
•p:.ap;apa p:;;;iiltp:;:t'p;;fp;tp::;iiitp;;e;t p:;;;iilt PJp;ii\f P'e:p;;;w:' ~ St:!) It:!) 22 

CARAVA.N 

#8122 
ISBN 0-940244-22-5 

a solitaire adventure 
for Tunnels & TrollsT"' 



CARAVAN 
~ ... _ 

1el4tt 

Written by 

Andrea Mills 

With additional material by Michael A. Stackpole 

Cover by 

Carl Lundgren 

Interior illustrations by 

Steven S. Crompton 
Elizabeth T. Danforth 

Michael A. Stackpole, editor 
Paul Beakley, assistant editor 

Poofreeding 
Susan Putney 

Michael A. Stackpole 

Flying Buffalo Inc. 



Other Solo Adventures 
#l:ButTalo Castle 
By Rick Loomis 

#2: Deathtrap Equalizer 
by Ken St Andre 

#3: Labyrinth 
by Lee Russell 

#4: Naked Doom 
by Ken St Andre 

#5: Dargon's Dungeon (2nd edition) 
by Michael A. Stackpole 

#6: Weirdworld 
by Keith Abbott 

. #7: Overkill (2nd edition) 
by Michael A. Stackpole 

#8: Beyond the Silvered Pane 
by James and Steven Marciniak 

#9: City of Terrors 
by Michael A. Stackpole 

#10: Sorcerer Solitaire 
by Walker Vanning 

#11: Sword For Hire 
by James Wilson 

#12: Arena of Khazan 
by Ken St. Andre 

#13: Sewers of Oblivion 
by Michael A. Stackpole 

#14: Sea of Mystery 
by G. Arthur Rahman 

#15: Blue Frog Tavern 
by James Wilson 

#16: Mistywood 
by Roy Cram 

#17: Gamesman of Kasar 
by Roy Cram 

#18: Beyond the Wall of Tears 
by K. Martin Aul 

#19: Captif d'Yvoire 
by Steven Estvanik 

#20: The Amulet of the Salkti 
by David Steven Moskowitz 

#2l:Red Circle 
by Michael A. Stackpole 

Copyright ©1989 by Flying Buffalo Inc. 

No part of this book may be reproduced or transmitted in any form or by any means electronic or mechanical, 
including photocopying, recording or computerization or by any information storage and retrieval system, 
without permission in writing from the publisher BLADE, P. 0. Box 1210, Scottsdale, AZ 85252-1210. 

First Printing June 1989 

ISBN 0-940244-22-5 



Caravan to Tiern is a solo adventure for 
Tunnels and Trolls. Any single humanoid 
character may enter this adventure pro­
vided he has no more than 72 personal 
adds. This adventure has been written with 
the 5th edition of T &T rules in mind, and 
does include a magic matrix. The rules 
presented in that book will allow you to 
play the game with no difficulty. 

In addition to the rules presented here 
you will need many six sided dice, paper 
and pencils to play. Create your hero and 
begin. 

CARAVAN TO TIERN 

The town of Esturiat has been enjoying 
several months of peace after its recent war 
with the Rararadin, the dark warriors of the 
plain. You have been staying at the Amber 
Goose Tavern for weeks. Although it holds 
pleasant diversions, you realize your sup­
ply of gold pieces is dwindling as no adven­
tures have come your way. 

Last night while drinking in the tavern, 
you overheard talk about great riches in the 
city of Tiern far to the east. The city is 
teeming with rich people who might be 
willing to hire one with your many talents 
to protect them from pirates, sea monsters, 
and villains. You are determined to set out 
forTiernatonce. Tiernlies across theGreat 

Plain of Bijouwar and through the steep 
mountain pass of Shamishant. 

It is a long journey with many dangers 
and you've been told that it proves fatal for 
those who try to make the trip alone. 
However, a caravan is slow and you are 
anxious to get there. 

You have learned that a caravan will be 
setting out in a week for Tiern and as they 
are looking for help to protect it on the 
journey, you could join this group as a 
guard and go to 124, or you could equip 
yourself for a long trek across the plains 
and set out alone at 98. 
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1-8 

_! You search his body and find 10 gold 
pieces, not much for a night's work, but 
worth 45 experience points. When you are 
relieved from your post, go back to your 
bedroll at 35. 

_1 As you are preparing to fight, two 
guards rush to the sheik's aid. They each 
carry a scimitar worth 4 dice and wear 
leather armor that will take 6 hits. Each 
guard has 10 personal adds and a 
Constitution of 10. The sheik will also join 
them in fighting you. He has a Constitution 
of 20 and fights with a falchion worth 4 dice 
plus 4. He has 15 personal adds, but wears 
no armor. If you kill the guards and wound 
the sheik by at least one hit, go to 156. If you 
lose, your body is tossed out of the tent and 
you are dead. 

~ Roll one die. You have attracted the 
attention of the guards and this is the number 
that come to investigate. They see Narada's 
body and attack you. You may fight here. 
They are carrying scimitars worth 4 dice 
and wear leather armor that will take 6 hits. 
They all have a Constitution of 10 and 7 
personal adds. You may surrender and go to 
127. If you choose to fight and your 
Constitution drops to 2, you are to weak to 
continue and must surrender by going to 
127. If you win, go to 188. If you lose the 
fight, they kill you. 

___! You convince the sheik that you are 
already under a curse and can't handle two. 
He has enjoyed your conversation and his 
anger cools. He gives you a gift of an 
emerald worth 500 gold pieces and an 
invitation to visit him in Tiem. Go to 35. 

~Just before dawn, you leave the sheik's 
tent and add 1 point to your Strength for 

staying up all night without even yawning. 
Go to 197 to start the day's work. 

_!The sun shines bright, birds circle the 
sky above you, and life in general seems to 
be miserable as you trudge through the 
sand the next day. You are about to give up 
hope when you see a well in the distance 
and a herd of goats. With renewed energy, 
you scramble toward the well. 

As you drop the bucket into the well you 
hear a thunk. "There's no water," says a 
small voice behind you. "It's dry again." 
You tum to see a small girl standing near 
the goats. "I could let you have a little of my 
water, if you'd like," and she extends a 
small flask to you. 

After taking a drink, you ask her for 
directions. She tells you it would be easier 
for you to catch a caravan than to return to 
Esturiat, as water is scarce in that direction. 
Her name is J asima and she will have to 
take her herd into the hills for water. She 
asks if you would like to go with her. She'll 
pay you all she has - 10 gold pieces. It will 
only take a day and she'll show you the way 
back from there. If you aren't interested, go 
to the caravan route at 124. If you'd like to 
help her, go to 191. 

_1 As you finish drinking, you feel strange. 
Your skin begins to crawl and in no time at 
all, you're a goat. Jasima will take care of 
you for the rest of your days. 

~No one hears you as you arrive in the 
main hall of the castle. The walls seem to be 
made of solid sand as hard as rock. Messina 
takes your arm and whispers that she can 
sense her sister's presence in a room nearby. 
When you arrive at a large, green door, she 
nods that this is the one. If you let Messina 
open the door, go to 134. If you open the 
door, go to 131. 



9 The wizard laughs and helps you to 
your feet. Seeing that you are unhurt, he 
tum his attention to Capristo and Messina. 
The grey eyes of the wizard glow red and 
you find you can't move. 

"Welcome to my home," the wizard says 
as he smiles brightly. "You three will make 
excellent food for my pet." There is a flash 
of light and you are alone in a pool of water 
about waist deep. Your weapons and armor 

5 

are gone. The wizard sits in a balcony 
overhead with a beautiful woman. To your 
left you see Messina and her father tied to 
stakes, their feet in the water. You look 
again at the wizard's companion and see an 
exact duplicate of Messina. That must be 
Yolandra. Except that she has a large pair 
of butterfly wings strapped to her back. 
This wizard is strange! 

9 



10-16 

Fereon informs you that if you survive, 
you may all go free. If you lose, all will lose. 
Then he says, "Here Petunia! Here, girl!" 
and a huge pink sea creature rises from the 
water in front of you. A sword appears in 
your hand. It gets 6 dice in combat. All you 
can see of Petunia is teeth. Her MR is 60. 
Fight for your life. If you win, go to 193. If 
you lose, go to 104. 

10 Fereon deposits you in a caravan at 
124. He keeps both sisters but you get the 
frog and 100 gold pieces and your belong­
mgs. 

11 The gods smile on you and you are 
able to deflect the spell by grabbing a hand 
mirror on a nearby table. The spell is re­
flected back at Fereon and he becomes a 
tiny glass statue. The women hug and kiss 
you and the frog croaks happily fro outside 
in the hall. They agree to show you the way 
to the caravan route at 124, or they will 
show you the way to Esturiat if you would · 
like to leave this adventure now. Your 
weapons and armor are returned and they 
give you a ring worth 250 gold pieces for a 
keepsake. If you are a magic user, you may 
help them cure their father before you go. 
This will give you an extra 200 experience 
points for reading old magic spell books. If 
you choose Esturiat, you are transported 
there by magic to retire with 250 experi­
ence points. If you choose adventure, go to 
124 with 150 experience points. 

12 You set off into the night with a full 
moon to guide you. You walk north for a 
short time. Nearing a rise in a sand dune, 
you hear voices, laughter and music com­
ing from the Rararadin camp. You can wait 
here to see what happens by going to 105 or 
creep closer for a better look at 166. 

13 You were so fast you took the warrior 
by surprise. His name is Falk bar. His leather 
armor takes 6 hits and his Constitution is 
20. You may attack and take your first 
attack directly offhis Constitution, account­
ing for armor. If you kill him, go to 106. If 
he still lives, fight him here. He carries a 
falchion that gets 4 dice plus 4 and his 
personal adds are 15. When you kill him, go 
to 106. If he kills you, sorry, but you have 
nowhere to go. 

14 You move past the couple rapidly and 
near the camp. Make a 1st level saving roll 
on Luck. If you make it, go to 198. If not, go 
to 138 and ignore the first sentence. 

15 You enjoy your life as a warrior with 
the Rararadin. The wild rides over the plains 
on your dark horse, the raids on the rich 
caravans, and the beautiful Rararadin 
women help you to pass your time. One of 
these women, Amara, Lord Shorman's 
daughter, especially appeals to you and you 
settle down into marriage until you hear the 
call for further adventures and go on to 
something new. 

You may leave this adventure here with 
350 experience points and Amara. Or, if 
you still dream of riches in Tiem, grab your 
weapons and a silver dagger worth 500 
gold pieces and head off over the desert to 
join up with Ali Cambrasna's nest caravan 
heading east. Go to 141, ignoring the first 
sentence. 

16 Cycera praises your skill in battle. 
Few women can fight as well as you. She 
invites you to the Rararadin camp and gives 
you her leather pouch containing jewels 
worth 1000 gold pieces. To go with her, go 
to 202. To go back to the caravan, go to 75. 



17 His attack takes you totally by sur­
prise. He gets 2 dice plus 5 in combat for his 
sax, which he has hidden in his robes. His 
first attack comes right off your 
Constitution, allowing for any armor you 
are wearing. If you still live, fight him here. 
His Constitution is 15 and he has 10 per­
sonal adds. He also wears leather armor 
that will take 6 hits. If you kill him, move on 
to 166. If you lose, he kicks your body and 
returns to his camp. 

18 You recognize the call of a sand 
demon and stop in your tracks. This demon 
has probably caused the gritty mess you're 
wandering around in. It's best if you don't 
move from this spot until it passes. You 
may cover yourself with your cloak against 
the wind and huddle on the ground to wait 
out the storm by going to 235, or you may 
press on to 111. 

19 You are now close enough to realize 
you are being honored by the presence of a 
sand demon, MRlOO. Sand demons eat 
souls and it wants yours. Please fight it 
here. Each combat round make a 1st level 
saving roll on luck to see if it materialized 
long enough for you to strike it. If you don't 
make your saving roll, any hits you got 
against it didn't count. If you win, you get 
300 experience points and should go to 80. 
If you lose, the sand demon has your soul 
and goes merrily on its way. 

20 As the form begins to take shape, you 
scramble out of the water. As your feet 
touch the ground, you find you can't move. 
You are now looking at Vivina, goddess of 
the Great Plain of Bijouwar. She floats 
above you, her blonde hair blowing in the 
cool breeze she brought with her. 

7 

17-20 
..,_ ______________ ....,.~ 



21-24 

"Mortal," she whispers, "You have dared 
to enter my sacred pool. You must pay for 
this deed. The only way you can redeem 
yourself is to fight my champion, Kakanar. 
It's your choice." 

If you agree to fight, go to 238. If you 
would like to seduce her, go to 145. If you 
want to run and think you can now, go to 
143. 

21 The gold chest contains a gold uni­
corn statue worth 250 gold pieces. Go to 
237 with the goddess' blessing, which adds 
1 point to your Charisma. 

22 You pick up the lamp and dust it off 
with your tunic. As you are rubbing it clean, 
it starts to vibrate and a cloud of smoke 
rises out of the spout. The smoke rapidly 
shapes itself into a tall, bald genie with gold 
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eamngs. 
"Greetings!" he says. "And thank you 

for coming to my rescue. I've been trapped 
in this lamp for 500 years by the evil 
wizard, Pushpah. I must reward you for 
your assistance. However, there's one small 
catch. Pushpah felt the lamp should be 
protected and I'm afraid you'll have to fight 
for your life. Here it comes now." 

Pushpah has chosen a large, black Bal­
rog, MR 100, to defend the lamp. Flames 
leap around him and his whip cracks once 
at your feet. Fight for your life. If you win, 
go to 146. If you happen to die, the genie 
weeps as the Balrog stuffs him back into the 
lamp. 

23 After you defeat the Balrog, you 
search for the lamp, but it is gone. In your 

24 The oasis swirls before your eyes and 
when you can see clearly, you are alone 
standing on a clear white surf ace. A voice 
whispers in your ear, "Mortal, your attrib­
utes will be tested here. If you are success­
ful, you will live. If not, your soul is mine." 

There is a bright flash and you are dan­
gling by one hand from the side of a rock 
cliff. Below you, way below you, is a small 
river, Make a 1st level saving roll on 
Strength. If you miss, you fall to 85. If you 
make it, go to 147. 



25-31 
25 Vivina thinks you look like a pin 

cushion. What a pity! You were ahnost 
done. Go to 85. 

26 "Well done, mortal," Vivina says. 
She returns your weapons and treasure, but 
keeps your armor. You may keep her blue 
armor as a gift. It only weighs 10 lbs. 
Although she keeps the sword, she rewards 
you further with a blue sapphire worth 300 
gold pieces and 150 experience points. You 
are forgiven and returned to the caravan at 
237. 

27 Make a 1st level saving roll on strength 
to pull him out. If you make it, you get him 
to dry land. Go to 149 if this is your 3rd 
rescue. If not, go to 57 and choose again. If 
you miss, you are pulled into the bog, so go 
to 85. 

28 Vivina rewards you with her flute , 
which is worth 1000 gold pieces, and sends 
you back to the caravan at 237. 

29 You are still struggling with your 
ropes when the roar of a dragon echoes 
through the mountains. The extra-large red 
dragon swoops from the sky, its claws 
aimed right at you. It is only playing and 
simply scrapes you with its sword-like nails. 
Take 1 die roll in hits directly off your 
Constitution. If you still live, you struggle 
out of your bonds and go to 
91. 

30 You read all night long. In the morn­
ing, Brashnavalva thanks you and gives 
you a small green bag, and sends you on 
your way. The bag contains 1000 gold 
pieces and 10 gems, each worth 15 gold 
pieces. Continue back to the caravan at 
122. 

31 It has been 7 days now since you've 
left Esturiat and you are out of water. There 
is nothing in sight but sand dunes and you 
are hopelessly lost. In desperation you walk 

·~·. 
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32-37 

toward the setting sun hoping to find your 
way back to town. Make a 1st level saving 
roll on Luck. If you make it, go to 62. If not, 
go to 93. 

32 As you wait in the shadows, a veiled 
woman appears before you in the moon­
light. You approach her and she tells you 
hername is Narada. She is a slave of Sheik 
Poravan, who is a powerful ruler on his way 
to Tiern to set up a household by the sea. 
She is bored with harem life and believes 
you are the one who can help her. Some­
where in the sheik's tent he has hidden the 
great Eye of Zabulu, a fabulous gem. With 
this gem she could escape as it has the 

power to teleport its owner to any destina­
tion with the use of a secret magic word. As 
Narada knows this word, she only needs 
help to find the gem. She tells you she will 
teleport to Tiern. sell the gem, and place 
half the gold she gets from the sale in an 
account at the Tiem Trust and Savings in 
your name. The search must be done quickly 
as the sheik will be returning in an hour's 
time. If you refuse to help her, go to 218. If 
you feel you deserve some adventure and a 
lot of gold after all your hard work, go to 63. 

33 Although she wears an amulet that 
protects her from one magical spell, if you 
use any spell she will run. She hates magic. 
However, she throws her kukri at you as she 
leaves. Make a second level saving roll on 
Luck to avoid being hit. If you miss, take 
the amount you missed your saving roll as 
hits off your Constitution. Armor will pro­
tect you from her throw. If you live, go to 
95. If you made the saving roll, go to 157. 

34 As the sheik strides past, he notices 
you standing there. He pauses to invite you 
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to dine with him in his tent in an hour. He 
must finish some business with the caravan 
master before he returns. You can refuse 
and make your excuses by going to 217, or 
accept his offer and wait for him in his tent 
at 158. 

35 You return to your bedroll and after a 
good sleep, you rise with the sun and help 
the merchants prepare to begin another 
day's journey. When you stop to rest for a 
moment, one of your fellow guards ap­
proaches you and says he has just heard that 
there's a legend concerning a mystical vil­
lage that appears every 300 years for a few 
hours on Zaresday mom. Today is the day. 
Would you like to go with him to check it 
out? You have a while before the caravan 
leaves. If you decide to go check this leg­
end out, go to 255. If you'd rather forget it 
and get back to work, go to 197. 

36 As you grip the box in your slightly 
shaking hands, you carefully touch the lid 
and are surprised to find it opens easily. 
Only aware of the box, you are startled by 
a flash of silver in the dark. Make a 1st level 
saving roll on Luck to avoid the blade of a 
dagger. If you miss, take the amount by 
which you missed your saving roll off your 
Constitution. If you live or make the saving 
roll, go to 190. If you are dead, that's the 
end. 

37 Smoothly you bring your weapon 
down on the snake, cutting it in two. It 
makes a nice meal that evening when you 
make camp. It also gets you 50 experience 
points. You may now proceed to the cara­
van route at 124 or if you are tired of all this 
adventure business, you can follow the 
setting sun to Esturiat and leave this tale 
with 100 experience points. 



38 The warriors take your weapons and 
armor and carry your bodies into the castle. 
You can't move, but you can see the high 
turrets overhead and hear the clink of armor 
on stone as you enter the courtyard. You 
hear a deep laugh and someone pinches 
you. You are carried inside the fortress and 
catch glimpses of colorful tapestries and 
suits of armor as you pass along the halls. 
Rough hands lift you and you find yourself 
propped up against the wall in a huge 
crystal room. A handsome man in a long 
grey robe is looking at you. The wizard 
Fereon comes closer to inspect you. His 
hands wander over you as he pokes and 
pinches. Finally he turns away and speaks 
in low tones to an attractive young woman. 
She bows and leaves. 

He turns to face you again and says 
"Welcome to my home, Capristo. I see 
you've brought me another of your fine 
daughters, as well as a morsel for my pet's 
dinner. You're much too generous." 

Capristo grumbles and would say more, 
but the wizard immediately turns him into 
a frog with a slight wink of one very grey 
eye. 

"Now," Fereon says, "I've got other plans 
for the two of you." 
Messina and you are carried off by armed 
warriors as the frog hops sadly around the 
room. You are locked in a small room high 
in one of the turrets you admired earlier. 
Messina suggests you escape, but you think 
it safer to wait to see what Fereon does next. 
If you take Messina's advice to escape, go 
to 161. If you want to wait, go to 71. 

39 You find a small golden chest and 
open it. Inside you see a diamond necklace 
worth 1500 gold pieces. Take it or leave it 
and go to 192. 

40 Fereon finds you annoying, a lot like 
a fly at a picnic, so he turns you into a small 
bug and stomps you. Better find a new 
character. 

41 As the wizard dies screaming a curse 
at you, you all run from the castle. The 
walls are quivering and just as you reach 
the open desert, you look back to see a huge 
pile of sand where the castle once stood. A 
few feet from this pile, you see Capristo, 
who has returned to human form at the 
wizard's death, carrying your weapons and 
armor. 

With much gratitude and 150 experience 
points, you are shown the way to a caravan 
at 124 or back to Esturiat for a long rest and 
the end of this adventure. You notice as you 
leave that Fereon's curse has reduced your 
Charisma by 5 points. 

42 The wizard has no real liking for you. 
He reaches into his grey robes and pulls out 
a small crystal ball. As you gaze into it, you 
find that you can't look away. You feel 
yourself slipping away and soon your mind 
is owned by Fereon and he uses you as his 
new butler. What becomes of the women no 
longer interests you. 

43As the sentry approaches, silently you 
jump from your hiding place, weapon in 
hand. Make a 1st level saving roll on Dex­
terity. If you make it, go to 136. If you miss, 

goto108. d a 
44 On her body you find a gold ring 

worth 50 gold pieces, a leather pouch con­
taining jewels worth 1000 gold pieces and 
a ruby ring worth 200 gold pieces. You may 
also take her weapon. As you move on, 
make a 1st level saving roll on Luck. If you 
make it, go to 198. If you miss, go to 139. 
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45-54 

45 Both Rararadin carry great sham­
sheers of silver that get 5 dice in combat. 
They each have 10 personal adds and 
Constitutions of 15. Fight until you die or 
kill one of them, then go to 199. they are not 
wearing armor, so good luck! 

46 That was silly. Rararadin have no 
scruples. Having killed one of their warri­
ors, one of the nastiest fellows raises his 
bow and neatly end your resistance forever. 

47 Lord Shorman and you are soon 
married and causing panic in all the mer­
chants who travel the plains. Life is good 
here in Bijouwar and you stay until you 
hear the call of other adventures. 

You may leave this adventure with 350 
experience points. One last chance gives 
you a quiet night to slip away unnoticed 
and continue your trip to Tiem at 141, 
ignoring the first sentence. If your heart is 
stone cold, steal a few jewels from your 
husband to take along with you, worth 250 
gold pieces. 

48 Falkbar sees you coming and is ready 
for you. He attacks as you close in. He is 
fighting with a falchion that gets 4 dice plus 
4 in combat. His Constitution is 20 & he is 
wearing leather armor that will take 6 hits. 
His personal adds are 15. If you survive 2 
combat rounds, the woman will come to 
your aid. She fights with a grand shamsheer 
that is worth 6 dice plus 2 in the fight. She 
is protected by leather armor that will take 
6 hits. Her personal adds are 30 and her 
Constitution is 20. If you win, go to 140. If 
not, Falkbar is delighted to have met you. 

luscious green grass. In the center of all this 
green, you find a bright blue pond looking 
cool and refreshing. Its surface is as smooth 
as glass. You may drink your fill by going 
to 205, remove your clothing and go for a 
swim at 112, or stretch out on the grass to 
take a nap by going to 206. 

50 The growl is coming closer to you. 
You can hear it above the wind. It must be 
huge. You may stay still and hope it goes 
away by going to 235, or run now to 236. 

51 As you finish drinking, you glance up 
to see a small, blue stone altar hidden in the 
rocks by the water. You realize this must by 
a sacred place. To appease any gods or 
goddesses who might be around, you may 
put a flower on the altar at 144, or you may 
ignore it and go to 240. 

52 Make a 2nd level saving roll on 
Charisma and a 1st level saving roll on 
Luck. If you make both of them, she de­
cides you have a brain and possibly a few 
other good points, so she takes you below 
the water to see her palace. Go to 114. If you 
miss one or both saving rolls, go to 208. 

53 After experimenting with the cloak, 
you find that when you put the hood over 
your head, you are invisible. You also find 
a small pocket inside the cloak that con­
tains an engraved thank-you note and a 
small mithril statue of a fat genie worth 
2000 gold pieces. Now go meet the caravan 
at 237. 

49 You finally make it to the oasis. You 54As you watch, the forms begin to take 
are now in one of the most beautiful places the shape of a beautiful woman. She floats 
in this land. Tall palms stretch high above over the water until she is right above you. 
~l.Q'>~.q,..~»<Q'l<Q><..~»<Q'l<Q><.~~,~~~~ 
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Slowly she raises her right arm until her 
hand points directly at you. Her words 
seem to whisper on the wind but their 
meaning is deadly. 

She informs you that she is Vivina, 
goddess of the Great Plain of Bijou war, and 
that you have violated her sacred pool. The 
punishment is death. Make a quick 2nd 
level saving roll on Charisma to save the 
day. If you make it, go to 150 If you miss, 
go to 209. 

55 As you open the chest, make a 1st 
level saving roll on Luck. If you make it, go 
to 178. If you miss, go to 210. 

13 

Vivina's voice whispers that you must 
defeat Bluking to live. Magic will not work 

55-56 

here, as she enjoys a good clean fight. 
Weapons will be provided. There is a flash 
of light and you find all your weapons are 
gone. You also find yourself wearing 
magical blue leather armor that will take 8 
hits. On the other side of the arena you see 
a silver sword in a stone with a large blue 
sapphire on the hilt. 

Make a 1st level saving roll on Dexterity 
and a 1st level saving roll on Luck to avoid 
the dragon's flames as you run to the sword. 
If you miss, go to 117. If you make both of 
them, go to 180. 



57-63 

57 The world swims before your eyes 
and when it comes back into focus you are 
in a strange land of tall pine trees and rocky 
mountains. "You must help three people in 
trouble," whispers Vivina. "You may choose 
whom you help first, but you must help all 
three." 

You see a small child running before you 
followed by 2 huge white wolves. In the 
next moment, a young woman screams. 
You see her surrounded by 3 large men 
carrying huge axes. And if that's not enough, 
you hear a man calling for help as he slips 
into a greenish bog. 

To save the child, go to 118. 
To save the woman, go to 243. 
To save the man, go to 212. 

58 Your story telling was very good and 
Vivina sends you on your way back to the 
caravan after increasing your Charisma by 
2. Go to 237. 

59 As you move forward, you trip over a 
twig and lose your balance. You have also 
triggered a trap.Anetdropsdownoveryou. 
Although you struggle, you are unable to 
free yourself. A sharp blow to your head 
ends your efforts. When you awaken, you 
are in an iron cage, stripped of your weap­
ons and armor, in a small village of straw 
huts and muddy paths for streets. This is a 
bandit village. A young male bandit comes 
to the cage and stands with his hands on his 
hips and laughs at you. You may politely 

ask why you've been treated like this and go 
to 151. You may tell him what you think of 
him and the way you've been treated by 
going to 244. If you want to trick him to 
gain your freedom, go to 90. 

60 Bad move. You should have gone for 
the trees. The dragon's fiery breath hits you. 
You take 2 dice in hits directly off your 
Constitution. If you still live, go to the 
woods at 91. If not, the dragon has his 
barbecue. 

61 As you stand perfectly still, listening, 
a shadow comes up behind you. You try to 
tum, but a rock is tapped on your head and 
you drop with a thud. Your attacker drags 
you into the bushes and ties you up. When 
you open your eyes, you see a tall female 
warrior standing over you. She is 6'2" tall 
and wears leather armor that will take 12 
hits. Her long red hair blows in the breeze 
and her eyes are as blue as the water at the 
oasis. She carries an arbalest worth 8 dice 
in combat. She gives you a kick with her 
foot and grins. Her name is Shamalene. She 
is a well-known bandit in these mountains. 
She asks you to join her in an adventure. To 
say yes, go to 184. To decline, go to 247. 

62 You chance upon a small stagnant 
water hole and are able to drink enough to 
keep you alive until you stagger back to 
Esturiat, where you are wise enough to join 
the caravan to Tiem. Proceed to 124. 

63 Narada leads you into the tent. The 
interior is draped in colored silk and soft 
cushions, beautifully woven rugs, and old 
travelling chests are scattered over the entire 



tent, It's a silken jungle. N arada sweeps her 
veil aside and tells you to start looking. You 
are trying to find a small silver box. Soon 
you are tossing pillows aside, glancing 
under woven tapestries and pawing through 
silk and satin garments in trunks. Make a 
2nd level saving roll on Luck (25 - Luck). 
If you make it, go to 94. If you miss, read 
on. Your search is fruitless and you are hot 
and tired. Narada thanks you for your help, 
but urges you to leave now before the 
sheik's return. If you have more time to 
look, go to 125. If you leave now, go to 35. 

64 You have attracted the attention of 
two guards and they attack you immedi­
ately. You must fight them here. They wear 
leather armor that will take 6 hits and carry 
scimitars worth 4 dice. They each have a 
Constitution of 10 and 10 personal adds. If 
you lose, they run you through with their 
scimitars. If you use magic, write down 
your spell and go to 249. If you fight with 
weapons, fight here. If you win, go to 188. 

65 Make a 1st level saving roll on Luck 
to cut through the tent and escape to 35 
withoutharm. If you miss, the sheik catches 
up to you and you must go to 2 to fight for 
your life. , 
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66 The sheik does not accept your ex­
cuses. He always gets his way. You may 
change your mind and go to 189 to open the 
box, or insist on leaving at 220. 

67 You are able to convince Tallarura 
that you do not want to be a wife or take the 

15 

fabulous gem you see resting in blue vel­
vet. She quickly apologizes and offers you 
her dagger which gets 2 dice plus 5 in 
combat. The sheik gives you 500 gold 
pieces as a reward for your bravery. Unaf­
fected by any curse and breathing a sigh of 
relief, you go on your way to 35. 

68 You have won, The sheik rewards you 
with a small locket which contains one gold 
piece, This is magical and once that gold 
piece is removed another will take its place 
up to 10 a day. He then thanks you for 
opening the box and also hands you a 
leather pouch containing 500 gold pieces. 
With a smile, he invites you to have a drink 
with him before you leave at 5, or you can 
go now and stroll off to 35. 

69 You say you really just want to get out 
of the desert. The old man's sharp knife 
suddenly appears at your throat where he 
convinces you to help them. Go to 223 if 
you really are convinced, or go to 130 to 
escape from these people. 

70 Ignoring the curses of Capristo and 
Messina, you take your weapons and ar­
mor, as well as your new magical sword 
and trudge through the desert to 31. The 
magical sword will float on water and hums 
bawdy tavern songs. 

71 You pass the night in your prison 
huddled close to Messina. A cold wind 
blows through the tower and you pray for 
the hot desert sun to appear quickly. In the 
morning, three guards come and take you 
to the castle's crystal room. Fereon is eating 
breakfast and barely glances up as you 
enter. If you would like to try to influence 

64-71 



72-79 

him, make a 2nd level saving throw on 
Charisma. If you miss, go to 133. If you 
make it, go to 226. If you'd rather wait 
quietly, go to 195. 

72 Fereon releases Capristo and his 
daughters, all in human form, and you live 
in his castle. If you are a magic user, you 
learn 4 spells from him at your level or 
lower. Everyone gets 150 experience points 
for living in this magical world. When you 
are tired of this life, sneak out of the castle 
at night and go to the caravan at 124. Don't 
forget to take your wedding present - a jade 
box worth 300 gold pieces. However, if 
you are happy here, you may retire from 
this adventure. 

73 The arrow strikes your neck. It is 
poisoned. If you are immune to poison, pull 
the arrow out and go to 225, ignoring the 
first sentence. If you're not immune to 
poison, make a 2nd level saving roll on 
Constitution. If you make it, Messina is 
able to heal you with a spell before you die. 
Go to 225, ignoring the first sentence. If 
you miss, you die instantly. 

74 Morning dawns to find the caravan 
surrounded by Rararadin. With wild cries, 
whey descend on the helpless group by the 
hundreds. In minutes the caravan is cap­
tured and is at their mercy. Make a 2nd level 
saving roll on Dexterity to see if you lived 
through the fight. If you miss, they didn't 
miss you. If you make it, you are captured 
and sold as a slave in the north. However, 
one sentimental god gives you a chance at 
freedom, but you lose all weapons, armor, 
and treasure. Roll 1 die. If you roll an even 
number, your northern master allows you a 
chance to gain freedom if you have Arena 
of Khazan. You must fight 8 times and give 
all money and prizes to your master before 
you will be freed. If you roll an odd number, 
go to 27C in City of Terrors. If you don't 

have either of these adventures, you must 
remain a slave in the north, due to lacking 
a sense of adventure. 

75 On the walk back to the caravan you 
notice a shiny object in the sand. Make a 1st 
level saving roll on Luck. If you miss, go to 
137. If you make it, go to 230. 

76 You are disarmed and led into the 
Rararadin camp by Omar. As you approach, 
the laughter and music die. You look around 
to see men and women dressed in black. 
They appear to be a very strong and proud 
people. You know they're strong by the grip 
on you arms as you are led into the center of 
a huge circle around the fire. A voice booms 
from the dark," A city dweller. Looks rather 
scrawny to me." 

"Oh no, my Lord," says Omar as he 
bows. "This dweller of towns is a true 
warrior." Lord Shorman comes into the 
fire's light. He smiles at you and asks. "So 
you are a warrior?" He then offers you a 
chance to live. You simply fight his cham­
pion or die. Go to 168 to fight Kakadoor, 
champion of Bijouwar. 

77 You are dead. They feed what's left of 
you to the carrion birds in the morning. "So 
I was wrong," Omar is heard mumbling as 
they attack the caravan. 

78 A Rararadin would rather die than 
ever speak to an enemy. Kill him and go to 
166 or drag him along with you to 171. 

79 As you enter the camp, Cycera tells 
her followers of your brave deed. Her 
brother, Lord Shorman, invites you to join 
them as you must be a great warrior. He 
offers you his best horse, Makran, and his 
sister in marriage, as well as 1000 gold 
pieces to join them. If you agree, go to 170. 
If you'd rather not, go to 201. 
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80 With the end of the sand demon, the 
sandstorm vanishes, leaving you alone 
under a clear afternoon sky. At your feet 
you see a small silver chest. You may try to 
open it and go to 173, or leave it and press 
on toward the palm trees you see in the 
distance at 49. 

81 Your drinking from the water has 
disturbed the guardian of the oasis. Vivina 
is the goddess of the Great Plain of Bi­
jouwar and she doesn't take kindly to in­
truders who do not honor her. She rises 
slowly from the water and hovers a few feet 
above you. She raises her right arm and 
points an elegant finger at you. You glance 
around quickly (yes, it's really you she's 
pointing at). 

"Mortal," she says softly, her voice as 
cool as the water she rose from. "You have 
defiled this place." You have one minute to 
explain yourself. Be as charming as you 
can and make a 2nd level saving roll on 
Charisma. Go to 143, if you make it. Go to 
175, if you miss. 

82 The silver chest contains a silver 
statue of the goddess. It is worth 500 gold 
pieces and will take 1 hit in combat for you 
if you carry it with you. It weighs 5 lbs. Go 
to 237 with the goddess' blessing, which 
adds 1 point to your Charisma. 

83 The medallion will increase your 
Constitution by 2 and your IQ by 1 perma­
nently just by carrying it. Vivina asks that 
you bury it on the beach at Tiern. If you 
keep it, you will be turned to stone after a 
night in Tiern. Go to 237 with the medallion 
to meet the caravan. 
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80-90 

84 You are in the power of a goddess. 
You still can't move and she senses your 
reluctance to repent. Make a 2nd level 
saving roll on Luck. If you make it, she 
decides too let you fight Kakanar. Go to 
238. If you miss, she shrugs her shoulders 
& turns you into a butterfly. She likes pretty 
colors & you brighten up the oasis nicely. 

85 You are dead 
and Vivina has been 
appeased. 

,. 

88 Vivina rewards you with a 40' blue 
rope so light that it only weighs 2 lbs., but 
so strong that it will never break. Go back 
to 57 if you haven't rescued all 3 and choose 
another. If this is your 3rd rescue, go to 149. 

89 Vivina has a sense of humor. Nothing 
satisfies her like a good laugh. With a snap 
of her fingers, all your clothes are gone and 
you are standing in front of Ali Cambrasna 
and the entire caravan with your belong­
ings at your feet. Go to 237. 

90 You quickly discover that his name is 
Trangen. He has red hair and grey eyes. He 
really is quite attractive & seems interested 
in you. Make a 1st level saving roll on Cha­
risma. If you make it, go to 214. If you miss, 
he merely wants to talk to you, go to 151. 



91-96 

91 "Over here," Trangen calls as you 
limp away from the altar. He carries your 
weapons and is armed himself with a great 
sword worth 6 dice. He wears leather armor 
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that will take 6 hits. His personal adds are 
25 and his Constitution is 20. He gives you 
your weapons and belongings and says that 
he couldn't stand to see you killed like that. 
While he is talking, make a 1st level saving 
roll on Dexterity to see if you have time to 
put on your armor before the dragon at­
tacks. Trangen will now help you fight this 
dragon, which is rapidly advancing toward 
you. His MR is 140. If you win go to 153. 
If not, the dragon gets lunch. 

92 You didn't have much room to move. 
The troll batted you off the ledge with his 
club and you fell on the rocks below. Your 
adventuring days are over. 

93 You were told it would be fatal to 
cross the great plain alone. You cannot find 
your way out and die alone under the hot 
sun. 

94 Under a pile of silk shirts your hands 
close on something hard. You pull a small 
silver box out of the trunk you were search­
ing. Narada is thrilled. You hand her the 
box and she gives you a gift for good luck . 
It's an amulet that will protect you from one 
magical spell cast at you at any level, but 
then it is worthless. She invites you to stay 
and have something cool to drink, go to 
125. Or, you may leave now, dreaming of 
the gold that will wait for you in Tiem 
(1000 gps can be added to your treasure 
when you reach Tiem) and go to 35. 

95 Remember the old saying about a 
woman scorned? Perhaps the next time you 
won't refuse when a lady asks a favor. Go to 
157 as you try to slip away into the dark. 

96 Narada's personal adds are 24 and her 
Constitution is 20. You will have to fight 
her here. If you lose, you are, of course, 
dead. She kicks your body and leaves. If 
you win, go to 250. 



97 The sheik and his guards have suc­
ceeded in getting the best of you. You are 
taken to his private quarters and forced to 
wear a very revealing harem girl costume. 
You are then put in chains and informed 
that the sheik intends to sell you in Tiern to 
the highest bidder unless you have 1000 
gold pieces to buy your freedom. If you 
have the money, give it to him and he will 
release you to 35. If you don't have it, make 
a 2nd level saving roll on Charisma. If you 
miss, you must spend your life as a slave in 
Tiern. This was your last adventure, unless 
you have Arena of Khazan, in which case, 
the gods smile on you by giving you the 
opportunity to gain your freedom. You lose 
all your weapons, armor and treasure, but 
you can fight 6 times for the sheik, giving 
all money and prizes won to him and then 
go on your way to other adventures. If you 
make the saving roll, go to 159. 

97-101 
99 After a pleasant evening meal of 

goat's cheese, bread, and a few swallows of 
water, you tum in for a good night's rest. In 
the morning, Jasima points out the direc­
tion of the caravan route. She hands you 
your 10 gold pieces and a necklace she was 
wearing. She explains that the stone is 
common in her land and is to be worn for 
good luck. You head off across the desert 
again. After several hours of walking, you 
stop for a rest and examine the stone neck­
lace. To your amazement you see you hold 
a topaz worth 350 gold pieces. Later as you 
walk along studying the gem, you catch 
your boot on a rock and fall. Cursing, you 
start to rise only to stop still. In front of your 
eyes is a giant snake. It is coiled, ready to 
strike and you're the closest target. Make a 
2nd level saving roll on Luck to bring your 
weapon out to strike it before it gets you. If 
you miss, go to 222. If you make it, go to 37. 
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98 You are beginning to feel that it was 

a mistake to try such a trek on your own. 
You're hot, tired, thirsty, and hoping for a 
cool breeze. However, all you see in any 
direction is sand and more sand. You decide 
to return to Esturiat or join up with a cara­
van, if you can find your way through this. 
Toward evening, you see a dark silhouette 
some distance from your position. You 
head toward it even though you think it 
might be no more than a mirage. You don't 
seem to be getting any closer to your mi­
rage, so with the setting of the sun you 
consider preparing your camp for the night. 
Then as you glance toward the horizon, you 
notice the flickering of lights across the 
sand. So your mirage was real after all and 
might contain someone who could show 
you the way to Esturiat or the caravan 
route. To move out in the direction of the 
lights, go to 160. To ignore them and head 
on your own in the morning, go to 6. 
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100 Having defeated the warriors, your 
party waits until twilight to sneak into the 
castle. A large wooden door bars your way. 
It appears to have pastoral scenes carved on 
it. A closer look shows you that they are 
actually scenes depicting a wizard destroy­
ing his enemies. You see a wizard & a man 
with a sword, 6 frogs, 1 snake, and a slightly 
dead warrior. You may try to open the door 
by going to 162, or tum to flee at 135. 

101 You all run through the castle and 
escape into the hot sun. Looking around, 
you see the castle tum into a huge pile of 
sand. You have earned 250 experience points 
and your friends show you the caravan 
route or the way to Esturiat. If you want to 
join a caravan, go to 124. If you prefer to 
return to Esturiat and end your adventure, 
you may do so by riding in Capristo's 
wagon back to town. The magic sword 
floats on water and hums bawdy tavern 
songs. It's yours. 



102-112 

102 Fereon will give you a chance to 
live. Capristo is returned to human fonn for 
the occasion and you all go to 9, ignoring 
the first three sentences. 

103 Your escape has been detected by 
the wizard. His laughter echoes in your 
ears as the world around you begins to spin. 
When you can see clearly again, Fereon is 
standing in front of you in a small library. 
Make a 2nd level saving roll on Charisma. 
If you make it, go to 165. If you miss, go to 
254. 

104 Petunia finds you a delightful meal 
and happily devours Messina and Capristo 
for dessert. Fereon has enjoyed the sport 
immensely and keeps Yolandra forever. 

105 The Rararadin are a cautious lot. 
They have sentries all over. The moon 
catches the figure of a tall sentry walking 
near your hiding place. You may decide to 
attack this sentry at 43 or remain hidden 
and hope he'll pass at 138. 

106 The woman has staggered to her 
feet. She has watched the fight and as you 
turn toward her, her hand reaches for her 
weapon. You may fight her at 167, or make 
a friendly gesture at 169. 

107 "Good," says Lord Shonnan. "As 
further reward, I now make you my new 
champion." Go to 200 if you are female, or 
15 if you are male. 

108You weren'tquitefastenoughandhe 
saw you in time to avoid your attack. You 

must fight him here. He has a Constitution 
of 10 and carries a great shamsheer worth 5 
dice. He wears no annor and his personal 
adds are 10. If you beat him, go to 232. If 
you lose, you're dead. 

109 Following your guide's instructions, 
you move closer to the camp. A sand dune 
separates you from your goal when you 
turn to find your prisoner is gone and you 
stand alone in the dark. Go to 138 and 
ignore the first sentence. 

110 He draws a sax worth 2 dice plus 5 
in combat from the folds of his robe. You 
catch a glimpse of his blade and turn to 
fight. His Constitution is 15 and he has 10 
personal adds. Also note that his annor will 
take 6 hits. If you kill him, go to 166. If he 
kills you, go to 172. 

111 The growl is repeated, only this time 
it seems to be more like a roar. If you can 
hear it above the wind and sand, you must 
be very close. Now you feel that you're not 
alone. Suddenly you see two glowing, red 
eyes above you in the swirling sand. To 
press on, go to 19. To try to run, go to 236. 

112 Taking off your annor, weapons, 
and tunic, you ease your tired body into the 
cool water. It feels good to get rid of all that 
grime you've gathered up working with 
camels. You splash about for a while, when 
you notice that the water is changing. It 
begins to bubble over. Then a fonn rises 
from the center of the tunnoil to hover a 
few feet above you. Make a 1st level saving 
roll on Luck. If you make it, go to 20. If you 
miss, go to 54 . 

.q.~~~~~<Q'><Q><Q><Q'>~~~~.q. 

20 



113 "Bravo, mortal," Vivina whispers 
with delight. "You are a brave hero. You 
may now leave here in peace. Your foolish­
ness is forgotten." A cool breeze blows, the 
water bubbles, & Vivina disappears back 
into the water. As you leave the oasis, you 
notice a small pouch. Picking it up, you 
open it & find a gift from the goddess, 10 
small sapphires worth 100 gold pieces each. 
You've also picked up 250 experience 
points. Move out to meet the caravan at 
237. 

114 You have a marvelous time in her 
blue crystal palace. She shows you many 
fascinating things and you are awed when 
she discusses the problems of a goddess 
stuck out in the plains and that she listens to 
your tales of adventure with interest. Make 
a 1st level saving roll on Charisma. If you 
make it, she is impressed and rewards you 
with a huge blue sapphire worth 1000 gold 
pieces and raises both your Charisma and 
Luck by 2. If you miss, she found you rather 
boring after all, but increases your Cha­
risma by 3 to make you more interesting to 
the next goddess you meet. Everyone go to 
176. 

115 You kick the battered old lamp aside. 
It bounces over the ground and you think 
you heard an "ouch" as it hit a sharp rock. 
You don't have much time to think about 
this, as you hear a roar coming close behind 
you. You tum to see a huge black Balrog 
enveloped in flame. He cracks his whip in 
the air and comes closer. 

"Puny creature," he says. "You have 
dared to touch my lamp. Now you must 
die." If you'd rather not, fight him. He has 
an MR of 100. If you lose, the Balrog was 
right, but if you win, go to 23. 
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113-121 

117 Take the amount you missed your 
saving rolls by from your Constitution. The 
armor will not protect you in this case. If 
you still live, go to 180. If not, go to 87. 

118 You run after the child and the 2 
white wolves tum to face you with a snarl. 
One leaps at you. Make a 1st level saving 
roll on Dexterity to dodge. If you miss, take 
the amount you missed by off your 
Constitution. If you still live or made the 
saving roll, read on. You must now fight for 
your life and the child's. The wolves have 
an MR of 50 each. If you win, go to 88. If 
you lose, you are tom to shreds. 

119 While you're fighting, the woman 
was able to sneak behind one of the men 
and bashed him on the head with a rock. 
Now you fight one less, or none at all 
depending on your combat skill in the first 
round. When you win, go to 181. 

120 Make a 2nd level saving roll on 
Strength to pull him out with your bare 
hands. If you make it, you get him to dry 
land. go to 149 if this is your 3rd rescue. If 
not, go to 57 and choose again. If you miss, 
you are pulled into the bog, so go to 85. 

121 Trangen patiently waits for you to 
show him the coin while you plead for his 
help. He begins to get upset when you don't 
produce the treasure. You are unaware of 
his changing attitude as you plead on, so it 



122-127 

is easy for him to take you by surprise and 
pin you against a tree. Twisting your arm 
behind your back, he forces you to confess 
that you lied. You are helpless as the angry 
man binds your arms and drags you back to 
the village, his poniard against your ribs. In 
the village Trangen turns you over to a 
procession of villagers who take you up a 
hill to a stone altar. He explains you are to 
ease the hunger of the local dragon as their 
yearly sacrifice, and lashed to an altar. As 
the people leave, you notice your bonds are 
loose. Make a 1st level saving roll on Luck. 
If you make it, go to 245. If not, go to 29. 

122 Back at the caravan, Ali Cambrasna 
is upset. You were gone so long that he sent 
out other scouts. He orders you to get back 
to work. Go to 253. 

123 Avoiding the edge of the cliff, you 
and Sharnalene must battle the troll. If you 
defeat it, you hear a roar. Make a 2nd level 
saving roll on Luck. If you miss, go to 251. 
If you make it, go to 215. 

124 The caravan to Tiern moves slowly 
across the Great Plain of Bijouwar. The 
days are hot and the nights are cold. For a 
week now you have been helping to move 
the torturously slow caravan on its way, 
dodging the bites of stubborn camels and 
standing watch at night. It has been a quiet 
trip so far and you have had time to notice 
that a very rich sheik is travelling with you. 
His huge silk tent, which is set up each 
night, intrigues you and one evening as you 

are relieved from guard duty, you decide to 
investigate. Go to 155. 

125 You take a moment to relax, settling 
down into a pile of soft pillows as your 
mind wanders to thoughts of how you'll 
spend your gold. You fail to notice that the 
sheik has returned. Make a 1st level saving 
roll on Luck. If you make it, you hear him 
yell, "Die thief!" and are lucky enough to 
avoid his weapon. You manage to grab your 
own and proceed to 187. If you miss, he has 
slit your throat and you are done. 

126 The guards can't see you and you are 
able to disappear into the night. Go to 35. 

127 You are taken to the sheik who is 
angered that you have killed his best body­
guard. 1000 gold pieces will buy your free­
dom. If you have it, pay the sheik and go to 
35. Otherwise, you are now the sheik's 
slave and will have to serve him for the rest 

of your life as a eunuch in the harem guards. 
However, all is not lost, as the gods give 

you an opportunity to gain your freedom 
although you lose all weapons, armor and 
treasure. If you have Arena of Khazan, you 
can fight 6 times for the sheik, giving all 
money and prizes won to him, and then go 
on your way to other adventure. 
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128 The sheik wants to give you a gift for 
your bravery. He offers you a sapphire ring 
worth 500 gold pieces and a silver dagger 
with a blue sapphire blade worth 1000 gold 
pieces and with a fighting strength of 2 dice 
plus 10. He then hands you the box and sits 
back to watch. If you want to open it, go to 
36. If you'd like to throw the box at the 
sheik and run out of the tent, go to 35. 

129 Tallarura is convinced that you wish 
to steal her anniversary present and possi­
bly her husband, too and insists on fighting 
you. The sheik is delighted that two women 
wish to fight over him. He disarms his wife 
and insists that you fight without weapons 
to settle the matter. Tallarura jumps at you 
immediately. You both get 2 dice plus your 
personal adds. Tallarura has 10 adds and a 
Constitution of 25. The first person to have 
her Constitution reduced to 2 loses con­
sciousness and the contest. As this is only 
the result of bruises, after a night's rest all 
Constitution will go back to what it was 
before the fight. If Tallarura wins, go to 
221 . If you win, go to 68 with a smile. 

130 Convinced that you will help them, 
the couple prepares to break camp. Make a 
2nd level saving roll on Luck. If you make 
it, go to 6, as you are able to grab your 
equipment and sneak away without being 
seen. If you miss go to 224. 

131 As the door opens, make a 2nd level 
saving roll on Dexterity to avoid a small 
silver arrow which whisks toward you from 
a statue across the room. If you miss, go to 
73. If you make it, go to 225. 

132 You tum your sword on Fereon in a 
rapid movement. Make a 2nd level saving 
roll on luck. If you make it, go to 194. If you 
miss, go to 40. 
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133 The wizard doesn't 
like you at all. He snaps 
his fingers and you 
are turned into a peculiar 
looking porcelain vase. 
He keeps Messina and has 
her pick fresh flowers 
every week to keep you 
busy in your new career. 

134 Messina slowly opens the door. As 
you both peer in, you see Yolandra in the 
arms of the wizard Fereon. Outraged, the 
wizard turns and directs a spell at you. 
Make a 1st level saving roll on luck. If you 
make it, go to 11. If you miss, go to 196. 

135 As you tum to run, Messina sticks 
out her foot and trips you. "You're going the 
wrong way," she snaps as one delicate hand 
pulls the latch on the door. It slides open to 
reveal a long hallway decorated with life­
size statues of men and women. The same 
delicate hand drags you to your feet and 
shoves you through the door. As the three of 
you cautiously walk down the hall, you 
notice that one of the statues is moving. A 
tall, handsome man in grey robes walks in 
front of you & fastens his grey eyes on you. 

"Welcome to my home, fools," Fereon 
growls. "You were stupid to come into my 
fortress. Yolandra is mine now and all that 
awaits you is death." 

Messina's father, Capristo, lunges for 
the wizard's throat, but is instantly reduced 
to a small green frog. You try to help, but 
find you can't move a muscle. The wizard 
pokes and pinches you, mumbling some­
thing about pets and dinner and did you eat 
a large supper before your visit. 

With a nod of his head, several statues 
come to life, remove your weapons and 
armor and carry you with no apparent re-



136-141 

spect up to one of the turrets, throwing you 
in a heap in a small room. Messina is soon 
tossed on top of you.Before the door closes, 
Fereon sticks his head in and tells you he'll 
be seeing you for breakfast. When the door 
finally does close, you find you can move. 
Messina suggests you escape at once. If 
you agree, go to 161. If you'd rather wait 
and see what happens next, go to 71. 

136 You take the sentry by surprise. 
After a brief struggle, you subdue him. You 
may kill him: go to 166. You may question 
him at 78, or take him prisoner & go to 171. 

137 You reach for the object, but realize 
too late that it is a silver hrombri desert 
beetle, very poisonous. Make a 2nd level 
saving roll on Constitution. If you miss, 
subtract the amount missed from your 
Constitution. If you still Ii ve or if you made 
your saving roll, go to 141. 

138 Staying very still in the dark, the 
sentry passes by. Your troubles are just 
beginning when you feel a strong hand on 
your shoulder. You spin around to see 2 
Rararadin, swords drawn. "Fight or die, 
city dweller," growls the largest one as he 
advances. You can fight at 45 or die here. 
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139 Your luck has run out. A Rararadin 
sentry saw you attack Cycera and she raises 
her bow and puts an arrow neatly through 
your retreating back. You are done now. 

140 The woman's name is Cycera. She is 
grateful for your help, but after all, she is a 
Rararadin and can take care of herself. She 
warns you to leave at once as the camp is 
getting ready to move further north in the 
morning. They fear bad weather. You get 45 
experience points from this and leave at 
once by going to 7 5. 

.· . .. , .. 

141 When you arrive back at the cara­
van, Ali Cambrasna is pleased with the 
information you gave him. He gives you a 
bonus of 200 gold pieces. 

The caravan continues on its way until 
the dark, forbidding mountains of Sha­
mishant are visible on the horizon. Ali 
approaches you again to go on a special 
mission. Just ahead is the last oasis before 
the mountains. The caravan must stop there 
to replenish its supplies before the pass. 
One always rushes through the pass itself 
and the caravan will not stop in the moun­
tains for fear of the ghost that haunt the dark 
crags and narrow passes. As the oasis is 



difficult to find, a scout must be sent ahead. 
Ali is so impressed with you that you don't 
really get any choice in the matter. 

He gives you a full water flask and off 
you go, heading east. As you trudge through 
the sand an hour later you sense a change in 
the air. The wind seems to be picking up. 
Before long you are struggling against a 
strong wind and the sand is whipping past 
you. You can hardly breathe and can't see 
anything in front of you. You begin to 
wonder if you will make it. You can stop 
and get the stinging sand out of your face by 
going to 204 or you may continue on. If you 
want to continue make a first level Luck 
saving roll(20-Luck). If you make it, go to 
203. If you miss it go to 286. 

142 By squinting your eyes you can just 
make out the shape of distant palm trees. 
Plod across the sand to 49. This must be the 
oasis you've been looking for. The Sha­
mishant mountains seem much closer here. 

143 Vivina accepts your story and low­
ers her arm. "You have been foolish, mor­
tal," she says. "But your ignorance is under­
standable as you are new to the plains. I will 
overlook it this time." She gives you leave 
to depart, which you can do by going to 
237, or you may try to win her friendship by 
going to 52. You can also offer to make up 
for any disrespect you may have shown by 
going to 239. 

144 Picking one of the flowers near the 
water, you place it on the altar and hear harp 
music. Looking around, you see a lovely 
vision rising from the water. She smiles at 
you and beckons you to come closer. This 
is Vivina, goddess of the Great Plain of 
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142-145 

Bijouwar, and you have pleased her. 
"Welcome, mortal," her cool voice 

whispers on the air. "I offer you a boon for 
your respect." At your feet, 3 small chests 
appear: a gold, a silver, and a blue. You may 
open one chest. If you pick the gold one, go 
to 21. To pick the silver one, go to 82. If you 
want the blue one, go to 207. 

145 Vivina is outraged that you would 
think she would be interested in a mere 
mortal. Now you have to fight Kakanar, as 
she is disgusted and wishes to see your 
bones bleach in the sun. Go to 238. 



146-153 

146 The minute the Balrog dies, the 
genie roars with laughter. "Free at last!" he 
cries. He flits across the sky. When he 
finally settles down, he turns to you. "I did 
promise you a reward, didn't I?" You nod 
your head eagerly. "Well, now, should I 
give you three wishes? No," he murmurs, 
"I think I'll just give you this." With a 'poof 
he disappears. At your feet, you find a dark 
green cloak. The lamp has vanished with 
the genie. You can pick up the cloak and go 
to 53 or leave it there and go to 237 to meet 
the caravan, cursing the genie's cheapness. 

147 You pull yourself to the top of the 
cliff and there is another bright flash. Now 
you are in a room containing two chests, 
one of bright gold and one of rough wood. 
The voice whispers that you must open one 
to leave. Make a 1st level saving roll on IQ. 
If you miss, open the gold chest and go to 
241. If you make it, you open the wooden 
one, go to 55. 

148 Vivina thinks you 're a bore and has 
had enough of you. She reduces your 
Charisma to 2. You've amused her in the 
other tests, so the releases you to the cara­
van in a flash of light. Go to 237. 

149 "Well done, mortal," Vivina whis­
pers. "You have done well and may go on 
your way." You get 200 experience points 
for this and are deposited in a flash of light 
at the caravan. Go to 237. 

150 Vivina finds you charming. She 
leads a lonely life. You must make amends 
for what you have done, but she will be 
lenient. Roll one die: if you roll a 1 or 2, go 
to 213. If you roll a 3 or 4, go to 89. If you 
roll a 5 or 6, go to 182. 

151 After you ask why you've been 
brought here, Trangen replies that you are 
the "guest" of his village. Every year, the 
mountain beast comes to the place of sacri­
fice and one of the villagers must die. 
Although they risk danger every day rob­
bing and attacking travelers, none of them 
likes to be eaten. So this year, they decided 
to capture someone to be sacrificed. This is 
you, of course. As he speaks, a procession 
of people march to the cage. Trangen un­
locks the door and you are tied and dragged 
to a spot above the village where you are 
secured to an old stone altar. "Just wait 
here," says Trangen, "It won't be long now." 
As all the people move away, you notice the 
ropes are loose. Make a 1st level saving roll 
on Luck. If you make it, go to 245. If you 
you miss, go to 29. 

152 As Trangen turns his back to make 
sure no one is watching from the village, 
you are able to reach a rock with your right 
hand. You knock him over the head and 
grab his broadsword worth 3 dice plus 4 in 
combat and his poniard worth 2 dice, if 
like. Run into the woods and go to 246. 

153 After defeating the dragon, you must 
make your way back to the caravan. Trangen 
will travel with you if he survived the battle 
and will fight by your side. You have gained 
a friend. Make a 2nd level saving roll on 
Luck as you wander through the wilder­
ness. If you make it, go to 246. If you miss, 
go to 228 . 
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154 Having killed all the trolls, you go 
into the cave. If Sharnalene survives, she 
goes with you. You find 3 pouches: a green 
one containing 2000 gold pieces, a brown 
one containing 10 rubies each worth 100 
gold pieces, and a puce one containing a 
large green emerald worth 1500 gold pieces. 
This gem is magical and will scream the 
word "TROLL!" whenever one is near. 
You think it's about time to head back to the 
caravan. Go to 122. Sharnalene will go 
with you if she is still alive as your compan­
ion until she gets tired of your company. 

155 Standing near the tent, you suddenly 
see the sheik emerge into the torch light 
followed by 3 mysterious women in veils. 
If you are male, go to 186. If you are female, 
go to 34. 

156 The sheik surrenders. He is im­
pressed with your skill in combat and for 
sparing his life rewards you with 500 gold 
pieces and his falchion. He shows you the 
way out to 35. 

157 Make a 1st level saving roll on luck 
to avoid being seen by the sheik's guards as 
you sneak away into the night. If you miss, 
go to 64. if you make it, go to 35. 

158 You are sitting on the silk cushions 
in his tent enjoying a glass of wine, when 
the sheik returns. His name is Porovan and 
he is a powerful ruler on his way to Tiern to 
build a palace by the sea. His dark, hand­
some looks make you willing to spend 
some time with him. You have and exotic 
meal served by slave girls. During dinner 
you begin to feel uneasy as one of the 
servers seems to be watching every move 
you make. After the meal, the sheik talks to 
you about his life at some length. You 
notice it is getting late and prepare to leave 
when the sheik takes your arm and asks if 
he can trust you. Without waiting for your 
reply, he walks over to an old travelling 
trunk and pulls out an elaborate silver box. 
Tenderly, he carries the box and returns to 
his seat beside you. He tells you that the 
great Eye of Zabulu is kept inside the box. 
There is a curse on the box that would kill 
any male who opened it. He has heard that 
a female could open it safely. However, 
he's not 100% sure that the rumor is true. 
He'll pay you handsomely if you will risk 
your life to open it. If you agree to do so, go 
to 189. If you feel you should be going, go 
to 219. 
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159-165 

159 You look so cute in your harem 
outfit that the sheik listens to your plea for 
mercy and his anger cools. He releases you 
to 35 with much regret. 

160 You walk toward the light almost all 
night. When you are close enough, you see 
a campfire blazing away in front of an old, 
wooden wagon. A very tired, aged horse is 
tied nearby and on the ground you can see 
the huddled shape of someone sleeping. 

Being a brave adventurer, you walk into 
the camp as the sun begins to rise in the 
east. At the sound of your approach, an old 
man in brightly colored clothes throws off 
his blanket and glares at you. He yells, "No, 
Messina!" just as a black cooking pot is 
smashed over your head. You hit the sand 
with a thump. 
The sun is high overhead when you cau­
tiously open your eyes. A cool cloth is on 
your forehead and a young woman with 
dark hair and eyes is looking into your face. 
Startled to see that you're awake, she draws 
back and the face of the old man comes into 
view. 

"It's good to see you're back from the 
land of dreams, stranger. You must forgive 
Messina's rudeness, but this is a dangerous 
land." 

"Think nothing of it," you say as you 
struggle to sit up, your head throbbing. "If 
you could give me directions to Esturiat, I'll 
be on my way." 

The old man looks you over carefully 
and says he'll be happy to help you if you'll 
help him. His youngest daughter, Yolandra, 
has been kidnapped by a powerful wizard 
by the name of Fereon. He and his daugh­
ter, Messina, have been travelling for days 
from the woods to the north following to 
the wizard's fortress . They are close now, 
but could use the help of someone like you. 
You may have any treasure you find and the 
directions you need, if you will help. To 
help them, go to 223. To decline, go to 69. 

161 Using a hairpin Messina picks the 
lock of your prism~ and the two of you 
quietly descend from the turret. Make a 1st 
level saving roll on Luck. If you make it, go 
to 8. If you miss, go to 103. 

162 Ignoring the scenes on the door, you 
run and slam your shoulder against it only 
to find it unlocked. You fly through the 
doorway and land in a heap at the feet of the 
wizard Fereon. Your collision has offended 
him. Make a 1st level saving roll on Cha­
risma. If you make it, go to 9. If you miss, 
go to 42. 

163 The castle tumbles down on top of 
you. You weren't fast enough on your feet. 
Make a 2nd level saving throw on 
Constitution. If you make it, take 1 die off 
your Constitution. If you miss, take 3 dice 
off your Constitution. Either way, if you 
still live, dig your way out of this sand trap 
and go to 101, ignoring the first two sen­
tences. 

164 As Messina throws herself at the 
wizard to beg for mercy, you grab a table 
knife and attack. Make a 2nd level saving 
roll on Dexterity. If you miss, go to 227. If 
you make it, go to 41 . 

165 Fereon decides to let you live for 
now, but you're becoming a pest. He sum­
mons Yolandra. When she enters the room, 
she runs to embrace Me~sina. As they touch, 
you feel a surge of power. Fereon senses 
magic, too, and disappears in a flash of grey 
light. The women smile at you and invite 
you to remain here with them, as Fereon 
has fled. They return your weapons and 
armor. If you would like to stay here with 
the two witches, you may retire from this 
adventure with 250 experience points, or 
you may ask directions to the caravan and 
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go to 124 with 150 experience points and a 
pouch of 200 gold pieces. Whatever your 
choice, you have to help the ladies look for 
their frog" father before you go. Make a 1st 
level saving roll on Luck to find him. If you 
make it, go to 124 or stop here. If you miss, 
the witches take 1 point off your IQ for each 
time you miss as they are upset at not 
having their father back. You must make 
the saving roll, so keep trying until you do. 

~ I 
I 
I 

\ 

66 Staying low among the dunes, you 
edge closer to the Rararadin camp. Sud­
denly, you hear angry voices. You move 
forward cautiously to see a man and a 
woman arguing a short distance from you . 
They both wear the black garments of a 
Rararadin warrior. Without warning, the 
man strikes the woman with his fist and she 
falls to the sand. He draws his sword and 
raises it above his head. To help the lady in 
distress, go to 229. To ignore this quarrel, 
go to 14 . 

166-170 

167 She's a tough one. Her name is 
Cycera and she is the sister of Lord Shor­
man and co-leader of the Rararadin. She is 
wearing leather armor that will take 6 hits 
and fights with a grand shamsheer that gets 
6 dice plus 2 in combat. She has a 
Constitution of 20 and her personal adds 
are 30. After you fight and kill her, go to 44. 
H you lose, that's all you do. 

168 Kakadoorenters the circle. He stands 
6 '7" tall and looks like a small mountain. 
He will fight with a grand shamsheer that 
gets 6 dice plus 2. He's wearing leather 
armor that'll take 12 hits. He has a 
Constitution of 25 and gets 25 personal 
adds for meanness. Your weapons have 
been returned to you for the fight, so fight 
now. H you win, go to 231. H you lose: 77. 

169 You lower your weapon and smile. 
Her name is Cycera and she is the sister of 
Lord Shorman and co-leader of the Rarar­
adin. She thanks you for your help. Falkbar 
was trying to force her to marry him to 
increase his standing in the tribe. When she 
refused, he got violent. If you are male, go 
to 233. H you are female, go to 16. 

170 Life with the Rararadin is exciting 
and you are soon a respected leader of the 
tribe. You retire here until you are called to 
other adventures and must wander on. 
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171-177 

You can leave this adventure now with 
350 experience points. However, if the life 
of a leader isn't to your liking and you yearn 
for the days when you were on your own 
with no responsibility, you can still join up 
with Ali Cambrasna's next caravan by going 
to 141 and ignoring the first sentence. 

171 As you start to tie up your prisoner, 
he decides to speak. He offers to show you 
a safe way into the Rararadin camp, if you 
spare his life. If you trust him, go to 109. If 
not, tie him up and bring him along to 234. 

172 In the morning, the Rararadin ride 
past your body on their way to attack the 
caravan. 

173 Roll one die. If you roll a 1 or 2 you 
find nothing but sand in the silver chest. If 
you roll a 3 or 4, the chest yields a ruby 
worth 300 gold pieces. If you roll a 5 or 6, 
you find a magic bottle containing a liquid 
that will restore all Constitution points if 
you drink it. There is enough for one use 
only. Now wander east to the pahn trees 
you see in the distance by going to 49. 

174 You just aren't sure of the way. You 
set out in a likely direction. Roll one die. 
This is the number of days you wander 
around looking for the oasis. For each day, 
you must make a 1st level saving roll on 
Constitution to survive on very little water 
under a hot sun. If you miss, take the 
difference off your Constitution. If you still 
live, you notice palm trees in the distance 
and go to 49. 

swirls right at you. You 
are lifted into the air and hurled -
above the oasis. The end could / 
be near. Make a 2nd level saving :_ ~ 
roll on Constitution. If you miss, it 
is the end. There was woo much water and 
too little air in the whirlpool for you. If you 
make it, the whirlpool drops you off onto 
the sand a short distance from the oasis. 
You may wait here for the caravan after 
taking 1 point off your Constitution for 
damage done in the fall. If you still live, go 
to 237. 

176 You awaken in the morning beside 
the water in the oasis. You can hear the 
sounds of the caravan approaching. Pro­
ceed to 237. 

177 Vivina decides to spare your life. 
You at least tried to make amends. She 
makes you her pet mortal and keeps you 
imprisoned in her blue palace beneath the 
water for the rest of your life. 



178 In the chest you saw 100 gold pieces 
and a ruby worth 250 gold pieces. You are 
able to grab them before a flash of light 
takes you to 179. 

179 As you open your eyes, you can see 
nothing. You seem to be surrounded by 
leather. In fact, you are in a large pouch 
being carried by a giant. As he carries you 
along, he swings the pouch, sometimes 
dragging it on the ground, and sometimes 
throwing it in the air. To survive this rough 
treatment, make a 1st level saving roll on 
Constitution. If you miss, the beating was 
too much for you, go to 85. If you make it, 
go to 242. 

180 You reach the sword, which comes 
out of the stone easily. It gets 10 dice in 
battle. Fight Bluking now. He has an MR of 
120. His tough scales will take 5 hits. If you 
win, go to 26. If you lose, Bluking enjoys an 
afternoon snack. 

181 The woman kisses you on the cheek 
and raises your strength by 2. If you have 
rescued all three, go to 149. If you aren't 
done, return to 57 and choose again. 

182 You must dance for Vivina. Beauti­
ful flute music comes out of nowhere, as 
you begin to dance. Make a 1st level saving 
roll on Dexterity. If you miss, Vivina thinks 
you're clumsy and sends you back to the 
caravan with a pair of dance shoes to prac­
tice with. Go to 237. If you make the saving 
roll, go to 28. 

183 Unless you're immune to poison, 
you're dead. This breed is always fatal. 
Your death is slow and painful and Tran gen 
smiles through your agony. If you're im­
mune to poison, Trangen admires your 
strength and says the dragon may find you 
tasty. A procession of villagers advances on 
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178-186 

the cage. Trangen explains that the dragon 
must be fed once a year or he will destroy 
the village. You've been chosen for this 
honor. Trangen unlocks the door and you 
are taken up to a stone altar, bound to that 
same altar, and left to die. You notice the 
ropes are loose and work at them frantic­
ally. Make a 1st level saving roll on Luck. 
If you make it, go to 245. If you miss, go to 
29. 

184 Sharnalene says she needs the help 
of a brave soul. She knows where there's a 
rich treasure, but one warrior, no matter 
how good, could never get it alone. She 
unties you and returns your weapons and 
belongings. As you walk through the wil­
derness, she explains that a large cave troll 
has stolen her treasure and all you need to 
do is help her fight the troll. 
You come to a cliff and follow a narrow 
mountain path for what seems like hours. 
You come to a shelf on the rock and see a 
cave. In front of the cave is a cave troll, MR 
150. It grunts and attacks. Make a 1st level 
saving roll on Dexterity. If you miss, go to 
92. If you make it, go to 123. 

185 By putting on your cloak, you may 
take your first combat roll directly off their 
Constitutions, as they are confused. If 
Trangen is with you, he will join you in the 
fight on the second round. Fight normally 
on the second round, if any bandits still 
live. If you win, go to 216. 

186 The sheik strides past you without a 
second look. However, as the veiled ladies 
walk by, the last one in line looks at you and 
winks withoneofherbig, blue eyes.Brush­
ing past you, she whispers, "Meet me be­
hind the tent in one hour". If you ignore her, 
return to your bedroll at 217, or else wait an 
hour and go behind the tent to 32. 



187-194 

187 You may fight the sheik by going to 
2, or if you carry a weapon with a sharp 
edge, you may cut your way through the 
tent at 65. 

188 You find 30 gold pieces on each 
guard. Take the money with you & go to 35. 

189 The sheik is very pleased with your 
decision. Make a 2nd level saving roll on 
Luck. If you miss, go to 36. If you succeed, 
go to 128. 

190 A beautiful woman, silver dagger in 
hand, is screaming at you in a language you 
don't understand. This is the same woman 
who watched you during the meal. Her 
name is Tallarura and she is the sheik's 
favorite wife. As she springs to attack you 
again, the sheik grabs her. He explains ~at 
she is very jealous. Make a 2nd level savmg 
roll on IQ. If you make it, go to 67. If not, 
proceed to 129. 

191 It's a long hot walk to the foothills, 
but Jasima intrigues you with stories of her 
nomad people. She's wandered too far for 
water, but her herd is all she has. By eve­
ning you've reached a small waterhole. and 
the goats drink their fill. You're so thirsty 
that you want a drink badly, but Jasima 
makes no move to drink. As you head 
toward the water, she tells you that only 
animals can drink here as it is protected by 
an old wizard's spell. If you ignore her 
words, go to 7. ff you don't drink go to 99. 

192 Glancing again at the women, you 
see them circling the room still chanting 
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and holding each other. A dark hand touches 
your shoulder and you whirl around to see 
Capristo. He takes you by the arm and leads 
you out of the fortress explaining that his 
daughters are powerful witches, but only 
when they are together. They have returned 
him to human form and are now dealing 
with Fereon himself. 

Capristo and you stan~ on a s~nd d~e 
watching the castle. It begms to sh~er ~ 
the sun and then in a bright flash ofhght, it 
crumbles into a hill of sand. The two sisters 
suddenly appear before you. "Fereon is 
gone," explains Messina. "We thank you 
for your help." 

As a reward, they each kiss you which 
increases your Constitution by three for 
each kiss. All your weapons and armor are 
also returned. You are given a chance to 
choose your destination. You can be tran~­
ported back to Esturiat ~nd out ?f this 
adventure with 150 expenence pomts, or 
you will be placed .near a car~van to con­
tinue your trip to T1em by gomg to 124. 

193 "Good fight!" exclaims Fereon. You 
untie Capristo and Messina while Fereon 
and Yolandra descend from the balcony. 

"You may go now, but I keep the women," 
says the wizard when he stands in front of 
you. If you agree, go to 70. If you don't like 
this arrangement, go to 132. 

194 You take Fereon by surprise and he 
dies instantly. His body changes into a grey 
dust that settles on the floor. The castle 
walls begin to tremble and the whole place 
is coming down around you. Make ~ 1st 
level saving roll on luck. If you make It, go 
to 101. If you miss, go to 163. 

. -
''-'/!J ... ~·'fl>,, . 

'-:. ~·~~~ 



195 When Fereon finishes his toast, he 
claps his hands and Yolandra enters the 
room. Fereon informs you that he wishes to 
marry and will have one of the sisters or 
you, if you happen to be female. If someone 
will marry him, you will be allowed to 
leave. If you let one of the sisters have him, 
go to 10. If you'll marry him, go to 72. If 
you'd rather kill him, go to 164. 

196 You and Messina are now a part of 
Fereon's glass statue collection and Yolan­
dra will never be saved. 

197 As the day progresses, the caravan 
winds its way across the dunes. You keep 
an ever-watchful eye on the horizon. This is 
the land of the fierce desert warriors, the 
Rararadin. They're so fierce that mothers in 
Esturiat use them to scare their children 
into obedience. But you aren't scared, at 
least not at first. Toward afternoon you 
begin to feel uneasy. Your glances to the 
horizon come more often. Once or twice 
you catch a dark shadow which quickly 
vanishes. 

Soon the uneasiness has spread through­
out the caravan. Suddenly you hear a shout. 
Looking north you see a line of dark black 
horses, their red eyes glowing. Mounted on 
the horses are the Rararadin, dressed in 
long black robes, black turbans on their 
heads, long silver swords at their sides. 

The caravan master hurries the mer­
chants on under the gaze of the Rararadin 
who follow at a distance for the rest of the 
day. 

195-198 

At dusk, the caravan master, Ali Cam­
brasna, comes to your fire and asks that you 
go into the desert and seek the camp ~f 
Rararadin to gain information on their 
strength and plans. It would be dangerous, 
but if they attack tomorrow itmight be the 
end of everyone. If you agree to spy, go to 
12. If you'd rather stay safe by your fire, go 
to 74. 

198 You are able to avoid a passing 
group of Rararadin and get close enough to 
the camp to observe the activities. While 
you are watching, an argument breaks out 
between two men. They draw swords. From 
their shouts you learn that there is some 
disagreement about whether or not they 
should attack your caravan. The leader, 
Lord Shorman, quick! y wins the contest. 
The camp becomes quiet and he orders his 
people to prepare to move on in the morn­
ing. They will attack a richer caravan to the 
south. Hearing this, you quietly back away 
to 75. 



199-206 
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199 Seeing his companion lying in the 
sand, Omar praises your fighting skill. The 
noise, however, has attracted 5 more of the 
desert warriors. Omar suggests you surren­
der and accompany him to camp. If you 
agree, go to 76. If you want to fight on, go 
to 46. 

200 Lord Sharman and you get along 
famously. You like the wild life of the 
Rararadin, raiding caravans and riding like 
the wind on your black horse. When Lord 
Sharman asks you to be his wife, you agree 
and retire here until you get restless and go 
to other adventures. 

You may leave this adventure now with 
350 experience points and Lord Sharman. 
However, if you begin to yearn for the good 
old days, take your silver jewelry worth 
500 gold pieces and steal away into the 
night to 141 where you meet Ali Cam­
brasna and another caravan heading for 
Tiem. Ignore the first sentence. 

201 The Rararadin wine and dine you 
through the night. Lord Sharman is sorry 
you won't stay, but gives you safe passage 
back to the caravan promising that he will 
let your group pass without harm. Go to 75. 

202 In the Rararadin camp, Cycera 
explains how you helped her. You are wel­
comed as a friend. Even Lord Sharman is 
impressed. He asks you to stay and fight 
with them. He offers you his best horse, 

0 
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Makran, if you'll stay and hints that he 
thinks you're "his kind of woman". If you 
stay, go to 4 7. If you want to leave, go to 
201. 

203 Moving forward in what you think is 
an easterly direction, you hear a low growl 
above the wind. Make a 2nd level saving 
roll on Luck. If you make it, go to 18. If you 
miss, go to 111. 

204 Taking off your cloak, you wrap up 
in it and seek shelter near a cactus which 
blocks a small portion of the blowing sand. 
In the distance you hear what sounds like a 
low growl. Move out to investigate by 
going to 111, or remain where you are by 
going to 50. 

205 You take long swallows of the cool 
water. It certainly tastes good after all the 
sand you've eaten recently. Not only does it 
taste good, but it also has magical proper­
ties that increase your Strength and 
Constitution by 2. Make a 2nd level saving 
roll on Luck. H you miss, go to 81. If you 
make it, go to 51. 

206 You stretch out under a palm tree 
and drift off into a peaceful dream. You 
awaken 2 hours later with a moan. There is 
a sharp pain in your back. You get up and 
search the ground to find that you have 
been sleeping on an old, battered gold lamp. 
Make a 1st level saving roll on IQ. If you 
make it, go to 22. If you miss, go to 115. 



208 Vivina laughs and says she doesn't 
play with children. You may leave by going 
to 237 or try to make amends by going to 
239. 

209 "You do not seem like such a bad 
mortal," whispers Vivina. "I will give you 
a chance to live by amusing me. If you 
survive, you may go in peace." Roll one 
die. If you roll a 1 or 2, go to 24. If you roll 
a 3 or 4, go to 56. If you roll a 5 or 6, go to 
57. 

210 You didn't see something moving in 
the chest. Vivina whispers, "Your luck has 
run out, mortal," as you are bitten by a 
scarlet crimiln snake. Once it gets its teeth 
into you, it slowly drains all your blood. Go 
to 85. 

211 Vivina finds you to be a rare treas­
ure. She forgives you for the way you acted 
in the pool and gives you a large pearl worth 
5000 gold pieces and increases each of 
your attributes by 2. She sends you back to 
the caravan with a flash of light. Go to 237. 

212 You run to the man to pull him out. 
If you have a blue rope, you pull him out 
with no trouble. Go to 149, or back to 57 if 
you haven't rescued everyone. If you have 
any other type of rope, go to 27. If you don't 
have a rope, go to 120. 

207-215 

213 You must entertain her with the 
story of your life and adventures. Make a 
saving roll on IQ. If you make it, go to 58, 
as she was amused. If you miss, you were 
so boring that she reduces your IQ by 3 and 
sends you back to the caravan at 237. 

214 Trangen released you from the cage 
and takes you off into the woods, where 
you tell him that you have a coin hidden in 
your boot that your captors didn't find . It's 
very valuable and if he'll help you to es­
cape, you'll give it to him. If you look for 
chance to escape on your own, go to 152. If 
you'd rather wait to see ifTrangen will help 
you, as you have no weapons, go to 121. 

215 If Shamalene still survives, she is 
able to get a bolt into the body of the 
advancing female troll, MR 140, and re­
duces its MR to 100. If you also have a 
cloak that grants invisibility, put it on and 
take your first combat round directly off the 
troll's MR. If you have neither of these and 
have a weapon you can throw, you may 
take your first combat roll directly off the 
troll's MR. If none of these apply or if you 
have already used them, you must fight her 
in normal combat now. She is angered at 
the loss of her mate and won't rest until 
you're dead. If you survive, go to 154. 



216-223 

216 You search their bodies and find 200 
gold pieces and 5 pearls worth 100 gold 
pieces apiece. Head back to the caravan at 
122. 

217 You have'just dozed off when you 
are awakened by Farlon, a fellow guard. 
"Take my watch," he says, "I'm sick". With 
that said, he turns green and hurries off. 
You drag yourself out from under your 
warm blanket and take his position near the 
rear of the caravan. Make a 1st level saving 
roll on Luck. If you miss, go to 248. If you 
make it, read on. You notice movement and 
tum to face a desert thief. He stands 6'3" tall 
and fights with a great axe worth 5 dice plus 
3 in combat. He wears leather armor which 
will take 6 hits and his Constitution is 15. 
With his 20 personal adds, he feels confi­
dent enough to fight you here. If he kills 
you, he gets a chance at the riches in the 
caravan. If you kill him, you may go to 1. 

218 Narada's eyes blaze with anger at 
your refusal. She acts as one of the sheik's 
bodyguards and no one would suspect a 
harem girl as being a trained killer. With 
one hand she tears away her veils to reveal 
a falchion worth 4 dice plus 4 and a kukri 
worth 2 dice plus 5. You must fight her. If 
you use magic, write down your spell & go 
to 33. If you fight with weapons, go to 96. 

219 The sheik is upset that you should 
reject him. After all, he has the power oflife 
and death over his subjects. Make a 1st 
level saving roll on IQ. If you make it, go to 
4. If you miss, go to 66. 

220 Enraged, the sheik draws his fal­
chion which gets 4 dice plus 4 in attacks. 
His Constitution is 20 and he has 15 per­
sonal adds. He will fight alone for the first 

combat round. If you wound him by getting 
one hit, he will surrender, go to 156. If your 
fight goes into a second round, roll one die. 
This is the number of guards that will come 
to the sheik's aid. They have scimitars that 
get 4 dice in combat and wear armor that 
will take 6 hits. They each have a 
Constitution of 10. You may surrender at 
any time by going to 97. Keep fighting until 
your Constitution reaches 2 and then you 
are too weak to continue and must surren­
der by going to 97. If you win by killing all 
the guards and wounding the sheik by get­
ting at least one hit, which should be easy as 
he doesn't wear any armor, then you should 
go to 156. If they should happen to kill you, 
then this is as far as you go. 

221 Tallarura is victorious and you ache 
all over. The sheik believes you are a weak­
ling and throws you out of his tent with 
your belongings. Crawl to 35. If he gave 
you any gifts, he will keep them. 

222 The snake sees your movement and 
strikes. If you 're immune to poison, make a 
1st level saving roll on Constitution to see 
if you survive the trauma of snakebite. If 
you make it, go to 31, as you are confused 
after the bite. If you miss, the shock kills 
you. If you're not immune to poison, it 
takes 2 days for you to die under the desert 
sun. 

223 They are pleased with your answer 
and Messina cooks a fine meal of desert hen 
for you before you climb into the wagon for 
the journey to Fereon's fortress. By the end 
of the day, you are relieved to stretch your 
cramped legs and are looking at a massive 
sand castle rising out of the desert, tall 
turrets almost touching the clouds. It ap­
pears deserted, but you and your new friends 



know better than that. The old man sug­
gests you sneak in during the night and you 
are starting to argue who's in charge, when 
there is a large clap of thunder and 7 warri­
ors stand around you. They all carry magi­
cal swords worth 5 dice in combat. They 
have 20 personal adds and Constitutions of 
25. They are also wearing magical silver 
armor that will take 10 hits. They raise their 
weapons and attack with a hideous war cry. 
Messina and her father grab their weapons 

37 

and will fight with you. She fights with a 
black dagger enchanted to get 3 dice plus 
20 in battle. Her constitution is 25 and her 
personal adds are 20. Her father fights with 
a scimitar that will get 4 dice in combat. He 
has a Constitution of 10 and 30 personal 
adds. The battle will go on until you and 
your companions are all wounded with at 
least 1 hit, which will paralyze you. They 
will not kill anyone. When you are unable 
to move, go to 38. If you happen to kill all 
the warriors, go to 100. 

223 



224-232 

224 Capisto, the old man, is an expert 
knife thrower and seeing your escape puts 
his knife neatly in your back as you run, 
ending your adventure. 

225 You dodge the arrow and it sticks in 
the wall behind you, barely missing 
Messina. As you peer into the room, you 
see a woman standing out on the balcony, 
her long black hair blowing in the breeze. 

"Yolandra," shouts Messina, pushing you 
aside. The two women embrace and clutch 
hands. They look so much alike that you 
couldn't tell them apart except for their 
clothing. "Come on," you whisper, "We've 
got to get out of here." 

"That won't be necessary now," says 
Yolandra. "We can take care of every­
thing." The women continue to hold hands 
and begin to chant softly. However, as you 
stare at them in. astonishment, something 
golden catches your eye near the bed. To 
investigate, go to 39. To ignore the sparkle 
of possible treasure, go to 192. 

226 Fereon is impressed with you. He 
would like to get to know you better. You 
spend all morning trying to convince him to 
let you all go. he says he will put you in a 
caravan if that is what you desire, but the 
others must remain. If you accept this offer, 
go to 124 with 150 experience points and 
the wizard's affection, along with your 
belongings. If you won't go without the 
others, go to 102. 

227 Fereon notices your clumsy attack 
and you are turned into strawberry jam. 

228 As you go along, you hear a war cry 
and 3 bandits from the village jump out of 
the woods at you. They carry broadswords 
worth 3 dice plus 4 in combat and have 
personal adds of 10. Their Constitutions 
are 15. They do not wear armor. Fight for 

your life here. If you are travelling with 
Trangen, he will fight with you. If you have 
a cloak that grants invisibility, go to 185 
before the fight begins. If not, fight here 
until you die or win. If you win, go to 216. 

229 Weapon drawn, you run over the 
sand to the couple. Make a 1st level saving 
roll on Speed. (If you don't have a Speed 
attribute, roll one up now with three dice.) 
If you make the saving throw, go to 13. If 
not, go to 48. 

230 Just in time you notice a slight 
movement. You go cautiously toward it and 
find that it's a silver hrombri desert beetle 
of the poisonous variety. You neatly step 
aside & continue back to the caravan at 
141. 

231 "Congratulations," shouts Lord 
Shorman. "You are one of us now." He 
rewards you with Kakadoor's sword & 
armor plus a pouch of gems worth 1000 
gold pieces. Lord Sharman invites you to 
stay with them. If you do, go to 107. If not, 
go to 201. 

232 You trip over a pouch containing 50 
gold pieces that was lying in the sand 
apparently dropped during the fight. You 
continue to sneak toward camp. Luckily 
the scuffle did not attract any attention due 
to the laughter and music from the camp­
site. As you creep closer, you must make a 
2nd level saving roll on Luck. If you make 
it, go to 198. If you miss, you are noticed by 
other sentries and go to 138, ignoring the 
first sentence. 

~~~~~~..q,~~~..q,.q..q..q. 
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233 Cycera thinks you're cute. She would 
like you to join her in the camp. You may 
follow her to 79 or head back to the caravan 
at 75. 

234 Rararadin will not allow themselves 
to be taken alive. As you move across the 
sand, you fail to notice that your prisoner 
has loosened his bonds. Make a 1st level 
saving roll on Luck. If you make it, go to 
110. If you miss, go to 17. 

235 Almost 30 minutes have passed, but 
the wind has finally died down. You shake 
off the sand, which seems to be in every­
thing you own, and look about. Make a 1st 
level saving roll on Luck. If you make it, go 
to 142. If you miss, go to 174. 

236 It's not wise to turn your back on a 
sand demon. A huge claw reaches for you. 
Make a 1st level saving roll on Dexterity to 
avoid its clutches. If you make it, you elude 
its grasp and turn to fight. It has an MR of 
100. Each combat round, make a 1st level 
saving roll on Luck to see if it materialized 
long enough for you to strike it. If you don't 
make your saving roll, any hits you got 
against it didn't count. If you win, you get 
300 experience points and should go to 80. 
If you lose, the sand demon eats your soul, 
a rare delight for a sand demon. 

If you missed your saving roll on Dex­
terity, take 2 dice worth of hits from the 
claws. If you still live, fight as mentioned 
above and go to 80 if you best the demon. 

237 Ali Cambrasna is delighted to see 
you again. You inform him there are no 
bandits about so the caravan fills up on 
water for the journey over the pass. Ali has 
a diamond medallion allowing him to use 
the water in the oasis, which is governed by 
the goddess Vivina . He asks you if any­
thing odd happened to you (Ali is so per­
ceptive) and when he hears of your adv en-

233-239 

ture he gives you a bonus of 200 gold 
pieces. 

The caravan travels on to the Shamishant 
Pass. This region is filled with fierce ban­
dits and other horrors. High mountain peaks 
surround you as you travel on. The air is 
cool and fresh. You fell relaxed even though 
you know caravans have disappeared in 
this area before, without a trace! 

One cold morning with the sun just a 
pink glow in the sky, you are shaken awake 
and see the pale face of Ali leaning over 
you. He sends you, his star scout, out in the 
cold to search the pass ahead. He informs 
you, this is the worst spot in the trip, and 
once clear of this area it's all downhill to 
Tiern. As you wander out into the wilder­
ness looking for trouble, you hear a twig 
snap. to walk cautiously forward go to 59. 
If you stop and listen for other noises go to 
61. 

238 As you watch, a "thing" rises out of 
the water and floats to your side. Kakanar 
cannot be described, as you cannot see 
much of it. It's like a dense cloud, yet it's 
solid. You see two blue eyes and the ground 
shudders as it moves. Its cloudlike skin will 
take 5 hits. Kakanar has an MR of 100. 
Make a 1st level saving roll on Dexterity to 
see if you are able to put on your armor 
before the fight. Grab your weapons and 
fight it here. If you kill it, go to 113. If your 
Constitution is reduced to 2, go to 177. If 
you are killed, go no further. 

239 Vivina is delighted that you wish to 
show respect, so few people travel the 
plains these days who are respectful of a 
goddess. She asks that you carry a medal-

lion over the Shamishant Pass for her. If 
you agree, go to 83. If not, why did you read 
this? Go back to the paragraph you came 
from and choose again. You obviously 
weren't sincere. 



240-245 

240 The angry form of Vivina, goddess 
of the Great Plain of Bijouwar, rises from 
the water, cold blue eyes flashing. You have 
shown disrespect and she zaps you out of 
existence. You are now one of those attrac­
tive flowers near the altar. 

241 The voice whispers, "All that glit­
ters is not gold," as you open the chest. A 
blue mist pours out of the chest, turning you 
into a blue sapphire worth 100 gold pieces. 
Vivina will use you as part of her jewelry 
collection. 

242 A flash of light brings you back to 
the white surface, but this time you aren't 
alone. In a long row in front of you stand 10 
archers. "Run for your life, mortal," whis­
pers Vivina. As you run, make a 1st level 
saving roll on Dexterity to avoid the ar­
rows. If you miss, go to 25. If you make it, 
go to 86. 

243 The woman screams again as the 
three men move closer. As you approach, 
they tum to you. They fight with magical 
axes which get 6 dice and cut through all 
armor except magical armor. They don't 
wear armor, as they think they can't be 
beaten. They each have a Constitution of 20 
and 15 personal adds. Fight now. If you 
survive the first combat round, make a 1st 
level saving roll on Luck. If you make it, go 
to 119. If you miss, fight here until you win 
or die. If you win, go to 181. If you killed 
them all on the 1st round, go to 181. 

244 Trangen is insulted by your words. 
His face gets as red as his hair. He draws his 
sword and informs you that being eaten by 
a dragon isn't good enough death for you. 
While you're thinking "Dragon?" he picks 
a scorpion up with his sword and drops it 
into the cage with you. Make a 2nd level 
saving roll on Luck. If you miss, go to 183. 
If you make it, go to 252. 
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245 You hear the distant roar of a dragon. 
It sounds big. You struggle out of your 
bonds and leap off the stone altar. As you 
run to the woods, you see the dragon flying 
toward the altar and it really is huge. You 
glimpse a figure near the trees to your right. 
He is motioning to you. To go toward him, 
go to 91. To tum the other way, go to 60. 

~~.q..~~~.q..q..q.~.q.~~~~~.q. 
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246 You stumble upon a small cabin. 
Going in, you find an old woman. She will 
heal any wounds you have. Her name is 
Brashnavalva. If you will stay and read to 
her this evening, she will reward you. If you 
can't read or don't want to, go back to the 
caravan at 122. If you'd like to help an old 
witch with poor eyes, go to 30. 

247 Shamalene hates cowards. She plants 
2 arrows in your chest. You are a goner. 

248 You are struck from behind by a 
thief hoping to do a little robbing tonight. 
Take 1 die roll off your Constitution. If you 
still live, you musk fight him here. He is 
6'3" tall and is carrying a great axe worth 5 
dice plus 3 in this fight. He has 10 personal 
adds and his Constitution is 15. Under his 
cloak you catch a glimpse of leather armor 
which will take 6 hits. If you suivive, go to 
1. 

249 If you use Take That You Fiend, the 
spell will work. Return to 64 and fight 
them. If you use Hidey Hole, go to 126. All 
other spells were a waste of strength as the 
guards have protection against certain 
spells. Return to 64 and fight. 

~> --· . ·-~ c;z;> .... ~~~~ ~ 
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250 You find a leather pouch with 150 
gold pieces and a ruby ring worth 500 gold 
pieces on her body. You may take these. 
Make a 1st level saving roll on Luck to 
avoid being seen by the sheik's guards as 
you sneak away to your bedroll. If you 
miss, go to 3. If you make it go to 35. 

251 The troll's mate emerges from the 
cave. She attacks at once. She has an MR of 
140. You must fight on, or die on the rocks. 
If you survive, go to 154. 

246-255 

252 You are able to avoid the deadly 
sting of the scorpion and kick it out of the 
cage, only to have Trangen inform you that 
you are to be sacrificed to the dragon. Go to 
151 and ignore the first sentence. 

253 A few days later the mountains are at 
your back and you can see the ocean and the 
white buildings of Tiern. A short journey 
through the grasslands gets you to Tiern 
and out of this adventure. You get 5000 
experience points and a free drink at the Sea 
Turtle Tavern in Tiern for living to tell 
about your travels. 

254 Fereon decides to use you like a 
bookend. He can't think of anything else to 
do with you. He feeds Messina and the frog 
to his pet and you sit in his library forever 
next to a book about the dangers of travel in 
foreign lands. 

255 You and Marcus trudge over several 
dunes in the early morning light. Marcus is 
a rogue from Tiern and tells you all about 
that thriving port. As you top the third dune, 
he grips your arm and points. Just ahead of 
you the air shimmers and a village appears 
where there was only sand earlier. It has tall 
spires and gables set at odd angles. You 
hear the sounds of a busy town life: horses, 
voices, wagons, and music. Marcus turns 
to you and says, "Remember, only two 
hours. I'll meet you back here in two hours. 
If you don't leave in that time, you'll be 
trapped and will never get out." With that, 
he moves off to the village, leaving you to 
choose. If you go into the village, go to 271. 
If you would prefer to go back to the 
caravan and get back to work, go to 141. 
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256 

256 Perina brings you a large, cool ale. It 
looks so good after your desert hike that 
you quickly reach for it. Perina is also 
reaching for your gold piece at the same 
time. The result is a disaster. Your ale goes 
flying and lands in the lap of the largest 
fighter in all of Allivar. Naturally, he takes 
immediate offense. He snarls, gets up and 
knocks your table aside, drawing his Great 
Sword. The entire tavern clears out, as 
people run in all directions. "Gregor kill 
small one," he grunts. You have no choice 
but to fight. He has a MR of 85. If you win, 
go to 269. If you lose, go to 278. Magic will 
not work against him, as it doesn't work in 
the village at all, possibly due to the en­
chantment placed upon it. 



257 The two hours pass quickly. The 
village begins to vanish for another 300 
years and you are going to be trapped here 
for all time. If you make a third level Luck 
saving roll, you can escape just in time by 
praying, and are able to trudge to the cara­
van and get to work at 141. Marcus didn't 
wait. He thought you wouldn't get out. If 
you miss, you have to stay forever. 

· --~- -

258 You pass out and when you come to, 
you don't know how much time has passed. 
Make a second level Luck saving roll. If 
you make it, you have time to leave. Go to 
266. If you miss, you are trapped in the 
village for 300 years. But even then, you 
can't leave as you'll need the enchantment 
of the village to survive after so long. 

259 The temple is an odd building in the 
shape of a foot with doors where the toes 
would be. As you enter, you are greeted by 
a beige-robed priest. "Welcome, my child. 
Are you here to join our faith?" If you want 
to join, go to 280. If you want to know about 
the Foot of Power, go to 268. 

260 "Wait, my child. Let me bless you 
before you go." He raises his arms and 
prays in a strange tongue. You feel differ­
ent. Each of your attributes are increased 
by 1. "May the gods watch over you," he 
says as you leave. Outside, you see that the 
time has passed. You hurry out, almost 
knocking a woman down and sending the 
bread she was carrying flying in the air. You 
meet Marcus at the dune and return to the 
caravan and your job at 141. 

257-265 

261 You are judged to be a basically 
good person and are forgiven for your 
mistake. You lose 3 on your Luck for good. 
If you repent and drop the Foot of Power, 
go to 267. If you still want to have it, go to 
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. · '_· · 262 Roll two dice. Take this amount of 
· your Constitution. If your Constitution is 

now 0, the drink killed you. If you are still 
alive, you've had enough of this powerful 
brew and you leave the tavern by going to 
266. You get 50 experience points for your 
drinking. 

263 The priest blesses you, raising each 
of your attributes by 1, and gives you a 
small foot pin. It's not a diamond, but it's 
not worthless either. It adds 10 to your 
Strength when you wear it. You leave the 
temple and make your way through the 
streets. Down a side street you see a well. If 
you feel you are out of time and should 
leave, go meet Marcus at 276. If you want 
to check the well, go to 270. 

264 You make your way to the temple 
down the busy main street. As you walk 
along, someone bumps into you. Make a 
2nd level saving roll on Luck. If you miss, 
go to 277. If you make it, go to 285. 

265 The well really does work. Your 
time is up and the village is vanishing. Your 
coin allows you to escape the village and 
arrive back at the caravan, ready for work at 
141. Your Luck increases by 1 and you 
have 100 experience points for your wish 
and your adventure. 



266-268 

266 You leave the tavern and make your 
way out into the desert. Marcus is waiting 
for you and you return to work at the 
caravan after you watch Allivar fade back 
into the mists of time. Go to 141. 

267 The priest tells you to leave at once 
which you quickly do. You don't know how 
much time has passed, so you hurry out of 
the village to the dune. Marcus arrives 5 
minutes later and the two of you return to 
the caravan at 141. Marcus wonders why 
you won't talk about your morning. 

268 "Ah," he says, "a visitor to Allivar, 
city of delays. We never do seem to get 
much done here. Oh, but that's the way we 

live here and one must take what the gods 
send our way. Come, let me show you our 
most prized possession." He takes your 
hand and shows you to the altar which is 
also shaped like a foot. But what really 
catches your eye is the small necklace 
resting on a velvet cushion. It's a foot, but 
a foot of pure diamond (worth a fortune). 
The priest continues, "I see what you're 
looking at and know what you're thinking. 
We don't have to guard the Foot of Power. 
Our god takes care of that for us." To steal 
the foot, go to 274. If you've changed your 
mind and start to leave, go to 260. 



269 Gregor has no chance against such a 
skilled foe. As he lies at your feet, the 
crowd returns and you are bought many 
free ales. You get 100 experience points. 
Time has been ticking away. If you feel you 
should leave now, go to 266. If you think 
there's no hurry, go to 257. 

270 The well is dark and wet. A sign says 
it is a wishing well. If you put a coin in it, 
you'll get your wish. If you put in a coin, go 
to 265. If you would rather not, go to 272. 

271 You enter this odd village and are 
surprised to find cobblestone streets and no 
sign of sand or desert. The air is cool and 
fresh. Marcus told you the temple is re­
ported to contain a magical item called the 
Foot of Power. The temple is at 264. If you 
don't want that much adventure, you can go 
to the tavern at 283. 

272 You wasted too much time. The 
village is vanishing. You'll be trapped for 
300 years if you can't make a 3rd level 
saving roll on Luck. If you make it, you get 
out just as Allivar disappears. Go meet 
Marcus at the dune and return to the cara­
van at 141. If you miss, you're stuck right 
here. 

273 You feel Perina slapping your face 
as your senses return. Everyone applauds 
and cheers at your great ability to hold 
drink. You gain 5 to your Constitution. 
They invite you to drink again. If you want 
to, go to 282. If you think you should leave, 
do so by going to 266. 

274 Greed wins the day for you and you 
push the priest out of the way and grab the 
Foot of Power. The priest yells, "No, my 
child, don't!"butyou don't listen. You have 
a chance if you can make a 3rd level saving 
roll on Luck, twice. If you make both rolls, 
go to 261 . If you miss any at all, go to 281. 

269-280 

275 The surprise of the crowd is appar­
ent. No one has ever done that before. You 
gain lOOexperience points and a free ale. If 
you want to leave now, go to 266. If you 
want to stay longer, even though it feels like 
hours already, go to 257. 

276 You leave the village just in time as 
it glows and vanishes behind you. Marcus 
calls to you to hurry and you both trudge 
back to the caravan at 141. You gain a 
religion and 100 experience points. 

277 The little urchin who bumped you 
stole half of your gold. Make the deduction 
and go to 259, the temple. 

278 You will never leave Allivar now. 
The gods regret that your adventure ends 
here. 

279 Sadly the priest bids you farewell. 
You leave and return to the dune where 
Marcus tells you he won 100 gold pieces 
gambling. You curse the entire way back to 
the caravan at 141. 

280 The priest is radiant. He rubs his 
hands in delight. Then he takes you over to 
the foot-shaped altar and shows you the 
small diamond Foot of Power, which rests 
on a velvet cushion. He tells you that the 
gods left it in their care to give them the 
strength to fight against their foes. He 
proceeds to tell you a long, ~oring tale 
about gods and feet. Then he asks you if 
you are a true believer. If you still want to 
join this strange faith, go to 263. If you'd 
rather not join, go to 279. 
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281-286 

281 The gods are upset and you feel a 
surge of power pass through you. You can't 
move. You've been changed into a small 
holy relic in the shape of a foot. 

282 Perina brings you another specialty. 
Make a 3rd level saving roll on Constitution. 
If you miss, go to 262. If you make it, go to 
275. 

283 The tavern is just a short walk down 
a side street. You walk in under the sign 
proclaiming this the "Dead Pigeon Inn." 
The carved wooden sign portrays a bird on 
its back, feet in the air. Just like any tavern 
there are tables filled with people and lovely 
barmaids passing out large tankards of ale. 
As you hesitate, a girl approaches and says, 
"Welcome to Allivar, city of delays." 

"Why do you call it that?" you ask as she 
shows you to a table. 

"Well," she replies, "we never seem to 
have time to get anything accomplished. 
What'll it be?" 

You have the following choices: order 
an ale at 256 or the house specialty at 284. 

284 Perina brings you a small drink. The 
glass is shaped like a skull. There are about 
two sips in the drink. "You drink it in one 
gulp," says Perina. Fearlessly, you grab the 
glass and drink. The world spins; it feels 
like you've swallowed lava. Your face goes 
pale. You dimly realize that Perina is asking 
you for 4 gold pieces. Make a second level 
saving roll on Constitution. If you miss, go 
to 258. If you make it, go to 273. 

285 You feel a hand in your pocket and 
quickly reach down preventing the loss of 
your gold. A small dirty child looks at you, 
grins sheepishly, and kicks your shin. While 
you're yelling, he runs away and is lost in 
the crowd. Move on to the temple at 259. 

286 You move at an angle to the wind 
and drop into a small depression between 
sand dunes. There the wind has lost most of 
its bite. The valley continues north and east 
and fairly quickly you find yourself at the 
Shamisant Mountains. You've missed the 
oasis entirely! Oddly, at the base of the 
mountains, the shuns the mountains as 
strongly as Ali Cambrasna. 

If you want to climb up the Sham Jebel, 
the black fang of rock rising from the desert 
floor, to try and spot the oasis from above 
go to 307. If you'd prefer to strike out 
through the storm again and try to find the 
oasis go to 293. 
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287 Getting to the bottle will be a prob­
lem because of the skeletons doing their 
best to stop you. It will take a 6th level Dex 
saving roll to reach the bottle (45-Dex). 
The skeletons trying to grab you have a 
monster rating of 60. Each tum it will be 60 
as there is effectively an infinite supply of 
them. If you fight a combat round you may 
add the hits you do on the skeletons to your 

Dex for the purpose of making the saving 
roll, but each combat round fought adds 
two to the level of the saving roll. The hits 
done on the skeletons are cumulative adds 
to your Dex. If you ever try the roll and miss 
it, the skeletons drag you down and kill 
you. 

If you reach the bottle you manage to hit 
it. Go to 295. 

287 
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288-291 

288 You easily find your way through 
the Dervi tunnels, though you have to stoop 
because the Dervi are small. The walls, you 
discover as you feel your way along, are 
filled with carvings similar to those you 
saw outside. You tum a final corner and 
find yourself at the entrance to the Dervi 
King's audience chamber. 

The chamber is so tall the ceiling is 
shrouded in darkness. Hundreds of Dervi, 
their grey elven faces ugly in a sharp sort of 
way no elf you know could match, tum and 
look in your direction. You sense the pres­
ence of other Dervi at your back and you 
know you are trapped. 

"We are the King of all the Sham Jebel 
Dervi." The King's voice is grating and he 
whines. "You have entered our realm un­
bidden and are most unwelcome. You must 
offer me tribute or we will exact payment in 
blood." 
With his last statement a Dervi, far taller 
and heavier than the others, steps forward. 
He is obviously the King's Champion. 

If you want to offer tribute, you can offer 
food at 299, or money at 308. If you'd rather 
fight the champion, go to 316. 

289 "Alas," says the Djinn, "there is 
little I can give you. Still there was some 
wealth left over from all this." He floats 
toward the cavern ceiling and you see a 
small pile of gold and jewels. 

There is 1 d x 1000 gold pieces in that 
pile and 2 dice worth of gems to be rolled 
for on the treasure generator. If you come 
up with a magic gem the enchantment is 
one uniquely appropriate to the desert. If 
the gem is placed in a bottle or wineskin the 
vessel vessel will always remain full with 
whatever liquid was last poured into it. 
(Flaming oil does not apply. The liquid will 
only leave the vessel if someone is drinking 
it.) 

You gather up your treasure and the 
Djinn flies you out into the desert where 
you locate the oasis and rejoin your caravan 
at 237. 

This was worth 300 EPs. 

290 The Champion fights unarmed and 
gets 4 dice for his sandy talons as well as 46 
adds for earthy strength. In addition, in any 
round he gets hits on you, you have to make 
a saving throw on Luck on a level to the 
number of hits divided by 10, rounded up of 
course, or you will be blinded by a sand 
blast for the next round. Being blinded 
reduces your fighting ability to half what it 
normally is, the same as fighting in the 
dark. 

If you manage to kill this thing go to 310. 

291 You follow the trail and discover, to 
your uneasy horror, that the trail has been 
carved with steps and the steps are quite 
well worn. The sides of the trail rise up and 
conduct you into a cavern burrowed deep 
into the mountainside. Though the cavern 
is dark the purplish glow from the walls 
gives you enough light to see a scene from 
the very worst of your nightmares. 

Surrounding you, lying on beds of gold 
and jewels and weaponry, are skeletons of 
men and women still clad in the clothing 
they wore when they died. You've seen 
these sorts of sights before, out in the des­
ert, when wind driven sand and the scaven­
gers of the sandsea have stripped flesh from 
the bones of those who died in the desert. It 
is an unpleasant scene, to say the least. 

Yet more revolting is the creature sitting 
on a throne formed of storm-scoured skulls. 
It was probably once human, though now 
its bloated corrupt form denies any human­
ity. In its right fist there is a half-eaten goat 
haunch, tom from a steaming, roasted goat 
lying on a gold platter. Surrounding him are 
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the skeletal remains of what once must 
have been, judging by the clothing, a king's 
harem. The skeletons fawn over him in a 
parody of court life. 

The rotund man rises. "Yet another to 
join my cortege." He laughs, food spilling 
from his mouth. "You will never leave." 
Make a second level IQ saving roll. If you 
make it go to 311. If you miss, go to 300. 

292 The statuette was made from stone 
of Sham Jebel and is evil. The mountain's 
spirit floods through you when you touch 
the stone and you are unable to resist it. It 
solidifies your body and dims your mind. 
The last of your memories, in fact, drains 
away the very next day when Sham Jebel, 
with you leading the attack, swallows the 
caravan in an avalanche. 

This character is not really dead yet. 
Keep the character card inside the front 
cover of this book. If another character ever 
changes this character back to flesh you'll 
be told to take this character out and use it 
in the current situation. After that situation 
is resolved this newly revived character 
will join the caravan and be part of it until 
the end of the journey, but he will not be the 
central figure in this run through the adven­
ture. 

293 The storm howls and batters you as 
if it wants to keep you trapped on Sham 
Jebel. You fight against the storm and the 
wind actually lets up! Before you can give 
thanks to any god, though, you learn why 
the storm abated. The sand drops from the 
air in front of you and you find yourself 
within a small arena formed within the 
storm itself. 

Across from you, also herded to this 
place by the storm, is an eight foot tall giant 
of a man in tattered black robes. He turns to 
face you and you gasp because his body is 
nothing but bleached bones polished to an 
ivory shine by the desert winds. In his hand 

he has a black shamsheer that glows with 
arcane sorcery. 

The storm contracts the arena and forces 
you together. The creature you face is ut­
terly evil and the magic sword will make 
him difficult to fight. The magic is such that 
the monster will always get 1-6 
(1 die) hits on you, despite armor or your 
winning the round. In addition to the 5 dice 
for his blade he has 20 combat adds and a 
Con of 60. You'll literally have to shatter 
every bone in his body to defeat him. If you 
kill the monster go to 305. 

294 You aim at one of the statues and it 
turns into flesh! It was once a man turned to 
stone, and now he looks a bit angry. He 
crosses to your side and rips your bonds 
apart. You snatch a haladie from a small 
table by the altar tum to face the Spectral 
Viper! 

If you have any characters who have 
been turned to stone in the caravan, take 
one from inside the cover of the book and 
use him to help you in this combat. If 
you've not had anyone turned to stone roll 
a die.1-3 =human, 4,5 =elf, 6 =dwarf. Roll 
up a warrior of this race and arm him with 
100 gps worth of weapons and armor. His 
sword(give him a sword) is enchanted 
enough from your spell to hurt the Spectral 
Viper. Now go to 306 

By the way, the Dervi did take your 
armor off, so you're without your custom­
ary protection. Who, after all, ever sent a 
sacrifice to their god with armor on? 
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295-298 

295 The bottle cracks then explodes. 
Dense blue smoke, as blue as the Azure 
Ocean, billows out and forms itself into a 
furious Djinn. The skeletons fall in ivory 
heaps as the Djinn grabs its former master 
and crushes his throat in its mighty taloned 
blue hands. It casts the body aside and turns 
to you. 

Its voice echoes and booms. "I cannot 
express the depth of my gratitude to you for 
my freedom. I have been trapped longer 
than you or any of your line could ever have 
known and my heart has been sick with the 
evil my magic wrought upon the world." 
He waves his hands and indicates the scat­
tered bodies. "Though I am loathe to do it, 
I must follow my duty. Alas my magic had 
been ~orely taxed so I can offer you only 
one wish, the fondest wish of your head or 
your heart." 

If you wish with your head go to 314. If 
you wish with your heart go to 303. 

296 You know Scourge is a 5 dice sword 
~at either ~alves armor or destroys it at 3 
hits per pomt of armor protection. What 
you didn't realize is that Scourge exacts a 
pri.ce for its ~erv~ce. The sword drains 3 IQ 
pomts from its wielder per round its powers 
are used. This can drop a fighter uncon­
scious if his IQ goes to 1, can kill him if it 
d~op~ to 0 of below, or will most likely put 
htm ma place where he'll go berserk. The 
IQ lost will recover at the same rate as 
Strength recovers for a wizard. (If a warrior 
goes berserk the sword's power will acti­
vate to destroy armor if a pair of 6's is rolled 
on the dice, or it will halve armor if a pair 
of l's are rolled. If neither of those number 
pairs comes up the sword does not activate. 
And, yes, triples or quads or quints of l's or 
6's ~o count.toward activating the blade.) 
Sellmg, tradmg or otherwise disposing of 
Scourge will drain the owner of 3 IQ points 
permanently. 

This was worth 300 experience points. 
From the cave mouth you can see the oasis 
and the caravan. With the 1000 gps you loot 
from the treasure you go to 237. 

297 Your chest tightens as you try to 
breathe in. Suddenly there is no air for you 
to breathe and you know you 're trapped in 
a Dervi warding spell. You are in trouble up 
to your chin. 

. Make a first level Con saving roll. Take 
hits on your Con equal to what you missed 
the saving roll by. Then make a second 
level saving roll on Con, taking hits the 
same way as above. Lastly make a third 
level Con saving roll and take hits equal to 
what you missed the roll by. At the end of 
this third tum the spell will release you. If 
your character survives the character is 
taken, unconscious, to 304. 

298 "Alas," says the Djinn, "there is 
little left from this effort that I can give to 
you. Still, there was one magical weapon 
left behind that you might like to have." 

A beautifully worked J ambiya in a jew­
eled (roll for 1 jewel on the treasure genera­
tor) sheath floats to you. The blade is called 
FRIEND and will parry any one attack or 
attacker, magic attacks excepted, This 
mean~ if you are fighting two people, only 
one will be able to attack you. Similarly an 
arrow shot from ambush will be picked off 
by FRIEND, though a second or third ar­
row will not. Where you face only one foe 
the blade will take hits equal to its combat 
roll as armor, with no warriors getting the 
doubling bonus for that "armor." 

The Djinn flies you out into the desert 
where you locate the oasis and then rejoin 
your caravan. Go to 237. This was worth 
300 Eps. 



299 Good choice. The King is stricken 
when you offer food because even the Dervi 
are bound by the unwritten law of the 
Desert: you shall not harm one who offers 
you food for at least a lunar month. This 
means your caravan will be able to pass 
unimpeded through the mountains. 

The Dervi King accepts your gift and has 
you guided out of his demesne. At the ledge 
you have the oasis and the caravan pointed 
out to you. Pleased to have escaped with 
your life and 150 Eps you return to 237. 

300 The man is obviously mad. You can't 
guess at how long this ghoul has lived in 
this mockery of normal life, but it offends 
you to your soul and beyond. You draw 
your weapon and step toward him. 

He gasps and drops the goat leg. He 
backs away from you and draws a sword. It 
is a scimitar and waves of magic wash over 
you. The blade shimmers and almost ap­
pears insubstantial. The sword's name is 
SCOURGE and it does its damage on the 
target or the target's armor. If attacking the 
armor, it does one point for every 3 points 
of damage done this round. In this fight roll 
one die. Odd means it attacks armor this 
round. Even, and it goes for you in this 
round. It does no damage if you win the 
combat round, and the sting of the blade 
feels and sounds like wind-whipped sand 
in the storm outside. 

The man, despite his condition, still gets 
40 adds in combat and has a Con of 25. He 
wears no armor. The SCOURGE gets 5 
dice in combat. If you kill him, go to 309. 

301 It suddenly dawns on you that this 
shambling mound of dirt and dust would 
probably resent your final "gift" from Ali 
before he sent you on this little outing. With 
the lusty swing of a barbarian hacking at a 
dragon, you hit the champion with your 
waterskin! 
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299-301 

It bursts on impact and the King's Cham­
pion is stricken. His head melts and mud 
splatters the floor at your feet. His body 
wavers, then collapses in a pile of dust. All 
the Dervi scream in terror and flee, includ­
ing the King. You laugh menacingly and 
hope they don't notice you have no more 
water. 

You walk over to the throne and discover 
the King has left his scepter behind. It has 
a solid gold shaft and four jewels (roll on 
the treasure generator - all the gems are 
large) on its head. It is a worthy treasure for 
what you have accomplished here because 
no Dervi will ever consider attacking a 
caravan carrying waterskins like yours. This 
was worth 300 EPs. Go to 237. 



302-304 

302 You feel an evil presence enter your 
body from the statuette and try to take you 
over, but you fight it off and it flees. Still, 
the bare seconds of your battle have changed 
you. Your bones are now made of the same 
stone as Sham Jebel. This instantly triples 
your weight. Your hands are now worth 3 
dice total in unarmed combat and your 
strength is increased enough so you can 
"lift" your new weight. (If your strength is 
already sufficient to move this increased 
weight, you get no benefit.) You will no 
longer float as you might have before but 
all broken bones will heal at one con point 
per tum. This increased healing rate does 
not apply to your flesh or muscles. 

Dazed, you wander down Sham J ebel. 
You stumble into the oasis, then stagger off 
to the caravan. You recover your wits when 
you reach 237. 

303 The Djinn picks your wish from 
your brain and smiles. "A romantic at heart. 
I admire that." He waves his hands. "Your 
wish is my command." 

The sandstorm sweeping across the 
desert swirls into the cavern and buffets 
you. You shut your eyes against the sting­
ing sand and feel magic wash over you. 
Then the wind dies and you open your eyes 
again. You are not alone. 

Of your host there is no sign, but the 
skeletons have changed. Their clothing is 
now as it once was, and they are quite alive. 
You recognize people who could only be 
long-dead heroes and heroines of the tales 
told around countless campfires about 
lovers who fled an evil father or fought the 
desert to return to families some adventure 
had carried them away from. The wind 
again swirls and those people, and their 
personal wealth, is swept away with them 
back to their homes. 

Though it is over fast you smile. The 
Djinn notes this grin of satisfaction and 
returns the smile. Make a first level Luck 
saving roll. If you make it go to 298. If you 
miss it go to 289. 
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304 You awaken bound to a black altar. 
The Dervi are all lined up in ranks upon 
ranks back as far as the room goes. Along 
the walls nearest you are a number of 
humanoid statues that are carved with even 
more detail than the Dervi seem to be able 
to put into their carvings. In the middle of 
the wall opposite the Dervi is an opening 
and from it, getting ever closer to you, is a 
black, shadowy serpent. It looks like a 
cobra, but is huge and obviously not "real" 
in the biological sense of the word. You 
know this is very bad magic and you don't 
like being the focus of it. 

If this character has or can somehow cast 
a Pygmalion spell go to 294. If you don't 
have that sort of magical way out you will 
have to break your bonds. Make a Strength 
saving roll on a level equal to 1/2 the roll of 
one die, rounding up. If you make it, go to 
313. If you don't, the Spectral Viper drains 
your life and uses it to nurture more of its 
children, the Dervi. 
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305 The storm stops instantly! The skele­
ton reassembles itself and bows to you. 
Wind rasps through its ribs and you can 
hear the skeleton speaking to you! "I once 
came hunting for my beloved Janis, the 
woman I loved, who fled from her father's 
house because she heard I was slain. She 
died on Sham Jebel and I've killed every­
thing coming from that mountain to avenge 
her. Your victory proves to me the gods 
frown on my actions." 

The skeleton bows and offers you its 
sword. "This is Nik-el-Dim, my sword." 
He explains, as you learned in the fight, that 
it always gets one die damage on any foe 
you face, regardless of armor. "It is a noble 
blade and will not accept poison or another 
enchantment. Take it, and thank you for 
ending my weary unlife." 

From here, you can see the oasis and 
could easily lead the caravan back to it. 

To return to the caravan, go to 237 . 

305-306 

306 The Spectral Viper is a nasty crea­
ture. It has a Con of 300. Because it is 
noncorporeal only magical weapons will 
hurt it . The Viper is said to exsist simulta­
neously in this world and another dimen­
sion. It gets 6 dice and 50 adds per combat 
round. You will always do your full d~age 
to it, you and any ally you may have, and it 
will always do 1/10th of its damage (round­
ing down) on you. It will concentrate on the 
character who was the sacrifice if there is 
more than one in the fight. If you win the 
combat round, you get to add the amount 
you won by again to your total. 

You're not going to kill the Spectral 
Viper, because it is a god, but you can inflict 
enough damage to drive it from this plane 
for a while. If you succeed and it retreats, 
go to 312. 
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307-310 

307 The ShamJebel shows no sign of the 
wear you'd expect in such a harsh environ­
ment. You scramble up the rocks and note 
uncomfortably that the rock feels cold. You 
know there is evil magic in this mountain. 
The trail you're on twists like a scar up and 
around the mountain's face. It splits and 
continues up, or levels out onto a ledge. If 
you want to follow the trail up go to 291. If 
you want to reach the ledge, go to 315. 

308 The Dervi King laughs derisively. 
"What use have I for money? I reject your 
gift." 

The assembled Dervi close on you. They 
crowd you and pummel you with weak 
blows. They are incredibly quick, as they 
would have to be to run across the sands 
and leave no tracks, but they are not very 
strong. You reach out and feel their grainy 
hides. You push them away. 

Make a second level Strength saving 
roll. If you make it the crowd is shoved 
away and you stand across a small opening 
from the King's Champion. You'll have to 
fight him at 290. If you miss the saving roll, 
they beat you into unconsciousness. You 
awaken at 304 with half your Con gone. 

309 Your host slides to the ground as 
dead as the skeletons surrounding him. His 
sword stills itself and lies there. Where his 
robe fell open you see an onyx statuette tied 
around his neck by a leather thong. 

If you take the sword go to 296. If you 
take the statuette make a third level IQ 
saving roll (30-IQ). If you make it go to 
302. If you miss it go to 292. If you don't 
want to take anything but a handful of 
treasure roll three dice. You get that roll 
times 1000 in gold pieces and for every '3' 
you rolled you get one jewel to be rolled on 
the jewel generator. None of the jewels are 
magical. 

You walk to the cave mouth and see the 
storm has abated. You easily locate the 

oasis and travel back to the caravan, your 
mission accomplished. This was worth 300 
EPs. Go to 237. 

310 The Champion collapses into an 
inert pile of earth. You dust yourself off and 
spit contemptuously at the King. You hardly 
expected the King to let you go after slay­
ing his Champion, but you've shown him 
how tough you are. 

The King screams. Your spittle hit him in 
the foot and melted a hole through it! He 
holds his hands up and pleads with you, 
"Forgive us, mighty sorcerer, we did not 
recognize one of great power! Tell us what 
we must do to be forgiven ." 

You instantly press your advantage and 
get them to promise safe passage for your 
caravan. In addition, you demand tribute 
and they bring you a desert robe. You put it 
on and can feel the magic in it start work­
mg. 
The robe will save you from the rigors of 
desert travel. Heat up to 130°F will seem 
like 70°F to you. You'll still need to drink, 
but you won't feel hot. It will protect you 
from your level number in dice worth of 
damage from a Blasting Power spell, but a 
warrior may not double this protection. 
This is not, strictly speaking, armor. Tem­
peratures above 130°F feel like what they 
are. 

The Dervi guide you back to the oasis 
and you find your way back to the caravan. 
Go to 237. 
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311 You instantly realize what is going 
on here. The madman obviously trapped a 
Djinn and forced it to give him Wealth, 
Power, and Eternal Life. Still, the Djinn 
managed to trap the man here in Sham 
Jebel. His court is made of those unwary 
enough to be trapped in the mountains, his 
wealth is stolen from caravans and his life 
is sustained in the cave by the goat whichre­
plenishes itself when he eats it. His wishes 
were turned into hellish mockeries of his 
true intent. 

You look around the cavern and you see, 
back in a niche, a stoppered bottle. The 
madman catches your glance and shrieks in 
terror. He raises his hands and the skeletons 
rise with the gesture. "Stop the interloper!" 

If you have a weapon you want to shoot 
or throw at the bottle, make a 4th level Dex 
saving roll to hit. If you make it go to 295. 
If you miss you '11 have to wade through the 
skeletons to reach the bottle and smash it. 
Similarly if you can't or don't want to throw 
something you '11 have to reach the bottle by 
fighting through the skeletons. For that go 
to 287. 

312 The Dervi flee in terror. You have 
done what few ever come close to accom­
plishing. 

The dagger is really a minor magic item, 
but you'll find its magic very powerful in 
the desert. It will produce one gallon of 
pure water for each Strength point you 
funnel into it. The Strength is recovered at 
the same rate Wizards recover their Strength. 
In addition to the dagger, you recover your 
other equipment and 2 dice times 1000 in 
gold pieces. For each '6' you rolled in those 
two dice you also get a large jewel to be 
rolled on the jewel generator in the rules. 

You leave Sham J ebel and easily find the 
oasis. You go from there to the caravan at 
237. This was worth 500 EPs. 

311-312 
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313-316 

313 You snap the bonds binding you to 
the altar and snatch up a Haladie from a 
table next to the altar. Because your escape 
surprises the Spectral Viper (it's not used to 
its meals moving, much less being armed), 
you'll get one round to do as much damage 
to it as you can without it fighting back. Do 
your worst because you know, when it 
getsthe chance, it certainly will. 

One more thing, designed to brighten 
your outlook on life, you have no armor. 
The Dervi removed it. After all, what god 
wants to shell its sacrifices before it eats 
them? Go to 306. 

314 The Djinn picks your wish from 
your brain and smiles. "A wise wish in­
deed. I am more than pleased to grant it." 

He waves his hand and the cavemblurs 
into your sight. The skeletons are swal­
lowed by the earth and the wealth whirls 
into a cloud in the room's center. You feel 
the stone move beneath your feet and close 
your eyes against the dizzying storm of 
color. When you open your eyes again the 
chamber has been transformed. 

The cavern walls are smooth except for 
the polished black slabs with gold lettering 
on them. Each tells the tale of the person 
buried behind it. The ceiling is covered 
with gold and jewels, each stone placed 
exactly where stars and planets bum in the 
night sky. The cavern is no longer a deso­
late boneyard, but a shrine to those who 
were trapped by the Djinn's magic. 

The Djinn sees the satisfied smile on 
your face and is pleased. Make a first level 
Luck saving roll. If you make it, go to 289. 
If you miss, go to 298. 

315 The ledge is flat and very smooth. 
Back away from it opens a black cave 
mouth rimmed with obscene and blasphe­
mous carvings. You see all sorts of atroci-

ties and high crimes carved with great care 
and, perversely, artistry. You make a sign to 
ward off evil and would flee this place, 
except that you hear voices behind you. 
You cross into the cave and hide within the 
shadows. You hold your breath as two 
small, sylvan creatures glide by you and go 
deeper into the cave. You shudder because 
they are Dervi ! 

You know Ali Cambrasna would love 
news of these creatures, for their foul ritu­
als and magics have caused much trouble 
for caravans before. You silently slide your 
weapon into your hand and pad after them. 
Make a second level Luck or Dex saving 
throw, your choice. If you make the roll go 
to 288. If you miss it go to 297. 

316 This Dervi is big! His flesh is grainy 
and his eyes bum a hollow green. His ears 
are pointed, as are his teeth, and his arms 
end in three-fingered, taloned claws. His 
muscles don't ripple as much as shift like 
sand dunes and sand trickles from his open 
jaws like saliva from the mouth of a rabid 
dog. He moves toward you, sliding forward 
on powerful legs that polish the chamber's 
already glassy-smooth floor. 

You'd really like to reconsider fighting 
this gravel brained creature, but none of the 
Dervi want to offer you this option. Make a 
third level IQ saving roll. If you make it, go 
to 301. If you miss it, pray to whatever war 
god appeals to you right now because 
combat is joined at 290. 
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Magic Matrix 
When you want to use a spell, write it down, then check the table below to see what the results of 

using that spell are. If the paragraph where you wish to use a spell is not listed, the spell has failed and 
the appropriate amount of strength should be deducted from the character before continuing. 

Para gr. TTYF VB OGA HH GY LF Whm RAB BP FP 

2 * 1-3 1-3#35 * * 1-3 * * 
3 * 1-4 1-2 #35 * * 1-5 * * 
9 1-2 1-3 
13 * 1-4 * * 1-4 * * 
17 * * * * * 
19 1-4 1-5 * * 1-4 * * * 
22 * * * * * * * 
45 * 1-2 * * 1-3 * * 
48 * 1-3 * * * * 
91 * * * * * * * 
108 * * * * * 
110 * * * * * 
115 * * * * * * * 
118 * * * * * * * * 
119 * * * * * * • • 
123 * * * * * * • * 
167 * 1-4 * * 1-4 • * 
168 * 1-5 * * 1-5 * * 
185 * * * * * * * 
215 * * * * * * * * 
217 * 1-3 * * 1-3 * * 
220 * 1-3 * * 1-3 * * 
223 * * * 
228 * * #185 * * * * * 
236 1-3 1-5 * * 1-4 * * * 
238 * * * * * * * 
243 * * * * * • * 
248 * 1-2 #35 * * 1-2 * * 
251 * * * * * • * * 
Key: 

TTYF =Take That You Fiend, VB= Vorpal Blade, OGA =Oh Go Away, HH = Hidey Hole, GY = 
Glue You, LF =Little Peets, Whm =Whammy, RAB= Rock-A-Bye, BP= Blasting Power, FP = 
Freeze Pleeze. 

1-# = If you roll ld6 within the range showed, the spell works 
*= Spell has full effect 
- = Spell has no effect 
#= Go to this paragraph. The spell has taken effect and you are shunted to this new paragraph. 

.q-..q-...q..q.~.q-..q..q.~.q..q.~..q,.q..q..q...q,~.q..q.~.q..q..q...q..q,.q..q..q..q.~ 
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FOR: 

Character Record Sheet 
Copyright © 1900 Flying Buffalo Inc. 11901 

CHARACTER NAME _ _______ _________ _ 

TITLE OR NICKNAME _________________ _ 

ST ____ IQ ____ LK..__ _ _ _ 

LEVEL KINDRED ______ _ 

CHARACTER TYPE SEX _ _ _ 

HEICHT WEICHT ACE __ 

SPEED HAIR EYES. __ _ 

OTHER IDENTIFYINC CHARACTERISTICS __ . __ 

WEAPONS ( • IF ON PERSON) _____ _ 

ARMOR I SHIELDS ---------

PROVISIONS & OTHER POSSESSIONS. ___ _ 

PETS & SLAVES _________ _ 

NEXT OF KIN __________ _ 

CON ___ _ DEX..__ __ _ CHR __ _ 

PERSONAL ADDS____ W / MISSILE __ _ 

ADVENTURE POINTS ________ _ 

TREASURE CARRIED ---------
TREASURE STORED ________ _ 

WEICHT POSSIBLE---------­

WEICHT CARRIED ----------
MACIC ____________ _ 

LANCUACES ____ . _______ _ 

ADVENTURES -----------

NATIONALITY & PLACE OF RESIDENCE_ 

Flying Buffalo Inc. • P .o. Box 1467 • Scottsdale, Arizona • 85252 

., 



TUNNfIL,S & TROLL,S 
Game Master Dungeons 
map, key, and room descriptions for the GM 

bJ Jim '"llear'' Peters 
UWl ONE • 1'WO • TWiil 

IM CAtTU WUO tl'V MkhMt $.CM;IU)Olt 
A Complete Camt Master Dungeon 

for Tllnneli a Troll$ 
............................ i: ......... 

Dungeon of the Bear 
by Jim "Bear" Peters 

Three dungeon levels - plus a new above-ground castle entry level 
- in one book! Terrors and treasures await, from the Hall of Horrors 
to the flooded Grand Hallway far below. This classic T& T dungeon is 
home to a horde of guardian Ores, Trolls, Vampires, and Scaly 
Horrors . .. who may have once been fellow adventurers. Enter and 
beware - you may not recognize yourself when you leave (and that 
will be the least of your problems . . . ). $6.95 

I : The 11ameless Village and the Dome Level 

Journey to the fabled land of Zind, to the enchanted Isle of 
the mighty warrior-wizard Darksmoke, and ancient and subtle 
master of arcane arts and fell toxins. Only the clever, the 
stout of heart, and the strong-willed ones pass the Swirling 
Forest to reach the Dome of Darksmoke - and fewer yet 
return ... ! 14 Cardboard Heroes™ included. $9.95 

catacombs of the Bear Cult 
by Jim "Bear" Peters 

The Cult of the Great Bear has become a deadly menace, and a 
special reward has been promised for the person who captures 
Bjorni oso-Medved, the Cult leader. Your group of characters has 
entered Cult territory. Their fame and fortune - and their lives -
depend upon how well they deal with the shape-shifting 
highwaymen of the Great Road! $3.95 

Blade P.O. Box 1210. Dept. S-81 
Scottsdale, Arizona 85252-121 o 

Please include $1 shipping and handleing 



I LOCKED I 

I TRAPPED I 

MAGICALLY 
LOCKED 

CHARTS? CHARTS? WE DON'T NEED NO STINKING CHARTS! 
We use Flying Buffalo's specialty dice for all role playing games (or "roll" playing games too). 
Can't decide whether the door/chesVtrapdoor/cupboard is locked? Roll the DOOR DICE™ to 
determine whether it is locked, trapped, open, stuck, etc. So they opened the chest and now you 
have to decide what's inside? Roll the TREASURE DICE™ to find out whether it is gold coins, 
silver coins, gems, a weapon, a magical weapon, or a scroll. Afterwards, when your players 
wander out into the wilderness, how do you know what the weather is like? Of course you roll the 
WEATHER DICE™ to see whether it's windy, sunny, cloudy, or rainy. Is Nitpicking Neibert 
constantly stopping to check for traps, secret doors, and hidden treasures? Every time he does, 
roll one of the infamous DEATH DICE™. If the SKULL comes up, Neibert and his friends get 
attacked by a wandering monster. If you reach for one of these every time Neibert says "I check 
for ... " soon you'll get him to shut up & let you get on with the adventure! 

DOOR, TREASURE, & WEATHER dice are $1 each and available in game, hobby, or comic book 
stores. DEATH dice are $1.50 a pair and come in more than 1 o different colors. If you can't find 
them in your local store, include $1 extra for postage and order direct from Flying Buffalo Inc, 
PO Box 1467, Scottsdale, AZ. 85252. 

BERSERKER is a tactical space boardgame 
based on the popular Berserker stories by 
renowned SF & fantasy author Fred Saberhagen. 
The Earth player has an entire fleet of cruisers, 
ramships, and c+ guns to defend Earth from 
destruction. The other player has only one 
ship ... but it's a Berserker! 

Only $6.95 at your favorite game supplier, 
or include an extra dollar for postage & send 
to: Flying Buffalo Inc We accept Visa & 

PO Box 1467 Mastercard 
Scottsdale, AZ 85252 

Phone: 602-945-6917 
Ask for our free catalog. 



HEROIC 
FANTASY 

a new concept in 
play-by-mail gaming 

Magic and mayhem ... and lots of excitement! 
Your hand-picked crew of warriors and wizards 

explores a multi-level labyrinth 
strewn with glittering treasure 

that's guarded by hordes of 
slavering monsters - and 

other adventurers! 

v- Completely computer-moderated 
v- A multi-player game 
v- Run by the only pbm game company 
that's been in the business for 12 years -
serving thousands of satisfied customers 
around the world! 

v- If you have access to a computer with a 
modem, you can send and receive your 
game turns by electronic mail! 

For the rules to Heroic Fantasy, 
send $1 .00 (in US funds) and the 
coupon below to Flying Buffalo Inc. 
(Please do not request a game until 
you have read the rules.) 

Name----------------
Address ---------------
City---- ---State __ Zip. ___ _ 

Flylng Buffalo Inc. 
P .0 . BOX 1467 

Scottsdale, AZ 85252 

0 check here for a free copy of our ca talog 
of fantasy and science fiction games 

Copyright © 1982 by Flying Buffalo Inc. 



Lejentia -- the stunning graphic series from International Fantasy Productions 

Stanza I 

The young twin Lords, Knytling 
and Rayn Boh, are set to be parted . '(!fjJ!;. 
by the.£1ven High Lord. · 

They will fight the Hounds of the V~(ffh&Ji'l/JJi~'(ftr/~ 
Tarin Tor 'and protect the Heart '/< 
of Aricndale. 11a11\'f"/',f/Ll1afll~WUllVll llti~ 

If they survive the coming struggle 
with Seit Nigira of the Tarin Tor, 
they st ill must escape a secre t plot 
by the A!:lven High Lord's own 
queen to take their young lives ... 

Lejentia is a 32 page, gloss 

color epic in a format that's • 
never been done before. 

It 's a book, it's a comic, it's 
daringly different and its 

coming your way! 
with 
Artwork By f 
7; 7: tn;,,,,~fol'L .. . 

Stanza II 

T he twin Lords are delayed by the 
attack of a Dargonath, who is a 
wizard of terrible power, and his 
monstrous ally. Both twins arc 
gravely injured , and their eventual 
parting is frought with uneasiness. 

Nigira has meanwhile 
exercised her Hellish army's 

~~~~t]j~~- awesome power by crushing an 
undefeated human s tronghold in a 
single day ... 

Each issue is $2.00+ 
.50¢ postage+ handling. 
Send your order to the 
address below! 

Look for the Lejentia 
Campaigns Book at your 
local game store. 152 
pages-$15.95 

OPUS/LEJENTIA - Dept. 5 
P.O. Box 30747 
Phoenix, Arizona 

Sample page from Stanza II 85046 

And look for Stanza III 



This might not be u easy u it lfftDS ... 

This solitaire adventure is suitable for individual humanoid characters of any level, 
with no more than 72 personal adds. A magic matrix is included. 

Caravan to Tiern is Solitaire Adventure #22 designed for use with the Tunnels & 
Trolls™ game system. You will need the T &TfM rules to play this game. 
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