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T.I'IE- safety of the carth s in YOUR hands!

Muorgana, the fell sorceress of Krlll Gamash, (s
poised to let loose her dreaded Galems, which
A will be able to resist. For she has equipped
i them with the Masks of Mayhem, which give
| thiemr power over all things. Only YOU can end
i her evil designs — but beware: peril and

treachery await you at'e turmn, and heip 12
hard tnm

Twi diee, n pencil and an eraser are all vou
need 1o l:gu.T-tE VOUIT JOLIEY. EU decide which
! way ti g, which dangers 1o risk and which
MOnsters mﬂght
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PIUFEIL BOOKS

MASKS OF MAYHEM

WOT are the ruler of the ity of Ation. Tour city is thriving
and your people are prosperous — but trouble is browing!
Morgana, the (el sarceress of Knll Gamash, 1s poised to Ict
locrme her dreeded Golems, which will wreak havoc upon
the world. MNone will be able b resist them, for they have
bern equipped with the Masks of Mayhem, which give
them power e all things. Onby ¥ OU can end her evil
designs. But beware; peril and treschery awall vou al every
o, and belp i hard to Gnd?

Twn dice, a pencil and an ersser are 81l you necd to cmback
on this thrilbing adventure, complete: with: jts slaborate
combut system and a soore sheet bo record your geins and
fozers.

hlany dangers lic ahead and your success s by no means
certain. [¢3 up o ¥OU to dedde which moute to follow,
witich dangets b sk and whid adverzarias fo fzht!
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HOW TO EIGHT THE CREATURES
OF KHUL

Before embarking on vour advenhure, vou must Airst
detemmine vour own strengths and weaknesses,
Use dice to determine your inifial Luck, skiel and
STAMINA scores. On pages 18—y there isan Adwea-
fiire Sheet which you mav use lo record the details of
an adventure. On it vou will find boxes for record-
ing your SKILL and STAMIN A SCODES,

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

Skill, Stamina and Luck

Eoll ones die. Add & o this nomber and entee this
toi] in the sxarr box on the Advernbnre Sheet.

Roll both dice. Add 12 to the number tolled and
enter this total In the sTA MM A Box.

Thiere is alep 8 trox box. Roll one die, add & 1o this
mumaber and enter this total in the Luck box.

For reasons that will be explained below, SKILL,
sTamiNA and LUCK soores change constantly dur-
inganadventure, You must keep an accurate record
of these scores and for this reason vou are advised
either towrile soall in the boxes or to keep an eraser
handy. But never rub out your [wilial scores.

)



Although you may be awarded additional sxrii,
STAMIK A and LUCK points, these tofals may nevir
exceed your [pibol scores, excepl on wary rare
ur_'casi:}t{s, when you will be instrucled om a
particular page.

Your skinl score reflects your swordsmanship and
general fighting expertize; the higher fhe better.
Your sTamMINA score Teflecls your general consti-
tubion, your will b survive, your determmination 31_16
overall Amess; the higher your sTAMIN A scote, B
longer you will be able to survive. Your LUCE soore
indicates how naturally lucky a person vou art.
Luck — and magic — are facts of life in the lantasy
kingdom you are about to explore.

Battles

Vi will often come across pages in the book which
nstruct vou Lo fght a creature of some sort. An
opton o flee may be given, but if not — or 3F you
choose by atlack the creaturs anyway — you must
resclve the battle as described below.

1o

First record the creature’s sKIfL and STAMINA
soores in the first vacant Encounter Box on your
Adrenture Shect, The scores for each creature are
grven in the book each lime vou have an encounter.,

The sequence of combal is then:

1. Roll both dice once for the creature. Add its
SKILL score. This total is the creature’s Attack
Strength.

2. Roll both dice once for yourself. Add the number
rolled fo vour current sxir score, This total is
your Attack Strength,

3- If vour Attack Strength is higher than that of the
creature, you have wounded it. Proceed to step
4- Tf the crealure’s Attack Strength is higher than
vours, it has wounded you. Proceed to step 5. If
both Attack Strength totals are the same, vou
have avoided each other’s blows — start the next
Afttack Round from step 1 above.

4. You have wounded the creature, so subtract z
points from ils sTAMINA score. You may use
yvour LUCK here to do addilional damage [ses
DOVET).

- The creature has wounded you, so subtract 2
points from your own STAMINA score, Again
you may use LUCK at this stage (see over)

6. Make the appropriate adjustments to either the

creatiure’s OT yOUT OWT STAMINA scores (and
your LUCE score if you used LUCK — see over),

L] |
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=. Begin the next Attack Round by repeating steps
1-6, This sequence continues until the sTAMINA
seore of either you or the creature you are
fichting has been reduced to zero {death).

Fighting More Than One Creature

If you come across more than one creature In a
particular encounter, the instructions on that page
will tell you how to handle the battle. Somelimes
vou will lreat them as a single cpponent; sometimes
you will fight each one in fum.

Luck

At varions times during vour adventure, ither in
battles or when you come across situations inwhich
vou could either be Lucky or Unlucky [details of
these are given on the pages themselves), you may
call on your luck to make the outcome more favour-
able, But beware! Using luck is a risky business and
if you are nnlucky, the resulis could be disastrous.

The procedure for using your luck is as follows: wll
two dice. If the number rolled 15 equal to or less than
your current LUCK score, you have been Lucky and
the result will g0 in vour favour. If the number
rolled is higher than your current LUCK score, ¥ou
have been Unlucky and you will be penalized.

This procedure is known as Teshing your Luck. Fach
time you Test your Luck, you muost subiraci 1 point

iz

from your ourrent cuck score. Thus you will soon
realize that the more you rely on your luck, the mone
rizky this will become.

Usmg Luck im Battles

On cerlain pages of the book you will be told o Test
vour Luck and will be told the consequences of your
being Lucky or Unlucky. However, In battles, you
always have the option of using your luck either to
mflict a more serious wound on a ceeature you have
just wounded, ot to minimize the effects of a wound
the creature has just inflicted on you.

]_F]Fi::u have just wounded the creature, YOu Ay Tesf
wimer Luck as described above. U you are Lucky, you
have inflicted a severe wound and may substract an
exira 2 points from the creature’s sTaMINa score,
However, if you are Unlucky, the wound was a
meTe graze and you must restore 1 point to the
creatune’s STAMIN A (ie. insbead of scoting the nor-
mal 2 points of damage, you have now scored only

1).

If the creature has just wounded you, you may Tes!
vour Luck to tev to minimize the wound. If yoo are
Lucky, you have managed to avoid the full damage
of the blow. Restore 1 point of sSTAMINA {i.e in-
stead of doing 2 points of damage it has done only
1). I vou are Unlucky, vou have taken a more
serious blow, Subtract 1 exira sTaMIna point.

Remember that vou must subtract 1 point from vour
ow Lk score each Hrme vou Test vour Lk,

13



Restoring Skill, Stamina and Luck

Skl

Your s ki1 1. soore will not change much durng your
adventure. Occasionally, a page may give instruc
tions to increase or decrease your SKILL SC0re. A
Magic Weapon may increase your sxini, but re-
membrer that omly one weapon can be used at a ime!
You cannot claim e SKILL bonuses for carmying
two Magic Swords, Your Skitl scOre can never
exceed its Inifiol value unless specifically mstructed.
Dirinking the Potion of Skill {see later) will restore
yvour ski1LL toits fmatdel level al any time.

Stoing and Provisions
Your sTaMINA score will change a lot during vour
adventure as you fight and underizke arduous
tasks. As vou near your goal, vour STAMINA level
m’ﬁrbedahgemual i+ loww and battles may be particu-
larly risky, =0 be careful!

Your backpack contains enough Provisions for ten
meals, You may test and cat al any fime except
when enpaeed Ina hattle. FEating a meal restores 4
STAMINA poinfs. When voueat a meal, add 4 points
to your sTAMINA score and deduct 1 point from
your Provisions. A separate Provisions Remaining
hox is provided on the Adeenfure Skeet for recording
details of Provisions. Remember that you have 2
long way to o, s0 use your Provisions wiscly!

14

Remember also that your sTAMINA score may
never excesd ifs [mifial value unless specifically
msirucied on a page. Donking the Potion of
Strength (see later) will restore your STAMINA 0 its
Iiiial level at any Hime.

Luck

Additions to vour Luck score are awarded through
the advenlure when you have been particularly
lucky. Details are given on the pages of the book.
Remember that, as with SKILL and STAMIN A, your
LUCE score may never exceed its Iuitial value unless
specifically instructed on a page. Drnking the T'o-
ton of Portune (see later) will restore your Luck to
its Inifiad level at any time, and increase your Tnitial
LUCK by 1 point.

15



EQUIPMENT AND POTIONS

¥ ou will start your adventure with a bere minimum
of equipment, but you may find or buy other iiems
during your bavels. You are armed with a sword
and are dressed in Jeather armour. You have a
backpack b hold your Provisions and any lreasures
VOUu may ComE aCross.

In addition, you may teke one botile of a mag 1
potion which will aid you on your quest. You may
choose to take a bottle of any of the following:

A Potion of Skill - restores SKILL points

A Potion of Strength — restores STAIN A poinis

A Potion of Fortune — restores LuCk points and
adds 1 to Mmitiel LUCK

16

[hese pofions may be takenat any time during vour
=dventure (except when engaged in a battle). Tak-
ing a measure of polion will restore ski01, STAMI-
%4 OF LUCK scores i their fnitial level {anc the
Potiwm of Fortune will add 1 point to your [rifial
LUCE score befure Luck is restored).

Each F:Ilﬂtﬂe of potion contains enough for one mea-
sure, ie the characteristic may be restored once
during an adventure, Make a note on your Adsen-
fure Sheel when you have used up a potion.,

Remember also that vou may choose only ome of the
thres pobions to take on vour trip, so choose wisely!

i
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BACKGROUND

You are the just and noble ruler of Arion in north-
cast Khul. Your people prosper and the land
fourishes, but frouble is brewwing.

(e day vour court wizard Uor Tynin summons
you. 'l'l{ﬂﬁgh you are the roler, he is your equal,
because of his knowledie of sorcery. Each of vou
relies on the other for the governing of the land. But
YO can never quite OVeroome a suspicion of anyone
involved in the sorcerous arts.

Ifor Tynin comes straight 1o the point: You have
]ma.rd: of course, of Morgana, the sorceress thuse
abode is the five peaks of Krill Gamash in rhr.-;

norlhern mountaing. 1 have travelled in my astzad
body to her lair to watch over her evil designs.

"I'here are iwelve forms, the sigils which hold the
kevs of power over all things. This has !::ung_l:e_-rt
known to those who pursue the righteous side of
my ancient art; without this knowledge we would
be unable Lo assist the thriving of the world.

0

Morgana has acquired this knowledge, though the
Council of Elders bans such as het from it. She has
made masks of eleven of the sigils, and fitted them
ot undead Golems, creahures of stone. She lacks
only the twelfth, which binds the others together
and makes them effectve; then power overall crea-
tion will be hers, to do what she will - and she will
unleash her Golems over all the world. They will be
iresistible, because they will be the essence of all
thing= and nothing can resist its essence. She plans
to create havoe with her undead creatures, and has
imbued the masks with the power of mayhem,
which awails only the twelfth tobe made actual,

“Tou must slay Morgana. You are the noblest ruler
and the boldest fighter of the land. Only you can
succeed.”

You intermupk But why can’t your Coundl do
something about her?’

Hiz reply 15 grim: ‘Because in such a magical battle
the forces that would be released may cause almost
az much damage as the full set of hvelve Colems.
Unly one such as vourself, armed with purity of
purpose, is impervious to most of our magical arts,
whether good or evil. Yes, it must be you for our
plan to sucveed

His words have filled vou with dread and eager-
ness. Your preparafions are swilt, and vou depart
early the next morning. Turn to 1.

A1
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Before sstting ofl, vou enter the armoury. Kevin
lruehand, vour trusted but now aged armourer,
has been honing your sword and burnishing your
helmet, with its strangely simple device, This hel-
met has been handed down from generatiom to
generation of rulers of Arion, and legend has it that
& it were ever to fall into the wrong hands, chaos
would stalk the streets of your city,

ki

EE 4
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Az you put on the helmet and buckle vour sword to
vour belt, Truehand whispers to you, as if afraid
that someone might hear; ‘Majesty, seek first the
castle of Hever, lord of Fallow Dale. For you are
bound for Knll Gamash, where evil dwells, and
Hewver has a horn which strikes terror into any evil
heart. Therefore T say: seek the halls of Hever, and
win from him, however you can, this predons
horn "

i

olh

-

With that he hurns aside, and vou set out, through
the paved strects of Anon, and out of the northern
gateway —the Gate of Skulls, Turn 1o 53.

2

Draring the night, fieldmice burrow into your pack
and eat = lots of vour Provisions. Al daybreak you
carry on northwards, and another day's travel
prings you fo the end of the grass, The landscape
facing you is moorland, dotted with rocks and
shrubs, and crisscrossed by numerous streams and
rivers. Afteranother night's rest, you carry on. Turn
o 68




35

. The mist begins to clear as you follow the frail,
which carries un down the other side of the hill.
However, it is still thick in the valleys. Al one poinl
you look up to assess how much longer ThEnﬁ:lsl\'-‘iH
last: the sun is a hary vellow-orange ball behind the
clouds. So vou fail to sec what is right in front of
your feet, and vou plummet down 2 gaping hole in
the ground. Roll ope die and deduct that many
STAMINA poinks.

When vou regdin consciousness, you look arpund.
The ]i;%ht streaming in from above revesls a well-
shaped tunmel, It looks as though you have landed
in an old mine. You cannot chimney your way back
up the shaft, since the enfrance is foo high above
vour head, and the sides are too sheer. 5o will Fou
5.{{!' wesk (turn Lo 394) or east (fumn to 144)7

4
1f you talked to Vashti, tum to.258; othensise tum to

136,

5
You stuiter toa halt in the middle of some feebie
story about hunting and getting lost. The shaman
curfly tells the chief that you are lying, but not evil-
Then he begins tomutter a spell. Thevillage star=2o
dissolve and you feel vourself floating. Aftera while
you find vourself in mistshrouded hills. Your
hands {if they were tied)are free, bul you have !:F-E-n
deprived of all your remaining Provisions. The posi-

65

ton of the sun, dimly perceived behind the mist,
tells vou that you have been transported to the
eastern side of the lake. Will vou stay where you are
until the mist clears (fumn to 27), or press on regard-
less {turm o 138)7

B

You fread on something, probablyabone, since that
is what it sounds like. Turn to 101

You are bowled over in the rush, and narrowly miss
knocking vour head against a rock. Will you now
carry on south towards the fire (turm to 288), or go
north with the animals (tuen to 47)7

&
The Oreis nowhera to be seen. You soon realize that
vou could easily get lost among the corridors and
stadreases of the castle, s0 you return to your room,
and find several other guards, some bending over
thedr comrade, others looking around warily, Tam
io111.




g-11

9
- ¥ou slip undetected inside the trunk. S0 I-E'I:, S0
good. But through a knot-hole you sec that the Elves
are moving roughly in your direction. It vou leave
the trec-trunk, vou will immediately be spolted-
Will you stay exactly where you are (furn o 213}, o
climb up the inside of the tree {fum o ™3)?

10

Add 1 1.ucK point for surviving the bush-fire. You
now face a lengthy journey along the edge of the
canyon, until you can find some Way across or down
it. At least there will be plentr of roast meal, from
animals which died in the fire, to keep you going on
the way: and the streams, though oily and black-
ened from the fire, stll provide water which i
refreshing enough, Will you head east {furn tog8)or
west (turn 1o 7o) along the cliff?

11
As 5000 as you take hold of the spear, your hand is
stuck to it. A vision materalizes beside you, of
Morgana herself! ‘Excellent!” she cries. *Clad to see
you're on your way, Ourlittle plan is working well.
Don't worry: | won't kill you - . . yet. Bul here's a
foretaste of my power.” The vision raises her hands

12—-13

and curses you {lose 2 Lvcx points). Then Morgana
disappesns and yvou can remove your hand from the
spear. You break the spear across your thigh, wWill
vou now carmy on north throaph the village (tum to
56). or leave the village and travel north-east {lurn Lo
323)7

1z
You succeed in plunpging your sword through Lhe
homy outer skin of the Kraken, and through to ity
pulpy insides. The Kraken relreals, mortally
wounded, but its tentacles thrash in agony and
knock you off vour feel. Lose 2 sTaMINA poinis,
and o to 85

13

Several davs later (reduce your Provisions by 2 you
are faced with your most dangetous situation yet, A
bush-fire starts in the south and is meing in your
direction, driven by the wind. The front of the fire is
many kilometres long: at any rate, even fom a
distance you cannoft see the ends of it. The dry
neather and shrubs are excellent kindling for it, and
it leaps the streams and small rivers with no appat-
ent pause. It is still a long way away, but you know
the spead at which such fires travel. Will you:

Stay where you are? Turn to 148
Race north away from the fire? Tum to 47
Ity to find the fire's western limit?  Turmito 332
Trv to find the fire's eastern limit?  Tumto6z
Mowe lowards the fire? Turn to 231



14-15

1§
It 1 no hard task to halt the thieves, There are six

Pygmy Otres, spedally bred for burglary. They look
2t vo with venom. ‘Curse you for bringing others,”
the leader hisses. ‘Tt is you we want, not your paltry
helmet.’ e draws a wicked-looking dapgger and
lunges for you, while the other Cres enpgape your
L'L'IFI'I.PE.'H'[{]TI.H_

PYGAMY ORC SKILL 7 STAMINA IO

If you win within five Attack Rounds, tum &0 268;
othemwise, turn to 12q.

4=
You struggle to the other ;'hdr.-! of the puol, where itis
easy to dispateh the Snake with your sword, Thank-
mg your lucky stars that it was not poisomous as
well, you carry on for several more kilometres, [f
vou have not stopped to rest and eab Prowvisions 0
far dunng voor vnderground journey, vou must
reduce your sTAMIN A by 2 points.

The monotonous single unnel eventually comes to
a fork. Will youo take the left branch (turn to 399 or
the right branch {turn to 276)7

s 2




I6—20

16
You come to a large cavern, which is not It by
torches, Will vou enter the cavern (furn Lo 5g), or
turn back and take the side-passage {tum to 306)7

17
Unforlunately, by the time the bush-fire reaches
vou, your own fire has not formed a large cnough
area for vou to escape the suffocating heat. Your
adventure is over.

13
You land awkwardly (lose 2 5TAMINA points), bul
basically unharmed. Tum to 313.

9
If you have the Hom of Hever, turn o 335 uther-
wise, furn to 72.

20

After half a day's travel through the chest-high
grass of Pikestaff Plain, nothing more excting has
happened than pollen causing ¥ou to sneeze once in
3 while. The Jandscape is featureless —just the same
grass all around, However, you do come scos=s a
tiny trail. It is no more than fiffeen centimeires
wide, and therefore hard to spot among the stems,
bt it is a definite trail, Tunming dead straight from
south-west to north-east. Will you ignore it and
carry on more or less due north (urn o140, or wait
by it (turm to 202)?

21—22

21

Before long, you reach the first trees. As you walk
through the forest, keeping thelake in sight on your
nght hand, the evergreen trees get older and taller:
their branches lorm a dark canopy above your head,
through which only the necasional beam of sunlight
breaks. Even these welcome shafts die cut as you
continee northwards on the first leg of your hazar-
dous jownesy — but only because night is begnming
o fall. Will vou camp here by the lakeside {turn to
316}, or carry on through the despeming dusk (turn
tn 242)?

22

When you raise the sceptre and orb, a shimmering
screen appears between the oaks, and you step
through. You immediately come face to face with
Vashii the ageless. She nods gravely in recognifion
of you and the importance of your quest. ‘Tt is good
that youo have come here,” she says. Theee are still
pertils for you to overcome, but it is certain that you
could not complete your mission without seeing
me. But I could not come ko you, though [ wanted
to. For once — it would be a dozen centuries ago by
vour mortal reckoming — Tleft this timeless land, bul
was set upon by countless Greater Demons. During
the battle, [ lost the means of leaving my land again.
Lwonder if vou know what Lmean? [f vou do know
what she means, furn to the paragraph whose num-
ber is the same as the page of the book which gave
yvou the clue. Otherwise, turm to 329.
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23
The old woman loocks up when vou approach. A
look of {ear flits over her face, then she begins 1o
laugh hysterically, She is obviously crazy, Will you
slap her face to shock her out of the hysteria (furn io
163}, or sadly leave herin her torment {turn (o 336)7

24
will you continue along the road (tum to 312), or
turn to cToss Hhe ploughed field youm saw garhier

{turn o 396)7

25
Mot far upstream you come across the prostrate
body of a hill-tribe warrior, It is this thai is blocking
the siream, Several arrows are profruding from h_Ef.
but she I= just alive. If you bought a Healing Potion
from the alchemist and have not used it on yourself,
vou can use it on her, if you want (fum to 338);
atherwise, furn to 300

26

You sleep long and well (restore 2z sTAMINA
poinis), and wake up in the moming refreshed and
determined to ask Hever immediately about his
horn. You find him in the Privy Chamber. He has
shown himself to be both fendly and trustworthy,
50 wou tell him aboul your quest and explain how
useful his fabled hom would be. Heveris quiet for a
swhile after vou have finished talking. Then he cays,

£ is clear that your mission is so dangerous that,
were vou to take my horn, I might never see it againg
and yetitisa bulwark of my reign. L give itto you, |
must have in return something of greal value.” Tf
you have a magic crystal mirror, tum to 58; other-
wise, turn to 140.

23
The chill mist seeps into your bones. You slap
vourself and jump up and down to keep warm, but
you still lose 2 sTamina points. Turn to 362,
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=8

The Wood Elves eventually stop in an empty clear-
Mg. speak some words in an arcane, liquid language
— and immediately their village is visible in the
clearing! Of course: Wood Elves’ villages are often
protecied by magic. You are taken to the largest hut,
which is set well apart from the others at the far end
of the village. Inside, the chief Elf and his shaman
are gazing seriously into a erystal mirror and mut-
tering darkly to each other, They Iook up when you
enter, and astonishment spreads over their faces,
They dismiss your puards, and then the chief
=ddresses vou, “Stranger,” he says, ‘what is it that
you wani? What are yvou doing here? Will you tell
them of your quest (turn to 218), make up some
other reason for being in the forest (hurn to 51, or try
t0 look in the mirror (lurn to 87)?

29

it s very awkward to manage the snow-shoes with
vour hands fied. They require a half-walkin &, half-
sliding motion, and it would helpif you could swing
YOUr arms. You Ity (o persuade vour captor to untie
vou. Test your Luck. If yon are Lucky, he unties you,
secause you are slowing him down. In any case,
mirn o173,

30
Om the base of the slaluette are runes which give the
goddess’s name as Cholumbare, a minor agricul-
fural deity of Khul. Return to 132 and choose again,
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31

You start back from the lip, just as the ground gives
way beneath your feet. You land heavily on your
bottom, but do not fall into the water. You pick
yourself up, head in the oppoesite direction and soon
pick up the trailagain, Will you lurn left {turn to z63)
or right (turn to 156)7

32

The door creaks open on rusty hinges, but no im-
mediate danger confronts you. You hear the dick of
rats’ claws across the stone ground as you advance
up the tunnel, but you ignore them. Themn is ﬂ}'ﬂ}-‘
one way for you now — forsward — and everything
clse is a distraction. However, the tunnel forks like a
serpent’s tongue, Will you go left (tum fo 1g) or
right (tuen to 224}

33
Koll hwao dice. If the total is less than your SKILL

seore, Hirn Lo 64;f the total is more than or equal to
YOUE SKI1LL Score, fm BB

g

You must eat 1 lot of Provisions just to keep vour
strength up. A full night's travel brings you to the
end of the grass. The landscape facing you = MO0
land, dotted with rocks and shrubs, and cress-
crossed by numerous streams and nvers, which
reflect the dawn sun. You rest for 2 while and then
carry on. Turm to 68.

35-38

35
The fall hurts you badly. Boll one die and add 1: you
lose this many STAMIN a points. I you are still alive,
vuu decide b0 explore the Dragon's cave instead of
attempiing the glacder again. Tum to 204.

36

When you peer down the shaft, you can see a series
of wooden rungs set into the smooth stone side and
disappearing into darkness. A stale smell from the
depths of the mine assails your nostrils. Will vou go
down or nof? If not, you leave the area (furn to 343).
If vou go down, you can either trust to the ladder
(turn to 28g) or, if you have a rope, voucantieittoa
sturdy-focking beam and let yourself down (tum to
225).

7
You camp on the northern side of the hill. During

thenight, the first snow falls. If vou have a Wildcat's
pelt or an Antifrevse Polion, turm to 344; othervise,
furm by 2y

38
The current grows stronger again, and soon you are
alarmed o hear the ominous boom of a large walet-
fall ahead. Although the diffs gradually get lower,
unhbl the niver is bounded on both sides by cedinary
banks, the current is now far too strong for you to
steer your log over to the side. Before long you can
sz¢ the lip of the waterfall; fine spray forms a mist
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which scems to hang above it, scntillating with
rainbow colours, But you don't have fime o
appreciate the beauty of the scene: more practical
featlures claim your attention. The lip of the water-
fall is pariially fined with rocks, which jut outot the
waler at intervals, T you have a rope, you could try
ko Tasso one of the rocks (furn to 302). Alternatively,
you could try to tum the log so that il wedges
against two of the rocks (furn o 17}

39
You lie down on the bank and dip your flask into the
water of a small inlet. All seems fine at first, but
when you next come 1o drink from your flask, you
will find that the [oul water of the lake has rotted it
and made it ngeless. Untl you can find another
flask, your Provisions will restore only 3 sTAMINA
points, insiead of the usual 4. You seitle down o
sleep, in blissful ignorance of your misfortunc. Tum

ko 76,

q0—41

S
Ass00n as the sorceress has slumped to the ground
vou whirl around —and find just who you t:xp:—xl:edJ
with his dagger raised (o strike vou in the back. Hr;
curses you for vour cleverness, and lunges at vou,

FHE TRAITOR

SKILLH STAMIMA 10O

If vou win, tumn to goo.

41

Your eves receive the full force of the add, and vou
are temporarily blinded. Redoee your sxirt by 5
points for this fight. ? i
2PIT VIPER

SKEILL 4 STAMINA 4

If you win, you wait until the worsl of the effects
nzve worm off, but you must reduce your skILL
permanently by 1 point. Will vou now E“:ti‘l_'r' waiking
o¥ the ani-trail (turn to 297), or carry om north fluen
o 14o)?
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You enter the feast-room, Seated at the tables is a
strange assortment of creatures. Humans mab shoul-
ders with Elves; Bird Men are talking with Dwarf
warriors; there is even a friendly Giant, tucking into
half a roasted ox. But over them all, lord of his own
domain, sits Hever, to whom anger and merriment
=re equally pleasing. You are led to the high table,
where the place of honourat Hever's right hand has
been kept free for you. You are weloome, cousin,’
booms Hever, For so | think I may address you. Be
seated, and forget vour Hresome journey for the
hours that you pass here. Why dint T have vour
things laken up to vour room?* If you accept, you
retain your sword, bul your other belongings are
f=ken away by the goard who ushered you into the
great hall {fmn to 7). U you decline; turm o 380,

43
You meet the Alligator head on. It is not evil, so the
Hom of Hever will have no effect om it, and vou
must reduce your SKILL by 1 point for this fight,
because the water hampers your movements.

ALLIGATOR SKILL 7 STAMINA 10

If you win, you swim across to the northern shore,
Turn to 395

44
This quietens her down immediately: “The ring of
my sishers” coven in Affen Forest,' she says in
amazement. ‘How did yoo . . . ? Never mind: it's
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good to have it back, Now, what was it T had to tell
vou? Oh, ves. Seek the Juja. I don't know where he
lives, but there's supposed to be a clue ina rddle:
am not carth, but T can support; Tam nol water, but !
can vield: T am not air, but I can belch; Tam nol fire,
but] can explode. Whatam I?" And that's really 2ll1
can tell you; I hope it's helpful.” This is most puz-
zling. Will you thank her and svalk on north (om o
336) or north-east (fum to 323)7 Or will you first ask
her what happenead to the village (turn to 239)°

45
The shaman finds nothing which can convince him

of vour good intentions towards the Elves’ precious
forest. “Well,” says the chief, after some consider-
ation, “we do not wani to hinder you, buf we do noi
svant you in our forest any more.” He whispers
something to the shaman, who nods and begins to
mutter a spell, while the chief untes your hands.
The village starts to dissolve and you fesl yourself
floating. Turn to 382,

46-47

46

You guickly don the Cloak. It will not keep
voiL invisible long enough to escape from the
Dragon altogether, so vou simply use it to attack the
Dragon more effectively. However, after you have
wounded it twice, for 4 sTaAMIKA points of injury,
vour body warms up as a result of your efforts; this
makes mist form around you in the cold air, and the
Dragon will be able to see where you ate from now
on. Sfill, you now fight it with more chance of
SLCCESS.

ICE DEAGON SKILL 10 STAMIMA IO

By the Hme you win (if you do}, the Cloak will have
lost its powers {cross it off your Adventure Sheet).
Will vou search the Dragon’s cave (turn to z04), or
puzh on straight for Koll Gamash (tum to z98)?

47

Unly 2 few kilometres north you find an impassable
canyon. There is ne bridge here across its span of
several hundred metres, and the sides are too steep
o chmb. Amimals, ﬂeeing the fire, are jumping
over, of being pushed by other beasts, bo their
deaths i the shallow river at the bettom of the
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gorige, about half a kilometre below. If vou have
rope, it will not reach the bottom, of course, but vou
could tie one end of the rope to a boulder and let
vourself down until the fire burns itself out af this
natural fire-break {turn to go). Allematively, you
could run along the edge uf the cliff to the west {fum
to 278) or east (furn to 134), hoping to find some way
down or actoss; or you could race away from the cife
and towards the fire (turn to 358)

45
You make your way at a crouch to the dip and roll

expertly down the side - and disturb a couple of
pheasants, which rise noisily into the air. Apart
from the fact that the suddenmness of the noise nearly
gives you a heart attack, the next fime you look up,
the dell is ringed by Elves, arrows ready on lauf
bowstrings, Turn Lo 358.

449
You can tell by a slight draught when you pass 3
side-passage on your left. Will you take the side-
passage (tuen to g0b} or carry on (hurn to 16)2

50

The winner i the one who wanted & take you o
Morgana. He draws a dagger and holds it o your
throat, while he unties you from the tree, disarms
vou and Hes your hands behind your back. Then
he puts his dead companion’s snow-shoes on you
and takes you at spear-point north towards Krill
Carnash. Tum to 249,

ST

i
You find that the {'urlm-!]Er:ur'.rt-H:. You peep atound
the corner and see a monstrous silhouette against a
star-spangled might sky, visible through the unnel
mouth. Test gour Luck, Hyou are Lucky, lurn to 33;1f
you are Unhocky, tom o 6.

52

By the lime vou have no chojee except to enter your
lire-break, it is stll very hot. and causes vou 4
sTaMINA points of burns. But at least you are safe.
Tumn o xag.



33

53

Truehand’s advice seems sound. Not {ar north of
Arion is the vast Lake Nekros; just north of the lake
lies Fallow Dale. From there you could head norin
and slighlly east-over Pikestaff Plain, leaving Marsh

Ale tor the west, and through the foothills and
meolntains, until vou came to Knll Gamash its=lf,
with its five icecapped peaks lost in the douds.

After a few dayvs of easy fravel, with sprmps and
game o plentiful that you still have all vour original
Provisions, vou reach the southemn shore of Lake
MNekros, and the end of civilization as you know it
EE}'{md this, [hewa}'; are unknown to the peopleof
Atinm,

Within memery Lake Nekros has never been
crossed.  People speak of unfathomable depths
spawning hideous monsters, and of change and
mystedous winds and currents which fum the chill,

5455

still waters into whirlpools and  ungovernable
waves. Nevertheless, vour most direct route is
actoss it Will you, bold hero that vou are, build a
raft and embark acrass the lake (tum to 109), or
strike out around its eastern edge, through rolling
hills (furn 1o 245), or around its western edge,
through Affen Forest (turn to 21)?

= 54
fesl your Lack. If you are Lucky, turn to 124; if you
are Unlucky, tom to 18,

35

As vou walk along, your attention is for some
reason drawn to vour shadow, which bobs up and
down on the boulders you pass, or gets smudged by
ﬂ:u: shrbs. Suddenly, to vour astomishment and
=larm, it bulges and changes shape, This canmaot be
vour shadow any more; for a start, you don’t have
homs on your head. Sheer terror makes the hairs on
the back of your neck stand up, when the Shadaow
Monster detaches itself From your shadow, and
launches itself at von, brandishing a trident.

cHADOW MONSTER  sEnLy

This lesser demon is solid emough Lo injure vou as
normal, bul you can cause it only 1 514 MINA point
of injury every time yoo win an Altack Round, If
¥ou win, vou think about changing direction. Will
vou head north-east (turn to 323) or north {(fum to
336)?

ETAMIMNA G



56—59

58

A little way beyond the village you come to the ruins
of what was once a farmhouse and its bams. Sitting
in front of the farmhouse is an old woman, thread-
ing bomes on to 2 length of tvine, She is mumbling
to herself, and hasn't noticed you yet. Will you
approach her (fumn to 23}, or make your way around
the farmhouse under cover {tuen bo 336)7

57

The tunnel begins to slope upwards, which makes
you hopeful of finding a way out soon. But then the
shafts come to an end, and the way ahead is pitch-
tlack and the air gets foul. At first you wonder why
the shafts should end; but then you reckon that vou
may bevnder the lake. Will you plod on through the
darkness {turn to 352), or rebaee the kilometre or so
vou have already fmavelled, back past the main
shaft, in an easterly direction {turn bo 388)7

53
You hand over the crystal mirror to Hever. He takes
it, frowns in recognition of it and the foolish or evil
deed yvou must have done to get hold of it, and tums
it towards you. Turn to z09.

59
Eleven vast shapes loom out of the darkness. One of
them lights a torch, and then you can see that the
cleven Golems are surrounding you. There is no



bo—byg

time to get anything from your pack. If you can call
on Galrin, you will know where to turn; otherwise
your budy is mangled and your adventure ic over.

G0
The creature’s paw slams info your arm. Lose 1
ski1.Land 2 STAMIN A puints; thenreturn to 142 and
conlinue the fight.

&1
Soon vou are crawling on hands and knees; then the
tunnel ends. You turn around. On the way back,
will vou keep pressed to the right-hand wall (fumn o
309} or the left-hand iwall (furn to 141)7

b2
Tum to 332

€3
You are about halfway across when the bridge
snaps. You scrabble for 2 handheld, but find none,

and plunge to your death in the canyon below.

63

You use your head, and grope for something on the
floor — it tums out, by the feel of it, 1o be a small
skull. ¥ou toss this so that it lands in the tunnel
maouth, and the creature lnmbers over thers. This
enables you to see your opponent dearly. ltis 3
Nandibear, which must have been using the dis-
used mine entrance as its den.

b65—67

You will have to fightit, but vou are able to creep up
behind it and wound it first {roll one die and reduce
ils STAMINA by that much), and also to fight it in
the tunnsl mouth, where your skine will not be
impaired by darkness.

NANDIBEAR SKILL G STAMINA TI

If you win, hurn to 222.

63
You are impaled between the spiked door and the
wall of the cavern. Your adventure is over,

Gk

Ihe farmer = overjoyved at your gift. “This will more
than compensate,” he savs. ‘Cholumbara’s presence
will increase my crops for sure.” You are pleased to
have got out of an ugly situalion so easily (and also
o have shed the weight of the statuethe). Add 1
LuCk point. You make vour way now to the castle
gates. Tom to 78,

a7
You lie down on the bank and dip your flask into the
waler of & small mlet. All seems Ane at frst, but
when you next come lo drink from vour fask, you
will find that the foul lake water has rotted it and
made it useless. Unlil you find another flask, your
Frovicions will restore only 3 sTamina points,
mstead of the usual 4. You settle down to sleep, in
bliss

stul ignorance of your misfortune, Turn to 226,
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28
I you followed the ant-trail at all, turn bo 291;
othemwise, furn o 350.

bg
‘Eazily done,” says the chief. He whispers some-
thing to the shaman, who nods and begins to cast a
spell. The village starts to dissolve and you feel
vourself floating. Turn to 382

7o

Forseveral days vou trudpe west. The canyon varies
m width and depth, but it is never feasible to
allempt a crossing. The sides remain absolutely
sheer. The plentiful camion has atiracted many
birds: apart from crows and normal birds of proy,
vou gocasionally sight larger winged creatures some
way off. Eventually, one of them decides to see if
this thing which moves in the burned wilderness is
alzo edible, and you are attacked by a Giant
Bloodhawk. This huge creature swoops out of
the sky with its four-metre wingspan, talons out-
strefched to grip you and allow the cruel beak
to do itz worke If vou have the Cloak of Temporary
Invisibility, and wish bouse it, furn to 103; othernwise
turn fo 327.
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71
The meal is well in progress (restore 4 sTamina
points) when the guard reluens with a worrying
tale. TTe was attacked by some Pygmy Uhcs inside
your room, and knocked unconscious. When he
came t, your helmet had gone and there was no
sign of the thieves. You immediately ask to be
directed to your room, while Hever is busy organiz-
ing a search-party. When you get there, you scon
find a rope dangling out of the window to the
ground below, which is outside the castle walls.
Will you grab your bt—ﬁ:mgm w5 and go alone down
the rope in pursuit of the thieves {lurn to 166), or
wilit for Hever {tum to137)?

72
A side-passage opens up to vourright. Will vou lake
it {tarn to 369) or carry straight on (fom o 170)?

The free has been truncaled, so it is no long or
difficnlt climb. Frrom your vantage point at the top,
you can see the Elves passing below you. Will you
keep quiet and let them pass (fom to z13), or drop
down on the last one, who has fallen a little way
behind the others (turn to 286)7

741
The skeleton’s emply eye-sockels blaze info chill life
and transfix you with a deadly beam. Your adven-
fure is owver.

Ia=77

]
The plan works (restore 1 LUCK point). For one

awiul moment your legs are swept over the edge,
fullowing the log, but you hang on and haul your-
sell on to the n‘lc:k. There are not encugh rocks to
form: a causeway to the north bank, but you could
try to make it to the south bank. If you have Bools of
Agility, tum Lo 372; otherwise, turn bo 188,

You sleep as deeply as if you had no cares in the
world, But in the small hours of the morning, some-
thing disturbs the quiet surface of the lake. Test yonr
Luck. TF vou are Lucky, turn to 135; if you are
Unlucky, turmn to 280.

In the morsning, vou set off north again, and travel
for 2 couple of days through the barren landscape.
Your uneventful journey, however, makes vou less
cautiows than usual, and when vou are walking past
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some large boulders, you fail fo notice the Wildcat
basking on top of one. The tip of its tail flicks from
side to side as you approach, and thenit leaps onto
vou, immediately inflicking 2 sTaMina points of
imjury to you. You toss it off yvour shoulders on to
the ground, and just have time Lo notice thatitisa
pretty large specimen, before it springs into the
attack again, Wildcats are not evil, just wild, so the
TTorn of Hever will have no effect; and vou have no
time to get anything from your pack.

WILDCAT
Tf yvou win within four Attack Rounds, the cat’s pelt

iz undamaged enough to be worth keeping. After-
wards, turn to 13,

GETLL & STAMINAR

7B

Tt is evening when you reach the gates. Two Dward
puards ask vour business, then show younside toa
sparsely furnished waiting-room. One of them e
turns before long, My Lord Hever is dining,” he
says, ‘and asks whether you will jom him.” Will you
acceptand go straight away (lurnto 42), or ask tobe
showwn B your room first (hom to 20)7

79
The bank becomes increasingly boggy. Will you
now head left through the forest (tum o 171}, or
corinue aleng the bank (turn to g7)2

Ho—82

So

some of the alchemist’s wares are of interest to you:
a Potton of Luck, for 3 Gold Pieces, which will
mestore your LUck to its Imifil level; a Potion of
Healing, for 5 Gold Fieces, which will restore up to &
ETAMINA poinls (Vou can use it now or save it for
later); a Cloak of Temporary Invisibility, for to Gold
Meces; an Antifreeze Potion, which will protect vou
against cold, for 5 Gold Pieces; and, for & Gold
Pieces, Doots of Agility. Buy what you want and can
zfford, and then retumn to the paragraph you were at
before, and continue on youlr way.

81
I vou talked to Vashti, tum to 258; otherwisze, turn
i 347.

Bz

The memainder of the jowrney to Fallow Dale is
uneventiul, apart from the occasional skirmish with
2 wild beast. At one point you are convinced that
vou see a Sabre-toothed Tiger slinking through the
trees, but by lick — or because the beast was not
hongry - it does nol come near you. You keep
getting lost in the forest, and the ju:uume}' takes
lomger than it should: you run out of Provisions a
day before breaking out of the forest and finding
Fallow Dale spread out before vou. Reduce vour
STAMIN A scote by 3 points for weakness, then turn
o7
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B3
Lose 2 tuck points far coweardioe. You have no
choice now except toleave Fallow Diale. Turm ko 384.

54
As you walk on down the main street, you notice
other skeletons — bul genuinely lifeless ones. The
whole village has obviously been wiped out in a
faidy recent raid. Will you poke around any of the
houses (fum to 315) or not (o to 56)7

85

You sit down to rest after your labours. Then bo your
smazement a spectral army slides across the surface
of the lake. There areat least forty of them, and most
zte dressed in the batiered remmnants of armotr of
brgone days. You jump to vour feet in alarm. You
can see through them, but you also have no doubt
that they are substantial enough to make their
presence feltin this earthly realm.

While you are wondering what to do, one of them
=teps forward on to the bank. He was once o man in
the prime of life, long-haired and with noble and
stern features. ‘Fear not,” his ghostly woice whis-
pers. “You have done us great service. With the
death of the Kraken we, its victims, are released
Tom our bondage to this spectral form. But we
repay our debts. Before we go to our final rest in the
underworld, we will assistyou once in the course of
your guest — but my advice would be not o call us
=xcepl in the direst need. You can summon us by
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my name: it is Galrin.” With that, the leaderand his
hast of followers vanish. When the book tells vou
that you can call on Galrin, turn toveo. Fornow, add
2 LucK points. You decide not to spend any more
time by the lake shore: you head north and slightly
east, through rolling hills. A heavy mist descendsat
dawn, and you arc soon hopelessly Jost. Tum {0
108,

86

Again you safely cross the chasm in the darkness,
The gods must be smiling on you. Regain 1 LUCK
point. If you have not stopped to eat Provisions
so far during your underground journey, lose =
STAMINA points. Your joumey is long, bul
nothing happens. You pass the spot where the
main shaft enters the mine, and carmy un castwards.
Turn to 388,

87
1f your hands are tied, turmn to aga; if your hands are
free, turn to 150.

B8
Excellent!” she exclaimes. "We're gl set, then, aren't
we? You know about the sigils; the kevs of power
for which Morgana lusis. But do you know how
they are porirayed? i vou place six equally spaced
marks around a drele and join them in any order,
returning to the mark you began with, you will
find that there are twelve possible patiems. Now,
people — those who are types of people - obey the

8

laws of the sigils. Morgana has been seizing such
peopls, dead or alive, and transforming their
essence it masks for her Golems. You probably
know thal she's got the bard and the farmer, at any
rate, and vou'll now realize that the bard’s brand,
for instance, is a sigil. Now Took at your helmet.’
You do so, and gasp with astonishement: “TE's one of
the sigils!” ‘Precizely,” continues Vashit, ‘Itis the one
we call the maler, whichis what vouare, afer all; itis
the one which binds together all the sigils and
confirms their power; and il is the one which
Morgana is missing.*

The implications of this are enormous. ‘But that
me=ns I'm walking into a trap!” vou cry. ‘She wants
me there, totum meinto a Golem too!” “Thatis frue,”
says Vashi, ‘butitis also true that vou are the cne to
prevent this evil plot. You must continue with your
aussion,” You are fired with gdm resolution, and
mmediately take vour leave of Vashti. She plants
two of the seeds you have given her, and they
spring up as full-blossomed apple trees. Yoo walk
between them back into the world of time, and find
vourself right by the pak trees, as i you had just
stepped bebween them. The sun is exactly where it
was when yoo entered Vashii's realm. Turn to 37,
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e
You trip over a Tock on the way down, and tumble
down the slope, landing on vour feet in the crcle of
tirelight, Tum to 254-

Grr
You let yourself down on to a ledge where you czn
comfortably wait for the fire to end. The fire does
cventually die out, bul not before it has bumed
through the end of your rupe which ic tied to the
boulder. You are-marconed on your ledge, unil
starvation or birds of prey finish vou off.

g1
While vou are wailing, you are so infent on waich-
ing the ants that vou fail to nobee a large poisonous
shnake rustling the prass as it slithers up behind vou,
until it is almost oo late. You whirl around, but i is
a Spit Viper, and it spits add at your eves. Tesf yous
Luck. If you are Tucky, turn to 255; if you are
Lnlucky, turn tog1.

g2
You can get nothing morne out of him, but while ¥ou
queston him, he sidles off to the side of the room
and, c‘ring'ng, hr_ingﬁ back a bundle of rags, which
he offers B you. When you unwrap them. vou
discover a magnificent sceptre. It s made only of
irem, but s dearly of great age and has an aura of
regal authority. You want to ask thee old man about
it, but he has collapsed unconscious on the floor. As

93

vou are stowing Lhe sceptre safely in your pack, you
nobiee that it s mscnibed with tunes, which you
franslate as "T'here should be just one ruler.” Then
vou leave: tum tna3a.

93
With death, Kevin's hercic resistance snaps once

and for all, and the evil spint implanted in his body
15 able to take control. It too jumps toits feet—thal is,
Kevin's feet —and it hurls an impenetrable magical
barmer around itself and you. But because you have
moved closer o Hever, he is caught inside the
barrier and helps you in the fight. The spiril, cack-
fing with glee and cracking a fiery nine-tailed whip,
has eyes only for you; but every lime you win




2485

an Attack Round, you may assume that Hever
has been successful too, and reduce the fiend's
sTaMINA by 3 instead of 2. You cannot kill this
demomn, but if you win the fight, it will retam to the
nether regions, leaving Kevin in peace atlast

HELLFIRE S5PIRIT

If you buoth win, the barrier dissolves. Turn to 132.

LHEILLG STAMINATIZ

They can see from your footprinis where you are,
and can guess where o aim their spears. One of
them throws a spear after you as vou flee. Roll one
die, On1—3, tum 10 244; on 46, hum to 174

95
You succeed in reaching another place of hiding,
behind a tree-trunk. The Elves {there are six of
them} have meanwhile surrounded your former
hiding-place. Will you make a ran for it, while they
are otherwise oocupied {fum to 2g97), or continue o
creep away (tum to 158)7

gh—g7

When vou are some way up the glacier, you slip and
slide out of control back down the slope. Test your
Luck. If vou are Lucky, turn to 330; if vou are
Unlucky, turn to 35.

L £
The effort of wading through the clinging mire costs
FOU 2 STAMINA points. Butthe bogpy area does not
last too long- Will you now rest for the remainder of
the night (burm to 316), or carry on along the bank
(fom to 234)2
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For several days you trudge east. The canyon varies
m width and depth, but it is never feasible to
zttempt a crossing, and the sides remain absolutbely
sheer, Early one morning you encounter a hoskile
Hill Giant, who has been roaming the buened
wilderness to see what fasty or profitable pickings
the bush-fite left in its wake. One look at you
convinees him that vou could be both tasty and
profitable! He lombers into the attack, wiclding a
massive club. If vou have the Cloak of Temporary
Invisibality, and wish touse it, itwill be pasy toavoid
this fight {turn to 180), but then cross the Cloak off
vour Adventure Sheef, becanse its mapic only wiorks
once. Otherwise, fight your vast opponent.

HIilL GIANT SKILL G STAMINATI

it youo wan, youo look thromph the Caant’s pack to sec
what he has found. You find only 3 Gold Pieces and
2 badly dented, but otherwise plain helmet. Will
vou try on the helmet (turn to 311}, or leave it and
contimue on your way (tum to 18a)?

99
For £ Gold Piece you can buy food and drink that
will restore 2 51a M n A pomnts. Do so, 1f you can and
want to; then vou leave the village. Turn lo 24.




I—Ta1

1O

The spectral army appears and you stand back fo let
them do their work. Tt does not mke long. Galdn
salutes you, and then he and his folivwers vamish
for ever. You are free to conmbinue —and it soon burns
put that the Colems” cavern was the ante-chamber
to Morgana’s throne-room. You enter a vast cavern.
Morgana hereelf is seated on a black throne in the
centre. She shrieks at vou: “So yoo think you haye
destroved my pets, do you? You fool! I can always
make more!” You leap towards her throne, Lo slop
her foul mouth for eyver. Tum fo 2g5-

101
The noise you made has alerted the creature, and
you hear it lumbering towards you. An easily recog-
nizable prunt soon lets you know what vou are up
agrinst—a Nandibear. It must have been using the
entrance to the mine as iks den. Then it is upon Yo
Reduce your SKILE by 1 point for this fight, because
of the darkness.

KANDIBEEAR

LSTAMINAILL

SKILLQ

If vou win, turn to223.

102—105

102
You start a small fire and move away north bo wait
until your fire has, as you hope, created a fire-break
bebween vou and the bush-fire. It does nothing of
the sort. Your own fire is driven before the wind
towards you and even if you can run arcund i,
there will be nio fime to escape the bush-fire now.,
Your adventure is over.

103
You put on the Ulozk. The Bloodhawk squawks in
dismay at your disappearance — but then, with the
cunning of a natural ator, simpl}r g.a]'nf- Enﬂug]'l
height to watch and wail. The Cloak’s powers will
wear off pretiy soom (cToss it off vour Advenfure
Skeef): you have merely delayed the battle. Turn to
327-

L0
IFroursTaMINa islessthan 12, turn bo 1g7; ifitis 12
or more, furm toas.

105
Affer a couple of hours, the ant-traffic has not
noticeably increased, and you have seen no sign of
the nest or anvthing being carried along that is
more valuable than a sty nail. Will vou carry on
along the trail {furn o 304), or turm north again (furn

to1g40)?



106—104

106

The Aeeing Spriggans did not gather up 2l theis
helongings. You find 10 Gold Tieces and 2 large
garnet ring, but nuthing else of valoe. The Sprig-
gans had evidently been a thieving party. You
decide to spend what remains of the :1:151'11 m the
weleome lght of the Spriggans’ magical lamps,
which will disappear at full light, butuniil then, you
reckon, will keep any further hoslile creatures at
bay, In fact, the time does pass guietly. In the
mﬁrrﬂ.ng, with mist from the lake doffing l‘lE'l'!"FE_'E:‘t
the trees, you discover two paths, both heading
roughly north. Will you lake the north-wesl path
{turn b 115} or the north-east path (turn o 398)?

b

Tt takes your cyes a few momenis to adjust io the
gloom after the bright sunchine ontside. Then you
sec ihat, although the ceiling is festooned with
cobwebs, the Aoor is fairly {ree of dust. There = a
table with a wooden bowl and spoon on it, and 2
crudely made stool tucked underneath. Will you
leave before the occupant of the hut appears (lum o
2313}, ot look around {furn to 279)7

108
Will you stay where you are until the mist dears
(Lurm b 27}, oF press on regardless (fum 0 138)7

]
Might has fallen by the time you have tﬂmPleied
vour raft. Sirangely, when you launch it, no ripples

I10—1I11

disturh the suorface of the lake; and the gibbous
moon is not rellected in its dark depths. You have
paddled no more than a hundred metees when five
thick tentacles pull you for ever under the water.

110

The old wvoman greedily snatches the lovely choker
and puts it on. The choker promptly lives up o its
name and strangles her. You should have known
better than to trust anything found on the servants
of evil. Lose 1 Luck point. You quickly make your
way out of the area. Will vou go north {turn to 336)
or north-east {tum to 323)2

111

The soldiers don't know you, of course, and there
vou are with vour sword drawn, and there is their
fricad’s corpse: it all looks very suspicious. They
push ¥ou into your room and post guards outside,
while others go off to report the incident. When vou
Iook around your room, you see that vour helmet ix
missing, and you soon find a rope dangling out of
the window to the ground below. The thief or
thieves, who were presumably In league with the
Chre, must have escaped that way. Will yvou grab
vour things and go down the ope yourself in pur-
suit {turmn to 166), call for help (tum to 377), or await
developments (fum to 34237




112114

112
You decide to inspect the tems you acquired in the
Dorapars’ lair, You soon find that some of the ilems
are just what they seem. But if you have:

A Snattacat’s sk Turn to 301

A leather pouch Tum to 331

A shatuetie Turmn to 30

None of these Turmn to 121
113

Ihe easy journey of the past few days has made you
cateless. As vou walk whistling down the path
through the frees, you are set upon by a Giant
Bloodsucking Spider. This vile beast, already
bloated with the blood of woodland creatures, is
delighted to find larger prey, and drops in fomt of
vou from a tree. Sheer repulsion at the sight freezes
vou for an instant, but then your sword is oot and
readyv. You have no fime o get anything out of your
pack.

BLOODSUCKING
SPIDER SKILL & STAMINA I4

The Spideris too heavy to move very fast: you could
v to escape, if vou want to (tum to 273). L voustay
puf and win the fight, vou continue cautiously
through the copse (furm to 126),

114
You are safe within vour fire-break, and you follow
il to the north, to keep well away from the suffocal-



115-117

ing heat of the bush-fire, Aftera few kilometres, you
find thal your fire has burned ilself outat the edge of
a huge canyorn, about half a kilomelre deep and
almaost as wide. The sides are too steep to dimb and
there is ne bridge here, Tum o 10

115

Reduce your sTaminNA by 2 points if vou have not
eaten while in the {orest. The route you are =king
shortly offers you a choice between two paths. If
vou take the one which disappears into the tees o
the north-west, fum & 263. If you ke the one
which winds between the trees in a north-eastesly
direction, fum to &2,

116
Your plan fails. You are dashed to your death on the
sharp rocks at the foot of the waterfall.

117

When vou reach the bottom, you find that the river,
which flows from east to west, is faster and wider
than it looked from up on the chiff. The movementof
the waler makes it impossible to tell hony deep it is.
You are on a kind of small beach, bul the river s
full up 1o the sheer cliffs on either side of the beach.
There are some quite large logs and tree-tmunks cast
up on the beach, amonyg smaller drffwood. There is
a similar heach straight across the dver. Will vouo
wade or swim across (burn 10 235), or paddle your-
self across on a log (fum to 368)7

1i8—120

118
This gets yoo nowhete, but your increasingly franbc
and frustraled scrabbling loses you 3 sTamina
points. Eventually you give up and retum bo try the
other branch of the tunnel. Turn to 399.

115

I'he door swings open on to your destruchon. Itisso
swift that you cannot even identify its source, but
your adventoTe s over.

120

You are shown {0 a room in the north-east tower,
whaose shit window overlooks Fallow Dale and as far
as the beginning of Pikestaff Plain. The guard waits
vutside, while you shed your pack and helmet (but
retain your sword), and repair your appearance as
much as possible. You are just finishing, when there
iz 2 commotion in the corridor outside. You open
the door to see a Pygmy Ure withdrawing a dagmzer
from the guard’s body. You draw your sword and
challenge the Ore. Your opponent may be small, but
he i= nimble: he ducks vour thrusts and is hard to
worrnd -

PYGMY ORC
Alter two Attack Rounds, you both hear more
soldiers approaching at a un. The Orc daths away

arowind a comer. Will you follow (turn 1o 8), or wail
for these reinforcements (tum to 111)7

SKILLYT STAMINA B



I31-123

121

You test, eat Frovisions, and drink fresh water from
the nearby spring. If you have no Provisions, re-
store only 2 sTAMINA points for the rest and drink;
otherwise, resiore the foll § sTaMINa peints. In
either case, you may add 2 LUCK points for surviv-
ing the deadly mine, In the moming vou reluctanily
leave this haven. Tom to 343.

123

When you dived below the water, you saw some-
thing, extraordinary on the boltom of the pool. A
hurnan skeleton was sitting on a throne of weeds.
Will vou dive down again to investigate this remark-
able, but possibly dangerons phenomenon (tien to
261}, or will you swim over io the northermn shore
(burn to 393)7

125

When vou are three quarters of the way through the
past, the snow all around you starts to move round
and round, like a semi-solid whirlpool. You have
obvivusly disturbed the rest of a3 Chion, deep be-
neath the snow, and it is now spiralling its way to
the surface. This is how these giganbc worm-like
creatures trap their prey. The snow collapses into
the yrap they make when they leave their resting-
place, and the terrified victim falls into the gaping
hole. TF you are wearing snow-shoes or Boots of
Apility, turn to 108; otherwise, turn 10 363.

1z24—126

Lol
You land safely. Turn to 323.

125

You camp for the night en the borders of Marsh
Vile. All night long, within the mists and vapours
which shroud this llfamed region, lighning
flashes, and the bubbles of marsh gas which form on
the surface of the stagnant pools pop and explode,
In the morning will you at last turm to the north-east
rru'n: to 3740, or will you explore Marsh Vile (turn bo
345

126

Tou leave the copse behind you and continue up
towards the mounting, which now loom large and
torbidding in the near distance, The hills grow more
steep and bleak, so it is strange to see, crowning one
hill, two large and Hourishing oak trees, like a portal
to the sunset beyond. Wilk yvou climb the hill and
mvestizate the trees (burn to 387), or carry deter-
minedly on with your joumey (turn to g7)7




127-128

127
Eoll two dice. I[ the total is more than or equal (o
VOUr SKILL score, born to 203; i il is less than your
SEILL scone, turn bo 228,

128
You can see the five peaks of Krill Gamash in the
disfance ahead, even though you are not vet in the
mountain range itself, but on the borders. One
MOrning. you see some extraordinarily large, slid-
ng footprints in the snow. Tmages of Yeti or Bigfeet
enter vour mind. but vou soon know better. You are
comfronted by two hill tribesmen, WEAring: snow-
shoes. They are dressed in skins and look rather
formidable, espedally with their short but sturdy
thrusting-spears. If vou have the Cloak of Tempor-
ary Invisibility and wish to useit, turn to 39o. Or will
you approach the wibesmen peacefully (turn to
383}, or attack (turm b 282)7




120—131

129

One of the other Orcs has defeated his opponent
and now joins in the (ght against you_ You will have
to fight them both simultancously. Choose one of
them to fight by the normal combat rules. But also
roll for the Attack Strength of the other: ifitis higher
than your Attack Strength in any Attack Round, he
wounds you; if itis lower or equal, you have blocked
his blow {50 you cannot wound this second oppo-
nent, only your main target). Remember that the
first Ore may already have been woonded by you
and therefore have fewer STAMINA points.

SCKILL STAMINSA
First PYGMY ORC & 10
Second PYCMY ORC 5 B

If vou win, turn to 268,

130
Test your Luck, If you are Lucky, turn o 297. If ¥ou
are Unlucky, you fail to escape {tum to 358).

131
If your sTAMIN A scoreis 1aor less, turn to153;ifitis
LI or more, turm o 354.

132-134

132
You answer Hever's i'neg'i table questions, but you
can omly guess what treachery lies behind this
mcident. Then yvou leave Fallow Dale. Hever has
restocked you with the full amount of 10 lots of
Provisions, and given you a new pack and water-
Hack Tom i zo.

133

The plan works. You [ml% voursalf un toa rock and
look around. There are not enough rocks to form a
causeway to the north bank, but you could try {o
make it to the south bank. I you have Boots of
Aolity, tum to 372; if you have a rope, turn to 188,
Otherwizse, vou have a choice of byvo extremely risky
manosuyres: you could wse the slippery rocks as
slepping-stones (tuemn to 159), or vou could get back
mitn the water and Ery to-push your log from one pair
of rocks to the next, so that you can move along by
stages (tum to 324)-

134
I the Bowr or =0 which it takes for the fire to reach

vou, vou have found no way out of your predica-
ment. You die a quick but agonizing death.
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135
Your dreams abruptly change, and you suddenly st

bilt uprigght, crving, ‘Kevin! No!” But the memory of

your nightmare evaporates when you sec, by the
moonlight, that the slimy tentacles of 2 Kraken are
sliding oul of the lake iowards you. You can ron
{turn bo 183} or fight (fum to 3o07).

136
When you met Morgana belore, she said ‘our Little
plan’. You have been poesling about this ever since,
and just now she said, 1've got you where o
wanled'. While you are pondering this mystery,
an unseen enemy stabs you in the back. Your
adveniure is over!

157

Hever comes e the room and you show him the
rope. He savs that a scarch-party of five of his
soldiers is waiting for you in the courtyard. I know
how impeoriant that helmet is to your family,” he
adds. ‘Ifor Tynin sent a message by eagle of vour
COMmINE, and mentioned the helmet as the surs way
o recognize you.” Yon join the soldiers and set out
in pursuit of the thieves. Turn to 166,

138-141

138
You can see only a few metres ahead of you, so you
are pleasantly surprised when vou come across a
trail, made by animals of some kind, running to
vour leff and right, Will vou furn left (fum to 156),
right (turn to 263), or continue through the trackless
ills {furm to 18g)¢

L5G
You land with such a thump on the trail that it

supports you for no more than an instant before
crumbling and plunging you to yoor death in the
chasm below.

140

v mighifall there is shll no end to the grass. Will you

flatien some of it and bed doswn for the night (turn ko
2}, or press on (torm o 34)°2

141
Test your Luck, I you are Lucky, turn to 86; i you are
Unlucky, tom to 163




142-143

142
Asyou are walking through the pass, vouses alargze
snowball rolling down the eastern slope, and get-
timg larger all the fime. The snowball comes to a halt
at the foot of the mountain, in front of you. Then, to
vour surprise, the snowball disintegrates, and out
steps an Iee Huolk. These moronic creatures are
mutant Yetis (the mutation consisting mainly in the
disappearance of the Yeti's aleeady tiny brain), This
one probably rpped overits own feet and fumbled
down the mountainside! It stares al vou uncertainly
for a few moments, and then {!lh‘."i{ﬂ]ﬁl}' decides that
vou are edible. You will have to defend yoursell,
wvnless vou have the Cloak of Temporary Tnvisi-
bility, in which case vou can avoid this encounter, if
you want to (furm fo 267, but cross the Cloak off vour
Adzenture Sheet, as its powers only work once).
Since the Tee Hulk is not evil, just stupid, the Flom
of Hever has no power over it

ICEHITEK CEILLA STAMIMNA IR

The first fime you win an Attack Round, tum bo 3g92.
If yout win, burn to 267.

143
You cannot tell at this distance whether or not the
fgure ts moving towards you, or whether vour
shouts have been heard. Will vou eall out again
{turn o 360, or gmive op and crey on (turn to 341)7



144-145

144

As you walk along, vou notice that there are many
evenly spaced shafts, drilled through to the ground
above. These afford light and air, but are out of
reach and just as unclimbable as the one vou fell
dowrn. You conclude that the mine was once
worked by slaves, who needed to breathe and see,
but also had to be prevenied [rom escaping.

It hurns out that this was a copper ming; the vein is
worked out, but you find a nugget of greenish ore,
which you keep. Soon a side-passage, from which a
remarkably horrd stench is isswing, opens up o
vour right. Will vou take it {um (o 325), or continus
along the main tunnel {fum to 370)?

145
On the narrow rope bridge, you have no chance of

avoiding the Chimera’s fiery breath. Every fime it
wing an Attack Round, it will cause 3 STAMINA
points of injury; and even when it loses an Affack
Round, it will cause you 1 STAMINA point of Injury.
S0 you are fighting a desperate battle.

CHIMEEA

Thuiring the fight, fhe Chimera’s breath gradually
burns through the rope bridge. If vou win, yon must
choose whether to continue across the now
weakened bridge (burn to 63) or retreat back owards
the cliff {(korn to 272).

SKILLT cTAMINA G

146148

.36
Your captors soon find vou. They have obviously
decided that vou are more trouble than you're
worth, because they waste no time in dispatching
vou with their spears. Your adventure ends here,

LE ¥
The tunnel corves, but you are unaware of this in
the darkness, and vou run straight into the side.
Eeduce vour sTaMINA by 1 point, and furn bo 101,

148
Roll two dice. If the total s greater than your SKILL
<core, burn fo134; if the tolal is less than or equal to
VOUF SKIT L score, turm fo.zo6.




149-151

149

‘I hawe nothing of value to offer vou except mys=IF
you say simply. Hever thinks for a moment. "All
right,” he says finally, “thereis something you could
do for me. There is an exceplionally lange Sabre-
toothed Tiger, which has its lair in Adlen Forest, but
occasionally emerges and roams my lands, killing
my people and their flocks. I you can free my laﬁﬂ
from this beast, 1 will give you my hom. But it will
nol be easy: the Tiger is hard to get dose to, and
extremely dangerous when comered.” Will you
accept the test {turn to 240} or not (lum to 83)7

150

The shaman raises his hands to casta spell, and the
chief draws his sword. With one swill movement,
yvou draw your own sword, laughing inwardly thal
these stupid, trusting Elves did not disarm vou, =nd
kill the shaman. Then vou face the Elf chict.

WOOD BLF CHIEF  sr1Liy STAMINAID

If wou win, vou seize your prize, Lthe mirmor. Will
yor look in it straight away {furn to 209}, or keep it
for later (burn to 3517

151

When you are about halfway acoss, the Waler
Snake which inhabits the pool coils itself around
your lews. This really makes it very difficult to walk
Will vou poke ak the Water Snake with your sword
(turn to 127), or carry on stroggling through (lum io
104)7

152=154

152

When vou reach the healer's house, she explains
that she needs sorrel to make a lotion strong enough
to help vou. Ifyou have some sorrel, the lokion will
restore 4 STAMIN A points, Otherwise, you leave Lthe
village, recku:um_rlg that Hever's hl.'lEP!I’[Elllt}- will du
yougood. Tam toag.

153
In vour weakened state, you cannot think dearly,
and just plunge into the darkness. As a result, yvou
canmot see that the Hoor and walls are lined with
jageed rocks fipped with poison. Yoo do not fail to
siep on one. Your adventure is over,

154
“You may ask one guestion of us, to aid you In your

quest,” says the chief. Will you ask:

About Calrin? Turn to 248
What they have seen in the mimror?  Tummn to 169
For free passage through the forest?  Turn toég




155-156

155
This find convinces them that you are a great war-
rior, and for the first time they speak Lo vou, asking
why you are trespassing on their land. Will you tell
them you have come to kill Morgana (lurn to 314) or
that you are a hunler (furn to 194)7

156

Whaltever animals made the track were clearly not
interested in travelling in straight lines. Even with
vour limited vision and muddled sense of directon,
vou can tell thal vour course is meandering all
over e place. 51, vou stick to the track, and it
cventuzlly takes you to the top of a hill, where
andent monohths jut like pitted teeth through the
swirling mist.

The wind picks up and howls eerily across the
hilltop. Then a hollow veice sounds from all around
vour: “Who is this whio dares disturb the sacred place
of the Wights? No matter —the penalty is fixed.” The
mist in the centre of the stones solidifies into a
figure. Om its head is a crown of pale fire, and in its
hand a glittering sword. Wherever vou run, it seems
ta block your way. You must stand and fight,

WIGHT SKILLQ STAMINA 12

lfyvou win, you take the Wight's sword, which turms
out to be ofandent and noble design — obviously the
lost property of some long-dead king, slain in times
past by this evil Wight. Add 1 to your sKILL score,



157—161

cven i this takes vou over vour Intful score. Will
you now stay B viou are until the mist clears
(turn to 362], or continue on your way (fum o 3)7

157
Roll hwo dice. Tf the toial i greater than your SKILL

score, turn io 216, If the total is less than or equal &
YOLUIT SR 1L ScoTe, tom i 1s.

158
Two possible next places of refuge present them:
selves. You could try the hollow trunk of a vast and
ancienl tree, once blasted by lightning (fum tog), or
a slight dip in the ground, whose sides are covered
with ivy and tall bracken (fum fo 48).

159
There are three rocks to cross. Eoll one die three

times. 1f you ever roll 1, vou fall in and are swept
over the falls to your death. If you ever roll'2, you
slip and your helmet (i you still have it) f2lls off your
head and is lost, bt vou cling on to the rock. If you
succced in reaching the south bank, fum o 203

160
TesE ypour Luck again. If you are Lucky, turn to 219; if
yiou are Unlucky, turn to 344,

161
‘The skeleton's empiy eye-sockets blase mto chill
life, but it offers no resistance. You take the orh and
zwim over to the northemn shore. When yvou clean

102—-163

the mud off the oth, you discover the following
'Egend “Iswenty-one is the number of the ruler's

vav." Yoo stow the orb safely into vour pack and
m‘m:r up the cliff. Once at the top you estimale your
position. You think that vou have come so far west
that dreaded Marsh Vile now lies to the north,
and the foothills to the mountain range of Kl
Garnash to the north-east. You know vou should
avoid Marsh Vile if you possibly can, but will you
head north for a while (turn to 357) or north-east
(furn to 374)?

162

You fail fo find a handheld, and slide down the
remaiming bit of bridge and into space. You prepare
yourself for death, but land on the tril aiter only a
few metres. Yoor helmet (if vou still have if) falls off
vour head and is lost in the chasm belosy, Test your
Luck again. If you are Lucky, turn to 25g; if you are
Unincky, tum lo 139,

163
You step into thin air. Your adventure ends at the
battom of a chazm.
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163

Your slaps change hysterical laughter inlo uncon-
trolled sobbing, which eventually subsides. The old
woman looks up at you again. ‘Give me sometiing
precious,’ she says slyly, “and I'll tell you something
precious.” You're not convinced that anything she
las to say will not be dangerously misleading. Wil
you offer her something (turn to 326), or leave her
and continue on your way (tuen 1o 33607

165
After a spell of this tiring way of moving along,
more solid ground appears to your right and left.
Will you turn left (turn 1o 381) or right {lum fo 263},
or continue jumping from mound to meund siraight
ahead [lurn to 193)7

166
It iz difficult for you to pick up the trail of the thieves
during the night-time, even with the moon out. But
some progress is made, By morning, you arc on the
marging of Pikestaff Plain, heading north, and
the tall srass of the plain makes it easy to lrack
the thieves: the bent and crushed stems are cdeardy
visible, Soun the thieves themselves come Into
view, heads and shoulders bobbing above the grass.
Il you have companions, turn to14; if you arc alons,

TH7=164
167

You will come to theee doors,” he says. ‘Be sure to
take the wooden one.” Then he guides you back to
Mikestzaff Plain and points you in the direction of the
foothills. Tum B 374

168

This is the only possible solution. Your fire will
make a desolate area, which you can enter and wait
for the bush-fire to burn itself out. But have yuu
enough Hme for this area o be consumed and cool
down, before the bush-fire is upon you? Roll one
die. On 1 orz, tumn to 52;0n 3 or 4, turn to 17; on 5 or
6, tam to 114.

16

Take a look for voorself,” gag.-"s the chief, and hands
vou the mirror. Al frest, when vou look in it, it is
cloudy; but presently a brief image of startling clar-
ity and polency emerges. You see yourself standing
oetwesn bwo majestic oaks; your arms are raised
mio the air, and each hand is holding an object. But
the image is instantaneous, and you have Llime only
& see that one of the objects is long, befure the
mirror returns toits former cloudy state. Still, there
= no doubt that vou will remember this if you ever
find yourselfin such a spot. Add 1 Luck peint.

You hand the mirror back to the chiet. He and the
shaman smile at you knowingly. ‘There is more that
we have seen,’ says the shaman, ‘bul to tell you
would deprive vou of free choice, which is what
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determines a hero. There are riddles for the hearing
and sigls for the seeing, and danger at every tum,
The true path is narrosw, But now you mustcontnue
vour guest elsewhere” He mutters a spell: the
village begins to dissolve and you feel voursell
foating. Tum o 382

1
You have fzced death in many forms to get this far,
but Morgana's defences are a cut above the rest.
Irom grilles slam doswn in front of and behind you,
and seven deadly serpents slither out of cracks in
the walls. Your advenhire is over,

171
You bwist and turn your way throush the under-
growth, but it does not sericusly hinder vou, Then,
with no forewarning, lights blaze from several trees.
You have stumbled into the camp of a band of
Sprggans — you recognize them immediately from
your childhood nurse’s descriptions and wamings.
They are a grotesquely ugly branch of the fairy folk,
who have not inherited the sweet disposition of
their cousins. They are cowardly thieves, who pre-
fer to rob old women, but with their ability to bloat
themselves to several times their normal diminutive
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size, they will make formidable foes even for you.
There are six of them, butif vou defeat the firsttwio,
the aothers will run away. The cowards approach
aneaka Hme:

GEILLD GTAMINA
First SPRICCAN & 8
Second SPRIGGAN 7 8
If vou win, turn to zo6.
g

There is quite a collection of stuff, mostly worthless.
You don't have time to make a thorough search, n
case the female returns and sees what vou've done
to her husband; but you have time to grab e of
the following ibems: a plain brass ear-ring; a Snatia-
cat’s tusk, which has been engraved with delicate
interweaving patterns; a leather pouch, which is
tightly closed with a drawshing 5 Gold Fieces; =
slone statuctte of some goddess; an emply water-
flask.- Choose what to take, then, since vou don't
wanl 1o meet the rest of the Doragar family, tum
vasttoags,

173177

173

You travel deep into the mountains, The slopes are
quite thickly covered with pine trees; occasionally,
2z the days pass, vou hear low, ominous rumblings
Tom the mountains on either side. One afternoon
vou see a figure ahead of you, black against the
white glare of the snow. If you are alone, turn to 287;
I vou have tme companion, furn to 210; if you have
two companions, tirn o176,

174
Lhe spear cafches you right between the shoulder-
blades, Your adventure is over.

175
Un emerging, vou see a number of horsemen lining
theridge to Lhe south. You decide not ko linger in the
area. Turn {0 343-

175

The Iribesmen, if they have spotted the dislant
fGzure, seem unconcerned. Pechaps their sharp eyes
c=n tell what yours cannot — whether the figure is
moving towards vou or away from vou. Your voice
will carry well in the arisp, clear mountain air, and
vou decide to call out to the distant Agure. Test your
luck. I you are Lucky, tum to g378; if you are
Unlucky, burn o 360.

iFv
Youreturn in shame to where Hever is waiting with
fis village headmen at the edpe of the forest. The
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Blue sky, the pennants fluttering in a gentle bresze
and the sound of skylarks high above are stangely
at odds with your sense of failure. Heverisa man of
his word: he does not give you his homn. He escoris
you back Lo the castle. Asvou are preparing to leave,
Hever has food brought to you from the kitchens.
Restore 2 STAMI N A painls and fum to 384,

178

As you descend into Fallow Dale, you recall what
you know about the place. Several villages arc
located there, and the population is = mixiure of
human and other intelligent spedes. The villages
are bound into a loose federation under a single
uverlord, whe occupies a fortified castle in the mid-
dle of the Dale. Hever is the present lord of Fallow
Dale, and his proud boastis that the fortifications of
his castle are purely for external enemies: his vil-
lagres live at peace with one another and with him.

Apart from this, you have little reliable knowledge
the people of Arion never travel far from theic
familiar world, and certainly not as far as Fallow
Dale; and few traders have passed from Hever's
land to yours, You can see the castle a few
kilomelres away. Your toube could fake you
through a village (fwm to 305), or yoo could bypass
the village by crossing alarge ploughed field (fum io
396).

17g=181

179

That night, Morgana appears te you in a dream.
Excellent!” she says. ‘Glad to see you're on your
way. Or little plan is working well. Don't worry: 1
worn't Kill you - . | vet! But here is a foretaste of my
power,” The vision raises her hands and curses you
(lose = LUCK points). You wake up with a start and,
s¥en with your eves open, you seem o see her,
floating away in the distanoe, laughing evilly. Turn
to 7.

150
Early the next day youatlast reach a place where Lhe
gorge can be crossed. A landslide in the distant past
shifted the carth so that there is a rough teail down
o the botiom, and vou think you can discern o
similar trail back up the other side. The gorge is not
tony desp here either. Mo doubt because this was
the popular place to cross, a rope bridge has also
been shung across the chasm, to make the crossing
quicker. The rope bridge looks as secire as any such
bridges are, and the frail looks precarious but us-
able. Will you cross the bridge (lurn lo 247) or go
down the trail (fom hoa17)?

181
Will you investigate the main shaft (furn o 36, the
outhouse whose roof has collapsed (lurn to z1a), or
the hut wwhich looks fairly miact {fum to 107)?



1B2—184

182
Fortunately, snow falling from a nearby tree dis-
fracts the creature af the last moment. Tk claws
memely graese vou for the loss of 1 sTAMINA point,
Retum fo 142 and continue the fght.

183

Invour haste, vou drop some Provisions oul of your
pack. Roll one die: this many lots of Provisions are
lost. The moon sets and you wander in darkness
througsh the might, no lonpger certain of your divec-
fion. Atdawn, mist rolls in from the lake and makes
vour situation even worse. Lose 1 STAMINA point
for lack of sleep, and tum to 108.

183
You and Hever continue the small talk of the table
for a2 while, until vou are joined by the bard. Heds a
voung man, branded on the forehead with the
radibionzal mark of his kind, so that wherever he
may roam in cvilized lands, he will be treated as a
sacted guest.

A3 he tells a few traditional tales, you are struck by
the fact that hisis not very good! You glance curious-
v atHever, and he whispers the reason to you: "This
lad was the apprentice of my former bard, swho was
the best in the land. But he was abducted a fow
months ago, and has not been heard of since, Still,
this lad is improving: he is learning to weave a song
around any tale you want him to.”

Inis, of course, 1s the traditional bardic skill. As his
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guest, Hever tells vou, you can ask the bard to sing
something, It would be impolite to turm down Lhis
invitation. Will vou ask him to sing about the old
story of Prke and the Firefox {lurn to 2068), of to
make up u?s-:mg aboutyour own visit o Fallow Dale
{turn io 232)7?

185
How do vou think the alchemist survives in these
dangerons lands? As soon 48 YoUr sggressive infen-
Homs are clear, he hlasts you inlo oblivion. The
biuffale Tooks on sith hitle interest.

1Ba
As yoll turn to leave, you step inlo 2 rsbbit hole,
sprain your ankle {lose 1 sKILL point) and fafl to the
sround, The butt of your sword clatiers against a
stone. Test your Luck. If you are Ludky, tum o 337 1
you are Unlucky, turn to 310.

187
Cme mound tums out to be the head of 3 huge Shime
Sucker, Tt shrugs vou off into the surrcunding mire,
where vou stick fast, so thatitcan devour youat iis
leisure, Your advenhore is over.

i88—100

1848

Youdecide that your best bet is to lasso cach succes-
sive Tock and hold on to the tope while you step
from rock to slippery rock, jusl in case you fall in.
Ihere are foor rocks to pass over. Roll one die four
fmes. Eyou everroll 1, you [all in, and though vour
rope holds and vou haul yourself back up, vour
helmet (if you still have it) falls off vour head and is
lost. When you reach the south bank, turm b 293,

189
Asx vou walk through prickly grass and tiny vellow
orchids, you suddenly fnd yourself on the lip of
bank, with the surface of the lake a couple of metres
below. Test your Lisck. Eyouare Lucky, turnto 31 If
vou are Lmluckor, fumn to 340.

154

You put on the Cloak (its powers work only once, o
cross it off your Adnenture Sheef), and retreat baclk
tmwards the oliff, since vou cannot squeeze past the
Chimera_ But the Chimera merely changes tactics: it
brezthes fire at the rope bridge instead of al you.
The bridge is soon In danger of collapsing. Tum ko
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A
You are bowled overin the ash, and knock vourself
Luneonscious against a rock. Only the agony of the
fire consuming your body rouses you for a brief
instant, Your adventure is over.

AU
The Elves make no move to prevent you from
looking in the mirror. Bul the mirror forms a vortex,
wiiich sucks you in, and you ane lost for ever.

193—196

105
The mounds become fewer. Will you go left (fum to
22g), half left {turn B0 264) or straight on (turn to
187

164
ey talk between themselves for a while, arguing
whether or not to take vou as their prisoner o
Morgana, bo gpain her favour. They decide to do s0.
You are release::l from the Leee, your hands are tied
behind vour back and youw are taken at spear-point
nerrth towards Krill Garnash, Turn to i73.

195
This will be difficolt. You are pitting vour skill at
concealment against that of the wood-wise Elves.
Roll one die: On 1—4, turn to 391; on 5 o7 §, furn to

93-

196

Turn to 2z3.
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197
It is no good. The Water Snake toips you up and
kevps vou under the waler until you drown,

108
You make it to the outside of the snowy wt'LLrlpﬂ-Dl,
just as the Chion's head, with jaws apart and show-
ng two rows of needle-like tecth, bursts through
the snow. [t spols you immediately, and squirms
into the attack. Yoo have no time to get anvithing
from vour pack.

CHICN SKILLT STABMIMNA 13

If voa win, tum to 265

199
You manage to hang on, and then you haul yvourself
up o the edge of the cliff. You lie panting with
exhaustion (lose 1 sTaMIN & point), When you have
recovered, you pick your way down the Lrail, Tum
to117.

200

The remainder of the journey to Fallow Dale is
unsventil, apart from the oocasiomal skirmish with
a wild beast. Tom to 175,

201

Early the next day, vou notice that the cliffs arc
seting lower. You contemplate jumping into the
river from this height, but then vou notice that the
fver is flowing extremely fasl, and soon you hear
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the boom of a large waterfall ahead. Before long you
come to the lip of the falls. The dver & fowing
between ordinary banks now, and the fine spray
trom the falls seems to hover in the air, santillating
with rainbow colours. There is no way across the
river at this point. Turn 1o 293.

202
Yo don't have to wait longs before a large red ant
passes by, Soon you have seen over a dozen of
themn. You recopnize them as Treasure Ants — =0
called because they line their nests with any minkets
they can carry. T]'IL} are gquite large {:,-::ru have
already seen four of them dragging a dead
ficldmouse along), and their bites can be painful
These ants are passing yvou by in both direchions, but
the ones ravelling south-west are usually carrying
some tithit or other, so ebvipusly their nest is some-
where in that direction. You are tempted to find the
niest, to see if they have hoarded anything valuable,
but- Treasure Ants are known to tmvel many
kilometres, and south-westis out of your way. Will
you head south-west along the trail (luen (o 105),
waib where vou are for a while, in case an ant passes
by with something valuable {turn 1o oz), or ignore
them and press on northwards (tum fo 140)7

203
You misjudge yvour stroke, and jab yourself in the
leg. Lose 2 sTamina paints. You deade to push
through the pool by sheer sirength. Tum to 104.

204—207

204
When you reach the Dragon's cave, you find that it
does not extend very far. Afler all, what need does
an Ioe Dragon have [or protection against cold? At
the back, it narrows into a shit. You go through the
stit and fmd vourself on a ledye, 'l‘rh]l..h euns along
the mountainside. The ledge is wide enough for vou
to pass safely along it, until it ends at the mouth loa
twnnel. Turmn to 256

205
The farmer laughs out loud. "What would | be
wanting with this lump of rubbish? he asks, tossing
it into a hedge (cross it off vour Adoenture Sheet),
Retumn to 306 and choose again,

206

Tou realize that there is hittle point in running, and
thal vour omly hope is to create a fire-break between
vourself and the bush-fire. Lhe only means v
haveofma king sucha fire-break is ko start your own
Lre, which will burn up the shrubs and S
Dush-fire nothing to catch on. Will vou start a fire 1o
the =outh of where you stand, between vourself and
the bush-fire {ftum to 102), or north of where vou
stand [(hEm o 168)7 z

zo7
With yourback to a free and the camp-fire in front of
vou, vou may hght the tentacles one af a time.
Sefore you fight each tentacle, you reach for a
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flarning brand from the fire. Rollime die. On1orz,
viu succeed, in your haste, merely in burning vour-
sell: lose 1 sTAMINA point. On 3 or 4, the brand
v seize sputters and dies before vom have a
chance to use il. On 5 or 6, vou succeed in getling
hold of a securely flaming brand, and every fime
you win an Altack Round, yvou inflict 3, rather than
the usual 2 STAMIN A points of injury.

SKILT STAMINA
First TENTACLE f (]
Feoond TENTACLE & &
Third TENTACLE f B
Fourth TEMTACTE 6 &
Fith TENTACLE 6 &

You can escape at any Hme by tuming to 38,
though the tentacles will cause you 2 further sTa-
MM A points of injury as you gather up your belong-
ings and flee. If vou stay put, and win the battle,
turn bo 346.

50, the Juja is sHll alive, s he?’ she says. "Well,
that's good to hear. What fun we used to have when
the world was young! But knowing how to leave my
domazin, and actually being able to do so, are two
different things, aren’t they? Do you have the
sceds? If you do, multiply the number of seeds by
the number of dragons depicted on the container,
and tom to that paragraph. Otherwise, tormn to 324,

The mirror forms a vorbex, which sucks vou in, and
you are lost for ever,

210
The tribesman, i he has spotted the distant tigure,
seems onconcerned. Perhaps his sharpeyes can tell
what yours cannot — whether the figure is moving
towards vou or away from you. Your voice will carry
wellin the crisp, clear mountain air. You decide to
call out to the distant figure. Test your Luck. If you are
Lucky, turn to 275; if vou are Unlucky, tum to 360.

211
The Elves pass vou by. Later, when you judge that
the cpast is dear, you continue north towards
Fallow Dale. Tum o 115.
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212

Mot only has the roof collapsed, but, as soon as vou
step inside the hut, the floor collapses too, rotked
away by years of damp and deathwatch beetle, And
creatutes worse than beetles occupy the cellar into
which vou have fallen. Rats and gigantic millipedes
scutter and writhe when you land with a crash on
the ground. Then they are all over vou, before you
can et to vour feet. You brush them off, but will
have to fight to make enough space to reach the
joists and haul yourself back up. Treat them as a

single opponent.
VERMIN SKILER STAMINADL

If you win, you pull yourself out of this hell-hole,
tut 2 rat bites your dangling ankle for 1 sTAMINA
point of injury. Will you now investigate the main
shaft {fum to 36) or the more solid hut (ham to 107),
or will you leave the site altogether (tuen to 343)7

213

As you proceed east, you notice that there are
evenly spaced shafts, smaller than the one you came
dowm, drilled through o the ground above. These
zfford light and air, but are out of reach and un-
climbable. You conclude that the mine was once
worked by slaves, who needed to breathe and see,
tut also had to be prevented from escaping.

It furns oul that this was a copper mine; the vein is
worked oot, but you find a nuggel of greenish ore,
and keep it. Laker, a side-passage opens up to your
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right; a truly homble smell is issning from it Will
you take it (iurmn to 325} or comtnue along the main
tunnel {tum to 370}

214

Oinee vou are well out of the district of the village,
will you continue norih-east (furn & 323). or lwen
back on to a northerly route {turn Lo 336)7

215

As you step oul, amagical causeway solidifies outof
the mist, and vou follow it 10 the home of the Joja.
o person and ne legend knows his real name, only
that this wizard retired here when the world became
evil, long ago. His body sits in a shack, surrounded
by old books and alchemical apparatus, but his
mind journeys far and wide.

When you enter his shack, he greets you and gives
vou a meal (restore 4 sTAMINA points). During the
meal, you tell him of your quest. Timm . . . well,
he replies. You'd better sec Vashii in Maiden's
‘ale. She knows more than T do about this busi-
ness.” You ask him how o getl o Maiden's Vale
‘Oh, I don't know how vou getintoit,” he says. "You
should know already. But 1 did find in one of my
buoks a clue aboul how to get out, which is just as
important, ¥ou know." He gels a lome down from 2
shelf. “Yes, here it is, on page 208: “The land of no
lime — oak for in and apple for out.” T hope that wall
help you. Is there anvithing else vou'd like me fo

216

do? Gain 2 Luck points for this vital information.
Will you ask him to restore any of your faculties
{tum fo 308), or how to get into Morgana's lair (tuen

T | B

Your efforts only entage the monster, and i swipes
vou with one of its tentacles. Your sword flics out of
vour grasp, and before you can recover ik, vOnu are
drawn into Lhe Kraken's mouth. The acidic waters
of the lake will dissolve even yvour bones.




217-219

217
Test your Lieck, If vou are Lucky, turn 1o 133; if vou
are Unlucky, tumn to 116.

218
“We have seen something of this in the mirror,” says
the chief, when you have finished explaiming aboul
vour gquesl. If your hands are tied, turm o 31g;
othemaise turn to 154.

You clear the pool and land safely. You carry on for
several more kilometres. If vou have nol stopped to
rest and eat Provisions so far during your wnder-
ground journey, you must reduce FoUr STAMINA
by 2 points. The monotonous single fonnel even-
tually comes to a fork. Will you take the left branch
(turn to 3g9) or the right branch {tum to 276)7

2IN—31211

Some accurate shooting reduces the numbser of your
Pygmy Orc opponents from six to two, but emptics
vour quiver [you will be able (o recover the armows
later). You must face the last bvo with your sword,
bul they have been separated from cach other in the
long grass, and you can approach them one at a
fime. The Arst one draws his dagger, snarling,
Cood! It is you we want, not your paltry helmet!”

CEIEL STAMINA
First PYGMY ORC & T
Second PYGRY - DORC 5 g

If ¥ou win, you recover vour helmet, and yvou may
cither begin the trek back to Fallow Dale (turn Lo
321}, or forget about Hever's horn and ecarry on
north fowards Krill Garnash (forn to 20,

221
Almosl immediately  you besin to come across
countless animals, large and small, flecing north
away from the fire. Test your Luck. T vou are Lucky,
turm B 7z iF yon are Uinlucky, lurnto191.
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222
You decide to spend the night in the Nandibear's
cave. You use your flints and finder tostart a fire ont
of sticks and Ioygs which you find in and around the
cave, and make yourself comfortable. If you met the
Doragar family in the mine, urn to 1125 otherwise,
turn to121,

T2
‘That'T donmicely,” she cackles. "Wow listen carefully:
seck the Juja. The Juja knows more than 1 do.” Then
she breaks out again inlo peals of hystericl laugh-
ter, and vou can get nothing more out of her. Will
yom now continue north (furn to 338) or north-cast
{lurn Lo 323)7

The torches on the walls are spaced further apar,
and then cease altogether, as you walk on down the
funmnel. You go back and get a torch Lo light vour
way, but a sirong and unnatural wind Blows it out
straight away, and then dies down. Will vou con-
tinue down this branch (turn Lo 49), or retum and
take the other branch (turm to 1g)?

235
Tust as vou reach the bottom, the beam snaps, and
the rope lands on top of you. This means that vou
cannot wse it fo dimb back out again. 5ill, vou have
Your rope again, and you got down in one piece.
When you look up, you notice that the last steps of
the ladder sre missing, and that the shaft is too wide
and sheer to chirmney up. So there is no way oul
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unless vou find an exit somewheee down the bun-
nels. There is a dank feel to the air; mosses and
lichens have sprouted on the Hoor and walls of the
well-made tunnel you are in, and meisture drips
and forms puddles on the ground. The tunnel ex-
tends in both directions. Will you go west {tum Lo
237} or east (hum to 213)7

226
You sleep as deeply as if yoo had no cares in the
world. Butin the small hours of the moening, some-
thing disturbs the quict surface of the lake. Test your
Luck. I you are Lucky, fun to 257; if you an
Unlucky, turn to 280. - '

227
From now on, as you progress towards and into the
moumitains, the snow gets deeper and icy winds
moan. Bevause you have little protection against the
cold, your Provisions will restore omly 3 sTamina
poinks, instead of the usual 4, Turn (o 128,

2285
You succeed in wounding the Snake without also
mjuring yourself. The Snake remains coiled around
vour legs, but it s now easier for you to wade
through the water. Tum to 15,
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229
Alarge bubble of marsh gas bursts dose by. Youare
overcome by the poisonous fumes and slump un-
comscinus into the surrounding waters, whers un-
nameable creatures gobble you up. Your adventure
15 OWET.

230

There is litthe wood around to make a fire, even
though yow've got flints and tinder. You chew on
some harsh berries and wash the taste out of your
muuth with water from vour flask. Will you rehill
vour flask with water from the lake (furn 10 3g), or
settle down to sleep straight away (turm to 76)7

231-232

231

Will you investiszibe the main shaft {(Lurn Lo 36) or, if
you haven't already done s, the collapsed hut (turn
to 212)7 Or will you leave the area altogether {turn to
34347

32

Ihe bard stumbles and hesitates a bit, but manages
to comeoct 2 short epic, comsishing mainly of entirely
fanciful episodes, aboul your trip to Fallow Dale
from Ariom. The end tesult is guite pleasing, and
certainly flattering: he keeps going on about the
posver of a sceptre and orb when wiclded by a teue
ruler, until you almost feel that vou could complete
the rest of your quest, if only you had a sceptre and
an orb. Add 1 tvck point. Afterwards, vou go ko
bed: Torm to 26
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233

From your hiding-place you can hear your capiors
searching for you, bul they fail to find vou. Mean-
while, you rub the rope which binds your hands
against the sharp edge of 2 rock in the gully in
which vou have landed. Eventually it breaks. When
i judge that the coast is clear, you emerge from
the gully, Reduce vour sTaMina by 3 for lving =0
lony in the freezing snow. Tum to 2500

234

The easlemn sky is just beginning to lighten, and
mist s rolling in off the lake, signalling that dawn I=
not too far away, Lose 2 sTAMINA points for lack of
sleep. You come (o a cresk, which flows into Lne
lake, ¥ou cannot see how wide it is, a5 the mist and
darkness allow vou to see only a few metres, and it
iswider than that; butitis not toe fast-flowing and
is not tuo deep either, as far as you can sec. Will you
cross it {(turn ke 274}, or follow il upstream, hoping
to crass when it is narrower (hurn fo.204)7

235

The river is deeper than vou thought, and the
current 15 so strong that you are swept off vour
feet and downstream. The nver i now surrounded
by sheer cliffs, with no beaches or other possible
landing-places. The constricton of the cliffs makes
the water even more rough. If your skILL is & or
over and Your STAMINA 1% 12 0T OVET, FOU SUrvive;
otherwase you drown. IF you survive, the river
cvenfually widens again. I is calmer and safer, bot
the cliffs are just as sheer. You are swept
downstream [or kilometre upon kilometre {ise 2
STAMINA points). Flowever, you are able to haul
vourself over a log, which helps. Day tums into
night, and then day again. Tum to 38.




236

Mo serious obstacles present Fhemselves fora while:
the streams are either shallow enough o wade or
narrow enough to jump vver; the land is coversed
with heather or bilberry shrubs, which offien make
the going awlkward, but by no means impozsible.

Belore long,-a strange sight greets you. A paily
painted caravan is being drawn by a water buffaloin
a westerly direction, A robust old man ic citting on
the seat of the caravan; the reins hang limply in his
hands, and he doesn’t seem very concemnied about
where the caravan goes. The pots and pans strung
up around the caravan clash and dang ac it passes
uver the uneven terrain, A sign on the side reads:
‘Canches — Alchemist & Trader’.

You call out and Canches stops the caravan: the
buffalo immediately begine 10 fug at some coarse
grass, Canches offers to sell yoo some of his home-
made wares: 1 you have money and want to ses
what he's got, rTemember this paragraph number
and hurm to Bo. I you have ne money, you can either
pass the time of day and then continue norih {tom
to 397), of altack the alchemist to Iy fo steal his
goods (furn to 185},

237-239

237
As you proceed west, vou notice that there are
cvenly spaced shafts, smaller than the one you came
down, drilled through to the ground aboyve. These
afford light and air, but are out of reach and un-
climbable. You conclade that the mine was once
wurked by slaves, who nesded Lo breathe and see,
but also had to be prevented from escaping,

It tiens out that this was a ECPPeT mine; the vein is
worked out, but vou find a nugpet of preenish ore,
znd keep it. Later, a side-passage opens up to your
left. Will you take il (lurn lo 283), or continue along
the main tunnel {tum to 364)7

238
At the mention of Morgana's name, a shudder
seizes her body and she grows visibly weaker, But
she has time to help vou. “Youwill find three doors,”
she gasps. You must take the wooden one.” Bul
these are herlastwords. You bury her and carry om,
gither north (tum to 125) ornorth-east (turn to 374).

=39
You pace back along the turmel to make a running
qump. Test yoer Lk If yoo are I.urk:,.r, turn to vho. If
you are Unincky, um to 260.




240

240

Hever eguips vou with a hunting-spear and a pack
of hounds, and himself leads you to the part of
Affen Forest in which the liger is known o be
hiding at the moment. On the oppuosite page is a
merp of this part of the forest.

You and vour hounds enter the forest at E12; Lhe
Tiger i= hidden in its lair at E4. Track both your
progress and the Tizer's in pencil on the map, Each
turn, roll one die for your hounds and then one for
the Tiger. These rolls are not simoltaneous! your
hounds may catch up with the Tiger after une of
their tolls and before the Tiger has its roll. The effect
of the rolls is shown in the following table:

HOUNDS TIGER
1 Your hounds have blove one square
caught the scent. Move south

ime sgoare closer t the

tger in any directon
z  Move one sgoate east  Move one squarne
north
5 Movetwn squarnes Mlove one squane
north west

4 Your hounds arewell  Move one square
on the trail. Move bvo  east
siquaTes closer b the
iger in any direction,
or any bwo directions



241

5 Move one square west  The hger slops lo
investigate a free,
and does not move
this tum

6 Your houndslosethe  Move one square

soent, and do nol move  north
this turn

You have eipht dice rolls to catch up with the Tiger.
If vou have not done so in eight rolls, or if the Tiger
moves off this grid map, then it has escaped (fum o
177). If within eight rolls vour hounds reach any of
the eight squares surrounding the one where the
Tiger is currently located, tum to 371 I you ever
land on Cog, furmn to 262,

241
You face a truly formidable foe.
ICE DRAGON

If you win, will vou search its cave (tumn to 2o4), or
push straigrht on for Krill Gamash (form to 208)7

SFILL IO STAMINATY

242243

Will you keep close fo the lake, where the trees are
thinner and the bank offers a crude path (turn to 79),
or turn shghth west into the depths of the forest
{tummn bo171)?

24

You come i 2 tomed ﬁﬂajge. Crows and buzzards
rise lazily from crumbling stone walls; the scenc is
dezsolate and more than a little ominoas. Some evil
has been done here, and not loo long apo, for the
ruins are not yet overgrown with weeds. Will vou
walk through the village (lurn to 386), or bypass it
(tiirn tn 28557




214=245

244
The spear misses and vou make good your escape.

The effects of the Cloak wear off after a wwhile {cross
it off your Adveiliive Sheel). Turn to 173.

43
You set off through the hills on the first stage of vour
hazardous journey. liny animals disturb the grass
and sorrel; the few trees have heen bent into gro-
tesque shapes by decades of wind., You can put
some sorrel in your pack, if yoo want

'The sun sinks gradually beloss the forestshrouded
hills on the far side of the lake as you continoe
northwards. Will you camp here by the lakeside
{tumm o 230), or carry on through the decpening
dusk [lurn to 303)7

246-247

You just make it (at a cost of 25TamMiNa points of
sxerbion}, but your companion is not so lucky. You
tind his body crushed under a boulder, You recover
vour weapons and continue nocth towards Krill
Gamash. [uemn to 250

247
You have gone about fifty metres across the bridge,

when a Chimera materializes in front of vou and
demands to know the password. You don’t know it,
of course; in lact, there probably isn't one, but the
Chimera just wants an excuse {or a fight, The
Chimera has a lion's head, a goat's body and a
serpent’s Bl ifs weapon is the deadly fire it
Dreathes. If you have the Cloak of Temporary In-
visibility and wish to use i, furn to 1g0; otherwise,
irn 1o,



248-249

Wo seoner do yoo mention Galrin's name than ke
appears with his spectral ammy, and inno time ai all
they have rawzed the Elves® village to the groond.
Galrin comes up to vou, Tdiot!” he wheeczes hoarse-
Iy, ‘Why summon us when there was no need? Tle
and his army vanish, and you may not call on them
again in this adventure. 5till, the pickings from the
villape are rich: apart from the crystal mirror, ¥ou
find treasure worth 30 Gold Fieces, and a magiczl
bow, with a quiver of armows, which will add 1 o
your SKILL score, even if that takes it over ity Frzizd
level. Will you leok in the mirror (turn (o 209}, or
stonw itaway in your pack and continue on your way
{turn to 115)7?

249
Your question triggers another attack of hystena.
All vou can gather is that ‘She came . . . the she

devil . . . took my husband . . . he was the farmer”
Then vou leave her, hoping she will find peace. Will
you head north (turn 1o 336} or north-east {fum W
323)7

250—251

When you restart your joumey towards Knll Gar-
nash, there is no sign of the distant figure whao,
without knowing it secured your freedom. Within
two days the peaks of Krill Garnash, hall hidden in
fowering grey clond, are so cdose that they seem to
hang over you, like some vast primeval monster.
There are two passes. Will you take the one which
heads towards the west of Krill Garnash (tuwrn 1o
284}, or the one which heads towards the east (tom

tnaga)?

s
Feeping between the branches of the bramble which
¥Ou &re using as cover, you can sec Wood Elves
flitting noiselessly from tree-trunk to ee-trunk,
and in this zigzag fashion getting closer to the
spot where vou are hving. While Wood Elves are
decidedly not friendly towards human beings, they



252254

are not usually hostile, unless their beloved woods
have, i their opinion, been interfered with. Will
vou stand up and extend frendly greetings towards
the Elves (fum to 334), or, since you cannot see
any Elves behind you, frv to back out of this
confromtation {tam to 195)7

ZR2
Tou are no match for the six Pygrmy Ores vou have
been following. They allow you to catch up, sur-
round you and then their vicions blades flash in the
moming sun. Your adventure is over,

253
Tour fire creates 3 desolate area which cools off

cmwagh for you to enter it and remain safe from the
bush-fire, at a cost of only 2 sTAMINA points of
s, Tam o 10.

254

You have stumbled into the encampiment of two
Blackheart hunters. Blackhearts are an evil race. a
ross between Ohes and Dark Elves. You had
thought them quite extinct, eliminated in the Great
War of vour ancestor, Brendan Bloodaxe. But here
are bwo of them, presumably from a village not loo
far away, looking quite as evil and dangerous as
legend paints their forebears. They quickly recover
from their surprise at your intrusion, pick up jagzed
samitars and cautiously approach, one to either
side of you_



255—256

SKILL.  STAMINA
First BLACKHEART b 10
Second ELACKHEART 7 10

You will have to fight them simultanecusly. Choose
one as an opponent and condudt the fightas normal
against him. Bul also roll for the Attack Strength of
the other: if it is higher than vour Attack Strength,
he wounds you; if it is lower or equal, you have
merely blocked his assaull {in other words, vou
cannot wwound him). If vou defest both Blackhearis,
will you use their camp as your own for the might
{lurn to 26g), or quickly make your way out of the
area {turn to 367)7

255
Only a few drops of the acid splach into your eyes.
Reduce your sk11L by 2 points for this fight only-

SPIT VITFPER SKILLA STAMINA 4

If you win, will you stay waiting by the ant-irail
(turn to 277), or carry on nerth (fum to 130)7?

25h

This must be the entrance to Morgana’s domain.

Cuttering torches line the walls, which stretch away
inastr alght line inta the gloom ahead. You summon
up all your courage and step into the tunnel. The
torches do [ittle to dispel the frecring cold and sven
thourh you can see volur way, you cannot shake off
a senge of blackness. For here Morgana mles, and
hier heart is cold and black. The onnel ends with a

257—188

choice of three doors, next o one another om the
northem wall of 2 small cavern, Will vou take the
wioden door in the middle {turn to 32}, the stone
door {lurn to 11g) or the trom door (bam to 2q0)7

257

Your dreams abruptly change, and you suddenly
wake up, crying, Kevin! Nol” — omly to find some-
thing more horrible than vour worst nightmare. The
fve slimy tentacles of a Kraken are reaching out of
the lake towards you. You repulse the nearest one
with a brand snatched from the fire, which gives
vou fime either to mun (tum to 361) or sclze your
sword and face the Kraken (tum to 322).

258
Everything begins o fall ;'Entc:u place - the realization
that your mission was a lrap; Morgana describing
the plan as if it were not just hers alone; Kevin
treacherously slain. You have been puszaling over all
this for some time. I vour suspicions have fallen on
a particular person, you should be able to work out
which paragraph to tum to. Otherwise, turn to 347.




250—262

Z59
Lhe trail is narrow, bul vou manage to stay on il
¥om have, however, sustained 2 14 M1 n A points of
cuts and bruises in your fall. You dust yourself off,
and pick vour way down the trail. Tam to 137.

260
Your final step, which is intended to launch vou
over the pool, lands you squarely on a domp of
slippery lichen. You fall heavily on your back and
bang your head, and yvour momentum carrhes you
into the pool, where a Water Snake completes vour
doorm. Your adventure is over.

261

Cleser ingpection reveals two things: that the throne
of weeds is aclually a real throne which has simply
become  pvergrown with weeds  (though  the
skelelon is clean); and that the skelelon is helding
an orh in its right hand and wearnng a crown on ibs
head. Will you Lry 1o take the orb {lurn to 320) or the
cronwn {tum to 7g), o1 will yoo retorn to the sorfac:
and swim over (o Lhe northern shore {lum to 303)7

zh2
One of Hever's hunters dog a trap here last weeke
Your hounds inslinctively avoid it (as the Tiger has
done}, but vou blunder in and are impaled on the
sharpened spikes at the bottom. Your adventurs
crds hore.

263266

263
You walk off through the mist, which cleses behind
vour back. You are never seen again, by man or
monster, on this earth.

264
Ihe mist becomes thicker and more menadng.
Strange lights flicker and fade. You can see nothing
but water ahead, but there are mounds to the fght
and left. Will you go right (burn to 229), left (furn to
381} or straight on (furn to 215)7

265
This is the only possible solutiom. Your fire will
make a desolate area, stretching back towards the
cliff; vou can enter this area to wait for the bush-fire
o bum itself out. Butby notdoing this immediately,
vou have left yoursell very little ime. Roll one die.
On 1—1, tum to1y; on 5 o1 &, tum to 253.

2hh

Yo offer to pay him by the sweat of vour brow, The
farmer agrees, and puts you to work cleaning out
his pig-sties, which {as he explaing) should have
Been done years ago. Lose 251 & min a points for the
work, and 1 Luck point for the ignominy. When
vou have finished, you make your wav Lo Lhe castle
gates. Tum fo 78.




2b7— 260

267

Lhe pass you have taken veers unbil it joins the other
one; Morgana allows only one way to and from her
stronghold. As you begin to cdimb the slopes of Krill
Gamash itseli, vou feel certain that the way is
defended. You're not wrong. An lee Dragon thun-
ders oul of its cave and swoops down on you,
blasting ice from its nostrils. If you have a Cloak of
Temporary Invisibility and want to ose it, tum to 46;
otherwice, born to 241

zh4
There are three of vour companions left — but no
Ores. You recover vour helmet, and the four of you
begin the long trek back to Fallow Dale, testing
frequently on the wav. Tum to 321.

28y

The night passes peacefully, and vou wake up at
dawn. Mist, rolling in from the lake, is alrcady
obscuring the surmounding hills, and crows are
approaching, eveing the corpaes of the hunterc, In
the morning light, vou spot the Blackhearts’ packs,
half hidden under a gorse bush. In them vou find a
‘engsth of stout rope and two bearsking: Yoo decide
o leave the pelts, since they would weigh you
down, but you take the rope. Then you continue on
vour journey. The density of the mist soon makes
you hopelesshy lost. Turn to 108.



270—272

270
Ihe shaman finds the ring and goes info a france
over it. When he returns from wherever he's been,
he describes to the chief, with astonishing accur=cy,
your encounter with the Spriggans. ‘Good,” de-
clares the chief, as he untics vour hands. The
Sprigrans are no [riends of the forest” Tum 10 154,

271
The winner is the one who approves of vour
mission. He releases you and lets you carry on with
your journey. Turm ko 173.

o

You gingerly creep back along the bridge owards
the cliff, but the bridge snaps, and the short bit vou
are on swings lowards the face of the diff. Yoo
scrabble for a handhold. Test your Luck. If you am
Lucky, turn to 199; if you are Unlucky, turn lo 16z, If
vou are weaﬁngB:mt-e; of Apility, they will do youno
pood here, since your arms, not your fect, are doing
the work.

27I=275

273
As 500N a5 You turn £ail, vou pive the Spider the
chance to shoot out a mass of sticky web and hold
vou fast, Her poisonous fangs sink into your flesh,
Your adventure is over,

274

When ¥ou are halfway across, the spirts of the
wialers mse up against you. It all happens in an
mstant: one moment you are on vour feet, the next
moment you are flailing about underwater in a
confusion of muddy-brown figures, with spray for
hair and river-bed rocks for fists. Koll one die and
reduce your sTAaMINA by that many points, It is
clear that the areek could kill you if il chose to; but
instead if ejects you back on to its southermn bank,
where you started. You decide to head into the
lorest, away from anything remotely resembling
waler, even though the forest is slill as black as
midmight and untouched by the approaching dawn.
Turn to 171

275
Your companion turns to quicten yvou, but is is too
Iate. [he noise starts anavalanche: distant rumbling
soon becomes lecrifvingly loud, and tons of snow,
rocks and tree-trunks are hurtling down the moun-
tainside fowards you. You both run frantically for
the opposite slope, o fry o gain height. If youor
nands are fed, luen to 317;1f they areuntied, turn to

246,



276—z78

276

Mfter a n:mph;t of hnnd?‘ed meires, ¥ou meach-a
recent cave-in. ﬁlﬂmugh it s pretty solid, you can
smell fresh air seeping through the v.'_'F_-l.::]-cI: amd
faintly hear birds singing from the other side. You
could try to clear the rock-fall with your hands (fum
to 118) or a pick-aove head, if you have one (tum i
2g2); or vou could despondently retum to the fork
and try the other branch, hoping thal this too leads
towards the outside (furm to 30g).

277
You wait until the sunis gelting low and red, but no
ant passes carrying anything more valaable than a
sty nail. Lose 1 Luck point. You decide loend this
pointless exercise, and carry om north. Tom to 140,

278

Tum to 134.

270—280

279
“hen vou move further into the hut, a shape de-

=ches jiself from the deep shadows of uone of the
corners and shuffles lowards you. Atthatmoment a
beam of light, which is pouring through a small hole
in the roof, flluminates your helmet, Immediately,
the shape stops its shuffling, and vou can now see
that it = a human hermit or baggar of some kind,
and he appears ko be fascinated by vour helmet.

The next instant, the hermit deops to the floor and
grovels at vour feet, like an abject servant before his
master of mistress. They told me,” he whimpers,
halfin ecstasy, halfin fear. They told me you would
come,” Thic is o bit a]am‘ung ‘Who told yvou? you
ask. The voices, the voices,’ is all the reply you get.

Ihe poor man is obviously crazy. Will vou leave
before the owners of ‘the voices’ find you there (turn
o 237), or question the hermit further (tuen o gz)?

280
You do not wake up untl five slimy tentacles wrap
themselves firmly around your body and draw Yo
inte the cavernous mouth of a Kraken. Your adven-
e Is over.



281—282

281

With death, Kevin's heroic resistance snaps onee
and for all, and the evil spirit implanled in his body
5 able to take control. [ttoo jumps to its feet — that is,
Kevin's feet — and it hurls an impenetrable magic
barrier around itsell and you, so that Tever and his
soldiers cannot approach. Cackling with glee, it
cracks its fervy nine-tailed whip towards vou. You
cannot kill this demon, but I vou win the fight, it
will return to the nether regions, leaving Kevin in
peace at last

HELLFIRE SPIRIT SKILLQ STAMINA 12

f viou win, the bamier dissolves. Turn to 132.

282

You draw vour sword and advance: Their snow-
shoes, while making longr joumeys less tinng, also
make them less nimble in battle, They will Hght you
simultaneously, but every Hme you win an Attack
Round against one, he will be gut of the fight for the
next Attack Round, and you can simply conduct a
normal Attack Round against the other, When they
are both aftacking you at once, however, you must



283

choose which vne of them o amduoct @ normal
Attack Round against, and also roll for the Attack
Sirength of the other: whether or not you win the
Attack Round against vour chosen opponent, if the
other's Attack Strength is higher than yours, he
wounds you, butifitis lower orequal, you have not
wolhded him, but merely Blocked his stisck.

SKIILL STAMINA
First TRIGESMAN B 10
Second TRIBESMAN 7 12

It you win, you can take a pair of snow-shoes, il vou
want, and carry oo, Tum o173,

283

The passage does not extend very far, and shows
sipms Of having been one of the mone recent faoes of
the mine. You find an old pick-axe: the handle has
roted away, but the head, though rusty, is sonnd.
You can ake it, if you want, before retuming to the
main tunmnel. Will you continue west (tum to 364), o
return past the main shaft and travel east (tum 1o
388)?

284—aR8

284
The western pass is narmow and choked with snow.
If vou are not wearing snow-shoes, you may decide
to retrace vour steps and bry the eastern pass (tuen to
132); if vou remain in the western pass, tum to 123,

285
Will you keep well clear of the village by heading
due east for a while {turn to 55), or just skirt it by
heading north-east {(fum to 214)?

2Hi

You let yourself fall, simulianeously atmning the butt
ol your sword at the Elf's head. He crumples uncon-
scions to the ground. But inevitably the other sharp-
sared Elves hear what is going on, and vou are
quickly surrounded and marched away through the
foresi. Will you make a break for it {turn to 130}, or
let vourselfbe taken wherever you are going (turn to
358)7

287
Your voice will carry well in the crisp, clear moun-
fainair. Will vou @all vutto the distant figure (lurn to
143}, or carry on trudging through the snow (fum to
341)7

234
The heat soon becomes unbearable. You realize that
¥ou will never break through this wall of flame, and
now it is oo Jate to do anything else. Your adven-
fure is over.



28g-292

The rungs of the ladder remain secure for quile a
way down. By this time, ¥ou can hear dripping
below you, and the dank smell is strong, =0 ¥ou
must be getting close to the bottom. But the in-
creased dampness, you find, has rotted the rungs:
they get more and more wobbly, and then end
altopether. You look down and can see the bollom,
but cannot judee exactly how far it is; and the shaft
is too wide for you to chimney out again, so once
you're down, there will be no exit uniess you can
find one in the mine itself. Will vou cdimb back out
(hurn Bo 173), ur let vourself o inte space (fum o

54)7

290
As soom as you touch the door, long spikes spring
out of it and the door slams open towards you. Roll
one die. On 1—4, burn Lo 65; on 5 or 6, furn fo 366.

201
The most direct route B Edll Garnash nosww lies
samewhat to the north-east. Will vou head north-
pasl (lurn to 55], or combinue north (turn (o 243)7

22
You manage to clear a few smaller rocks, but then
siruggle with a larger one, which is thoroughly
wedged. Butby using the pick-axe asa crowbar, you
gel enough leverage to dislodge it — and cause the
whuole roof to crash on top of you. Youradventuree is
aver,

203104

293

Ihere s a steep path down the cliff from the top of
the waterlall to the large pool which has formed in
the canyon below. The cliffs here are craggier and
less sheer, and you hope that, if you can cross the
pool. you may be able to climb the nocthern chiff. As
you swim across the deep pool, vou see that the
narthern chiff s climbable —but you also see a rather
large Alligator waddle from the northern shore into
the water, where its snoubouts a furrow in the water
towards you. lf vou have the Cloak of Temporary
Invisibility, vou canmot use it here: it would be ton
awkward and lime-consuming to get it out of your
pack. Will you tread water to meet the Alligator’s
enslaught in as stable a position as possible (fum to
#3). o will you dive underwater inan attempt to get
at the creature’s underbelly (burn bo 38a)7

204
Dense undergrowth forces you some way from the

creek. The going is very hard, especially after vour
mght-fime exerhons, and after a while you stop to
rest. Tum o 308,




205=297

Now vou confront Morgana herself, She is so con-
lident of victory that she allows horself to gloat over
vou. By all the dark forces,’ she cries, ‘this is
perfect! T've got you just where we wanted,” Then
she leaps oif her throne and atvou, Her body is frail,

but her magical powers more than compensate for
lack of strength. You will be able to inflicl only 1
STAMIN a point of injury every Lime you wound her
{or = if you use Lock successfully), The Cloak of
Temporary Invisibility {if you have it} will not pro-
tect vou in the slightest against anvone with magic
POWErs.

HMORGANA SKILL 11 STAMINAFR

If you win, and Morgana cursed you on Pikestaff
Plain, turn to 4; otherwise, burmn to 81.

295
The bard complies with vour request quibe skilfully,
but misses cut the bit where Pyke battles the
Wyvern of Wailing [sland, and has him changing
into a buzzard, notan cavle, atthe end. Afterwards,
vou go to bed. Tumm to 26.

207
With armosvs whistling about your ears, you sprint,
crouch and zigzap away from the Elves, Thev do not
secmn particularly inferested in pursuing you. When
¥ou judge that the coast is clear, you head north
towards Fallow Diale. Tum to 115.



208—300

298
Some of Morgana's defences are formed by the
mountain itself. The direct way vou are following to
Erill Garnash leads lo a long glacier, which is steep
encugh to make walking —or rather, cawling—upit
very hazardous. U you have a pick-axe head, tumn to
395; otherwise, turm b gb.

209G
The farmer grumbles a bit, but accepts the money
and lets vou cross his land. You make your way o

the castle gates. Tum to 78.

300
The warrior dics. Will you continue north (tumm to
125) or turn north-east (furn to 374)7

301-303

301
On dose inspection, the tusk tuens oul to have
eleven liny dragonsintricately engraved onit; italso
has a hd, which you screw off, Inside you find eight
identical s2eds - they look like apple pips to you.
Somebody has gone to a lot of trouble over them, so
you decide to hang on to them. Return to 112 and
choose arain.

302
Roll fwo dice. If the total is greater than vour SKILL
score, Lurn Lo 116; if the total is less than or equal o
WIOT SELLL score, furm ko 75

o
Wighthaswell and mil}'atlza%ﬁn, and a gmibbons tnoon
isin the mid-heaven. When you reach the top of one
Lowr mound, yOu 5221 the dell not far below you o
camp-fire, bumning bright and welcoming, You see
twio humanoid shapes by the fire, but cannot guoitce
make oot b which mce they belong: Will you go
down towards the fire for a closer look (hurn to Bg),
or skirt the region and conlinue your journey (turm
to 186)7



=305

304
Your perseverance is rewarded. Yoo come across an

open area in the grass, where hard mud is pitted
wilh holes, each of which is about the size of your
fist and serves as enirance and exit for countless
anis. You dig in the earth with your sword, but
while you do so, ants have the opportunity to dimb
all over you and nip you. You can gain treasure
worth up fto 10 Gold Pieces, but at a loss of 1
STAMIN A point for every 2 Cold Pieces. When vom
have finished, tum to 140 to head north again.

305
There are few people out in the steet. An old
woman weaying baskets cutside her frontdoor eyes
you curoushy, and the blackemith, a hulking man
with at Teast a few pints of Trell Blood in his veins,
stops working while yvou pass: Will vou go into the
village inn {twm to 9g), or are you so badly hurt and
wounderl that wou ask the blackemith forthe way to
the local healer (hurn to 15237

Fob—308

306
The side-passage is not long and ends at a I-
junctiom: You know that tomimg left wonld take yon
away from your goal, so you bwrn right. Tarn to 170,

307
The Krsken's ghastly head, with its huge beaked
mouth snapping, appears out of the water behind
its five tentacles. Will vou mowve in close, thus
exposing yoursell to the tentacles, but hoping foran
opportunity b finish the hormor off with one blow to
iis head (lum to 157), or will you slash at the
tentacles themselves (furn to 330)?

308
Whichever of your LuCk, STAMINA OF SKILL ¥OUu
choose is restored to its Initial level, Then he guides
you back to Pikestatf Plain and points youo in the
direction of the foothills. Turn to 374.




300—311

3og
After a while the wall abruptly comestoanend: You

Ios= vour balance and fall into a room hollowed out
of the rock. There are confused scuffles, and then a
lamp is lit. Perhaps this was once a guard-room for
whatever bueings were in charge of the mine, but
now itis occupied by a family of Doragars! Doragars
are an immensely strong aee, a cross between Cres
and Trolls, and were often used for hard physical
Labour like mining. It may be that this family is
descended from the very slaves who once worked
the mine. But vou have no time to ask this lot about
their ancesiry. Themale Doragaris attacking, wield-
ing an axe, while the female picks up the two young
ones and mns screaming down the tunnel to the
west

DORAGAR SKILLg STAMINA 10

If vou win, you search the room, Doragars are
famous for mmr:hng trinkets. Tum o 172

310

Your helmet falls off yvour head and some way down
the slope. You teteve it, but vour momentum
carries you further doswwn the slope. Turn Lo 8g.

311

You quickly discover swwhy the helmet is so dented,
AS 500N as vou putbit on, it presses down on vou like
a tom of stone; you topple over to the ground and



Stk

bang vour head, You manage to prise it off, but
must lose 1 sTAMINA point for slight concussion.
Then you continue on your way eact. Tum to 180.

312
A couple of villagers catch you up. They are some-
what the worse for drnk (the local medlar wine is
pretty potent}. They take up positions, one o erther
side of you, and then talk as if vou weren't there at
all: “A stranger.’ *Yes, | don't hold with shangers.”
MNor me.” Tet’s roll this one.”

You have no wish to offend Hever by serdously
hurting any of his people, but you will have to
defend vourself against these two thugs. You lay
aside your weapons, roll up your sleeves, and nse
the noble ark of fistcuffs. Roll onedie. Hyouroll 1or
2, they have manapged to hit you, and you must
reduce your sTamina by 1 point; if you roll 3 or 4,
you dodee their blows, but they block yours; if you
roll 5 or 6, you have succeeded in landing a blosr.
Once you have hit them three imes {i-e. relleda s 07
6 three times), they will run away, and you can
make youlr way Lo the castle gates. Turn to 78.

313
You pick yourself up and look around. Mosses and
lichens have sprouled on the floor and the well-
made walls, and meisture drips and forms puddles.
The tunnel extends in both directions. Will vou go
west {tum to 237) or east (turn to 213)7

314-316

314
One of them wants to take you as their prisoner (o

Morgana; the other wants to free vou. They angue,
and harsh words soon b fo blows, and then a
fight to the death. Test your Luck. If vou are Lucky,
turm o 271 it wou are Unlucky, turn to 5o.

315

You find nothing of interest, except that dght in the

muddle of the garden of the largest house a black-

shafted spear is stuck into the ground. A Blood-red
‘M’ is sewn on to the black flag which flutters from

the end of the spear. This is clearly some kind of

challenge from Morgana. Will vou grasp the spear

to pluck it out of the ground (turm to 11}, or leave it

and carry on, egither north through the village {turn

to 56) or north-east away from it (turn to 323)7

16
There is plenty of dry 1.313;15 around to start a fire
with your flints and tinder, and you soon have a
merry blaze goimg. You chew on some nuts and
drink some waler from your fask. Will you refll
vour flask wath water from the lake (tum to 67), or
settle down to sleep straight away {turn to 2268)7




317-314

7
You fail to gain enough height. Scavenging Snow
Waolves find vour corpse laler that might.

318
With this advanlage, you can fight them one at a
time,

SEKILL LSTAMINA
Frst TRIBESR AN B 10
Second TRIBESKMAN 7 12

If wou win, vou can take a pair of snow-shoes, if vou
want, and carry on. The powers of the Cloak wear
off afier a while (cross it off vour Adveniare Sheet).
Turn to173.

319
‘It would indeed be tragic,” conlinues the chief, if
Morgana were to unleash her Golems upon the
land. Therefore we will aid vou, if we can. But first
we require some prool that you ame not hostile
towards our forest” The shaman mmmages
through your pack. If ve can find a gamet ring, tum
to z70; otherwise fum tu43.

J2o—322

320
If yoro <81 have yourhelmet, turm to 162; i you have
lost your helmet, b to 74.

a1

When you get back to Fallow Dale and appear
before Hever with vour helmet, he can see that you
arewhom vou claim to be— the ruler of Arion. At the
back of your mind now is the question of Hever's
hom and how to ask him about il, but you spend
the time discssing more pressing questions. How
did the thieves know you were here? How did a
message get through o them, and from whom?
Eventually Hever suggests that some tales trom his
bard might ke your mind off your worries, if you
arenot too tired. Will vou accept (tum to 184) or go
o bed (fomm to 26)7

322

The Krmeken's ghastly head, with its huge beaked
mouth snapping, appears oul of the water behind
the tentacles. But it is obviously afraid of the fire,
and it stays well out of reach: vou will have o deal
with its tentacles, rather than soing for a killing
stroke to the beast itself, Will you fight the tentacles
with sword alome {fum to 379), or fry to snatch
buming branches from the fire to use in combina-
tion with your sword (fum to 205)7?
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323
No zerious obstacles present themselves for quile a
while: the sireams are either shallow cnough to
wade or small enough to jump over; the land is
covered with hesther or bilberry shrubs, which
often make the going awkward; but by no means
impossible (and provide some food).

In the mid-afternoon of the second day afterleaving
the grass, you come across a strange sighl in such
aumoundings. A gaily painted caravan is being
drawn by a water buffaln, heading west. A robust
old man is sitting on the seat of the caravan; the
reins hang imply in his hands, and he doesn’t seem
veTy concerned about where the caravan goes. The
pots and pans strung up around the caravan clash
and dang as it passes over the uneven ground, A
sign on the side reads: ‘Canches — Alchemist &
Trader'.

You call out and Canches stops the caravan; the
buffalo immediately begmins to tug al some coarse
grass. Canches offers to sell you some of his home-
made wares. If you have money and want to see
what he's got, remember this paragraph number
and turmn to §o. L vou have no money, you can cither
pass the ime of day and then continue north-east
{turn t0 375), or attack the alchemist to try to steal his
goods (furmn to 185,

324
This &= doomed o faflure. As soon as vou start to

push the log out of its secure position, you and it are



325

gwept over Lhe falls. The log survives fairly intact,
but vou don’t. Your adventure is over.

32y

The'smell gets worse, and then you lose your foot-
ing in the accumulated sludge of generations of
bats, whose colony vou have entered. Before vou
can get to vour feet, they are flapping all around
you, confusing you with their squeaks and saatch-
ing you with tiny teeth and claws. Yoo will have to
hack vour way out. Reduce vour skivi by 1 point
{or this fight because of your disorentation. Treat
the many bats as a single opponent.

EATS SKILL S

U you win, you rejoin the main tunnel and continue
east. But when vou slipped over, vou lost one item
ot one lot of Provisions [rom your pack. Choose
what to cross off your Adpature Sheet, fhen fum to
370,

STAMINAITY

F2h-328

326
Will vou give her:
3 Gold Fieces? Turn to 223
A jewelled neck-band? Turn to 110
A gamet ring? Turn tor 44
Chohombara? Turn to 196
327
Thereis no escaping the Bloodhawk's picrcing cazc,
GIANT
BLOODHAWK SKEILLF STAMINA 12

The Bleodhawk s not evil, 20 the Hom of Heser will
have no effect on it. [f vou win, turn to zo1,

328
While vou delay to imvestigate the crack, yon make
amn easy target for a Blackheart hunter who happens
to look down the shaft from above. Purely out of
malice, he fires a black-feathered arrow down the
shaft and mto your back: A somewhat larger
skeleton will join the others.




j29—330

324
‘Ch dear,’ says Vashti calmly. That means you're
stuck here with me. Never mind: maybe another
traveller will enter this domain. in another few
centiries.” Until then, vour adventure 1s over.

330

In your exposed position, the tentacles can lash at
you {wo at a ime. Thus every time you determine
your - Attack Strength for normal combat with the
first tentacle, you must also determine the Attack
Strength of the second temtade: if ifs Attack
Strength is higher than yours, it wounds you; if it is
lower or equal, you have merely avoided it (you
canhol wound ity When vou have finiched wiath the
first tentacle, you tum to deal with the second
directly, and the third geis free attacks at vou; and
g0 on, until you have finished with themall . . . if
vou gel that far!

SHILL STAMINA
First TENTACLE & &
Second TENTACLE £ 6
Third TENTACLE & &
Fourth TEMNTACLE £ fi
Fith TENTACLE o i)

You can at any time escape by turning to 183,
though the tentacdes will cause yoo 2 further
STAMIN A points of injury as you gather up vour
belongings and flee. If you remain, and win the
battle, harn to 8g.

3317333

331
When you pick up the pouch and kspsen the draw-
stnng, you release the tiny Flame Asp which was
nestling inside. Ii bites you on the hand. The poison
lakes five seconds fo paralyse vou, and len (o kill
YOl

332
After a while, yon think you can see the end of the

fire, but il is too far away for you to reach before the
fire reaches vow. You must think again, There is no
point in running in the opposite directon to fry o
find the other imit of the fite, so will YOLL T north
away from the fire (turn to 47) or south towards the
fire [furm to z21)?

333
You dedde to take 3 set of the Tiger's claws as a

memento of this epic battle. Then you retum to
where Hever is waiting with his village headmen al
the edge of the forest. The blue sky, the pennants
fluttering in the breeze and the sound of skylarks
high above well match vour clation at your victory.
Hever is delighted with your success. “You have
proven yourself worthy to carry the Hom of Hever,”
he savs, Let us retuwrn to the castle to celebrate.”
Add 2 TUCK points.

The celebrabions contimue well into the next day,
The mead and medlar wine flow feeely. You have to
pui up with a long procession of local dignitanes,
ezch of whom wants to hear your story and thank
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vou. Stll, vou gain 3 STAMINA points. As vou
prepare to leave the castle, Hever prosents you with
the hom. It looks just like an ordinary ram’s hom,
but it came from a Yachar, a Horned Demon, and
hence has power over demonic as well as mortal
evil. You hang it securelv around yoor neck, so that
it is as available o you as your sword. If yon sound
this horn, you may redurce any oppohent’s SKILT by
1, unless the book tells vou otherwise, Turm to 384.

333
S5t Wood Elves step up to vou, with a mixiure of
curinsity and caution, and then politely but firmly
lead you away. Will vou make a break for it {lurnto
13a), or Izt vourselfbe aken wherever you are going
(i Lo 2857

335
Skeletal arms, some with rotten flesh stll hangging

from them, cmerge from the walls; bony fingets
reach for the hom, which vou s6ill have hanpging
aroind your neck, while others try to rip you
up. You will have to hack your way throurh this
hommible gauntiet.

HANDS SKILL 7 STAMINAH
It vom wan, fum to 7z.

- 338 .
o serious obstacles present themselves for quite a

while: the streams are either small enough to jump
vr shallow enough to wade; the land is coverad in
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heather or bilberry shrubs, svhich often make the
going awkward, but by no means impossible {and
provide some foond ).

In the later afternoon of the second dayafler leaving
the grass, you come across a strange sight in such
surroundings, A gaily painted caravan is being
deawn by a water buffala, heading west. A mobust
vld man is sitfing on the seat of the caravan; the
reins hang limply in his hands, and he doesn’t sesm
very concemned about svhere the caravan goes. The
pols and pans strung up around the caravan clash
and clang as it passes over the rough lerrain: A sign
on the side reads: ‘Canches — Alchemist & Trader”.

You call out and Canches stops the caravan; the
buffalo immedialely begins lo tug at some coarse
grass. Canches offers to sell von some of his home-
made wares. If you have money and want to see
what he's got, remember this paragraph number
and turmn to Bo. U vou have no money, you can efther
pass the time of day and then continue north (furm
to 13, orattack the alchemist 1o try to steal his goods
(Leten b 185).

337339

337
The campers, whoever they are, do not hear

yoo, and ¥ou carnv on through the niﬂht- loge 2
STAMIN A points for lack of sleep, Al dawn, mist
olls in from the lake, and yvou no longer know
where you are. Tom to 108. '

338

The warmior's eyes flicker and open, and she looks
up al you blankly. As vou prop her up against a
rock, she mutters something about ‘the Juja’, Her
death is close, but vou may be able to ask her one
queston first. Will you ask her about this Juja (fum
to 353). or il she knows how to getinto Morgana's
lair (turn iy 238)2

339
You manage to get enough of a grip on the jce o
slow vour rate of descent, Lose 2 sSTAMINA points.
You decide to explore the Dragon’s cave instead of
attempting the glacer again. Tum to z04.



340-341

340
You start back from the lip, but the bank gives way
beneath your feet, and vou slide on your back down
inte the lake, The noxious water causes you 2
STamina points of bums, and ruins alf yoor =
maining Provisions (and any sorrel vou may have).
You clamber, comsing, back to solid ground and
head in the opposite direcHun. You soon come
across the trail again. Will vou turn lefi (turn to 263)
orright (tum to 156)7

347
The figure shortly disappears from sight, and you
seeno living creature, human or otherwise, for two
days — though at night the howling of wolves is
often too close {or comfort. The peaks of Krill Gar-
nash are now so close that they seem to hang over
you, like some vast primeval monster. There are
tvo passes. Will you take the one which heads
towards the west of Kiill Gamash (hum to 284), or
the one which heads towards the east (turn to 14237

342-343

Before long, Hever himself enters the room, sur-
rounded by guards ready for the slishtest suspic-
uwms move from you. He is a huge, black-bearded
man, quick o anger and quick to laughter: Yo tell
bim whal has happened and point out that, as ruler
of Arion, vou are not used to such treatment. Hever
guistly asks vou to describe the missing helmet,
When you have done so0, he smiles with relief and
steps forward to embrace vou. You are welcome,
cousin, " he booms. ‘lior Tynin sent word by eagle of
your coming. Now, how may we help?” You show
him the rope. Hever arranges for a search-party {six
i all, including vourself) to go in pursuit of the
thieves. Turn to 166.

343
You set your course by the sun for Fallow Dale. If
vou have hwo or fewer lols of Provisions left, tum to
376. Otherwise, tum by 200,



I35

44
Hither of these will k{-re‘]!:! the cold of the northem
mountains from sapping your strength. From now
0o, a8 You progress towards and mbo the moun-
tains, the snow gets deeper and icy winds moan.
Turn to 128,

345
Bopey mround soon turns to pools with no more

than occasional mounds of earth to support you.
There is nothing of interest to be seen. Will you
turn back and then head north-east bowards Kl
Gamash (fum to 374)? Or will you jump from
moind to mound, decper inko the marsh, to the lefi
{turn to 187} right {tum to 220) or straight on (lurn
lo 16337

346

You sit down fo rest after your exertions. Then to
your amazement a spectral army glides across the
surface of the lake. There are at least forty of them,
and most are dressed in the battered remnanis of
amour of bvwone days. You jump to your feet in
alarm. You can see through them, but you also have
nio doubt that they are substantial cnough to make
theit presence felt in this earthly realm.

While you are wondering what to do, one of them
sleps forward on to the bank. Tle was once a man in
the prime of life, long-haired and with noble and
stern features. Fear not,” his ghostly voice whis-
pers. "You have done us great service. With the
death of the Kraken we, its wichims, are released
from owr bondage bo thizs spectial form. But we
repay our debes. Before we go to our final rest in the
underworld, we will assist vou once in the course of
vour guest — but my advice wonld be not to call us
except in the direst need. You can summon us by



347—344

my name: it is Galrin * With that, the leader and his
host of followens vanish, When the boek tells you
that vou can call on Galrin, tum to 100. For now, add
2L CK points and tumn to 385,

M7
o sooner has Morgana slumped to the ground

than an unseen enemy stabs vou in the back. You
die, with a puzzled expression frozen on your face.
Your adventure is over.

348
With a lucky strike of its paws, the Tiger splinters
vour spear a5 though it were made of straw. Now
you will have to fightit at close quarters, with your
sword. Retumn to 371 and continue the ficht, but
every time the Tiger's claws rake vou, it will inflict 4
mstead of 2 points of sTAMIN A injury.,




3493552

HO
You just clear the pool, but land on a clump of

siippery lichen, and fall over backswards into the
water. A Water Snake coils itself around vour neck
and holds you under until vou drowm.,

350
Will vou head north, which is the most direct route
ta Krill Carnash from where you are (tum to 236), or
slightly north-west (tum o 55)7?

351
You sneak outof the chief's hut, which is easy since
It i& set apart from the other huts, and continoe
towards Fallow Dale, Tum to 115,

352
Lest your Luck, 1f you are Lucky, burn to 373, If you

are Linlucky, turn to 163,

333354

353
Twas searching for him,” she savs, though the effort

of speaking visibly weakens her. He is close. T
don't know exactly where; I only know a rhyme:
“Do not wander, do not stray; always take the
middle way."" But these are her last words. You
bury her and carey on, either north (burn to 125) or
nocth-cast (b b 37,

You are still able to think clearly, so you seize atorch
from a wall-bracket to light vour way. Thisis just a5
well, because you soon see that the floor and walls
are lined with jagged rocks. The litter of animal
skeletons shows that they are poisoned, There is no
way through here, Wil you try the stone door (tum
to 119) or the wooden door (bom to 32)7




355
Later, aside-passage opensup on vour lefi. Will you
lake it (furn to 283), or continue along the main
tunnel {furn 1o 364)7

56
Why, yvou wonder, hax’ejﬁﬂe thieves made il so easy
for vou to follow them? The rope, the easy trail —it's
as il Lthey want vou to catch them up. If you have a
bow and arronys, hurn to 220; otherwise, furn tnzsz.

357—3549

357

As vou contimoe north, vou soon begin Lo see, some
way ahead, the pall of vapour which continually
covers Marsh Vile. Among the many streams and
rivulets which crisscross this part of the plain, you
come actoss one which has been reduced to a mere
inckle; the exposed mud is shll damp. Will you
follow 1t upsiream to find out what is blocking it
{furn Lo 23) or continue north (furm to125)7

358
The Elves tie vour hands behind your back and keep

a close watch on you as they march vou off towards
thar village. Tum to 28.

359
Half a kilomelre away from the cliff, you pause for
thought. Roll two dice. If the total is greater than
FOUr SKILL score, turn to 134; if the totalisless than
orequal toyour SKILL score, turn Bo 365,




360—363

360

Your shouts have no effect on the distant Hzure -
but dramatic effects otherwise. The notse starts an
avalanche, and you are soon crushed under tons of
sniwy, Tocks and free-trunks.

361
In vour haste, vou drop some Provisions out of vour
pack. Roll one die: this many lots of Provisions are
fost. The moon sets and you wander in the pitch-
dark forest, no longer certain of vour direchon, until
a slizht lightening of the gloom and the mist rolling
m from the lake herald dawn. Lisie 1 STAMINA
point for lack of sleep. Will you slump dewn against
a free to rest (fum to 398}, or press on (furn to 171)7

3oz

As the misl begins o clear, you can see buildings
in the shallow valley below you. You duck down
behind a stone. When vou dare to peek around the
stme, you fnd that the buildings are in fact the
dilapidated remains of 2 mine of some kind. They
ane obviously sninhabited — at any rate, by their
former inhabitants. Yill you have a look around
{(turn to 181} or skartt the area (turn to 343)7

363
You fall into the Chion's trap, and it is impossible
ty climb up the sides of cumbling snow. The
Chion makes short work of ssvallowing you. Your
adventime is over-



364~356

364

Dircectly underneath one of the air-shafts, vou find a
litter of small skeletons — presumabhy of animals that
have fallen down —which are partially concealing =
small fissure, no more than three centimetres wide.
Will you investigate (hurn to 328) or carry on (fum to
57)?

365

You realize that you need to create a fire-break
between yourself and ihe bush-fire, but vou have
left vourself litte time. The only means you have of
making such a fire-break is to start vour own fire,
which will burmn up the shrubs and leave the bush-
tire nothing to catch on. Will vou start a fire to the
south of where you stand, between yourself and the
bush-fire (turn to 10z}, or north of where you stand,
between yourself and the cliff (turn 1o 265)7

366
You leap back in time {0 aveid the door. Will vou go
through it intoa dark tunmel {him to 131), or try the
glone door (tum to 119) or the wooden door (fum to
327

367-369

367

A sudden noise from some nearby undergrowth
startles you and you rush away, imagining a whole
host of Blackheart warriors. Tum to 183,

368

You launch vourself into the river. The force of the
current immediately sweeps vou downstream, well
out of the way of the beach. The sheer cliffs now
press in on either side of the dver, and the waber
becomes even more rough. There are no beaches or
other possible landing-places. However, you man-
2ge to cing on to vour log, &5 you are swept along
for kilumetre upon kilometre, The river eventually
widens again. It s calmer and safer, but the cliffs are
just as sheer. Day turns into night, and then day
again. Fomio38.

365
The passage is not long, and ends at o T-unction.
You know Lhat turning right would take you away
from your goal, so vou turn left. Turn to 16.



370=371

: 370
Shortly, you reach a spot where the foor has sub-

sided, and a pool of stagnant water has formed,
which is about a metre deep and three metres wide.
Will vou by to jump over the poul (fom to 230]), or
wade through it (tum to1g7)?

37
The massive Sabre-toothed Tiger bursts out of
cover, slavering at the mouth, and seis about the
pack of hounds with its huge paws. You must
fight it with ¥our spear. First roll one die: your
hounds manage to injure the beast for this amount
of 5Tamina damage before you call them off and
engage it yvourself. Tf they cause il 5 or & points of
STAMINA INJUrY, vou may also reduce ths cxinr by
I point. :

SABRE-TOOQTHED
TIGER

I vou have not defeated it after four rounds of
cumbat, furm to 348, 1 you win, tum o 333 I vour
STAMINA is gething dangerously low, you may
decide that the Hom of Hever is not worth i, and

SKILL 17 aTAMINATL

372374

37z
You step safely from rock to slippery rock, until you
reach the sooth bank: Tam to 2g93:

373
You walk on and on, unaware that you have fortu-

mately crossed a narmow span of stone over a chasm.,
Much later, the tunnel parows, and vou keep
pressed o the wall fo aveid bumping into the sides
all the time. Will vou keep to the right-hand wall
{turn o 61} or the left-hand wall (fum to 309)7

ITH
You travel by easy stages to the foothills of the

northern mountain tange. There is quite a bit of
FAmE, 50 vou use up only 1 lot of Provisions. One
night von camp by a copse. Tn the morning, will you
walk through the copse {lurn to 113) or around it
{furn to 12657
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375
Ihe following night, vour camp-fire altracts some

unwelcome ¥isitors. A couple of Mordidas are pa-
trolling their territory and resent your intrusion.
Mordidas are scavengers — they are rather like huge
hvenas — and are usually too cmvﬂ.rdlv te approach
zms:thmg, which might fight back. But to judge by
the state of these two, l‘hE} have not had anything to
eat for quite a while and arc desperate. Tf you have
the Cloak of Temporary Invisibility, it will do you no
good here, as the Moedidas” powerful sense of smell
15 just as effective as their sight. They adopt the
method of atlack peculiar to their kind, and each
altacks vouin alternate Attack Rounds,

SKILL STAMINA
Frst MORDID A 5 &
Second MORDIDA i 14

The first Mordida is weakened by disease, and has
become rabad, If it wins any Attack Rounds against
you, vou will have to cut the poison out of the
wound 1t has inflicted: this will cause you 2 further
STamiINaA points of injury. But you can do this only
if you survive the batile, of course. If vou survive,
brn 013

376
The remainder of the journey to Fallow Dale is
uneventiul, but you soon mon out of Provisions,
R..—'-tiur.!_ YUUT STAMINA scove by & points for two
days of hard w alking with no food or water, If you
SUrvive, turm toags.
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377
The guards are stll inclined to think that anything
vou do may be a trick, so they simply knodk you
unconscious to keep vou quiet. Lose 3 sTaMINa
puints. When you come bo, tum to 342

378

Your companions furmn to quieten you, but i is too
late. The noise starts an avalanche: distant rombling
soon becomes termifyingly loud, and tons of snow,
rocks and tree-trunks are hurtling down the moun-
lainside towards vou. Fortunately, you are all close
to the opposite slope, and you are able to ran out of
reach of the avalanche, though in the panic vou
become separated from your captors. You fall into a
show-dnft, which hides you from view. Roll one
die: on 1-3, tum o 146; on 4—6, fum to 233.

379
With yuour back toa free and the camp-fire in front of

VL, oL can fjght the tentacles one at 2 bme: -H'E"i.
try to wrap themselves arcund you and pull vou
inko the gaping mouth of the Keken.

CEILL GTAMINA
First TENTACLE i 4]
Second TENTACLE fr b6
Third TENTACLE (1] 6
Fourth TENTACLE B i)
Ffth TEMTACLE i (4]

You can escape at any Bme by tuming fo 362,
though the tentacles will cause you 2 fusther

330

STAMINA points of injury as you gather up your
belongings and flee. If you stay put, and win the
battle, fum o 346

380

You manage o wound the Alligator before it too
dives to meet vou. The batile iz on, sometimes
under walker, sometimes on the surface. The Alli-
galor 15 not evil, so the Horn of Hever will have no
effect on it, and ¥ou must reduce your skicL by 1
point for this fight, because the waler hampers vour
mivements.

ALLIGATOR

If vou win, roll two dice. If the total is 4—10, turn to
393; othenwise turn o 122

SKILLF STAMINAS
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381
Abolt of the lightning which constantly plays in this
marsh strikes you dead. Your adventure is over.

382

You find voursell among mist-shrouded hills. The
position of the sun, dimly perceived behind the
mist, tells ¥ou that vou have been transported to the
eastern side of the lake, well away from the Elves'
torest. Will you stay where vou are until the mist
clears {lurn to 27), or press on regardless (fum to
138)7

383

This maw be a mistake. The tribe to which thewe men
belong has long been under the role of Morgana.
They pay her tobute, because they fear her; butthey
would rather be free. When vou approach them
with ¥our sword stll in ifs sheath, they seiee you
rourhly and tie you against a tree, They search
through vour pack. Tf they can find a sct of Sabre-
toothed Tiger's claws, turn toass; othensise, lurm to
194.

384—385

Asvou are taking vour leave of Flever, a bruisced and
bleeding figure thrusts his sway past the guards into
the courtyard and collapses face down at youlr leet.
You gently turn him over, and have difficulty at first
i recognizing Kevin Trochand, your armourer
from Aron. He is barely alive, He speaks through
cracked lips with a great effort, as if resisting the
approach of death or of something worse: Majesty,
[ tried . . . black mamic . . - muost not give in . .
Then he chokes and breathes his last. You jump o
your feet. Will vou go over to discuss this maller
with Hever (turn to 93), or stay thinking about it
yourself (fim o 281)?

385

You decide not to spend any more fme by the lake
shore, and strike off north and shightly west,
through the dark forest. until you are no longer
ceriain how far vou have come or where you are, A
slight lightening of the gloom and mist Tolling in
from the Iaks herald dawn. Will you slump down
against a Lree Lo rest (torn to 398), or press on (tum
oy 371 )?



386—387

386

Two animated Skeletons emerge, jerking like pup-
pets, from behind a devastated house. They attack
vou simultaneously with their cutlasses, but fortu-
nately they are rather uncoordinated. Choose ohe to
attack, and use the normal combat rules against it.
The other may wound vou, but you may not wound
itz roll for its Attack Strength too, and if it is higher
than yours, it wounds you; if it 1 lower or equal,
v have dodged its spasmodic assault.

SKILL STAMIN A
It SKELETON 5 B
Second SKELETON 5 fi

If you win, you may take a bejewelled choker which
one of the Skeletons was wearing. Will vou then
continue north through the village {lum to Bq), or
weave through the village In a north-vasterly direc-
tion, in order to get away from it as s00n as possible
{turn to 2314)?

387
If you can guess what you arc supposed to do here,
add together the numbers of the items invalved and
turn to the paragraph with that number. Otherwise,
the trees shimmer mysteriously, but nothing hap-
pens to make you stay there, You carry on with your
joarney. Tum to 37.
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358
About half a kilometre beyond the main shaft, a
side-passage opens up to vour right; a truly horrible
srnell is issuing from it Will vou take it {fom to 325)
or continue along the main tunnel {um to 370)7

359

‘Mo matter, nomatter,” laughs Hever, G that's how
¥ou want to sil at the table.” You talk about your
respeclive cultures during the feast, although at the
back of your mind is the matter of TTever's hom and
how to ask him about it. When the meal is over
(restore 4 STAMINA points), Hever invites you to
join him in his Privy Chamber to listen to the castie
bard. The wine you drank at the feast is already
making vour limbs feel like lead. Refreshing sleep
seems not just desirable, but necessary. Will you
peflitely refuse Hever's invitation and ask to be
shown to your room (fuen to 26), orwill von go with
him (furn to 184)7

The look on their faces when vou vanish is so
comical that you almost pive vourself away by
laughing out loud. But your foolprints in the snow
are more of a problem. Will you try to run away
{turn to g4), or simply use your invisibility to fight
Lthem with a clear advantage (turmn to 3187

300
You are almost immediately spolted and suor-
rounded. Turn to 358,

392—393

FOE

Since the loe Hulk has no brain to speak of, it takes
quite a Hime for the creature to register the pain of
the wound you have inflicled on it. You withdraw
your sword from ils side, expecting at least to slow
the beast down, and are therefore unprepared for it
o combimze coming at you, swinging its greal paws
like claw-tipped mallets. Test your Luck. Tf you are
Lucky, turn tnaSz; if you are Unludw turn to ba.

393
You reach the northern shore and dry off. The climb

up the cliff i+ fairly easy. Omnece at the top, you pause
io eztimate your positon. You think that you have
come 50 far west that the dreaded Marsh Yile now
lies to the north, and the foothills to the mountain
ranges of Krill Garnash to the north-east. You know
vou zhould avoid Marsh Vile if you possibly can, but
will you head north for a while {turn 10 357) or
north-east (lum to 374)7



394

394
As you walk along, you notice that there are many

evenly spaced shafts, drilled through to the ground
above. These afford light and air, but are out
of reach and just as unclimbable as the one yvou
fell down, You conclude that the mine was once
worked by slaves, who needed to breathe and ses,
but also had to be prevented from escaping.

It hurns out that this was a copper mine; the vein
15 worked out, but you lind a nuginet of greenish
ore, which vou keep. Yoo soon come to what is
obviously the main shalt, but any hopes of escaping
ate quickly dashed when you see thal the
ladder has rotted away, and the entrance is toco wide
to chimney up. You sit down and complain to
vourself for a while, bul then determine to find
some other way out Will vou now continue west
(Euien s 355 or tummn east (fuen Lo 388)7

395397

395
You can use this to geta betier grip on the ice. You

mazke it safely to the end of the glacier, and climb up
fo the eotranoe of a fonmel. Turm to 256

396

When vou reach the far side of the field, you stop lo
remove the mud which has stuck to your boots and
= weighing them down. When vou look up from
vour task, you find the farmer glowerng at yoo. By
his side are fwo snatling Kalagarian Ridgebacks -
half dog, half wolf, hichly intellizent killers. Mo
doubt vou could kake all three of them on, but vou
don’t want to offennd Hever by harming any of his
people, 5o when the farmer rages at vou for ramp-
ing over his neswly seeded field, you offer bo pay for
any damage vou may have caused. Will you offer:

= Gold Pieces? Turn to2gg
Cholumbara? Tum to b6
A copper nugget? Turntozog

If vou have none of these, turn to 266,

397
One evening, just as vou are thinking about finding

somewhere to rest for the night, vou come across a
large rock, which the wind has hollowed out untilit
i5 like an arch. Will you spend the night in the
chelter of the arch {fumm to 17g) or elsewhere {turm to
77



398—4o0
o

Reduce your STAMINA by 2 points if youo have not
eaten during the might. When you resume your
interrupted journey, wisps of mist are still drifting
between the trunks of the tall evergreen trees and
- . . what was thal? Was it just a patch of mist al the
edge of your vision? Or was il some living creature?
An arrow thudding into a free-trunk conbtimelres
from wour head soon answers these questions. Will
you remain motionless (furn bo 334), o duck down
into the undergrowth (lurn to 251)?

3949

Asvou trudge down this seemingly endless tunnel,
the hight fades from the shafts: it s night. Bul
eventually vou hear ahead of you the chuckling of a
spring and, ko judge by the lack of echo, it 15 nol
enclosed, but outin the open. The tunnel is coming
to an exit! However, you also start to hear the
shulfling of a large creature of some kind. Tt is
impossible to tell in the darkness how far ahead it
might be. Will you press on stealthily (furn to g1, or
rizk a sprint for the open air (fum o 147)7

£l

Victory 15 vours! The Masks of Mayhem will not be
released upon the land — at any mate, not in your
lifetime . . -



