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The Kingdom of Allansia is under threat. Agglax the evil
Zombie-Lord is amassing an army of undead warriors in east-
ern Allansia, beyond the Forest of Fiends. His army increases in
size with every attack it makes on the local villages and every
day its ranks are swelled with slaughtered victims under
Agglax’s evil spell. Unless they are stopped now, the undead
will take over the entire kingdom.

YOU are Allansia’s only hope. Your mission is to raise an army
which will defeat the terrifying undead troops . . . but how can
YOU conquer an army which grows in numbers with every
battle it fights?

Two dice, a pencil and an eraser are all you need to embark on
this thrilling adventure, which is complete with its elaborate
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!

Ian Livingstone is the co-founder, with Steve Jackson, of Games
Workshop, the hugely successful chain which specializes in
fantasy games of all kinds,
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INTRODUCTION

Before cmbarking on vour adventure, vou must first
determine vour own strengths and weaknesses.
Use dice to determine your inifial scores. On pages
18—y thereisan Advenfure Shesf which vou may use
to record the details of an adventure. On it you will
find boxes for recording voursKiLL, sTamisA and
LUCK SCOICS.

You are advised either to record your scores on the
Adveniure Sheel in pencil, or o make photocopies of
the page to use in future adventures.

Skill, Stamina and Luck

Eoll one die. Add 6 to this number and enber this
total in the seiir box on the Advemture Sheet.

Eoll two dice. Add 12 to the number rolled and enter
this total in the sTamina box.

There is also a ok box. Roll one die; add 6 tothis
mumber and enter this total in the Luok box.

For reasons that will be explained below, sxive,
sTamina and LUCK scores change constantly dur-
ing an adventure, You must keep anaccurate record
of these scores and for this reason vou are advised
sither to write small in the boxes or to keep an eraser
handy. But never rub out your Imial scores.
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Although vou may be awarded additional sk,
sTAMIN A and LUCK poinls, these totals may never
exceed vour Tnilial scores, except On VeI rare ooca-
sions, and you will be instructed when this is to
happen.

Your s kit score reflects your swordsmanship and
fighting expertise; the higher the better. Your
sTAaMInNA soume reflects your general constitution,
yourwill Lo survive, your determination and overzil
fitness; the higher your sTAMINS scoTe, the longer
vou will be able lo survive. Your LOCK score indi-
cates how naturally lucky a person you are. Luck —
and mayic — are [acts of life in the fantasy kingdom
VoL Are al:-crut to explore.

Single Combat

¥ e will often come across pages in the book which
instrucl you to fight a creature of some sort. You
mustresulve the baitle as described below.

First record the creature’s sgiLl. and STAMINA
seores in the first vacant Enemy Encoanter Box on
vour Adveninre Sheet. The scores for each creature
are given in the book each time you have an en-
counter. The sequence of combat is then:

i. Eoll hoth dice once {or the creature. Add ils
SEILL score. This total is the creature’s Attack
Strength.

1d

2, Roll both dice omce for vourself. Add the number
rofled to your current sg1ci scote. This totalis
vour Attack Stremsth.

3. I vour Attack Strength is higher than that of the
creature, ¥ou have wounded it: proceed (o step
4- If the creature’s Attack Strength is higher than
vours, it has wounded your proceed to skep 5. 1L
both Attack Strength lolals are the same, you
have avolded each other’s Blows — start the next
Attack Roond from step 1 above.

4. You have wounded the creature, s0 subtract 2
points from iks STAMINA SCore. Youl Imay use
vour LUcCk here to do addifonal damage {sec
belonv).

5. The creature has wounded you, so subtract 2
points om ¥our own STAMINA score. Apain
you may use LUCK al this stage {see below).

6. Make the appropriate adjustments to cither the

creature’s OT VOUr OWN STAMIN A score [and your

LU CK score if you used 1 uek — see below).

Begin the next Attack Round by repeating steps

i—6. This sequence continues unkil the staMIn A

score of either vou or the creature ¥ou are

lighting has been reduced to zero (death).

|

Battles

Unlike other Fighting Fantasy Gamebuooks, you are
not zlomne all the time on this adventure, You com-
mand an army of soldiers made up of units of
vanous taces. Tou start your expedition with
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Diwearfs, Elves, Warrors and Knights, and others
will join your army during the course of the adven-
ture. Soldiers killed in batfles are always lost in
blocks of five, and if more than one Tace is Enpgfzd
in a battle, vou may choose which ones are lost; for
example, if vou have employed Dwarfs and Knights
against Goblins and receive 15 casualties, you mayv
lose 15 Dwarfs: or 15 Knights; or 10 Dwarls and 3
l{.njgh’ba; or 5 Dwarfs and 10 Knighis. Remember
always to make the necessary adjustments on your
Adventurs Sheel, Soldiers lost in ways other than in
battle are deducted in the same way.

Fighting Skirmish Batfles
SKIRMISH BATILE RESULIS

SITLATION
|

| Superior Enen Infrror 1
1 sA 104 154
3 sk 34 i0A
pIE | 3 sE 54 554
ROLL _4 5E 5E 5,
5 | 1oE 5E 5E
& 15E 10E sE

A= Allied troops - E = Inemy Lroaps
From time to lime on your adventure, you will fight
Skirmish Battles. To fight a Skirensh Battle, follow the
combat sequence below.

13

1. Mazke 2 note of the number of your troops, not
including yourself.

z. Make z note of the number of enemy troops.

3. Compare the size of the two armies and assess
the situation. For example, if 10 of your Drarts
were fighting 10 Hobgoblins, the situation would
be Ezen. I 1o Dhwarts were up against 15 enemy
”uhg{:ublh‘[&, your sifuatiom would be Mferor,
whereas 15 of your Dwarfs against 10 Hobgob-
hins would be Supermor.

1. Roll one die on the Skirmish Ballle Besulls Table

above against the appropriake Stfuafon column.

Dreduct the number of troops lost from either the

enemy army Or VOUr oW,

6. 1f troops remain alive on both sides, return to
step 1 or 2, adjusting the number of troops for the
side that has just incurred losses.

- If your own troops are wiped out, you too will
have perished in battle.

i

=]
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Fighting More Than One Creature

If vou come across more than one crealure in &
particular encounter, the instructions on that page
will tell you how 10 handle the battle. Snmeﬁmes
you will ireal them as a single opponent; somehmes
vou will fight vach one in turn,

Luck

Al various times during your adventure, cither in
battles or when you come across siluations in which
vou could either be lucky or unlucky jdetails of
these are given on the pages themselves), you may
call on your luck to make the outcome maore favour-
able. But beware! Using luck i= a risky business and
if vou are unlucky, the results could be disastrous.

The procedure for using your luck is as follows: roll
two dice. If the numbet rolled is equal toorless than
youT current LUCK score, yvou have been Lucky and
the result will go in your favour, If the number
rolled is higher than your current LUCK score, you
have been Unlucky and vou will be penaliced.

This procedure is known as Testing your Luck. Each
lime you Test your Luck, vou must subtract 1 point
from your current LUCK score. Thus vou will soon
realize that the more you rely on your luck, the
more rsky this wall become.

14

Us:':rz;_.{ Lk i Buttles

On certain pages of the book you will be told to Test
vour Luck and wall be told the consequences of your
being Lucky or Unlucky. l-lma.me:, in combat, you
alwavs have the option of using your luck cither to
inflict a more serious wound on a creature vou have
just wounded, or to mimimize the effects of a wound
the enemy has just inflicted on vou.

I you have just wounded the creature, you may Test
yoner Fuck a5 described above. If vou are Lucky, you
have inflicted a severe wound and may subtract an
exirg 2 points from the creature’s sTAMINA Score.
However, if yvou are Unlocky, the wound was a
mere graze and you must restore 1 point to the
creature’s STAMINA {ie. instead of scomng the
normal 2 points of damage, you have now scored
only 1)

If the creature has just wounded you, you may es!
yotir Luck to By to minimize the wound. IF you are
Lucky, you have managed to avoid the full dam’tge
of the blinwe. Restore 1 point of seamina {ie in-
stead of doing = points of damage it has done only
1). If you are Unlucky, vou have taken a more
serious blow. Subtract 1 extrl STAMINA point.

Remember that vou must subtract 1 point from your
1LUCK scone cach ime you Tést yor Lok

15



Restoring Skill, Stamina and Luck

Skl

Y our sk 1.1 score will not change much during vour
adventure, Docasionally, a page may give instric-
lions ko increase or decrease yOur sgiil score. A
Magic Weapon may increase your SKILL, but re-
metnber that only one weapuon can be used ata tme!
You canriol claim two sx11L bonuses for carmying
two Magic Swords. Your SKILL SCOIe €31 never
excoeed its Initial value unless spedfically instructed.

Slaming

Your STAMINA score will change 2 lot during
your adventure as vou fight monsiers and under-
take arduous tasks. As you near your goal, Four
5T aMIN A level may be dangerously low and batiles
may be particularly risky, so be careful’

Unlike some Fighting Fantasy Gamebooks, you do
not start your adventure with Provisions. However,
during the course of the adventure, there will be
oppurtunities for you to regain STAMINA points m
VAriOUS WaYS.

Remember also that your sTamiNA SCore may
never exceed ite Inifial value unless spedfically
instructed on a page-

16

Tuck

Addifions to your Luck score are awarded through
the adventure when you have been particularly
lucky. Details are given on the relevant pages of Lhe
book. Remember that, aswithskitLandstamMmina,
YOUr LUCK score may never exceed ils Initial value
unlesy specifically instructed on a page.
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BACKGROUND

Fame and fortune are bwo things which most adven-
lurers crave and, having survived Barom Sukumvit’s
infamous Deathtrap Dungeon, you now have both.
It was thought impossible for anvbody tobatile their
way successfully through the deadly dungeon in
I-’mg, which was protected by the barun’s cunning
Trialmasters. Yet somehow you survived and
claimed the purse of 20,000 Gold Pieces in the Trial
of Champions.

Now, wherever you walk in Fang, vou are cheered,
andin the taverns where you drink, people 25k vou
aboul your perilous joumey throogh the dungeon.
‘Was there a Bone Devil in the dungeon?” . . . ‘Thd
vou see the beautiful Siren?” . . . How did you
overcome the Tiche Queen? .. "What does =
Coldclaw look like?® | . . “What is the colour of
Mutant Orc's blood? Everybody is in awe of you
and wants to know all about the evil dongeon. Butl
the constant attention soon becomes tring and you
resolve to set off on another quest as soom as poss-
ible. Besides, thereis a new threat to Allansia which
is yrathering strength in the east. Before you set off,
vou decide {o spend some of your hard-earned prize
money. You commission a small castle to be built for
vou on the south bank of the River Kok while vou
areaway; with the remaining 6,000 Gold Pieces, vou

0

decide to hire soldiers to make an armyl Becently
there have been sightings of a large number of Ores
and Goblins in the Forest of Fiends. There is a
ruminr that their leader 5 Apglax the Shadow

Demon.

A Shadow Demon, as everybody knows, s a sers
vant of the Demon Princes and a commander of the
Legions of the Damned. Sinee their banishment to
the Void after the First Battle of Titan, however, the
Demon Princes werte thought to have been defeated
for ever. And vet one of their servants is now
reported fo have been seen. This tale comes from an
old scavenger calling himself Drek who discovered
a ruined femple near Zengis. Scratching around in
the dirt in search of anything he might be able Lo
sell, Divek found a black clay pot, cotked and sealed
with black wax. His curiosily proved loo much for
him and he broke the pot on a stone, hoping that it
might contain gold or jewels. But his excitement
soom fumed to terror at the sight of what happened
next. A soon as the black pot broke apart, Drek was
deafened by the most hideous and evil cry that he
had ever heard in his life. Slowly a mist started to
form, growing ever larger and darker, unfil if
coalesced n the shape of a black robe wrapped
around a body that was invisible save only [or two
pu]ﬁﬂhng, Blood-red eyes. Drek screamed i total
fzar, but the Shadow Demon he had released simply
turned and disappeared. The chaos-spawn was o
£row again on Titan.
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On the strength of Drek’s story, you post recut-
ment notices all over Fang. The honour of fighting
dlongside someone of your renown — with the
added bonus of payment in gold — draws a long line
of hopeful warriors cutside the avern where you
intend o hire vour soldiers. Many are alone, others
come in groups, but all are eager to sign up. Some
tell of old adventures, others of monsters slain. But
vou recognize the qualities you seek and befor
niphtfall your troops are chosen. Nol knowing what
dangers vou will face, you decide not & hire all the
warriors who have come, so as to have some gold
left for the journey. You count the commission
sheets and find that you have hired 100 Warriors, so
Dhwarfs, 50 Elven Archers and 2o Knights. In the
moming you buy food, provisions and baggage
mules. When evervthing is paid for, you are left
with 700 Gold Pieces which you put in a wooden
chest and strap to one of the mules. You make ;.'m:r
way to the town square where your small army 1=
assembled. Each unil leader is handed a welim'-
banner with the symbol of a buming sword em-
blazoned across it. To the cheers of the diizens of
Fang, vou lead your army out through the cast gate
towards an unknown and deadly loe.

NOW ITURN TO 1.

T

You have marched no more than two hundred
vards when a fat, bearded man, huffing and pufi-
ing. muns up alongside you. He is dressed as a
sea captzin, although his uniform is dirty and
crumpled, and his grubby hat is dented. “Begging
your pardon,” gasps the captain, ‘but would you
lizten to my offer? T have just docked my ship in
Fang and found everybody full of excitement. It
zeems that you are the cause of it. They tell me {hat
vou are travelling east to fight some demon or
something. Well, [ don't know about any demons,
but I'm willing to take you and your men on my ship
as far as Zengis — for a small consideration, of
course. Just think of all those miles you won't have
to walk. Sail up the Biver Kok in Captain Barnock's
good ship Flying Toucen. And only 50 Gold Fieces
am 1 asking for this luxury passage. Wow, that's a
bargain, is it not?’ says the old sea-dog. If you wish
tor a1l om the Flying Tonoaw, turn to 37. Tf you would
rather conlinue marching, tum fo 225,




2—4

2

With your shield held above your head, you start
to climb. The Bluog shulfles between the upper
branches, trying to get a clearshot at you. With only
one hand free with which o cdimb, you Huudtnh
lose vour grip on a branch, Test your Luck. If youare
Lucky, turn to 396. Tf you are Unlucky, tum to 140

Tm not interesied in @lking,’ the ropue saFs
sternly. Now shutup and go away.” fyou decide to
do as he says and move o another table where the
three vagabonds are sitting, lurn to 18. If vou would
rather continue talking, um to152.

4

Each El fires two armows at the fifiy Fire Imps. To
determine how many Fire lmps are shot out of the
sky, multiply the number of Elves in your army by
twvo, then deduct the tolal of bwo dice, tolled for the

3

number of misses. Against the remaining Fire Imps,
vou miest fighta Skirmish Baltle with thirty Wardors.
If vou win, turn to 316.

The backpack hits its target, sending the sword
crashing to the floor with a loud clatter. The FIf
siatis o ary with relief as yon cut the ropes thatare
binding her. Thank you,” she sobs, ‘thank you for
saving my Life.” She then pulls a ring off her finger
and savs, Tlease take this ring as a token of my
gratitude. [t will bring vou luck.” Tf vou wish to lake
the ring, turn to 270. [f vou prefer to refuse her gift,
reftieve your backpack and rejoin your men out-
side, tum fo 211,




6—8

]
Your army marches two abreast along the path and
makes pood progress. The path ends at another
clearing. Here you sce many spears stuck in the
ground, their Hps pointing upwards, on which
human skulls are skewered. If you wish lo walk
through the clearing, turn to 48. If you would rather
wialk around it under cover of the trees, turn to 38g.

i
Your losses are greater than you had expected. Ten

Warriors and ten Flves died on board the Flymy
Toucan, and five Dwarfs and Fffteen Knights were
drowned in the river, dragged under the water by
the weight of their armour. Lose 1 point from your
L CcE. The survivors seem reassured Bo have Arm
ground underfoot once more and are keen Lo slarl
marching. You decide to sel off straight away,
hoping to reach Zengis the following day. Turn ko
366

8
‘Well answered, my friend,” savs the Oracle. ‘Now,
the final test. | wani you to perform some magic for
me. You can hearme, but you cannot see me. Fthink
we should be equals. Make vourself invigible!” If vou
own a pet Hopper, tum to 224. If you do not own
this creature, turn ko 108.




0—11

9
The arrows all miss the fast-climbing target. and

soon the Wyvern and its fder are no mors than
a speck in the sky heading towards the eastern
horizon, Asware that Agglax might send more
would-be assassins, you pive fhe order to march
on to Claw, but with your troops In much closer
formation. Turn to 220

10

You reach into vour backpack and pull out the brass
owl. Put it down on the floor,” continues the
Cracle. ‘Good. But, alas, [ am very greedy and want
something else. Dovou have d green vase you could
give me? 1 you haye a green vase and can remem-
ber how many Gold Teces it cost, tum fo that
number. If you do not possess a green vase, tum o
297.

1
You feel no different for having drunk the waler,
apart {rom feeling more refreshed. Neither
poisoned nor filled with sudden energy, you walk
rather disappoeintedly through the cave and down
the passage in the wall opposite. Turn lo2x.

12-13

12

Mot long after midnight, something disturbs your
slezp and you wake to see a bright moeonlit sky.
Barsly moving vour head, you look left and right
and see 3 shadow moving near some barrels fied
amidships. On the bridge there is no sign of the
kokout and you immediately sense danger. Grab-
bing yvour sword, yvou tip-toe towards the barrels,
cronuched down. Something that glints in the moon-
light = suddenly hurled at you without warming.
Insfinctively you duck. Roll two dice. If the number
rolled 15 the same a5 or less than your SKILL, tom to
246, If the number rolled is greater than yoursxicr,
tirn o 26

13
There i5 a loud sound of clashing steel as the twvo
armies mect The fighbing is fierce and bloody and,
although heavily outnumbered, you gain a litte
ground. Tn the cenbre of the fghfing, you find
voursell battling it out with one of the largest Trolls
of all, the fearsome Hill Troll.

HILL TROLL

Tf you win, burn to 142

SKEILL & STAMIMNA IO



14

14

You find yourself the only challenger, everybody

else bring unwilling to take on the great Big Belly
Man. The Dwarf tells you that there isa purse of 100
Gold Picces for the person whe ean defeat Big Belly
Man and that the enfry fec is 10 Gold Fieces. You
pay him the money and sit down at the table 1o

avwait the return of the champion. Yetanother cheer
goes up as Lhe crowd parts to let the big man backio
the table, Two more Dhwarfs follosw him, each wear-
ing cook’s clothes and carrying a tray with an cnor-
mous steaming pie on top. Big Belly Man sils at the
table and shuffles his chair forward to squeeze his
stomach into the recess. A pie is then putin front of
you and your nostrils twitch at the mingled aroma of
fish and custard. You are handed a wooden spoon
and the Dwarf then shouts, Readyl Steady! Gol’
You plunge your spoon into the ple and begin o at.

To determine who wins, dice must be rolled. Roll
one die and add this pumber to your SKILL S00T-
After making a note of the total, roll the die again
and add the new mumber to Big Bellv Man's pie-
eating ability, which is 13, Mote this total too. Rodl
the die again and add the number to your current
score, and then again for Big Belly Man. Confinue
until Big Belly Man's score reaches 4o first {lum o
388) oI your own score reaches 4o first {{um fo 6o}

15-16

15
Throwgh a gap in the bushes, you notice the
entrance to o small cave not far from the path. If vou
wish to look inside the cave, turn to 87. Hvou would
rather march on, turm to 181

16

The guard also manages to dispose of his atmcker
and thanks vou for raising the alarm, You tell him in
futtre to keep his eves open on both the land and
the river. The other guards report nothing strange,
s0 you retum fo your blanket and sleep. You set off
om your march again in the early moring, hoping to
reach Fengis by nightfall. After an hour or so, you
meet an old man walking in the opposite direction.
“You're the one who's going to fight Agglax, aren't
you?” he savsboldly. You nod inagreement. ‘Cood!”
he confinues. Then I suggest that when vou come
to the fork in the tiver, you follow the north branch
until you reach the village of Claw. There are plenty
of Hill Men up there who would be ready 0 join
vour army.” You thank the old man for the informa-
ton and press on eastwards. After an hour you
come o the fork in the river that the old man was
talking about, If you wish to follow the north
branch, turn to 350. If vou would rather cross over
the mew branch and follow the main fver east-
wards, b to 4o
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17

You round a corner of the passageway and see the
silhouette of something blocking your way, Tt
appears to be a human shape and a robe covets its
head. As vou move closer to see better, the fizure
suddenly burns back the robe to reveal a woman's
hideous [ace with a mass of wrigpling snakes on her
head in place of hair. Locking into her sickly red
eves, you are caught by the Medusa's stare. Your
limbs immediately stiffen and moments later you
are nothing but solid stone.

18
Tou sit down at the table with the three vagabonds
and they immediately introduce themselves as Enk,
Laz and fip. They ask you what you are doing in
Zengis. lf you wish to tell them about vour mission,
turn b 395. IF you would rather tell them that vou
are in Zengis to visil vour cousin, turmto 35.
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19
The girl smiles as she hands you your winmings and
savs, ‘What aboul a tip fora hard-working girl?" If
o1 wish 1o toss her a Gold Piece, tum to347. i you
would rather leave the sambling-hallalonce, furnto
Z1Z.

20

‘Excellent!” booms the Oracle’s voice as you pull cut
the vase [rom your backpack. ‘Now I'm going Lo ask
you a question, but Fll let fate decide on its difis-
culty. Let me roll my dice.” Test yonr Luck If you are
Luck}r, turmn to 341, If vou are Unlucky, tumn to 283,

Zl
Before the River Raiders cluse with your ship,
another fireball is flung from the catapull. Testyour
Luck. 1f you are Lucky, tum to 159. If you are
Uinlucky, furn o 74.

2224

22

As vou enter the stable, the Shapechanger throws
the half-strangled Dwarf lo the floor and tums its
bloodied clavws towards you.

SHAPECHANGER

SEILL 10 STAaMIMNA I

It vora win, turmn fo 361

23

Al such a short range, the hurled rock is deadly. [t
crashes into the side of your head and vou [all down
among the other brave soldiers who died ko save
Allansia. Demoralized by your death, your army
fums and flees. Agglax is victorious-

3
The Goblin topples out of its saddle and crashes to

the ground, dying with the impact. A search of the
Goblin's pockets reveals a bowstring and five
arrowheads, which are ol no use to vou, but vou
also discover a bone pendant with the number ‘&’
scratched on the base. Keep the pendanl it vou
wish, before giving the order to march on B Claw.
Turn to 230.
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25
You hold on to the rope and let an Elf lower himself
down into the dark hole, holding a burning torch
between his teeth. You watch him drop on to the
floor of a large chamber. ‘Nothing in here,” comes 2
cry from below, ‘except for a terrible stink of animal
droppings. There's a tunnel Jeading away from the
cavern, but ] can't see where itleads to. Do you want
me to go down it?7 L yeu wish the Elf to go down the
tunnel, turn 1o 108, 1 you tell him to climb back up
the rope so that vou can leave the dearing, turn 1o

315.

26

You decide to spare the life of the barman and let
him stagger across to his friends to have his wounds
attended to. Then vou turn to the crowd and say. °l
atn here in search of brave warriors 1o join my army
to fight the Shadow Demen that brings death to

27

Allansia. My payment is 10 Cold Fieces, but | want
only the best fighters.” Within halfan hour you have
fifteen Warriors signed up; vou tell them where to go
i join your wailing army; they are to meet Lexon,
who will pay them (deduct 150 Pieces from vour
Adventure Sheel). Seeing no other characters of in-
terest, you leave The Black Dragon’ to see what else
vou can find in Zengis, Turn to 38z,

7
Well, if vou don't want tor visit the Oracle, there's
not much point in going to the Starstone Caves, [s
there anywhere else you would like to get Bo? You
reply that vou would like 1o go through the Forest of
Fends. Turn to 314.
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28
I'en of the Elves accompany you as you walk
stealthily into the wood, sword in hand, You can
hear the cries for help quite clearly yourselt now, as
vou slip guickly from behind one free to the next,
Suddenly, in front of you ¥ou see a wooden cage
suspended by a rope from the branch of a tree. You
see amother close by with two arms sticking out
belween the wooden boards, You counl eleven
cages in total, each one probably holding a man.
If ¥ou wish o make yourself known to the men in
the cages, tum to 18z2. If vou would rather retreat
quietly out of the wood and rejoin your troops, turn

to 143

245
You avenge the death of vour troops with one quick
thrust of your sword_ You call out to your Warriors
i return fo the path and march on. Turn to 130.

30
You pay the leader of the Northmen 100 Gold Fieces
and give the order for him and his men b cimb on
Doard ship. As you set =ail once more, the leader
walks over 1o you; despite his stare from piercing
we-blue eves, you feel you can trust him. My name
15 Laas,” he says with a warm smile. ‘Would you
allow me fo bestow a gift upon you?" If you want to
take the gift. turn to 358, If you would rather refuse
politely, turn to 3g0.
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31 _
You climb down a metal-runged ladder IJ'Eat is
spcured to the side of the wall, until you reach the
sower below. The foul stench rsing from the slun:_]ge
thatis flowing slowly by makes you heave. Looking
dowen the sewer vou see what appears to be the
{lickering flame of a candle and you can jusllhearth?
sound of a whispering voice. You are convineed that
{here must be more Sewer Gublins ahead. TF you
wish to walk down the sewer, tum Lo 232 I you
would rather clinb back up the ladder, tum o 300.

32
You are very unobservant, my friend.” the Oracle
indorms you solemndy. 71 am unable fo 2&sist amy
hody who is nol worthy of my powers. Goodbye.
The eves of the stone face close again and you arc
left t ponder what to do next. You hear 4 graling
souind behind von; looking round, you see a sechon
of wall ﬂidmgfbadc:. You have no aliernative but Lo
step into the tunnel that has appeared. Tumn to 250

33

Many men struggle through the marsh to help you.
atmcking the Mudgrinder {rom all sides. But its
tough hide is hard to pierce anditisall you candaio
defend vourself, You realize that you will have o
atlack its coft underbelly so you lunge forward with
your sword as the Mudgrinder rears up fo altar:.!-:
same Dhwarls to its left. Roll two dice. If the total is
the came or less than yOUT s KILL, turn to 392. [fthe
total is greater than your SKILL, tumn Lo 256

34735

Twenky warriors cross salely before you step on o
the bridge vourself. You are about halfway across
when suddenly a rope snaps, sending everybody
on the badge plummetimg to their deaths at the
botiom of the chasm.

35
That's strange,” says Enk. "A lot of people seem o
come Lo Lengis to visit relatives. Mobody ever seems
o be here on business — not that we don't believe
VoL or anvihing like that. Where does yoor cousin
live? Perhaps we can give vou directions?” Will vou
reply:

Eubbie Streat? Turn togz
That it is none of their business? Turnto 223
That vou must be om your way? Turmn to 311
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36

‘Come on, follow me,” Thog says jovially to hearten
the nervous troops. There's nothing more than a
fewr trees and a conple of monkeys.” As vou venture
into the forest, the daylight quickly fades under a
thick canopy of leaves overhead, and the whole
place is deathly quiet. “The creatures are watching
us,” whispers Thog, but the little ones around the
edge won't do us any hamm. It's later on that we
should start to get worried. We'll go right here fo
avoid the Tree Men Your ammy fhreads s way
through the forest, and on into its darkest depths.
Turn tor 16a.

Following Captain Barnock, you lead your men
down to the docks where the FHymy Tosoan is
moored. 1l is an old ship and, like thecaplain, isin
very poor condition. But this hardly comes as a
surprise to you, as nothing of much worth ever
comes out of Port Blacksand. You tell vour men o
go aboard and pay Captain Barnock his 5o Gold
Fieces {deduct these from vour Adeerhire Sheef). The
captain shouls the order to set sail, and vou watch
the motley crew from the bridge as they haul on the

38

ropes, climb the rdgging and unfurl the sails. Within
twenty inutes, Fang has faded from view as your
niver journey gets under way. Everybody is in high
zpirits and even the Dhvarfs and Elves {orget their
differences and chat together, united in their desire
to rid Allansia of the Shadow Demon. At the bow
vou see a group of Wartiors leaning over the side of
the ship, staring at the river. Suddenly one of them
points upriver and shouts, ‘Look! A barrel, Hoating
fowards us.” You look over the side and see the
large, sealed barrel bobbing in the water. If you
want to order one of your men to diveinto the water
in order to haul in the barrel, turn to 145. If you
would rather sail on without stopping, turmn to 346.

38
You come across a worn lrack which runs north and
south. You decide to follos it to the south and soon
vuu arrive at a signpost which also points south and
reads, "Kam — 5 miles”. Tf vou wish to keep heading
couth bowards Karn, turn to 2668, IEyou would rather
head south-east, tum to 331.
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i
Agglax shrinks back in his chair when he sees the

Crystal of Light in vour hands. Covering his face
with his hands, he suddenly jumps down from the
chairand runs away, hissing orders ata group of his
black-robed Elite Fanatics standing close by. One
blocks vour way to Agglax; his corved sword held in
both hands above his head, the grim assassin is
more than willing to die to save his master. “Tanaka
San say you die!’ he shrieks as he darts {orward to
cut you down where yvou stand.

ELITE FANATIC SKILL 10 STAMINA 10

If vou win, turn to 254.

40

You tefl the barman that you have no lime or inclina-
tion to make a fool of yourself by performing drunk-
en tricks for his seedy customers, and that you are
here to hire brave warriors to fight Apelax, the
Shadow Demon- & frown pushes down his dark,
bushy eyebrows as he suddenly looks intenscly
mterested in what vou are saying. ‘Well, why didn't
vou tell me that in the frst place? he says with a
smile which suddenly lizhts up his [ace. ‘T know all
the best fighters in town and most of them are in
here now! Within half an hour you have another
fifteen Warmiors signed up; vou tell them where to
20 b0 join your wailing army; they are to meel
Lexon, who will pay them 1o Gold Pieces each
(deduct 130 Gold Pieces from your Adventure Stieck),
You finally shake hands with the big barman and



41—42

leave ‘The Black Dragon’ to find other things or
peaple of interest in Zengis. Turn to 382

41
¥ou stand in the centre of the floor, sword in hand,
to face the wartior woman. Without warning she
suddenly leaps forward, cutting her sword down
through the air. Instinctively you raise your sword
o ward off the blow.

hiAX SEILL 11

If you are the first to strike, burn to 195 T Max strikes
the first Blow, turmn fo 385,

STAMINA T

Thinking the Water of the Gods has saved vou from
a horrible death. The radiating glow gradually dies
down and soon you are back to normal. You look
round the cave and find no exits leading from it A
man’s face is carved in the rock wall, its eyes closed
and its mouth open. As you walk over to examine it
closer, the eves open and a deep voice booms oul of
the mouth, sayving, Tam the Oracle. Although vou
are not welcome here, 1 admire yvour determination
and effort. o matter how noble your cause, you
must pay for the answers to your questions. I too
will ask you questions in return. Answer any -
cortectly and you will pay with your life. Twill start
the proceedings, as | know everyihing. First, you
may start by bestowing gifls upon me. You were in
Zengis recently. T hope you took the froubie 1o buy
me a brass owl, and T must know how much voun

43=45

F-lili for it.” If you have a brass owl and can remem-
per how many Gold Pieces you paid lor it, tuen to
that number- IF yvou do not have a brass owl, turm to
206,

43

By mow many of your men are awake; none of them
appears to have come bo any harm, apart from the
lwokout who is nursing a sore head, having been
allacked from behind by the midnight mider. An
cxita man is put on watch while everybody else
seltles down to sleep once again. Mot long after
dawn, Captain Barnock gives the order to set sail
uprniver. Tum to 188.

44
"!rl::u: Iuck is in, my friend,’” continues the Oracle.
'_E:tut [ amn greedy and desire something else, Now,
do you have a green vase?' [Fyou have a green vase
and can remember how many Gold Pieces it cost,
furn 2o that number, If vou do nol possess a green
vase, tum o297

- 45

Lhe ring fits perfectly on the finger and you watch
with amazement as the clenched fist slowly opens.
Sparkling in the middle of the stone pal}n lies a
seaulilul crystal. The king'slips suddenly open and
a voice booms out, 'L give you the Crystal of Light!’
You lake the crystal and run back 1o vour waiting
troaps, full of excitement. After showing them your
freasure, youmarch on along the path. Turn to 130,
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46

The key turns in the slot and you hear a faint click.
Yona then hear a hissing sound and inhale some of
the gas that is escaping from the <clot before you
have a chance lo realize what is happeming. It Is
a deadly poison and you slump to the ground,
clatching your threat and gasping for air. Your
quest 13 over.

47

T'm sure vou'll find this crow very good company.
His name is Gilly and he even understands the odd
word in Oreish, Ten Gold Pieces is an absolute
bargain for such a fine crow, if T say so myselt.” T
you wish to buy the crow, turn to 245. If you would
rather leave the shop without buying the crow, hum
tozaB.

48
A shiver runs down your spine as you walk between
the spears, Tn the middle of the clearing vor find 2
mound of [reshly turned-over earth and a showvel
Iving near by. If you wish o dig inle the mound,
turn to g8, 1f vou would rather keep walking, turn o
315.

49
The rest of the day passes without incident and, as

the light begins to fade, you give the order tosetup
camp at a defensible spot no more than ten miles
distant from Zengis, As vou settle down to sleep,
having feasted on stewed rabbit, your mind drifts

50-51

owver the events of the day, but within seconds you
are asleep. If vou are wearing a beetle amulet round
vour neck, fum o 128 If you are not wearing this
amulet, turn to 279.
50

Ezrly mext moming vou mouse your men and ape
spon marching south-east. At noon you stop for
food but are soon on the march again. By late
afternoon you can see a row of hills in the distance.
“Starstone Caves,” says a man from Zengis. You
arrive at the caves before dusk and decide fo enter
them alone. With a candle in one hand and vour
sword in the other, you clamber down into the
mouth of a large, dark cave. Tum to 219,

5

Nobody has any belladonna. An hour later you are
shaking uncontrollably in the grip of a raging fever.
Hair beging fo sprout from your cheeks and arms
and your face begins to change shape unkl it re-
sembles the Werewolf that bit vou. Walching in
hormmor, your roops make the anguished decision o
put you out of your misery. Thelr leader dead and
morale gone, Your army abandons the cusade
against Agslax.
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32
Twi Tminutes later, vou :er.-' a crooked wooden sign
hanging over the door of an ald wooden building . A
crude drawing of 2 dragon is painted on ik above
the words The Black Dragon’. There i much shout-
myg and laughter coming from inside the favem and
vou decde to enter at once. Yot climb a few well-
worn stone steps and push open the heavy oak
door. Even though it is daytime, the tavern is dark
m=de and candles are buming as the small grubby
windows let in victually no daylight. From the doot-
way you see that the favern is bustling with life,
although none of it looks oo savoury. Groups of
cloaked vagabonds are huddled together in dark
comers, while boisterons rogues, moch the worse
fur the ale they have already drunk, sitin the middle
of the tavern insulting all who pass by them, includ-
mg the harassed barmaids who have lo squeeze
between the tables carmying their loaded Frays. You
lock from table to table and decide where to sit. Will
W ILFLIC

Sit at the bar? lTurntoagy

5it with a drunken rogue? Turn to 578

Sit with three vagabonds? Turn to 18
53

You suon come to a dead end and, sensing danger,
furn and run. Bul before youo can reach the mouth
entrance, the upper stone teeth slide down fo block
vour exil. Trapped inside the tunnel, death by
starvahom awaits you.
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54

Half an hour after eating the apples, some of the
soldiers become ill, yoursell included. Deduct 2
peints from your STAMINA and 1 point from your
skILL. Their health gquickly delerorates, and two
die quite quickly. Belore the day is over, five in zll
have died. Make the deduction on your Adcentiurs
Sheet and also deducl 1 point from your LUCK, You
regret your decision to give the apples o your men
and resolve not to be distracted from your main
objective in [uture, Turn o 209,

5

The servant of Agelax lies still on the ground, your
sword having penetrated the only soft spot on iis
hody, a small section of its otherwice rock-like
stormach. Satisfied that the Rock Man will not hght
or the side of Evilagain, you give the order to march
orn. Turn to 114,

56
Mot knowing whether you have made the right
decision to trast the vagabond, you nevertheless
hand over 1o0 Gold Pieces to them. Laz fakes out
a map from under his robes and lays it oul open
on the table. Zengns is shown in the middle, and to
the south is marked the village of Kam. Further
south-east are the Starstone Caves. To the east of
Zengis there is the Forest of Fiends, which start=
where the Biver Kok splits and muns east, almosl to
the edge of the map. Laz takes out a black aayon
and marks a large cross on the eastern edge of the

57-58

map, just where the Forest of Fiends ends. *That's
where you'll find him,” says Laz. You fold up the
map and put itin your tunic pocket. “And your omly
hope of defeating Agglax rests on your visiting the
Oracle,” whispers Jip. ‘But whether or not the
COracle will talk to vou is another matter. 1t depends
on what mood the Omcle is in and what gifts you
bring him. The Starstone Caves is where you'll lind
him.” You thank the vagabonds for the information
and leave the tavern to explore Zengis further,
wondering who the Orecle is. Turm to 382

57
S0, you are another foolish person who wishes to
zee the Orade, are vou?' If you decide to reply Yes',
tum fo 144. I vou prefee lo reply ‘No’, turn to 27

55
You suddenly catch sight of a grubby sackdoth bag,
lving hidden in the grass. You cut it open with your
sword and, much to vour surprise and pleasure,
find ro Gold Pleces. You call cheerfully to your men,
lelling them it is fime fo move on, and in minuies
vou are on the march again. Turn to 274




.|
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59

Their numbers dwindling by the munute, ¥our
troops are completely demoralized. Only yards
away from the enemy line, they tun and fiee in
disarray. You scream at them to stand and fight, but
vou cannol prevent them tunning away. Then
many hands grab you and you are led in chains to
Agrelax for execution.

The crowd is stunned ints silence when you drop
your spoon into the cmpty bowl to signal victory.
Big Belly Man, his mouth still crammed full of pis,
shows his anger by brushing the pie bowl off the
table so that it smashes on the floor. Shaking his
head in dishlief, the Dwarf hands vou the purse
containing 100 Guld Pieces. If vou would like 1o
stand on the table and make a speech about Agglax
and your wish to hire ien stont fighters in exchange
for the gold you have just won, tum to 165. If you
would rather leave with the gold, turm to g5.

G1—62

Y shake your head and just manage to keep your
balance as you hear the bellowing laugh of the
barman behind vou. You slump down in a chair at
the table nearest to you, somewhat the worse for
drink. Deduct ¢ point from yourstamin a. Roll one
die. If you roll 1—3, you find vourself sithng with a
drunken rogue (tuen to 378). If you roll 4--6, vou find
vourself sithng with three vagabonds (turn o 18).

fz
Another Goblin sees you move lowards the em-
battled Warnor. Recognizing you as the leader, the
Goblin points its ceossbow al vou, takes careful aim
and fires. If you hired Max's Marauders in Zengs,
urn bo 153. If vou did not hire Lthe watrior woman's
fnrhters, turm to 339.
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63

The streel door opens into a single room in the
centre of which two men are engaged in a practice
sword-fight with wooden swords. They are baing
wabched by seven other men. At the far end of the
room, @ striking blonde waoman wedring leather
armouTr 75 showhing out instmctions to the bwo
fighlers. Stop!” she shouts suddenly. ‘Take a rest
while T see what this intruder wants.” She walks
over 1o vou and says, Tm Max and these are my
poys. Do vou want tojoin them or hire them?” You
reply that you may be interested inhiring them. My
bovs are the best. 200 Gold Pieces and all len ol us
are vours.” Will you:

Pay Max the price she wants? Turn to124

Haggle over the price? Tumn o 255

Hefuse the offer and leave? Tumto 314
64

The guards call out foryou tostop, butvou ran on as
st as vou can, keeping an eye out for a tavern inlo
which todash. Turnto g2,

65
The street urms sharply right and you scon lind
voursel back af the mamn entrance-gates ko Zengs,
Remembering your promise to Lexoh, you decide to
reliirm to your waifing army. Tom to 115,
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&b
You manaue to free a hand and stab the brutal beast
irt ils [oot with vour sword, Tt oars in pain and, a
split second later, ¥ou are free and up on your feet.
Now you have a better chance against the fesh-
eafer.

NANDIBEAR SKILL g

If you win, tum to 362.

STAMINA I1

The agile T Man suddenly makes his move and,
before you have time to react, ¥ou are knocked to
the ground by a flving two-footed kick. You land
with your face in the dirt and feel a sharp pain
in your arms as they are twisted up behind your
back in a vice-like grip. You try lo break free, but
struggling omly increases the pain and you are
forced ko submit to Vine. Turn to213.

68
You come to a wide clearing in the forest in which
there is a large boulder. The clearing is strewn with
bones and the boulder is spattered with dried
blowad. If vou wish to waitun the edge of the deaning

Bg—T0

with your army bo see i anyone or anvihing will
come back toit, tum bo 252 If Y¥in winild rather walk
through the deanng, tum to- 312,

69 :

Ten of your ¥arriors fall prey to the Harpoon Flies;
their bodies to provide food in the coming weeks for
the maggols that hatch out inside them, Eventually
the Harpoon Flies zoom off and you lead your men
dejectedly back to the ship. Deduct 1 point [rom
vour Lu k. Captain Bamock realizes vow are in no
moed for carly morning challer and gives the order
o set sail upriver. Turn to 188.

79

Ihe Werewolf catches sight of yoor charnm and
becomes frozen to the spot, rigid with fear. Without
any strugele, vowo ane able to dispose of the Were
wollwith one thrust of voursword. But vou find that
the goard is dead. The rest of the night passes
without further incident and in the morning you
kead your army oub of the forest, across the new
plain. Turn to 323
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71
The barman looks at you in astonishment, then
picks up 2 wooden club from behind the bar, He
storms oul from behind the bar, shouting, T'm
going to teach this upstart a lesson.’ You slide off
your stool and draw your sword to face the huge
brute as the drinkers crowd around o get a good
view of the fight. “Mince him, Fais! shouts a voice
from the crowd. ‘Hurry up, Fats, T want another
drink,” roars another. Then the fight begins.

BARMAN

If vou are first to win three Attack Rounds, turmn fo
26. Tf the barman is first o win three Attack Rounds,
lurn to 227,

SR & STAMINA T

Another half-hour passes and the paralysis staris to
wear off, Feeling returns to your limbs and soon you
are able to move {reely, Turn to 284,

73
You quickly raise your shield-arm to block the flying
dart. The Blog turns to run away, and disappears
into the bushes. If vou wish to give chase, turn lo

=75

171. If vou would rather call your troops back to the
path and march on, turn to 130.

Vi
the fireball crashes into the mainmast and drops on
0 the deck, killing five of your men. Two Dwarfs
guickly smother the lireball with wet blankets,
averting a fire ¢m board. Tum o 192,

75

While your warriors are recovering, vou wonder
what plans Agglax is hatching: somewhere beyond
the Forest of Fiends he awaits vou and your army,
When wour warriors are finally well enough ko
march again, you decide b go straight for Agglax,
30 ¥ou tumn your ammy east towards the Forest of
Fiends, After crossing one of the tbutaries that
ieed the River Kok, you come to the edge of the
sombre forest. Dark, twisted trees reach high to
lorm a threatening wall; a whisper of uncertainty
muns through the ranks of the army. You break the
zene silence by shouting Lhe order to march into the
worest; the daylizht qoickly dwindles under a thick
canopy of leaves overhead. Only the high shrilling
of rightened momkevs occasionally wakes Lhe silent
lorest. After half an hour, a scout reports back to tell
vou that he has spotted a group of wooden huits,
aimost hidden by overgrowing vepetation, If vou
wish to go with tenmen to this village, turnto 238, If
vou wiould rather march on with your army, tum to
180.
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The passageway oOpens up into another cave,
zlthough this one is completely empty. However,
vou have z choice of exits. In the far svall you see the
mouths of three innels, cach one carved B re-
semble the open mouth of a strange creature, the
Bkes of which you have never seen before: You
notice that three of the teeth in the upper jaws of the
carved heads have numbers chiselled inte them.
Choose whichever tunnel you wish to go down and
tuen £0 the appropriate number.

&
The old wooden door is still and you have lo pul

vour shoulder ot taopen it As the door flies open,
vou hear the piercing scream of a female veice and
are startled by what you see. A young Elf is tied to
the top of a table, which is bolted to the floor in the

raddle of the rubbish-strewn hut. Two yards aboye
ner stomach hangs a sword, suspended by a single
thread of cotton which is looped over the end of an
IO SP!]'F.L this protrudes honzontally from a
wooden beam leading down into a hole in the
fickety floorboards. Don't move! shouts the TIE
‘Une of the Aoorboards will trigper the release of the
sword 1f vou step on it You have to decide whether
or not to save the ElE. Will you:

Run in to grab the sword? Tum tn 154
Throw your backpack at the swword? Turn to 205
Leave the EIf and march on? Tumm to 320
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78

You set off quickly down the sireet before atiracting
the attention of anvbody else. You feela lumpinside
vour clothing and suddenly remember the leather
pouch. You lake it out and unte the cord thal is
keeping it closed. Turning il upside down, you
shake the contents out on to vour hand, and are
alarmed to discover a scorpion on your paim. Test
your Luck. If vou are Lucky, tum to 253 If you are
Unlucky, tom b 240.

7
Sensing that vou are in trouble, Agylax prepares for
hismoment of trivmph. Turn lo 301

So

The bluchoitle hesitates for a second before sourey-
ing on to the jam that you chose. Add 1 point fo
your LUcE: The man unclips his brooch and hands
it to you without sayingra word, his face remaining
expressioniess. You examine the besutiful brooch,
which has on it a fire-breathing dragon showmn in
relief. You turn it over and notice the number “8g
scratched on the back. You make a mental note of
the number and pin the brooch on &> vour funic. I
vou wish to ask the royue his name, turn to 3. Ifvou
would rather leave him and move fo anether table to
sit with the three vagabends, tum to18.

g1—-53

Ha
U'm zorry,” he says, 'L do go on a bit; don't 17 He

hands vou vour key and vou climb the slairs Lo your

toom. Tum b 376.

Bz
You avenge the death of vour troops with one swill
thrust of your sword. You climb down from the tree
=nd call out to vour warriors & return to the palh
and march on. Tom to 130,

83

Five of vour Warriors fall prey Lo the Harpoon Flies,
their bodies to provide food in the coming weeks for
the maggots that will hatch oot inside them.
Eventually the Harpoon Flies zoom off and you lead
vour men dejectedly back to the ship. Deduct 1
ooint from your Locx. Captain Bamock wastes no
fime and sets sail upriver straight away, sensing
vour desire to get away [rom this place of ill-forkune,
Turm to 188.



By

The army marches east along the bank of the River
Kok until you reach a major fork. Belore you mises a
dark wall of trees twisting skywards: the sinister-
looking Forest of Fiends. You march north for a
while until you come to a safe section of the tribu-
tary Lo cross, Thereis much whispering among vour
tronps as you arch into the forest where the day-
light quickly fades under the thick canopy of leaves
overhead. Only the high shrilling of fmghtened
monkeys occasionally disturbs the strange silence of
the forest. As you penetrate deeper, the rees be-
come very dense and it is slow work threading the
army between them, If vou wish 1o press on, tumn Lo
155, 1f you would like 1o send out 2 scout Lo find an
-easier way through the forest, turn to 120

E5—B4

85

The floor of the tunnel becomes steeper, and walk-
ing up il 5 quite an effort. But your legs suddendy
feel full of running when you see a patch of white
light ahead. The air smells fresher; soon vou are oul
of the cave and standing in broad davlight at the
mouth of a cave only a hundred vards away from
vour men. They are sitting in a circle, patiently
waiting for you to appear from the cave that you
entered not long azo. You call oul Lo them and run
1o where they are sitting to tell them of your under-
ground adventure. You decide to return to your
waiting army without further delay.

But the joumney back starts with an unwelcome
encounter. You see a dust-cloud approaching and
soom hear the sounds of galloping hools, Ten hostle
Centaurs charge down upon you- Yoo must fight a
Skirmmsh Baftle. T vou win, turn 1o 290,

il
The moment your swords are drawn, fifteen Hill
Men appear as if from nowhere. Dressed in animal
zkins and armed with stone clubs and axes, the
long-haired men run towards you on their wiry
legs, screaming at the top of their voices. You must
fight a Skirpmish Batile. If vou win, turn 1o 340.
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87
As you step into the half-light of the cave, your leg
brushes against some sticky threads. Asif an alarm
had been sounded, 2 huge hairy spider crawls out
from the depths of Lhe cave to ensnare the prey that
has stumbled into its lair. You muost ficht for your

CIANT SPIDER SKILL 7 STaMINA &

If vou win, tum to 275

ik
You hear a mustling sound coming from behind
some thick bushes and suddenly ten huge Goblin-
like creatures jump out wielding axes and cleavers,
Well over eight feet tall, the brown-skinned Garks
ruesh forward to abtack. You must fight a Skirrrish
Battle. Tf yom win, furn 10 250.

f9
“Thank you =0 much,’ says the Oracle. “And now,
howe can T help you?” You explain that vou beheve
the Oracle can help vou to defeat Agplax; you ask if
this is frue. So, vou wish to destroy the Shadow
Demon? It is good that you have your army with
vou, as you would never reach Apglax alone. His
forces are too great in oumber for you too slip
through them. You must battle your way through to
him. You will find a trail of destruction east of the
Forest of Fiends. Follosw that trail and you will scon
catch up with the Shadow Demon's army of death.
Even if vou destroy his army, however, Agglaxwill



90-g91

fight on alone. Your weapons will not harm him.
Only a void spell will obliterate the Demon. You
must find the Cryctal of Light. When you are within
gix feet of Apelax, hold the crysialinboth hands and
say ‘Three, two, one — begone.” That ic how you
will rid this land of the Shadow Demeon. Goodbye
and good luck.” The eyes of the stone face dose
again and you hear a grating sound behind you.
Looking round, you see a section of wall shiding
back. Filled svith new confidence, you step into the
tunnel that is revealed. Tom fo 280

You do not trigger the release of the sword and are
able to grabitand throw il aside. The Elf starts to ory
with relicf as you cut the ropes that are binding her.
‘Thank you,” she sobs. “Thank you for saving my
life. She then pulls a ong off her finger and holds it
oul lo you, saving, Tleasetake thisringas = tokenof
my gratitude. It will bring vou luck” If you wish to
take the fing, turn to zyo. I you prefer to refuse her
gift politely and rejoin your men outside, fum o
211,

gL

Your Dwarfs battle valiantly against the Chaos
Warriors but are vastly outnumbered. Refusing to
give pround, they stand and fight untl the last wo
of them are standing back-to-back against the
fanatical adversaries. Then one of them falls be-
neath the blow of a spiked mace and the other s
spearcd in the back: Your ears ring with the tor-

gz

menting onies of the victorious Chaos Warnors, You
shout out nesw battle orders, expecting the Chaos
Warnors to atiack, but they lurn and trot back to
their own lines. You decide that attack 35 the best
torm of defence and give the order for your army fo
march on the front line of Trolls. Tum b 178,

gz
Rubble Street? Enk continues. "That's just off the

sireet where we live. We'll ke you there " Unable
o think of 2 good excuse, you agree to their sugges-
tior. You follow them oot of the tavern, walk alongy
the street for five mimates, and then turn dghl inlo a
narrow alley. The three men suddenly stop and tum
round, their hands gripping their dageers. ‘Rubble
Strect! There is no Rubble Steeet in Zengis,” says Enk
glesfully. ‘Let’s get the stranyger, lads; those pockels
look to be bulging with pold!” You draw your sword
quickly as the three vagabonds bear down on you,
Fight them one ata time.

SKILL STAMINA
ENK " :
LATF 7 "
e - :

If you win, tum to 133.
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The key tums in the slot and yon hear a faint dick.
With a coarse grating sound, the stone slab slides
back into fhe wall and you are able to proceed along
the passageway. However, it soon ends at another
junction. If you wish to go left, turm 1o 235. If you
wish to go right, turn o 381.

The Warrior leaves the man lo drift downriver to the
sea and a watery srave. He swims back to the ship
and you are soon undernway again. Turn (o234

(O v lefi you see an allevway, at the bottom of
whith is a pile of barrels. If you wish to go down the
alley to invesligate, turn to 352 1f you would rather
wilk onup the street, tum to 177.

gb
You come to a narmow part of the chasm where a
huge slab of stone has been placed to forma bridsze.
If vou wish 1o send your ammy across the stons
bridge, turm to 138. If yeu would rather march on,
turn fo 326

oF
You are consumed by the fireball and are dead even
before your troops can reach you.

g8—59
o8

The hole you dig is a yard deep when your shovel
sirikes something metal. You scrape away the earth
to reveal a section of flat iron. I vou wish 1o dig on,
furm to 184. I you would rather fill up the hole again
and leave the cleaning, turm to 315.

)

The Starstone Caves, you say? Yes, ['ve been there,
Dangerons place, full of traps. They were put there
oy the Oracle, who hates visitors, But the Oracle will
speak to most people who can survive his traps and
make il lo his inner sanctum, It's a challenge, you
see. He hates fime-wasters. He'll only spend time
with people who raslly need Lo see him, bat even
then hell want a few giffs, depending on what
mformation vou seek. 1 sugpest vou gel yoursell a
gude. Go fo Kam. That's sbout the only place
where you'll find one.” You thank the bounty-
numter for the information and walk back with him
along the tunnel. Leaving him to collect his evi-
dence from the dead Sewer Goblins, you decide
what to do next. If you have not dohe so already,
you may inspect the bamels (ham to 137) or walk
back down the alley and turn left into the street
{tomm to 177).
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108
You enter a crowded hall which is full of gaming-
tables and sager punters. The whole place is buzz-
mg wilh excibement. You watch a girl spin a huge
wheel of fortune and lislen to the groans and cheers
of the people surrounding her as the number 33
Snzlly stops against the peg. You watch a few hands
of cards at varipus tables, but finally decide to play a
zame of "High-Low’. The girl holding the dice tells
vou hosy to plav. You must roll tvo dice, but before
doing so vou must predict whether the number
rofled will be high' (8-12) or ‘low” (2-6). The num-
ber7is a loser either way_ She tells you that voumay
bet up o 50 Gold Pieces and she will give you the
smount Fou bet if you puess correctly, You may bet
only once, Tfvou win, turn lo 1g. I vou lose, turn to
173

101
While taking his axe, you spot a leather pouch on
the Axeman's belt; before you haye time to open it,
nowever, you see two town guards cunning up the
streef towards vou. If vou want to open Lhe pouch
and o=k bemg caught, hurn to 28z, If you wonld
rather un off with only the gold ring, furn o 64.




102—103

102

The street tarns sharply left and then left again and
you soomn find yourself back at the main entrance
pates to Lengis. Remembering vour promuse o
Lexon, you decde to return to vour walling army.
Tum to 113,

103 .
You struggle as hard as you can, but vou ?i‘i-‘.'i.i_]‘-rlﬂ-]E
to escape from the vice-like grip of the I _;mchbaar_
The brutal beast tears at vour throat untl vou are
dead and then begins its long-awailed feast. Your
gquisl is over.

104
Wilhin ten minutes of refurning fo your waitng
army, you give the order to march. Alfer crossing
the rver at a hamow point, ¥ou turn south-east
toswards Zengis. Turn to 44.

105 ;
The dagger pierces your heart and vou sink 1o your
knees, clutching your chest. Your last thomghis are
of your own stupidity for springing the trap.

10b—107

1085

Forty of vour valiant troops lie dead or dying on the
battlefield. (Reduce the size of your army by this
amount on the Adpenture Sheet.y Trolls are trying Lo
push the brave survivors back, while Gobling and
Ohrcs aftack the flanks remorselessly . Berserk with
battle-lost, some of the Goblins and Cires at the baclk
are fighting among themselves, so eager are they to
feel the clash of steel. To your right you see a
Warrior being attacked from buth sides by two
Coblins. To vour left, another Warrior is being
clubbed 1o the ground by a FTill Trofl, If you wish to
help the Warrior on vour left, turn to 269. 1f vou
wish to help the Warrior on your right, tum to &2.

107
Thebarrel lands in the water with a splash and soon
tloats away and out of sight. Tum to z0g.




108—100

108

‘Leave no stone uniarped when next vou come Io
igit me. Today, vour knowledgeis larking and Fam
thus unable to assist vou. Goodbye,” the Ciracle
intones solemnty. The eyes of the stone head close
again and you are left to ponder what to do next.

You hear a grating sound behind you; looking

round, vou see a section of wall sliding back. You
have no alternative but to step into ﬂue tunnel that
has appeared. Turmn lo 250,

109
Twe arrows find their mark, one sinking inko the
sofl underbelly of the ¥Wyvermn, the other hitting the
Goblin in the back. It slumps down in its saddle, 2=
the Wyvern continnes to cimb into the sky despite
its wound. Tesi yowr Luck. 1§ you are Lucky, born' o
24. U vou are Unlucky, turn to 135.

110—111

I

The Rat Men possess no treasure and, after dis-
posing of their bodies, you settle down to sleep,
although somewhat uneasily. Tum b 50.

111
Ihe Hopper makes several peculiar signs with its
funny little hands while utbering a strange noise in
the back of its throat. Suddenly you are invisible,
You cap your hands but cannot see them. A few
minutes later, you return to vour visible state.

Thers's just one more thing," the Oracle says frus-
tratingly_ 'I need a gold brooch. My daughter says
she needs one - although T don't know what for,
bevause she s nincty- -cight years old. Sa, if yvou
would be so kind as to give me a gold brouch, [will
be in 2 position fo help vou.” I vou possess a gold
brooch, tum to the number that is inscribed on it I
vou donot possess a brooch, turn to 297.




112113

112
As you open the door, a small brass bell tinkles
bove your head. A thin, bearded old man is sitting
on a stool behind a wooden counter falking to a
large crow, perched on his hand. "Wha's an ugly
Doy, then? squawks the crosv in reply, much to
vour surpnise. The old man appears uncomeemed at
your entrance; vou look round the shop and see
many small animals —cats, birds and small rodents —
=nd also other, strange creatures. There is one that
-=E'*~‘- up on Hs fwo hind legs like a kangaroo, but it is
less than twvo feel lall and is green and lacks fur.
Another 15 2 small winged creature with leathery
=mber skin; il seems quite content Lo fly from one
side of the shop fo the other. Other creatures are
equally odd and you are standing looking at them in
amazement when the old man suddenly savs, “You
=re fascinated by my pels, are you not? Are you
miterested im buying one of them? T have both
nousehold pets and familiars that can talk. Someare
ery special indeed and can even create a little
magic. You Iook like an advenhirer b me, so
presume it may be a familiar that you require.
Would vou like to buy a talking familiar such as my
crnw here {ftum to -IT}' or would you like a special

reatune (e to 360)7"

113
You armive at the camp before noon and are greeted
enthusiastically. You give the order o march. Tf you
wish fo cross the River Kok and and march south,
irm &0 262 If you would mther march east bowards
the Forest of Fiends, turn to 84.
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114
You come toa long, deep chasm which 15 too sleep
to climb down and boo wide to jump acress. If youo
wish to follow it north, turm to 253. If you would
rather follow it south, tum to 327,

115

Two hours laker, vou see a smallwood one hundned
yards to the north. The Elven Archers suddenly halt
and tilt their heads towards the wood, their keen
senzes obviously aware of something happening.
Oine of the Flves approaches you and says, ‘Wecan
hear the cries of several men calling for help from
inside the wood.” If vou wish to see whois calling
out, tuen to 28, 1f you would rather continue march-
Ing east, form b 2g5.

116

The crossbow bolt whistles past your leftear, hitting
the wall of the tunnel somewhere in the darknes
behind you. Walking on, vou soon come 1o & dead
end and find the crossbow from which the bolt was
trigpered. There appears to be ne way of going on.
and you have no alternative bul to walk back down
the tunnel and along the other sechon. Tum o 85.

117
You find vourself clutching at air as the agile THIl
Man leaps over you. You land heavily on the
ground and, before vou realize whal is happening.
yuur arms are twisted behind your backina painful
hold. You try with all yoor might 1o break free but,

118—120

e mome you strugsle, the more it hurts. Finally you
&=ve no choice but to submit. Furn ko 213,

1158

Wiclding their flaming swords through the air, the
"'-_ﬂte Knighis cut down the Chaos Warniors, de-
spite being heavily outmumbered. Yhen hall their
sumber have f-ﬂ”.Lf'I. the Chaos Warriors torme and
See. Seizing the initiative, vou call the rest of vour
=rmy to join the Knights and march om the front fine
ot Trolls: Tum fo 178

119

A Warnor dives mto the water and swams over to
e log. ‘He's dead,” shouls the Warrior. ‘And
there’s an Ore's knife sticking out of his stomach.
There's also a gold key hanging from his neck on a
miece of string. Shall T take i7" If vou want the key,
wurn fo 318. I vou swould rather leave the man and
the key alome, fom fo oy

120
An hoar later the scouf retums to tell you that 1o the
south he has spotted a villige of wonden huts
almost hidden by overgrowing vegetation. He also
tells you that the trees are less dense that way. You
immediately turn the army south until it is possible
i0 head east without too much difficulty, svhen the
seout fells vou that the villape is further to the south.
If you wish to go with ten men to the village, turn to
238 IF yvou would rather march on eastwards with
VO armiy, tum to 18a.
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IZL

2 large stone slab blocks your progress down the
sassageway. However, a slot for-a kev and a crack
s=hween the slab and the side wall lead you to
suppose thatit could slide into the wall. Three skulls
=re mounted on stome plinths round the slot, each
with & key placed on top and a number stamped on
The lorehead. T vou wish to try a key in the slot,
thoose a mumber and turn to it I vou would rather
walk back to the junction and bry the other passage-
way, tum to 17;

122
With a full stomach, vour reaction is slow. You feel a
sudden pain in ¥our side as the dagger finds its
mark Testyour Fuck. IF Vi1 ATE Luc'I-;].-', tum o 1go. If
vouare Unlucky, turn to 272.

123
Ihe Goblin's fall is broken by landing on top of the
Wywern, Althoush it is bruised and in pain frum
what you suppose are broken rbs, it is at least alive
znd may be able to provide vou with sume valuable
information. You walk over fo vour would-be assas-
sin and ask quite sternly what it knows about

Agwiax. But the Goblin merely spits at you belore

pushing a dagper into its own chest. You decide to
search through its pockets, and you find a bow-
string, five arrowheads and a gold pendant with the
sumber “10° scratched on the base. Keep the pen-
danl if you wish, before siving the order to march
om-fowarnds Claw. Turmn to/ 220
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124
You tell Max lo go and meel Lexon at your camp
outside Zemysis where she will receive her payment
of zoo Gold Pieces (deduct this from your Adoefaurs
sreet]. ¥ou will notregrethimng us,” she says as she
leads her men away. You watch her for a few
morments, before burning the corner and walking on
up the streel. Turn to 314.

The Hopper jumps up and down on yoor shoulder,
vapping franfically like an excited puppy. “Noright
turns on the way oot the caves,” sgoeaks the
Hopper. “What would vou deo without me? You
make a couple of facetions sugrecions and walk on.
Turn to 166

126
Ax you Tace away, vou do not see the Axeman
behind vou take aim and hurl a throwing-axe at you.
Test your Luck. Tf you are Lucky, tum to 373 If vou
are Unlucky, turn to 302.

127-—128

123

A sprig of belladonna is brought to you and you
swallow it as guickly as possible, The belladonna iz a
poison itself {deduct 2 points from your sTAMINA)
but, strangely, fights off lvcanthropy. The fover
soon dies down and you are able to rest and sleep,
You feel moch better in the morning and lead the
srmy¥ across the new plain, Turn lo 323.

128
For you it will be a long night, a night that lasts for
gver. As soon as the moon rises, the amulet be-
comes animated by the svarmth of your skin and the
beetle burrows into your neck and severs your
windpipe.




120—131

120
Fifteen mimates pass by, and still vou find yoursel?
unable to move a muscle. Then, much to your
horror, vou see a head rize slowly cut of the sewer
acoess tunnel. 1L is another Sewer Goblin. It looks
lirst at the bodiss of its two comreades then over af
vou. Itelimbs slovwly out of the hunnel and walks up
to you, With one swift movement, its dagger exacis
T(-'!".-'E'!I'lh"l.'.

The path finally peters oot at a point where the
forest begins 1o thin, Walking is made easier om the
flat, pine-needle—covered ground and you lurn easl
once again. Turn b0 114,

131
The fireball crashes on to the deck, killing five of
your men. Others rush to pul out the fire before it
can gain a hold, and soon itis under control. Tum Lo
21.

132-133

132
No exil permil, no exit,” shouts the Calacorm as it
reaches for ity spear. Now you must defend youor-
==]f,

CALACORM SKILL g STAMINA &

it vinr wim, tarn to 377-

133
You mummage haslily through the pockels of the
vagabonds and find 10 Gold Meces and a glass phial
containing a green, odourless liquid, I vou wish Lo
drink the green Ligmd, tum to 284 IF you would
rather leave i, take the gold and o back into the
street o explore Zengis further, tum to 382,




I34=137

134

= large rock e front of vou suddenly moves. Then
vou realize that it is nota rock, but the back of a Rock
Man. It stands awkwardly on its rocky feet and
tums o face vou. Like a tall man with rough,
mocx-like skin, the waiting servant of Applax
=tretches out to grab vou and squeeze the life out of
woiir body

EOCE BLAN SEILL 10 ETAMINA B

2 vou lose any Attack Rounds, turn to 202, If vou
win without losing anv Attack Rounds, turn to 55.

135

The Goblin manages to stay in its saddle, and soon
the fastclimbing Wyvern is nothing more than a
speck In the sky heading for the eastern horizon,
Aware that Agglax may send more would-be assas-
sins, vou mve the order to march oo to Clasy, but
with vour troops in much closer formation. Turn
220.

136
Your femperature increases and the fever becomes
worse as the hours roll by You slip in and out of
comsqousness, until your body finally givesin to the
deadly virus. Your adventure is over.

37
The first two barrels vou examine are empty, The
third has a piece of old sacking covering it; before
you can even touch i, however, a squeaky man's



138—140

voice shouts out from inside, 'Go away! Leave me
alome!l Can’t a body geta decent afternoon nap these
days?" If you wish 1o pull back the sacking to see
whais inside the barrel, burn 1o 328, Otherwase, you
can either walk back down the allev and tum l=i
into the street (turn to 177) or, if you have not done
so already, descend into the furmel to the sewers
below the alley (b ko 31).

138

‘Ten Warriors cross the bridge before vou stepon o
it: Yo are halfway across when it suddenly moves
under your feet. The slab rolls over and you are
throwwn into the depths of the chasm. Landing on
the rocky foor fifty vards below, you are killed
instantly. The slab of stome was a Boulder Beast that
had been put there to trap you by the servants of
Agrerlax.

139

By the time the Flymyg Tonoan has fumed and got
under way, the pirate ship is less than 200 yards
asiern, The gap quickly closes until you arc thrown
on to your back by the force of the pirate ship
ramming the stern of the Flying Towcm. Test your
Luck. Tf vou are Lucky, fum to 384, If wou are
Unlucky, tum to 215.

140

You fall backwards, clubching at thin air, and land
heavily on the ground, some fifteen feet below. You
are dazed and winded, and a pain in yoor back

141—142

orevents you getfing up. Through blurred vision
vou zee the Blog above ke aim with its blow-
pipe. The poisoned dart finds ifts mark and you are
dragged off to fill the Blog's cooking pot.

141

Yuou arrive atan old building which looks like a barn,
with large wooden doors at the fromk. A man is
smnding in front of the doors and there is much
shouling and cheering coming from inside the
Suilding. You step towards the entrance, but the
man bars your way. ‘Fie-eating competition,” he
=2y gruffly, ‘Five Gold Pleces bo go in, and then you
can join in the competition against Big Belly Man if
your think ¥ou can out-eal him. Mind vou, nobody
ever has, [thmk Ishould tell you." If youwant lo pay
the enfrance fee and go in, tuen to 237 1f vou would
rather walk on, o to g5,

142

The raging battle continues, but still there is no sign
of Apwlax himself. No sooner have you drawn your
":Im:i}'sr.'nrd from the chestofthe Thill Troll, thana
heavily armoured Mountain Orc jumps over the
corpse to fizht v,

MOUNTAIN ORC SKILL & STAMINA 7

If ¥vou win, turmn o 208,




A=l

113
You are almost out of the wood when you hear

==vage war-cries. Filteen heavily armoured Ores
are monning  through the frees towards you,
orandishing swords, axes and warhammers. You
must fight a Skirmish Beftle, If vou win, turn to 242,

144
T don't know if you know it already,” continues
Thog, ‘but the Starstone Caves is a very dangerous,
map-ridden system of passageways and caves, one
of which is the hideaway of the Oracle. Even though
hie has many powers to offer this land, he really
loathes all the Iving, cheating, thieving, hvpocrisy,
deceit and all the other bad ways of the beings in
Allansia. He will tolerate those who show initia-
fve, however. Andif you survive his traps, that will
show nitiafive enough: he'll speak with you. And
Ul take you there for 30 Gold Pieces.' You pay Thog
his fee and pgo back with him to the inn.

carly next momning you rouse your men and are
soon marching south-eastwards. Thog starts to tell
vou allaboot his ad venbures which, after twohours,
become extremely boring. Before noon, you give the
order o rest for food, just to stop Thog from talking,
Even so, he rambles on, spitting crumbs from his
muouth while describing the more exciting merments
from his tales. Thankfully, you reach the Starstone
Caves before dusk and ask Thog to tell you all he
knows. Two things T should tell you,” he replies.
‘Always mrn mght at every junction. And il vou
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have to choose a numiher you can see, don't choose
one with a four in it. What questions the Oradle will
ask vou I'm afraid you will have to answer for
}rnur-.en:-J.L'. You must g0 on your own and find out.
You wave goodbye to your men before disappear
ing into the mouth of the dark cave, 2 lit candle in
ome hand and your sword in the other. Turn fo 239,

45

A bharochested wartior dives into the miver and
cwims to the barrel. A rope is thrown tohim, and he
ties this round the barrel before being hauled up by
the deckhands, With a buzz of excitement, the hid is
prised off the barrel. But the contents are dis-
appointing — the barrel is half filled with apples. It
you want to hand them round 1o your men, turn (o
32q. IF you would rather toss them overboard, fom
loaaf.

146
As you walk past an allevway, three dark-cloaked
figures leap out of the shadows, wiglding wooden
clubs, Fight the robbers one at a ime.

SKILIL. CTAMINA
First ROBBER = 6
Sepund EOBBEER T, 7
Third ROBBER B &

Tf you win, vou decide against going any furiher in
the dark, and you walk back to ‘Helen's House'.
Turn to 368.

147148

147

You teel backwards and the arrow thuds into the
eround, missing vou by inches. The Wyvern is
sweered skywards again by the Goblin, as your
troops rush to you to make certain you are net
wounded. You shout at them to fire their bows at
the Wyvern, but it is already out of range. As you
give the order to march on, you wonder whether the
attack had been an assassination attempt on behalf
of Agglax. Turn to 220,

The Knights draw their swords, which vou see are
burning with white flames. Seemingly undaunted
by the numbers standing against them, they charge
at your troops on their fve white stallions. You see
them slice through vour ranks as the weapuns of
vour soldiers appear to do them no harm. One of the
Frnights furms his horse in your direction. You raise
your sword to defend yourself, but the clash of the
Enight's burning blade shatters it into finy pieces.
The Knight strikes again, slicing through your body
armour as though it were butter. There you die at
the Twisted Bridge.




140151

149
The street continues straight on until you fnd vour-

self back at the main entrance-gates o Zengis. Fe-
membering vour promise to Lexon, vou deade &0
refurn to your waiting army. Tum toa13.

150
The Axeman slands back, cotting a lgure-of-emght
through the air with the battle-axe which he wields
in both hands.

AXEMAN

I youwwin, tum ko 1o

SEILL & sTAMINS §

15T
T'm afraid you are short of luck, my fend,” con-
tinies the Oracle. ‘Fate has decided that I canniot

help vou, Goodbye.” The eyes on the carving dose
again-and you are lefl lo ponder what fo do mext.
You hear a grating sound behind you; looking
reind, you see a seclion of wall sliding back. There
is no alternative but to step into the tunnel that has
appeared. Turn to 280,

152154

152

T szid, goaway,” growls the rogue as he pushes the

“"e back and stands up. “You must be either deaf
o stupid. Maybe vou ean understand this,” he savs

zngrily as he deaws his sword, You respond in

smilar fashion.

ROGUE SKILL F STAMINA 8

If viour win, tum o 276,

S
Sianding dose by, the ﬁarﬁnr woman sees the
Coblin just as it #s about to live its crossbow, She
dives headlong at vou to push you out of the path of
the flying bolt. You are knocked 1o the ground and,
when you get up. vou see thak Max 15 dead, the
Goblim's bolt protruding from her chest. Swearing
revenge, youl leap to attack the Goblins who are still
fghting the surrounded Warrior,

SKILL STAMINA
Frst GOBLIN = [
Second GOBLEIN 3 f

Fight them one at a time, If vou win, furn ko379,

154
You bound across the floorhoards and leap for the
<wird. Test your Luck. H you are Lucky, turn to go, If
vou are Unlucky, turmn to 387




155

I55
The frees become so densely packed that it feels asif

they are pressing inon vou. You are forced to call 2
halt and decide to go on alone with a scout to find
out whether the forest thins out ahead. Rather than
thinming out, however, the trees become packed
more clossly together until it reaches a point where
vou almost have to squeeze yourself between them,
The scout is walking ahead of you when he sud-
denly calls out, "Tree Men! Just as vou reach him, a
hoge trunk moves slowly forward on its splayed
roots and lashes the poor man with it two main
tranches. All but indistinguishable from the trees
around it, vou can just make out a mounth hidden in
the thick, cracked bark and, above it, a pair of small,
ancient eyes which are ringed like the stumps of a
branch. The scout is battered to the ground and the
Tree Man lumbers forward to crush him under its
roots. lgnorng the danger, you draw vour sword
and attack the Tree Man.

TREE MAN SKILL 8 STAMINA H

Both branches (with 8 sTamiNn A points gach) will
have a separate attack on vou ineach Attack Found,
but vou must choose which of the bvo you will fight.
Attack vour nominated branch as in a normal battle,
Against the other you will throw for your Atack
Strengthin the normal wav, but you will not wound
it if your Attack Strength is greater - vou mustk just
count this as a successful defence, OF course if its
Attack Strength is preater, it will have wounded vou
in the normal way. If vou win, burn to.2g90.



156157

156

The old woman thanks you profusely and reaches
out for vour nght hand wath both of hers. Lot me
read vour palm,” she says. She opens vour hand
pulls it towards her crinkled face and lets outa senes
of ‘oohs’ and ‘aahs’. Finally she looks up and says,
You are an adventurer om a very imporant mosaon.
To tulfil that mission, make sure you drink the
Water of the Gods. Death awaits you if vou don't
Without saying another word, she hobbles off and
yvou march south again. Turmn to 38.

A5
Your visien blurs even more and you suddenly feel
quite sick. You stagger towards the table nearest to
you, but before vou reach it you collapse on to the
stone floor. When you come round, yvou find your-
self lving on a pile of rubbish ina dark alley. Your
head throbs with pain and vour feeling of nansea 1=
not helped by the foul stench rising up from the
rubbish. Thankfully, your sword is still in its scab-
bard, bul if you possessed a pendantor 2 ring, they
will havebeen stolen from you by the thieves of The
Black Dragon’. Deduct 1 point from your LUCK
Cursing yout deqsion f come 10 Zengis, you rise
slowly to yourleet and stagger out of the alley. Tom

1o 38z,

158—160

I58

Your troops become suddenly quiet, then a nervous
whisper uns through the ranks. You call them to
srder and march into the forest where the light
suickly fades under a thick canopy of leaves over-
==ad. After half an hour, a scout reports back to tell
#ou that he has spotted a village of wooden huts
Sat were almost hidden by overgrowing vegeta-
Zon. If you wish to go with ten men to the village,
i o238, If you would rather march on with vour
iy, fom o 180.

159
The fircball lands with a splash in the river, well
short of the Flying Toucan. Turn by 19z,

160
The glow intensifies as vour skin becomes uncom-
sortzbly hot. It then begins to burn and yoo scream
out in pam before falling unconscious to the floor.
Death by radistion soun follows.




161163

161
You shake hands with the man, sit back in your
chair and wait for a fly lo descend. Less than 2
minute later, a large bluebotile lands on the table

and moves towards the blobs of jam. Roll one die. If

you roll 1—3, turn 1o 231, If you roll 4-6, turn o So.

1bz
At lasl vou manage to gel round the clearing and
head south along the path. Turn to 315.

163

One of the puards nods his head and says, "Yes, |
saw the army myself, setbimg up camp outside
Zengis. The adventurer must be telling the truth.
We'll let you go this time, but don'l get nto any
more trouble.” You breathe a sigh of relief and
assure the guards that your only wish is to recrus
migre wiartiors. Tum to 78.

164—16%5

1684
Although the ropes creak under the strain, the
bridge holds out and your army crosses safely,
Heading east, vou reach the eastern edge of the
forest just as it is getting dark, o you decide to set
up camp under the cover of the trees. Looking up at
:u:mght sky which is, at last, visible again, vou see
that the moon is full. You decide ko post exira
zoldiers on watch duty, cver wary of the presence of
wepe-crealures, 1w toz7d.

16

The crowd listens it'rr:entl}-'Eaﬁ v tell them of your
quest; however, unknown o you, one of Agplax's
spies lurks among them- A dagger flies out from the
sea of faces; you just glimpse it out of the corner of
vour eye. Roll bwo dice. If the number rolled is the
same as or less than your SKILL score, turn bo 2093, 1
the mumber rolled is greater than your SKILL sooTe,
turn fo 122



166—167

166

The tunnel opens out into a large cave and con-
finues in the far wall. Between you and that tunnel,
however, stands a tall, reptilian creature with lwo
heads. It skins 2 dead snake with its dagger and
then takes one bite out of the snake with each head.
Armoured reptilians with two heads and an appe-
ote for smakes can mean only one thing — Calacaorms!
You step slowly into the cave, your hand on your
sword-hilt. The Calacorm’s heads both start talking
at once and you have difioudby understanding wwhat
itis saving. Thankhlly it takes another biks of snake
with one head and continues talkiag with the other.
‘Exit permit must be signed and sealed,” it says fo
vou irmtably. Thrusting a pece of parchment into
vour hands, it shouts, “Your seall Give me vour
seall” If you have a gold seal, tum to the number that
is inscribed on it I vou do not have a seal, tuen fo
13z

167

I'e door w: locked and you have to prisc it open
with your sword, Finally, with a loud neise of
splintering wood, the door flies open to reveal
2 large, sty iron box. Crudely printed words
on the hid mve the waming: ‘DO NOT OPEN.
PREOPERTY OF UNMOL." I you nevertheless
wish o open the box, fum to 229 If you would
rather respect the owner's wishes, leave the box and
march on, bom to 304.



168-170

166
As you pick the statue up, you hearaclick. Adagges
with a needle-sharp point is released from a coilec
spring inside the plinth and flies fowsrds your
chest, Test yourLuck. Tf you are Lucky, turn o 365. If
you are Unlucky, turn io105-

169
Leaving its hands tied behind its back, you give the
Blug a shove with your boot and watch it scampes
off into the thick undergrowth. You call out to vour
Warriors to return to the path and march on. Tum to

130,

L
A sharp pain runs down your arm from the place in
your shoulder where the trident's spikes are
lodged, Deduct z points from your sTAMINA, Gri-
ting your teeth, you pull the trident out of your
shoulder. A nimble figure runs gut from behind the
barrels and dives over the side of the ship into the
water, making the quictest of splashes. You look
over the side but see no head rise (o the surface.

171-173

Whoever or whatever attacked you muost be an
scellent underwater swimmer, You wallks over to
= barrels and see watery webbed prints on the
Seck, perhaps those made by a Fish Man, Test pour
Zzck, I you are Locky, fum to 43. Tf you are Un-
Ecky, tom fo 375

171

Ihe nimble creature bvists and tums threugh the
endergrowth before scampering quickly up a iree.
Will you:

Chmb the free? Turntoz
Chop the tree down (if you haye

2n axe)? Turnto 257
Call the troops back to the path

and march on? Turnio 130

172

You put the mug to vour lips and down the foul-
=sting drink in one go. ‘Ditch water!” vou exclaim
contemptuously, slamming the mug back doswn on
the bar. The barman sneers, ‘The drnks are on me if
vou can do that 2 second time.” If you svould like to
zceept the challenge, tum to 29g. If you would
rather get on with your business, turn to 4o.

1
Never mind,” says the Eﬂ. ‘Come back another
ime and have another go.” You grant in acknow-
=deement and decide to leave the gambling-hall
and gn back to the inn. Turn to50.
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174
‘Correct,’ the Knight says cheerfully. "Now tell us
why vou are marching through this infernal lorest.”
vou lell the Knights about wour mission to destroy
Agglax. They reply that they would be honoured to
join your army, and you readily accept their offer.
‘They also tell vou that they know a quick and =ale
route out of the forest. With the meunted Knights
leading the way, you cross over the bridge. By the
fime vou reach the castern edge of the forest it
getting dark, soyou decide to set up camp under the
cover of the lrees, Tooking up at the night sky which
is, atlast, visible again, you see that the moon is full.
You decide to post extra soldiers on walch, ever
wary of the presence of were-creatures, Turm to 278

175

It is late in the afternoon when the towers and
rooflops of Zengis come inte view. Caplain Barnock
appears to relax alittle, knowing that he willsoon be
moored up in the salety of the town jetty. Befor
going ashore, you appoint a Warrior named Lexon
as vour second-in-command, and tell him o lead
vour men to a field eutside the town walle and to
pitch camp there; you don't want them gefting into
irouble, and you want them well fed and rested for
the next day’s march. You tell Texon that yon wAll
spend the night in Zengis in order to recroit more
troops and perhaps find out some rumours about
Agplax, the Shadow Demuon. As vour freops march
down the gangplank of the Flying Towsn, yon Bid
farewell to Captain Barnock. You walk through the

176=177

main gates of the town and decide to head for the
nearcst favern, a place where you might expect to
find both warriors and rumours. As you walk down
the narrosw street between the old wooden houses,
vou suddenly catch sight of a gold ring lying in the
sutter. If vou want to pick it up, turn to 292 If you
wanl Lo carry on looking for a tavern, han to gz,

175
You part the bushes and immediately come face to
face with a Giant Lizard. Over twenty feet longr, the
gape-jawed monster lunges at vou,

GIANT LIZARD SEILL & STAMINA G

It you are still slive after three Attack Rounds, tuen
L.

177
At the comer of the street, you amve at a stome

building: it has a sien painted on the window in
crade  whitewash letters which reads “Max's
Maravders — Swords for Flire’_ If yoo wish to coter
the building, turn to 63, If you would rather keep
walkine roond the comer to the [eft, turn to 314




178
178

== you close in on the front line of Trolls, they
suddenly part to allow four wooden wagons to roll
forward, cach one pushed by crews of shouting
Coblins., Your heart sinks when you see the Goblins
ioad large pointed poles into their firing positions,
ready to be catapulted at youradvancing troops. Bul
there s o goimg back and you urge vour troops on
mio the mouths of the Goblin war-machines. When
you are well within range, you hear their order to
fre, and watch the missiles fly towards you. Roll
four dice for the number of your froops who are cut
down by the war-machines’ deadly missiles. Stll
Sfty vards away from the enemy line, your own
troops falter in the face of another salvo. Inneed of
argent rallying, you run ahead of your army to lead
them into batile. When vou are just bwenty vards
away from their line, the war-machines are fired
again. Roll four dice again and deduct this total from
vour army. If you now have fewer than one hun-
dred troops in fotal, hum to 59. If you have one
hundred or more troops, tuen to 13.




179—181

179
Hlalf an hour after eating the apples, some of the
soldiers start being sick, yourselfincluded. Deducty
points from your STAMIRNA and 1 point [rom yous
sE1LL. Their health rapidly deteriorates, and e
die«quite quickly. Before the dayis over, filleenmall
have died. Make the deduction on gour Adeoiurs
Sheet and also deduct 2 points from your LUCK. You
regrel your decision t give the apples 1o your men
and resolve in future not to be distracted from yous
main objective. Tum fo zog.

180
You pass by a stagnant pool above which the air s
thick with hovering insects. In the middle of the
pool you can see the corner of & wooden box sticking
out of the weed-covered water. L you wish to wade
into the puol Lo retrieve the box, turn to 325. U vou
wrould rather march on, turn to 68.

183
The path fimally ends at a clearing. The treesare less
dense beyond the clearing, making it possible to go
gast apgain, Tum 1o 114,

182—183

1Bz

You step out from behind a free so that the men in
the cages can see vou. Free ws! Free us quickly
sefore Lhe Ores relurn!’ one of them shouts desper-
2hely. “Two days ago their archers cob us down,
alling twelve of us and injuring another. We were
travelling east bo join the army we have heard about
thatl = marching to meel lhe Shadow Demon's
tomres.” You sense that the man is telling the truth
=nd instruct the Elves to let the cages down. Ten
tred-lookmg Warmiors are freed from therr cages,
out the eleventh has died of his wounds. The ten are
=een o join vou when thev leam, much to their
surprise, that you command the army thev are look-
=g for. Affer giving them food and wvaber, yvou lead
them out of the wood. Tuen to 143,

183
The man, whose name vou learn is Obigee, goeson
it length about @ whole seres of mces, walking
sound the room and mimicking the antics of the
cew. Would you like to see a drawing of the crew?

== finally asks (tuen Lo 230 if vou would). ‘Or would

vou rather have your room key?” (tum to 81).



184—185

164

You enlarge the hole, to reveal a small iron door
which is locked. There is a small kevhole but no kev.
If you svish to open the door and have a gold key,
furm tor the number that is inscribed on the key. If
you do not wish to open the door or do not have =
key, there is nothing clse you can do except leave
the clearing. Turn