,



384

As Sige f5lls dead at vour feet, 2 deep mumbling
noise reaches your ears. It grows louder and louder
until vour whole body is shaking. The terrified
citizens cower away. Then there is the sound of a
thunderclap which almost knocks you off your feet;
a smoky black tentacle curls from Sige’s mouth and
forms into 3 gaseous parody of her earthly form. Tt
shoots steaight al your face and you try desperabely
o ward it off with vour arms, Something brittle
shatters against vour left hand, and the gaseous
form disperses. Then pain shoots up your arm,
Prepared for the worst, vou look down at your left
hand which 15 writhing within a blue vapour. You
thrust it under vour arm o quench the fell flame.
The pain eases slightly, and you withdraw your
hand. It is now shrouded i preen light; as you
watch, the colour changes through yellow and
omange o red. The pain settles to a dull ache. The
crwsis over, the remaining nobles Jook to you for
leadership. You arrange for all of Sige’s servants in
the oty to be put under guard, and you see to the
preparation of defences for the city. The other
heroes, you discover, were all mysteriously slain —
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presumably through Sige's villainy — so you arc
forced to leave the job in the hands of the remaining
loyal guards. Then you prepare o joumey forth
ance more, The hostile army still threatens, and vou
have a duty to Lady Carolina to fulfil. Tum to 183

363

Presently a willager returns and whispers briefly o
one of your hosts, Without a word being spoken in
your direction, he rises and gestures to the others.
I'hey all bow politely to you, then file cutofthe hut,
dosing the door behind them. You make to follow
them, but find the door barred. You are imprisoned!
A seralchy veice filters through to you from outside
“Wlelcome, Protector, As foretold, you have come 10
save us from the ceeping plagus! Fat and rest
prepare yoursell for the trial which awaits you
Tricked by peasants! You wonder what “crespimg
plagie’ awaits you; judging by the pitiful state vi the
village, it's probably lice in their sheep. . - Through
the smoke-hole in the ceiling the mounlight streams
inte the hut, Torn b 310

8B

You spur your panicstricken horse back up Lh.e
narrow hill path as the cloud of black homcts SWiTls
lowwards you. You hawe pushed your mare too hard,
thonli. She stumbles and then, as the firct homet
slings her, she rears, dashing you against fagped
rock. The useless Theera torch ships trom your grasp.
You hardly fecl the stings of the homets as they
SVWATTN OVEE VOu . - .

387—348
337

The guards are very happy to accept your Gold
Pieces. Cross off the number you give from vour
Adventure Sheet. I vou gave the gnards fewer than 6
C:old Treces, furn fo 30, If you gave them 6 or more
Guold Fieces, turn ko 185,

385

You push vour way carefully along the narrow path.
Afterashorl while you begin to hear sounds cominig
Irom’ ahead: Treading rareﬁ:ﬂ}r, VOU Press on, €x-
pecting the worst. Suddenty you hear a loud
crashing noise followed by a shrll ‘By Ugbar's
fmgers!” This cursing is stifled by a loud ‘Shush! but
other voices ory ouk; "Shall T shoot “im now?” “Not
unfil | give the signal’” ‘What's the signal asain?

Suddenly a woice shouts 'INow!” There is a twang-
ing sound from the frees near by and a-small how
shoots from them, landing at vour feet. At the same
lme a shorf, stocky Agure leaps on tothe path
ahead of vou, poinling a crossbosy at you. *Aha! he
vells, and lefs fiy a bolt. Tam to 18g.
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‘Most kind!" says Bythos, reaching out to take the
Golden Fist. TTe tosses it over his shoulder, then
draws in a deep breath, Before you can ack, a frece-
ing blast strikes vou, and erystals form with stariting
speed on your skin. As Dythos continues to breathe
Ak you, the crystals spread; soom vou are cncased, a
living statue, doomed to live out the rest of vour life
as a motbid ormament for the Master of the Abvss,

390
You are rapidly surrounded by priests carrving
short staves. There is sormething very odd about
their movements — they are well trained in the
fighting arts, vet move jerkily, as if under some
restrichion. Youare encircled by a ring of staves. Will
YouL:
Drraw yvour sword and attemnpt

to fight your way out? Turn to .43
Iry tov leap over the priests”

391392

N
By letiing vour right shoulder drop, Vou TRanage o

twisl vour body out of the creature's grip and punch
with your [eft fist. You scramble Lo your feet and
stumble towards the steps, knowing that flight is
vour only hope. Fear lends vou strength, and oL
race up the steps and through the trapdoor befor:
¥our pursier can lay a hand on you. Hashly, vou
wedge the cask back over the lmpdoar to prevent
the creature escaping, Az vou lurch out of the shop,
the slow, relentless pounding begins once more.
Tum ko 128

'..:.F
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392
The skylight! You sling vour backpack across TOLLE
shoulder and heave the linen chest up on to the bed,
then climb on top to reach the amall windew, It is
hard o move, and the heat is almost unbearable as
vou fnally push it open. You pull vourself through
with a grunt just as the door collapses in a weliee of
sparks and the room is en veloped in fire. Wo sooner
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‘Mot kind!” says Bythos, reaching out to take the
Golden Fist. He tosses it over his shoulder, then
drawsin a deep breath. Before you can act, a [neez-
ing blaststrikes you, and crystals form with startling
speed on your skin. As Bythos continues to breathe
at you, the crystals spread; soon you arc encased, a
living statue, doomed to live out the rest of vour life
as a morbid ornament for the Master of the Abvss.

390
You are rapidly surrounded by priesis carrving
short staves. There is something very odd about
their movements — they are well trained in the
fighling arts, yet move jerkily, as @ under some
restriction, You are encircled by a ting of staves. Will
VOUL

Draw your sword and attempt

to fight vour way cut? Turn ko 23
Try to leap over the priests’
arms and cscape? Turn to 364

Surrender to them ! Tum to 56

3o1i—392

30

By letting your right shoulder dmp, ¥Ou MaAnAge to
twist your body oul of the creature’s grip and punch
with Four left fist. You scramble to your feet and
stumble towards the steps, knnw-mg that ilight is
your only hope. Fear lends you steength, and Vou
facet up the steps and through the trapdoor before
YOUr pucsuer can lay a hand on vou. Hastil Vo YO
widge the cask back over the brapdoor Lo prevent
the crealure escaping. As vou lurch out of the shop,
the slow, elentless pounding begins once MOLE.
Turn to 128.
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392
Fhe skylight! You sling your backpack across your
shoulder and heave the linen chest up on to the bed,
then climb on top o reach the small window, It is
hard fo move, and the heal is almiost unbeatable as
you finally push it open. You pull yourself through
with 2 grunt just as the door collapses in a welber of
sparks and the room is enveloped in fire, No sooner
have you found your feet on the sloping roof than
you hesir a loud buzeing above your head, You tum



393-3M

— in time to ward off a bloss from the large Black
creature that swoops down on you, bufvou stumble
and fose your fouting. You 5]1d:--::]m-.n1.ne1’tltlr then
dangle for a moment from the guttering before
dropping all the way 1o the ground. Rollone dieand
lose this number of 51T AMINA points, Tumn to 111,

One momen! you are reeling from the impact of
something slamming into your back; the next you
are floating up into the air, rapidly gathering speed.
The air around you is a whirl of danong silver
shapes, and you realize that you are encased in the
quivering body of a strange flving creature — an
Ectovull. The ground is obscured by a carpet of
shifting mist, but to your left you can see a floating
wall of cells, stretching off towards the horzon.
Then you plummet back down through the douds.
Turn to 36. 4
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394
It's a good thing vou changed vour horse, for it
means you can travel at a gallop back to Kallamehr.

u

395—396

You ride theough the night towards the familiar
beacon of the Rangor Tower. Just before vou reach
the dby, you are overtaken by another rider.
Mounted on a2 powerful black stallion, he is
abscured by a billowing black cloak. He thunderns
through the oty gates well ahead of you. Dawn is
breaking as you enter the city and huery 1o deliver
yvour bdings to 2 bleary Dunyazad, Composing
herself, she tries to salvage something from her
shattered plans. ‘Khassesh has just come from the
army. He knows the land’s many ways. Tewould be
better if he were to fetch aid, You must take on the
task of vour lallen comeade: scout out the invaders,
Learn their wavs and plans. Co now and choose
a new homse; then scont gast. Too much tme has
been lost already.” Tick off a time box and turn
le140.

395
You wander the forest dejectedly, hunting for
rixdents. Tes! your Livck. vouare Lucky, tiren to 276.
If vou are Unlacky, turn to 243,

396

You leap up on to vour horse’s back, then hoist
Bblema up m front of you. Soem vou are galloping
back along the road which brought you here. You
turn off the road leading back to Kallamehr and race
along a narrow track which winds up the hillside.
You can see the lands far about, and off to vourleft a
lazy plume of smoke drifts into the sky from Mema's
village. Tick off a fime box, then turn to og,



397-398

397

You lower vourself slowly dowr the wall until you
are fevel with' the window. Then you crane vour
head round to peer in. A lantern illuminates an
opulently fumished room. You see nothing suspi-
cious, however, and are about to pull vourself back
up, when there is a knock at the door. From unider
the huge bed crawls the quaking, blubbery form of
Madhzerios, dressed ina night-gosvn. He opens the
door a crack and peers out. A lray piled high svith
food is passed to him, then he guickly slams and
bars the door again. Tle nuns to the tray and
greedily rips a leg ofl a chicken. As he raises it to his
mouth he pauses, then stares suspiciously atit, His
£ves dart about the room anxivusly, then he flings
the food from him and sitsback on the bed, shoating
glances around the room, his nose fwitching con-
stantly. You haul vourself back up (o the roof. Tf this
is the third window you have looked in, turn (o 25.
(rtherwize, you may tetum tovour guarters (burn o
151), ot imeestigate any of the following if you have
not done so already:

The left contre wall Turn to gg
The right centre wall Turm to 218
The far right wall Turn 1o 340

The Crystal Warrior shatters, but you are now sur-
rounded by Lhe remaining five. Asone, they closein
and raise their hammers . . . 1o them you are just
another fninket to be crushed.
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390
Yo face half a dowen guards. Forall your skills as a

warrior, you cannot defeat six frained men at one
time. You shrink back before the combined assault
of the puards, cnly to be shoved back at them by the
hostile, jeering crowd behind you. Death comes
quickly,

qoo
While searching through the palace you have in-
herited, you come upon a scrying mireor, selintoa
wall of ceystal A Servant shuffles forward and
shows vou howr to use it vou train it on Kallamehr,
hoping to see the fruits of your sacmbce. Sure
enough, the fields are full of villagers once more and
the land is rejoicing under its new Bamon
Madhaerios, You Took with pride upona land which
is {reed [rom Bythos's clammy grip and Sige’s nefa-
rivus schemingg, Teeling that your sacrifice is bear-
able, vou leave the mirror and make your way toone
of the tuwers of the palace. As you gaze out at the
vast swirling plains of the Abyss, you hear the
sound of a thousand leathery wings. Soon the airis
thick with circling Ectovults. For a moment you are
gripped by fear; is this some last ifck of Bythos? Bat
they have only come lo salute their mew Ruler
Then something coils round your legs, pulling vou
off balance. You crash to the ground and find vour-
self face-to-grinming-face with Caduccus the Ser-
pent. ‘Much wisdom is mine,” he says, ‘and T have
much time tn share it with you_ Thope yvou will find
me an entertaining companion.” Given a choice, you

Jac

might have preferred lighter company; bul you
soom find that the serpent is as wise as he claims,
With hic ereat knowledge to guide vou, vou uneov-
er secrefs beyond your imagination. Your power
grows ever greater, until the memory of your former
hfe in Allansia becomes a distant dream. Finally,
you unravel the mystery of travel belween lhe
planes, and embark wpon an adventure which
spans the cosmos and concerns the gods them-
selves. But that is another tale, 1o be found in the
books ol myth and lepend . .
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