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FACE FRONT, TRUE BELIEVERS!

In this book, you will assume the role of the
mighty Thing, as he battles the one enemy his
awesome strength can’t defeat-death itself!

Based on the popular MARVEL SUPER
HEROES Role-Playing Game from TSR, Inc.,
MARVEL SUPER HEROES Adventure Game-
books require only a single standard. six-sided
die; a pen or pencil: a moderate supply of luck;
and, most of all, your own personal skill in mak-
ing decisions as you play the game. If dice  are
unavailable. see page 12 for a simple alternative
that requires only paper and pencil.

MARVEL SUPER HEROES Adventure Game-
books have been designed to read easily, without
complicated rules to slow down the story. Once
you finish reading the rules that follow, you
should seldom find it necessary to refer back to
them. Your choices are clearly stated at each
choice point, with occasional reminders of addi-
tional options available to you.

Your adventure reads like a book, plays like a
game, and offers a thrill a minute-with YOU as
your favorite MARVEL SUPER HERO!



YOUR CHARACTER
Your name is Benjamin J. Grimm, but the world

knows you as the Thing, one of Earth’s mightiest
heroes, and a member of the renowned group of
super heroes, the Fantastic Four.

You grew up in the slums of Yancy  Street, but
managed to attend college on a football scholar-
ship. After graduation, you became an Air Force
fighter pilot, and then an ace test pilot. Your col-
lege roommate and best friend, Reed Richards,
who was establishing himself as a research scien-
tist, developed a rocket ship capable of traveling
through outer space. He asked you to pilot the
ship on its secret maiden flight. Also on board
were Reed Richards’s fiancee,  Susan Storm, and
her brother, Johnny Storm.

During the flight, the spaceship was bombard-
ed by cosmic rays that sliced through the ship’s
untested shields. The ship went out of control.
and only your incredible piloting skill prevented a
disastrous crash. The spaceship suffered irrepa-
rable damage, but the passengers were unhurt.
Unhurt-but changed. The cosmic rays gave
Reed Richards the ability  to stretch his body into

fantastic shapes. Sue Storm found that she could
become invisible and project impenetrable force
fields. And Johnny Storm acquired the ability to
burst into flame: in his flame-form. he could even
fly! You were the most changed of all, though. You
turned into an orange, 500-pound.  rocky-skinned
monster, capable of uprooting trees and lifting
cars as if they were toys.

That day, Reed Richards became Mr. Fantastic,
Sue Storm became the Invisible Woman, Johnny
Storm became the Human Torch, and you
became the ever-lovin’  blue-eyed Thing. ‘lbgeth-
er, you make up the Fantastic Four, and you’ve
been fighting evil and injustice ever since. Togeth-
er,  you have faced death many times. You are
about to face it again. .

PLAYING THE GAME
This book is divided into numbered sections.

Read section 1,  then select the next section you’ll
read from the choices offered there. By making
choices, you guide the story to its conclusion. Nat-
urally, your objective is to bring about the best
possible ending to your adventure. There are
many endings, and you can play again and again
until you find them all!

The Marvel Super Heroes portrayed in this
series of books have certain powerful abilities far
beyond those of the average human being. As the
Thing. your special abilities, which allow you to
attempt feats a normal person wouldn’t even con-
sider, are listed on the removable MARVEL
SUPER HEROES Stats Card located at the front
of this book. The Stats Card lists everything you
need to keep track of in order to play the game in
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this book. At the same  time, it doubles as a handy
bookmark.

SCORING
Playing the game requires that you keep track

of three thlngs-Health points. Karma points,
and Ability points--on the Marvel Super Heroes
Stats Card located at the front of this book. An
explanation of each of these follows.

HEALTH POINTS
Health points represent your general health or
life strength. If you are injured or become ill. you
lose some of these points. If you lose all your
Health points, you will fall unconscious and possi-
bly eve” die. In other words, if your Health points
drop to zero or less, your adventure is over. If you
are hurt or sick, you may regain some or all of
your Health points by spending Karma.  which is
explained in the following section. Always
remember, however, that it’s impossible to
increase your Health points beyond your begin-
ning total.

The Thing begins this adventure with a total of
35 Health points.

KARMA POINTS
Karma points represent the effects your actions
will have on your future. You can earn Karma by
doing heroic deeds, by making the right deci-
sions, and in general by being a good person. Con-
versely, if you do things you shouldn’t, you may
lose Karma. There is no limit to the “umber of
Karma points you can ear”, but you will do better
to “spend” your Karma rather than to hoard it.

You may spend Karma  on any die roll you make
to increase your chance of success.  Rolling high
numbers on the die is the way to succeed, and the
Karma  points you spend on a die roll increase the
number rolled on a one-for-one basis. Here’s how
it works:

You must make your decision to spend Karma
before you roll the die.

Once you commit yourself to spending Karma
on a die roll, you must spend at least 2 Karma
points. (This will increase the number rolled by
2.) You may add as many more Karma points as
you need to make your die roll successful, provid-
ing you have enough Karma to spend. If you
decide to spend Karma  on your roll. but fail the
roll because you didn’t have enough Karma
points to spend, or because you chose not to
spend that much Karma.  you still lose the original
2 Karma  points.

Karma may also be spent to regain lost Health
points whenever you reach a choice point in the
story. For every Karma point you decide to spend
in this manner. increase your total Health score
by 1 point. Be sure to subtract the same number
from your Karma  total. The reverse is not true,
however-Health points may not be converted to
Karma  points.

The Thing begins this adventure with 10 Kar-
ma points.

ABILITY POINTS
Ability points determine how easy or difficult  it
is for you to perform certain actions, called
FEATS. Whenever you are asked to attempt a

! particular type of FEAT, consult the ability called
for on your Stats Card, roll one die, and add the
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result of the die roll to your Ability Score. The text
will indicate what you should do next, according
to the total.

The abilities used in this gamebook are
described below.

FIGHTING determines how good you are in
armed and unarmed combat. Your size alone
makes you a formidable opponent, though your
tactics are sometimes less than subtle.

AGILITY is a measure of your coordination. For
your size. you are remarkably agile and quick on
your feet, with reflexes that rival those of most
humans.

STRENGTH determines how much damage you
inflict when you hit something. It also tells how
much weight you can lift. Able to lift up to 85
tons. you are one of the strongest creatures in
existence.

ENDURANCE measures how long you can exert
yourself physically without resting or when
injured. It also  determines how well you can
stand up to punishment. Your virtually impen-
etrable rocky exterior allows you to take more
punishment than the average army tank can
deliver, and your lung capacity and general fit-
ness are also exceptional.

REASON reflects how well you can solve prob-
lems with your mind. Your intelligence was unaf-
fected by the cosmic rays that changed your body,
but you do not perceive of yourself as a thinker or
a “big brain:’

1 0

INTUITION gauges how well you observe with
your senses and are able to act on that knowledge.
You don’t rely much on intuition: you just plow
ahead.

PSYCHE is based on your willpower and inner
strength. You live by brute determination. Once
your mind is made up, you seldom change it.

PILOTING is a skill you have developed beyond
normal proficiency. At one time  or another.
you’ve probably flown every kind of aircraft  imag-
inable (and some that are unimaginable!). Years of
experience as a fighter  pilot. test pilot, and rocket
jockey have honed your skills to an incredible
sharpness. You have an intuitive understanding
of aircraft of all sorts, and can put them through
maneuvers most pilots never even dreamed of.
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