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PUFFIN BOOKS
LEGEND OF THE SHADOW WARRIORS
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tollow, wtuch deg.c to rGk and wfich foes ro fishrl
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HOW TO FIGHT THE CREATURES OF
THE OLD WORLD

To losel Hawel whose great bindrcss
shoued ne lhat thae are af lust

hto sides to enew big sfory.

Before embarking on your perilous adventure, you
must work out your own strengths and weaknesses;
use the Ad'enturc Shed ot pages 1E-19 to record all
the details of your advenhue. lt will be sensible to
make copies of lhe Adoenture Sfuef for further sorties
into this adventure. As well as a copy of Lhe Adoennre
Sheel, you wlll also need two dice, a oencil and an
eraser, 

.

Skill, Stamina and Luck

Roll one die. Add 6 to the number rolled and enter the
toLal in the sKrrr box on the Adoenture Sheet.

Roll two dice. Add r: to bhe number rolled and enfer
the total in the steurr.ra box.

Roll one die, add 6 and enter the total in the rucr box.

For reasons that will be explained below all your scores
will change during the adventure. You must r<eep an
accurate record o[ lhese scoret and for this reason you
are advised to write small in the boxes or to keep an
eraser handy. But never rub out your Jritirl s(ores. A5
ll othet Fightirig Fantasll Ganeboolcs, although you may
be awarded additional srrlr, srevrre ard Lucr
points, their totals may never exceed their I/ritiai scores,



excepf on those very rare occasions when the text

"- . . i { i . .11.,  r . l l "  
-^, ,  
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Yorr sKrLL score reflects your expertise in combaL,
yor.rr dexterity and agrlity. Yqur STAMINA score reflects
how healthy and physically fit you are. Your rucr
score indicales how lucky you are. In all these cases, the
higher your score, the better!

Battles

Dunng your adventure you wll oflen encounter hostile
creatures which will attack yo4 and on oLher occasions
you yourself may choose to dmw your sword against
an enemy you chance across, In some sifuations you
may be given a special option, allowing you to deal
with ihe encounter in an unusual mannet but in most
cases you will have to resolve baltles as described
below

You will be told your opponenl's SKILL and srAMlNA
scores in the pu.ogrrph *here you fir5f meet i{i enter
Lhem in the first vacant Encounter Box on your ,4loen
ture Sheef. \ou should also make a note of any sPecial
abilities or instruchons which are unique to that Par-
ticular opponenL Then follow this sequence,

r. Roll both dice for your opponent. Add its sKlI-L
score to the total rolied, to find its Altack Strength.

z Roll bolh dice for yourself, then add your current
sK[L score Lo find your Attack Strength

3 If your ALtack Shength is higher than your op-

t

ponent's, you have womded it: proceed Lo step 4.
If your opponenL's Attack Strength is higher than
yours, it has wounded you: proceed lo step 5 If
both Attack Shength Lolals are Lhe same, you have
avoided or parried each olher's blows, start a new
Altack Round {rom slep r, above.

4. You have wounded your opponenL: subtract 2 points
from its srewru score, You may use LUCK here to
do additional damage to it (see below)- Nowproceed
to sLep 6.

5. Your opponenL has wounded you, subtract z points
from your sr,tvrr,t score You may use rucr here
Lo minimize the amounl of suurr,Jr lost (see
below).

6. Begin the next Attack Roun4 sta*ing again at
sLep 1.

This sequence continues until the sr,qvrre score of
either you or your opponent reaches zero, which means
death If your opponent dies, you are {ree to continue
with your advenLure. If you die, your quest ends and
you must start the advenLure all over again by rolling
the dice to create a new character

Special Equipment

During the cowse of your advenlure you may be
fortrmate enough to geL your hands on special weapons
and proLective amour. Ifyou wield a special weapon in
combaf, any blows you land on your opponent w l do
greater damage your foe will lose more suvrnl



lhan norma! ij you enter baltle wearint armoff, you
will be more or less protected from any blows which
your opponent lands on you - you will lose fewer
points of sr.rvrrire than normal. Instructions coverinS
all thes€ cases are given in lhe paragraphs where the
special equipment is to be found Any rules concemrng
special weapons that you read there always take prece
dence over the nrles given in the Battles s€cliorL above.

Fighting More Than One Opponent

ln some srtuations you may 6nd yourself facing more
than one enemy- Sometimes you will treat them as a
single opponent; sometimes you will be able to fight
each in turn, and sometimes you will have lo fight
them all a! the same timel lf they are treated as a single
opponent, lhe combat is resolved normally l\rhen you
are instructed to fight your opponents one at a time,
the combat is again resolved normally - excepl Lhat

once you defeat a creature, the next steps forward to
fight you! When you ffnd yourself under attack from
more than one opponent aL the same Lime, each adver
sary will make a geparate atLack on you in the course of
each Attack Round but you can choose which one Lo
fight- Atlack your chosen target as in a normal battle.
Against any addrtional opponents you throw for your
Atta& Strength in the normal way; if your Aftack
Strength is greater than your opponent's, however, you
will not inJlict a wound in this insLance; you can regard
it as if you have parried an incoming blow. If your
Attack Strength is lower than your enemy's, however,
you will be wounded in the normal way, Of course,
you will have to settle the outcome against each addi
tional adversary separately.

Luck

At various times during your advenfure, either in battles
or when you come across other sihialions in which you
could be either Lucky or Unlucky (details of these are
given in the palagraphs themselves), you may use
LUCK Lo mak€ the outcome more favourable to you.
But beware! Using LUCK is a risky business and, if you
are Unlu&y, the results could be disashous.

The procedure, caJled Tesfitlg your Luck, wo*s in the
following way: roll two dice. If the number rolled is
equal to or less than your cr:rrenl rucr score, you have
been Lucky and the oulcome will be in your favour If
the number rolled is higher than your current LUCK
score, you have been Unlucky and will be penalized-



Each time you Tesl yorf lrck, you must subkact 1 point
from your cunent LUcK score Thlts you will soon
realize Lhat, the more you rely on youl tucK Lhe more
risky will this procedure become.

Using L ck itl Battles
In certain paragraphs you wllbe told to Test your Luck,
and you will then 6nd out the consequences of being
Lucky or Unlucky. However, in battles, you always
have the oplion of usirrS your LUc( either to inflict
more serious damage on an oPPonent you have just
wounded, or to minimize lhe effecfs of a wound you
have just received.

lf you have just wounded an opponent. you rnay Test
your Luck as described above. If you are Lucky, you
have inilicted a sev€re wound; deduct z e.rfra points
from your opponent's srAMlN,{ score, lf you are Un
lucky, however, your blow only scratches your oPPo
nent, andyou deduct only l point from youropponent's
srAMrNA (i e., instead of scoring the normal -z points of
damage, you now score only r).

Whmever you yourself are wounded in combat, you
lmay Tesl your Luck to W fo minimize the wound. tf
you are Lucky, your opponent's blow only grazes you,
deduct only r point kom your srevtr.e If you are
Unlucky, your wound is a se ous one and you must
deduct r erlra srAMrNA poinL (i.e., dedr.rct a tolal of 3
points from your own STAMINA)

Remember: you must subtract 1 point from your LUCK
*ote each time you Test your Luck-

More About Your Attributes

skill
Your srrll score will not change much during lhe
course of your advenfure. Occasionally, a paragraph
may give instructions to insease or deqease your
sKrLL score, but it may not exceed its lnitial value
unless you are specifically inshucted to the conkary. lf
you ever have to fight a battle with your bare hands
(lhat rs to say, you do not have a weapon to {ight
with), you must tempomrily subtract 1 from your cur-
rent sxrn score for the duration of the combat.

AL various Limes during your adventure, you will be
told to Test yon Skill. The procedure for this is exac{ly
the same as that tor Tatixg your Lur,kr roll two dice. If
the number rolLed is equal Lo or less than your current
SKILL scorc, you have succeeded in your tesL and the
result will go in your favour If the number rolled is
higher than your current sKrLL score, you will have
failed the test and will have to suffer the consequences
However unlike Testitlg yoltr l!c/r, do not subhact r
point kom your sKrrl each time you Tesl yo,r Str_/l-

.*i
Ti,



Sfutftina

over agarn.

your Provisions box, You may stop and eat provisions
at any time except when you are engaged in a battle.
Remember, your srAMrNA score may never exceed its
lnirial value, so there's no point in eating meals if your
sr^MrNA is aheady at i ts maximuT|.

Luck
Additions lo your LUck score may be awarded in the

r4

your rucK score may never exceed lts Iniliel value _
unless you are specifically told that it can.

Equipment and Gold

AL.the begrnninS of your adventure you have very
little equipment fhat is suitable for a joumey of any
kind; but you will be given a charce to visit the markei

Then note the followin E items on yolt Adomture Sheetl
your sword (n the Weapon box) and your money (in
the Gold Pieces box). if later on you should come
across any items which you want to take with you,
make a noLe of them in the Equipment box (they are
kept in your pack) r.rnless the paiagraph tells you oiher-
wise,

r5
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Remember, if you ever have lo 6ght without a weapon,
subtract r poinl ftom your culTent sxrrl score for Lhe
duralion o{ the entire baltle

Armour
You start the adventure wearing no armour, but you
may be lucky enough lo obtain some la ter on. I{ you do
get your hands on some armout note it in the Armour
box of your Adontwe Sleef - the paragraph where you
find the armour will lell you the type of armour it is. Of
course you can wear only one tyPe of armour at any
particular time; if you find more and wish to keep il,
you will have to discard the armour you are currently
wearing. JusL erase the old armour from Lhe Armour
box ol youl Adoenture 5fieel and then enter Lhe name of
the new armour, along with any inshuctions Lhat go
wrth it. Once armour has been discarded, ib is Sone for
ever You may also discard armour if you quite simPly
no longer wish lo wear iL. In such cases, just erase the
armour fiom your,4doenlure Shret You may carry out
Lhis action at any timq except during a battle.

$

The valous types of armour all work n the same way,
they give you some form of proteclion in baltles
but only for a certain length of time - even the finest
Dwarven plate can Lake only a certain amount of
hammering before it starts Lo buckle Due to its bulk,
armour also hinders youJ movements, unfo unately

In the paragraph where you find the armour you will
also be lold both Lhe total number of hits that lhe
armour can take before it is ruined and exactly how lhe
armour will protect you Whenever you lose an Altack
Round while you are wearinS amour, lhe armour will
auLomalically protect you whether you want it to or
notl As a result, you will lose fenrer srAMrNA points
than normal, arrd you may even not have to lose any
sTAMINA at alll However, because the armour will have
protected you, you must add 1 to the number of hrts
that the armour has taken As soon as the number of
hits taken by the armour reaches the total number of
hits that iL can Lake, il becomes useless sLraight away
You may no longer receive the amour's proLection and
must erase iL from the Armour 6ox of your A.rlomtute
Sheet.

The paragraph in which you find Lhe armour will also
lell you lo add aL least 1 to your dice-rolls whenever
you have to Test your Skill, thus reducing your chance
of success in lhe fest. This penalty is because o{ the
armouls bulk, and it affects you for as long as the
armour is included on your AdoenLure Sheet.'Nearing
armour has no other effect on your s(rLL score.

i
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Uyrootitlg htb and brerkins sto e,
Searchins fot then Ma,tE.

BACKGROUND

Gallantaria was once the most civiLized land on the
face of Titan. Its history began when Orjan the
Builder halted the greal roaming of his tribe, to build
a village which he called Lendle. From Lhere, his
people spread, building ever more villages, and
Lendle itselJ evolved into a walled ciLy. Oian's sorr
Regulus, led lhe people into a new age of weallh,
and forged the eight largest towns inbo the nation of
Gallantaria with Royal lendle as its capital.
Gallantaria conlinued lo expand and could well have
covered the entire Old World, were it not for the
fact that it bordered other naLions whose peoples
also had lhoughts of expansion . . .

Direclly south lay lhe nation of Femphrey, and to
the east the comtry of Brice. Though initially
relalions were cordial, the people of Brice grew
jealous of Gallantaria's wealth and prepared an
invasion. Next, Gallantarian colonies in the
Northlands rebelled and senL an army dourn into
lheir parent country Lo win their independmce, and
it did nol take long before the nearby naLions of
Femphrey and Lendleland got caught up in these
tenible events. Thus began the War of the Four
Kingdoms.

extracts kom Life on Titan
by Emst Kandermann

2T



The treacherous Baron Tag led his own monarch
into an alnbush, he himself plunging a poisoned
dagger nto King Constain s back. War-tom ancl
leaderless, Gallantaria fell into despair Fortunately
help was at hand in the form o{ Tantalon, the court
magician, who seized the throne 'in the name of the
p€ople'. Using a mixture of cunning, wizardry and
brilliani strategy, Tantalon broughl the war to an
end single-handed Yet, though he exercised lhe
authority of kingship, he did nof keep the crown for
himself; he was saving it for another,

excerpt kom Court ksays ancl Obseranlions:
hoo decades of royaL deconm

by Hugo Montpeilier

Aged and weary, Tan[alon killed fwo birds with one
stone, at one and Lhe same time he found Constain's
successor and righfed twelve wrongs by declaring
lhe latter to be tasks which the former had to
complete to win the crown. Thus a new bloodiine
began to mle Gallanfaria, Oian's lineage having
ended with lhe betrayed Constain. Law and order
were resLored and an unlikely hero became king
Shangely enough, the coronation cojncided with
TanLalon's passing away; but lhe wizard's death and
the starl of a hesh royal dynasty signalled a new era
for the nation

However, Gallantaria was no longer the centre of
the Old World. That position had passed lo
Femphrey, the realm of King Chalanna, who ruled
with his ma8ical 'crown of kingd. Chalanna lent thrs

great arlefact to the rulers o{ ihe other countries, on
condition that they joln his now mi8hiy Alliance.
Indeed, Chalanna's wise and generous leadership has
proved to be the sole guiding light, leadrng us into
the ncxt Age of Humanily.

exkacl lrcm ( hala nn lhc Rcla,ner Vol lll:
The Fruitful Years

by Maka Sanscreer

Sword For Hire

You are a veteran adventurer, Iending your sword arm
io (almost) anybody who makes you the right offer -
lhough it must be said you have no greal love for gold,
requiring only enough to gei by. You seek advenLure
and excitement for their own sake and look Lo correct
lhe world's many injus[ices. Over the years you have
lought for many armies and have joined many expedr-
fions rnto unknown lands. DurinS the War of the Four



Five years on, you are now back in Royal Lendle; but
the people who once sang your praises have forgolten
you lt's taken only four days for you fo become bored
with lhe city so, hopeful of bumping into someone
inLeresting, you decide to take yourself Lo a tavem
named the First Step to slake your thirst. It is highly
likely that someone in here will be looking for a person
with your parlicular talents Indeed, you are on th€
point of draining your second tad<ard of Lendale when
you feel a frantic taFprng on your shoulder and you
tum to face a worried-looking man.

fudging by his appearance, yor.r would say fhat he is a
farmer living on fhe country's borderland. His words
tumble out in hunied anxiety 'Please, CapLain, you
must help us in Kamstein Our homes are being ravaged
by an unstoppable foe and our people are being cut
down llke dead wheat Three of us thai's me, Men-
dokan, and fwo of my fellow villagers - have come to
the city seeking help, buf the authodties won'f listen to
us They think we're making it ali up They don't
believe that we're being atfacked by the Shadow
Warriors.'

Il cannoL bel The Shadow Warriors are merely bogey
men, used by mothers to make their naughty chrldren
behave; every Gallantarian child knows the short
nursery-rhtme thal Lells of them.

Before yor.r have lime to respond, Mendokan conbinues.
No one will help us Even mercenaries we approached
have )aughed in our faces. Then, when we heard you
were hele . . You're our lasL hope. Will you help us?'

z4

While his words have hardly been a glowing tribute to
your skills, you car see that the man is tenified and in
dire need of help. You're very doubtful about this
Shadow Warrior business, though. It is much more
likely thaf the peopJe of Kamstein are being tenorized
by a gang of brigands got up in frighteninS costumes
St l, you have heard of Kamstein, it's a m€re speck of
dusl on the maps, there's virtually nothing ther;. What
could raiders possibly want from such a place? Perhaps
they just enjoy prcking on scared, helpless peasants?
Whatever the reason, iL enrages you to hear of such
wanton viciousness You make up your mind to go to
Kamstein on the spot. you'll defend the viltage and
teach Lhese 'Shadow Warriors' a lesson they'll nev€r
forget

Tum to r

l_
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Though he is relieved that you have agreed to help his
village, Mendokan now begins Lo look embarrassed He
says, aVe are only a poor and simple people All we can
pay you is two hundred Gold Pieces and, what is more,
the village elders have decreed that you are lo be paid
after lhe job is done.' Heigh-ho, such arc the limesl Still,
you won't go ba& on your word, so you agree lo his
terms and Mendokan smiles once more in relie( Now
he must go and find his fiiends so that they can prepare
to leave for Kamstein, you yourself will have to buy
Provisions and other equipment necessary for Lhe jour-
ney and your adventure. You shake hands with Men-
dokan and arrange to meet his party on the Main Trade
Route south of the city, in two horxs' time. The farmer
then hurries out of the tavern - just as a gaudily dressed
fellow strolls in and elbows his way towards you.

This is Bartolph, an infamous gambler, he skuts Lhrough
even the mosl dangerous parts of the city wearing
expensive srlks, as a sign of his success at cormtless
gaming tables 'l haven't seen you in here for some
fime,' he says wilh a sly gnn. 'Care to try your luck?'

Although you shouldn't be wasting any Lime here, a
win would mable you to buy more equipment and Lhus
prepare you for the road ahead If you accept Bartolph's
challenge, tum to 86. If yor-r would raLher leave, tum
to to.

2

The leap is not going to be an easy one Test your $kill
If you succeed, Lum to z4; but if you fail, tum to r3r.



4-5

t
To say that an uneasy silence descends on the bar
would be an understaLement, buL you do your best Lo
ignore lhe group. lf you want to buy d tankard of ale iL
will cost you a Cold Piece (cross r Cold Piece oFF your
Adoenture Sheet) and as it goes do\^.n you can feel it
doing you good (reslore 2 sr,a.MINA Points) You stand
by lhe bar, Lstening in on the motley grouP's conversa-
tion. The veterans believe that the Orc is a monk from

Orc (turn to rJ2), or try to Prove to the others that he
is an Orc and not a Femphreyan monl (Lurn to 3ro)?

4
Though yor-t evil Ioe has {allen, he has struck you with
a cruel-blade, a magical dagger thal inflicls cuts which
continue to deepen even after the weaDon itself has
been wifhdrawn. The wounds grow and ;orseD result-
ing in a slow and painful dealh. Fortunately you know
the proper heatment for such ill you musL seal Lhe
cruel-wormds with hea! only then will they heal
normally. If you havg a lanLem (and oil), you must light
it and press its hot glass agahst your injured flesh
(deduct one skin of oil fiom your Adoentute Sluet).
However, this cure is so painful thal it may kill you
(deduct 6 points from your sravrre). lI you do nol
have a lantem (oil alone is no good), you will surely
die. If you survive the despente remedy, tum lo 40.

t
Successive buffLs of sheet lightning enable you to see
that, all across the marsh, creatures resembling
pumpkin-headed scarecrows are stFing They ar€ the
Haggwort, Iormed of the earth and roused by the
growing corruption in the land. Groaning, Lhe mindless
hulks rise and make lheir sluggish way towards Hust-
ings, their paws gripping a variety of murderous wea-
pons They are great fighters, but they suffer one
weakness: they are animated by mystic fires which are
held under pressure within their heads; any cut to the
head, no matter how liny, wlll free the energy, and the
sudden release will cause the Haggworfs head to ex-
plodel HusLings must be wamed of lhe irnminent atLa&,
buL a Haggwort stands on lhe road, in your way Wrll



6-1

Attack it?

8-9

Tum fo 36
Head out on to the moors in a bid to sneak round it?

Turn to roE
Pul on a Chameleon Cloak - if you have one?

Tum to 260

6
The mystic bolt shoots past your head and crashes into
Lhe woman, tuming her into a warty, croaking frogl It
seems Lhat one of lhe very sorcerers she had been
objecting to was watching over the proceedings and
decided to end lhem To your dismay, the onlookers
fall about with laughter, while the hog hops away to
begin a new life. Will you now go ard listen to the old
beSgar (turn to 2r9) or to fhe man rn black (lum to
47)?

7
You open a small vial of Metal Rot and empLy its
contents all over the square iron panel which houses
the lock to your cage (ooss the vial olf yow Adomture
Sreef). The thick gurgling fluid does its work in seconds,
and lhe lock dissolves into thin air Not having heard a
thing, the jailer is caught unawares when you sneak up
behind him and knock him unconscious. You step over
his mountainous body and slip out o{ lhe jail. Now you
will have io leave Royal LendJe before you are caught
again W lyou leave the cjty by the South Cate, which
op€ns skaighf out on io the Main Trade Route (hlm to
z7z), or by the nearer Easi Gate (tum to 60)?

l

8
The Shadow Warrior you face carries no weapon; rt rs a
masler of the martial arts, and ifs deadly, rotLed hands
move with blurnng speed. Each Attack Round, the
Wanior has lwo atLacks. Treat thrs combat as i{ you are
fighting two opponenis wrth identical ratings at the

first SHADOW WARRIOR sKrLr 9 sraMrNA 9

If you defeat the Wamor lum fo jr t.

9
You watch as the convoy of wagons disappears in the
distance, before you follow in its wake. Progress is
slow and you spend a restless night, knowing that if
you had gone wrth the circus you wou.ld be in Shattuck
by now. In the momrng you wake (restore j srAMrNA
points) and continue on your joumey.



AnoLher day passes before you reach a large stone
bridge on lhe northern outskifts of Shathrck The Circus
of Dreams sLands near by, its evening show in full

to4ll

IO

(turn to 2r6P

I I

prove your worth. lf you will accept his task tum to
J82.If you do not, tum to lgE.



There's no time to rest. NiSht tums into day as you
leave Hustings far behind and get your first view of
the Wiichtooih Lire, a sprawling mass of 

'-mscalable
mountan peaks, monster-filled caves and treacherous
narrow pa;ses. Adventurers who can say lhdt they've
'crossed the Line' are lhe most resPe<ted of their kind
Eventually, you come to a bridge and, later, Lo a fork in
the road. Will you go Lo the left (tum to ,93) or ro th€
right (turn to tr4l

\t-L5

r5
Wrile dovr.n how many Gold Pieces you wish to
gamble, then roll one die. On a roll of 2 {, tum to t4,
if you roll a 1, tum to r7j.

14
Because of the poor conditions, you spend much of
your Lime concentrating on not falling over. The Crom-
bane, however, have no such fears Their howls rise and
fall on lhe wrnd, and th€ir revolting feel drum the earth
behind you. lf you have a set of Calthrops, you may
lhrow them down in the Crombanes' path. The spiked
melal balls will rip into their foul flesh and gve you the
Lime you so desperately need. lf you wish to do fhis,
cross the CaLthrops off yow Afu.tenlure Sheet and elther
make for the copse (tum to 6r), or run ba& north-
westwards, to the road (tum to 16o). If you do not
have or do not wish to use - any CalLhrops, you
must fi8ht (tum to 29o)

The old man calmLy lifts a 6nger and points at a wall In
response, there is a loud click, and a secret panel slides
open. 'That way lies freedom, but back south lies
knowledge, while north lies the greatest reward anl lhe
greatesl danger It is ever my duty lo set Lhe tasks.'
lArho is this man and why does he keep on aboul lasks?
Surely it can't be . . . nol You look back aL the old man,
but he has gone Where willyou go now: through the
secret door (tum to 278), or back out into the hall and
then through the south door (tum to 68), lhe north
door (tum to 174) or the yrest door (tum to J6)?



6

I6
In your hands is a page trom the Ashakkaarc Numeris,

Sjfts in the creation of this rare bool which predicts
the return of Voivod and provides the numerological
knowledge required to defeat him. Filled with horror,
you read tales of Voivod's ffrst existence on Titan; but
you are relieved lo see that the nurnerology is easy lo
urdersLand. Basically, the system instructs you on how
to fum words into nurnbers of mystical signi6cance.
You can tufir any word into its numerological equiva-
lent by converting each individual letter into a nun$er
using the key below, and then by adding all the numbers
thus found to creale a mystical total-

For example, Roval Lendle is converted thus:

123456789

L E NDL E
J55455

AB CDE I  CHI
J K L MN O P Q R
s T u v wx y z

ROYAL
907a3

Add up all the numbers thus obtained, and you Bet 51.
So 5r is the mystical number of Royal Lendle. As you
wjil see later, bhis knowledge is vital to the completion
or your quesr.



There's no Lime to waste. You race forward and ki& or
push or grab and hurl any of the circus people who
come wrthin your reach to do whatever you can to
send lheir bodies falLing on lo the campfire. Roll one
die and add z. The total rolled equals the number of
Mandrakes you manage lo deshoy out of the original

ne Next, if you have any skins of oil, you may light
them and throw them at the remaining Mandralces; for
each skin of oil you cross otf yo]|J. Adomlwe Sheet, you
may destroy iwo Mandrakes. Any Mandrakes you
destroy come from the bottom of the list, below You
must fight all the remaininS ones at the same time.
Though Mandrakes are not killed by normal combat,
any you beat will be rtunned for a lew precious
moments, allowing you to tlrow their bodres on to the
6re,

r8-r9

rE
Thanking Osmani, God of Mercenaries, foryourescape,
you scramble up the ladder, push open the manhole
cover wilh youl hard head (deduct 1 point from your
sr,lvtttl) and haul yourself up into the open air. You
roll over and shove the lid back in place Restore r
lucr poinl for making a successful escape.

Resting briefly, you look around and see that you are in
a short alley which leads into a busy square And you
are not aLone An impoverished jesterhas been watching
your behavior.rr with a perplexed expresston on her
face. Her red-and-green outfiL is in tatLers, yet she
manages a glib smile and walks towards yor.r as you
climb to your feet.'Have you heard the one about the
pig in a frenzy .' she begins You place the palm of
your hand over her face and push her out of yow way
on to the floor You're in no mood for jokes! Tum
to 225.

r9
'froubled times are ahead,'continues the enigmatic
figure To help you, the Horned God sends a gesture
of goodwill: find the man of numbers, or his book.
Without eiiher, you will fail.'Then the face is gone It
seems thal Jack-inihe-Green is a messenger for power
ful elemental forces, forces which you decide to join.
You will strive to be fhe Earth-mother's chanpion,
against the evil ot the Shadow Warriors.

Squrnting through the bhnding rain, you can just make
oul the lights and rooftops of Hustings. To the right of
the town is a slender column of earlh which has been

CLOWN
T;st MANDRAKE
Second MANDRAKE
Thrrd MANDRAKE
Iourth MANDRAKE
Fifth MANDRAKE
S,xth MANDRAKE
Seventh MANDRAKE
Eighth MANDRAKE

If you win, tum to r97

SKILL

7
6
6
5
3
5
6

7

9
7
5
7
6
6

9
7
7



forced up out of the grourd by magic. Atop this
hundred-foot-high pinnacle is a tower made of oozing,
living sludge. You hear a slushing sound coming from
somewhere just off the road and just as you look a flash
of lightning reveals a man rising up out of the bog - aL
Ieast it looks like a man. If you want to walk lhe {ew
yards over to the figure, tum to 39o. If you would
Ether stay on the road, tlml bo t.

20

Two guards face you, but more are coming. You don't
want Lo kill the men - after all, they are only doing
their job - so you will have to use all your skill in a bid
to disarm them. Withoul their swords, they will soon
sunender and let you go. You must fight both of them
at the sarne time, but if you win a round against the one
you choose to fight, you do not hjtte him (because of
this, the guards are not given srAMIN.4 scores). But if
yow score in any Attack Round is 3 or more Points
higher than your opponent's, you have disarmed him
and he no longer takes any part in the battle. Of course,
lhe guards are trying to kill you and will cause damage
Lo yolf srAMrN^ in the usual way if they wound you
in any Aftack Round,

I i6t CITY GUARD
Second CITY GUARD

If you disarm both guards in six rounds of combat or
less, you may leave the alleyway and flee into the
temple grounds you saw earlier (tum to 164); but if

2r-23

you do not manage to disarm them within this time,
more guards appear and you are captured (tum to
r99).

Though you turn on your heel with lightning speed,
1'ou still catch the mer€st glimpse of the Gorgon's
hideous face. the hag's skin is lined with evil and is
framed by a writhing mass of vipers. A (y scapes
your lips as you fall back and spin dizzily away. She
steps affer you, eager for your fall, but you sfumble on,
never looking back. You go on and o& until at last you
are out of the caves altogether.

A stagnant pond lies just outside; you peer into if and
are shocked by the sight of your reflection your nar
has fumed grey, and your skin is stretched taul over
your bones! And it is only now thab you feel a slight
stiffening in your muscles. Deducl .1 points lrom your
s-revrr.r,l and, if you are sLill alive, tum to 80.

further up the street you come across a tattoo shop. A
tasteless sign over the entmnce reads: Roggmondo's -
\'.o Design Too Difffcult, No Bit Of Skin Too Small',
Wrl l  )ou enter Roggmondo s (urn to lr) or continue
up the.heet, which seems Lo open ouf into some 1ort
of crowded area (tum to rr8)?

23
IeavinS the lady, you carry on searching through the
dark sheels of the town. starling with a hovel on your

7
6



24-46

right You walk in through the open doorway and wait
for yolrr eyes to ad,ust to the darkness. Test your Luck.
If you are Lucky, tum to 225. If you are Unlu&y, tum
to t3

24
Against all the odds, you have made ib lo the far path
Seeing your miraculous leap, lhe Waniors howl rn
frustration. They fhemselves camot make the jump,
since the far path of(ers too narrow a landing area for
their horses. You fedr thaf the riders will now split up
and wait for you af both ends of the pass. bul no. They
screech and all race southwards. You sense that time is
against them; perhaps they fear the oncoming dawn.
Whatever the reasoh, you breafhe a long, long sigh of
rellet. I urn to rot

25
The lown of Hustings has been devastated by the
Haggwort assault, and though you feel that you have
done your best to help, your best may not have been
good enough. Following fhe downcast Hustings
refugees, you make your way along the south-bound
road. If you have a Creen Leaf Brooch, or if yor.r have
an iron band and the word 'Cerunnos' means something
to yoq tum lo ,97 Otherwise, tum to 12.

26
After unleashing a sLream of abuse which has no ef{ect,
you finally shout, 'Your father is the son of a lute
player and your mother has a face like a bucke[ of
frogspawn.'AL this, the jailer leaps to his feef and,

]AILER SKtt !  8 STAMINA 7

It you wir you will have lo leave the city before lhe
alarm is raised. Will you leav€ by the Sor:th Gabe,
which opens oul on to the Main Trade Route (tum to
u 7r), or by the nearer East Cate (tum to 60I



28-29

28
Realizing thaL you are no match for the might of all 6v€
Warriors combined, you r'..rn back to lhe north Your
lungs bum as you try to PuL some distance beLween
you$elf and the shrieking phantoms. Fortunately, you
come at last to a narrowinS o{ the path which forces
Lhe Warriors lo ride in single 6le. But one of them has
sped ahead of the oLhers in a bid to delay you. You
must fight and deskoy it before the rest catch up. Roll
one die to see which of the Iive you musl face. If you
roll a 6, ignore lhe result and roll again. When you are
Lold to conLinue your adventure, after defeating the
Warriot Lurn to 72 (note this on yoijr Adoenture Sheef)
Now, if you roll,

3
4
5
6

Tum lo 8
Turn to 394
Turn to 2j9
Tum to rEl
Tum to 245
Roll again

29
You feel lightheaded and are just on the ver8e of
agreeing Lo help with the dig - when you come to
your senses, geL a grip on yourself and politely refuse.
However, ralher Lhan exprcss any re8rets or concem at
your dizzy spell, Guignol raises his pi&axe and rushes,
screamin8, towards you. There is no reasoning wilh
Lhis man possessed.

GUIGNOL sKrLr 7

If you win, roll four dice and add the numbers together

,o

If the lolalis equal to or less than your curent STAMINA
score, turn to 62. If the toLal is higher than your current
STAMINA score, tum lo ,8j

to
Leaving the tavem behind, you walk lowards the sprawl-
ing market area in the cenlre o{ the city. Ironically, the
maiket stands next to Royal Lendle's poorest district, a
wanen o{ dilapidated buildings housing beggars and
thieves. All in all, it is a sad and dangerous place

The sort of things you wanf would normally cost you a
small fortune; luckly, you have a good many merchant
ftiends, who will sell you their wares for next Lo
nothing. The eastem side of lhe market is where you
will find all the hardware you may need: weapons/
basic equipment and so on On the westem side, more
unusual items are Lo be found Which side will you visrt
iirst, the eastern (tum to 82) or the westem (turn to
66)?



,1-t2

A ntrmber of incredibly strong hands grab you from
behind and pullyou down on to lhe ground Lying flal
on your back, you look uP Lo see Ennian, the BurSomels-
ter of GomL sLanding over you- He smiles and says,
'Don't worry, you won't feel a thing. You'll soon be
one of us' Then he bends down and PuLs oul his hand
It tums into a slimy, organic suction pad; he clamps il
over your face and sends you Into a sleep from which
you never awaken

Pushing yourself Lo the limit, you almosL m$s the low
wire that is stretched across the Passageway You will
have fo jump, to avoid tripPing over lt Test your SkilL.
lf you succeed, lum to 278. If you fail, tum to 297

3)-14

t t
Casting a swifl glance over your shoulder, you turn the
omately carved door-knob of the tattoo parlour and
:nter A tiny bell clinks overhead, shaking a drab little
ran out of his daydream It is Roggmondo He looks al
, ou wrth a bored expression and asks, 'Tattoo, friend?'
Jo you reply ̂ les'(turn to r4j), or No' (turn to 27o)?

t4
{earing the gentle foohteps and the swishing of her
lown, you try to avert your gaze - but too latel You
.ook into the face of the Gorgon and musL pay the
Jltimate price Now lhere are seven sLatues in the cave
:garnl



35-rt

t t
Running this way and that, you try to evade the
hunting Orcs, but lhere are too many of them, and they
soon have you trapped in a nanow gully. Even by Orc
standards, this is a particularly mangy and ferocious
bunch Some train lheir bows and spears on you as
their leader steps forward and grunts. 'We're the Orcs
of the Black Scorpion, the toughest tribe in all the
Witchteef Surrender or diel' The tribal shaman, a gross
hag, whispers words of counsel in her leader's eal
judging by her expression, her advice js evil in intent. If
you agree to surrender, Lum to 288. If you would
rather fight, tum to ,77.

t6
Cetting in a strike at the Haggwort s head will not be
the easiest of things to do

HAGGWORT SKILL 11

If you win, you may go either to lhe town (tum to
J67), to the fower or the pinnacle (turn to r42), or on
to the Lreacherous moorlands (t1lm to q)

Caught in the open, you cannot hope to outrun the
Warriors' horses or prevent yourself being cuL down
by the Waniors'vicious attack Your adventure is over.

It
You opt for the oldest hick in the book. Groaning
aloud, you clutch your side and fall to your lcrees in an



39

ac[ of epic agony. The iailer glances over his shoulder
to see what all the fuss is about. Test your Luck.lf yan
are Luclg, tum to 74 rfyou are Unlucky, tum bo rz3.

39
After a day of hard but swilt havel, the circus stops on
the north side of a huge stone bridge, on the outskirts
of Shathck. The menacing range of mountains known
as the Witchtooth Line is clearly in sight, running
before you like the teeth of a loathsome Earth-dragon.
You stretch your stiff legs as the houpe r-rnload the
wagons and starl to put up the tents and stalls; they
intend Lo perform this very evening. When all is
finished, three of the performers ride on into Shattuck
Lo drum up custom. The remaining nine gather in a
circle round a campfire. There, they eat and discuss the
cominS performance. Forsome reason, you are excluded
from bolh Lhe meal and the discussion. You walk about
the encampment in a nervous and restless mood You
trave a nurnber of vague suspicions and feel that you
must do sornething about these circus folk before the
people from Shathrck arrive. lf the name Korin'means
anylhing to you, furn to tr lf it does not, turn to 2jj.

40-4\

40
The Man-Orc fought with great ferocity, but you have
defeated him. Such creatures usually dwell in isolated
areas so, for hrm [o be here in the city, your assailant
:nust have been driven eilher by the promise of great
:ewards or by fear of a tenible punishment. Searching
:he swiftly decaying carcass, you 6nd a small Bla&
Key, which you may take if you want to (don't forget
io add tt to yotx A.dventurc Sheet lf you do take it).

Soon you are walking ihrough the South Gate, out of
Roval Lendle and away from the scene of fhe assassina
iion attempt. Tum [o r4t

4t-lell done, you have chosen correctly An ancient
:attle was once fought hers hence the name and the
:nousands of bodies of the fallen still lie beneath the
:arth What better place for Voivod to ratse an army of



ORC CHAMPION

42-44

the dead? You race to the Battle Plains and see him -
the Voivod himself - an incredible force of timeless
decay, ringed by his 6ve lieutenants, the Shadow War
riors, who dance in darkest ecstasy. B€side the Voivod
is an Iron Bell of Summoning. If Voivod skikes this
magrc artefact, the dead will rise to do his bidding. He
musL be stopped, but how? Just Jooking at Voivod is a
shatLering expedence. If you anived here errlL tum to
r89. OLherwise, h.rrn [o ,64.

4t-47

up, you may very well reach Kamstein too late to save
ii Eventually you relon Lhe Wei*own road If you
wish to follow it ba& west, tum to 160 lf you would
rather cut across comtry and head directly southwards
(remembering thal roads usually offer greater safety for
lhe traveller), tum to 247.

45
If you have read either Hegmar's Waming or the Circus
Ioumal. lum to 17. lF 

'ou 
have read neither. turn to

1tr.

46
It does not bake long for Lhe eager ioot-soldier to reach
you. Much as you dislike doing it, you will have to kill
him before reinforcements arrive-

42
Seeing how well you. handle yourself in a 6ght, the
chief of the Big Boulder Orcs sends his meanJooking
champion over to clobber you

SKILL 8 STAMINA 7

lf you win, you realize that if the Orcs of the Big
Boulder are victodous they will kill yor.r; and if the Orcs
oI the Black Scorpion triumph, Uggamonggo will
expec{ you to stay with his kibe for years. So you flee.
Tut your Luck.lf you are Lucky, tum to 35o. If you are
Unlucky, turn to rr9.

4!
'Tut tut tlrtl Not your day, is itz Bartolph smirks
condescendingly as he reaches out for your stake. Will
you let him take the gold (tum to rjr) or grab his
wrist and call him a cheat (hrn to r4o[

44
Your search for the hermit has used up a good deal oi
precious lime. Unless you can 6nd some way to make it

STAMINA 8

If yotr defeat the guard rn five or fewer rounds, you
escape and may either rush out of the alley and up the
slreet ([um to ,60), or down inLo the sewers (tum to
,7t), If the Buard is still alive after 6ve rounds, you are
captured by reinforcements and taken to the iail (turn
ro rgg/.

47
It is with a growing sense of urgency that you cross Lhe
6elds of heather and the windswepL landscape which
lies between Narbr:ry and Shattuck. AIter a while you
come to a rough-and-ready shelter: a ramshackle
wooden doorbuilt across a rocky alcovc. If you wish to
investigate this shelter, lum to r78. If you would

C]TY CUARD SKI!L 8
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rather carry on towards the Main Trade Route, tum
t" 199.

48
Your path takes you higher and higher into the morm-
tains, wh€re it's noL only the Shadow Warriors you'll
have to be wary of but all the other unwholesome
denizens of the region Bul for now, you have only lhe
plaintive crying of the mountain winds fo keep you
company. After a while, your path descends to grormd
level, petering out near a large cavemouth which reeks
of grim foreboding. Dare you enLer the Forbidden
Caves? If so, tum to 39t. II you would rather be on
your way to Kamstein, turn to 80.

49
Looking r,tp, you see that the drapes have been lifted, to
reveal a vampire-like creatur€ rising from her throne.
Her ghastly counLenance is haggard wilh age. Al her
side is a living 'fueplace' which loolcs l&e the head of a
Haggwort, only larger and more malevolent. lt watches
both you and the creature as she walks towards you
and says, 'l am Urtha. Many years ago, when I was but
a vampire, the peasants of this region destroyed me
with the same wooden stake that now lies on that Lable.
Though destroyed as an Undead, I was, like the ancienl
Haggwort, expelled from the grave. Now I am beyond
urdeath. I am a Wamphyr!

'Iimes are changing, the old regirnes are being swept
away We are entering a twilight existence of which I
shall be queen! And with this . . .' she lift6 her wrist to



to-t r

displav an iron band '. . . I can command the mindless

Haggwort. Cuided by my experience of centuries, they

will make an unstoppable armY!'

lt is time to act, If you have a vial of Melal Rol, you

may throw i! at her iron band (tum lo 83) If you do

not, will you a[tack her (tum lo ,o5) or ask her to

prove her power (tum to z5r)?

the wretch.

52-t5

t2
You take a deep breath and then start running towards
the gate. Test your Skill.lf you succeed, you make the
jump and head towards the East Gate (tum to ,or). If
you fail, deducl r point from your srrvtu for bounc-
hg off the hard gate; it is [oo high for you. You will
now have to face any guards who have come after you
aLonS the narrow passage (turn to 2o),

)J
Before you know it, you are enveloped in a cloying
mist which sends you into a deep sleep; tum to rE6.

t4
Your smile tums into a look of mute disbelief as the die
suddmly flips over: your roll has become a r. Too
bad,' says Bartolph, reaching for yor-rr gold. The die he
gave you is obviously loaded, ald he is a tricksterl If
rou wanl to grab his wrist and accuse him of cheating,
ium to rr5 However, i[ you would rather avoid any
houble and let him have Lhe money, deduct the Gold
Pieces you have lost from your Adoenlure Sheet and
leave Lhe Lavem; lum to ,o.

))
\s soon as he sees you, the guard raises the alarm. You
had betler get thls 6ght over and done with quickly.

\ ' IANDRAKE SKILL E

SMEGG SKILL 8

If you win, tum to 7r.

STAMTNA J

t r
The clues all add up' Korin said that'thev, who had
been the cause o{ the koubles in Gomt, had left the
very day you arrived, having been in Gomt {or the
previolrs seven days. According to the hard-out you
iound, lhe circtrs had been there for the same period

turn to r7 If you haven't, tum to 2tt.

STAMINA 7

ii you win in four rounds or fewer, you escape; tum [o
3oo. If, howevea the Mandrake is still alive after the
€nd of the fourth romd, tum to 3r



6r

cart standing unaltended, A few citizens are wealthy
and cultured enough not to throw their litter out of the
window; instead, they save il for the Lendle rubbish
collectory who take il to a large quarry jusl beyond [he
city wall. Gate Wardens always stand watch over lhe
four city gales as a matter of course, but now they
could also be on lhe lookout for you. Therefore, you
reckon it may be a good idea fo sneak aboard [he
rubbish cart and hid€ among all the garbage That way,
you might just be able to slip lhrough the gale unseen
lf you decide to climb aboard the cart, lum to rz6; bu[
rf you would rather approach lhe East Gale rn a mo.e
noble manner, on fooL tum to lor.

61
Reluctanlly you puL some of the junk into your mouth
- and tumediaLely spit it out. It's alive! In fact, ifs a

62

S1od-Kedbolrn, whose skin is toxic. The sloppy black
ihing emits a high-pilched whine then slilhers away. Ibs
iaste still has you heaving (d€ducL 2 points from your
5TAMINA). 'ls our food not to your liking, then?' a voice
enquires. Tum Lo 49.

62
Ashamed by what has happened, you wipe Guignol's
olood off your hands. Why did he attack you? AIter all,
ie didn't seem to be evill You feel sure that your
ururatural dizziness was a part of what's going on here.
Vaybe you can

-YOU:

Search the sile
Try to destroy the skeleton?
Leave the camp at once and continue

your journey?

find some clue ir the campsite. Will

Tum to 27r
Tum to 294

Tum Lo 282
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63
The weirdness shows no sign of abatrng as you enter
the copse; nor do the twisled trees offer you any
protection from the rain. Suddenly, a fork of lightning
cuts down through the darkness and blasLs a hee right
in front of you You take another path . . but 6nd your
way biocked by anolher fork of lightning, and another
and anotherl You nrn, but no matter whlch way you
Lum, you come close Lo being rncrnerated. Il is only
afLer several minutes of Lhis deadly cat-and-mouse game
that you realize you are being herded inlo the heart of
the copse; there, you are con-foonted by a Mahogadon,
a long-dormant tree monster that has been sthed into
wakefulness by the changes in the earth. One of its
boughs swoops down and lifts you up, its leafless
branches wrapping round your waist You cry ouL as
the woody tentacle begins Lo squeeze Lhe life out of
you. lf you have a vial of Sleeping Draugh| tum to
:oo. If you do not, you will have to 6ghl fum to 157.

64
You leap aside just in Lime as the door swings wide
open and slams inLo Lhe wall with a loud bang Dusting
yourself dowry you step inside the dark shelter The
place smells of Orc and is bare, save for some black
robes and a lorn map of Royal Lendle. Hidden under
one of the robes is a metal casket. You try lo open it,
bLrl it is locked. Do you have a Black Key or a vial of
MelalRot? lf so, you may use either fo open the casket
(Lurn to 154 - and cross off Metal Rot frorn your
Aloenture Sheet if you use that); otherwise, or if you
would rather leave lhe casket alone, tum to z4E
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6

66

You hay 6e rhi, ralr@ ofte ontv. after
whiri ft is uetdss. UsuU lt r6toe vou.
LUc( score ro s /r'i'dl levet.

C6t 4 cotd pifte3

Cosh 3 cotd pieces

CosL 2 cold pi€c €a.h

Althouah whinSly usds, in dp @r
mirors have proved sefu ii." 

-a 
,g"ii, ,n

tne couEe or y@r marry advobres.
Cost. 1 Cold piece

You tuy buy any numbq of meair
Cosr 1 Cotd piece per he6l

Co.h 4 cotd pFc€s

One vi.l of rhis potenr b@ wili knocl even a
Maniicore out for dry3. you nay buy any

co3L J cold pifte €ach

Ring ofAailiry

jleep,n8 Dr.uAht
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If you have not yet visiLed the eastern side of the
market, tum to r8E; if you have, tum to 1zr.

6j
One by one, lhe balls fall to the ground. Then you get
a stinging kick on your backside and fall flat on your
face. The circus (olk roar wilh laughter as you pull off
lhe ridiculous horse's head. The clown stands over you
with a dry look and shakes her head. 'You're clearly no
performer. For3 Gold Pieces, you can buy your way.'lf
you pay fhe down, cross the gold oft yow Adomtwe
Slerf and tum Lo 77. If you can'L or won'L pay, tum
Lo 9.

68
You enter a room packed with books and wax sealed
tubes containing ancienb scrolls. The two Dark Elves
who passed you in the hallway earlier sit af a large
table reading magnific€nt Lomes. But as soon as you
enler, they look up and shout 'Our temple has been
profanedl Death to lhe oulsider!' They draw iong dag
gers from benealh their robes and lunge at you. You
must fight them both at the same time

7
8

Iirst DARK ELF 5
6

If you wrn, you may search lhe library (!um to r92), or
go back into the hall and enter lhe norlh door (tum to
174), the east door (tum to 89), or the west door (tum
to 55).

69
Shunning Lhe safety of bhe road, you head deeper and
deeper inlo the marsh. The Haggwort are all ov€r the

moors but they are tjo ,Urn, to bother you. However,
the Haggwort are not the only source of danger on
HustinSs Moor. AlmosL too late, you see that you are
about to tread on a rune<arved obsidian disc. It is
som€ sort of mystic man trap. Tesf yorr Luck.l( you are
Lucky, tum to r8z. If you are Unlucky, tum to 234.

7o
In the darkness of the sewers you cannof make out the
Slygords form at all dearly; all you larcw is that the
creafure is dark and malevolent. When you strike the
Slygore, its 'skin' hisses and steams. lt is acidic to the
touch and it has dissolved your weapon (cross it o{f
your Adoenlure ShzeL). Worse still, a black maggoty
sLime has twitched its way up on to your hand, buming
if. You howl and musl deduct 2 points from your
srer,,rIra. Then the Slygore gives vent to another
Lurearthly moan and li{ts iLs bulk, as if to come down on
you and crush you. Will you flee (hrm to tj6) or
rummage swiftly through your pack for something
which may defeat it (tum to 23o)?

Slepping over Smegg's repulsive little body, you retum
to lhe brightly lit chamber and the archway. Because
the walls are emiLting a faint glow, you decide to put
out your lantem Thenyoucross the room, pass through
ihe arch and descmd the lon8, wide staircase. The steps
end af a corridor, which you follow until you come to a
oossroads. Will you go north, back the way you came
(tum to 106), south (tum to tt4), east (tum to r22) or
west (tum to r44)?
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Made wary by your victory, the other Warriors rein
their horses to a halt As onc, the four hiss with fear
and hahed. Bub you don't stay to watch this display of
eviL you run round a bend, putting yourself out of therr
sight- Then you hear the pounding of hoofs as Lhe
Warriors take up the pursuit once more. You won't be
so lucky a second time: you need to 6nd a way to shake
them off Will you atLempt to hide in one of the many
ruts in the rocky path (tum to 146), huriedly put on
a Chameleon Cloah if you have one and hug the
shadowy side of the looming rock-face (tum to 324),
or attempl a running jump across the deep ravine to
the path on ihe other side of the pass (tum to z)?

All that stands between you and the Voivod are the
Shadow Warriors You musl fight each of the
Warriors (excepL any you have already banished by
special means) one afLer the other. lf you possess Lhe
Ring of Rabbam, remember to ignore the Warriors'
special abilities, The paragraph for each Wanior is, 8,
394, zjg, r9t and 245. If you defeat all the Waniors,
you may then face Voivod. If you do so carrying the
Spear of Doom, tum lo r7r. lf you do so without the
Spear, tum to u49.

74
Concemed, the jailer walks over to your cage, unlocks
it and rushes in bo help you. You spring forward" snatch
the keys from his pudgy hand and leap out of the cage.

7516

You slam the door shut and lock it before the jailer has
lime to do a single thing. Then you throw away the
key and leave the jail. The imprisoned man's cies echo
behind you as yor.r make your way out of the city. Will
you leave by the South Gate, which opens out on to
the Main Tmde Route (tum to 272) or by the nearer
East Gate (tum to 60I

t )
Pulting the eerie ghost-town Iar behind yoa you head
roughly south-west until you come to a sheltered glade.
There you lie down and catch a few hours' sleep
(restor€ 2 srAMrNA points).

When you wale up, it is [o the dawn of a sunny day.
Will you cut westwards and join the road to Shattuck
(hrm to ,14), o. fake the southbor:nd road. which leads
skaight to the perilous Witchlooth Line (tum to 3t6I

76
lust when you think the hermit is about to Bo berserh
he falls to his loees, sobbing. Oufside, the pleas grow
more persistent, bu! Hammicus just presses his hands
over his ears and weeps, 'Leave me in peace. You
carnot be my son My son is dead.'At this, lhe voice
screams and fades into oblivron. The ordeai s over

Rising, the hermit smiles through his tears and says, 1
owe you my life In retr.rm I offer you knowledge. The
Shadow Waniors are vessels of their masLer's will.
They can be destroyed only when he is destroyed. But
they ran be banished. If you besl a Warrior in combat,
tear the facemask off its dissolving form. Separated
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from iLs lalisman, the Warrior will be doomed to limbo
for a hundred years '

[, in future, you defeat a Shadow Warrior, fum Lo 22J
arl'd not to ?1j as instructed (make a note of this on
yotr AdoenLure Sheef).ResLore 1 LucK poinL for obtain-
ing lhis priceless informaLion. Resting for the night,
you leave the cottage next day at dawn and make your
way back south. Tum to 44

77
The clown curtsies and declaims, 'l/Velcome to Lhe
Dream Circus; it brings fantasies to some and nightmares
to olhers. You may ride with us to Shaltuck.' You
assume you arc to ide inside the clown's wagor! but,
when you go to open the door, her hand reaches out and
grips your own.'Don'L!'she snaps. You tum angrily but
are disarmed by her smile 'l thought you would prefer
io ride up fronl wilh me and my mute driver, Petulengro.
Besidet my living-quarters are in such a mess.'

Keeping a tight rein on your suspicrons, you follow Lhe
donn lo the front of lhe wagon and lake your seat as
fhe wheels start to roll. The convoy makes excellen[
time While you ride, will you ask the clown about lhe
madness at Gornt (tum lo 116), about the Circus of
Dreams (tum to r6t), about events aL Karnstein (tum
to r3o), or would you rather sit the ride out in silence
Itum lo 39)?

78
With lhe guards in hol pursuit, yor.r rush up the lane
but pause when you notice a manhole in the middle o{
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lhe roadway Suddenly it occurs to you: possibly you
could lose the guards by sneakinS down into the sewers
You are considering what to do when a fist-sjzed metal
ball bounces in front of you then comes Lo a halL on the
cobbles. It came from somewhere to your right You
look in Lhat dircction and see a mysterious 6gure, clad
head to fool in black robes, scurrying away up a
naffow alley between two buiidings. Will you pick up
the metal sphere (tum lo:rr), leave it and go down
inlo the sewers (turn to l7t), or ignore both options
and keep on runnng up the stre€t (turn to 22)?

ihe area was once called Assur Na-Menes, Lhe site of a
massive battle in which fen thousand men died. The
task of burial was so great thai fhe vicrors me.ety
turned ihe soil of the battle plain over, covertng the
bodies where ihey lay. It is said that the bodies ljeihere
slill, beneath. a layer of dry earth on which nothing
grows. Another legend speaks of the Waster, a cruel

You.close the book, just as a secret panel slides open in
ihe far wall. Do you have a Chameleon Cloak? If so,
tr.lm to r2Z if not, turn to rto.

i ;1
i/ i,

79

19
The book rs a collection of 'Myths ard Legends of the
Old World'. On the off-chance, you look up Karnstein
and discover two things of inferest. First, it js said that
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}.rtting the caves behind you, you follow the edge of
:re Witchtoolh Line eastwards rmtil you come to the
l.lain Trade Route once more You coss a bridge and
::]re a mountain trail, which should bring you to Kam-

-em. 
You walk for quite some time and .. wait a

:.inutel Where are you? Somehow you have left the
:oad and now, in yolr daydreaming, you have come Lo
: rocky clearing, in which sLands a most specLacular
=ghl A man is standing here, sweating in the bright
: n He has be€n hying to dig a skelelon out of the
:ock-face - but what a skeleton! It is huge and belongs
rr a creature, the like of which you have never seen

-fore 
Seeing you, the man calls out, 'Ho, therer I am

Juignol, an archaeologist fiom Chalannabrad, and I am
:r an excavaLion of viLal academic import. I plan to
=ke lhis unique specimen back to Femphrey Unfortu
::ely, I came on this venture alone, and now I ffnd
:).elf  in need of did l f  you help me Free the specimen.
- 1 pay you a hundred Gold Pieces.' V\hile thrs sum is
::rnptinS beyond belief, you know that it will take
-_ours Lo free Lhe skeleton lf you accept the offer, turn
:.r j8t If, on Lhe ofher hand, you would rather be on
I Jur way, turn to 2ro,

, , . . ' ' '
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8r
Do you have a vial of Sleeprng Drar,rght? If you have,
lurn to 244i if you haven't, lum to 6t.

8z

ture Sheel, rcmenrbein1 to deduct Lhe stated number of
Gold Pieces. Except for the battle,axe ano rn€ armour,
you may use items only when you are inskucted to do
so by the text. Unless it is stated otherwise, you may
buy only one of any arlicle.

Each tihe you hil your opponeft in conbat,
you ou* it to loF 4 sr^MrN^ points (6 points
if yar T6t yo,t Lu.k a.d arc Lu.r.r: 2 il
unlucky) Howdv€r. bcmuf of rhd.xes weighr,
you havc fo suffer a pcnalty: dedu.t i from your
Att'ck Strcngth rolls whcnever you use it Ii
you buy the b,ttlearc, ente. it in th€ Weapon
bo\ ol lov Adrdtut Sheet

Cost: I cold trcces

Th€sc spilcd rclal b,lls dc thrown to thc
around in ordd to det€r pusujt Y@ my bry
any number ofseh

Cosr r Gold Pieceper set

Iach hne you re }ut in combat, yo! lose only r
sr^M'NA point (o pohts it yN Tesl voat Lud.
tud de LuckF if Unlu.ky) However. due to
the amou.s bulk, you frust add r cvcry timc
you are called upon (o 16r yow sh// The
amour prole.ts you only ton daraBe gained
in brttles and is useld<s after it hd talen rohns

Cost: I Cold pie6

E -8q

cosi r cold ?jece for a ldrem plus one shn of

Each us of the lmtem con,m$ one skin of on
You may buy my number of additidal ski6

Cost, 1 Cold Piecc per skin

These chtins can bind most hummord creatures

This alchehicll solurron dissolves nosr known
nerals bur leavs flesh unhmcd you may buy

Cost .i Cold P'ee5 pq vial

About fwenty metrs 6f thin, lightweiAht .op€,
with a snallmetal hook affB€d to onc end

Cosr 4 Gold lieces

If you have not already visited the westem side of the
market, turn to rE8, rf you have, turn to tzr.

El
Shrugging off the shong grip of your guards, yor-r grab
a vial of Metal Rot and hurl it at the iron band. If your
aim is Bood, the glass vial will break and spill ifs
contenLs all over the band- Goss the vial off your
Adoenture Sheef, and then Test yout Skill.lf yor succeed,
turn to ,jr.If you fail, tum to 3ot.

84
When you rush out into the street at the far end of the
alley, ihere is no srgn of lhe woman. But you can hear
footsteps coming up the alley behind you, so you keep
on runninS. Wherever you go, you see more and more
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examples of chaos, all caused by lhe shange srniling
people Lhe woman cailed 'Mandrakes', they are power'
ful frghters who bleed green blood bul never seem to
die Their opponents, the real iniabilants of Gomt, are
toially outclassed. Bul lhe Mandrakes don't kill their
human foes unless they have to; they prefer to render
their vichms unconscious so that they can drag them
off, who knows where You wish Lhat there was some-
thing you could do to help the oppressed townsfolh
but the shouling and lhe footsteps dogging your heels
remind you only loo'clearly lhat you yoursell are still
in peril Now you can either keep heading the way you
are going, towards the South Gate (turn to r84), or
you can veer off and head for the nearesl porlion of the
town wall (tum to 2o7)

8i
The coil of veins crawls 6:rther up your arm, before
suddenly falling away You feel no ill-effech and are
jusl wondering what all this has been about when
you see that the thrng on fhe stone slab is charging
shape, moreover, it is taking on yolr likeness!

The Mandrake replica rises from the slab and attacks
you. If il kills you, il will take your place in society and
no one will ever be the wiser The Mandrake does not
possess any armour or special equipment, but it does
have the same weapon as you. It also has current sKILL
and srAMrNA scores idenLical to your ohar. Mandrakes
are usually well-mgh indestructible, but if you defeal it
now, wh e it is still newly fomred, it will return to iLs
pod Lke shape

86

If you win, you will have lo Tesl vour Luck Io see
whether the noise of your 6ght has alerted the others.
If you are Lucky, return lo 25t and choose an oPhon
you have not had before. lf you are Unlucky, tum
to l r j

86
Rubbing hrs well-manicured hands in uluestrained glee,
Bartolph sits beside you and hands you a die 'Put some
gold on the table as a stakc,'he says,'and roll the die If
you roll 4 or above, you win: you keeP your sLake
money and you take an amounL equal to your stake
6om my own purse If you roll less than 4 you 1ose,
and I keep your stake Easy, eh?'Yes, you thnk, almosL
too easy. A small crowd, drawn by lhe exaggerated
loudness of Batolph's voice, gathers round fo watch.
Decide how many Gold Preces you wish lo gamble and
note the amount on yotr Adt:enlwe Sheet Roll one die,
on a roll of4 {, turn to t4, on 1 i, Lum io 43.
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67
In the struggle a lorch is knocked over on lo some
highly inflammable chemicals, ard soon Lhe lab is ablaze
You make a hunied dash {or the exit; on Lhe way out,
you may grab one of the following items which are
lying abour the place, a sword, a pack holding z Pro-
visions, a ceramic mongoose paperweight, or a lantem
and one skin of oil. Then you race down the staircase,
hrming a deaf ear [o Kauderwelsch's screams Only
when you reach the road lo fhe south of Cumbleside
do you stop to look back. The entire bower is engulfed
in flames. Then you look away, and continue south-
west, into a sheltered glade where you sleep for a few
hours (restore 2 points of STAMIN^)

EH9

lVhen you wake up, it is to the dawn of a sunny day.
Will you cut westwards and join the road to Shattu&
(tum to 3r4), or take the southem road which leads
shaighL to the Witchtooth Line (tum to 3E6)?

t8
You don t let anything diskact you as you run over the
slidg quaking ground. However, the way ahead is
blocked by the huge mound. Will you approach the
screaming face (turn fo 178), make for the copse which
is off to your right, in the hope of veering back south
later (turn to 63), or reheat and head back north-west,
towards the road (ttrrn lo 16o)?

8o
You have enLered the cultists' domiLory, a small room
containing bunk beds and basic washing facilities- At
drst lhe place appears to be empty, but then an old man
steps out from the shadows- Though clad in the robes
ofa cullisl, he is human. He fixes you wiLh a penetrating
stare, his lin€d face displaying wisdom beyond years. 'I
rras wondering when you'd get here. You shun lhe
iasks, yet lake on a quest as dangerous as ffiisl'He sLeps
.orward Will you strike him (turn bo tt6) or wait to
see whal he does next (tum to rtP
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9o
Once your dizziness clears, you find yoursell slanding
al the foot of a grassy hill crowned by a cficle of
ancient standing stones. You have been transported to
Cauldon Ring, heaftland of the elemental gods. An
awe-inspiring vision of the Horned God fills the skies,
while the ghostly Sisters of Time dance within the
circle They are Lhe past, present and future manifesta-
lions of the Earth-mother, and Lhey guard the Spear of
Doom. The Homed God speaks Lo you wiLh a voice
like the crashing of waves: 'You have been chosen Lo
face Voivod, Lord of fhe Shadow Warriors. We once
made the error of trying to bum out his fire, but could
only imprison him. In the millennia which have passed,
we have made good our eror and have forged the
Spear of Doom, wfuch gives deaLh to lhe living, and
life to the dead Take it, and use il wisely.'

All aL once you discover the Spear in your hands, and
you start lo feel dizzy once more. Enter the Spea in the
Equipment box of your Ariaenture 5rs€1, logelher wifh
its Life-force, which you find by rolling one die and
adding 5 The Spear rs nol a normal weapon: you may
use it nstead of normal combaL (you musL decide
whether or not to do so b4o,'c you start any 6ght) and rt
will automalically defeat your foe but you must also
deduct one point from the Speals Life-force lf its Life
force drops to zero, the Spea; becomes useless Now,
restore 6 points to your srlvrr-l and, ifyou came here
ft6m Hustings, tum to r2, otherwise, turn to j99.
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9r
Your bid for freedom ends in failure. The Mandrakes
seize you and take you into one of fhe wagons, where
a disgusting sigh! awarts. They press you up aSainst a
throbbing, man-sized vegetabie pod, The thing starts
changing shape. It is laking on your likenessl You dre
here, but other people will later insist that they have
met you, only you've changed in some way. In fact,
they'd swear that you no longer seem to be yourself!

92
You hear a loud snapping sound - the highwayman has
6red his crossbowl Fortunately, his arm is none too
steady . Test your Luck. If you are Lucky, the shot rnisses
you; if you are Unlucky, however, the shot 6nds its
mark and you mustdeductj points from your sr^MrN^.
lfyou survive the attack, you must fend off the highway-
man, who has now drawn his shortsword.

HICHWAYMAN

If you wirl turn to 274

sKtLL 7 STAMINA 6

9t
You can think of many things yor-r'd like to do in your
lifeLime, but scrubbing lhe filth off forhy Orcish boots
isn'L one of them. Jusi as you 6nish scrubbing your last
boot, lhe lribe's shaman orders four Orcs to seize you
She has lhem manacle you to a blood-stained stretch
rack Then she dutifully sleps aside as Uggamonggo
walks forward. He gruntt 'My shaman reckonz yer on
a secret mishun fa Lry an' find out our war planz. Now
yoo'd befter lell uzz what yer up to, or yoo'll gain a

94-9t

:ew inches' Will you talk (tum to r98) or keep quiet
:um to 269)?

94
\ote on your .4doenflre Sheel how rnany Gold Pieces
',ou wish Lo risk and then roll one die. On a roll of 3-6,
:Jm to 54; on a roll of 1 or 2, turn to t62

95
lou stand dead still as Smegg waves grandly about
rim and says, 'We on the door of Elfie temple No go.
\o safe. Me Smegg of the secreL ways, Past the Ellies.
Col rope for climb down safe hole. Smeggies route, iL
s Can take you. Must lake you. Musl come or die.
I16es kill. Go any place by Smeggies route.' He walks
cver to you and shows you the long coils o{ stout rope
ie is carrying over his shoulder- 'Smeggies rope,' he
lays proudly. If you ask Smegg to take you south, tum
io zz4. If you would ralher make your way alone, tum
io 50.
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out its t€rrifying cry. Roll one drc lo see which of the
five Waniors you musl 6ght. If you roll a 6, rgnore the
result and roll again. Wher! alter defeating the Wanior,
you are told to continue your adventure, furn to lt
(note this on your ,41t, mture Sheef) lf you roll:

98-ror

98
The moment you touch the sphere, ils sides flick open.
Vicious blades, piercing spikes and slicing razon spring
ouL in all direcLions. Roll one die to see how many of
the projections hjure you For eadr wound, roll another
die and deduct thaL many points from your srrvtN,l. If
you are still alive, you may attack the Man-Orc (tum to
r32), try to expose him for what he really is (turn to

3ro), or ignore him and go to bhe ba! (tum to 3).

99
The lady looks at you as you look dubiously at a boiled
potato- 'Is something wrong?' she asks coyly. 'l wouldn't
have thought someone with as marvellous a brain as
yours would be so suspicious.' Will you apologize and
eat Lhe food she has kindly prepared for you (tum to
u 3 5). ignore the food and try to eng€e her in conve$a-
hon (tum to r7r), or leave the tower and go out fo
search through the menace-laden skeets of Cumbleside
(turn to 23)?

roo
You cross your fingers and step over th€ edge Tes,
yout Skill If yor srcceed, tum to 238; if you fail, tum
to 2ot

IOI

Don't tale no nofice of er, says the beggar, waving a
dismissive hand at the priestess- 'She don't know nuf6n'
wiv all'er book, shds ficker n a frog in a fog Da man
o' numbers ain'L stone. T couldn't'ave seen no Gorgorl

2

3
4
5
o

Tum to t
Tum to ,94
Tum to 2t9
Tum to rE,
Tum to 24t
Roll again

97
You hurry across to Lhe old armourer, who soon has
you outfitted to your requirements: you may take a
sword and a suit of Plate Armour. The Plate can take
five hits before it becomes useless. If you are hit while
wearing the Plate, you lose flo sraMrNA Points How-

ever, if you have to Test your Skill whie wearing lt, you
must add: to your roll. Make a note of anylhing you
wish to take in the aPPropiateboxes ofyow Adaen[ure
Sleef (remembering to cross off any weapons or armour
you may already have). You are just aboul finished
when you hear Wuff shoul, 'Duck' Test your Luck
If you are Lucky, tum to ,2J; if you are Unlucky, lurn
to 24r.
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cause 'ds blind.' You don't even have time to thanl the
beggar for this valuable hp before hds heading in the
direction of the nearest tavera dutching his Gold
Piece. Sadly you shake your head, Turn to r;9.

102
The zoo Gold Pieces you have been promised as pay-
ment is no longer impo*ant. Mendokan and his people
were under your protection and you have failed them.
The Shadow Waniors' power is awesome, unlike any-
thing you have ever seen before; but you shall defeat
these dark riders, you shall avenge all the innocenL folk
whom they have slain. For surviving the ambustr, you
may add z poinfs to your t-ucr.

It is dawn when you reach the southem exit of the
Magyaar Pass, a place you will always rernember as the
scene of your greatest defeat. You stop to rest and
consider your next move The road to Kamstein leads
straighl to lhe south. Until you get there, more villagers
wrll suffer or die each night. To lhe east, however, lives
an all-knowing hermit; maybe you should leam all
Lhere is to know aboub these seemingly indestructible
Warriors before you go rushing inLo baLtle. The hermit,
alone, may possess such esotedc knowledge Will you
head south to Karnstein (tum to rr) or east In search of
Lhe hemit (turn to rrrI

ro3-ro4

rot
As casually as you czr! you reply, 'No, I'm needed
elservhere-' The clown glowers at you for an instant.
Thm she smiles, and the moment Dasses. Restore 1
LUCK point and lum to J9.

roa
Seizing your chance, you leap off lhe edge of the
bridge and dive down, down, down, into the murky
waters below Though you have thwarted the Man-
drakes, you have leapt out of the frying pan into the
fue. You are barely able to stay afloat, as you find
yourself caught in the famous Tass rapids. If you are
wearing any armour, you will have to dng it off before
it pulls you under (cross it o(l yotn Adoah&e Shtet\.
Your body is carried downsheam at arnazing s?eed.
But as the river races through a mountain valley, you
fear you will be smashed against the indeasing number
of boulders littering the middle of lhe rilver. Tesl youl
Ski/l six times, in order to avoid the rocks. Each time
you fail a test, deduct 3 points from your sraMrNA. I{
you survive this batLering, you are washed up on the
rive/s edge on the south side of the Witchtooth
Vountainsl Dazed, bruised and exhausted, vou fall
asleep.

When you wale up, it is to a n€w day. You continue on
loulr way, following Lhe p€rimeber of hhe mountaint
south-€astwards. In time you come to a large cavemouth.
If you wish to enter the cave, h|rn to ,9t; but if you
rvould rather pass it by and continue eastwards, tum
io to,
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You soon a[ive aL th€ wood and-glass door of
Tlegmar's Sanctwn' Within, all is dark and nothing
sti$; Lhe magician is nowhere to be seen. However, the
door is opeo so you slip inside and dose it behind you.
Hiding in the shadows, you watch as your pursuers
rush right past. You wait for the sound of their sleps Lo
recede before coming out o[ cover. You are in Hegmals
showroom, a small place clutLered with objects of all
kinds. lt is shange that Hegmar should leave his ex-
pensive wares unattended, but you don't give this fact
much thought as you study yor.rr sunoundings. Only
Lluee things seem to be of any particular interest. Will
you go over to lhe rnagician's desk (tum to r47), hide
in an ancient sarcophagus (tum to r9r) or study a
smooth crystal sphere mounted on an ivory pedestal
(h-rm to 3rz); or do you prefer to leave lhem all alone
and hurry out of the sanchr4 to continue your flight
ftom lhe guards (tum to z16!

r06
Descending a long, wrde staircase, you come to a
sossroads. Will you gol

Nofth?

lVest?

Tum to 169
Tum to r14
Turn [o r22
Turn to r44

ro7
,{ handful of the Burgomeistei's ghoulish servanis are
coming down lhe alley to his aid and are almosL upon
]'ou. Despemte, you shove Ennian away and run off up



ro8-rro

the alley. But thrs action will achieve nothing unless
you can explort it. If you have a Fire-cmcker, tum to
,47. Otherwise, tum lo rr.

ro8
Dodging the menacing form of the H?g8wort, you
strike ouL across the moors only to fall into a sinl<hole.
Soon you are waist deep in quicksand ... and sinking
fas[. If you have a rope and grapple, you swifdy thro$
the hook round the branch of a hee and pull yourself
ouL, tum Lo 168, If you do not have a rope, you will
have to climb out. Test yo r Skill twice.If you succeed
in both tests, turn to 168, but if you fail in eiLher or
h^rl ^r r l-- r. ,- r^ ---

r09
Cuignol cries, 1Ne've done it. The skeleton is now
ready for transportation ' BuL you are not interested in
any of this, as you have been suddenly overcome by a
sta Be dtzzy feeling A red haze has descended over
your vision, and when you next look at Guignol it is
with unconhollable hatred. Tenor crosses his face as
you dive, snarling, towards him.

GUIGNOL sKtLL 7

If you win, tum to r8J.

I IO

Some of the banows can be flrpped over with a nudge
of the shouldel other stalls are large af{airs requiring a
hefty shove Whatever the method, the result is the
same, chaos. The guards get caught up in a Langle of

I I I_I I2

vegetables and angry tmders, hr.rrling abuse in their
disfinctive accent. Smiling, you grab some food (add
:wo meals' worth of Provisions to your Adoenture
Sfieei) and are aboul lo head up the narrow street when
you trip over a pile of spilt mangoes, Test gour Skill If

-vou succeed, you may conLinue on your way (tum to
78); but if you fajl, you stumble and are captured by the
guards (turn to r99).

Vost of the Shadow Warriors ride on, irut oi ught, bul
one of them wheels his horse round and thurders
towards you! You run back into the darkesL corner of
ihe shelter and wait. Tense seconds pass in silence, and
lhen the Shadow Warrior appears in the doorway,
scre€ching its frxy. Roll one die to see which of the 6ve
you musl [ace. When, after defeatmS the Warrior, yor.r
are told to continue your adventure, you flee eastwards
and must turn to 399 (note this on your AdDenlure
S/rerf). If yor.r roll:

Tum to 8
Turn to ,94
Tum to u 59
Tum to r83
Tum lo 24J
Roll again

t : r2
You have the door open in no time at all, revealing a
sqLralid cell- A ragged old man steps out and gasps,
tree aL last! You have the hearffelt thanks of Pardeasus
the numerologist. Believing the Gorgon to be dead, I

+

6
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came to these Forbidden Caves on a quest for know-
ledge Little did I think thaL she had been revived by an
evil necromancer, who also set about filling her caves
with such tricks as the illusory sound of inakes- She
was unable to freeze me because my eyes are blind, I
use mystic aitht. But what of you?' Sensing Parcleasus's
goodness, you lell him everything. When you have
finished he says, 'This must be more than coincidence
You cannot hope to defeat Voivod without this.' He
pulls a crumpled piece of paper out of his hnic and
gives it to you Thii is the mosf vital page of my
Science of Nunbers. Take it; it will reveal all.'

You can study the page now or at any tirne in lhe
future by tuming to 16 (make a note of lhis number on
your Adoenture SheeI). \our work here completed, you
lead Parcleasus out of the cave. He clasps your hand in
fellowship and bids you farewell Then he makes for
Shatfuck, while youmust go to Kamstein, tum to 80

I I '

You make shaight towards lhe east and soon come to a
large bridge. You aoss iL and join the Weirtown roa4
which you follow unlil you reach the region oI low,
wooded hills where the hermit is sard to Lve an area
also renowned Ior its highwaymenl The sun is sinking
whm you leave the road and take a winding trail
northwards, up on to the hlgh ground. There you ffnd
a famous landmar( the Wizard s Well. An old wizardly
face, carved in a low overhang of moss-covered rock,
looks down on a magic spring Only good can come
from partaking of lhis fluid. Will you pause to drink

North?
Soulh?

lVest?

rr4-rr7

lrom the Wizard's Well (turn to r94), or continue on
I'our way (tum to j49P

rr4
Descending a lon& wide staircas€, you come to a
oossroads. Will you go:

Turn to ro6
Turn Lo rE7
Tum to 232
Tum to r44

I I '
Test your Luck.II you are Lucky, turn to 222, if you are
Unlucky, tum to r4o.

r16
'ComL?' she asks lightly. ^(es, we were there until
vesterday when everything seemed to go insane.
Indeed jt was the barbaric, crazy behaviour of the
lownsfolk that led to our premature ard hurried depar
,Lure. We were frightened for our ve4, lives. My magi-
cian, Monty Caphisto, reckons thal it must have been
something in Lhe water.' You notice a hint of a srnirk
pass fleetingly over the clowns Lips. 'But what about
1'ou?' she asks lightly. Would you care to join the
Circrs of Drearns permanently?' Will you answer yes
,'um lo r48) or no (tum to roSF

rr7
Soon the only sign of your ever having been on the
marsh is the rapid flow of air bubbles that break the
surface of the quicksand - before kailing to a halt.



r r8-r r9

I I8

The street opens ouL on to a round court, which is
jammed solid with people; iL is Lhe famous Ranters'
Corner. Here people stand on boxes and male speeches
on any subjecL they like. In retum, Lhe oowds often
heckle the 'ranters', as the spealers are called. You rush
into the sea of bodies and momentarily shake off all
pursuit. The guards find it hard to push tlfough the
crowds, who are not slow in voicing their resentment
aL being shoved aboul. Irr the event of any public
uffest, some guards always occupy Lhe comec the
marshal of these men is now making his way over lo
the guards following yoq no doubt to demand an
explanation. Despile your peril, you cannoL resist hang-
ing around and listening to lhe various ranters. Wrll
you listen to an eamesl young lady (hrm to 289), a
ragged old man (turn to 2r9), or a man in black who
raves and shouLs aL his browbeaten audience (turn to
1t7l!

I19
Your excitement at having escaped from the tribe fades
when you see dozens of small anows fly over you.
However, the arrows aren't coming from the Orcs of
the Black Scorpion but are going towards them. Their
rivals, the Orcs of the Big Boulder, are launching a
surprise atta&. One of the arrows hits you in Lhe side
(deducl z poinis from your srAMrNA). Will you forgive
this shght enor in Lheir aim and offer your services to
the Orcs of the Big Boulder, hoping to avenge your
earlier caphvity (fum Lo 377), or are you conLenL to let



t20-t2t

the Orcs get on with their own fightin& and head
southwards before you are seen (tum to 2E2I

120

You snaLch the amulet from the Man-Orc's neck drop
it on Lhe floor and crush it underfoot The effect is
instantaneous the veterans realize the deceit played
upon lhem at once, and their fury at being duped is
beyond compare Once Lhey have finished with the
Orc, the oldest of lhe veterans tums to face you.
'Accepb my apologies,'he says,'we wete foolish Maybe
we have been living in the past for too long. Let us put
all this behind us, and may a real peace between the
nations start here, in this humble Laven' In no time at
all it is as if the four of you have always bem lhe best
of friends, and it is with some reluctance that vou rise
to continue on your joumey.

When you step outside the door, however, you 6nd
yourself staring into the playful eyes of Jack-in-the-
Green.'Peace in Narbury' is yours, 'he says. 'Now a
token and advice. Go strai8ht to the ring whrch is loo
big for your finger.' Then he is gone. If you do not
already have a Green leaf Brooch, you find one in your
pocket - add it to your Adomtwe Shed. Now , will you
head back east towards the Main Trade Route (tum to
267), or cut across cormtry so that you can rejoin the
Trade Route much further south (tum to 47)?

t2t
'There is too much com.rption in the world,' says Jack-
in-the-Green. 'The sleepers who shou.ld not be dishrbed

r22-r24

have been aroused. Your task is to lay Hustings to rest.
Let the earth reclaim its own - but be wamedl Violence
can never be lhe final answer. Evil must be left to
consume itself, Your duty is to help, not to begel
further chaos. When you Lhink you have succeeded, say
the word "Cerunnos" in your mind and we will see
what unfolds.' Make a note on yov Adoenture Shzzt ot
this wor4 and tum to r9.

r22
Descending a long, wide staircase, you come to a
crossroads. Will you go:

North?
South?
East?
West?

I2 '

The jailer bellows with laughterat yourterrible perform-
ance; he jusL carnot believe thaf you hav€ tried to pull
such an ancient stunt. Th€n he returns to hrs book,

come into your cell to punish you, giving yor: a chance
to overpower him (tum to z6), or abandon all hope and
wat for the dungeon-wagon (tum to zo8[

a24
Though the walls of the prt are sheer, you use your
rope and hook to climb up and make an easy escape-

Turn to 169
Tum to r14
Turn to 2r2
Tum to 2t,



125

You put the rope back in your pa& and walk on. Soon
you come to a junction. Will You 80:

Left?
Right?
Straight on?
Back the way you came, and out of

the caves?

Tum to 296
Tum to zr7
Tum to rJ9

Turn io 80

125

You hurl Lhe Fire-cracker to the floor (cross It off your
Acleenture Sheel). BANGIII Both Kaudemelsch and her
monster are stunned, giving you time to r:nbuckle the
straps lhat are holdirrg you down lf you have a weapon'
you may hastily snatch it up before hghting lhe mon'
ster

KAUDERWELSCH MONSTER
sKILI8 STAMINA 14

If you win, t'rm to E7.

r26-t28

o6
It can hardly be said that you are travelling in luxury.
The stench of the rubbish strewn over your body is
tmly revolting Worse still, a contagious, turquois€
mould has sLarted to creep across your belongings
While it will not harm you, it does make your food
unfff to eat If you are canying any Provrsrons, cross
two meals off your .4lu enlure Sheel Atter much pftching
and tossing, lhe vehicle reaches the East Gate Tum
to lor

r27
Two cultists slep out of the secret passag€ Before Lhey
can see yort you drop to the floor and throw the
Chameleon Cloak over yourself. The Dark Elves sit
down and tallc Behind them, the secret door starts to
slide shut. Now, ifyou want to, you may hurry through
ihe secret door before it shuts (turn to 29j). Otherwise,
1ou will have to go back out into the hall and choose
either the north door (tum to ,74), the east door (turn
lo E9) or the west door (turn to 56). Whichever way
,vou go, you take off the Chameleon Cloak and return it
lo your pack once you have left the library Because the
Dark Elves remain inside the library, you dare not risk
retuming here again Note o yo:ur AdDefilure Sheet that
lou may not choose 68 again.

r28
Casually averting your gaze, you take the sphere from
,i'our pack and hand it over to the hiShwayman. His
eyes open wide with pleasure - he cannol believe that
.e has eamed such a pnze. Yet as the crysLal starts to
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glow, his smile fades rnto a Saze of dull stuPor' The orb
has stolen his mindl Carcfully you return the sphere to

the area allogether and head back south (turn to 44)?

\29
You shake off yolr unseen assatlant's hand and spin
around Though you can't see the woman at all well,
you can clearly hear her begging you to sLay your
hand If you now do as she asks, turn to r58; but rf you
rcckon that it's just a traP, press on with your altack.

SKILL 6 STAMINA 8

r30
'l know only lhat KamsLen is a bolng litlle village in
the middle of nowhere, and thal il was once lhe site of
some ancjent baltle. Why do You ask?'

DeliberateLy avoiding any detarls, you reply, 'l've heard
rumours of trouble there, fightrng with shanS€ crea
tures Someore wil l  wanr a 'word io- hire'

She murmurs thoughtfully, 'Strange creatures, eh?
Good. We could do with some comPetrfion.' Then she
snaps out of her daze and says, 'lf it's money you want,
io-8el Kdmstein Why dor' l  you ioin our ' i 'cu\ ' .

ASSAILANT

lf you win, turn to lr

r3r-t12

pemanently?'The ofier takes you by surprise Do you
answer yes (turn to r4E) or no (Frrn to ro3)?

131
Your hngertips barely scrape the edge of lhe far path,
and iL is with a iurching sense of honor Lhat you realize
you are falling into the deep crevrce The rocky ground
ises to meet you Your quest is over

r t2
Slars and swrrling fog cloud your vision as you lunge
for the Man Orc Lhe landlord has coshed you (deduct
z points from your sr,lvrr.ra)

\Ahen you wake up, miles back easL on the road you
came along, you se€ that the veterans have looted your
body cross off all your gold, your weapon arrd armour
lron your Adunture Siref. It would bc suicidal to go
back to the Burning Balrog Inn, so you decide to
conlinue towards Karnstein. If you wish fo k€ep going
lo the east, back to the Main Trade Route, turn to 267
If you would rather cut across country and rejoin the
Main Trade Route much further south, turn to 47



t3r-tr5

Voivod sLriles at you, and your body is cut into many
pieces before it hits the ground agairl The Earth-mother
and the Homed God shall weep at your failure, for
your failure means the end of all life.

tt4
Woad's shrieks ring in yotrr ears as you spring up the
broad slreel - only to see more guards ahead of youl
Alerted by the shouts of your pursuers, these men draw
their swords and attenlpt to block your route. The only
way out of ths trap is through a house slanding to
your right. Withoul a moment's hesiLahon, you open
the door lo this ramshackle place and enter. Tast yolr
trck If you are Lucky, tum to 17; if you are Unlucky,
hlm to 166.

Lt)

All is dark and a storrn rages overhead as you make
your way towards Hustings. The road is liltle more than
a track Lhat winds ils way across ihe infamous Hustings
moors and, because of the downpour, is submerged in
places, becoming part of the mire. Wary of encroaching
quicksand, you press on, your efforts aided by the
occasional lightnirg flashes of the slorm. Suddenly you
catch sighl of a peculiar, 8rinnint face. At 6rst you
think thaL someone must be hiding in the reeds, but
then you realize that the leafy face ris the reeds, moving
ftom clump to clump as if blown by the wind It speaks
in a spry and mischievotls voice: "Tis lack-in-the Green,
fhe ancient king, here to offer you guidance. The world
is dying, the soil coruPt and lhe tre€s asbir with

46-137

violence. Warriors five seek their lord, Lne one wno
must not be freed. Earth-mother seeks a healing hand,
but 'Lis proof of your worth she needs.' If you have a
Creen Leaf Broocfr, turn to 19. Otherwise, lack-in+he-
Green will offer you a chance to prove your worth. If
you will accept his task, tum to r2r.Ifnot, tum to r9.

t16
'{oo don't expect uzz ta believe Lhat rubbish, do yoo?'
sneers Lhe shaman Uggamonggo doesn't believe a
word of it either. The next thing you lcrow, you are
being shetched a8ain (deduct 3 poinls from your sr,{M-
rNA). Now willyou tell them the truth (tum to 2t6) or
claim to be a military spy (tum to 36j)?

rr7
The man wearing close-fitting black garments has a

-voung yet leaLhery face and close-aopped hair. He
shouts with a consuming anger: 'We waste too much
time trying lo appease our neighbours. It was lhey who
siarted the War of the Four Kingdoms, yel it is we who
musf go crawling to them for trade. We should seize
whai is right6.:lly ours. Now our great nation is eclipsed
by the barbaric Femphrey. We are clearly supeior and
rvould have won the war, were it not for that old fool
Tantalon who sold us, his people, down the river.
Traitor! We must demand recompmse or take it for
ourselves from Brice, Femphtrey and those rats in lhe
norlh. Northlanders and sorcerersl Pah! The enemy
within We want to be proud of Gallantaria again We
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This agitator is cmel and narrow-minded and yet,
unbelievably, some of lhe people seem to be nodding
at his words of bLnd hatred. Someone must Lake a
stand against him Will you argue with lhe agrtator
(tum to 2ot) or silence him wrth your fisls (tum to
r4$?

r38
leeling 9mug, you challenge Lhe clown to a friendly
game of drce. She agrees, and a small crowd gathers to
watch you thrash the living daylghts oLrt of her'
Though she manages to maintain her smile, you sense
her anger. She pushes, prods and Lwrsts the loaded die
in a bid to drscover its mechanism, but fails.

Eventually, she concedes, 'An obvious kick, but the
punters should be deceived by it.' Turn to 77

\ t9
lf this is your first time here, turn to 3o8 If it is not
your first time here, things are as you left lhem, and
you will have to retrace your stePs back to Lhe lunction.
There, you may turn €ither to the left (tum to 2r7) or
to the flght (tum Lo 296), or continue straight on, out
of the caves (tum to 80)

140

r40
Bartolph squirms in fear as you crush his wris[ in a grip
of iron; but when you cail him a cheat, he reacts with
outrage. Although you re not sure whether or not this
arger' is merely the art of a practised con-man, the
performance seems to work.

A number of onlookers step forward, You lost fair 'n'
square, snarls one,

r\o place lor bad losers in'erc,'grunts another.

Before you know it, you are seized by a dozen strong
hands and thrown out inlo the street You land flat on
your face, hitting lhe dirty cobbles with a painful Lhud
tdeduct 1 srAMrNA point and cross off ftom your
A.doenture Sheet the gold you losL).

Overcome with anget you consider drawing your
sword and going back into the inn lo deal wiLh the lot
of lhem But then again . Turn to 3o
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\4\
The tower is cracked and wom with age, its once bright
colours faded and peeled. There is only a single en.
Lrance, a door on which a brass plaque is fixed, engraved
with fhe following words: Dr Kauderwelsch - Diseases
of the Mind'. You |ry to open the door but it is locked.
Hanging at one side is a small bell-pull. Will you ring
the bell (hrm to 28r) or leave the tower and head info
town (tum to 2r2t

r42
Sounds of baltle come from the town as the people of
Hustings defend their homes against the slaughtering
F{aggwort ffends. You ignore the din as you reach the
foot of the pinnacle - and walk right into an ambush. A
door opens in the side of the pinnade and six Haggwort
appear. They seize you and drag you up a long spiral
stairway which ends in a small room at lhe top of Lhe
tower, One end of lhe room is closed off by heavy
drapes,

If you have a weapoo cross il olf your Adoenlure Sheet
- the Haggwort have jusl broken il! They force you to
sit down at a table on which rest a sharpened wooden
stake and a plate. The Haggwort mutely motion you to
eat the 'food' on the plale, a mound of wet sludge
Will you eat the food (tum to 6r) or refuse (tum to

3t9)7

r4a
Roggmondo's face is impassive as he gesfures towards
a big leather chair m the middle of the room Fi.red to

r44

one of the arms of the chair is a small tray holding all
the pins and dyes that Roggmondo uses in his wirk

dnwr. You are caught sitting down. The captain shouts
hiumphantly through hls helrnet, Golcha| Tum to
r99.

r44
Descending a long, wide stakcase, you come to a
crossroads. A strange fire bums you (deduct r poinL
from your srevrr,,r). Will you go:

Tum to 106
Tum to r87
Tum to r2z
Turn to 2j,

North?

West?



r45

\45
You run to the meeting place and are pleased to 6nd
Vendokan and hjs two friends waiting for you. One of
them is very old makinS lhe ensuing joumey painfully
slow. To make up for this, you have to walk long info
the nighl and are all very tired when you reach the
Vagyaar Pass. This, the narrowest stretch of the Trade
Route, is little more than a rocky path. On the left
looms a sheer rock-face, and on the right runs a deep
qevice, about six melres wide and five times that deep.
On the far side of the crevice is another path By
common agreemenL, all traffic from Lendle uses the
path you are on, while all traffic going to Lendle uses
the far path. As you walk through the pass, the Magyaar
Walls blot out the moonlight and the shining stars

Suddenly, a dreadful cry pierces the air, {ollowed by
anolher, and anoLher The villagers cringe in tenor,
while you prepare for combat. Then you se€ them,
coming along ihe path towards you: five riders on
hellish steeds whose hoofs make the very earth quake,
and who race to crush you underfoot. Their robes
billow and their long hair flows in Lhe wird Even
though they wear strange melallic masks, you can see
that their skin is decayed and their eyes are black
bottomless pits of dealh Mendokan wails, We are
doomed The Shadow Warriors are upon usl'The others
rLrn, but their flighl is a fuhle one, they are swrftly put
to the sword But the Warriors, they are real after all!
Will you stand and fight them (tum to r9o) or admit
thal you cannot hope to fend off all 6ve unite4 and flee
(turn to 2E)?

't?
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r46
You maintain a dignified yet stubbom silence The
shaman laughs and dances as the torturer cranks the
handle on the stretch rack yet again (deduct f more
points frorn your srAMlNA).'Are you stoopid or
surrunal?' asks Uggamonggo. 'lI yoo wanna see Lomor-
rer, yoo'd better talk fast (turn to r9t), but if yoo
wanna die, just cary on keepin'yer gob shut (turn to
26 .'

r47
Lying on the desk you Iind a freshly written document
- the ink on fhe vellum page is still wet. You read the
text: it is copied in a hand which grows increasingly
spidery and fraught:

The heam Circw has come lo Royal Lendle. This
iwacuous-xerning little lnary has syead its eoil for
oper a Veqr hau), passrng ftom oillage to oillage aaoss
Gallanlaia unauare that I haae been keEing a watth
on its mooemenls, atoailng the momml fo act. Tle
plax is cleoer. I can onlg hope lo uncooer ifs architerL
befote tntters mme to a heacl. WaiL! My door opens
and three Cirats peopb nter They bou, they knou!
The Manclnkel Must conjure fre to destr

The letter ends suddmly. Now the mystery is less so-
These Mandrakes, whatever they are, must have taken
or destroyed the magician - but, to do that, they musl
be inaedibly powerFrl. You have stumbled on the
edges of a vast plot. Add Hegmar's Warning to your

r4&-r49

Adomture Shz*.Now you can either exarnine the sarco-
phagls (tum to r9r) or the .rystal sphere (tum to
3r2), if you hrve not already done so; or you can leave
the buildinS (tum to 216).

r4t
"l,Vell, that can easily be an-anged,' she snarls as she
kicks you off vour high seat. You fall down on to the
dusty road, twisting your ankle (dedr-rct z points from
your srAMrNA)- When you look up, you see fhat all the
circus performers have climbed down from their
wagons ard are coming after youl The clown smiles as
you run for your life. lf you have a set of Calthrop+
you throw them in the performers' way. They will soon
give up Lhe chase and continue on their joumey south.
Erase the Calthrops from yotrr Adoenture Sheet andtw.r,
to g.Ifyou don'l have any Calthrops (or do not wish to
use fhem), Lurn io 9r.

slip away towards the city's East Cate (tum to ,or!
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r50
You hurry back out inlo the hall bcforc the cultists,
comrng out of the secret passage, see you Ba& in the
hall, willyou now go north (tum to t74), east (tum to
89), or west (tum to 56)? \4hichever way you go, you
dare not risk relumrng here again - because of the
Dark Elves Note on your Adomtwe Sheef that yoLr
may not choose 68 again.

r5r
Your money disappears inlo the gambl€r's pockel via a
hand that looks like a vullure's claw (deduct lhe gold
frorn your Adoenture Sheel) Bartolph beams and says,
'You played well, but Sindla was against you However,
lest you slart crying rnto your beer, Lhe ever fair and
selfless Barlolph will give you a chance Lo win your
money back, and more besides provioed you can
afford a stake high enough to cover your losses What's
more, lhis time I'll make it even easier for you. The
rules are as before, bul now you need roll only 3 or
above to win Are you game?' If you want to play
again, Lurn fo 94; bul if you would rather leave, turn
to ro

r52

r52
Clouds of dust and hagments of sandstone fly Lhrough
the air, obscuring lhe skeleton as iL sLretches out to
de.ho1 you You wil l  need Ormani god ofmercerarie\.
on your side for this 6ght. If you have already put
manacles on the hands of the skeleton, you may subtract
2, from its sKrLL score

PAN-TERRIC BEHEMOTH SKILL T1

Your blows wrll not harm fhe creah.rrci you need to
smash rts skull, so, at Lhe end of each round (whether
you win Lhe round or not), roll one dre Ii you roll a 6,
you succeed and should turn at once to 329 If you roll
any other number, you miss Lhe skull and m sL fight
another round as nomal.
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r53
You watch in honified fascination as the weird device
shakes the ground more violenLly. A building behind
you collapses, showering you with bricks. Roll one die
to see how many bricks hit you, Each hit means you
have Lo lose z points from your sr^MrNA though
armour will take the hits frrst.

Wulf hurrres over and frees you ftom the rubble 1fs no
use,' he says gnmly. 'lt's lhe witchl She has powers we
carmot hope to understand We must flee, along the
soulhern road' Will you go with Wulf (tum lo zt), or
leave him and go to settle the score with this 'witch'
(furn to r42I

tt4
You have not gone more fhan two metres when the
Slygore spits a gou! of black pus at you The gel
splashes, gurgling, on your back, where it burns and
hisses. Despite yourself, you scream and fall Lo your
knees (deduct 3 pornts from your srAMrNA). The Sly
gore lurches towards your pain-racked form You must
ignore the agony you are in and leap aside before the
monstrosity smoLhers you TesL your Shll. If you
succeed. turn lo z5o: if you [arl, tum to 165

rt t
Ignoring the terrifying hissing sounds, you go quickly
lhrotrgh all fhe lhings lying scaftered abouf the room
The only item of interesl is a Copper Key, which you
may take. Then, finally, panic overlakes you and you
rush back fo the junclion. An inexphcable fear stops

t56-157

yorj from eatering thi5 room ever again (note on your
Aduenlu,e Sheet that you may not tu; to :96 again).

r57
RelucLanf to step into lhe dar* chamber, you lean over
the gilt-edged mirror-hame ard lash out at the parts oF
the pod lhat are within your reach.
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r58
ReLeved, the woman leads you further down fhe alley.
When your eyes get used to the darkness, you can
make out thal lhe woman is in a sorry state ndeed: her
clothes are filthy and tattered, and there is a madness in
her eyes. She mumbLes,'They came seven days ago,
and they left this momtrrg- You're a stranger. You're
strong. They're takinS over. You can't kjll them Soon
they'll come for me Alrd for you too, unless you do
something Perhaps you can beat Lhem, the Mandrakes.
Taking our places'Her words Lumble out in a repetilive,
almosf insane babble Then she stops.

She is looking over your shoLrlder, back up to the
entrance to fhe alley where a 6nely aitired young man
is standing He smiles and extends his hand 'Welcome,
stranger. I am Ennian, the Burgomeister Ah, I see
you've been forced to lisLen to the ramblings of the
town idiot The old fool's bcen hopelessly insane for
years' You look back towards the wretched woman.
Seeing fhe doubt growing in your €y€s, she gasps, 'A
mirror do you havc r ninor? l f  you hrvc r rr inor.
tum to j62 If you do not, turn to r74.

r59
At the far side of the square a commotion suddenly
breaks oul: folk are screaming and running in all direc-
ljons and, cutiing a bloody path through them and
towards you, is a mounted Shadow Warriorl You musl
defend yourself Roll one die to see which of the
Warriors you must face When you are told to conLinue
your advenhue after defeating the Warrior, you will

I
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have to leave Shalfuck before the other Warriors arrive.
They are coming up lhe Main Trade Route, so you will
either have to cross a bridge to the east (tum to 314),
or take a little-used path which leads south-westwards
through the mountains (Lum to 48). Now roll:

Tum to 8
Turn to j94
Turn to 2t9
Turn to rtJ
Tum lo 245
Roll again

r60
After some time, you come to a fork in the road. If you
rvish to keep going westwards, tum to 96. If you
take the branch to lhe south-east, tum to rlt.

r6r
What follows next is too honiEc to contemplate. Urtha
jusL laughs as you follow the ritual laid down by Lhe
folHore of ages. She even tells one of lhe Haggwort to
obey your comrnands. You order it to decapitate her
and then to throw both her head ard her body out of
the open arch window. h seconds the dreadful deed is
done and Urtha's remains are consigned to the sLormy
skies. Pausing for a moment to regain your wrts, you
tum to leave - only fo find Urtha standing in your
wayl 'I told you, I am beyord rmdeath. I suppose it was
expecting too much for you to r:nderstand. Now,
enough of these games.'

2

3
4
5
6

16z-164

It looks as if your time is up. Will you attack her (tum
to 3o5), throw a vial of Melal Rot - if you have one -
at her iron band (turn lo El) or try to escape (tum Lo
22r)?

,62
1 don t believe if!' Bartolph gasps in a.n initating display
of mo& surprise. Tvm at such odds, you've lost again.'
Once more, your stake is pocketed with amazing speed
(deduct the gold from y our AdtenLure Sheet). Then, wtth
feigned concem, Bartolph says, 'Oh, now I feel truly
guilty. Look, I'll give you one last chance. Rules as
before, buL now all you have to do is roll a e or higher.
What d'you say?'

Will you accept Bartolph's final challenge 1tum to r1)
or leave the tavem feeling bitter, impoverished and out
of luck (tum to 3oI

a63
The words of the merchant who sold you the cloat<
spring lo mind: 'Fine though Lhe garment may be, 'tis
best used in the hours of darkness-' At this very moment
you are hying to hid€ in an exposed place, beneath the
all-revealing figh t of a blazing s[n- Test your Luck. lf yoa
are Ludg/, lum to 176; if you are Unludgr, fum to 1y.

164
RaLher than cljmb over the low wall, you hurry through
a wroughL-iran gate which is decorated with shapes
hke falling leaves. Inside, the grass is luscious and lhe
hees still ftuitful, even though harvesFtime was tvro
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months ago. Outside the gate, Lhe guards have stopped
Lheir pursuiti they stand and watch you escape with
fear and frustration Ahead of you is a small, plain
building: this is Lhe Temple of Geomancers, Lhe earth-
priesthood who worship Titan. The Geomancers respect
nature in all its forms, they are a powerful and rnysteri-
ous force in Royal Lendle, much resented for Lheir
independence from the law of the land. Your plan is to
reach the streeh beyond Lhe temple grounds; but you
are dismayed to see that your way is blocked by a tall
fence dividing the estdte into two halves The only way
through this fence is via another wroughl-iron gate Its
two handles are fixed on to omale plaques, one plaque
represenling the sun, the other the moon. Words have
been worked into the top of the gate, forming a riddle;
they read: 'Reflector and reflected, one obscures the
other (or entry' Will you tum lhe hardle in lhe sun
(turn to 254) or the handle in Lhe moon (Lum lo 264)?

'6:-'l'm flattered by your nterest in our humble liLtle
entourage,' she smiles 'The Circus of Dreams has been
in existence for three years, spending the first two in
unappreciated poverty. But last year we had a change
of ownership, and with it came an improvement in
quality Thelast twelve months havebeen mosL success
6rl, with Lhe circus spreading i[s own particular brand of
entertainment across Gallantaria Having played the
villages, we are now moving on to the towns One
day, we hope to play the Court in Royal Lendle itself'
The clown's ilinerary sounds more like a war-plan lhan
a touring schedule to you. 'We could use someone like

a66-r6j

you,' she muses. 'Maybe you'd like to join the circus
permanently?' Wrll you answer yes (turn to r4E) or no
(hlrn to roll

t66
Balanced on the top of the door was an anti-theft
device: a 6.rll chamber pot, which has just emptied its
reeking contents all over youl The tin bowl itself hits
you on the head Deduct r point from your sraMINA
and r point {rom your tucr for this mishap You
recover. look around and discover lhaf you are in an
old lady's living-room She jumps up from her rocking-
chair and screams, 'Burglarsl Robbersl Help, helpl'

The city guards will not be slow in answering her cries.
Will you go on through a closed door leading to the
rear of the house (turn Lo J28), or up a rickety sLaircase,
leading to the fust floor (hlm to 292)?

r6j
The creature's body thrashes wildly as you bind h^ro of
its immensely shong wrists together. Then it is fully
awake Each Atlack Round, all four of its unfettered
arms aLtack you aL the same time (each wilh a sKrLL
score of 8), buL you may strike ba& against only one of
them, as if Eghting four separafe opponents. If you win
against any of its other armt your blows have no
effect, serving only as parries. Your work is cut out for
you as you face one of lhe ancient Kalundai.

KALUNDAI SKILL 8

lf you win, tum Lo ,2o.
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r68
It lakes you all your strength to escape the grip of the
mire, but at last you are free. Your already sodden
clothes are now caked wilh swamp mud But dil| is the
least of your troubles; the Haggwort are converging on
lhe beieaguered town. Will you make for Hustings
(Lum to 367) or Lhe stran8e tower (tum lo r42), or do
you prefer to conLinue across lhe moorland (turn to
6)1

' 169
Descending a long, wide staircase, you come to a
crossroads. A strange fue bums you (deducl r poinl
from your st,trllr.l) Will you go:

t7r
Holdng the Spear of Doom up high, you shout your
war cry and charge The Spear is not meant to kill
Vorvod; as the Horned God said, it returns life to Lhe
dead. But Voivod rs death ihelt so the Spear may nol
have enough Lrfe force to affect him Fight each ALtack
Round of combat as normal, but once, at Lhe end of
each round (whether you win the round or not), you
can attempt to give Voivod life Roll two dice: if the
lolal rolled is equal to or less than the Spear's current
Life-force, Lum to 4oo; but if Lhe number you roll is
higher, you have failed. If you fail, deduct r point from
the Spear's LifeJorce, then fight another round of
combat, and so on Because you are Lrying to wreld the
Spear, you 6ghl Voivod only in defence, ;l yo\t uin a
round, he loses no srawrr.rej on lhe other hand, Voivod
thrives on your dealh, so if you /ose a round, you must
add any points of srerltra that you lose to Voivod's
cunenl total. If the Spear expends ils Life-force, you
must try to defeal the Voivod in normal combat only
then will your telling blows cause hrm to lose sreur|re
Pomls

VOIVOD sKrLL ro srAMrNA 10

Should it be that you win in no.mal combaL, h]rn
ro 3o3

r7\

North?
South?

West?

Tum to ro6
Tum lo 266
Tum io r22
Turn to r44

r70
You reaci into your pack and take out a skin of orl
(cross it ofl your,4/ueniure Sfiezf) You are still trying to
set the oil alight when the Slygore spils a quivering
gout of liquid black mess at you. The sticky, gurgling
sludge hits your side alrd burns you (deduct 5 points
from your srevrr.r). You scream, but manage to Lhrow
the now blazing oil all over the abominable creaLure
Though thc firc causes Slygore's bubbling skin to gurgle
more rapidly, it seems Lo have no adverse effect; it
does, however, make the creatur€ pause in its tracks
You seize lhe opportunity lo turn tail and flee Turn
to r8o.
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172

At last you are free from this aco.rsed nightmare for
nrghLmare if wzs! You walked down the staircase only
once before being sent into a deep sleep by the Night-
mare Master, the frr.re Guardian of the Gat€way. Since
thery everything has been a dream, with you repeatedly
walkine down the same staircase. You would have
done so for ail eternity, had you not had the sLrength
of wiJl to escape. I4&en you wake up, at the foot of Lhe
stairs, you see that you are actually inside a hellish
chamber And in it stands your foe, the Nightmare
Master, surrounded by the tomented wails of the
many souls still lost in his evil dreamworld. The Guard-
ian attacks you without mercy, and his mystic weapons
have the power to blight your fate Each time you lose
an Attack Round you must dedr-rct 1 point Fom your
rucx, whether you lose sraMrNA or not.

NICHTMARE MASTER

If you wirl tum to 36r.

You ask the lady who she is.She replies,'ls it imporlant?'
You reply that it is At this, she sLares at you inLently
and asks, 'And how long have you had this need to
identify lhingsT You have had enough of this stupidily.
You strongly advise her to fell you who she is, but she
just rushes out of the room.

You follow her up a short stair.as€ and into the highest
room in the tower: a labomtory packed with all sorts of
chilling apparatus. The lady dabbles rn the worst sorcer
res, and her latest project is lumbering towards you. [t

SKILL 9 STr{MIN^ 9
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is a mish-mash of surgically joined body-parts. The
woman laughs at your honified face and rants, 'My
creation may not be a prelty sight, but it is highly
fLrncLional. Al l  ibneeds now is an excellent brain. .  you-
brain! Yes I am Doktor Kauderwelsch.' The monster
steps forward to kill you.

KAUDERWELSCH MONSTER
SKILL 8 STAMINA 14

If you win, tum to 87.

174
You don'! undersiand Lhe woman's odd requesl and
don't have a mirror anyway, so you just shrug your
shoulders in uncertainty. Fruslrated and no longer able
fo contain her fears, the woman runs off towards Lhe far
end of the alleyway. The Burgomerster calls over his
shoulder for some help, then laughs, 'Not the best
company for a stranger to keepl It must all seem a lad
peculiar, but everythrng willmake perfect sense if you'll
just come with me' All your insLincts scream thal lhere
is something tenibly wrong here. Will you atta& the
Burgomeister (tum to 2t2), make for the other end of
the alley after the woman (tum to 84), or comply wifh
Ennian's wishes and go with him (tum to ,r!

t75
Your skin prickles and it feels as if a knife is being
twisted in your gut when Bartolph leans forward and
thrusts his ruddy, laughirg face mere inches away from
your own. 'l'm sorry, but that's it now I won't play
with losers - after all, I do have to sleep a[ nighLs. The

rj6-tj'l

game is over.' Deducl the gold you have lost from
yow Adaenture Sheel Bartolph has added it to his
already considerable winnings Feeling somehow as if
you've been taken for a dde, you gel up and walk out
of the First Step Turn Lo ,o.

ry6
Hugging the ground, you cannot help but thinl( that,
for once, a Lrader at Royal Lendle has sold his mer-
chandise short. The Chameleon Cloak works its won
ders as you sneak away beneath the smelly Orcs' very
noses and escaPe,

However, you are now forced to leave the road and cut
south over lhe difficult mountain ferrain, where pro-
gress is slow. After a few hours of hard slog, you find a
small mine shaft It goes down fffteen metres or so
before ending in an illuminated chamber of some sort
The narrowness of the shaft prevents you from seeing
the nature of the place. If you have a rope and grapple,
you may use it to climb down the shaft (lum to ,81) If
you do not have, or do noL wish to use, any rope you
will have to confinue your joumey over the mountains
(hlm lo 282).

r77
While you are looking in yor.u pack for something to
give the scoundrel, it suddenly occurs to you lhat you
may be able to give him somelhing which could provc
his undoing If you want to give the highwayman a
Chameleon Cloak, tum to 22o. If you would rather
grve him an Orb of Mind-snaring, turn to r28. But if

l-
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you have neither of these things, you will either have
to offer him some gold (tum to 371) or atta& him
(tum to 92).

r78
You step quielly up to the shelter and reach for Lhe
door handle. As soon as you touch rt, the door swings
outwards, propelled by three powerful springs. Irst
your Luck If you are Lucky, tum Lo 64; if you are
Unlucky, tum to 342.

t79
The big top is lantemJit and lined wilh rows of seats in
.eadiness for lonighL's performance. As you look al Lhe
circus ring, the main pole, the trapeze, lhe tightrope,
yor-r feel a mild headache rising behrnd your eyes I{
you have a mirror, turn to 268. If you do noL, there is
nolhin8 more for you to do here. IL does occur Lo you,
how'ever, that fhe secret of the clrcus is mosL likely lo
be found in the Hall of Dreams Retum to 255 and
choose an option you have not picked before.

r8o
As you tum away from the Slygore, it sprts a blob of
acidic black pus at your {ace. You manage Lo duck just
in time. The squeaking lump of muck flies over your
head and embeds itself in a sewer wail, hrming brick
into dripping clay. Not waiLing to see what the creature
wilido next, you run for yor.:r life. With a grear sprasn,
the Slygore drops its awesome body inlo the foul
waters and rushes after you Soory wrth srnkrng hearl
you come to a dead end and then you spot a ladder

r8r-r82

leading ba& up Lo Lhe surfacel From above come the
faint voices of city guards looking for you. Behind you,
the Slygore raises itself up once more, ils ioul mass
now revealed by the light coming through an overhead
Srid The sight is one you will never forgel Will
you now clamber up ouL of the sewer (tum Lo rE), or
lurn and embrace the creature in close combat (Lurn Lo
365)?

r8r
You see Lhat you can do most good by defeating the
toughest of the agitaLors This huge brute is cutting a
swath of blood through bystanders and city gr-rards
alike. There is no room for mercy wrth such villainsl

STAMINA 7AGITATOR sKrLL 8

If you wir tum to j7o.

r82
Your foot lands less than a finger's wdth away from
the insidious artefact. \Mat wilh the quicksand, the
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Haggwort and now these evil traps, the moors are just
too dangerous. You decide to leave them aL once. If
you want lo go [o the town, tum to ,67 If you would
rather invesLigaLe the mysterious tower, fum to r42.

IE]
This Shadow Wanior wrelds a mighLy, mulli-head€d
mace, each of its sleel faces js covered wrth pyramid-
shaped .pike. In the Warrior's hands. lhe mace is a
devastating weapon. At the start of Lhe battle, Iest yorr
Luck Il you are Lucky, nothing unloward haPPens; if
you are Unlucky, however, the mace smashes your
weapon and you must fight without it (cross the
weapon off your Adoeflturc Sieef). If you have no
weapoa lhe mace cashes into your body and you
must deduct 6 points from your STAMINA and 1 Point
fiom your sxlrr-. Armow ot Testing Vow Luck rrl.ay 

^otbe used to reduce this damage.

Fourth SHADOW WARRIOR sKILL 9 STAMINA 9

lf you deieat the Wanior, tum to ,35

r84
You put on a fina! spurt so that you will reach the
South Gate well ahead of bhe mob. Iust as you fhought:
a Mandrake slands guard. From what you have already
seer! these creafures are Sood fighters and are im-
possible to kill. Though you could stun the guard, a
fight would be time consuming, Sivin8 the mob a
chance to catch up with you, It would be far betLer if
you could sneak up on the guard and somehow render
him harmless withouL having to resort lo combat If

IE,

you have some manacles and would like to try to bind
the Srard with them, tum to 3r9. If you don't have any
manacles or would rather risk combat anl.way, hrm
to tt.

r8t
The skeleton stirs and drags itself free from the layers
of rock. And a nightmarish roar rises from its rib-cage -
as new flesh appears and starts to crawl back over its
bonesl The beasl is re-forming before your very eyes.
Only one creature could possibly do this, a thing which
also has the power of mind-control! Now you know
why you strayed of{ the road to Kamsteir! now you
krow why Guignol's expedition found exactly what it
was looking for in the endless wildemess, now you
understand the reason for everything that has happened
here. You were all drawn here and conholled by a
fierce intelligence that plotted its own release. Only
now do you realize that you are facing a creaLure from
mythology: a Pan-Terric Behemothl You must destroy
it before it is whole again. The only way to do so is by
smashing its skull. If you have a rope and grapple, you
may try to snare the creature; Test yow Skill.If you
succeed, tum to ,29. But if you fail, or if you do no!
have a rope and grapple, fum to rj2.
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r86
You wake up, bound to a table in a laboratory, in the
topmost room of the Cumbleside tower. The lady you
met earlier walks into view, dutching a scalpell Her skin
is peeling, revealing an underlayer of scales. As i{ in
answer to your questioning stare, she says, 'Iam Doktor
Kauderwelsch. In my quest for immortalily, I made the
misLale of expedmenLing with lizard organisms which,
even now, 4re taking me over, I will die unless I find a
way to transfer my mind into anoLher body. And you
are a vital part in my most crucial expedment to date
Beholdl' Sh€ waves an arrn and a horrible monsLer
lumbers forward. 'l have created this being ftom the
hnest parts of many creatufes, All it needs now is a
brain your brain!' Kauderwelsch cackles madly, scalpel
raise4 and the mindless monster looks as if ifs about to
shangle you You quicHy free one of your arms, bul
you have time to reach for only one item; will it be
your weapon (tum to 242), a mirror (tum to 3r8) or a
Iire cracker (tum to r2t)? If you have none of these
things, your advenLure ends here, in fhe advancement
of sciencel

IE7
Descending a long, wide staircase, you come to a
crossroads A strange fire bums you (deduct z points
from your srevrre). Will you go:

North?
South?
East?
West?

Tum to 106
Tum lo r14
Tllm to 2j2

Tum to 2t,
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r88
If you allowed you$elf to be diverted and gambled
with Bartolph in the Firsl Step tav€m, turn to 3zr. If
you did not, you may continue on your way. If you are
heading east, tum to E2, if you are headrng west, fum
Lo 66

r89
Voivod is about to toll ihe lron Bell If you have a vial
of Metal Roi and want to throw rt at the bell, tum to
263. If yo:r haven't ahy Metal Rot, but are willing to
try a desperate leap, in a bid to knock Voivod away
frorr, the beil, turn to ,48 Il however, you wish to do
neither of these things, turn to ,64.

r90
Though you atlackwith allyour might, you are defence-
less againsL the onslaught of lhe malevolent riders.
They cut you and knock you iercely to lhe gror,rnd
(deduct 4 points from your sraurrr) Lyjng on the
coid earLh, it seems that you have three options: Lo stay
where you are and pretend to be dead (tum to 106), to
rise and 6ght them again (hrm to j46) or to jump to
your feet and flee (turn to z8).

t9\-r91

I9I

The tloor drops away beneath your feeL, and you go
tumbling down rnto a deep piL (deduct 1 poini from
your STAMINA). If you have a rope and grapple, twn to
r24; otherwlse, turn to 336.

\92
You hide the Dark Elves' bodies under Lhe Lable, then
pause for thought It would lake hours jusL lo 6nd oul
what all the different scrolls and books are about, and
lime is short. So you contenl yourself wrth a brief look
at those texls which Lhe cullisls r^,ere perusing Will
you read the Nume'is ,4strakkwns (tur^ to 366) or $e
Ur-Mytlulia \turn to 791

r9,
The burial casket is old beyond reckomng, and ih
wood is p milively carved in the shape of a bestial
warrior. You pull open lhe cover of lhe sarcophagus
wiLh great care and step in. It is only when the lid clicks
shul lhat Lhe trap is sprung, howeverl Two shary blades
flick inwards from the sides of the casket, cutting into
your calves and ankles (deduct 1 poinL from your
srAMrNA and 1 point ftom your sKrLL) ln parn, you
hee yourself and kick the lid open; you stumble out of
lhis wretched thrng, which was taken, no doubt, from
lhe tomb of some krng who had anticipaled the coming
of treasure-seeking grave robbers. To add insult to
injury, you now see, too laLe, thaL the carving on the lid
has no feel. You curse yourself for missing Lhis srckly
humorous clue Now will you examine the crystal orb
(turn lo 3ru) or Hegmars desk (turn to r47), if you
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have noL done so already; or will you leave this place
before worse befalls you (tum to 216)?

\94
You walk over to the cool waters and are about to
drurk when you hear a stem voice call, 'Stand and
deliver!' You tum arormd and find yourself facing a
masked highwaymaru he is aiming a crossbow at your
heart. The villain laughs. No doubt you're another fool
in search o{ the hermil. Well, forget it. He's dead, and I
killed him. And I'll dd lhe same Lo you rmless you can
buy your {reedom.' His linger tightens on the kigger of
the crossbow

Will you altack the knave (tum to 92), offer him some
gold (turn to l7l), or look in your pack {or something
else to give him (luJn to r77)?

r9t
You're quiLe right' you reply to the Man-Orc with a
si&ly smile.'lt is none ofmy business, and I apologize'
The Orc is asLonished by this sudden tum of events,
and he doesnt know what is going on when you Pat
hrm on lhe shoulder with one hand and slip lhe Sleeping
Draught inlo his drinl with the other. The bewildered
Orc takes a big gulp from his tankard .. then falls flat
on his facel Tum to r2o.

r97

down and loo smooth to be dimbed so you will have
to try and jump over it. If you wish to attempt such a
diffioJt {eat, tum fo t2. Otherwise, you will have to
go ba& up the alley and lace any guards who may
have {ollowed you down it tum to 20.

t97
The whole circus becomes one great funeml plre. You
sland and watch as the flames leap high into the sky.
The stench of Mandrakes burning is indescribablel As
you look or! Jack-in+he-Green appears by your srde
'Earth-mother rs pleased with her champion. She sends
two gifts The firsl js this .. 'He hands you a fung of
Destiny. From now o& whenever you are Lucky aL
Testing your Luck, you do noL have to subiract a LUCK
point. As long as you have the ring, you need only
ever ldse LUCK poinLs if you are Unlucky, or if you are
nstructed to do so by the text. 'The second gift is
knowledge The man of numbers is a native ofShattuck.'
Then the ever elusive frgue is gone.

Grateful for lhe Eadh-mothe/s help, you move further
on and rest For lhe night in a quiet {ield When you
wake up (restore 2 STAMINA points) you make your
way into Shattuck. The small town is refreshngly quret
ard untroubled. You need to find this 'man of numbers',
and the only way Lo do so is by asking around Will
you sLart your search in:r96

You prospects of reaching Lhe East Gate are soon
dashed when you see that the Pathway ends in a high,
locked door. This door is Loo slrong to be knocked

The stores?
The taverns?
The town square?

Turn to 39r
Tum to 2o9
Tum lo 27
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I9E
Will you tell Uggamonggo the huth, that you are a
mercenary on your way to Kamstein (fum to 2tO, that
yo!'re spying on lhe Orcs, on beha]f of the king of
Callantaria (hrm to t6), or that you'ie not on any
mission at all, thaL you're lust a simpl€ advenburer (tum
to r36I

roo
The crty guards lale you to a nearby jail, where you
are to be held until dawn Lomofiow. At that time, an
armoured wagon will come to take you to the city
dungeon - a grim complex from which very few ever
refum. The guards take your weapon (cross it off your
Advmture Shezt) andlo& you in a dirty cage. Then they
depart, leaving you h the care of the tailer. This brute
srts by a table, sucking on a bottle of grog and readhg
a book cdled Confessions ol a Rat-Cattietiince there :ts

only one cage in the jail, no other prisoners and only
the single jailet your thoughts tum to escape. Luckily,
none o[ your oLher possessions have been taken from
you. Will you pour some Metal Rot, if you have any.
on the lock and sl ip out rtum to 7)r shout an insult at

200

Rain pours down your face as you reach into your pa&
for a vial of lhe precious potion. The Mahogadon



squeezes ever tiShter and starts to Pull you towards its
gapint, gnashinS maw. Mere inches away fiom certain
death, you open the vial and fling its contmts down
into the pool of sludge that sffiounds the monster's
roots. Almost immediately, the Mahogadon sags, limP
and unconscious. Its branches unwind and roll you
away, down on to the muddy earth. The Lighlning no

safety of the road, Lurn bo 16o.

20r

U*ha smirks, then orders the Haggwort to release you
You rise hom your chair and pi& up the stake. Urtha
rips open her costume, revealing a disgusting black
hole over her heart. 1 told you' she says. 'I have
already been deshoyed by the stake. By all the old laws
of nafure, I should not be. Your slake deskoys the
Undead- I am &eyond undeath,'

2O4Ot

If you have a vial of Metal Rol you can now try
throwing it al her iron band (tum to tr). Otherwise
you will either have to attack her (tum to 3o5) or flee
(tum to 22r).

202

There is no way lhat you can cross fhe chasm aL this
point. Buf to your left is a nanow passageway, plunged
rn total darkness. If you dare enter this corridor, lurn Lo
283. If you would rather go back the way you came,
towards Lhe shrieking cultistt fum to 297,

Only when you hit the hard -ground 
do you realize that

you have seriously misjudged bhe exact locaLion of the
horse. Roll one die and deduct bhe number rolled {rom
your STAMINA- Shocked by your sudden arrival from
the sky, the horse bolls, leaving you in a cloud of dust
Coughing, you get up and limp oul of lhe alley You
force your aching legs along a wide street, lined on
both sides by cn-rmbling terraced houses. A door to one
o{ these ierks open. and an emaciated old man pops his
head out. ?sst. Oi, youl Sanctuary I'll hide you for a
Gold Piece.'
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Looking ahead you can see that the sheet ends in a
large pa&ed square. Will you accept Lhe offer of refuge
(tum to 144) or ignore the beggar and head towards
lhe busy square (tum to 22j)?

zo4
Was it luck or fate lhat guided you to that vital page in
Hegmar's Sanctum? Whatever the answer, you Lhank
Hegmar (wherever he may be) for his warning; then
you lake down one of.the flaming torches lhat are fixed
to the wall and use it to set the nascent Mandrake
alight. A revolting smell fills the air as the pod shrivels
and sizzles Lo its doom. You may restore 1 LUc( point
for your narrow escape. There is nothing else to be
done here, so refurn to z5; and choose an option you
have not picked before.

205
You step forward and declare, 'INe are at peace with
the other naLions of bhe Old World. Relations are good,
trade is mutually beneficial, we leam much from one
another. There is no place for such p mitive ideas. In
war nobody wins, but yo, don't care abouL the blood-
shed as long as yolr malice is salisfied.'

The Ranter's surp se at being challenged hrns to dis-
gust. 'So . . . a Bricelover. eh? Or maybe you re one of
them. We dorlt need foreigners coming into our cifies
telling us how to live our lives, do we, boys?'

You notice four thugs standing near you. Though
dressed in rags, they are clearly agilators. They draw

2ofuo7

their swords and come at you. Simultaneously, their
leader spurs the aowd into a frenzy of hahe4 and a
huge brawl breaks ouf. Because of the crowded condi-
hons, the agilators have to fight you one at a time.

sxl t-L
First  AGITATOR 7
Second AGITATOR 8
Third AGITATOR 6
lourth AGITATOR 5

If you defeat them all, tum to 37o.

4
7
6
5

2o6
Trying nol to Lhink about the possible consequences,
you sprint towards Lhe gaping cavemouth and run
slap bang into the hulking body of a Mountain Ogre!

MOUNTAIN OGRE sKrLL 9 srAMrNA 11

If you win, you see that fhe cave is in facl fhe enhance
to a pitch-black tr:rurel which leads deep into the moun-
tains. You really do need a lanLern to go any further
If you enter the Lunnel with a lantern, cross one skin of
oil ofl your Adomture Sleel and turn to 24o. lf you are
foolish enough Lo enLer the tunnel withoul a lantem,
tum lo 169. If you would raLher go back outside and
take your chances with the Orcs, turn to 3 5 .

207
Shaking off Ennian's mob, yor.r come to lhe ten metre-
high wall. lf you have a rope ard grapple, you may use
it to scale the wall (tum to 3oo). Once on Lhe other
side, you will be able to Lug the rope free quile easily. If
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you do not have a rope, you will have to head lor the
South Cate after all (tum to r84).

208
The nrght passes wjLh unbearable slowness and, thanks
Lo your jailer's grog-drenched snores, you don't get a
minute's sleep. At dawn, four city guards ship you of
all your belongings, then esco you to a large, meLal
walled wagon. Along with an asso*ment of rogues,
you are Lhen driven to the city dungeon In this laby-
rinth of dank and mutky chambers you are chained to
a slone post and left to brood among a multitude of
miserable {orgotten souls. You fear thai you will never
see the light of day again Even if you do, it will be far
Loo late for you to help lhe people of Kamsrein.

209
No one in any of the irns or Lavems you call al knows
anylhing about Lhis 'man of numbers' Howevet in Lhe
last place you entet you may buy any number of
Provsions at a cost o{.z Gold Pieces per meal Vr'here
will you ask about the man of numbers' next. in the
stores (turn lo j9r) or the square (tum to z7)?

2AO-2\2

2ro
Roll {our dice and add up the numbers rolled. If the
total is equal to or less than your current STAMINA
score, turn to 29. If the total is higher than your cunent
srAMrNA score, tum Lo 3Et,

2\1

No sooner do you pi& lhe object up when its sides
flick openr vicious blades, piercing spikes and slicing
razorc spdng out in all drections. Test your Luck.lf yo.u
are Lu&y, you drop Lhe sphere before iL can mjure you.
Ifyou are Unlucky, roll one die Lo see how many of the
device's deadly projections injure you. For each injury
sustained, roll another die and lose that many sTAMINA
poinLs.

I[ you are still alive, you may go either down lhe
manhole (Lum to 375) or along the street (tum to zz).

2t2

All the buildings of Cumbleside are in a poor stale,
their human occupanls long gone, driven away by the
encroachinS evil of the mormlains. You can'[ help but
shiver as you walk through the dark, neglected streets.
And your imagination seems to be playing tricks on
you, because you keep seeing lhings. One minute iL's a
pair of mysterious eyes, the next it's a fleeting shadow.
lf the creatures were real, they would have no reason
nol to atlack you. Unless they were waiting for some-
thing -

'Aiiiieeeeeeeelll' A Shadow Warior springs out of the
shadows in front of you. Will you stand and 6ghL (tum
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to 3rr) or run back to the possible saiety of the tower
(tum lo r4r)?

2\t
Looking over the front line, you can see that sL,(
Haggwori are bnnging up the rear wrth some sort of
hving device; il looks like a twilching, black tree-trunk
- possibly a batlering ram You tum to ask Wulf iI he
knon s whal the thing is - and see to your horror lhat
he is on the brrnk of death The Haggwort are concen-
trahng all therr efforLs against him, and he cannof brinS
his heavy longsword lo bear in lime to fend off their
many blows Mind6-rl of lhe looming Hatgwort device,
wrll you,

Use this opportunity to flee?
Go in search of the witch?
Try lo save your friend's lifeT

Turn to 25
Turn to r4z
Tum to 28t

214
You say to the clown, 'Although I don't have much
experience as a performer, I'm willing to leam I'llhave
a go at anything once.'

The clown beams, her eyes displaying malicious glee
Will you, indeed?' Then shc breaks off, and everyone
gathers around while she goes to fetch some props

She places the head of a pantomime horse over your
head; you can hardly see a thing through the holes cui
'" it. Then she puts three juggling balls in your hand
and tells you to juggle with them You have only jusL
started when she grabs hold of you and starts spinning
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you around. As she does so, someone kicks you in the
legs DespiLe this obvious attemPt Lo humiliate you,
you musL noL drop a single ball. Tesl your SEll lf you
succeed, turn Lo 77 If you fail, tum to 67

2tt
)our mind races as you study the dead man's map
With a degree of common sense, you should be able to
work out where Voivod is righi now. Once you have
done so, you will have to convert Lhe place-name inlo
numbers. If you know how to do this, geL sLarted
slraight away When you lhink you have found the
number, tum to it. ff the entry you tum to does not
make sense, you have chosen wrongly. If the entry
does make sense, carrJ' on with the adventure. Because
Voivod is still making his initial Preparations, you will
have time to visiL two places. lf the first place you tum
to happens to be the right one, you reach Voivod sttt
(note bhis on yol:l Adoenhrc Sreef). If nerther of the
entries you lum to makes sense, or if you just don't
know how to find Voivod in the first place, tum to
229

216

For a moment all is quiet, but the lull proves deceptive
By chance a guard catches siSht of you and raises the
alarm once moie. AJLer yet another sprint, you unwit-
tingly enter a cul-de-sac. Ahead of you, bordered by a
low wall, are the green and pleasant grounds of a small
tcmple To your left is the cntrance to a narrow alley
way, ihis dingy pdlh, lined on either side by lofLy walls,
heads in the general direction of the city's East Gate.

2r7-2r9

Willyou enter the temple grounds (tum to 164) or the
pathway (tum io r96)?

2r7
The murky, cramped corridor twists and turns for quite
some way, before ending at a stout dungeon door.
From behind this heavy portal comes the sound of
hissing! If you wrsh to open the dooa tum to 368. If
not, you must return Lo the juncLion and go either lo
the left, ouf of the caves (tum to 8o), to the right (tum
to r39, or slraight on (tum to 296)

2r8
Seelng you start to run, the shaman hurles forward and
rips the pack from your back. She opens it and scatters
your belongings all over the ground. You rush angrily
towards her, but she flees. You won't have time to
chase her, nor will you have time lo recover all your
things before your escape aLtempt is thwarted. You
may recover any five items (in addition to any amour
you are already wearing) All your Provisions count as
one item, as do all your Gold Pieces. Once you have
chosen which five things you wanL to keep, aoss all
the others off your ,,lloe Lurc Sheet. Worried that you
may not escape, you waste no more lime and starL
rannng. TesL your Luck If you are Lucly, tum to jjo,
but if you are Unlucky, Lurn to r19.

2rg
Hands flying rn all direcLions, Zekareh, the beggar
propheL proclaims the Doom of TiLan: 'Woe is me, the
end of bhe world is nigh. The very earth itself rs dyrng,

T
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posoned by the buried canker within, whose release is
nigh For when the five free the one, the very air itself
shall vent decay and the dead shall walk Only the
Spear and the defender of Lhe meek can save us'

You frnd all lhese profound ramblings a litLle confusing
and repetilive, so you move on As you go, Zekareh's
eye stares at you lf you have nol already done so, will
you now approach the young woman (fum to 289) or
the man in black (lum lo r37)?

My, my Such a 6ne garment It should make my job
all the easier,' laughs the robber as he snatches the
cloak from you. He puts it on aIld becomes all but
invisible in lhe shady clearing. You curse your own
slupidity, as his voice slarts to come al you from all
directions, 'Begone, you rriserable cowad, before I lose
my patiencel' Try as you may, you cannot see your evil
opponent, so you hurry out of lhe glade, away from
the Wizard's Well and the highwayman's taunting. If
you wish to conhnue northwards in search of lhe 'dead'
hermit, turn to 349. lf you feel that you have wasted
too much time already and would be better off heading
back soulh, turn to 44

The Haggwort are blocking the stairway, so you will
have to leap through the open window A thirLy'metre
drop awarts you on the other side, bul il is either that
or certain death If you are having second thoughts and
would ralher rLsk combat, tum to ,oj. Otherwise, Tsif

222-221

your Luck al;,d Test your Skill 1I you tall eiLher test, you
plummet to your deaLh.If you pass boil tests, howevel
you miraculously survive, with only a loss of : srev
iNA Ponts

Rushing through lhe tow4 you see Lhat the HagSwort
are laying it to wasle and butchering Lhose of its
inhabrtanls who have nol already fled. You too escape
along the road leading south. Turn lo u 5.

'Whatl I? A cheaS How dare yout'Despite the pain
caused by your trghl gdp on his puny wrist, Bartolph is
still able to put on a show of offended outrage that
seems a little loo well praclised As far as the onlookers
can Le1l, you lost fair and square. When you prck up the
die and roll r seven limes in a row, however, Lhey make

Pieces belon8inS to him. Satisfied $at jushce is about
ro be done 1ou close , our edr5 to BdrtolDh s whining
and le.rve lhe ldve.n. lal ing his die n i fh you. Add the
Cold Pieces and Lhe Loaded Die to yow Adoenture
Sheei, and lurn to 3o

223
{ '  the defeated Shadow Warrror fa. ls groaning in an
untidy heap, you reach forward and snatch its weird
mask away from rts face. The Warrio/s scream slices
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through the air its body dissolves in a whirlwrnd oi
crimson energy, whrch spins and spins until it burns out
and simply fades away. Though not destroyed, lhe
Shadow Wanior will not be seen again for a hundred
years. Nofe on your,4lomt te Sheet whichwa'lior yoa
have just banished you will not have to face this
Wanior again. If you are told lhat you will have to,
iSnore the insLructions - you face nothing If in fuhne
you roll this Wanior when you roll to see which of Lhe
five you musL face, roll again r.rnLil you geL a different
one. Now continue youf adventure,

224
Smegg leads you away from the bright chamber and
takes you down many a cramped and winding pas-
sageway A short while later, you come to a small cave
with a hole in the floor. 'Smeggies pit,' d€clares Smegg
as he takes the slout rope from his shoulder He ties a
loop round his waist and then offers you fhe other end
'Put rope round you Smegg lower you down. Tunnel
aL bottom Goes under Elfies.'If you want to continue
along'Smeggies route', tum to 1r3. If, howevea the
thought of climbing down a shafL af Smegg's mercy
gives you second thoughts, tlm to 5o.

225
You have jusL entered one o{ Royal Lendle's major
tou st attractions, Masonic Square. Filled with traders'
and merchanLs' stalls, the major feature of its buildings
is their {ine stonework and the statues depicting the life
of Orjan the Builder. Some say that the measuremenLs,
angles and proportions of the square hold some deep

226

myslical significance. You, however, are more con-
cemed with the number of city guards waLching all the
exits leading from il. At lhe moment they are not
looking for yoq but they soon will be, once Lhose
guards dogging your Iootsteps anive. You need a
diversion. If chaos were lo reign - however briefly
over lhe hundreds o{ people crarnmed into Lhe square,
you would have no trouble slipprng away. There is
only one lhing Lhat could possibly cause such an uproar:
gold. If you have any Gold Pieces, decide how many
you wrsh to LhLrow, Lhen deduct them from your,4loer-
lure Sheet. Then roll one die. If the number rolled is
higher than Lhe nurnber of Gold Pieces you have
throw& tum to 38q if lhe number rolled is equal to or
lower than lhe number of Gold Pieces you have thrown,
tum to 57. If you don't have any Gold, or choose not
to waste any, you must surrender to the guards (turn to
r991.

226

Obeying your finely honed instincts, you drop to the
ground and roll forward just as a cloud of krock-out
gas floats Lhrough lhe air to where you were standing.
Made wary by this trap, you leave the place and make
yorrl way iuound more stealLhily: walking on rooftops,
sneaking through backyards, never once enLering a
place by obvious means. In doing so, you come Lo learn
that the whole town is jusf one big maze of traps It is a
miracle that you have got this far without turther
mishap. You decide not to push your luck loo far and
make your way out of Lown Ifyou want to head south,
Lum to 75 If you would rather skrrt back round the
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lown and investigate the tourer you saw earlier, tum
Lo r4t.

227
With only a brief interval for some much needed sleep
(restore .z sreurr,rr points), you continue westwards
until you come to the Buming Balrog Inn. The place is
empty but for the landlord and lluee Femphrey war-
riors, veterans oI Lhe War of the Four Kingdoms. fudg-
ing by the noise they are making, the veterans have
already had too much to drink. And if this isn t bad
enough, they are sitting with a Man-Orc assassin who,
seeing you, shouts, 'l fawt I cud smell sumffnk Ifs a Gal-
lantreean.'

One of the veterans drawls, 'Pah le?z kick the baclstab-
bin' worm outta here.'

The oldest of the veferans stares at you intently, then
growls, 'lt i5 youl We fought in the Battle of Mallagash,
and you gave me thisl' He lilts up his left amq in place
of his hand is a metal hook Now you rernemben he
was a sergeant-at-arms who would have killed yo4 but
for the severe wound you inflicted on him. Stirred by
the troublesome Man-Orc, lhe veterans dre growing
angrier by the second. Will you ignore them and go to
the bar (tum to 3), ask the veterans why they are with a
Man-Orc (tum to 287), or altack fhe assassin, before he
goads the veterans on Lo violence (tum to 26t)?

z2g
Not a single one of the circus folk hears or sees you as
you imibate a desert lizard and wriggle towards them.
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Predictably, it is the clown who is doing most of Lhe
talking. '.. as before, but not as sloppily as at Gomt.
This lime, we'll control the intake by keepinS the circus
out of lown. Though GomL willultimately be a success,
iL was messy. The operation must be canied out with
greater stealtlL so Lhat r,,/e can aLtain the monthly target
figure Lhrough careful managemenL rather than by
hurried processing.'

You're nol at all sure whal Lhis all means, and you don't
rcceive any enlighLenrnenl when the conve6aLion
moves on to nonnal circus business. You sneak away to
reconsider your options. Retqrn to 2jj and choose an
option you have noL selected already.

229

Your ioumey has taken too long. Perhaps you failed Lo
take the threat of Vorvod seriously enough, bub the
Warlord is no palLry diclator. He has aFeady raised an
army, Len Lhousand strong, o{ shambling Undead and
throush his Shadow Wanior lieutenants, is mastemind-
ing ariinvasion of the living world. The ground writhes

2to-212

beneath your feet as lhe Earth-moLher and the Homed
Cod realize that all is lost.

230
If you have a Fire-cracket lum lo 3r7. If you have a
skin of oil (the lantem is not needed), tum Lo r7o. (If
you have both, you may choose eilher.) If you have
neither, you will have to {lee: tum to ,j5.

The further you go into the town, the more you see of
its madness. Brother fighting brother, lhe town militia
divided, houses being bumed down and worse besides.
Yet while half of the people seem frightened, the othe$
seem relaxed they smile while they fight and try to
persuade lheir more worried opponents lhat they are
being foolish. You decide it would be best to remain
Lrnseen, so )ou move aboul using whdtever cover is
available.It is while you are tipLoeing between buildings
that a hand damps oyer your mouLh and an arm pulls
you back into an alley. A woman's voice whispers,
'Hush, be still!' If you do as Lhe woman commands, tum
to rJ8. Ifyou strike oul at her tum Lo r29

Descending a long, wide staircase, you come to a
oossroads. A strange fire bums you (deduct 3 points
from your sr,+lrrra). Willyou go:

East?
West?

Tum to 169
Tum lo r87
Turn to rzz
Turn to r44
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A moment latet when you regain consciousness, you
feelnauseous but seem to be still in one piece (deduci i
point from your srAMrNA). Howcver, the mystic snafe
has made some of your equipment djsappearlErase an\
iz.oo rtems of equipment komyo|]j Adr)e ture Sheef.You
may choosc which items to cross of[, but all your
Provrsions count as one ilem, as do all your Colc
Pieces

You no longer feel thal crossrng fhe moors ir a Bo i
idea: there ate too many dangers. If you want lo head
for lhe town, turn lo J67. If you would rather go and
investrgale the skange towet tum to r42-

215
Casting your doubts asiCe, you fuck into th€ meai -
and soon succumb to the sleepng draught .which has
been sprinkled all over your food. Tum to 186

2rt

fure Sheel, and t[m to r45

234

You trv Lo lhrow yourself aside, but too latel The

moment your foot touches the disc, there is an im_

plosion of Darkli8hl.
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2t6
What?' he gasps. 'Cleanliness? In Lendle? There's no
such thing.' He swiltly pulls back a ortain, seParating
the parlour from his living quarters, and calls, 'Bransell!'
In response, his pet appears: a ferocious wolJ-sized ral!
Before you know it, the rodenL is upon you, iLs grasPing
talons clawing at your skh.

BRANSELL SK ILL 6 STAMINA 9

If you wrn, as you leave the parlour you grab 4 Gold
Pieces lrom Roggmondo's lill and leave the tattooist Lo
weep over the carcass of his fallen guard-mt. Out in the
skeeL, you see a large crowd seething ahead of you
and an angry guard pakol behind. Tum to rr8.

. t l

You sLep up to lhe slatue and pour the Precious droPs
between its petrified lips. In moments, the old scholar is
flesh again. 'It cannol be . . . buL il isl' he quavers. Then
he pushes past you and makes his way out of Lhe cave
His {ear of being caught again is skonger Lhan his
gratitude. BuL his shouts have already drawn unwanted

2tV2f9

attention Something is moving in Lhe shadows behind
the six remaining stalues. If you have a mirror, furn to
322. If you haven't, Test your Luck.If you are Lu&y,
furn Lo 2r; buL if you are Unlucky, fum fo 34

2t8
To your amazement, you land squarely on the horse's
back. However, Lhe impact proves to be quite painful
(deducl 1 poinL hom your srAMrNA). Up on the roof,
the city guards watch dumbfounded as you urge the
horse out of the alley and away. You stop for nothing,
speeding through crowded squares and allel.ways to-
wards the city's North Gate. There, you d$mormt and
send the horse home with a good slap. You cannot
resist a quiet chuckle as you walk past the gate wardens
who, ignorant of your misdemeanours, merely stand by
as you exit the city. Turn to r4j

2t9
You unhook the lantems and spill oil on the seaLs, over
Lhe canvas, down Lhe ropes, everywhere. Then you
fling the flaming lantems on to lhe ground and soon
Lhe whole tent is aflame. You hur4r outside and almost
run into the circus folk standing before you, Mandnkes
hissing therr hahed For a moment you thinl you are
done for, but no. The Mandra}es merely sLand Lheir
ground. Then you notice the nervous look on the
clon'n's face Her eyes glance over your shoulder, look-
in8 behind you at the tenl, at the fire That's it - the
Mandrakes' one weakness musl be fire! Will you use
this special knowledge to attack lhe Mandrakes (tum Lo
r7) or use the 6re as a diversion and flee (fum bo ro4)?
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240
You follow endless kilometres of underground passages,
your rntemal sense of direction ensuring Lhat you are
always heading roughly southwards. The corridor you
are currenLly following seems to end in a room with
phosphorescent walls. Facing yoq at the far end of this
room, is an open arch, beyond which is a descending
staircase. A shange-shaped meLal plate hangs over the
archway You are still approaching the room when you
see something stir in the darkness on the very threshold
o{ the chamber. In a high voice, the silhouette calls out,
Tlall! Me Smegg Guardian of the Gate.' ,.rs you oraw
closer Lo the 6gure, you see that it is a small humanoid,
clad in the skin of his latest conquest - a glant sprder!
Suppressing yoru revulsion, will you do as Smegg
commands and stay where you are (turn to 9j), or do
you altack him (turn to 5o[

24t
Years of sepamtion have made your partnership with
your old friend a little rusLy, you move too slowly Lo
dodge the deadly sharp machele which sinks into your
shor-rlder (deduct 3 poinh ftom your srAMrNA). lI you
are still alive, you slraighten up as Villgran pulls the
weapon ou! and throws it aside Thanking ihe old man,
you tum to see Wulf kill the very Haggwort who just
threw Lhe machete at you. Will you:

Rush over to the banicade?
Go to confront the wrtch?
llee from Hustrngs before worse

befalls you?

Tum to 298
Tum to r4z

Tum to z5
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242
It is difEcull, but not impossible, to defend yourself
from lhe monster while unbuckling the straps which
bind you to the table However, you musL subkact
1 point from your Attack StrenSth for Lhe firsl five
rounds of combaL - the time lt [a]es you Lo free
yourself. Kauderwelsch stands back, cackling insanely.

KAUDERWELSCH MONSTER
SKILL 8 STAMTNA 14

If you win, tum to 87.

241
Your hasty search tums up r Gold Piece on Lhe corpse
of one oi the fhugs - the measly sum Bartolph paid
fhem to krll youl You may take this coin in the brief
second thaL passes before the guards appear arrd throw
a weighted net at you You will have to leap aside
before you are snared like a cornered rat. TesL your Skill
lf you succeed, you dodge the net and may run up the
slreel (turn io 160) or further down the alley (turn to
z6z) lf you fail, you are entangled and captured (turn
ro rgg).

244
While Bonesquagg Grogmaker's not looking, you take
a vial of the potent draught and pour it into the
bubbling cauldron of cochoach and rat dropPings stewl
Knowing humans' fussy tastes. none of the Orcs is
slrspicious when you politely dccline a bowl of the
stuff; and it only Lakes ten minutes for the draught to
do its work. Soon Lhe whole area cchoes io the rumb1e

24'

of Orcish snoring. R€store 1 pornt of LUCK for your
clever plaming Rummaging lhrough the Orcs' b€long-
ings, you find a sword and two (barely edible) meals oF
Provisions, which you may tale. Then you flee along a
rugged mounfain frack TesL your Lwk.II you are Lr;'cky,
turn to 35o. lf you are Unlucky, turn to rr9.

24'
This Shadow Wanior carries a number of deadly throw-
ing stars which are cast in a magical substance called
Cruel-meta1. Any wounds caused by the metal keep
growing - tearing and splitting the body until the
victim suffers a slow and painfuL death. At the start of
yolrr baltle, the Warrior will have time lo spin one such
missile in your direction Tesf Vour Skill If you succeed,
],ou dodge lhe star and begin combat as normal; but if
you fail, the sLar embeds itself deep within your body,
and you die in seconds.

Fifth SHADOW WARRIOR sKrLL 9 srAMrNA 9

Jt you defeat the Wanior, turn to trj-



246-248

246
Roll one die the number you roll tells you the nurnber
of attempts you may make to cut the ropes before the
Dark Elves will reach you. You must roll 9 or above
with two dice, in order to succeed. If you don'L have a
weapon, you must subtract 1 from your rolls- If you
succeed in cutting the ropes inside the allotted number
of tries, hlm to z5r. If you don't manage it, turn to
3q.

. 24'r
A few hours pass; you lind youself in a wide, open
field when the overcast sky breals to the sound of
thunder and is tom apart by jagged lightning. Soon
you are drenched in torrents of rain. In the near disLance,
to your right, is a copse which may offer some shelter.
Skaight ahead are more open fields You are just won-
dering which would be the best route to follow when
the earth starts to shake. The wet grass ahead of you
br:lges upwards, forming a mor.rnd - and the side of the
mound contorts into a facelAn impossibly wide mouth
opens and howls wiLh deafening force, The very earth
is soeamin& and its cries are accompanied by the most
violent quake yet. You will have to try very hard not
Lo lose your footing as you run across the slippery
grass. Test your Skill.If you succeed, tum to 88. If you
fail, him lo 37E.

2!.8
Leaving the casket where iL lies, you are about to depart
when you hear the sound of horses' hoofs. Could it be?
Your heart pounds as you move over to the door- It isl

249

The Shadow Warriors are storming across the 6elds.
Will you stay inside the cave in the hope that they'll
ride past (lum to rrr), or make a run for it, lest Lhey
trap you here (Lurn Lo 37)?

249
You stand little chance of beating your omnipoten[ foe

but you must do your best, for the sake of the world.
Each Lime you lose an AtLack Rourrd oI combaf, any
srAMrNA points you lose must be added to Yoivods
curent total - he thrives on your deathl

VOIVOD SKILf, 10

If you win, tum to ,o3.
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250
Using almost all your remalning rese es of energy,
you dive to one side, jusl as the Slygore drops down
on the sLone where, momenls earlier, you lay- Pressed
hard against the curved sewer-wall and a mere meke
away hom the creature, you ignore the pain and stagger
lo your feel But your fadrng visron is filled wilh
images of the Slygore dsing You musl flee Iesf yoar
Lu&.If you are Lu&y, turn to r8o; if you are Unlucky,
turn to 365.

25r
'Very persuasive,' you say mockingly, 'buL your new
regime will be one of death Take a look at yourself By
your own admission, you should be mere ashes in a
grave - but no, the earth has spat you out And
although you cling desperately Lo this "life", it tormenLs
you- Your body is stretched beyond its limrts. Your
Wamphyri existence is a mockery of life-'

WiLh each passing word, Urtha grows more ard more
enraged until Tnoughl' she cnes 'I r.r.ill show you
what il is to be immortai Name your challenge.' Will
youi

Put her to the stake?
Tell her lo {ree the Haggwort?
Have her submit to lhe time-honoured metnoo

of destroying Undead:decapitation? Tum !o 16r

a)z

Ennian 6ghts Like a ,razed animal, and his blood, which
is green, is enough to disLract you from the business in
hand. But you musL 6nish the Burgomeisler before his
feinforcemenls arrive

!NNIAN

252-2rt

Turn to zor
Tum to Jlr

SKILL 9 STAMIN^ 7

tf you defeat him in {ive rounds or fewer, tum to 84. But
if Ennian is alive afler five Attack Rounds, tum to ro?.

. , '
Descending a long, wide staircase,
crossroads Will you go,

Norlh?
South?

Wes|?

Tum lo 266
Tum lo 29r
T.|lrl to 232
Tum lo r44



254

254
You have chosen wrongly. A mystic force shooLs pain-
tu1ly up your arm and stuns you (deduct z points from
your STAMINA) The force also alerts those who dwell
',vithin the temple Three sickle,wielding Geomancers
arrive and drag you rnto the temple's anLcroom, beyond
which no oulsider may go They hold you there unhl
lheir master, lhe Arch druid, appears. Like them, he is
cLad in robes of shimmering white, bul is more aged
and splendid. He deciares through his massive silver
beard,'Though your coming has been foretold, you
have trespassed on fo$idd€n lawns. You musr accepr
fhe Challenge of the wise Earth mother The reward is
heedom, the penalty is dealh' Bcfore you know it, Lhe
three Gcomancets force you lo your knees and interlock
iherr sickle blades fo form a razor-sharp triangle around
_vour ncck The aged master continues, 'I cali up the
Challenge of the Earth mothcr. On your head be under-
tand'ng Lora lenglh betweer. ret unequal in lcngth.
. \har a.e nc Ine equi lo\  o.  the .o, f ie)  l f  )ou r t :n l
lhe answer to his commdrum is 'th€ equinox', turn to
38o; if you think the correct answer rs'the solslce',
lum to jr2



255-256

255
As all lhe performers are tied up at the campfire meet-
lng, now seems like a good time to invesLiSate the
circus. Wrllyou:

Search the clown's wagon?
Search the big top?
Search the Hall of Dreams wagon?

Tum to 333
Tum to r79
Tum to 387

Try and hear what's being said aroLrnd the
campfire? Tum to ro2

Rush allnine of lhem in,a surprise attack? Turn to 4t

256
Realizing fhat there is noLhing to be gained by lying,
you come clean and tell the Orcs something of your
mission 'Hah! Seel' spils Uggamonggo at his shaman
'Spy, my gut! It's a mercenree, a good solid fighter like
wot we are Free the mercenree|The Orcs release you,
whrle the shaman hobbles off in disgrace, having lost
another round in the continuing power stmggle with
her own leader Uggamonggo suddenly tales 5 Gold
Pieces out of a pouch hanging al his waist and gives
rhem to you. We cud do wiv someone l iLc yoo in our
battle. This iz yer payment, mercenree.'You are just
putting the gold away - as retusrng the offer would
mean cerlain death when a volley of arrow-fue comes
flying through lhe air Uggamonggo shouts, 'lt's a
surprise attackl' Indeed, you see the Orcs of the Big
Boulder charging the encampmenL Will you use the
confusion to lry and slip away (turn lo 2r8), or honour
your - albeit forced - conlract and stand your ground
alongside Uggamonggo (turn to 42)?

257-2t9

257
Only the foolhardy peer inlo an Orb of Mind-snarrng.
You have lost your will to lhe crystal, where it will stay
until Hegmar refums to free it . Unfo+unately the
magician is dead, so you will be lost in this limbo for all
etemity

258
The door refuses to open, but your rattling of the
handle has alerfed someone on the other side. The
hissing noise stops abruptly and a weary, aged voice
calls out, 'Who's there? Ii you've come to torment me
agarn, begone- Is it not enough lo keep me locked up
all these years? If you really mean to free me, 6nd the
Copper Key- And a word o{ advice: go wherever you
think she is.' You rarse your voice, trying to press the
inmate for more information, but your questions are
meL with silence. There's noLhing left for you to do but
go back lo Lhe junction. There, will you now go
straight on (Lum to 296), to the right (turn to rr9), or
lo the left, ouL of lhe caves, (tum to 8o)?

259
This Shadow Wanior rs a master swordsman, wielding
wilh consummate ease a pair oI razor edged broad-
swords, one in each hand Each time you lose an Attack
Round againsl this foe, you musl d€duct 4 points from
your sTAMINA instead of lhe usual z. Armour or lesfir3

-uour Luck may not 6e used lo reduce this damage

Thnd SHADOW WARRIOR sKrLL 9 srAMrNA 9

1f you defeat the Wanior turn to ,r5
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26
The Charneleon Cloak works like a dream: the Hagg-
wort does not s€e you as you slip past iL and press on
along the road. Further ory you remove the cloak and
sfudy your surroundings The moors look too danger-
ous, so you d€cide Lo keep to the road Will you now
go Lo the town (ium to 167) or towards the strange
tower (tum to r42)?

26r
There is a loud twanging sound as the ropes snap The
bridge swings down into the chasm, and the Dark Elves
fall, screaming, to their doom Your joy fades, however,
when you hear more cultists arriving, on yorr side of
the chasm! QuickJy, will you go to the left (turn to ,2)
or to the right (tum to 278P

262
After a few promising tums, fhe alley comes [o a dead
end. The only way out is back lowards the skeet; but
even now you can see a city guard coming Lowards
you from that dircction. You are bracing yourself for
combat when you hear a metallic clang; you have
stepped on a manhole cover. Wrll you lift Lhe cover and
descend into the city sewers (lum lo 37t), or stand
your ground and face the solitary city guard (tum to
46P

zn|
Your heroic action stops the tolling of the Iron Bell -
the dead shall not walk just yet. But as long as Voivod
exists. bhe evils will continue to mulliply; it is the task

264-266

of such objects as the kon Bell to sllmmon and guide
these evils; tum to 7r.

264
You have chosen correctly: the moon reflects the light
o{ the sun and it obscures Lhe sun in an eclipse, the sun
carmoL eclipse the moon and its light is its own. As the
gates open before you, however, you cannot help but
sense thaL you have lost something in your success.
Huniedly you make your way round to the back of the
temple and soon you come to another gate, leading out
of bhe grourds. You opell it and entet a narrow street.
Will you now go to the left (tum to rot) or to the right
(tum fo r rE)?

26t
You have had enough of the OrCs insults, and you
decide to teach him a lesson - but all the veteraru get
up and stand in your way; even the landlord hovering
in the background, ready to hib you from behind. The
assassin just laughs, 'Typicull Gallantre€ scrim.' Will
you press on with your atLack (tum to r3z), back down
and ask Lhe men why they're spending th€ir time with
such a foul creature (tum to 287), or tum your back on
them and buy yourself a ddnl (tum to ,)?

266
An eldriLch fire courses through your veins and destroys
you in a blaze of agony ... or so it seems, {or your
body lies sleeping at the foot of the wide staircase. You
came don'n the steps just the once, before bein8 put to
sleep by the fnre Guardian of the Gate. Your repeated



T
26j-269

descenf, since Lhen, has all been part of a never ending
nightmare from which you shall never escape.

2D7
Though you are fit to drop with tiredness, you persisL
in your Journey southwards It rs mid-aftemoon when
you firsl spy an oddly shaped hill lo lhe east. As you
look af fhe hill, you slart to leel dizzy If you have
a Creen Leaf Brooch, ium to 9o. If you do not, tum
to 399

268
.lust as you thought - th€re is more Mandrake magic at
work herel Looking into the mi or, you can see that
the tent is plastered wilh bizarre messages, which all
add up to some form oi mind conkoll Though your
eyes don'L se€ the words, your mind does - and lhe
clash is what is causing your headache Thrs rs magic at
its mosl loathsomel If you want lo, you may use ihe
ianterns hangin8 on ihe main pole to set fire to the tenl
and all its evil messages (Lum to 2j9). Otherwise, therc
is nothing more you can do here; relum to z11j arrd
choose an ophon you have nof picked before.

269
'So, yoo don't wanna tell uzz, elil' Uggamonggo nods
and lhe grinning Orc torLurer tums the handle of the
slrelch rack The frame extends, pulling on your bones,
and rows of irttle spikes dig into your flesh (deduct 2
eoinfs from your srAMrNA). Uggamonggo shouts,
\oid, are yoo gonna lalk (turn to r9E), or arn I gonna
rave ta keep dis up (tum to 146)?'



27e.72

270

The lattooist's expression bekays a mixture of puzzle-
ment and vexation. fiell, what are you doing in here,
then?'he asks angrily Wi you tell him that you are
hiding from Woad's men (tum to J96) or that you are
a city hygiene inspector who has come to check on the
cleanliness of his tattoo parlour (tuJn to 216)?

27r
The more closely you inspect the encampment, Lhe
more horrifying the situaLion becomes. Guignol lold
you that he was alone he lied. Searching through the
tents, you find the belongings of seven other PeoPle -
his colleagues; and then you 6nd ften bodies, tossed
into a hastily du8 hench. Cuignol must have murdered
each and every one of them. Surely, this could not have
been the result of an academic disoute, however heafed!
If you wish, you may take a sword that you 6nd in one
o{ Lhe Lents. Then roll four dice and add together the
numbers rolled. If the total is equal to or lower than
your curenL STAMINA score, you may either leave the
dig (tum to 282) or try to destroy Lhe skelelon (turn
to 294) But if the total is higher than your curent
srAMrNA SCOre, turn tO 3E5,

You have wasted much precious time ir Royal Lendle,
but the South Gate is in si8ht at last lt is a massive,
cor.rnLerbalanced, two-door structure made of heavily
reinforced steel, and is set in the awesome city wall
which is so thick as to have tunnels and defensive oosts
built inlo it. There is not much traffic passing through

27t

the exit and the gate wardms there are concemed with
searching a lrade/s caravan, so no one notices when
you are pulled into a derelict shack by a figure dad
head to foot in black robes. Though he is veiled, you
recognize lhe swarthy face of a Man-Orc, He wields an
evil-looking blade with manic (€rocity, and hisses with
hah€d: 'Die, fool. Neither you nor your peasant friends
shall reach Kamslern alive. My masters' will be donet'
Then he is upon you

MAN-ORC ASSASSIN sKrLL 8 srAMrNA 8
lf you win without losing any srAMrN,r. points, tum Lo
4o; \t you winbut hnoe been wounded, Lum [o 4.

27'
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274
The struggle over, you search the body of your fallen
adversary and find z Gold Pieces andProvisions enough
for r meal. Now you have time eilher to drink from the
Wizard's Well (tum to 58), conLinue northwards rn
search of the 'dead' hermil (tum to 349) or leave the
area altogether and head back south (turn to 44)

27r.
You bowl Lhe glowing crysfal along Lhe ground so Lhat
it comes to a stop right in the middle of the Haggwort
- but they have no minds o{ their own to lose! One of
the Haggwort picks up the sphere and tosses it aside
into the quicksand (aoss it off your ,Adoenfurc SheeL).
Now will you,

Attack lhe Haggwo* in the hope of
destroying their device?

Wait to see what their device does nexL?
Co and 6nd th€ witch?
Leave lhe town while you still can?

276
You wet the petrified lips of the young scholar with the
antidote, and in less than a minute he is moving again
Thank the gods!'he crie;. Then he loor<s nervousry
around the room and flees into the darkness fearing
another meeting wilh the Gorgon. But his shouted
exclamalion has already drawn unwanLed attenlion
There s a scuffling in lhe shadows behind lhe six remain-
ing sLatues If you have a mirror, tum to 122, lI ^ot,Test your Luck lf you are Lucky, tum to 2r. But if you
are Unlucky, tum to 34.

Tum to ,79
Tum to rj,
Tum to r42
Tum to 2j

277

292)
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278
Entenng a dark passagewat you run round a corner.
then along a sccmingly inleminable corridor Al first
you think thal your cyes are playjng Lrick5 on .vou, but
no. There is daylight at lhe end of lhe tunnell llonever,
a Dark E1f cultist slands guard

DARK ELF CLJLTIST SK]LL 7

If you win, Lum to 316

279
One of lhe Warriors thrusts a shary blade into your leg
while carefullli watching your rcaction. Dcspite the
agony cause.i by the wounding, you don'l even bat an
eyclid Dcduct 2 poinls from your STAMINA Il is with
unbclievable relief thal you see the Warriors turn and
head back to the south, out of lhe pass Turn to ro2

28o
Critting your leelh, you ralse your weapon an.l let il
fall You slumble backwards, ciutching your rviisl in
agony Deduct 4 points from your srAMlNA and r
point from both your itllial sKrLL score and your
curr€nt SKILL score Tcaring a stdp of clolh from your
tunic, you manage to stanch the wound Wait, what's
thai skiltering sound? You look down on lhe floor and
see your severed hand, moving on ils fingerhps, lrke a
big spiderl It tenses so thal it can spring up at you You
will have lc 6ght it off.

28r-282

Return fo 2tt and choose an option you have noL
picked before

28r
You l g on lhe fine metal cord and hear a feeble

about your host, turn fo 99.

282
4t lasf - Kamsteinl Nestling beneath the mountains of
lhe Wilchloolh Line, ihe once pleasant village has been
razed to the ground Tears 611 your eyes as you walk
through streels that are littered with corpses. you rnust
avenge the villagers, you musL stop Voivodl Have

POSSESSED HAND sKILL 5 STAMTNA 2

. f  yorr wrn you sLagEer ouL of the Hdl l  Jr Dfedm\



28t

lhe Shadow Warriors already lound the ancienL War
lord? Despairing, you fall to your knees and beg the
people of Kamstein for forgiveness.

'NoL Loo late,'gasps a vorce A man, close to death, lies
nearby Vorvod . . . gone . . - to raise army . from fhe
dead . . take Lhisssss . .' then he is dead A piece of
paper flaps in his hand. You Lake il and see thal it is a
map of lhe local area. You must use it in some way to
find Voivod - note Lhis paragraph number on your
Adoenture 9heet, as you will have to refer to the map
again laler.

Now think ba& over your adventure. Ifyou have eilher
vrsiLed the Buming Balrog Tavem or searched for the
Hermit, tum lo 388. If you have visited lofh these
places, tum to 229. If you have been lo neirtdl, or have
been lo eilher or both of them but have also travelled
with lhe Circus of Dreams, or hav€ been a captive of
Lhe Orcs oF the Blat [ ,  S( o?ion. tum lo 2r.

283
The corridor opens out into a vast natural cavem,
which is renf in half by a botlomless chasm A slender
rope bridge offers the only way across Your pursuer
are more used lo these caves than you are, and four o{
them have almost caught up vrith you lf you have any
CalLhrops, you may throw a set down before you cross
the bridge. II you do so, cross Lhe Calthrops off your
A.rlaenture Sheet and roll one die The number rolled
gives you the number of culhsLs you shake off. Those
you manage to lose in this way should come from the
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bottom of the lisL below You must fight any who
conlinue the chase, one aJter the other-

7Fi lst  CU LTIST

Third CULTIST

5KILL

7
E

9

5
6

7

If you win - or if you los€ th€m all - hrrrr to ,43.

284
Deciding to forgo any lormalitiet you rap the woman's
hand. She yelps and lets go of her husband, who runs
away, tenified Perplexed, you ask the woman what's
wrong She answers by making claws of her hands and
atta&ing you.

SMILINC WOMAN

If you win, tum to 376.
265

Possessed by a sudden rage, you charge the Haggwo*
which are bent over Wulfs helpless form, and vent
your fury. Haggwort head after Haggwort head
explodes (restore r [ucK point for your bravery). Then
the threat passes. Wulf clasps your forearm and forces a
grim srnile. 'Just like old times, eh?'

Beyond the barricade, the srx Haggwort Plunge th€ir
device into the earth, where it starts to emit a low hum
. . . a hum which builds up into a deafening earthquake!
The ground splits beneath your feet, the banicade falls
apart, and bricks start to fall from nearby houses. The

SKILL 7 ST MINA 9

286

townsfolk flee in a blind panic, the Haggwort close
behind therrl If things 80 on as they are, the whole
town could be shaken apart. Will you:

Attack the six Haggwort so that you can
disable therr device?

Wait and see what happens?
Roll an Orb of Mind-snaring - if you have

on€ - into the middle of the six?
Go and deal with the witch?
Flee Hustings altogethef

Tum to 379
Tum to rt3

Tum to 275
Tum to r4z
Tum to z5

286
Suddenly, a grimy hand reaches out and yanls you into
an alley. There, you 6nd yowself slanding face to hce
with Bartolph the gambler and two thugs, one of
whom blocks your way ba& to the slreeL. The gambler
sports a number of fresh cuts and bruises, no doubt
given to him by the patrons of the First Step. 'Care for
more sport?' he sneers. You r .ill have to Eght all your
assailants at the same time

BARTOLPH
First THUC
Second THUG

S(ILL

7
5

7

7

If you win, you may either search the bodies of your
enemies (tum to r43), leave them, run ouL of the alley
and up the skeet before any guardg drawn by the
noise of the 6ght, arrive (turn to ,60), or rush further
on down fhe alley, in the hope of finding a hiding place
(fum to 262).
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281
Confused, you ask, 'What ar.e three reputable warrion
like yourselwes doing, listening to a villainous Man Orc
assassin?'

Your queslion meets wifh instant outrage The fighter
in Lhe wide-brimmed hat strides forward and sh"outs,
Are you calling my mate an Orc? Ihafs no way to
address a Femphreyan monk.'

Monk? Whai is he on about? Either Lhe vet€rars have

288
The leadea Uggamonggo, orders two of his men to
seize you. They r€fuse. You groan, Lhen watch as a
scrap breaks ouL Two cracked skulls later, thc leader
has r€asserted his authority He tells two more of hrs
Orcs to seize you There is a tense moment and a

289

stopping for nothing. Shange ds if may seem, the) are
oorng you d tavoLtr. Iaking you over the mountains in
hall the timp il would have taken you alone. Sundown
(omes and the Orcs slop to make camp Uggamonggo
severs your bond. and oFfe's you one oF rwo cnores:
you can either clean their boots (tum to 93) or help
rnake the evening mcal (turn to 8r).

289
Sadly, the well-dressed y/oman is the most abused of
ih€ day's mnLers, and she has already added a few
mouldy hurl Lo her per.on.: l  jcuellerl .  Nevertheles<
.he labours on. and yoll  di<cover that her cause rs one

lust then, a whooshing sound js heard in the air, and

to 6)?
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armour's tolal, instead of lhe normal 1. If you are not

wearing a.ry armour, the acid does not affect you

29t-294

house, h.vo storeys hi8h, wrth a commanding view o[
the area. The sheels are crawling with Quinsbeny's

horse. Behind you, a hufGng and puffing guard has just

managed to follow you up on to the roof. You will
either have to fight thrs guard (turn to 392) or do
something you've always dreamed of: jump down on
to the horse's back and ride off into the drstance (turn

293
Just insrde the doorway sLands a iack rn lhe-box - only
this jack is a boxing glove on the end of a spring. You
manage io du& jusL m time, and the glove punches a
few splinLers out of the door-frame. Stepping round the
box, you search the wagon. Only two ilems seem
worthy of further investrgation. Which will you look at
6rst: the safe (turn to 59) or a large book that is lying
on the clown's desk (tum to 125[

294
You cannot help but think lhat thrs monstrouslooking
skeleton is in some way resPonsrble for the macabre
evenls which have overtaken the site. As you climb the
flimsy wooden scaffold tha[ has been erected over the
thing, you feel instinctively draral to its immense skull.
You lift a pick axe, ready Lo smash the cranium info
tiny pieces Roll four dice and add the numbers together'

II you win, you may either head for the copse (Lum to

6rt. nrn directlv to the .outh towards Huslings ilurn

tJ r35r, or go'back northweslwards, lo the saiety oi

the road (tum to 160).

29t
Descending a long, wide sLafcase, you 

'ome 
to a

crossroads. Wrll you go,

Tum to 169
Tum to r14
Tum to ,o4
Tum to 266

Inst CROMBANE
Second CROMBANE
Third CROMBANE
Fourth CROMBANE

North?
South?
East?
Wesn

292

The creakine wooden steps end in a low, musty bed_
,oom, drnJ! l i t  by the l ighl (omin8 hom a sinSle
window. There .rre no olher doors leading out oi the

room, so you make for the window AfLer an easy

climb, you'find yourself standing on the flat roof of the

SKILL

6

7
6

5

6
6

5
7
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If the total of the four dice is equal to or less rnan your
current srAMrNA score, tum Lo r29. If the total is
higher than your cr.rrent sraMrNA score, tum to 3Et.

295
The long and winding staircase bdngs you to the cult's
innemogL sarctum: the gecret chamber where Lhe cmel
and misguided Dark Elves keep their 'god' a prisonerl
Across Lhe room rs another staircase, leading upwards
this lime. But before this exit is a treasure mound, and
on this mound lies something totally beyond the range
of your €xperience. It looks like a cross between a
cobra, a goat and a man, and iL has six sword-wielding
arms. FortunaLely the cr€atue is asleep at the momenL
and it is bound to the wall by a strand oI magic You
are sneaking acrms to the other staircase when you
catch sight of a m€ic ring lying on the floor. You are
about to Dick it uD when the creahue's arms srarl
waving their swordi af you. The thing is wakrng upl If
you have some manacles, you can use them to bind the
ceature while you either atta& it or make good your
escape- lf you wish to bind two of its arm6 together,
tum to 167. If you wish to bind its ankles togelher,
tum to ,37. Bul if you have no manacles, turn Lo Jo7.

296
The comdor you take looks fairly wide and promising,
but it takes iust one noise to bring yor.r to a dead halt.
From round the comer, just ahead oI yorl comes the
hissing of a dozen snakes. lf you wish to contrnue
round this comet tum to 3t2. Otherwise, you must go
bac-k to the tunction and go either to the left (turn to



297-299

rr9), to the ght, which will lake you out of the caves
(tum to 8o), or strarght ahead (tum to zr7).

297
In lhe darkness yorl don't even see the dozens o{ hands
that reach out and seize you You are powerless lo
resist, as the cultists drag you to their sacrilicial altarl

298
The conflict a! the banicade is furious: though the
townsfolk are fighting a losing battle, they make the
Haggwort fight every sfep of the way Seeing that the
townsfolk don't seem to know of the Haggwort's weak-
ness, you cry out, Skike for their headsl' Three Hagg
wort heads explode in quick succession.

'Tonight is their greatest assault yet' gasps Wulf, who
once more fights at your side.

Quickl A Haggwort has broken through lhe barricade
and is coming for you.

HACGWORT sKrLL 9

If you win, lum lo 2r3.

too

declare you an outlaw. These tedns are not open to
nesotidtron. Wil l  you acccpL this rough deal , turn to
2JJl decline and .urender to Gallantarian ldw (Lrrn to
r99), or turn and flee (turn to 3r8)?

300

Mandrakes, or an acf of brave sr-ricide? Rubble lands all

STAMINA 5

299
Taking Quinsberry aside for a moment, you suggest
that it mighi be more beneGcial for him, personally, if
you can come to some sorL of an agreement between
you. Sure enough the dryJaced o#icial proves to be
amenable to your bribe Making no atfempt to quieten
his voice, he declares, These are the tems: you Sivc



,or-to3

JOI
Royal Lendle's East Gate towers before you. Two
enonnous, countelbalanced doors, constructed from
heavily reinforced steel, are set into an awesome city
wall whrch is so thrck that it has defensive posfs and
tumels built inlo it. You are shock€d to drscover Quins-
berry Woad, waihng there for you wrth five of his men
It you either have a Scroll of Civic Pardon or are hiding
in a rubbish cart, you may pass through fhe gate
unhindered (Lurn to r4t). Olherwise, you will have to
hy and rush through; lhis will be made easier if you cal
ceate a diversion.

Test your Luck, subtracting 1 from the roll for each set
of hre crackerc which you choose Lo throw (always
assuming you have any), to djshact the guards (don't
forget to cross them off your AdoenLure Sheel). It you
are Lucky, your bid for freedom succeeds (tum to r4t).
If you are Unlucky, you are captured by the guards
(tum to zo8)-

to2
Though it is dark, the campfire is bright and the
circus performers are sitfing rn a circle, which means
ihat at leasl one of them may catch sight of you,
whichever way you approach. But approach you must,
for they are speaking in whispers. Test your Lutk.If you
are Lucky, lum to 228, lf you are Unlucky, tum to
3t5

30t
Guided by a misplac€d and hopeless sense of valour,

1o4- 1o6

you defy the odds and beat the armoured Warlord into

Jo4
Descending a long, wide staircase,
crossroads. Will you go:

North?
South?

Wesl?

you come [o a

Tum to r72
Tum lo r87
Turn to 266
Turn to r44

3a6
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3oT3o8

to1
The creature blinks once, twice, then il is upon you. Its
mighly hoofs shake ihe very sLone beneath your feet as
it powe$ Lowards you. Each Attack Round, all six of its
arms attack you at the same time (each with a srrr.l-
score of 8), but you may strike back againsL only one of
them, as if fighting six separale opponenLs. If you win
againsL any of its other arms, your blows have no
effect, servin8 only as parries. You will be fortr.:nate
to survive this encounter with one of the ancient
Kalundai.

KALUNDAI SKILL 8

If you win, tum to ,2o.

30E
Though your foolsteps echo between the cavern walls,
lhe atmosphere of the place hangs healy, with an eene
silence. Ahead, the corridor opens ouL hto a large and
decorous charnber in whrch stand seven sLatuesi you
recognrze them as the victims of a Gorgon's stare
Right in front of yolr, a vial of antidoLe rests on a stone
column UnJortunately, Lhere is enough antidole lo
rcstore only one of Lhe victims. You look al the statues,
all of them deserve {reedom, but noL all of them can
help yol. And, right now, it isnt a sword arm you need,
it's knowledge - a precious cornmodity these days
You narrow your chorce down lo two scholarly-looking
tigures. Look aL ihe piclure opposite and make your
choice. Will you give the antidole to the old man (tum
to 237) or to the young man (tum to 276)?



,o9F3ro

tog
Your efforts come to nothrng, for, though the rope is
damaged, it is sLrong enough lo hold up the bridge
One of the cultists aLtacks you wrth a sacrificial dagger,
while others ready lheir bows. You must defeal your
foe before it is too iate

DARK ELF CULTIST SKTLLZ 5TAMINA 8

If you win, you may either r€turn to cutting the rop€s
(tum to 26r) or leave them alone and flee (turn lo
321)7

jro
Making your appeai to the veterans, you say, 'lor
pity's sake, my friends, our nahons are at peace I mean
you no ill-will. But what of your friend? Are his hatetul
insults the words of a true monk?' You poinl at the Orc.
Tell me, Orc, which gods do you worship?'

In reply, the Orc merely belches and grunts, None o'
yer bizness, yer fat banel of hogswilll'And thati all it
takes to convince the veterans thaL you are wrong
There has to be magic at work here, the.e has to . .
Hanging round the Orc's neck is an amulet covered in
mnes; this is what is responsible for both the Orct

tlt

disguise ard his persuasive abilities. If you have a vial
of Sieeping Draught. turn Io r9l. I f  you do n.rt.  you
wil l  have lo tr l  and snatch lhe amulct from round his
neck. TesL your Skill Ii you succeed, tum to r2o; but if
you fail, tum to r32

3tr
Roll one die to see which of the Shadow Warriors has
amburshed you. When, after defeating the Warrio, you
are told to continue your adventure, you may rerum ro
th€ tower (turn to r4r), search further in fhe town
(turn to 34o) or take fhe southbound road out o[
Cumbleside (turn to 75) If you roll,

3

5
6

Turn fo 8
Tum to ,94
Iurn to 2t9
Tum to r8,
Turn to 245
Roll again



3r2-tr4

tr2
You go over and gaze into the depths of the perfectly
smooth crystal, and as you do so, it begins Lo glow as if
lil by eldritch fires from wifhin Soon you find that you
have no inferest in anything save the seductive dazzle
of bhe sphere. Fortunately a remote part of your mind
reahzes what is happening and urges you to resist. A
superhuman efforl of will rs called for to free you kom
the crys[al's lure. Test your Luck.If you are Lucky, turn
to ro, if you are Unlucky, turn to 257

, r t
Soon you have the rope tied firmly round your body
and are climbing over the lip of the dark hole. Smegg
plays out more and more rope, as you go down and
down, deeper into the shaft. Now you know why
SmegSies prt!' snatls Smegg up above. You look up,
worried, but can only spin helplessly as Smegg uses his
spider law blade to sever the rope. You fall, screaming,
io your doom Smegg will climb down later and take
his pickngs ..

t t4
No sooner does Hammicus unbar the door than if is
flung wide open by the foul, undcad corpse of his sonl
The creature stddes in and grabs Hammicus by thc
throat. The hermit, unable to defend himself, falls to his
knees, choking. You rush to help him, but the undead
creaLure ignores your shongesl blows as, single-
mindedly, it concenlrates on strangling fhe life out o[
the hermit.

trt-r16

Soon iL is all over Hammicus lies dead, and his son falls
on top of him, lifeless once more. The moment Ham
micus opened fhe door, there was nothing you could
have done to save hrm. It is with a heavy hea* that
you bury both the hermit and his son in the woodland
near by, then make your way back south, Tragedy
seems to be dogging your every move. DeducL r poinl
from your rucr and tum to 44.

tr5
You hear lhe clown shout, .\{e have a spy in our midst.
IL rs the mercenary. Quickl Catch the spy at once!'
Obeying therr ieader's command, the circus folk come
after you. Realizing thai the game is up and that you
cannot hope to defeal Lhem all wrthout havrng surprise
on your side, you male a run for tt. But tt does look as
rf you're not going to be swifi enouth. lf you have a
set of Calfhrops, tum to ro4. lf you don't , turn to 9r.

316
Glad ro be free of the cultists, you make for lhe brrght
light of the open arch. Because you have spent almost a
day skulking around in dark coridors, lhe sun blnds
your eyes, buL you race on The Dark Elves, however,
stop dead in their kacks- After countless years of Lvrng
in the catacombs, lhey have come to fear ihe sun. They
heap curses on you as you make good your escape.
And when you open your eyes properly, you are
amazed to find yourself on a low hilltop, overlooking
Kamsteinl You have come through th€ Witchtooth
Line and lived to lell the tale. Tum to 282



3t7-3rE

t17
You hurl the Ftre-cracker down on to the sLone floor- In
the confinrng darkness of the sewer, the flash is all the
more bli-nding, the explosion ali the more deafening
The Slygore moans with fear and drops into the water,
splashing ils sewage all over you. Ears ringing and half-
blind, you flee before the creature can recover its
unearthly composure. Eventually you find a ladder
leading back up to the surface. You s,:amble out of the
sewers and are pleased to see that Quinsberry's men
have apparently given up the chase

If you still wan! to visit the east side of the market, tum
to E2; if you want to visit the wesL side, tum to 66.
You may not return to an area you have already
visiled When you have finished rny excursions. you
must leave the city. Do not follow the instructions
given on the market pages; Lum, instead, either Lo 272,
if you wish to leave by the city's South GaLe, or to 6o,
if you wish lo leave by the nearer East Cate (Note
fhese paragraph numbers onyour. Ath:enture Sheet)

3IE
Following a hunch, you grab the mrnor and hold it up
to the face of the Kauderwelsch monster. To date, il has
only ever seen the Doktor and her victims, and how
they have looked. Now it sees the refleclion of ils own
unnatural uSliness - and it holds lhe Doktor resPonsible I
A solilary tear rolls down the monster's [ace before ii
goes berserk. Kauderwelsch shouts, Nol Back Conggo
Noool' But it is no use, the monster grabs her and they
stagger about the chamber, locked in deadly combat

3r9-32o

Glass containers aash to the floor, racks hmble in all
directions and the monster's mournful waihng 6lls the
air Seizing the oppo*unity, you hastily Fee yourself
Restore 1 point of rucr for your quick fhinkinS and
tum to 87

t19
Manacles at the ready, you sneak up on the careless
guard and pounce! Ihe Mandrale s struggles are in
varn )ou soon have his wrists firnr.ly locked behrnd
his bacl rqoss Lhe manacles otf yout Moenlure Sfuel1-
Then you push him down to the floor and slip out
throuSh the gate. Tum to 3oo.

320
You hear shouting coming 6om the top of the staircase
by which you entered,'After the rntrudert'The Dark Elf
cultists have discovered your presence, and a dozen of
fhem are rushing down the stajrs io search for you.

Treat it as a normal creature with one attacK per rouno
causing normal damage, and ignore its special alta&
rules. Now you musL go, before the culfists cafch you -
you will have to leave behind any manacres you useo
here (cross fhem off yo:lt Adoentule Sheet). You run up
the second staircase and along a long, dark conidoi
whrch ends in a fork Will you go to the left (turn to
283) or to the right (tum to z7r)7

I



t2r-122

t2r
Tuming away from an annoyrng shysler who's trying
to sell you a mongoose paperweight made of plaster,
you 6nd your way blocked by six men dressed in
hea',y armour; they are ciLy guards. Once you see the
gnarled old weasel who is leading them, you understand
what all this is about: iL is Quinsberry Woad, Gal
lantaria's chief tax collector with his personal retinue.
Woad produces a scroll hom the depths of his over-
large robes ard says, 'Captain, I am hereby authorized
to serve you with this Bill of Taxes. which musl be paid
fofthwith. In lieu of satisfactory fiscal seltlement, I have
an open warrant for your arrest.' He Presents you with
the scroll and continues, The original balance, charged
at compound interes| half-yearly and at a fixed annual
percentage rate for five years, comes to 5i68 Cold
Pieces precisely. Do you have the money?'

You clearly have not got and cannot afford to pay such
a vast sum; now you regrel ever returning to the
capital. But what will you do? You could plead poverty
and let Lhe guards arrest you (tum to r99), try to bribe
Quinsberry WoaJ (turn to 299), or tum on your heels
and rnake a run for it (tum to ,lE).

t22
You snatch the mirror from your pack and brandish it
in the face of lhe Gorgon - who falls victim bo her own
dark forces. But even when she herself has been fumed
to stone, you still avoid her repulsive gaze. There is
nothing more to see or do in her lair, so you hurry back
to the junction. Will you now go to the left (tum to



t2t-'24

2r7), to the dght (him to 296), or straight o& out of
Lhe caves (tum to EoI

Lightning-swi{t reflexes
t23
and total trusf in your old

friend enable you to drop prone as a razor,sharp mach-
ele goes llying over your head; il jusl misses Villgran
and embeds itself in a tree trunk. One of the Haggwort
threw it aL yor4 the same Haggwort thal Wulf has just
killed. Wlll you now rush over lo the banicade (tum to
298), go in search of lhe witch (tum to r4z), or leave
lhe town (turn to 2t)?

324
You will never regreL buying the wondrous cape; the
Warriors race blindly past Leaving a cloud of dusl in
their wale, they sweep out of Magyaar Pass and speed
northwards. Tum to ro2.

t25

You have found the clowl's Circus Joumal. You don't
have Lime to read all of it, but, ln lhe few minutes you
do spend on the book, you leam a couple of important
things: the circus was taken over by force, a year ago,
by a sorcerer named Skarros; he it was who replaced
the performers with plant-like deaLures called Man-
dral<es. These Mandrakes car take on Lhe aDDearance oI
an' one person they touch: they then fulJ aheir victim
so thal they can adopt his or her identity- The cfcus is
Lhe ideal cover for the Mandrakes, as they havel from
place to place, spreading theh evil plague. Fo unately,
the joumal also menLions Lhe Mandrakes' only weakness
- firel Suddenly you hear a noise outside. You had
better get out belore your presence here is discovered.
Retum Lo 2jj and pick an oplion you have not chosen



t26-128

326
Convinced that th€ sphere is nol meant to be a goodwill
gift, you step aside. The moment it hts the floorboards,
it bursbs open into a multitude of spring loaded spikes,
blades and razor-sharp edges You dread to think whaL
would have happened if you had actually grasped the
thingl The Man-Orc, the veLerans and the landlord all
laugh at your'chicken dance' Will you now attack the
Man-Orc (turn to rtz), try to expose him for whaL he
really is (turn to 3ro), or rgnore them all and go to the
bar (tum to ,)?

You turn and run, but the Dark EII archers are ready for
you Roll one die and deduct 1 {rom the tot, to see
how many arro*s hit you deduct z points from your
sr^MtNA for each arrow that hits. If you are strll alive,
you keep on running, pulling the arrows out of your
back as you gol But the cultists continue the chase
Worse, you can hear the shouls ofmore cultists coming
from f,is side of the chasm Will you now go to the left
(hlrn to 32), or io the dght (tum to 278I

128
Beyond the door is a cramped kitchen, where you see a
large kennel housing a labrador who lies flat, with her
chin fJopped on the tiled floor As you tiptoe past, shc
lifts her eyebrows lo peer at you, cocks an ear, yawns
and then goes back to sleep. You nip out through the
back door and find yourself in a nanow street Turning
nght would Lake you back towards Quinsberry, so you
turn left, and laugh when you hear the labrauor growr

129-tar

menacingly a[ your pursuers, whose claftering armour
and loud shouts have disturbed h€r rest. Turn io 22.

,30
You rush to the hermit and restrain him_ The voice

regrettable force

HAMMICUS SKILL 5 STAMINA 7

If, after one round of combat, you decide to let Lhc
hermit open the door turn to 3r4. Bui if you are still
determined to stop him, tum to 76.

-L



Hustings, the rnagic inside the Haggwort heads stems
from this 6ery source. It was the same magic that
reanimated Urtha, and it was the only thing that could
have deshoyed her She perishes inslantly Events have
come fidl circle, the comrpted earth-magic has run rts
course SomethinS clatlers at your feeb iL is Urthat
Iron Band. Though you have no wish Lo control Lhe
Haggwort, you feel compelled lo pick il up (add il to
yow Adoenfure Sheet). ^{ou look once more aL Lhe
ffreplace The eyes and lhe mouth have closed, and lhe
whoie Lhing is starting to sink back down inlo lhe
marsh taking the tower and lhe pinnacle wilh il You
hurry out of the place before il collapses allogether,
and make for the soulherly road ouL of Lown. You see
the Haggwort wading back inlo the moors, retuming
to their resling places once more. Tun to 2j.

As the Geomancers remove their sickles from around
your neck the Arch-druid raises his arms and says, 'In
accordance with the ancient laws of Lhe Homed God,
you have passed the tesL ard are free Lo roam the
power lines of Tilan We have enacted our destinies
and can do nothing mor€. Take this' He pins a small
brooch in the shape of a green leaf on you 'lt is a token
of lhe Eafth moLhe/s goodwrll. Times are changing and
the Mother is theaLened. You are the one who will
help This has been foreseen Now gol Look for help
from Titan, for only if has the strength to guide you on
your hopeless lask.' Add the Green Leaf Brooch to
your Adomture Sheet. The Arch druid's servanls lead
you to a gale at the back of lhe grounds Passing

tt3-314

through iL, you come to a narrow street. Will you go to
the left (tum Lo lor) or to lhe right (hrm fo rr8)?

145.

3t4
Sweat pourc off you as you walk for hour after hour

way of escape. You search for an exit out of this
tighlening cordon and gasp with relief when you see a
cave near by Then agai4 you aru in fhe Witchtooth

use i! Lo lry and sneal unseen through the Orc ranks,
tum to 163

I
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t t )
Though the struggle was hard, you have defeated your
foe. The Shadow Warrior falls, wailing, in an untidy
heap- Yet no sooner does the evil fiend hit lhe ground
than dark vapours start to rise from its body You stand
back and watch as rhe foul fumes enshroud the corpse,
obscuring it from sight When they clear, the body is
no longer there- Only a scorch on th€ earth remains.
You may have beaten the Warrior, bul you have not
destroyed il It will take more Lhan the weapons of
mortal man to Lay such seatures to rest: iL is more than
likely that you will meet one another again before this
tale is told. Rue the dayl Now continue your advenLure

t16
The sides of the pit are sheer and your numerous
atternpts to climb out all end in miserable fail-rle. Hours
pass before you hear a female voice whisper, 'Don'L
worry, l'm coming lust a second longer.' It is with
renewed hope fhat yor.r look up - inlo lhe face of a
Corgonl You turn to ston€ beneath her cruel gaze

You clamp the creature's ankles logether jusl in time. lt
tries to Bet up buL falls flat on its face. Its eyes glare
wrth batred and it hisses wilh rage as its arms scrape
along the floor towards you You step nimbly round
the creature, keeping oul of the reach of its swords Il is
one of the ancient Kalundai But lookl The chain of the
manacles is already sLarting to weaken. Turn to ,2o

!-1'.,.' 
. '
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t18
You give Quinsberry a shove so that he totters back
into hls guards, ard they all fall over in an untrdy heap
The troops raise the alarm and lhe taxman squawks
with rage; never has he been so humiliated in his entire
life Rath€r than reskain you, however, the bystanders
just stand lhere, laughing loud and long at the pompous
official's piight Before Lhe guards carr regain their feet,
you flee A few mehes ahead, you come to a junction.
Will you go l€fl (tun to 3jr), right (tum to 384), or
straight ahead (turn fo rl4)?

, t9
Eager Lo lend a hand, you rush over to the gallanl
warrior and introduce yourself 'l don't believe rt,' he
gasps. 'Of all the people I couldve hoped for rn Lhis
hour o{ needl'It is Wulf, your old friend and fighting
companion from the War oI the Four Kingdoms. You
retun your comrade's embrace, then lisLen intently as
he explains 'lL slarled a few days ago, with the coming
of the witch Her tower just rose up out of the earth
Every mght since then she's been sending theHaggwort
to destroy everyLhing in ther path. Everyone's too
scared to face the witch I Lried once buL got nowhere.
BuL come, the Haggwo have reached the barricade'
He points out an old man. 'That's Villgran. He has
armour and rwo.ds should you need then

Will you go over to Mllgran (tum to 97), accompany
Wulf to the barricade (turn to 298), or go to cut the
evil off aL its source, the witclls tower (tum to r42!

34r
Though meant for the woman, the 6ery spell has
descended upon you. From afar, a wizard his been

ing. Now where can you find some tasty flies?

t40-t4r



342-144

342
All the wind is knocked out of you as you are sand-
wiched between the door and the hard rock wall (deduct

f po'nis From your srAvrrar. l f  you are sir l l  al ive you
enter the dark shelter. Though heavy with the stench of
Orc, the cave is well nigh bare and is unrnhabited at
present. Black robes and a tom map of Royal Lendle lie
on the floor. The only other lhing of interest is a small
metal casket. lt is locked but if you have a Black Key
or a vial of Metal Rot you may oP€n it (tum to tt4 -
and cross off Metal Rot from your AtlDenture Sheel if
you use thaf). But if you don't have either of these
things, or would rather leave the casket alone, tum
to 248

t4t
You spdnt across $e bridge and soon reach the far
side. There, you see that iL is suspended by strong
ropes fied to woodm posts. More fleet-fooled cultists
are crossing the bridge afto you. If you want to try
and cut the ropes so that the bridge and all the howling
cultists on it fall inlo the chasm, tum to 246 If you
would raLher keep on runninS, turn Lo 32?.

t44
You niD into the qibberirs wretcht hovel and let him
guide you inro r"bo.k room From whrch there is no
other exiL- He tells you to wait in here until he gives
you the 'all clea/. You do so, and some tense minutes
pass before the door is thrown open by seven city
guards! Behind them, the old rascal gleefuJly toys wrth

345-148

a second Cold Piece - the lhings some folk will do for
money! Turn to r99.

345
lusl inside the doorway stands a small box As you
walk in, the lid of the box flips open, releasing a boxing
glove on the end of a spring lt flies up and punches
you on the nose (deduct 1 poinL from your srAMrNA).
Ki&ing the thing aside, you search the wagon. Only
two rtems draw your attention. Which of the two do
you want to look at 6rstr the safe (turn to 59) or a large
book, lying on the clown's desk (tum to lzjl

146
Your actions are totally futile, and your corpse soon
joins those of Mendokan and the others butchered in
Magyaar Pass.

147
The circumstarces are perfect. You grab a Fire cracker
and hurl rt to the ground in front of Ennian's mob. In
fhe total darkness of the nanow brick lined alley, the
echoing explosion is most effective. Your enemies fall
back, clutching lheir eyes and ears, while you, having
taken the trouble to close both, make good your escape-
Tum to 84.

348
You run, in order to gain speed, then iump. HugSing
your knees, you roll over and over Lluough the air and
then let go, so that your legs shoot out and catch
Voivod in the chest, kicking hrm away from the bell.

t



,49

Tesl your Shll If you succeed, Lum to 261; but if you
fail, tum to rJj

149
Night has fallen by the time you reach the hemrt's
cottage Hammicus the hermi! is a friendly old man and
he wastes no time in providing you with a hot meal
(restore 2 STAMTNA poinls) As you eal you sk total
honesLy and tell Hammicus all abouL your quesl Frown
ing, he goes over lo consull a book at his desk, then
says, 'Over Lwo thousand years ago, there exisfed one
Voivod, whose very name was a b1'word for cruelly.
His power threalened lfe itself; but the world took
shape in the form of lhe EarLh-molher and the Homed
God; together, they fought Voivod and defeafed him
They were noL able lo kill death itself but could only
imprrson him in a secret place Voivod's five lieutenanls
disappealed, never Lo be seen again - or so it seemed
For now we can understand the old nursery-rhyme
The Shadow Warriors have been seeking Voivod's
prison in the hope of {reeing hrm, so that he may
embark on a new reign of terror It is said that a book,
the Aslrakkaans Nuneris, predicts Voivod's return and
provides the means whereby he can be defeaLed. I don't
know if the book fruly exists, but I lo know that
Voivod is abou! Lo walk Titan againl'

Suddenly, there comes a heavy pounding on the door:
Lhree slow, booming knocks that almost shatler the
wood They are followed by a low, mournful voice
'Father, it is I, your son. Please, let me in It is so cold
out here'
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Hearins this, Hammicus falls ba& and cries in sorow

and terior,'lt cannot be My son did seven years aSol'

But he overcomes his fears and makes for the door'

Uriless vou stop him, the hermit will admit his long

d"ad son. Wrll you try to stop the hermit (turn Lo 33o),
or let him unbar the door (turn to lr4I

suorise. Lu&ily, none of the anows hits you as you

throw yourself to the ground Wrll you ofier your

services to the Orcs of the Big Boulder, so tha! you ca,r
Lake your revenge on your caPtors (fum to ,77), or jurt

let them get on with their own fighling and flee south-

wards (tum bo 2E2!

15r-tJ'

35t
The road you have taken leads into the beggars' quarter,
a maze of narrow streeLs strewn with n-rbbish, layabouts
and pickporkets. As you wrnd your cautious way to-
wards its centre, you hear lhe shouts of your pursuers
fade rn the distance. Howev€r, rt is certain that Quins-
berry's men will not give up the chase, so you keep on
nrnning. If you are carrying a Loaded Die, tum to 266;
otherwise, fum to j6o.

,52
Rourding the comer, you enter a large room which is
strewn with clothes, personal belongings, caskets, jewel-
lery and musical instruments, all from various periods
of lime. BuL Lhere is no sign of whaL is causing the
hissing - a sound which keeps getting louderl lf you
want to risk searching through all the Lhings scattered
about here, tum to r55 If you do not, you will have to
retum to the junction and either go left (tum to rj9),
right, which will take you out of the caves (Lurn to 8o),
or straight ahead (tum to 2r7).

5)t
Just as things are startrng to look bad for you, Wulf and
three brave fownsfolk come Lo your aid. The five of
you just finish off the remaining Haggwort, but you
have no such lu& with their evil device. Nothing you
do can dislodge or damage the earth-shaker in any
way. You can only watch as the nearby houses start to
fall, shaken apart by the vibralions in the earth. 'All is
lost!'cries Wulf 'lfs the wrtchs doing. We must take
the souLh road and flee.'Willyou do as Wulf suggests

-t-
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(tum to 2J). or leave him and go in search of the
'witch'(turh to r42)?

3t6-3tj

l'
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If you win, you may either continue to fhe south,
across more open counlry, towards Hustings (hlm to
r35) or go back to the road you left earlier (tum to
r6o).

3t8
Drawing nearer to the circus, you see that the dozen
pe omers are an odd mix of acrobats, Lumblers, animal
Lrainers and so oni each is busy dealing with his or her
own props. One 6gure seems to be in charger it is a
down, a lithe woman already dressed n her show
costume, her face covered with grease-painl depicting a
6xed smile that looks almost simster You walk over to
the clown and ask her where the circus is going and if
the wagons have room for an exha passenger Her lace
breaks into an even wider smile as she replies, '\rye are
goirg to Shattuck. As for passage, you will have to
eam your way. Are you amusing? Can you run a
sideshow? Perhaps you know a trick or Lwo?' lf you
have BarLolph's die, tum Lo r3E. If you don't, wrll you
ask her Lo give you a chance to prove your worth (turn
to 2r4), or admit bhat fhere's nothing you can do that
would be of use to the circus, and tum away, to
continue your joumey alone and on foot (tum to 9)?

159
You ignore the black slop - and wisely so, as the thing
rs al ive. I t  is a Slod Kedbolm. whose skin is poisonous
Bored with waiting around, the Slod-Kedbolrn slithers
away. You keep your eyes on the cleature, ultil you
are dishacted by silken tones: 'lL is ill mannered to
refuse hospitality' Turn Lo 49.

360-6r

360
You hare up the street, with six sword-waving ciLy
guards in your wake. No[ far ahead, round the corner,
is a magician's shop; maybe you can shake off your
hunLers by hiding in there. However expedence has
taught 'you thaf such places are perilous, if fu1l oI
possibililies Will you enter the magicran's abode (tum
to roJ), or pass it by (tum lo 216)?

36r
You wake up - even the Nightmare Masler's aLtack
took place rn your dreams! BuL now your ordeal is
finally over, and you feel your strentth returning (re,
store 3 points of srAMrNA). Then you near a row,
echoing voice: Though I murder sleep, I can never die.'
It is Lhe Nighlmare Masfer Beaten for now, he departs.

Chmbing to your feef, you see Lhat you are in a small,
din y lit hallway Four doors lead out of it One of
them opens and two frgures waik ouL Dark Elves, clad
in monastic robes You dodge back and hide in a
shadowy alcove as they walk silenLly across the hall
and pass through one of the other doors They are
cultrsts, and this is their temple. If your sacrilegious
presence is detected here, you will most certainly be
killed. Will you go through the north door (tum to
374), the south door, after the two Dark EIJ orltists
(tum to 68), the east door (tum lo 89), or the west
door (tum to t6)?
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162
'I-ook at his reflectioo' she says. 'Korin may be scared,
but she's not stupid.' You angle the minor so that the
Burgomeister is re{lected in it. Nothing could have
prepared you for such a shock as this: there, in the
silvered pane, stands lhe Bwgomeister, exposed as a
vegefableJike humanoid. You us€ the minor to look at
yourself and at Kod& you both look normal. But the
Bugomeisterl You try looking at him again in the
minor - and the result is the same. llds a Mandrake,'
spiLs the woman.

Ennian iust smiles and calls over his shoulder for some
help Then he tums ba& lo you.'You shouldn't have
done Lhat, it was mosf impolite,' he sighs. 'Still, there's
no reason why we can't sort out our differences peace-
fully. If you'll just hand over the minor and come
quietly . . .'

Behind yor.r" Korin runs off lowalds the far end of the
alley. Will you follow her (tum to t4) or altack the
Mandrake Burgomeister (turn to 2J2I

163
Telling the Orcs what you think they want to hear, you
admit to being a spy, sent by the Court at Royal Lendle
Lo discover enemy movements. 'Hah! See, I told yerz,'
snaps lhe shaman lriumphantly. 'A spy. The ainshunt
Iawz tell rzz wot ta do la spies, don'l they?'Having
lost another round in his power struggle wilh the
shaman, Uggamonggo shrugs and, with ar air of some-
lhing approaching sadnesg draws hrs long lcrife. Your
adventure ends here.

"[
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364
Once, twice, three times the low sonorous chiming of

of them scattered about the arid landscape, but soon
they will all be free - all ten thousand of themt The
Voivod slrik€s the bell again and agarn Now you rush
forward to s[op him, but the shambling Undead obey
their master and bar your way. Roll two dice to see
how many of the shambling Undead strike you as you
6ght your way through them. For each hil, deduct 2
points from your STAMINA. Armour and Tesling Uour
luc[ may be used to reduce the amount of damage
done to you If you swvrve this battering, tum to 71.

,65
No one hears Lhe &awn-out scream! as Lhey echo
round and round the sewers. The Slygore has droPPed
down on bop of yoq and it is with a shange feeling of
detachment thaL you realize Lhe screams are your own

!66
You have found the vital book of numbers, written by
Parcleasus the numerologist. You leaf through it until
you find the most importanl page and tear it out of the
book. You can sludy the page now or at any time in
the fuh]'e by turning to 16 (note this number on your
Adpenlure Sheet) Just as you close the book a secrel
panel in the far wall slides open! If you have a Chame-
leon Cloak, tum lo rz7; oth€rwise, tum to rto.

rE-tq

t6j
The people of the small iown are already preparing for
war, collecting whatever weapons they €an lay their
hands on Upfumed wagons, wooden boxes and bits of
fencing form a pitiful makeshift barlcade between the
Lown and the moors Seeing thaL you are human, and a
stout fighter to boot, the townsfolk hurry you blrough
the blockade But they have no time for pleasantriesj
Lhey tum lheir aftention back to the dark silhouettes
stalking the moors. lnside the barricade an annoured
figrre rallies his people with a call to arms: 'Stand fast
We must not fall. The witch and her devilry be damnedl
To armsl To armsl The Haggwort are upon usl' Will
you:

Use the conlusion of the battle to {lee
souLhwards, out of Lhe townT Tum to z5

Make yourself known to the brave
warrior and offer your sedices? Tum to 139

Slip away and investigate th€ skange
lower on the pmnacle? Tum to r42

36t
The door is locked. If you have a Copper Key, or a vial
of Metal Rot (which you may pour into the lock - cross
it off your Adomture Sfuei), tum to rrz. If you have
neiLhet turn to 2t8.

3q
Whether you fall victim to an unseen trap or to a
lurking creature is unimpo anL. You were foolish to
enLer such a dangerous place without someLhing to
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light the way, and you have pald the ulLimate price for
your folly.

t70
The fight is a long and hard one, but Lhe ciLy guards
evenfually regain conhol. Many People have been
iniured and some includrng all the agitators, have been
killed. The guard marshal tears the dead leader's black
tunic ope4 exposing the rnark of Chaos branded on his
chest! Moreover lhe corPse is weadng a magic Pendant
which made all but the shongest-willed of listeners
susceptible to his foul utterances. He was iust one of
Lhe many servants of EvIl who are beinS sent to upset
the uneasy alliarce between the four kingdoms Satis-
fied, lhe marshal tums to you. 'lt is fortunate that you
were here, mercenary,' he says, 'the struSSle may other-
wise have gone differenlly Before this disgrace
occurred, I had the chance to leam something of your
plight. Therefore, as a reward for your efforts here, I
grant you a Scroll of Civic Pardon. From now on, you
are free of your debt to the City.' Restore 1 LUc( Point,
and add the Scroll of Civic Padon to yo:ur Adumture

After all thrs commotion, you decide that you had best
be on your way to meet Mendokan's party Ifyou want
to leave the city by the South Gale, tum to z7z. If you
would ralher leave by the nearer East Gate, turn to 60

37r
You reach forward to touch the disgustmg object It l5
wann and slippery, and il pulsaLes nauseatingly

372-174

Suddenly the mesh of tubes wraps round your hand in
an iron grip. Small barbs grow oul of the veins and the
whole mess starts crawling up your hand. The only
way to stop it goin8 any furiher is by cutfing off your
owTl hand at the wristi If you have a weapon and you
want to take this drastic step, tum to zEo. If you would
raLher wait and see what happens, or if you don t have
a weapor! fum to t5

112
You follow the mysterio; hdy back towards the old
tower. She opens the single, hear,y door and beckons
you inside. You do so . . . and see stars. She has hit you
hard on the back of your head with a cosht you fali to
the floor, mconscious; hrm to 186.

In this case, you may either continue in a northerly
direction in search of the hermit who, the highwayman
claims, is dead (tum to r49), if you feel you have
wasted Loo much time here already, you may head back
south (tum to 44), I{, howevel you roll higher than the
number of Cold Pieces you have of{ered, Lum to 9z

174
You open fhe north door and €nter what must be Lhe
cult's chamber of worship. One side of Lhe room is
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taken up by a long altar, resplendenL wiLh saoed para-
phemalia. Behind the altar is a huge statue of a Dark Elf
wilh six arms, and behind the sLatue is an open archway,
tlrough which you can see a descending staircase.
Suddenly a loud gong resounds and the room is plunged
hto darkness - the glow from the walls now gone. The
hall door opens behind you, and you hear a rush of
footsteps come into the room If you r,r'ish to slip down
the staircase, Lum to 29t If you would raLher stay
where you are, turn to 297

t  / )
You lift the circular lid and climb down a set of mngs
into the dark sewers- Though no guards follow, you
hurry on, your path running alongside a sLomach-
hrming river of sewage, Soon, however, you are hope-
lessly lost in the meandeling underground complex and
cannoL find a way back up to Sround level. Things get
evm worse when you hear an awful moan arise from
the deplhs of the sludge. If is with a sense of despair
thal your worst fears are confirmed fot lifting high out
of th€ water to Lower above yo+ is a dread Slygore. Il
is said lhat th€se creaturcs ar€ unwiltingly created by
the city's many alchemists and sorcerers who, despite



AtLack Lhe creaLure?

n6-3i8

public protests, are forever Polluting lhe city sewers
w th the poterr by producL: o[ their esoteric exPeri-
ments. Such wdstes reacl with lhe efJluent to form

Slygore, shambling mounds of murderous filth Will
you:

t79

its cavemous Sreen mouth- In some ways the qeatures

resemble giant flies, but they have human heads, and
bits and pieces from a variety of other plantg animals
and insects. They are Crombane, spawn of the dying
earth, and, though they are Loo heavy to fly, they are
powerful rurners. They charge towards you, yowling
like demented wolves, their disgusting legs lhrowing
up clods of sodden earth. Will you stand and 68ht (tum
to z9o), or flee (lum to r4)?

t79
You must fight all six Haggwort at once but, because
you are in a batll€-rage and because you know of their
weaknest you inflict STAMINA loss on each and eveq/
one you hil,

Turn to 70
Look in your pack for somelhing which

may defeat it? Turn to 2ro

Flee from it? Tum lo 3t6

' t16
Your victory was a hard-eamed one. The woman fought

lile an anmal, and wh€n you struck her you saw thal

her blood was green! There is clearly some Sreat evil at

work here. You turn to go, but just then you hear

away; tum to 2lr

A shower of sLubby Orc :urows rains dov'rr on you'

Your advenh.rre ends here.

vour spine (dedu(t 2 pointt hom uo,t 51a11114) You

.ti-b Lu.t on to your feel and watch as the evcr'

shifting face spews lour rePulsive abominations ouL of

First  HAGGWORT
Second HAGGWORT 9 3
Third HACGWORT
Iourth HAGGWORT I 1
Fifth HAGGWORT 10 4
Sixth HAGCWORT 9 2

After two rounds o[ combat, tum to ,t].
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tao
The lhree Gne-honed blades swish together and close.
Your adventure ends here

t8r
When you hear a sharp dict come from the floor, you
don't wasLe any time thinking. You leap forward, just
as the floor gives way beneath your feet. You have
avoided falling into a deep pit, Moving on from the
hap, you come to a jrmction. Will you go:

384-1t6

around, you see that you have descended in the very
middle of a crossroads and that the walls of the four
smooth passages emit a faint glow. Will you now go:

Left?
Righl?
Straight ahead?
Back the way you came and out of

the caves altogether?

t82
All is chaos and confusiorr' says Jack-in-the Green
'Arger comes too swiftly in these troubled times and,
where there is arger, death is sure to follow. Your task
is to heal old wounds, lo find peace in Narbury. But be
wamedl Violence can never be the final answer Evil
must defeat itself Your duty is to help, not to spread
htther anger- When you think you have succeeded, say
the word "Cerunnos" in your mind and we wi)lsee what
unfolds ' Tum to 198

t8,
tr\hen you reach the bottom of the ro'-rgh shafL, you
discover Lhat it is not wide enough for you to tug your
grappling hook free. You will have to leave the rope
behind (cross it off your Adoenfure SheelJ Loohng

Tum Lo 106
Tum lo rr4
Turn to r22
Tum lo r44

ta4
Your road brings you to a small courtyard filled with
fruit and vegetable stalls. The only way not baned by
city guards is to take a sharp left up a narow street,
Before going round this hlming, you may try and delay
your pursuers by tipping over some of the stalls. I{ you
wanl to do bhis, hrm Lo rro. If you would rather keep
on running, tum bo 78- However, if you would like to
stop and give yourself up before thtngs get too serious,
tum to r99.

tEj
Though you don'f really know why, you take a pick-
axe and start digging. And in only a matfer of hours,
you have managed to cut most of the skeleton fiee of
the sandstone It is only then that the hands of the
skeleton start movingl lf you have some manacles, you
may use Lhem to bind its bony hands togeLher. Is
Guignol still alive? If so, tum to ro9. If not tum to
r8t .

,86
After a few unevenL6J hours you reach the foothills
of the mountain range. There is no way over these

North?
South?

West?

Turn to 296
Tum to 2r7
Tum to r19

Tum to Eo
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treacherous peaks. lnstead your road ends at a massive,
piLch-black cavemouth This is Lhe much-used entrance
into the infamous honeycomb of funnels which is said
to permeate the entire Line. It might well be considered
foolish to enter these caves at all, but it would be
suicidal to enter them wrthout a lan[ern. If you have a
lanLern and you wish to enter the cave, deduct one skin
of oil hom your ,4fuenture Slvel andttmto z4o.ll yort
are foolish enough to enter the cave without a lantern,
tum to 369 But if you would mther avoid Lhe caves
allogether, you will have to make your way back to the
Shattuck road; tum to 3r4.

387
It is with a sense of antidimax that you discover that
the Hall of Dreahs is iust a room 6rll of bending
curving mirrors which pple and distort your reflection
in a supposedly humorous way. You're noL laughing
... And you're still not laughing when one of the
mirrors disappears, right before your very eyes, reveal
in8 a $nall sLone chamber beyond - a ctramber which
cannol possrbly be real since th€r€ is no way it could 6t
inside the wagon. You lifl your hand and move it
slowly through the mirrof frame. The room is real
Looking inside, you see a man sized shape leaning
against a sfone slab. It is alive wiLh all sorts of fearsome
growths and a mesh of revolting veins hangs down
hom it to the floor, where they are wrapped round the
wifhered carcass of a badeer. The veins have sucked all
the life-juices out of fhe poor animal Without warning,
another mesh of veins shoots out towards you, but falls
short. If you have read Hegmar's Wamin& tum to 2o4-

l
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If you have not, you may eith€r touch the mesh of
veins (fum to ,7r), attack the foul creature (tum to rt7),
or leave the place altogether. If you decide to leave,
reLum to 2tj and pick an opLion you have not chosen
before.

3E8
Looking at lhe map, you need to know two things: the
firsl is where you lhink Voivod will be righl now -you
will need a degree of common sense to work this out.
Once you have decided where, on the map, Voivod is,
you will have to tum that place-name into numbers If
you have this knowledge, set to work immediafely.
When you lhink you have found the right number turn
to it If the enhy you tum lo does not mal(e sense, you
have chosen wrongly If the entry does make sense,
carry on with Lhe adventure. Because you have faken
so long to reach the village, you get only one shot al
this. If you choose wrongly, or if you just don't know
how to 6nd Voivod in the fust place, tum [o zz9

ta9-1gr

,89
Your ploy works like a dream: dozens of people all
round you scramble in a mad hunl for the few pitiful
coins you have scattered among them. The city guards
rush forward Lo quell the chaos, leaving the exits from
the square unguarded Are you tempted by lhe sight of
the green and pleasant grounds of a small temple,
bordered by a low wall (tum to 164), or do you steal
away down a nanow lane (turn to rr8)?

,90
Only when you reach the 'man' do you reahze that he'
is far from human, Darlcress prevenLs you from seeing
just whaL lhe creature is, but you have no koubie
hearing its swamp-gurgled snarls, or in catchrng the
dint of the vicious blade it swhSs towards you!

HACCWORT

If you win, tum fo t

39'
While al lhe stores, you cast an eye over the equipment
for sale there. You may buy a sword for z Gold Pieces,
or a mace ior 4 Gold Pieces, the mace costs foes 3
points of suurrr each time they are hit (4 points if
you Test your Luck successfully, bul no points if you are
unsuccessful). For 5 Gold Pieces you may also buy a
surt of iealher armour. Though the armoLu is not builf
to last, it's inoedibly tough. It can take a total of 5 hits
before it becomes useless. If you are hit while wearing
leather armout you lose only l poinL of srAMrNA
instead of 2 (no poinls o[ srAMrNA if you Tesl yout

SKILL IO STAMINA 4
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Luck successfully, but 4 poinls if you are unsuccessful).
You must also add 1 to any Test your Skill rolls you
make while wearing fhe armour If you buy anything
here, add it to your ,l/umture SfueL and, d,edtxt the gold,
you spend UnfoltunaLely, no one in lhe stores has
heard of any 'man of numbers', so you will have Lo
continue your sealch in either lhe tavems (tum to zo9)
or the town square (burn to 27).

,92
You do not want lo kill the guard - but you won't
have to if you can disarm him Berng a professional, he
will surrender once he loses h$ sword. Fight the guard
as normal bul, if you hit him, you do not injure him (for
that reason the gr.rard does nol have a sraMrNA score).
Nothing happens unless your score in any Attack
Round is at least J points higher than the guard's, in
h/hici case you disarm him and the combat ends. Note
that he has no qualms about iniuring you.

,94

the constant skeam of malice which descended on them
from the Witchtooth Line: Ogres, Demons, Gobhn
raiding-partjes and worse. You are passing through the
outskirts of the fown when you come to a lall tower,
standng alone like a needle in the darkness. A light
shrnes in the uppermost wrndow. If you wan[ to slop at
lhe tower tum io r4r. If you would rather press on
into towl! h]m to 212.

,94
This Shadow Warrior carries a mulfitude of finely
clafted daggers, slung in bandoliers across its chest Al
the start o[ each rourd of combat, the Warrior throws a
blade at you. Roll one die, if you roll r 4, the daggcr
misses; but if you roll 5 or 6, it thr.rds into your flesh
ard you mr.rst deduct z pornts from your sr-evIre
Armour or Tesfing vour Laci< wrll not reduce lhis
damage Whether the dagger hits you or nor, you musr
then fight a normalAtlack Round of combaL

Second SHADOW WARRIOR sKrLL 9 srAMrNA 9

If you defeat the Wanior, tum to 3rt.

CITY GUARD sKILL 8

More guards are climbing up on to the roof even as
you are fiBhting If you have not disarmeo your roe
after four rounds, you will be captured (tum to r99). If
you do win, you will have to jump down on to the
horse after all (turn to roo).

191
Mooniight paints ihe night time landscape wiLh an
eerie silvery glow, illuminating your first view of
Cumbleside. This town was abandoned long ago its
residents weary of having to guard themselves against
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t95
Inside the large cavemouth, the sunlight gives way to a
gen[le glow - the walls are luminous. Test yout Luck Il
you are Lucky, tum to ,8r lf you are Unlucky, tum to
19I '

t96
Roggmondo hesitates, then relaxes and says, All right,
I believe you. I've no love for that money-grabbing ball
of grease and greed either. I'll hide you - but if this is a
trick and you're really working for that swine, I'll make
sure you don'l see Lhe year out. If I don't get you, the
Tattooists' Guild will.' He takes you to a back room,
where another room is located. hidden behind a secret
Panel

You spend at least an hour in here before Roggmondo
tells you you can come out. Some guards /ld search the
place, he tells you, but Lhey never once suspected your
presence. You Lhanl Roggmondo and promise to retum
the favour one day. l4rhen you leave the lattoo parlour,
Woad's men are nowhere to be seen.

197

If you still wanb to visit Lhe east side of the market, hrm
Lo 8z; if you want fo visit the west side, h_rm to 66.
You may not revisit a side you have already been to.
\then you have finished any visiLs, you must leave ihe
city Do not follow the inshuctions giyen on fhe market
pages; instead, you must leave by either the South Gate
(tum to 272) or the nearer East Cate (tum to 60)_
(Note these nurnbers ot your Adt:mfure Sheer.l

,91
For a moment you stand, losl in thought, but your
reverie is disfurbed by a familiar voice. Though no one
else seems to see lt, the grass on either side of the road
rustles with impressions of Ja&-in-the Creen. This is
the reward for fooling with nature. The elements have
no faiLh rn man the builder, man the user man the
desioyer, yet you carry tokens oI worLh. You are not
the one to light 6res, to chop down hees, to level
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mounfains You a.e good. The Earth-mother and the
Homed God await you' You are suddenly overcome
by a skange dizziness Tum to 90

' 398
'Troubled times await you,' the enigmatic 6gure con-
tinues, 'bul the Homed God sends a gesture of good-
wrll: hnd the man ofnumbers, orhis book Wilhout either,
you will fail' Then the face is gone You decrde lo ally
yourself wifh the elemental forces whom lack-rn-|he-
Creen serves as a messenger You will be the Earth-
moLhe/s champion againsl lhe evil Shadow Warriors

GomL is actually much further south than it appears on
your map/ and it is night-fime when you finally reach
the high town wall Passing through the No*h caLe,
you hear noises o[ unrest and catch the smell of smoke,
yet you don't see any town guards, no gaLe wardens,
no one at all. You are wondering what Lo do when you
see a young man come running out of his home He
shouls, 'Go away!You're not my wife'

A young woman comes after him. Smiling, she tugs
at his wflst and says,'But of cor.rrse I'm your wife,
silly Who else could I b€? Now stop b€ing foolish and
come back inside' The man refuses, and they shuggle
violenlly

399

If you wanL to try and put a stop to their 68ht, tum to
284. If you would rather leave them alone, and make
for the fown centre, turn !o 23r.

399
You find yourself on the Main Trade Route, far
south of Cauldon Ring Ahead, you see a number of
ga l) coloLred (rr l> and caravars. and a group ol odd
lookirg fol l .  Tl i .  rs lhe Cirr.us ol Drean-s, and the
Lroupe is about to move on It occurs to you Lhat you
could save some Lime on your lourney by riding wifh
them; it would also give you a chance to follow up any
suspicions you may hav€ about the circus's recent yisit
to Gornt. Do you want Lo hurry along and ask the
troupe for a lift (tum to 358) or keep your distance and
continue walking alone (turn to 9)?
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400
You dodge Voivod s bon€-crushing gauntlets and thrust
Lhe Spear of Doom deep into his armoured body He
cries aloud with shock, and you are flung back by an
explosion of Life-force. Astonishment numbs your mind
as you Lie there in the dirt and witness ev€nls almosl
beyond your comprehensior The shambling Undead
fall ba& into therr graves, and all6ve Shadow Warriors
reappear, only to be pulled sk,.wards in a whirl of Life-
force. The five fleeting shadows are scattered, howling
on the wind, never to return You look back towards
Voivod and see lhat his armoul has dissolved, revealing
an emaciated old man He stumbles forw-" ..y"rg,
'Lifel I had forgotten The smell of the 0owers, the
feel  of  the breeze. I . . .  I . . . '

The Sisters of Time, fhe Homed Cod and lack-in+he-
Green all appear before you. As one, they say, You
have done well, forsaking the hand of vengeful death
for thal of forgiving life By this act you have righted
all the wrongs and made whole all the cormptrons.
Voivod, Warlord oi fhe Apocalypse, is human once
more. Take him and reacquaint him with th€ ways of
life-' Then they are gone.

You stand there on the windswept battle plains, and
put your arm round Lhe old man who is crying with lhe
srmple joy of being alive

1:
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town and investigat€
to r4r.

2r7-22t

the fower you saw eadier, fum

With only a brief interval for some much-needed sleep
(restore 2 srAMlNA points), you mntinue westwards

enougl; they are sitting with a Man-Orc assassin who,
seeing you, shouts, 'l fawt I cud smell sumfink.I!,s a Ga.l-
lantreean.'

One of the veterans drawls, ?all lezz kjck the backstab,
bin' worm outta here.'

goads the veterans on to violence (tum to 265)?

2zB
Not a single one of fhe circus folk hears or sees you as
you imitate a dese* lizard and wriggle towards them.
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56
The door opens into a smali storage room. Among the
earthenware and bric-a-brac, you find two meals of
Provisions, which you may take Restore 1 rucK Poinl
for this chance ffnd. Now you wlll have to go back into
lhe hall and choose another roule. Will you go north
(tum lo 374), south (turn Lo 6E), or east (tum to 89)?

) l

The crowd's reaciion to your gamble is good - in fact
rt rs loo good, and yoir find yoLrrself in the middle of a
greed crazedcrush Cityguards race forward to breakup
Lhe stampede, a sLampede which lhreatens Lo squash
you If you like, you can call ouf to lhe guards for help
and give yourself up (turn to r99) Olherwise, you will
have to Lake your chances among a heap of clawing
and grasping bodies If you choose thc lalter course,
roll one die and deduct from your STAMINA thal many
ponts

If you survive, you may sneak out $rough one of lhe
square's now [nguarded exits. Wil] you escaPe over the
green and plcasanl Srounds of a small temple, bordered
by a low wall (turn to 164), or run do 'n a narrora/ lane
(tum to rr8)?

5E-6o

i8
Cupping your hands, you scoop the water up io your
hps The magical liquid makes your head spin as it takes
immediaLe effect Roil one die and follow the instruc
iions rn the table below.

Rol l

J
4
5

Nothing happens
Restore 2 STAMIN^ poinls
Restore 1 LUcK and 2 STAMINA Pomts
Restore r  LUCK and 4 STAMINA points

Restore 2 LUCK and 4 sraMIN^ points

Restore 1 sKrLL,2 LUcK and 4 sTAMINA Points

You may drink ftom Lhe well only once before moving
on, either norLhwards (Lum to j49) or back to the
south (turn to 44).

59
You open the safe and find ro Cold Pieces, which you
may take (add them to your hoard on yolr Adtenlure
Sheetl.lou are about to go over to examine ihe book
when you hear a norse outside You decide you had
belter leave the wagon before you are discovercd
Relurn to 2tj ard choose an oplion you have not
picked before

oo
Mere sLreets away from the huge East Cale, you come
upon a rarify on the streeLs of Royal Lendle a rubbish

'._


