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Rlacksand —infamous city of evil-doers!

I,if:||; |‘I|-I YOU are an apprentice in the Thieves' Guild of

i Port Blacksand. Tonight is the testing time, the

elimax of vour training, Your mission is to fnd

and steal 2 priceless gem, the Eve of the Rasilisk,

and the speeial skills you have learned will be
tested to the limar!

Many terrars lie in wail in the darkness of this

evil city's backstreers and alleys. Will you be able

to accomplish your dangerous taski You have
until mormning to prove yoursell

Two dice, a peneil and an eraser ane all you need
T et out on your mission, YOU decide which
route to take, which crearures o fight and which

dangers 1o risk.
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FUFFIN BOOKS
MIDNIGHT ROGUE

Port Blacksand — infamous cty of thivves! s wputation
stretches from Fengis to Shazar. And vwou are one of the
rogues forwhich Port Blacksand is famous, O, ableast; vou
hope to be. Years of training by the Thieves” Guild are
coming by thesr climax - the night of testing. Like every other
apprentice in the Guild, wow are seb 5 fest o dedde whether
wyou are G tojoin the Guild as a full member. Your mission is
o find and steal o priceless gem, the Byve of the Basilisk. The
spodial skills vou have learned a5 an apprentice will be tested
to the bk tonight. By moming, you will be a fully Aedged
thicf, or an outcast faihore or worse.

Exil creatures and terrors e in wait in the darkness of Port
Blackzand’s alleywavs. Will your skills be suefficient to
arcomplish your dangerous fsk? Yon have until moming to
prove yourself!

Two dice, a penal and an eraser are all vou need o embark
on thiz thrilling edventure, which iz complete withits elabo-
rale comizal svstem and & score sheel lo vecond your pains
and lisses.

Many dangers e ahead and your sucoess is by no-means
cerizin [0z up o vou b decide which roule bo follow, which
dangers fo risk and which sdversenes to fight!
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MIDNISHT ROGUE

Fort Blacksand - infamous city of thieveal Tla reputation
strefches from Zengis to Shazar. And you are ong of the
rogues for which Port Blacksand is famous. Oy, at leaat, you
hope o be. Years of tramning by the Thieves' Guild: are
e to their climax — the night of testing. Like every other
apprentice in the Guild, you are set a test bo decide whethee
v are i ko juin the Guild asa full member, Your missionis
to iind and steal a pricelezs gem, the Eye of the Bastlisk. The
spedal skills you have learned as an apprentice will be tested
to the [fimit fonight. By moming, vou will be a fully fedped
thief. or am oubzast farluse oF worge.

Evil creziures and lerrors lie in wait in the darkness of Port
Blacksand™s alleyways. Will your skills be sufficient to
accomplish your dangerous task? You have until moming b
prove vodrself

Two dice, = pendl 2nd an erser ame all you need to embark
on this thnlling adventure, which is complete withits elabo-
rale combat system and 2 score sheet o record: your gaine
and bosses,

Flany dangers e ahead and vour suocess is by no-means
cerfain. s up o vou fo decide which mute to follow, which
dengers to risk and which adversaries to fight!
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BMIDNIGHT ROGLE

Fort Blacksand — infamous city of thieves! Tis reputation
siretches from Zengis w Shazar, And you are one of the
rogues for which Pord Blacksand = famous. Or, atleast; you
hope o be. Years of maining by the Thieves" Cuild are
coming to their cimax — the night of testing. Like every other
apprentive in the Guild, vou are zet a test to decide whether
v are fit ko join the Guild a5 5 foll member, Your mission is
to find and steal = praceleda gem, the Eye of the Baallisk. The
sperial skills vou have learmed asan apprentice will be tested
to the limit tondght. By moming. you will be a fully Aedged
thaef, or an oufrest Failare o weorse.

Evil creatures and terrors fie inowait in the darkness of Tfort
Blackzand’s. alleyways. Wil vour skills be sufficient to
aecomphsh yoor dangerous fsk? You have untl morning to
prove voorse]f

Two dice, a penal and am eraser are akll you need bo embark
o s thalling adventure, which & complete withits elabo-

e cembat system and a soore sheet (o Tecord ot grins
arnd bosses.

blany dangers lie ahead and vour success is by no means
coriim. It's op to vou fo decide which route to follow, which
dangers to risk and which adverzaries to Gzht!
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INTRODUCTION

Before embarking on your adventure, you must first
determine your own strengths and weaknesses.
While you have been taught during your appren-
boeship that violence is not always the best way oul
of a situation, your training has incloded sword-
play, and you can handle yourself reasonably well
n a fight.

I'o see how effective your training has been, you
must use dice o determine your inftial skt and
STAMINA scores. On pages 16—17 there is an Adven-
fure Shert which you may use to record the details of
an adventure. On it voo will find boxes for record-
TN yOUr SKILL 3nd STAMINA sCOres.

You are advised either to record your scores on the
Adventure Sheel in pencil, or to make photocopies of
the page to use in fubure advenhures.

Skill, Stamina and Luck

Eoll ome die. Add & to this nomber and enter this
tortal i the sxi1Le box on the Advenlure Sheet.

Roll both dice. Add 12 to the number tolled and
enter this fofal in the sTa mina box,

There is alsp a Lvck box. Holl one die, add 6 to this
number and enter this total n the ook boa,



For reasons thal will be explained below, sxini,
ST AMINA and LDCK scores change constantly dur-
ing the course of an adventure. You must kevp an
accurate revord of these scores and for Lhis reason
vou are advised either to write small m the boxes or
to keep an eraser handy. Bul never rub out yvour
Initial scores. Although you may be awarded add:-
Homal skrir, sTAMIKa and Luck points, these
totals may never exceed your Imital scores.

Your sgitLL score reflects your swordsmanship and
weneral firhbing expertise; the higher the belter.

Your 1 aMina soore reflects your general constito-
tion, your will to survive, your delermination and
overall fitness; the higher your sramina score, the
lomger you will be able to survive,

Your Luck soore indicates how naturally ludoy a
person you are. Luck - and magic - are facts of hfein
the fantasy world yon ane about o explore.

Battles

You will often come across pages m the book which
mstruct you (o fight an opponent of some sort.
Battles are condocted as follows.

Frrst, record your opponent’s sk and 5Tamina
scores in the first vacant Encounter Box on your
Adventure Sheet. The scores for each opponent are
given in the book each ime voit have an encounter.

I'he seguence of combat §s then:

1. Roll both dice once for your opponent. Add its
skILL score. This lotal is your opponent’s Altack
Strength.

2. Roll both dice once for voursell. Add the number
rolled to your current Sk1i L score. This total is
vour Attack Strength.

1- Ifvour Attack Strength is higher than that of your
opponent, you have wounded il: proceed 1o step
4 H your ¢ mit's Aback Strength is higher
than yours, it has wounded vou: proceed tostep
3. If both Attack Strengths are the same, you
have avoided each other’s blows - start the next
Attack Round from step 1 above.

3. You have wounded your opponent; so subtract 2

pomnts from s STAMINA scote. Your may use

Luck here to do additional damage (see below).

Your opponent has wounded you, so subtract 2

poinis from your oWn sSTAMINA score, Again .

you may use Luck at this stage (see below).

6. Make the appropriate adjustments to either your

IT“



OPPONent’s OF ¥FOUT 0wn STaMina scores (and
your LUCK score if you useéd 1ok - see below).
RBegin the next Attack Rownd by roprating
sleps 1—6. This sequence continues until sither
v or your opponent has been educed o 2ero
STAMIN A [deathl.

1...4

Fighting More Than One Opponent

Sometimes you will lind yourself under attack from
muore- than one porsim or oreature. When this hap-
pens, each will make a separate attack on you in
pach Attack Round, but yom must choose which one
vou will fight. Atlack your chosen target as m a
normal battle. Agaimest the other, vou must throw
tor your Attack Strength in the normal way, but
cven if your Attack Strength 18 greater vou will nod
inflict a wound. |ust count this as thoogh you have
parried an incoming blow . However, i your Attack
Strength is lower, you will have been wounded in

the normal way.

ILuck

At various imes during your adventure, either in
battles or when you come across other situations in
which you comld either be Lucky or Unlecky {dedails
of these are given on the pages themselves), you
may use Luex o make the potcome more favour-
able. But beware! Using Luck is a risky business
and if vou are Unlucky, the resolts could be dis-
aslrous,

10

I'he procedure for using your .0k is as lollows:

Roll two dice. If the number rolled is less than your
currenl LUCK score, you have been Tucky and the
result wall go in your favour, I the number rolled is
higher than your current LU C R scome, vou have been
Unhscky and you will be penalized.

This procedure is known as Testing your Luck. Fach
time you Test wouer Luck, vou must subtract 1 point
from vour current LUCE score. Thus you will soon
realize that the more you rely on your Luck, the
musre Tisky this will become.

sy Tuck i Haftles

Un certain pages of the book you will be told to Test
wowr Lick, and will be told the consequences of your
being Lucky or Unhacky, However, in battles, yvou
always have the option of LSO VOUT 1 UCK either ta
inflict @ more severe wound or Lo minimize Ehe
effects of a wound your opponent has just inflicted
LU L8

If you have just wounded your opponent, vou may
Lesl your Link as desenbed above, [ vou are Lucky,
you have inflicted a severe wound and may subtract
an extra 2 poinks from your opponent’s sSTAMIKA
score, However, i vouare Unlucky, the wound was
a e graze and vou must restore 1 point o your
opponenl’s STAMINA (L. instead of scoring the
normal = pombs of damage, vou have now scored
omly 1)

i1



i your opponent has just wounded vou, vou may
Test your Luck to try to mmimmize the wound. If vou
are Lucky, you have managed to avoid the full
damage of the blow. Restore 1 poinl of sTAMINA
{i.e. instead of doinyg 2 points of damage it has done
only 1). If you are Unlucky, you have taken a more
serious blow. Subtract 1 extra sTaAMIn A poinl.

Remember that vou must subtract 1 point from your
owm LUCK score cach time you Test your Lok,

Restoring Skill, Stamina and Luck
Skt

Your sx11.1 soore will not change much during your
adventure. Occasionally, a page may give instruc-
tioms tor incTease or decrease your SKILL SCore.

Sfaming arnd Procisions

Your sTasMin A score will change a lot during your
adventure as vou fight and undertake arduous
tasks. Asyou near your goal, yoursramMIN amaybe
dangerously low and battles may be particularly
risky, 5o be careful!

Your backpack contains enough Provisions for ten
meals. You may rest and eat at any tine except
when engaged in battle. The text will not el you
when you can do this: it is up to you. Eating a meal
restores 4 sTamina points. When you eat a meal,
add 4 poinis to your sTamina score and deduct 1

12

point from vour Provisions. A separate Provisions
Remaiming box is provided on the Adpenture Slweet
for recording details of Provisions. Bemember that
vou have a long way to go, so nse your Provisions

wisely!

Luck

Addiions to your LUCK score are awarded through
the adventure when you have been particularly
lucky. Details are given on the pages of the book.
Bemember that, as with skirL and sTaMIna, your

LUCK score may never exceed ibs fritind value, unfess

spedially instructed by the text,

Equipment and Potions

You start your adventure with the tollowing equip-
ment:

A shortsword
A leather jerkin and leggings
A backpack

13



A hand-lamp, made of a small pot of fat with 2 string
wick — this gives you encugh light to see by m most
circumstances, without giving voursclf away

A torch

A tinder-hox, for lighting your lamp and tonch

5 gold pieces

Encugh Provisions for ten meals — how and when
you use Provisions is explained above

[n addition to this equipmenl, the Thieves' Guild
supplies you with a magic potion. You may choose
one potion trom the following List:

Motion of Skill - restores SEILL poinds

Potion of Strength - restores sTamina points

Potion of Fortune — restores LUCK points and adds
to your [mifal LuCk score.

These potions may be laken al any time doring an
adventure {except when engaged in a batile). Tak-
ing a measure of potion will restore the relevant
gcote o ite [fal lTewvel (and the Poton of Fortune
will add 1 point to your liitisl tvek score before
yvou drink it).

Each bottle of potion comtains enough for one mea-
sure; i a characteristic may be restored once dur-
ing an adventure, Remember to cross the potion off
your Advintire Shedt once vou have drunk it

Remember also that vous may only choose one of
these potions o take on your adventure, so choose
wisely!

14

Extra Equipmeni

Do the course of your adventure vou will have
the opportunity to pick up a wide range of things,
some of which may be nseful to you later omin your
adveniure. As a thiel, you have lo-be able to move
guickly and guietly at all bmes, so you must bu
careful not to encumber yoursell with loo many
items. Yoo may never carry more than six items m
veur backpack al any time. Your Provisions count as
one ilem, and your potion counts as another— enter
them in the first two spaces of the Backpack box on
your Adoenture Sheet befone vou start. Nobe that yoor
sword, any clothing, and any money that vou are
carrving do not count as backpack items.

Special Skills

As well a5 your SKILL, STAMINA and LUCK, you
have three Special Skills in which vou have been
trained during your apprenticeship  with  the
Thieves' Guild, Choose three skills from the follew-
ing list, and enter them in the Special Skills box on
yourr Advemtury Sheet. The skdlls are: prck FoCcKker.
PICE LOCK. CLIMB, SNEAK, HIDE, STOT IIDDEN
and SECRET SN,

At various poinls in your adventure, you will be
asked whether or not vou have a particular skill
This can be importani. so keep a note of these you
have— and don't pretend to have those vou don't!
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BACKGROUND

You stand in the meeting-room of the Thieves
Guild of Port Blacksand. The room is crowded with
pickpockets, beggars, burglars, cutpurses and
thieves of all descriptions, all come to witness the
Testof Apprentices.

Ranmnik, the Master of the Guild, stands in the
mid dle of the room.

‘Dues any member here present know of any reason
why this apprentice should not be tested, acoording
b the traditions of the Guild? he says. Even though
yvou know this is just a formality, vour stomach
knots as vou wait for a challenge.

When no challenge comes, Rannik turmns to yvou.

‘A week agn,” he says, ‘a merchant named Brass
acquited a gem known as the Eye of the Basilisk. He
will doubtless have it hidden somewhere im or
around the city, His symbeol is a coin - that is all the
information you will be given. For your test, vou
must find and steal the Eye of the Basilisk. Dusk has
just fallen outside, and you have untll dawn to
cemmplete your test, Do you understand?™

Yom nod,
‘Then,” says Kannik, ‘it just remains for me to saybe
carcful, remember your fraining - and good luck

18

The assembled Guild members murmiur their agree-
ment as you leave the meebing-room to collect your
equipment. Although you have checked it a dozen
limes already, you go over it all one last ime as you
make ready to leave the Guild. There are a sword, a
few coins, a hand-lamp, a torch, a tinder-box, some
food, 2 magic potion supplied by the Guild, and a
backpack. Having satisfied yourself that everything
is in order, you leave the Thieves” Cuild by one of
overadozen concealed entrances, and head into the
darkened streets of Port Blacksand.
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1
As vour leave the Guild, vour mind waorks quickly,
listing, the places where vou might find some in-
turrnabion as o the gem's whereabouts: Maost of the
rich merchants in the town have houses near the
Feerkd Gate; i you can find Brass's house, you may be
able to find some oseful information there, Then
again, the Merchants' Guild is just across the Mar
ket Square, and if Brass 1s an important merchant,
he's bovand bo have a suite of offices Lhiere, Finally,;
there's the Noose, the arca of town around the
(eves" Guild. You hardly ever see a merchant
there, bul it’s the best place in Allansia for picking
uprall knd's of gossip and rumours: Where will you
try Hrst?

e Merchants’ Goild? Tuen o129

Brass’s house? Turn by 156

Lhe Moose? Lurmn to 203
p 3

The waler is icy cold. You start bo wade across the
pond, and instantly yourlegs are attacked by a pack
of smail but vicious cold-water Piranha. You trv to
light them off, but it isn't easy — vou can hardly see
them through the weed-choked water, and vou end
up splachmy a lot but hitting very little. Fight the
Mranha a3 a single enemy, subtrocting 1 point from
vour Attack Strengrth for this combal.

PIRAMNHA SKILL B STARMINALG

If you win, turn o 8



G

3
You try the door, but it 15 locked. [t vou have ricx

Lock skill, tum to 259. U not, will you try the door
with the fish symbol (turm &> 163}, or will vou give
up on the Merchants” Guild and look for dues in
firass’s house (if you haven’t heen there before) by
turning to 156, or set oul in search of the Eve of the
Basilisk armed only with the information vou
already have (tum to 144)° ;

%
You find a suitable place for dimbing, and start to
scale the wall. If you are using a rope and grapned,
burn o 15, I vou are nod, b to 267

Your weapon fies wita deadly accuracy, and
knocks the torch ot of its holder. 1t falls to the floor,
sputters for a few seconds, and goes out, You decde
o douse your own torch as well, jusl in case the
light from that casts another unfriendly shadow. It
1= noww pitch-dark, and you feel vour way along the
walls of the cavemn. frying to find the passage which
will tzke you out of it. Test your Luck, Il you are
Lucky, turn to o4. If vou are Unlucky, tum to 220.

L]
Yoo open the cage, and the Dhward springs out,
reaching for your throat. He seems to prow larger as
he attacks you; his skin becomes scaly, and spines
erupl from his head and back. You have been
truked by 2 Shapechanger. Now you must light for
your life.

SHAPECHANMNGER SEILL 1O STAMINA [0

I yom defeat the Shapechanger, leave the room and
CAITY O Lo 155.



You run out of the h:mm;: and lose vourself in the
night, twisting and tumning through winding alleys
to throw off any possible porsuit. You know that the
crash will have roused the whole household, and
you decide to wait for an hour or so before returning
to the house, to let them all get back to sleep. You
can use this time o visit the Merchants’ Guild — if
you haven't already — by turning to 129, or vou can
simply wait, In either case, you will have no trouble
getting into the house when you return, because
you have been there before. So make a note of entry
276, and start there when you return to the house.

You reach the plinth safely, and stand clulching the
statue for 2 moment, catching your breath before
you look at the inscription. Brushing the dead
lzaves and other rubbish away, you reveal the fol-
lowing words:

My enemy’s a heart of stune,

My arrow never flies,

Yet when my arrow heads tor home,
The gate of death vawns wide,

You pusrzle for a while, wondering what to do. As
vou lean against the statue, it shifts slightly, making
vou jump. You push it, and il shilts again - the
whaole thing is made to swivel back and forth. The
arrow must be the key to getting into the barrow.
What will you do?

Point it at the barrow? Turn b 294
Poant it at the site of the

house? Turn ks 346
Point it at the sandimg stone

by the barrow? Turn tir 383
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b
You push past the men and run out into the night,

leaving the Ral and Ferret behind vou. As yoo
wander through the shadowy alleys of the Noose,
vou decide on your nest move. What will it be?

Try to lind a beggar (if vou

haven't already)? Tum 1o 26
Visit Madarme Star (if vou

haven't already)? Tum to 117
Ohr wiill you leave the Noase

and gu elsewhere? Tum to 387

10
You pot your ear to the door, and are taken com-
pletely by surprise when a plank whips round and
hits vou! Lose 2 sTaMina points. The “door’ sud-
denly unfulds into a great humanoid shape: itis a
Waood Golem, and vou must fight it

WOOD GOLEM skl 8
When vou win a round of combat, furn to 123,

ETAMING &

11-11

You fry to tell yourself that this isn't happening.
Whoever heard of fighling your own shadow? You
dodge to one side as the shadowy figore attacks,
and its weapon strikes the cavern wall with a very
solid-sounding clang. Your shadow has the same
sETLL and STAMINA scores as you do; fight it not-
mally. If vou win. fum to 237,

1z

You hurl yoursel to the floor; and the thing, what-
ever it i5, misses you by a whisker. It hovers above
the dead thiet's body for a fraction ol a second. then
sinks down into it, soaking mto the dead flesh ke
water soaks into a sponge. The body twitches onee,
and then drags itself to its feet. Your scalp fingles as
the dead eyes stare sightlessly into yours, and the
dead thief shambles to attack you. Will you fight the
Animated Corpse (turn to 82), or try {0 run away
(o to 1gz)?
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13
Very slowly, vou reach for the kev. The scorpion
doesn't move as you take it. Breathing a sigh of
rehief, vou turn the key in the lock and the gre.al‘inm
door swings open. You step through the doorway
(o to gl

4

Ihe men stare in amazement ag vou flick the knile
expertly bebween your Angers. It moves faster and
faster, lapping the lable bebween your fingers, but
never touching them. At the end of a minute, you
hand back the knile, smiling. The men hand over 1o
gold pieces. You fry to engage them in conversa-
tion, bul it guickly becomes clear that they know
nuthing of inferest b you. You will have to look
elsewhere for information. Whal will you do now?
You can ask Bald Mom what he knowes about Brass
{turn Lo 195}, or keave the Baland Ferret and try vour
lock elsewhere in the Noose (lom back to 203 and
choose againy).

oy

Yoni haul yoursell level with the top of the wall. To
o hormor, vons see that it s stadded wath glaf.l_-;_.
which has gradually been cutting vour rope as you
chmbed. The mstant you reach the top, the last
strand of your rope gives way, The ropeand grapnel
5 now useless: oross it off your Advemtiore Sheel, Roll
two dice, If the resull is equal lo vour SK1LL score or
less, turn to 257 I not, tum b zog.



16—18

16

Skirting carcfully round the palace, you find a
streteh of wall where you think you will have a good
chance of dimbing undetected. You look around
quickly, see no one, and start to climb. You have
nearly reached the top of the wall when you hear a
shout from below, The Palace Guard has spotted
you. What will you do now?

Keep on climbing?
Jump down and trv to get away?

Tum to 146
Tum to 390

17

Hardly daring to breathe, you set about disarming
the trap. After a few seconds of careful work, there
is a click, and a handful of small darts — no thicker
than needles - falls out on to the ground. In the
moonlight you can see something sticky ghstening
on their points: poison intended to kill thieves. You
are about to start work on the door when you hear
booted feet in the distance, and the unconscous
guard begine to groan, Rather than stay and ex-
plain, you dodge into an alley which runs down one
side of the building, locking for some way in that
lsn't quite so exposed. Turn to 210

18
You drop on the other side of the palace wall, but
the yoards are wailing fir you, and you are cut
down before you can get to vour feet: Yoo shounld
have known betler than to try to break into the
palace. Your adventure ends here

19—20

19
You reach out and touch the hunched figure. Tt
tums round with an inhuman snarl and you find
vourself staring into the burning, hate-filled eyes of
aGhoul. You have disturbed its nocturnal feast, and
now vou must fight to keep vourself off the menu.

GHOUL

if the Choul hits vou four times, tumm o 171, If you
kill the Ghoul, barmn to 57

SKILL B STAMINA 7

20
You reach in and touch the disc. Too late, you notice
the silver wire which connects it to the second
Crystal Warrior. Before you realize what has hap-
pened, you feel the crystal sword resting lightly on
the back of your neck. Your only hope 1 to try to
take the disc without activating the trap any further.
If vou have pick rocxeT skill, turn bo 208 If you do
ol b o gy,




21=22

23
Some instinct tells you that thire s something very
odd about one of the chests in the strongroom, and
vou leave hurriedly, desing the iron door behind
you. You've heard that some people build fake
stromgrooms [ull of trps just o make mincemeat of
thieves, and hide their valuables somewhere else.
What will you do next? You can examine the desk
{lurn to go), or leave the Merchants” Guild stealthaly
and search for clues in Brass’s house (i vou haven't
been there before) by turming to 156, or sef out in
search of the Bye of the Basilisk without looking for
any more information (e to 144).

22
Yo head for the Singing Bridge. You remember
heating something about a place undemeath it -
pethaps that's where the Eye of the Basilisk is
hidden. Guing down some steps at the side of the
bridge, you come toa small wooden hut, with the
words KEEF OUT painted on the door. Will you
knock om the door (turn to-3e7), or—if you have Fick
Lock skill or a set of lock-picks - try to pick the lock
(turn to1g41)?

23=25

a3
The corpse drops to the ground, but as you watch,
the specttal blue face cozes back vut of the dead
fiesh, and hangs in the air before vou, chuckling
evilly. It is a Possessor Spirit, and you must fight it.
IF vou have a magic weapon, tum to 142; if not, lurn
ik b

24
You hurry sibently across the darkened room, [eel-

ing your way along one wall. You feel another wall
m front of you, and quickly find a doorway and a
wooden door. You push and pull, but it doesn't
open, it must be locked. H you have rrce Lock skill,
lurn to 324 1f you do not, turn to 245

25

Hardly daring to breathe, you pick vour way
through the bones and other debris. It seems like
hours before vou are past the holes, but finally you
make it. You let out a sigh of relief, and as you do so
the Grubs shoot from their burrows again - you
shudder to think how sensilive their hearing is.
Tom to 84



26

26

You walk quietly along the Noose, looking lor a
begzar. All begears in Port Blacksand are members
of the Thieves” Guild, and they can be o very valu-
able source of information. After a hitle way, you
see Rargo the Wheeler rundlmg towards yoo along
the darkened streel. He was a soldier onwe, but lost
both his legs in a war many vears ago. Since then,
e has been reduced 1o begging, pushing himsalf
about the aty in a ittle cart. Bango recogniees vou as
vou approach, and greets you with a ned.

Heflo, young "un,” he says. "Oul on your test, ehi”
You nod, and ask him if he knows anythmg about
Orams. e shrogs:

Tust what evervbody knows,” be says. "He's a big
merchant, with a house by the Field Gate and an

office in the Merchants” Cuild. Can’t be much help,
Fim afraid .’ What will you do next?

Thank him and give him a gold

piece! Tum t 234
Coy boy the Bat and Ferret? Turn o 309
Visit Madame Star? Turm to 117

Or will you kever the Noose and
try elsewhere? Turm to-387



a7-29

*7
In your hury to get out of the cavern, you fail to
notice a series of holes in the passage wall. Six small
darts shoot across the passage at chest height. Roll
one die to see how many of them hat you. Each dart
that hits causes 1 sTamina point of damage; you
may halve Lhe total damage (rounding fractions up)
if you sucvessfully Test your Luck. If vou are still
alive, carry on down the passage to 1.

2B
You draw your sword as the men approach. and
back against the wall. The other customers scramble
oul of the way —they don’t want to get involved in a
fight. Fight the men one at a ime.

SEILL STAMINA
First THUG 7 &
Second THU G 6 &
Third THUG 5 =

Fight three rounds of combat, then turn to 332

=

You bry to prise the lid off the chest — vou are certain
that the kev to getting the Fye of the Basilisk lies
inside. As you attack the chest, you hear a faint
snapping sound from inside it, followed by a stony
creak from the second Crvstal Warnor. You look up
sharply, but are too slow to do anything about the
crystal sword which is descending vm vour neck.
Your adventure and your life both end here.

0

30
Your hair bristles as you approach the barrow -
yvou can almost feel the ancient power flowing
around you. The trees silhouetted apainst the dark
sky suddenly seem threatenming, their branches
reaching out to seize you . . . you shake your head
to dear out these wild ideas, and concentrate on
what you have to do. You walk rdght round the
barrow, looking for a way in, but as far as you can
e it is just a plain grassy mound. There is5 a
standing stone on one side of the barrow, but you
can't find any kind of entrance. If you have sror
HIDDEN skill, turn to 132, I vou don't, turn Lo 206.




21

33
The twior Skeletoms crumble back into dust, hope-
fully for good this time. You have hittle ime to cnjoy
your victory, however. for the Skeletom on the
plinth begins fo rise as soom as s two guards are
destroyed. Hefting the huge longsword which lay
beside it, the Skeletom Tawd advances ﬁh.'mlv
towards you.

SKELETON LOED

Every ime the Skeleton Lurd wounds you, you lose
2 STAMINA points, and the Skeleton Lord adds 1 to
its Attack Strength for the following round only. 1
you win, turn to 288,

SEIIL S STAMINA 6

-

3=
You look all the way around the smaller house, The

cnly way in seems to be a door om cme side. You try

the handle, but the door is locked. U you have Pick
LocK skill and vou wantto try to pick the lock; turn
to 211, M nol, or il you don’t want to pick the lock,
vou must decide what by do next. You can try the
house across the streel {with the coin symbol) by
turming trv 384, o7 you can give up on the houses
alfogether and go o the Merchants' Guild (i you
haven't alneady been there) by rebracdng your steps
to the Markel Square and turning to 129,

33
In an m=tant, the Shapechanger has bent the bars 1t

the cage back, and leaps oul to attack you. Fight it

normaliv.

SHAPECHANGER

If you win, leave the room and carev on Lo 155.

SETLT 1O BTAMIMNA TN

34

Thee room 15 about bventy feet squane, and entitely
hewn out of rock. an indication of how deep under-
ground you are. The only thing you can see in the
room is a large, golden-brown lizard, which lies
bleeding and apparently dead i one corner, Will
you go over and examine the lizard (turn to 228), or
leave the oom immediately and carry on up the
passame {turn bo 253)7



3538

33
You just manage to raise your sword in time to fend

off the attack. You have disturbed a Ghoul from its
nocturnal feast, and now you must fight to keep
yourself off the menu.

GIHOUL

If the Ghoul hits vou four times, turn to 171, If you
kill the Ghoul, turn to 57.

SKiLL B STAMIMA 7

36
There are just too many guards, You fight foras long
as you can, but eventually something crashes into
the: back of your head and everything goes black.
When you wake up, you are ina dungeon cell. Your
testis over, and vour life may not have much kmger
to run. Your adventure ends here.

37
You leap forward, and your first attack strikes home

before the Ogre has a chance to collect its wits. It
howls in pain, and clambers to ifs feet to defend
itself. Fight the Ogre normaliv.

DGRE SEILL B STAMINA IO

If vou win, lurn to 342

38
You aim a blow at the back of the guard’s unpro-
tected head. Roll bwo dice. I the resull is less than
your sKILL score, turn to 205. H not, tum to 3100

39

You look at the qmbﬂ?areﬁlﬂ}-‘. It is ome of the
secret signs of the Thieves” Guild, but part of il is
missing: fhe thief must have died before he could
finish it. You think it is the symbol lor illusion, bul
vou can't be sure. You pause for a few seconds o
ofter a silent prayer 1o the Cod of Thieves, asking
him to ook after the dead thaef in the next world as
well as looking after you in this world, and then vou
prepare to move on. Turn to 302,




40—-41

40
Your first thought is to hold your breath, so that the

deadly spores can’l gel into vour system - but you
are too late. Your eyes start to water and you begin
to choke, slumping to the ground in a fit of helpless
couphing, knowing that each breath brings more of
the spores into your body. Youradventure and your
lite both end here.

41
As soon as the wire is cut, the Crystal Warmor
attacks you.

CRYSTALWARRIOR skiLLi10 STAMINA 1S

If you are using a stone axe, fight the Crystal War-
nor normally. Otherwise, yon have to ose the
pommel of your sword, as the only available blunt
weapon — dedoct 2 points from vour Aftack
Strength during this fight. If vou win. you take the
obsidian disc (it counts as a backpack tem). Then
furmto 316.

4244

It's no good, you just can’t see any way out. You
have no option but to return to the Thieves” Guild
and report your failure. Your adventure ends here.

43
You reach the great stome slab at the end ol the

passage. It is immense, filling the height and width
of the passage, and it appears to be at least a couple
of feet thick. Will vou try to force it open (hum b
343). look for some hidden mechanism (turn to 303
only if vou have sroT HippEN skill), or look for a
way around the slab {fum to 198)?

44
One of the guardsmen takes your money with a

chuckle. ‘Al right,” he says. ‘We didn't see you this
time. Just make sure we don't see you again.’ The
patrol marches on. Tum to 177,



e b b -

45=46

45

You start along fhe balcony towards the landing at
the far end, but you haven't FonE iore thian a step
~r twowhen one of the doors — the first on the right —
pens. You stopdead. A white-clad higure comes
silently out of the rmom and begins to cross the
balcony towards you. It appears to be o young man
m a white robe. What will you dot

I'ry to hide? Turn bir 215

Rum ot of the house! T b L1a

Adtack? Tirrm toy 284
48

You go into the room. There's more freasure here
han you could ever carry, but a pocketiul of gems
will be enougrh to make you rich when vou get cutof
nere. Although the object of your test is Lhe Eye of
the Basalisk, the Guild didn’l say that you couldn’t
xeep anything else you found along the way, You
reach forward to pick up some gems - and suddenly
the pile of treasure rears up, and you find yourself
wrapped m the coils of a brightly coloured smaku.
Lose 2 STAMINA poinks as 3t sgquecres vou, You
have heard of the Scialis or lreasure Snake, which
s its prey with ilesions of treasure — you have
-.nle'n: for its illusion, and now Fou must fighE for
vour fie!

SCITALIS SEILL & ETAMINA ID

[Eviu win he Arst round of combal, the snake s not
wournded, bul vou have P*;ic'aprd froen its colls, 1



47

vou lose, you are still trapped and the snake
squeezes you for another 2 sTAMINA pants of
damage. You cannot wound the snake until you are
free of its coils. U you win, furn to 168,

47
You approach the door quietly, and listen at it for a
few moments. You hear nothing, all is quict in the
servants’ quarters. What will vou do now?

Open the door? Tum to 255
Go up the stairs? Tum to 368
Examine the suit of armour beside

the stairs? Tum o bz

48-50

48
You crawl daredly into the shadows, and close your

vves, waiting for the Gargovle to strike. The sound
of s wings comes closer and closer, and then it
suddenly recedes. You look cautiously upwards to
sae the Cargovie’s shadowy form back on its rooftop
perch. Obviously it didn't see where you fell; you
thank the gods of Tuck that it s too stupid bo keep
lwoking for very long- Add r vuck point for this
fortunate cscape. What will vou do now?

Try the back door?
CHmb to the rooi?

Turn to 159
Turntoog

b r
Sweat breaks oul on your forehead as, painfully
showly, you hift the disc off the silver wire. Then, just
at the wrong moment, an involuntary twitch makes
vou drop it, and it lands with a thamp on the silver
wire. The Crystal Warrior's sword bites into vour
neck. Your test and your life both end here.

o

The door 5 not ch'krd.sﬂ'r you open it and creep
stealthily into the room. It is furnished with a single
bed, a wardrobe and a dressing table. Someone —a
child, judging by the size — is aslecp in the bed. You
can see nothing of value in the room, just a few dolls
on the dressing table and floor. Suddenly, a floor-
board creaks loudly under your feet. The sleeping
fonm in the bed murmurs and sties slightly. Will you
go further mto the Toom (turn to 6o), or leave the
roo | b b 2od)?



51

51

You hit the door a second time, but siill it doesn’t
budge. The spores are thick in the am now, and
although the cloth over your face gives you some
protection, it doesn’t last for ever, Your eyes begin
to water, and you start to choke on the spores.
You sink to the ground in a fit of vncontrollable
coughing, knowing that each breath takes the
deadly spores deeper into your body. Your adven-
ture and your life both end here.

52=54

52
The symbol i familiar, but you can’t make it out.
You wish you'd worked harder at learning the
secret signs — this might be an important clue, and
vou have no idea what it means, If you have sroT
#HippeN skill, turn to 314 I vou donot, burnto 212,

33
Wood Golems are highly resistant to all forms of
magic. Your magical weapon will behave like a
normal weapon for this combat. Continue fighling
the Wood Golem.
WOOD GOLEM

I you win, turn to136.

SKILL B STAMINA 4

54

Your heart rises as you recognize the sign for a
hidden mechanism. There is a way out of here — bul
where? You look at the walls again, and suddenly
realize: that the brick on which the symbol is
scratched is loose, Pulling the brick out of the wall,
vou find a small lever. The door swings open with a
click as you push the lever down, and closes behind
you a5 you go back into the study. What will vou do
now? You can examine the desk (turn to ga), orleave
the Merchants’ Guild skealthily and search for clues
in Brass's house {if you haven't been there before)
by turmning to 156, or set out in search of the Eye of
the Basihsk without looking lor any more informa-
bon (tum to 144)



55-56

55
You put the key marked "L in the left-hand fock and

the I-;e:,r marked ‘B in the t':i;;h Ehand lock, and tm
them together. Tum Ao 335.

6

You reach into the gap. The tips of your fingers
brush something — a catch of some kind. This must
be the mechanism that opens the door. Yoo poll i,
and with a sickening thunk a row of spikes shoots
into your hand. The spikes are poisoned. Roll four
dice - if the resull is equal lo your current sTaMINg
or less, vou lose 2 s1aMina pomts. IF the result
is more than your current sTamiNa, you lose
4 STaMiNa pombs. Abso, you lose 1 SKILL point.
Go back 1o 43 and reconsider your options.

s F gt

57

The Ghoul falls to the ground at vour leet, twitches
once and s 586l After pausing to catch your breath;
vou investigatle whal it was eating. and find o your
diserust that i 5 2 human corpse. "':t-'arrhmEr the
chewed body guickly, you turn up 2 gold pieces and
d dageer. Make a note of them on yoor Adventure
Sheet, then tumn o 246.

58

It you have ricx Lock skill, roll two dice. 1f the
result is equal to your sk1Lt score or less, turn Lo
139: I not, or if vou do not have Pick Lock skill,
torn bo 2z,

39
As vou longe throurh the hail of missiles towards

the far sude of the room, you spol a door set into an
dfcowve. If you have sPor mipoew skall, tom to 126,
If you do not, tum to 317.



ho=#1

o
You move caubiously forward, and the personin the
bed - a voung girl - sits bolt upright with a shalter-
g seream. You have nochoice but to run betore the
whole household 15 woken. You hurry back to the
Market Square, planning vour next move. It's too
dangerous to go back to Brass’s house, so you will
have to do without any information that you could
have gained from there. That leaves you two op-
tons —either you can go to the Merchants” Guild, it
you haven 't already done so (turn to 129), or You can
hope that you have enough information to find the
Fve of the Rasilisk and sct out in search of it (fum to

144).

1
You shrnk back into the shadows, but your hack 1
out: you knock somcthing over as you do so, and 1l
falis to the foor with a crash. The breathing stops
abruptly. and you hear a faint proan. ¥hatever 12
there, you've woken it up. What will you do now?

Dizsh 0wt and chisnb up the
drampipe [if vou haven't

already done so)? Turn to 225
Dash ot and chimb to the roof by
some slher preans? lurmto g

Stand shill and hope for the best? Turm b1t



62~63

f2

The armour is about a hundred years old, and m
very good condition, Tt has been inlaid with gold
and silver, and it is probably guite valuable. You
can't carry it out with vou, though, 50 Lhere's no real
point in standing looking at it. You starl fo tum
away, and then you notice something behind the
armour, glinting yellow in the light from your hand-
lamp. You ran'l see what it is, and you're nol sure
that vou'll be able to reach it. L you want to fry, furmn
to 147 if vou have FICK POCKET skill, 1og if you do
not.

If you don't want to lry bo retrieve the object, you
can either go up the stairs (furn to 368) or try the
door under the landing {turn to 47).

B3
You cover your mouth and nose, hoping that this
will protect you from the worst of the spores, and
charge the door. Roll two dice. Tf the result is equal
Lo your S EILLscoreor less, turn (o 1go. If not. fom to

Tk

Madame Star shrugs. ‘Well,” she says, ‘T do have a
living to make, you know. 1 can't go round doing
things for frec_ " It's obwvious that vou'll get nowhere
without money. If you agree to her price of 2 gold
pieces, ake the money off your Adventure Sheet and
turn to 28g. If you don't have 2 gold pieces, orif vou
don't want o pay, vou will have to leave her house,
and decide what to do next. Will you:

Go to the Eat and Ferret {if you

haven'talready)? Turm to 300
Try to find a beggar {if you

haven't already)? Turn to 26
Or willl vou leave the Noose and

try elsewhere? Tum to 387

65
You cannol avert your eyes in time, and find vour-
self starmg to those big, glowing yellow eves.
They are the Last thing vou sec, as the Basilisk's gaz-
turns yvou to stone. Your adventare ends here,



(1

tits

Bald Morri takes your money with a scowl, cears fus
throat and spits. ‘Brass,” he says, s a yellow metal,
analloy of copper and zinc. " You start toexplaim that
vou meant Brass the merchant, but he inlemmupts
: i.rq:u. That's all you're getting for that kind of
money,” he growls. Wow drink up and be off.” You
have no aption but 1o finish your drink and leave the
lavern. What will you deo next?

Try to find a beggar (if you
whavm't already)? Tum to 26
Visit Madame Star (if vou
haven'l already]? Turn to 117
Or will wou leave the Noose
and try elsewhere? Tom to 387

769

Helding your forch before vou, you edge closer to
vour shadow. It tades as the light steikes it, becom-
ing less substantial as you move closer. It seems to
senise the danger ol the light, sitce it makes no move
W attack you as vou head for the passage that leads
out of the cavern. Uf you have srot nIppeN skill;
L to 381 1F you do not, tom to 257,

B
You can’'l see whatever is throwing the furniture
about, but as a small able rises into the air and flies
towards vou, you realize that there isa Poltergeist in
tne moom. Will yon back out of the room (tarn to
121}, or try to make it 1o the other side (turmn to 339)7

6y
You lind a passage leading out of the chamber and

hurry down it, eager lo escape lhe spores. The
passage forks, and you cansee a number of turmings
leading off from each side of either passage, like a
maze. Do vou have a map? If you have, tum to 362;
if not, tam to 8z.



Fa=71

7o
You put your ear against the door and fisten, but
hear nothing. What will vou co w2

Gu into the room? Tum o 50
Listen at the door on the left? Tum o277
Listen al the second door on
the right? Turn to 76
T

Your finger is cut, but not seriously. You have Jost
the game, and the men insist that vou pay up Do
yim have 5 gold pieces? If you have, cross them off
vour Adoemture Sheet and tum b 227 If you do not
have s gold pieces, turn to 112,

7273

You climb rapidly, and are halfway up the wall
before the Footpads even realize what youn arc
doing. Tum to 226

73
You realize that vou can’l harm the Gargovle with-
out a magical weapon, but there may be another
way of dealing with it. Do you have:

A Tope and grapnel? fum o125
A black hooded cloak? Tuorn b 263

A length of heavy chain? Ium to 340



74-76

i 3

The guard does not seem to be particularly alert. He
leans against the wall a few feet from the door, and
{rom the way his head keeps nedding, he appears to
be on the verge of dropping off to sleep. You can Ly
srpcaking past him (i you have sneak skill, fum to
326, if vou do not, tum to 372) or bobing him {lurmn (o
345), or you can look around the building for an
ungruarded entrance (turmn to 210).

73

You approach the frees carefully, your eyes fixed on
the place whene you last saw movemenl, As you
draw closer, you can see movement again — there is
definitely something in there, butit's too dark to see
quite what itis. Tumn to 358 if you have sNEAK skill,
127 if you don’t; or vou can decide not to investigate
further, and head straight for the Merchants' Guild,
avording the trees — turn to 246,

-6

You listen at the door, bul hear nothing, Pushing it
gently open, you see a young man in a large four
poster bed, sound asleep and snoring softly. A
glance round the room reveals nothing of interest,
=0 you leave, chosing the door softly behind you.
What will you do now?

Listyery at the next dioor? Turn to 7o
Listen at the door across the
passape? Turn to 277

Try the door at the other end
of the landing? Turn bo 321



7778

O you can leave the house, and do one of two
things. You can try to find the Eve of the Basilisk, if
vou think you have enough mformation (turn to
144), or o can Jook for mere information n the

Merchants' Guild, if you haven't been there before
(burn to 12g).

The garden is old and n»-zr?hmmn. maore like a jungle
these days, but in places you can still see traces of 2
Aowerbed, proving that it used to be = warden.
Heading towards the blackened cleanny wher= the
house once stood, vou see what looks like 2 stalue 2
few yards to your left. Will you inspect the statue
(turn to 301) or go straight across whal was once the
lawn o the site of the house (furn (o 287)7

You draw your sword anzﬁback against a wall as the
Footpads close round you. One massively built
villain steps tonvard, armed with a length of heavy
chain. ‘Well, well,’ he chuckles unpleasantly. It's
wot asvrord. Come on, then—let's see how good you
arel” You must fipht the Footpad.

FOOTTAD

Tf you roll double 1 on your altack dice at any Lume.
‘st yuner Luck. T vou are Lucky, carry on fighting Il
vow are Unlucky, turn 10 166_ 1 you win, fnmio23 8.

HKILL & STAMINA D

7981

9
Going through the door, you find vourself in a
passage, which leads off left and right. Will vou jz0
beft {Lurn to 241} or right (lurn lo 351)7

Bao
You walk stealthily down the side-allev, which
appears o be deseried. Will you open the door (turn
e 159), chmb the drainpipe (furn to 228), or leave

and continue walking round the building (turn Lo
2717

H1
Oninstinet, vou sel ot down the lett-hand passage,
but yom are not sure which is the right way, and
spon you realize thal you are lost in a maze of
tunnets. Test your Fuck. If you are Lucky, hom to 178,
Tf you are Unlocky, turn to 370.
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82
You stand firm, with your weapon ready, as the
Animatid Corpse shambles towards you. Fight it
normally.

ANIMATED CORPSE SKTLL 5 STAMINA G

Becaus it moves so slowly, you can run away (hurn
to g2} after winning a round of combat if vou wish
If vou destroy the Animated Corp=e, turmn o 23

B3
You head for the door, but belore you reach il you
step on something under the carpet. Thereis a loud
click. Turn to 106.

H“ -
A few yards further on, the passage widens again,

and is Faced with dressed stone as before. You come
to a dooe in the right-hand side of the passage. Wall
vou listen at the door (tum toge), Uy toopen it {tum
to 140}, o ignore it and carry on dowen the passage
{lurn to 37407

85

Your mind works guickly, and you decide that the
casiest way to defeat your own shadow is 1o stop
casting it But how? I vou have mipe skall — you
must have the skill itself; a black hooded doak isn't
gierd enough here — roll two dice. I the result &=
equal to your SKILL soome or jess, tumm to 184 I the
resull is more than yvour ski L score, or if vou don't
have Hioe skill, turn fo 3310

B6—57

B

Something makes you suspicious, and you decide
lo make sure that the Dwarf is telling the truth.
After all. the dead thief you passed was severely
wounded m this room, yet there's nothing here
but a caged Dewarf without a scratch on him. "Who
15 the Master of the Thieves' Canld? yon aske T the
Dhwarf is really a thief, he will know the answer.

The Dwarf does nol answer vour question. He
reaches throongh the bars of the cage, bryving to catch
hold of you. He seems lo grow bigger; his skin
beciames green and scaly, and spines erupt all along;
his back. With a ferocious snazl, the Shapechanger
bends the bars of the cage, preparing to attack you.
If you want to stand and fight the Shapechanger,
turn b0 33 If you prefer o leave the room before it
frees itself, Toll two dice. If the result is equal to
VOUT SKILL score or less, turn to 22¢; if not, tum

ko 367.

iy

Carefully, you move the obsidian disc into the light.
As the hght shikes the disc, it is absorbed, and
the disc is unharmed. You reach carefully beneath
the disc to take the - The dhsc 18 very heavy to
hold steady in the light one-handed, and it begins
t waver — roll two dice. | the result 5 ogual to
VOUur sEiLL score or less, turm to 214 if not, turn

tr 380,



B8

B8

You notice something glinting in the blanket of
mould that covers the end of the passage. Looking
doser, vou see that it is metal - part of a doorknob,

by the Jook of it. You reach to tumn the doorknob,
and then vou see something else. To one side of the
door that mustbe underneath all the mould, there is
a lump which you thought was just an irregularity
in the rock. But as you look more closely, you can
see that it is a body. The mould has grown over il
and ohscured its shape, but it is definitely a body.
You stop and think. You remember heanng some-
where that there are tvpes of mould which fire
clouds of spores into the air the moment that any-
thing disturbs them. The spores are poisonous, and
rause death almost instantly, giving the mould a
fresh supply of organic matler to grow on. The
problem is, you have to open the door without
disturbing the mould.

If vou have pick rocket skill, turn to 1g97. I not,
what will you do? Will vou try to burn the mould
away with vour torch (fem to 160), or cover your
rewse and mouth, charge the door and hope for the
best (tum to115)7

Al last the Chest Creature is destroved. A rapid
scarch of the strongroom reveals nothing of mterest
except a small silver whistle {make a note of this on
vour Adoewture Sheret if you take it — it 18 nol a
backpack item), and you turmn your attention to how
vou are going to get oot The door s dosed fast, and
no amount of pushing or pulling will shift it. There
= no kevhale on the mside, so you can't pick the
lock. You are aboul to give up in despair when you
st a symbol scratched on the wall. Tum to 54 i you
have secreT sicnsskill, 349 if vou don't.



go—g1

D0
¥You search the desk thoroughly, There are three

drawers on one side; two are locked, but you find
bl kf'}’i- iny i third drawer, and vnlock them, In
the desk viou find the following:;

2 kev, marked with the letter L7

coins lokalling 1o pold peces;

: deed of purchase, showing that Brass recently
bought a piece of land called Barrow Hill;

a ketter from the Wizard Brabantius, telling Brass
fhat “Ihe Barrow Hill properiy hus been refitted according

£ g TasiTICORS

Make a note ol anything vou take on vour Adventure
el The two documents are an important clue:
make 3 note of the number of this paragraph on
vour Adventure Sheet. What will vou do next? You
wan #xamine the iron door (turn to 377), or leave the
Merchants" Guild stealthily and search for clues in
Beass's house (il you haven't been there before) by
turing b 156, or set out in search of the Eye of the
Basilisk withoul looking tor any more information
i gLk EE NS

g1
Your hold vour breath and throw vourself at the
docr. There's no Hime to think — vou must try o
break down Lhe door and get out of the deadly
doud . Rell two dice. I the resull 5 equal to vour
SN EL L 500re or less, tirn b 1907 if not, fum to 1o7.



92-95

gz
You open the door, and throw the bottle info the
darkened room. Ut breaks against the floor, and its
contents spill out, dispelling the magical darkness
and lighting the room brightly. If you have killed the
monster in the room; turn 1034 f not, tum to zoo.

93
The sign tells you that the door is trapped. If you
have sroT HIDDEN skill, tumn to 153, If not, you
decide to leave the door alone and look lor some
uther way in— turn to 210.

94

You feel vour way along the cavern walls, and
firally find the entrance to the passage. Yoo daren’t
light a torch until you are well dear of the cavern, so
you grope vour way forward in darkness for a few
paces. Suddenly you stumble, and as you do =0 you
hear a click followed by a shower of darts flying
above your head. Gain 1 LOCK point for your lucky
fall. If vou hadn't stumbled, the darts would surely
have hit vou. Tighting a torch, you follow the
passa e o 191,

95
You retreat from the room as guictly as vou can.

That dog luked awlully big, and the last thing you
want to do at the moment is to have it wake the
whele house with its barking. You dedide fo try the
upper floor - turm bo 368,

gh—gH

g6
You lash out at the nearest Footpad, but he parties

the blow with a chair-leg and the gang closes round
vou. You shrink back into a deep doorway, clutch-
ing your sword in both hands. The doorway gives
vou a limited amount of cover, so that the Foolpads
can only come at you one al a time. Fight the first
three Footpads normally.

SELL STAMINA
First FOOTPAD 7 i
Second FOOTPAD i 3
Third FOOTPAD 5 &

Tf vou defeat them, hurn to 1g6.

-7
You trv to dodge between the guardsmen who
surrournd yvou. Roll two dice. 1 the result is less than
or equal to your sKILL, tum to 88, If the resolt is
more than vour skru, burn b 162.

g8
Your torch gquickly ignites the Wood Golem, and it
stumbles about, burming fercely. You keep out ofits
way untl it i destroyed. Turn to 136




9101

9%
The first Crystal Warrior fies shallered on the floor.
You watch the second closely, but it does nol move.
You take a look at the chest; it is securely locked.
Turn to 360 if vou have #1cx Lock skill. I not, you
cannot open the chest. Leave the room and tum &y
316.

10a
You look at the stone carefully, frying to make out
the design. It locks something like the Thieves sign
meaning ‘mark’ —a victim or target. Very strange.
Whatever it means, you still can’t find any way into
the barrow, so you slart to look arcund the garden.
Iurn to7y.

1irl
The guard looks al your money, his eves narmowed.
Is that all?* he laughs. The Thieves' Guild must
have fallern on hard limes indeed!’ Then he levels s
spear and attacks you. Your money falls to the
pround with a jingle as vou dodge his first blow and
draw vour sword. Turn tir 131

1n2—-103

You recognize the symbol as one of the secret signs
of the Thieves” Guild. Another thiel has managed to
gel this far before you. You try not to think about
what hies ahead that prevented him or her from
reaching the Eye of the Basilisk. The secret sign tells
vou that there is a hidden door, and as you lean on
the plinth it glides back smoothly, revealing a flight
of steps gomg down. You lollow the steps (tum to
Jo0).

193

You move quietly to the table. The piece of paper
seems to be a letter. It has already been opened, o
you pick it op and read it. It addressed toa Captain
Marlin, and concems a trading vovage that he is
about to undertake on behall of a merchant called
Silas Whitebait. There is no mention of Brass at all -
viery strange. If you dedide that you're in the wrong
house, you can leave and turn to 384 to look at the
bouse across the street, the one with the coin sym-
bol. If you want to investigate this house further,
turn B 318 fo examine the door at the end of the hall.



104—105

04

The safe is firmly sel into the wall behind the
picture; you estimate that the door is about four
mches thick, and realize that vou wouldn't be able
1o foroe 1t open evien if you knocked the wall down
around it. It has two locks, one either side of the
wheel-shaped handle. If you have a key marked ‘T,
tum to 273. If you have a kev marked ‘R'; turn ko
124 H you have both kevs, tuom by 550 If yono have
neither kev, you can try to open the sale il you have
rick Lock skill {turn bo 165), yun ran search the
desk if you haven't done so already (turn Lo £43), or
you can leave the study, either going back on to the
Landing {lurn to 325) or out of the window {lurn o
306).

e

Breathing hard. you limp away [rom the dead
guardsmen. You don't stop to rifle their bodies,
someone is bound to have heard the noise of the
fizht, and reinforcements could arrive at any mo-
ment. You go on your way, staying in the shadows
and avoidimg the main strovts as yvou look for Brass's
house. Tom to ¥77.




106=108

1ah

Suddenly a small panel in the wall at floor level fies
open, and a Jib-Jib - a small, strange-looking oea-
ture, httle more than a furball on legs — fiesoul. You
have to kill it in a single blow - vou know that its
howling is loud enough to be heard in Zengis, and
will bring guards runming to the scene. Attack the
Jib-lib normally.

HE-TH SKILL I

1 you win the first mound, turn to 398. If not. tum to

388,

STAMINA 2

157

You hurl vourself at the door, and the ar s sod-
denly filled with a dense mustard-coloured doud of
spores as the wood quivers at Lthe impact. The door
doesn’t open, and vour pentap breath escapes
belore you can try again. You begin fo choke on the
spures, and vour eves begin to water. You slomp to
the ground, coughing helplessly and knowing that
each breath takes the deadly spones deeper wmito
your system. Your adventure and vour ife bothend
here.

Toh
Adler first checking to make sure that the coast is
clear, you begin to cimb the drampipe. I1's an easy
climb, so it doesn't matter # you don't have CLIMB
skill. Test your Luck. 1 vou are Locky, turn 1o 238. 1f
youware Unlucky, tum to 375.

1H=111

109
You reach carefully behind the suit of armour, and
vour fingertips just graze something. You stretch a
littke turther, and accidentally brush against the
armour, You hardly touch it, bul it is enough to
upsel the precariously balanced armour, shich
twopphkes over with a crash. Immediately, a dog
staris barking behind the door onder the landing,
and you hear people stiming upstairs. What will
you do?
Fun out of the house? Tumtor
Stay and bighl anyone who comes?  Turnto 336

Or will you hide and hope no ooe finds vou? Tf you
have Heiok skill, mm to 170, If you do nof, turn to
254

g
You leove the house quickly and quietly, and return
through the night to the Market Sguare. What will
vou di next? You can go to the Merchants' Guild if
vira haven't been there before {turn to 129), or you
can iry to find the Eye of the Basilisk using only the
mfvrmation that vou have found so far {turn to 144).

Il
You Lich out with your weapon, but it passes
through the insubstantial Spirit asif it weren't there.
Ihe Spint chockles again as vou turm lo run, and
vou feel it sucking vour very soul from you. Your
adventune and vour hife both end here.



112=~113

11z
The men stand up angrily when vou tell them that
you can’'t pay off the bet, and one ol them pushes
you roughly against the wall. Will vou:

Fight them? T to 28
Try to run away? Turn 0333
Offer them something else? Turn to 283

113
Your mind works quickly. There is some kind of
sorcery at work here, and you don't like the idea of
fighting your own shadow at all. Then you have an
idea. Shadowse are caused when something blocks
out light - they are patches of darkness. Now if the

shadow that's preparing to attack vou is made of

darkness, then vou can probably use another source
of light — such as the torch you are carrying - 1o
dispelit. You hold the torch high, trving fokeepitin
a pesition whiere it will dispel the shadow cast by the
torch on the wall. Turm to 67.

114-115

114

You douse your torch quickly and shrink back into
the shadows as the Ogre awakens. Although you've
never seen an Ogre before, you can tell at a glance
that you'd rather not fight it unless you have to. The
Ogre comes straight for you, sniffing frequently,
and with a sinking feeling you realize that the
darkness doesn’t hide you from its sense of smell.
Turn to 328 and fight the Ogre, subtracting 2 from
vour Attack Strength because of the darkness.

115

You decide that the only thing to do s to cover your
nse and mouth to protect you against the worst of
the spores, charge the door, and hope to break
through to the other side before there are too many
spores in the air. What do you have to cover your
face with? If you havea black hooded cloak or some
Tags bted roumd your feet, trm to B3; if you have
neither, you will have to make do with just holding
vour breath - turn to 172.



11h

116

The sound of the crash brings prople to their win-
dows all along the streel. Some lean vut of their
windows with lantermns and candles, rying to see
whiat the noise was. You huddle in the shadow of a
doorway, praying that they won't spol you. Aftera
[evw minutes, evervone goes back to bed. You stay
where you are for a few minutes more, though, o
give them time to get back to sleep. Then you decide
what to donext. There 15 na way in via the drainpipe
now, but if you have cLime skill you may Uy o
reach the windows by turming to 238. If you don't
have ¢ 1 imn skill, or any dimbing equipment, vou
huve a choice, If vou have PicK Lock skill, you may
try to open the front door by furnimg e 276, Alterna-
tively, you may go back via the Market Square i the
Merchants’ Guild, if vou haven't already been
there, by turning to 12¢. If you can’t do any of these
things, or don't wish to, turn to 144: vou might be
able 1o find the hiding-place of the Eye of the
Basilisk without any [urther information, who
knowws?

117-115

g

You walk along the Noose towards Madame Star's
cutiage. Your trained eyes pick oul a number of
beggars, pickpockets and cutpurses skulking in the
shadinws, but no one bothers you. Evervone in the
Noose knows thut you are an apprentice on your
test. Fmally, vou reach the little fumbledown: cot-
tage where Madame Star hives. She s a little sur-
prised when she answers the door, but offers to
read your luture for 2 gold pleces. If vou have 2 gold
picres, turn to 28g; if not, or if you do not wish to
Pay. lum toég.

118
You manage fo prise open the lid of the chest. Inside
i5 a disc of black obsidian, almost a foot acrosy and
sa highly polished it reflects the light of your torch
fike a mirror. You reach in to take it. If you have
sroY HIDoE N skill, ban to 18z If you do not, turn
to20.

TS

You stand wvery skll, your heart in your mouth.
Tron't hurt me,” whinesa plaintive voice. 'I've done
no harm. All T wanted was somewhere to sleep oot
of the weather.” You have caught a beggar, who
sneaked in here to sleep. Will you pretend o be a
gnard and order him out {turn to 330}, or kell him
that you are a friend (tum to 2g1)7



TI0—I2T

20

As vou are examinmg the strongroom, you hear a
wift grating sound, and see a3 movement from the
comer of vour eve. Tuming round, you are amazed
t find yourself being charged by a chest—at least; it
looks like a chest, but it has a stumpy leg at each
cormer and it gnashes its lid viciously. Yoo turn
fl=e, but the iron door dangs shut! Youw are trapped
and must fight the Chest Creature.

CHEST CREATURE SKILL 5 STAMINA G

If you win, tum tn Bg.

121
e Poltergeist altacks once more as you run across
the rcom. You plunge towards the door, wishing
theat it was something vou could at least fight.

POLTERGEIST SKILE B STAMINA O

Rofl for Attack Strimeths as normal, bul if you win,
you have not wounded the Poltergeist, mecely
T gsd its missile. If the Poltergeist wins, you fiwss
1 sTaMiINa poinl. Fight one round of combat, then
leave the room and go back along the passage to bry
the other way - tumn fo 351.




122-125

T2
You dodge inte a shadowy doorway and stay very
still. As vou watch and wait, a two-man patrol from
the City Guard marches past. You hold your breath,
but they don't notice vou, and continue on their
way. You breathe a sigh of relief once they have
passed, and slip out of the shadows (o look for
Brags’s house. Turn o177y,

123
What kind of weapon are you using? If you are
using a magic weapon, furmn fo 53. If you are using a
torch, tum to g8, If you are using any other kind of
weaporn, turn 1o 183,

124
You put the key in the right-hand keyhole and tum
it slowly. If vou have picx 1ock skill, you can pick
the left-hand lock with your other hand (fum o
335). It you do not have this skill tum to 202

125

Hanging on to the drainpipe with one hand, youo
struggle o unpack the rope and grapnel, and you
hurl it as the Gargovle prepares to swoop down on
vou again, Remember to cross it off your Adventure
Sheet. Roll bwo dice. If the result is equal to your
skILL score of less, vou hit the Gargoyle — tum o
232, If mot, you miss — turn &0 38g.

126—-128

126
As vou plunge towards the door, you spot a slot in
the cesling above it, the sort of slot which might
house a porteullis or some other trap. Will you keep
on towards the door (humn to 337}, or turn round and
iy to leave the room, by the passage (tum to 152)7

AR

You approach the trees, moving as quietly as you
can. You have lost sight of the movement, and as
vou draw closer you step on a twig, which snaps
loudly in the still night air. Barely an instant later, a
snarling figure hurls itself out of the darkness at
vou. Roll two dice. It the result is less than or equal
o ¥our sKi1LL soore, tum to 35, If the resull is more
than your sKILL score, turn to 313.

128

You pick your way caubously through the debris,
but after a few paces your foot knocks something
with a fant tap. Instantly, the Grubs shoot from
their burrows, with their mandibles dicking all
around yeu. You fail at them with your torch and
trv to fight your way clear, but not without some
mjury. Holl one die to see how many sTAMINA
povines you lose. You may halve this amount (round-
ing frachons up) f you successfully Tes! your Livck.
Tom to 84.



120-130

124
The Merchants' Guild is on the south side of the
Markel Square, opposite the Noose. The square is
yutet now, all the market stalls have been packed
away, and yvou see no one as you make yvour way
across. Yon keep to the edge of the square, hu,ggmg
the shadows — the last thing you want & to be
stopped and gquestioned by the City Guard, tonight
of all nights. When vou are about halfway across,
vou suddenly nobice a movement among a dump of
trees in the middle of the square. If you dedde to
investigate the movernent, tum to 75. If vou prefer
tor #gnore it and carrv on towards the Merchants'
Cuild, turn to 296.

130

You pick ap a stone from the floor of the chamber,
and throw it at the gem. As the stone passes
through the column of light, there is a brilliant flazh,
and it is destroyved . Yoo try anothes stone, and it too
is destroved. You search the room thoroughly, but
can lind no means of tormimge the hight off. What will
you do now?

Take the gem? Turn to 26g
Try to Block the light with
something? Turn to 292

O will you @wve op, and mwhom to the Guild to
report your failure?

131133
131
Fight the gpard normally.
GITARD SHILL & STAMIMNA 6

if the fight lasts more than three rounds, tom to 254,
1t vou wan within that time, Lurm [0 337.

b

You hont all round the I‘:«j-::'n:w, but can’t find any
way in, it seems o be no more than a [eatureless
grassy mound. You are about to give up when youo
notice something scralched fainily into the standing

sione wimich stands fo one side of the barrow. Turn
to £o0 if you have SECRET s1GNs skill, 344 if you
domt

33
Are you using a magical weapon? L you are, turn to
158_ If not, furm o 18a.
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134135

134

The door opens with a soft chick, and vou find
voursell in a large stodv. A hoge wooden desk
stands against one wall, and also in the room are a
bookcase and a few plush-looking chairs. Above the
desk hangs a life-size portrait of a middle-aged man,

very well dressed and obviously wealthy: Brass the
merchant. The windows to the room are barred, but
the bars can be opened from the inside. You close
the door softly behind yon, and advance into the
room, What will vou do nesd’?

Search the desk? Turn to 143

Search the rest of the room? Turnlozqz

Leave throwsrh the window? Tum to 306
135

The door opens and you stagger back into the
datkness, throwing the door shut and bolbing it
behimd you. You lean against the door, rving to
catch your breath, but the pounding on the door
rerminds you that the bolt won't hold lor ever— vou
need o find some way out. The goardsmen ham-
mering on the door must have woken the house's
owner, for vou can hear sumeone stirting upstairs,
You hurry fo a window on the other side of the
room, and dimbout. By the ime the gusardsmen get
intor the house, you will be long gone. Turn to 177.



136—138

136
With the Wood Golem destroyed, you are able to
lowk through the dovrway into the room beyond. It
is a small room, barely ten feet sqnare, and it s filled
with a hupe pite of gold and gems. None of the gems
looks particularly big, but the Fye of the Basilick
might be in here sumewhere. i you search through
the treasure, turn to 46. Tf vou ignore it and carry on
up the passage, turm to 374

137
Before you can do anything, you are struck by a
vivid blue spark. The world suddenly gets bigger.
and a vast hand picks you up by the long green tail
you seem to have acquired.

You'll et used ko it after a while,” says Nicodemus
the Wizard. ‘It's not a bad life, being a newt — just
watch out for big fish!” With that, he throws vou in
the river. How will you survive? Well, one thimg's
for certain — vou've failed your test. Your adventure
ends here,

138
You creep into the darkened room, but after a
couple of paces a floorboard creaks loudly wnder
your feet. In the darkness, the snoring stops. What
will you do?

Back guictly out of the room? Tum to 315
Stay still? Turn to193
Carry on into the room? Turmn to 260

139-142

|

The lock is the most mml?‘;'tex verr have ever seen,
and i seems to take torever to pick it, but eventually
the last of the femblers clicks back and the door
swings open with 2 barely audible creak. Turmn to 7g.

140

You fry the handle of the door, and give it a shove.
You are aken completely by surprise when a plank
whips round and hits vou! Lose 2 STAMIN & points.
The ‘door’ unfolds itself into a great humaneid
shape. It is a Wood Galem, and you must fight it

WwWOoOD GOLEM
When you win a round of combat, turn to 123,

sElLE 8 STAMINA A

141
You start b pick the lock, but abmeost as soon as you

do so, the door flies open and you are confronted by
an old man with a long white beard . He looks angry.
What will you do? Whatever you decide to do, turn

in s ol
ET
Fight the Possessor Spirit normally.
POSSESSOR SPIRIT  sEILL 10 STAMINA IO

Every time vou lose a round of combat, you lose 1
LuCcK peoint in addition to the usual 2 sTaMINa
points. If you win, tom to 323



143-144

143
You search the desk carefully. There are some pap-

ers relating b business deals m which Brass has
been involved recently, but vou can't find anything
about the Eve of the Basilisk. You may help vourself
tu a silver paper-knife worth 5 gold pieces. but you
lind nothing clse of nterest or value. What will you
do next? You can search the rest of the room (fum to
242), leave the room via the window (turn o 308), or
leave via the door and inveshgate the doors at the
other end of the landing {turn 10 325).

You think about the in:-{?.inml'il:ﬂ'r vou've collected
and the obstacles vou've overcume. You must be
close b the Eve of H'w Rasilisk by now - at least, Vo
now know where il is hidden. You do know, don‘t
you? Whure will you look for if2

Clock Street? Turn o369
Singing Bridge? Tom oz
laord Azzur's Palace? Turn to 167
Barrow Hill? Turn tiy 28y

145-146

45
s vou pick the lock, a jolt of electricity lashes up

your arm, throwing you across the room, lose 4
sTaMINA points. I you are still alive, you opén the
chest Tnsideis a dise of Black obsidian, almaosta foot

ac7oss and so highly polished it retlects the light oi

vour torch like a mirror. You reach intotake it. Tom

to 182 il vou have sroT HIDDEN skill, 20 If vou
don'k

146
Climbing rapidly, vou reach the top of the wall, with
arrows whistiing past you. Test your Luck. Tf you are
Lucky, tum to18. U you are Unbucky, turn to 329



147

147
You reach carefully behind the suit of armour, and
graze something with vour hingerips. You realpse
that the suit of armour 15 probably fairly onstable
withou! someone inside to hold it all together, and
that it wonld make a homible noise iF vou did
happen to knock it over, so you don't bry Lo stretch
any further behmd it. After what seems like hours,
vou manage Lo shift the object so that you can pick it
up, and vou withdraw your hand carefully from
behind the armour. You open vour hand losee what
¥ou have found, and discover that it is a gold plece.
It must have been dropped in Lhe hallway, and
rolled behind the armour without anvone nobicing.
Make a note of il on your Adveninre Sheel, even
thouph it was hardly worth the effort. What wall yoo
do now? You have the choice of going up the siairs
(turn to 368), or investirating the door beneath the
landing (tum o 47).

148—149

148
Roll two dice. IF the result is equal to vour sxiLL
soore or less, tum to 8. If not, you fail to make the
jump and fall in - tum to 2.

149
Trving not to let the guardsmen see what you're
doing, vou reach behind you and feel along the door
until vou find the doorknob. Test your Luck. If vou
are Lucky, fturm to 135, if you are Unlucky, turn 1o

T



150-152

150
Tou find yourself in an alcove looking mnto a small
burial chamber. The chamber is rudely bailt, and
soll biters m through the slabs of the walls and
coiling. Aa ancient body livs mouldering on a plinth
n the centre, with a longsword by its side, and twe
piles of bones show where other bodies once lay.
Suddenly, the bones are stirred by an unseen force,
and gather themselves into Skeletons, each armed
wilh a spesr. They raise their spears and advance
owards you. U vou stay in the aleovs, tarn to 366, 1
voll ddvance to meet them. hurn to 233.

151
fou shout - vou hope vou sownd ferocious - and
harge the nearest of the Footpads. Roll two dice, If
the result is equal bo your SETLL seore ot less, turn to
24 U not, form toegh

i52

You throw vourself across the voom, with bric-d-

brac llying all round you. The Pollergeist attacks
u Hhree fimes as vou runt acrioss the room:,

MPOLTERGEIST SEILL 6 STAMINA D

Roll for Atteck Strength as normal, but i vou win
ou have not wounded the Poltergeist, merely
dodped its missile. If the Poltergeist wins, you lose
1 sTamina point. Fight three rounds of combat,
then leave the room and runback down the passage
Liirn b 351 )



153154

153

Siraining vour evesin the darkness, you see a serics
of long, siraight cracks near the lock. U looks
suspiciously as though there i a dip-open panci
which throws something nasty out when anvone
lampers with the lock, Will you try to disarm the
trap (turn to 173) or leave it alone and ook for
another way in {turn to 210)7

154
Yo run across the cavern as fast as you can— if you
can get cut of the light., your shadow should dis-
appear. While you are running, your shadow
attacks you three limes, Fight three rounds of com-
bat; vour shadow has the same s« LL S00E 35 you
do. If vou win a round, you have not wounded vour
shadow, merely evaded ils attack — vou are too busy
runming te fight back. TF vour shadow wins a round.
you are wounded as normal. After three rounds,
you teach the far side of the cavern. If you have
sFOT HIDDEN skill, turn 1o 381, Tf you do not. om

to 27,

135

155

You carry om down the passage. It narrows abrupt.
'y, and the dressed stone walls give way to rough-
hewn ook apain. Soon VI See why, Both walls are
:ji.!ﬂii"d with small holes, about three inches acTiss:
telween the holes, the floer is littered with bones
znd other rubbish. A rat, disturbed by the light of
your torch, skitters down the passage in front of
vou. As it goes, it disturbs some of the rubbish,
and instantly a sharp-jawed. caterpillar-like creature
- something like 2 Rock Grub, but smaller and
faster — shoots from each of the holes, attracted by
the noise. The rat doesn't stand a chance, and is
quickly torn to pieces.

You wait for the Grubs o retlurn to their holes, and
then move forward caubionsly. You must move
absolutely silently in erder to get past without dis-
turbing them. Turn to 25 if you have sneax skill,
18 if vou don't.



156—157

156

Tou set oul towards the Field Cate. The area be-

ween Malace Street and Field Street, near Lord
Azzur's palace, is the richest part of town, and you
enow that you will have to be espedally careful
there. The Uity Guard is doubly watchin! in that
part of bvwn, always keen that the people with the
mone¥ should see them doing therr duty. After vou
fave gone a few vards down Thread Street, vou see
z bobbing light approaching, and hear the sound of
booted feet. If you have sqior skill, turmn to azz, If
vou do not, turn to 293.

18
Ihe monster, whatever ?tlll is, slithers oif into the
darkness. You hear it thrashing about for a few
seconnds, then silence. Cammying on across the roomn,
vom feel your way to the far wall, and after a few
secomds” groping vou find a door, You try the
handle, but it won't open — it must be locked, I vou
fave PICK Lock skill, om te 324, If you do not have
FIcKE Lock skill, vou will have b trv to break down
the door. Roll two dice —if the resull is equal to your
SKILL score or less, you have sucoveded — tom to
324. If not, lose v sTasuna point [or a bruised
-houlder and try again. Keep trving until yon break
down the door or die in the attempt.



158—160

158
There is nix way that you could have picked up 2
magical weapon by this stage in the adventure
—vou've been cheating! Co back to 1 and start agamn
—but do it honestly this ime.

159

You try the handle of the door. It is not locked, and
upers with a faint creak. You step cautiously inlo a
darkened room. By the light of vour hand-lamp,
you see that the room is furnished with a long lable
and several chairs — possibly it is some kind of
meeting-room. Al the same time, vou become
aware of heavy breathing coming {rom somewhere
in the room. Will you ceep out and ciimb the
drainpipe, if vou haven't already done so (fum o
225), creep out and climb to the roof by some other
route {turn to ¢), or stay where vou are? If vou have
wine skill, turn o 179. If vou do not, tumn to 61.

160
You thrust yoeur torch into the mould, rying to bum
it away from the door. Instantly, the air is filled with
a dense mustard-calovred doud of spores. Roll two
dice. Tf the result is cqual to vour sk L score or less,
turn o g1. [ not, furn k4o

ikt

161

tou stop to think. You are certain that the Eve of the
Basilisk lies ahead. H vou go back, you will have
tailed your test and you will spend the rest of your
life wondering whether or nol you could have suc-
ceeded. On the other hand, if you go on you will
have to face whatever is in there. It may be able to
zev in the magical darkness and if it can, you will b
xt a lerribde disadvantage. You think hard aboul
what to do. If you decide by go on after all, lum to
352. I not, you have Railed vour lest, and your
adventure ends here.



ib2

You by to push pasl the guardsmen and make 2
break for it bot one of them matches vou by the
shoulder and pushes vou roughly back into the
doorway. You think fast as the guardsmen dose in
ronnd you. What will vou do now?

11w to bribe the guardsmen {if

viur haven'talready)? Turn to 327
Trv to escape through the

door behind vou? Tum o 149
Attack the patrol? Tum tirzzy

163-164

163
You try the door, but it is locked, If you have rick
Lock skill, tumm fo 287, 1f not, will you try the door
with the coin symbol (hum to 3). or will vou give up
m the Merchants" Cuild and look for dloes in Brass™s
howse (if your haven'tbeen there betore) by lurning
0 156, or setout n search of the Eye of the Basihsk
srmed only with the information you already have
rn bo 24457

You can't reach with vour dagger — the blade is too
rigid. Will vou put your hand in the gap {lurn to 56),
or by something else (hurn back to 43 and choose
2gain)?



165-167

165

You choose a lock, and start working on it. Sud-
denly, a tiny snake shools out of the other lock and
buries its fangs in vour hand. Lose 4 sTAMINA
points to its poisonous bite. If you are still alive, you
may search the desk, if vou haven't aleeady dome s

turn fr143), leave the room via the window {turn to
306) or leave via the door and investigake the doors
2t the other end of the inding (burm to 325),

166
The Footpad's heavy chain wraps around your
sword, breaking the blade. Subtract 3 points (rom
vour Attack Strength unhbl you can find another
weapon. Turn back to 78 and carry on fighling.

167
You make your way cautiously lowards the palace.
As you approach, vou can see that the main gate is
locked and securely guarded. This won't be easy.
How will vou get into the palace?
Through the mam gate? Turn bir 223
Unver the wall {if you have cLims
skill or 2 rope and grapnel)? Turn tn 16




168—16g

188
Finally the Snake dies, and you find that there i no
lreasure in the room, just the bones of its vichms.

You do find some provisionsin 2 backpack, though,
a little stale, but enough for = meals. You also tom
up a scroll of parchment; it appears to be 2 map of
some kind of marze. Make a note of these items
un your Advertture Sheet if you ftake them. Finding
nothing else of interest in the room, you feave
and carry on along the passage fo 374-

163
li you are using a stone axe; the Crystal Warmor
wounded. Condud the rest of the combat normally.

CRYSTAL WARRIOR sgIiL i0 STAMINA 11

If you are using any other kind of weapon, the
Crystal Warrior is unharmed. You reabize thal you
need a blunt weapon te wound il Conduct the rest
of the combat using the pommel of vour sword,
deducting 2 points from your Aitack Strength. If
v win, furn to gg.

170171

170
You scramble behind a high-backed chair in the
nallway, dousing your hand-lamp as vou do so_ You
are barely under cover when a bleary-eyed servant
apens the door beneath the landing, holding a huge
lack dog which sirains against its chain. The dog is
growling unpleasantly, and you hope it dowesn’t
notice you.

That armour again,” vou hear the servant mutter.
‘Well, I'm not putting it back together tonight — it
harve to wail Lill the moming. Come on, you stupid
dog, stop vour growling, there's nothing here.’
With that, he drags the dog back through the door,
and all is quiet again. You decide nat to try the
servants’ quarters bonight — for one thing, you don’t
want o meet that dog! - so you slip quietly up the
stairs. Tum lo 368.

e
The Ghoul prepares o strike again, and you insline-
tively raise your sword to parry the blow. Or rather,
vou don't You find yourself paralysed, and unable
o move. You try to run away, bo scream fur help,
but vour body simply doesn’t respond. The creature
now has two bodies to feast upon, and there's
nothing you can do to prevent it. Your adventure
ends here, along with your life,



172-175

i
You hold your breath and charge the door. Roll two
dice. Iif the result is equal 0 your sk L score or less,
turn to 1ge; if not, fum to oy

T3
Roll two dice. If the resull is equal lo your sEILL
score oF less, turn to 17. not, tum to 356.

e s
You avert your eyes jusi in time, and leave hur-

riedly, following the passage kragz

175
Taloned fet slam into your back; and you are lifted
into the air, The Gargovle carries yon o s rooftop
lair, and your heart sinks as yvou see bones glinfing
in the moonlight. You struggle in vain — the tlons
hold you fast. Your lesl ends here, as a meal for a
Gargovle.

17h=177
176

AS s00n a5 you appear in the room, the dog is
awake, snarling and growling as it launches tself at
vour throat. You must fight the dog.

DOG SKILL T STAMINA 7

The sleeping servant wakes up abruptly, and calls
out for help. Soon more servants appear, armed
with pokers and other improvised weapons, Fight
three rounds of combat, then turn to 104. 1 you kill
the dog inside three rounds, vou must fght the
servants. Fight them as a single enemy:

SERVANTS SKILL T STAMINA Q

Fight one round of combat against the servants;
then turn 1o 194,

177

Tom make vour way along Thread Street to the Field
Late, keeping to the shadows — you never know
when you might meet another patrol. After a while,
vou come (o the comer of Short Strect and Fiald
Street, where you see two houses. The one on the
nght 15 an impressive two-storev stone building,
and you see the symbol of a coin cut into a door-
post. The house on the leftis smaller, half-tmbered,
and has the symbaol of an caron a painted sign over
the door. Une of these is the house of Brass the
merchant. Do you know which one? If vou try the
nwese on the nght, ko to 384. I vou try the house
om the left, tom to 32.



178-179

178

'l-‘1'. finally come to a small chamber, carved out of

& bedrick and devoid of ornament except for the
L -‘:511}:'9-’41 patch of bluish green mould growing on
the walls and ceiling. In the middle of the chamber
thete is a chest on the floor, flanked by two statues
ol armed warriors, apparently carved from some
and of translucent crvstal. On the other side of the
room s a door. As vou approach Lhe chest, one of
thr crvstal slatues starts to move, It draws a slim,
reedle-like sword of orystal, and steps between you
and the chest. You must fight the Crystal Warrior,

CRYSTAL WARRIOR  sxii i 10 STAMINA 13

When ¥ou win a round of combat, turm to 164

79
You shrink into the shadows, hardly daring to
treathe. As your eves become accustomed to the
Seht vou see a dark shape in a chair — the source of
the breathing. Also in the room is a long table, and
there is a door al the far end. Will yon investigate the
dark form {turn to 2g8) o leave through the far door
turmn to 350)7




18p—181

180
Your weapon glances off the Gargovle's magical
hide with a stony chink — ihere 1 no wavy you can
harm it without a magical weapon. Yoo lunge o
the skylight, trying to avoid the Gargoyle’s caws.

Roll Attack Strengths for vourself and the Gargovie
Tf the Cargoyle wins, you Jose 2 STAMINA pOInis
and turn to 243, If you win, neither side loses
sEAMINA, and vou escape through the skylight o
354-

1h1

You look carefully around the walls, and suddenly
realize that the brick on which the symbod is scratch
ed isloose. Pulling the brick out of the wall, you ind
a small lever. The door swings open with a chck as
vou push the lever down, and coses behind you as
vou go back into the study. What will you do now?
Vo can examine the desk {turm to go), or leave the
Merchants’ Guild stealthily and search for chaes in
Brass's house {if you haven‘t been there before) by
Lurning k156, or set out in search of the Eve of the
Basilisk without looking for any more information
(buarn to 144}

182-183

182
You see that the disc is resting on a fine silver wire,
which runs out of the chest and gonnects to the
ankle of the second Crystal Warmior, What will vou
do? Will vou cut the wire (turn to g1), try ko lift the
dize without setting off the trap (if you have rick
roCkET skill, turn to 208; if you do not, tum to 49),

or will you leave it alone and go to the door (turn to
316)7

183
Your weapon strikes the Wood Golem with a thunk,
and appears to wound it — you were afraid that it

mught be vulnerable only to magic. Continue to fight
the Wood Colem.

WOOD GOLEM
It you win, fom to 136.

SKILL H STAMIMNA 4§



184

184

Usinng all your training, yvou spot a slight depression
in one wall where vou can get out of the torchlight,
and dive tor it. You flatten yourself zgainst the rock
as if you are part of it, and as soon as you are out of
the torchlight, the shadow disappears. You have
solved the problem temporarily, but what will you
do now? As soon as you step back into the light,
your shadow will reappear. You think carcfully. If
you can somchow dowse the torch on the wall, there
will be no light to cast a shadow. You daren’t nsk
casting a4 shadow, 5o you can’t smply walk up fo it
and pul it oul. Your only oplion & o throw your
weapon at it, in the hope of knocking it out of its
bracket. On the other hand, vou might be able to s
the torch you are carrving in order to disrupt the
shadow cast by the lorch on the wall. What will you
doe?

It yous trv to douse the torch on the wall, roll two
dice, I the result 15 equal to vour s score or less,
turn o 5. If not, turmn to 249. Don’t forget to cross the
weapon ofl yvour Adventure Sheef. W yoms trv to dis-
rupt the shadow with the torch you are carrving,
turn to &7

1H5-186

185
Slowly. panfully slowly, vou lift the chain off
Braco's chest, break it, and lake the key. Brass does
not stir. Make a note of the key on vour Adventure
Sheet — it does not count as a backpack item — and
ieave Lhe room guietly. What will vou do now?

I'ry the first door across the

passage? Turn o 7o
L'y the ~ecomd door across the
: 14 Turn o 76
Co o the door at the other end of
the landing? Turm tor 323

Ur vou can leave the house quietly and po to the
Merchants” Guild, U you haven't already done o
thum o 129}, or set out in search of the Eye of the
Busilisk without looking for any further information
(o to 144).

186
You burst through the door into a torch-Lit passape,
with the monster hot on your heels. Will you stand
anu scht it, now that you can see whalt you're doing
lurn o 334), of will vou try (o outrun it up the
passage (hum o 252)7



1f7=1g90

Slipping through the door, vou find yvourself in an
office of some kind. ll]‘:l‘]d‘l]k’flll’ﬂ.&h&'d and across
the deep carpet there is 2 1&1’“’-? desk placed agamst
one wall. A rapid search of the desk tums up somse
papers, which tell you that the office belongs o one
Silas Whitebait. I's not the office you are looking
for. What will you do? You can trv the office acnoss
the passape, the one with the coin symbol (tum o
3% or leave the Merchants’ Guild stealthily and
search for clucs in Brass's house, il vou haven't been
there before (tum to 1568}, or set out in search of the
Eve of the Basilick withoul looking for any more
information {turm to 144}

18R

You dodge past the guardsmen, and run off into the
night. You can hear the sound of ther booted et
close behind you, bul you twist and turn through a
succession of alleys and back-streets until you an
sure that vou have lost them. When you are sure
that they are no longer followmg vou, you camry on
e

189
You head for the door, but before you reach it you
step on something under the carpel. Thereisaloud
click, Turn to 106,

180
You hurl vourself against the door, and instantly the
air 15 tilled with a dense mustard-colonred cdoud of

L —

191

spores. The door swings open, though, and you
half-fall through the doorway into a small chamber,
nol stoppimg o breathe until you are well clear of

the spore-cloud. Turn to 69.

1

Tou lollow the passage onwards. Alter a little way,
it broadens out and becomes moere regular, The
walls are made of stone slabs rather than being
newn put of the rock. You tum a cormer, and find a
dead body in the passa ge—anotherthief, by the look
of things. A trail of blood indicates that he crawled
hack along the passage after being seriously wound-
ed. You netice a symbol sketched on the floor in the
thiel's blood; he must have put it there as be lay
dyiny, to warn anyone who came after tum. Tf you
have sECRET siGns skill, turmn to 39, U vou do not,
lum o 237,




192-143

153

You run off up the passage, leaving the shambling
Corpse behind vou. You have handly gone five
paces before vou hear the Corpse drop to the
ground and a sireak of blue light slams into your
back, knocking vou to the ground - lose 2571 amina
paints, 1 $KTLL poinl and 1 1L.uck point. The speciral
glowing head hangs in the air before yon, chackling
evilly. Tt is a Possessor Spirit, and you have no
option but to fight it. If vou have a magc weapon,
turm o 1427 1t not, lum to s

m5
Hardly daring to breathe, vou (reeze, willing your
self o meltinto the shadows, If you dowr ¢ have HiDF

184105

skill, turn to 262 I you do have sipe skill, atter a
tew seconds - they seemn ke hours — the snoring
starts again. You carry on carefully info the room.
Torm to 306

154
You keep tighting for as long as you can, buteventu-
ally the weight of numbers gets the better of vou.
Everything goes black as something — it feels like a
cannonball — crashes inte the back of your head,

When you wake up, s daylight Yoo have a lump
the size of a Gryphon's egg on your head, and the
davhight hurts your eyes. You are ina cell, chained
to the wall, and all your equipment is gone, Your
adventume ends here, and your life probably doesn’t
have foo much longer o run. Caplured thieves
get very short shrift from the authornties of Port
Blacksand.

195
You ask Bald Mormi if he knows anything about
Brass. ‘Certainly.” he says with a wink. "What's it
worth?’ Are yvou prepared to pay for mformation? It
not, turmn lo 278 to play pin-finger, or leave the
tavern and try vour luck elsewhere —turn Lo 203 and
choose another option.

U you pay for information, decide how many gold
preces you will offer, then roll one die. Tf the die Toll
isequal to or less than the number of gold pieces you
offer, tum to 364- IF not, tum to 66. Dhon't fonget to
cross the geld you spend off vour Advenire Sheet,



196197

196

The restof the Footpads turn and run - Lhey're used
to easier prev. A rapid search toms up a shurbswond
(you can wse this to replace pour weapon if it was
broken earlier), a chair-leg, two lengths of heavy
chain, and a total of 5 gold picces, plus the ags
which footpads tie round their feet. If vou tuke the
rags and He them round your own feel, your foot-
steps are muffled just as if yoo had skEax skill -
make @ note of the skill on vour Adveslure Sheef. If
yiu already have sweax skill, they have no offect
Make a note of what vou ake - evervthing except
the rags and the money counts as a backpack item -
then turm to 386.

197
You reach cauticusly for the doorknob, and manage
o get a three-fingered grip on it without disturbing
the mould. Slowly, painfully slowly, you begin to
turn it, praying that the door isn’t locked, Thereisz
slight click, and the door shifts a fraction. Holding

198—200

vour beeath, vou throw the door open and run
thnogh the dense mustted-coloured cloud of
spores that seddenby fills the air, and into a small
chamber. You don't stop to oreathe unhl vou are
well dear of thwe spore-ckond. Turn to 69,

198

Ihe slab is big, It's the sort of thing you're meant to
motice. And while you're looking al it, you're et
woking at the real way in, which is hidden some-
where else. It's-an old trick, but you wonder if it's
oving used here. You search the end of the passape,
and linally you fmd a loese stone in the right-hand
wall. You pull it out. Then another, and another, In
no lme, you have made a hole big enough to crawl
through. Tom to 150,

9
Your fingsr 15 pamnfully cut: lose 1 sK1LL puint and 1
STAMINA point. You have Jost the game, and the
men insist that vou pay up. Do you have 5 gold
pieces? If vou have, pay the men and turn to 227
Don't forget to cvoss the gold pieces off vour Adven-
tire Sheet. If you do not have the money, turm o 112.

200
As the light floods the room, you see the monster
ciearly for the first time: a large, golden-brown
hizard. Its huge yellow eves focus on you, and Vou
realize that it is a Basilisk, whose gaze is deadly. Test
viwer Lock. I you are Lucky, lum to 174 If you are
Unlucky, turn 1o 65.



201—203

200
Rather than risk raising the alarm, you back quietly
out of the room. What will vou do now?

Listen at the next door? Tum to 76
Listen at the door across the

passage? Tum to 277
Try the door at the other end

of the landing? Tum tuzn

Or you can Jeave the house, and do one of two
things. You can try ti find the Fve of the Basilisk, if
vou tmnk you have encugh information (hrm fo
144}, of you can look for more information in the
Merchants' Guild, if vou haven’t been there before
{turn Lo 12q).

Z02

You put the key in one lock, dnd begin to tom it
Suddenly, a tiny snake shoots out of the other fock
ind buries its fangs in vour hand. Lose gstamina
points to its peasoncous bite. If vou are still alive, you
may search the desk, il vou haven't already done so
(turn to143), leave the noom via the window (lum o
308) or leave via the door and investigate the doors
at the other end of the landing (tum to 325)

-
Ak vou make vour way along the Noose, you think
aboul likely places for picking up information. At
the: edge of the Noose is a lavern called the Rat and
Ferrel, where thicves, beggars and all sorts of
people come to drink. The Noose is always flhed

204

with beggars, at any lime of the day or night, and
they see and hear afl sorts of things. And on one side
of the Noose lives Madame Star, the clairvoyant.
She spends her days in the Market Square telling
fortunes, but at this Gme of night she would be at
home. What will you do?

Go to the Rat and Ferret? Turn 1o 309
Iry to fnd a beggar? Torn b 26
Visit Madame Star? Turn to 117
Leave the Noose? Tum bo-387

204

Yoo scoop up a handful of the black ashes and
cinders. To your amazement, they are still hot even
though the house burnt down decades ago! Before
you can drop them, the ashes have burnt through
vour glove and seared the palm of vour hand - lose
1 SKILL ponint and £ sTAMINGA point. You leave the
site of the house hurniedly and go to look al the
statue — burn to 301,




205—-206

205
Your blow hits the guard just behind one ear, and he
crumples to the ground unconsdous. You pick him
up and prop him in the doorway, soitlocksas il he's
still awake. As vou do s0, you notice a symbol
scratched into the door-frame. Turn to @3 if vou
have secRET 516w s skill, 262 if vou don’t.

206
You can't find any way into the barrow; perhaps the
Fye of the Basilisk is hidden somewhere else. Tum
to 77 and look around the rest of the garden.

207—208

You throw vourself to one side as the Glant Spider
crashes to the cavemn lloor, and barely have time to
roll back to your feet before it is upon you. Fight the
Ciant Spider normally.

GTANT SPIDER SEILL 7 STAMINA B

If you lose a round of combat, lose 2 sTaMINA
poinbs and turn to 285. H you kill the Giant Spider
withoul losinge a simgle round of combal, turn Lo 353,

an#
Pamfully slowly, vou Ll the dise off the silver wire,
Nothing happens, and you breathe a sigh of relief.
Nuote the obsidian disc on your Adeenture Sheet - it
counts as a backpack itemn  and tuen back to 316



209—211

=09
Ulutching atempty air, vou fall headlong to thealley
pelow, Lose 3 sTasin a points, If vou are still alive,
g0 back to 388 and choose another option

210

Yom follow the alley along one side of the Merch-
ants’ Guild. Affer a few vards it turmns right sharply,
and a few feet after that you see an even narrower
alley running off to your left, coming to a dead end
after a few wards. with a door on the left and &
drainpipe leading up past a window to the roof. 1f
vouz go down the alley to yvour left, turn to 8e. If vou
carry on round the bulding, turn to 271

211

Ve pick the lock quickly and quietly, and swing the
door open. It creaks softly on ik hinges, but not
loudly encugh to wake anyone. By the light of your
hand-lamp, you can sce that you anc in a hallway.
There is 5 small fable against one wall, with a piece
ol paper resting on a tray, and at the far end of the
hall s a door. Near the door is a coal-stand, and a
Black hooded doak hangs on it If you take the
clomk, you may hide as if yon had nipe skill, evenif
vou don't have the skill. Remember to make a note
of the cloak on your Adeesture Sheet if vou take it [t
does not count as a backpack bem. If you examine
the tray, tum to 103. If you ignore it and head
straight for the door, turn to 318



212-213

1z
You search the chamber thoroughly, but vou =n't
find any hiding-place where the gem might be, or
ANy way ouk except ﬂ'newav you came . Defvated,

Yo tmdge back to the Thieves' Guild to report that
you have failed the test. Your adventune ends here.

21
You notice a strand of wehi— if that's the right word
for a sticky rope the thickness of 2 ship's cable -
which the Griant Sprder must have dragged down
from the ceiling when it attacked you. You give it a
tug, and it seems to be firm, 50 you begin to dlimb it
As vou climb, vou realize that the cavern s neslly a

214

huge wvertical shaft, and soon you reach the main
part of the Spider’s web, which is strung right across
the shafl. You shudder as vou nobice several silk-
wrapped packages hanging in the web - about the
right size and shape to be homan bodies. Others
before you were not so lucky, It you investigate the
bodies, turn to 2g0; if you carry om climbing, turn to
L

i
You keep the disc steady as you reach in beneath it
0 take the wem. Withdrawing the disc from the
light, you hold the gem in both hands — you can
hardly believe that vou have passed the test, Then
vou look al the gem more closely, and your heart
sinks. There is a crack in one side, and a small
bubble in the middle. The gem is a fake—a worthless

piece of glass! Tom (o goo.




215-217

215

You flatten yourself against the wooden railing of
the balcony and stav very still. The figure gives no
sign of having seen you, and walks past, the hem of
his robe brushing vour face. He goes Lo the end of
the landing, turms round. and goes badck inlo the
raoem he came out of - the first on the nght. Add
1 tuex point for not panicking. T you had done
anything to waken the sleepwalker, his screams
could have woken the whole house. You wait for a
couple of minutes, to give lum time (o get back info
bed and settle into deep sleep, and then you creep
across the balcony. Tum to 325,

216
Bracing your hands and feet against one side of the
shaft and vour back against the other, you wirk
your wav carefully downwards. After about furty
feet, the shaft opens out into the ceiling of a pas-
sage, and you drop canhously to the foor. Tum to
236

217

Morri sees that vou don't undérsiand the symbol,
and hurriedly wipes it out with his hand. He tums
his back on you, and begins to dean some muogs
very busilv. You try to attract his aftention again,
but he dovsn’t seem to notice you. What will vou do
now? You can join in the game of pin-finger (tum to
378}, or leave the tavern and try elsewhere (ftom o
203 and choose again).

218

The huge Footpad siumps to the ground. For a
moment, the others hesitate, You take advantage of
their indecision and charge forward, trying to break
through them. Roll tvo dice. If the result is equal to
VOUT SKILL soore or less, furn o 244. U not, tam to

96,
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219
You fry to hack a way through the clutching Tangle-
weed. Attack it fike any normal opponent.

[ANGLEWEED SKILL 7 STAMINA D

IFyou win, you Aght your way clear to 248,

230
Tou grope vour way along the cavern walls, and
finally find the entrance to the passage. You set off
along the passage, not daring o lght another torch
unfil voo are well clear of the cavern. After a few
paces, you hear a sudden click. & shower of darls
strikes you; roll one die to see how many sTamina
poinis you lose. You may kabve this amount (round-
inyg fractions up) if you successfully Test your Luck: TF
vour are still alive, you light a torch and tollow the

passapre omward 1o Tga.

3 |
You have never scen a lock as complex as this — it
musst prove that vou're on the right track, but unfor-
tunately you can’t pick the lock. You musttry bo take
the key without gettimg stung by the scorpion. If
vou have rick FockeT skill, turn to 13, It vou do
o, b ho kg



233254

233
You make vour way carefully across the web, but
don’t noboe the sticky gum glistening onone strand
until it i= too late. One foot is stuck fast o the web -
you pulland pull, but can’t free it What will you do
now? Will vou try to cut it free (tom to 359), or bum
the web away with vour torch (turn 4o 274)7

a3
You watch the palace gate, trying to think of some
way i get in. The gate Is heavily guarded, with
puards both on the groumd and atop the battle-
mented parapets. It's not going 1o be easy lo get into
the palace. What will you do? Will you attack the
vuards and hope that the clement of surprise will
work in your favour {fum to 36), or wall vou mve up
on the palace and look for the Eye of the Hasilisk
somewhere else (turm back to 144 and choose

apain)?

234

The guardsmen look surpnsed as you draw your
sword, You are alone, dressed in leather and armed
only with a shortsword, while they are both armed
with spears, helmeted and dressed in chainmail
[rom neck Lo foot,

You must fight both guardsmen together. Each
round, choose one guardsman to attack, and fight
him normally. The other will also attack you, so you
must roll an Attack Strength against him. If your
Adtack Strengih is higher, you have not wounded

224

the other guardsman, merely avoided his blow. I
lus Attack Strength is higher, vou lose 2 STamina
points, as normal.

SKILL STAMINA
st GITARDSMAN ol f
Seomd GUARDSMAN = 5

I you win, turn to 105, You may escape during any
roamnd in which you lose no sTamina paints, h}'
tuming to 188.




227

425

You start to climb the drainpipe. You do not need
crima skill or a rope and grapnel, because the
drainpipe is an easy dimb. You chimb to the win-
dow, but find it securcly barred, so you deade to
carry on to the roof. Suddenly you hear a slight
grating sound above you. You look up to see that
one of the decorative Gargoyles on the roof of the
Merchants’ Guild has come o life! Il launches itself
off its perch and flies down to attack you, and you
prepare to defend yourselt as best you can. Deduct 3
trom your Attack Strength because vou are clinging
to the drainpipe-

GARGOYLE SKILL g ETAMINA IO
If you win the first round of combat, turn to 31g. I
the Gargovle wins, lose 2 sTAMINA points and rofl

two dice. If the result is equal o your SKILL score or
less, turn to 365; if not, turmn to 389,




aaf—3a8

226

You haul vourself carefully over the glass-studded
top of the wall and on to the roof of the Menchanis'
Guild, Exploring the reof cantiously, you find a
skylight leadmyg down into the budlding. As yvou
crouch over it, you see movemen! on the other side
of the roof; one of the Gargovles, which decorate the
building. has come Lo life, and is bounding across
thie roof towards vou. You have a fracion of a
second in which le make a decision. Will you stand
and figrht the Gargoyie (turn to 365) or wall you slip
through the skylight, hoping that it isn't trapped
(turm bo 354)7

sy

Nursing your cut finger, you try to ask the men if
they know anything about Brass the merchant, but
thev resume their game among themselves, and
don’t seem to be interested in anvihimg yvou have to
say, What will you do now? You can ask Bald Mo
about Brass (tum toags), or vou can leave the tavern
and Ly elsewhere (lurn back o 203 and choose
AT ).

228

You cross the room bowards the body of the lizard. It
twitches slightly at the sound of your footsteps, and
vou realize that it is not quite dead . One eve flickers
open - a large; vellow eye - and you suddenly
realize that you are lnoking at a Basihsk, whose gaee
is deadly. I'est your Lugk, If vou are Lucky, tumn to
174. If you are Unlocky, turn to 65.

239-230

20
Before the Shapechanger can free itself from the
cage, vou Jeave the room, slamming the door be-
bind you. [Tum to155.

230

Your aftack akes the thing entirely by surprise, and
it mives vent to an inhuman howl of pain as vour
sword bites into its shoulder. As the Agure burns on
vou, you find that vou have disturbed a Ghoul from
its noclurnal feast — and now it seems to have every
mitenfion of adding you toits grisly menu. Youmust

fight the Choul.
CHOUL cxinlL B STAMINA G

If the Ghoul hits you four times, turn o 171. 1 vou
wil, tumn g7,



231~-232

23

You look at the symbol carefully. You think it's one
of the secret signs of the Thicves’ Guild, but you
have no idea what it means. Shll, you're falely sure
that there is sumething nasty ahead. and this dead
thief was trving to warn you about it You offer a
silent prayer to the God of Thieves, asking fim &
look after the dead thief in the next world and o
look after wou in this world, and then yoo prepare fo
roowe o, Tuen (o 302,

232

The Gargovle hangs in the air for an instant, strug-
gling with its tangled wing, then it plummets to the
alley below, hitting, the ground with a splintering
crash. You look down, and see it lving n the alley,
shattered into pieces like 3 stone statue. You camry
on to the roof, and slip through a skylight. Turn to

354-

133

23F

The two Skeletons come forward to meet you. You
must fight them both together. Choose one
Skeleton, and fight it normally, but generate an
Attack Strength agaimst the other as well. If vour
Attack Strength i= higher, you have not w cunded
the second Skeleton, merely avoided its blow, I the
Skeleton's Attack Strength is higher, of conrse, you
lose 2 sTAMINA points as normal. Once Lhe first
Skeleton is destroved, Light the second normally.

SKILL STAMINA
First SKELETON f 5
Second SKELETON 5 4

1f vou win, turn to 33.
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234

Bargo kakes the monev, and shoves il inside his
jerkin. ‘Tlang on. young "un,’ he savs, rommaging
in a sack which sits behind im in his fittle cart
‘Maybe T can'do you some good in retom.” After a
few moments, he pulls out 3 rope and grapnel.
There you go.” he grins. ‘1 found this a while ago
o good tome, of course, but I'm sure vou can put it
Lo sorme s

You thank Bargo, and he wishes you huck on vour
test, Add 1 Lock puint. While you have the rope
and prapnel, you can climb as if you had crLims
skill, unless a paragraph specifically states other-
wise. I you already have comas <kill, the rope and
grapnel has no effect om vour cimbing abilitv. Make
a note of the rope and grapnel on vour Adeemture
Sheed if vou take it — it counts a5 a backpack item.

You leave Bargo pushing his cart through the dark
alleys, and decide on your next move. Will you:

Go to the Ratand Ferret (if vou
haven't already)?

Go o see Madame Star (if youo
haven’t already)?

O you can leave the Noose and trv elsewhere - tam
to 387

Turn to 309

Turn tr 2377

235
The Giant Spider’s bite is poisonous, but vou resist
thewarst of its effects. Tose1sxm L point, then Lurm
back to 304 and carry on fighting.

236-237

236

The passage is roughly carved out of the bedrock;,
-2nd leads away to the north. You follow it for a few

vards, and find that it ends in a large and strong-
Soking door. You try the door, and fined that it is ot
xcked . You open the door quietly, and advance into
2 darkened room. Your torch dows nothing to dispel
the darkness, only the heat on vour face tells
vou that it is still burming. The darkness must be
magical. You hear a shuffling, slithering sound
mom the darkness. Will you advance into the
oo (b fo 352), or go back (tam to 161)?

237
The shadowy [igure becomes insubstantial, and
fnally disappears. You feel strange, casting no
shadow, but don’t pause to think about it as you
turry oul of the cavern. Turn to 381 if you have
sPOT HippEN skill, 27 if vou don't,



e

e,

238

38

Yoo climb rapidly, and reach the level of the fimt-
Aoor windows in less than a minute. The first thing
Vo nofice 15 that all the windows are covered by
stoul tron grilles, to prevent thieves like vou break-
ing . Even thowsh there's no way [0, you can shll
gel some idea of the layout of the opper Aoor of the
forse.

In front of you there is a window looking on to a
ending: vou can see lwo doors on vour left and one
on your right, and ome more at the far end of the
anding. A window on vour left loaks into a seall
bedroom, belemging to a young, girl if the dolls on
the Hoor are anything to go by, Finally, a window on
rour Agnt looksinto a larger bedroom dominated by
2 hisge four-poster bed where a middle-aged couple
he sleeping. You climb carefully back down to the
alley below, and head for the front door, which is
the only way into the building. If vou have rick
oCK skill, you can open the doorand turn to 276 if
¥ou don't have the skill, you can’t wat into the
house. Tn that case, you havi two options: you can
‘o for information at the Merchants’ Guild, if you
haven'tbeen there belore (turn to129) or you can try
o find the Eye of the Basilisk using only the in-
formabion that you have gained so far (hurn o 144).



239-242

239
You hurl yourself towards the wall of the shaft, and
climb rapidly, lrying to escape the flames. You are
barely clear of the web when it comes away from the
walls and plummets blazing to the cavern floor
belenw. Tum to 343

240
A low passage leads away from the foot of the steps
endinyg in a hoge stone slab. Yoo have to stoop to
move along the passage. You have only gone 3 hittle
way whoen you hear scuffling and chitbering noizes
ahead of you. You raise vour torch to see what's
there, and suddenly the air is full of small, shasp
toothed bals. If you have a sitver whistle, tum to
363. if not, turn to a8a

241
You follow the passage for a little way before it
apens vut inko a small chamber, apparently onoe a
storeroom of some kind, as it is littered with all
kinds of debnis. As you muve caubously across the
chamber, you are struck down from behind by a
flying chair — lose 1 STAMINAG point. The char thes
at you again as vou pick yourself up. Tesf your Luck
I you are Lucky, tom to 355 If you are Unlocky,
turn to 282,

242
You search the study rapidly, and turmm up the

[ollowing ems of inlerest: a bottle of excellent
brandy, worth 1 gold piece, or vou can take vp

243244

o three drinks from it, each drink restoring z
STAMINA puints; and a miniature painiing in a
sdver frame, worth 2 gold picces.

¥ you pick up either of these, remember to note
them on vour Adventure Sheel. You have also dis-
covered that a safe i= hidden m the wall behind the
portrant of Brass. What will vou do now?

Search the desk? Tum to 143
Investigate the safe? Turn 1o 104
Leave the room and try the other

end of the landing? Lurn to 325
Leave the house through the

study window? Turn o 306

243
Lest your Luck. If vou are Lucky, you escape through

the skylight to 354 If you are Unlucky, turn to 173,

2

i

224
You lash out as vou charge, and one of the Footpads

gives ground. You dive through the gap in their
line, and run off before they can do anvthing to stop
vou. You twist and tum through back-streets and
albeys to make sure that they aren’t following you,
then double back to the Merchants” Guild. Turn to
386,




245

45

You fumble with the lock, but & no avail. The
slithering sound comes closer: the thing has heard
vou. Your onlv hope is o break the door down
before the monster, whalever it is, reaches you. You
hurl vourself against the door. Roll two dice. If the
result is equal ® vour SKILL Soore of less, you
manage to break down the door — turn to 186. It not.
lose 1 sTAMINA point for a bruised shoulder. The
monster is upon vou now, and vou must fight it
Subtract z from your Attack Strength durning the
combai, as vou are fighting in the dark.

UNSEEN MONSTER
If you win, you may continue trying o break down
the door, using the same procedure as before. Turm
to 324 iF vou succeed; if not, lose 1 STamina pont
and try again. Keep trying until you break down the
door or die in the attempd.

HKILLF STAMINAS

246247

You cross the square to the Menchanits” Guild. It is
an imposing building, built in stone and several
storeys high, Facing on bo the square is the great
main door, <t into a deep doorway and made, so
you have heard, of hardwood imported from the far
south, even bevond the Desert of Skulls. From the
shadows, you can see that the door is closed. It is
manned by a single armed guard, who does not
appear to have noticed you. What will you do?

Fide and watch the guard? Turn o 7y
Ty tos bribe the puard? Tuen to 345
Look for another wav in? Tumm to z10

47
I'he pofion reslores your SKi1 1, score to its ikl
level. Change your Advemtire Shedt accordingly,
then go back to 323,
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248
You reach the site of the house. They say thal the

house that once stood here was huge — almost a
palace —and solidly built. No signof it remains new.
Mo ruing are left, just a blackened patch of melted,
distorted earth and ash. You can’t see any places
here where a gem might be hidden. What wall you
do?

Search among the ashes?
Gy and look at the statue?

Turn o 204
Tom to 3m

249
You hurl your weapon at the torch, butit glances off
the bracket without dislodging it, What wall vou do
now? Will you fight your own shadow (lurn to 13
and subtract 3 skILL points if vou have no other
weapon to fight with), or will you run out of Lhe
cavern as fast as you can (furn lo 15417

250251

250
You Ll your fool from tE'ELE- burming web, and hor-
redly smother the flames: if the whole web were to
£0. up in flames, you would be in deep troublo,
Being carefol o avoid any more sticky strands, you
make your wav cautiously to the nearest of the
bodes. Tum to 382

251

The guard looks at your money, his eves narrowed.
Then he takes it with a soll chuckle, “Fool,’ he says
25 he moves o aftack yom. Liwse 1 LOCK poanl tor
mevhing a guand who IS oo corrupt even b stay
bribed. Now vou st fight the guard - turn to 131,
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252

You follow the passage for what seems like miles as
it winds onward. Finally, you see a light in the
distance and, approaching cauliously, you can see
that the passage opens out into 2 cavern, which is
empty except for a ighted torch which hangs in an
iron brackel on one wall. On the far side ol Lhe
cavern, another passage leads off into the darkness.
You cast a long shadow in the torchhight as you cross
the cavern — it seems b move with a life of its own,
bul wou tell vourself that it's only your imagination
But you are wrong. Belore you can reach the other
side of the cavern, your shadow dances along the
wall in front of you, and suddenly dimbs down off
the wall, becoming a solid, shadowy being as il
moves to aback you. Will you fight vour own
shadow (turn to 11) or will you try some other
conrse of achon, such as:

Trying to run away before it

can attack you? Tom to 154
Irying to douse the torch? [um to 373
Trying t0 avoid casling a shadow? Tom 85
Trving to disrupt your shadow? ITum to 113

253
You recogzmize the symbol as one of the seoret signe
of the Thieves' Guild. Bald Murri is trying to find out
whether vou are a member of the Gmld. You dip
vour finger in vour ale, and skeich another secret
sien um the bar, Morri looks atit for an instant, then

253

rubs buth sagns out with his hand. He leans over the
bar towards vou.

Dflicult, that house,” he whispers. The lock on the
safe has never been picked. It needs two keys, and
Brass always kevps one with him, even in bed? With
that, he ducks back behind the bar and begins lo
clean some mugs very busily. You try to ask if he
knows any more, but he doesn't seem to hear you.
What will you do now? You can join in the game of
pin-finger (fum to 278}, or vou can leave the Kat and
Ferrel and trv cleewhere (turn to 203 and choose




154—ihh

254
You throw yourself behind a high-backed chair, just
a% the door beneath the landing opens and a bleary-
eved servant comes out with a huge dog on a chain.
He sees the tuins of the suit of armour, and then
tooks around the hallway. The dog growls savagelv,
pulling him over towards you.

Found something, have you? he says to the dog.
Goon, then " With that, he lets the dog off ita chain,
and it fies across the halbway towards you. You
must bght the dog.

DO BEILL 7 STAMINA 7

While vou are lighting the dog, more servants come
oul of the door. Fight three rounds of combat, then
turn to wog. I vou kill the dog inside three rounds,
vou must fight the servants. Fight them as a single
CTHETTIV:

SERVANTS SKILL 7 STAMINATG

right one round of combat against the servants,
nen furn bo 194

235
You open the door quietly, and slip through the
doorway. You find yoursell in a small rwom with a
fire burming in a stone hearth at the farend. There is
2 man asheep in a chair by the fire, and a large black
dog sleepmg on the hearthrug, If yon have sNEAK
skill, turn Lo 95. If not, turn to 176



25h—258

256
As you creep wp to the sleeping Ogre, vou
accidentally kick a pebble, which rattles down the
passage and hits the Ogre. Tt twitches and begins to
stir. What will you do now?

Attack? Tumto 37
Hide {omly if you have
HiDE skill) Turmn 114

257
Your hand clutches at the fop of the wall. and is
painfully cut by the fragments of glass which are set
there to deter burglars, Lose 1 skii point and
1 5TAMINA point. Turn to 226.

You kry b push past the men, but they catch hold of
vouand push you back against the wall, demanding
that you pay what you owe them. You are in a
desperate situation. Will you fight them {tum to 28)
oruffer them something else (turn 10 283)?

250—260

The lock opens with a fainl click, and vou ship
through the doorway int a large, well-appointed
office. Meonlight filters in through a barred win-
dow, and a huge and tchly carved wooden desk
stands against one wall, with a padded leather chair
=zt in front of it. Acmoss a deep, loxonous carpet, a
large and strong-looking iron door is set into
another wall. If vou search the desk, horn by go; it
you examine the iron door, Lurn o 377,

264
You have come o the end of your adventure. You
reach out 2 trembling hand o lake the Eve of the
Basihsk. Tum to 275-



201-263

261

Brass wakes up abruptly, sits bolt upright and vells,
‘Help! Thief!” al the top ol his voice. You have no
choice but to run out of the bedroom and get out of
the house before he wakes evervbody — you den't
fancy having to explain this to the l:'mr Guard. You
horry back to the Markel Square; p]unmnh wour
next move. [t's too dangerons to go back to Brass's
house. so you will have to do withoutany informa-
fion that yvou could have gained from there, That
keaves you two options: either you can go to the
Merchanis” Guild, if you haven't already done so
turn fo 129} or vou can hope that vou have enough
micrmation to find the Eye of the Rasilisk and set
out in search of il (furn to 144).

262
You can't make out the sign, but you realize that it's
probably a warning about the door. You decide to
leave the door alome, and look for another way in.
Tarmn to 210,

263
You [umble to undo the clasp on your cloak, and
Lhrw it as the Gargovie swoops towards you. Re-
member bo cross itoff vour Adeeitture Sheet. Roll two
dice. If the resull is equal o your SKTLL score or liss,
vou hit the Gargovle — turm o 232, If pot, vou miss -
turm bp 38g.



You put your hand carcfully into the hole. Jost ax-
yowr fingertips brush the key, the scorpion comes to
lile suddenly, and its great sting <inks info your
hand, jusl below your knuckles. Lose 2 sTamina
points; and Test yowr Luck. If yon are Locky, tom to
305, if vou are Unlucky, turn o 379

25 ~266

265

As vou chimb, vou realize that the cavern is really a
wide verhical shaft, and soon you reach the Giant
Spider’s web, strung right across the shaft from one
side o the other. You shudder as you notice several
sitk-wrapped packages hanging in the web—each is
about the right size and shape to be a human body.
If you investigate the bodies, burn bo 2qo; if not, keep
on chimbing to 341:

You move quictly to the door, and begin working on
thelock, There is adick from the lock, and the guard
smaps awake, attacking vou before you have ime to
react. Roll two dice. If the resull is less than your
SKILLscome, v dodpge his first blow —tum to 131 to
amtimue the combat. If nol, the guard’s attack takes
VOou by surprse —lose 2 STAMINA points and tum to

131
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267
You po caubously downwards into ihe darkness,
but fail to spot a loose flagstone a few steps down.
As you put your welght on it. the stairs suddenly
snap into a glassysmooth slope, and you are
thrown headlong down them and dumped pain-
fully intu a deep pit which opens up at the botiom.
Lose 2z sTaMiNa poinis. Uyvouhavecrimeskillora
rope and grapnel, you can chmb out (fum to 240).
not, roll two dice. Il the result is equal o vour sxici
seorg or less, you manage to dimb ot (tumm to2g0).
K not, you cimb part of the way oult, but fall back in
again, ksing 1 STAMINA point in the process; try
again, and keep on lrying until either you get out of
the pit ur die in the attempt.

268
Ts that all?" laughs one of the guardsmen. You'll
have to do better than that! Besides, attempting to
bribe the City Guard is a serious olfence, so you'll
have to come almp with us? Obviously your

attempt al bribery has falled. What will you do now?

Make a break for it? Turn logy
Try b escape through the door

behind you (if you haven't

already tried)? Tum to 149
Altack the patrol? Turn o224

2bg—270

269
You reach inbo the light to take the sem. As the light
sinikes vour hand, a searing pain rips through your
whole body. It is the last thing you ever feel. Your
adventure ends here,

0
You dodge into the shadows and run away. The
suard does nol pursue vou — obvioushr he doesn't
want ko leave his post. You double back to the
square, being careful o stay out of the yuard’s sight,
and weigh up the situation. After a little thought,
vou decide to aveid the main door and look around

the building for an unguarded entrance. Turn to
210,



=3

.

You follow the alley to the comer, turn left, and
continue walking round the building. As vou pass a
narrow alley on your right, vou see four shapes
appear in froat of you. They advance threateningly,
You lurn round, but three more have appeared
behind you, blocking vour retreat. Chuckling un-
pleasantly, the Foolpads advance on vou from hoth
sides. You can try to force vour way th rough them
{tum o 353 or stand and fight (turn to 78). Tf you
Bave corms skill (there's nol time to use a rope and
grapnel, even if you have one), vou can tryv to climb
to safety - turn to 72




272273

272
Yoo drag youmself mto the shadow of a doorway,
hoping that no one will notice vou. T'he crash of the
talling drampipe has brought prople to ther win-
dows all along the street, and some lean out with
lanterns and candles, trymng to see what has hap-
pened.

'‘Look, down there! cries a voice. ‘In the doorway!”
You realize that you have been spotbed, and you
limp off down the street as fast as you can, with cries
of, “Stop, thief! ringing in the air behmnd vou.
Doubling back through a succession of dark and
winding alleys to throw off any pursast, vou even-
tually find your wav back to the Market Square, and
pause o consider your position. 1's too dangerons
to go back to Brass’s house, so you will have 1o do
withoutany information that you counld have gained
from there. That leaves you two options: either vou
can g by the Merchants” Guild, # voo haven't
already done so (turn lo 129), or you can hope that
you have enough information to find the Eye of the
Basilisk and set oul in seanch of it {tum to 144).

3
You put the key in the lelt-hand keyhole, and tum it
slowly. If you have ricx 1ock skill, vou can pick
the right-hand lock with your free hand (tum to
335). If you do not have Prox Lock skill, tom o
202.

274275

=54
You hold the end of your torch carefully against the
strand of web_ It cabches light immediately, borming
brightly with a loud crackling sound. Testyour Euck.
U you are Lucky, tum to 250, I vou are Unlucky,
tomm bo 354.

275

You cheat! There is no way here except from 260,
and there s no way to 260 from anywhere elsein the
adventure. Go back to v and start again — this time
withoot chiating,
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276
You work quickly on the ook, and after a few
seconds there is a satisfying click and the door
swings opern. You step inside, dosing the door
suftly behind vou, and find vourself in an impress-
ive marbie floured ha Hhaeary. A stairway om your left
leads up to a balustraded landing, and a suit of
armour stands against the stars. Beneath the land-
ng 5 another door: if vour experience and training
are anvthing to go by, this dour will lead & the
servants’ quarters, What will vou do?

Go to the door beneath the

landing? Tum to g7
Examine the suil of armour? Tum to &2
Co up the stairs? Turn to 368

277
You listen carefully at the door, and hear loud
snoring coming from within. Yoo trv the door and,
finding that it is unlocked, slip inside. I you have
SNEAK slall, tarm & 396. If vou do not, tom to 138,

278-279

You go over o the men who are plaving pin-linger,
and ask il you can join in thetr game. They agriu
readily, explaming that you must flick the point of
*he dagger between your fingertips as fast as vou
can for a full minube. I you can do this without
stabbing yoursell, they will pay you 1o gold pleoes;
if your fail, you must pay them s gold pieces.

Tf you change vour mind about the game, turn to195
o talk to Bald Morrn, or [o 203 to choose another
uption altogether. If you =811 want to play, roll lwo
dice. I the resull is less than or equal tovour sk
score, tum to 14, IF the mesalt i more than your
SKILL scome, turm o 376.

79
You step lightly over the sleeping Ogre. It doesn’t
s0 much as twitch, and you carry on down the
passayge. Tum to 342
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2Ho
Your torch has panicked the Bats, and some attack
vour as thev mill about. Fight them as one crealure,
subtracting 2 points from your Abtack Strength
because of the cramped conditions,

BATS SKILL 5 STAMINA 12

It you win, turn (o £3.

2

You leap forward and attack the while-clad figure
with your sword. As your first blow strikes home, it
gives a very human cry of pain. The young man s
eyes clear suddenly, and he screams as be sees you
confronting him. You curse your luck and run
downstairs. He must have been sleepwalking bul
he's awake now, and his crics will soon rouse the
whole household. You have no opbon but to run for
it. You hurry back to the Market Square, planning
vour next move. I's too dangerous o go back to
Brass's house, so you will have to do without any
information that you could have gamed from there.
That leaves you two options: either you can go (o the
Merchants” Guild, if vou haven't already dome so
{turm to 129}, or you can hope that vou have enough
information to find the Eve of the Basihsk and sct
out in search of it {tum to 144).

Pt ]
You try to dodge, but the chair hits you squarely
between the shoulders — kse 1 STAMIN A point and
burn bobs.



283

283

You offer to give the men something else to settle
vour debt, and they ask what you have 1o offer
They will take a magic potion or encugh Provisions
for five meals, If you give them one of these items,
cross it off your Adeenlure Sheet and leave the tavern
— turn to 203 and choose another option. If vou do
not have either item, or do not want to give them
up, you can choose to fight the men (turn to 28) or
try to run awayv (turn 1o 333).

284285

284

You know that the Eye of the Basilisk is hidden
somew here around Barrow Hill, but do yoo know
how to get there? You should have three numbers
wnten om your Advenfure Sheet, representing three
clues: one from the Noose, one from the Merchants'
Coild and ome from Brass™s hoose. If vou have all
fhree numbers, take the first number of the clue
Irom the howse, then the first number of the clue
from the Guild, and then the first number of
the duoe friem the Moose, and pot them together in
that onder to give vou a [ourth number,

ror example, if the doe from the house is 123, the
clue from the Guild is 234 ‘and the cdoe from the
NoDse 15 45, you get the number 124 by putting
together the first number of each clue.

When you have [ound the number, lurn to that
paragraph fo confinue the advenbure. If vou do not
have all three clues, or il you have the wrong onhes
and end wp at a paragraph which doesn’t make
sense, vou have failed your test, and must start

agzamn from paragraph 1.

285
The Giant Spider’s great fangs strike home. Lose 2
stamina points and roll two dice. If the result is
equal B vour current STAMIN A S00r¢ or less, furn to
z35; if not, tum to 312.
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286
Pausing to examine the steps, you nolice a loose
flagstone. You prise it up, and find a small lever
underneath, obviously the trigger for a trap. You
avoid the trap, and carry on down the steps to 2490

287

Ignoring the statue, you head straight for the site of
the house, crossing what was once 3 lawn. You are
about halfway across when vou feel something
tugging at your feel. Looking diwn, vou see that
the rank grass is winding itself round vour boots
and legs. As you pull one leg free, vou see tiny flecks
of bluod — your blood - glistening on the blades of
grass. You have just lost 3 sTaAMINA points. What
will you do novw?

Attack the grass?
Iy lo loree vour way free?

Tum to 219
Tomio 37

288

588

At fast the Skeleton Tord 15 destroyed. You pick up
his sword cautiously — normally you would have
mmhlviur-thfr'mga wWeapon thabsire, but because of
its enchantments you can handle I as casily as i it
were a fenong foil. Make a note of its special ability
on your Adoemtire Shaet: when you hit an opponent,
a5 well as the usual s7amv a foss it incurs, you add
1 point {0 vour Attack Strength for thie next round
only. Strapping the sword-belt on, you search the
chamber. You find an old bronze helmet (add 1
point to your skini. if you put it on - it is not a
backpack item), and a polished stone axe set in an
antler haft. There is no frace of the Eye of the
Basilisk, and no sign of a way out. Inspedcting the
plnth, vou find a symbol scratched into one side,
Tum to 102 i vou have sECRET s1ar s skill, 52 if vou
don't.
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Madame Star takes your money, and leads you inlo
herfront parlour. Showing vou toa dhair, she sitsom
the other side of a small table and gazes deeply into
hercrystal ball. She tells vou that you are koeoking for
something valuable, and that it is hidden in a dark
place, a place of death. She says that before vou find
what vou're lovking for, vou must leok in a place of
sleep and a place of work. This is an important doe;
fmake a note of the number of this paragraph on
your Adventure Sheel. You thank Madame Star fir
her help, and leave her cottage. What will vou do
next?

Go o the Rat and Ferret (if vou

haven't already)? Turn to 309
Look for a begsgar (if vou

haven‘t already)? fum to 26
Leave the Noose and look

elsewhere? Tum to 387

290
As vou make your way across the web, vou notice
that sime strands are sticky and some are not — the
Spider obviously uses the non-sticky strands o
retricve prey that has been caught on the sticky
ones, You mustiry toavond the shcky strands as you
investizate the bodies. Roll two dice - you may
subtract 2 from the amount rolled if you have srov
nIooeM skill. If the result is equal to your sxILL
score of less, luen to 382; §f not, hurn by 222

291-242

zg1
The beggar almost collapses wilh relief. *] thought
I'd had it there,” he gasps. You are just wondering
why the door was left unlocked, when he produces
asel of lock-picks with a grm. “Tlere,” he says, ‘that’s
how [gotin. You can put‘em lo good use, I'm sare.’
Add 1 1vcx point for this fortonate meetmy. It you
take the lock-picks, make a note of Lthem on your
Adveniure Sheel — they do not count as a backpack
itemn. The lock-picks give you Fick Lo ck skill if vou
don’'t already hawve it; if vou already have the -hk.lu.
thiey have no effect. The paly exit is a door at the far
end of the room. You thank the be sprar for the
lock-picks, wish him pleasanl dreams, and leave.
Tum 1o 350.

Iz

What have you got that can be used to block the
light?

An obsidian disc? Turm t 87

A biack cloak? Turn to 308

Something clse? Tum to 397
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253
You dodye into a shadowy doorway and stay very

still. The light and the footsteps come closer; and
v hardly dare to breathe as a two-man patrod from
the City Guard approaches. You close your eves and
hope that they will po past without nobong vou,
but suddenly the light is shining straight into your
face.

Well, nonw, what have we here? savs a gruff voace.

‘Come out of there, and state your business.” What
will vou do now?

Try to escape through the door
behind you? Turn 0149
Iry to bribe the patrol? Tum to 327
Make a break for it? Turn togy
Attack the patrol? Tum to 224
204

You pull the stabie roumd so that the archer’s amow
points at the barrow. You wait for a few moments,
but nothing happens, so far as vou can tell. Perhaps
the arrow should be pointed somewhere elss - but
where? At the site of the house (tum o 3463, or at
the standing stone by the barrow (humn to 383)7

2g5-246

205
Fhere = a loud click, and the great iron door swings
open easily despite its obvious weight, Inside is a
sirongroom, packed wilh chests and boxes. You
step inside to take a look. If vou have seor HIDbEN
skill, turn to x1. If vou do not, turn bo 120,

296
You lock desperately for some means of escape, but
flames hem you in on all sides. Abter a fow seconds
the blazing web comes away from the walls of the
shaft, and voo plummet to the caviern Boor below in
a welter of flame. Your adventure and vour life both
end here



267208

297
You beggin to cimb down the shaft, but after a few
feet a foothold crumbles and vou plunge headlong
downwards —lose 3 sTamixa points. If you are still
alive, you find yoursell in another passage. Tum o
236.

You creep closer o the dark shape, and see that it
a man in tattered clothes - probably a beggar - fast
asleep. You smile to yoursell. A beggar in the Mer-
chants’ Guild, eh? Not a bad place to spend the
night, at that. If you wake him, tum to 385 If vou
leave him alone and leave by the far door, fum o
350,

294-300

2
A patrol from the City fon‘} quickly arrives on the
sceme. You are heavily cutnumbered, and have no
chance to escape before you are knocked out by a
blow to the head. When you wake up, you find
vourself in a cell, in chains and mmus all your

equipment. You have kiled vour test, and vour
adventure ends here.

Joua
You go cavhously down the steps, There are no

iraps this ime, but as you reach the bottom you hear
regular heavy breathing coming from down the
crudely cut m-:i'.j' passage which leads off in front of
VL. Adv ancing cautiously, vou see an Ogre,
obwviously supposed to be on guard, slumped aslevp
m the passage. If you have sNEAK skill, turn to 279.
I vou do not, turn to 256,




301303

301

As you push through the undergrowth that sur
munds ithe statue, vou reahee that il is sel on a
plinth m the middle of a small walled pond. The
statue, of an archer about to lowose an arrow, is made
of bromze, and i< green with age, On the base of the
statue is an inscription of some kind, obscured by
dead leaves. Will vou wade across the pond to read
the Inscription {lum fo 2), or jump across {lorn o
14837

joz

As you lurn lo move on, a glowing, almosl Wans-
parent, bright blue something comes Hying down the
corridor at you. It looks a Kttle ke o severed human
head, but you have no Eme to examine it closely as
vou Lhrow yourself to one side. Roll two dice. L the
re=ulti= egual o your SKILL score or less, tum b 12,
U mot, turm (o 303,

33

You look all arcund the slab, lrying to find seme
means of shifling it. After a few sevonds’ searching,
vou find a2 hand-size gap behween the slab and the
wall on one side, just the right size for a hidden
cabch. Wil your feel for the catch with vour hand
{lurn to 56} or use a dagger instead, if you have one
{torn bo 1hy)?
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304
You hurl yourself 1o one side, but too late. One of

the Gianl Spider's great legs hits vou, and vou ans
hurled to the ground - lose 1 sTAMiIna point. The
Spider is upon you before you can regain vour fect,
and vou fend off its first attack dumsily.

GTANT SPIDER SKILL T STAMINA B

Tf youa win the first round of combat, vou have mot
wounded the Giant Spider, merely fended off its
attack, After the first round, fight it normally. If vou
lose the first round of combat — or any other —tum fo
285 If you kill the Grant Spider without losing a
single round of combat, turn to 353

305
Cursing, vou brush the scorpion away, crush it
underfoot and take the key. It opens the lock, and
the great iron door swings open. Turn to 70.

306

Quickly and quietly, vou open finst the bars and
then the window itself, and let ‘lr"{HJ_IE-EI.[ down o the
ground. You hurry through the darkened streets,
leaving Brass's house behind vou. As you go, vou
consider what to do next. You can try to find the Eve
of the Basilisk, if you think you have enough in-
formation {turmn to 134), or vou can look for more
information in the Merchants' Guild, i you haven't
been there before (turn Lo 129).

307308

I
You draw vour hand back to knack, but before vou

can do so the door J‘]ieﬂ.upen and an old man with a
long white beard stands before you. "What do you
want? he demands. What will you do?

Run away? Turn te 144 and choose again
Push him ot of the way and
look for the gem? Turn to 137

308
You take off vour cloak and throw it over the gem.

As soom as itenters the light, the doak disintegrates
with a flash. Cross it off vour Advenlire Sheet, What
will yoo dio mow?

Reach into the light and take

the gem? Turn 1o 269
Throw something to knock the

gem out of the hight? Turn Lo 130
Try to block the hght? Turn b 292

U vou want a clue, spend z Luck points - don’t
forget to adjust the score on your Adventure Sheet -

and turm o338,
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300
You go ink» the Rat and Ferret. The bar is lit by

smoky oil-lamps, and the pipes and cheroots of the
inn’s customers add to the peculiardy nch atmos-
phere. The landlord, Bald Morrd, looms behind the
bar like an unfriendly mountain. At a table to one
side, three disrepulabledooking men ane playving
pin-linger, stabbing a knife into the table between
their fingers faster and faster. You go to the bar and
order a mug of ale. Cross 1 gold piece off your
Advenhure Sheet to pay for it. What will vou do now?

Ask Bald Morei il e knows

atvythingg about Brass? Turnio 195
Ask tojoin in the game of
pin-frnger? Tum o 278

310
Your blow hits the guard, who stumbles but recov-

ers quickly. Now you must fight him.
GLUARD SKILL G STAMINA 4

If the fight lasts more than three nunds, temto 2ea.
If you win within that ime, tumn to 337.

311312

331
You fatten yoursell against the cavern wall, desper-
ately trymgg to get out of the torchlight. As you do
s0, however, vour shadow flits across the wall
bebind vou, and vou lose 2 STAMINA points as it
attacks you [rom behind. What will you do now?
Will you fight vour own shadow (furn to 11) or run
away from it (turn to 154)7

Iz
The Gaant Spider prepares to attack again. You try to
dowdge its attack, bul find voursell paralysed by its
vimom, you can only wait helplessly for it to fnish
vouofl. Youradventure and vour lite both end here.
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313

Y'ou raise onearm in an atternpt to fend off the blow,
but you are too slow, The creature’s blow thods
sickeningly into your shoulder — lose 2 sTamixa
points. You fAind vourself staving into the snarling,
hate-filled face of a Ghoul: you have disturbed i
Ironn its noctumal feasl, and now you must Giht to
keep vourselt off the meno

GHOUL skiLL B STAMINA 7

I the Choul hits you three more times, urmn to s Ti
o winy, tuen (o g7,

314
You look carefully around the plinth, and find a
crack between the plinth and the floor onone side. 1t
rolls back suddenly when you give it a shove,
revealing a set of steps leading down into the dark-
ness. You follow them down (lurn to 300).

315

315
Hardly daring to breathe, vou back out of the room

and close the door. You decide to give the sleepers a
litte time o get back mio a deep sleep. What will
vou do in the meantime?

Trv the first door across the

passage? Tum to 7o
I'ry the second door across the
passage? Tum tu 76

Try the door at the other end of
the landing?
U you have already visiled all the rooms, vou can

watt ardd then re-enter the roum you have just left
{turn to 2771,

Turn to 321




J16-317

316

You go through the door into another rock-cut
chamber — and find that you have reached the
hiding-place of the Eve ol the Basilisk! The huge
yellow gem stands on a black stone pillar in the
centre of the chamber, and a column of light shines
from an unseen source, engulfing the gem and the
pillar i hight from floor to ceiling. You are elated to
have come to the end of vour gquest, but vour elation
is tempered by caution: there is bound to be a final
trap of some kind. What will you do now?

Take the gem? Turn to 269
Throw something to knock it
out of the light? Turn o130
Try to block the hight? Turm to 292
517

You throw yourself at the door, trying to burst
through before another of the Poltergeist’s missiles
hits you. The door doesn't budge, but a portcallis
comes crashing down behind you, trapping you in
the alcove. You try the door again, but yvou realize
that it is a dummy, nailed to the wall as part of the
trap. You try frantically to lift the portcullis. Roll two
dice. T the result is equal to your s K11 L score or less,
vou lift the portcullis and escape {turr to 152). If not,

you fail ko shift the portoullis — you are still trapped
and the Poltergeist attacks once again,

POLTERGEIST SKILL B STAMINA O



318

Eodl fur Attack Strengths as normal, but if you win,
the Pollergeist is not wounded, you have merely
dodyred its missile, 1f the Poltergeist wins, its missile
hits you and you lose 1 STAMIN & point.

After the Poltergeist has attacked, you may attempt
ko escape again, Repeat this procedure until you
escape {rom the trap or die in the attempt.

318
The dour has a large kevhole, and vou look through

it before deciding what to do. The room beyond
seems k0 be a kitchen, and is iluminated by the
dying embers in a large ireplace setinto the far wall

Infront of the fire, on the floor, isa large dark shape

Tt twitches as you walch, and when it ratses its head
and yawns you can sew that it is 8 dog - a very big
dine. You stand up, wondering what to do about it

As you think, vour eye lights on a painting on the
wall of the hallway, It is a portrait of a strong-
looking, bearded man, with a el urder one
arm. On the botlom of the frame i a small bras
plague, bearing the mscripbion:

T'o Captain Marlm, from the crew of the Far Irader

Now what would Brass be doing with a picture
which obviously belongs to a Captain Marlin? You
must b in the wrong house. You leave very quicty,
hoping that the huge dug in the kitchen won't hear
you, and investigate the house across the strect,
with the coin symbaol cut into the door-post. Tormn o
384.

319-322

319
With 2 stony dink, your weapon bounces harmless-
v ofll the Gargovle's magical hide. What will vou do

FTa

Use a magical weapon? Turn lo 158
Try somme other means? Turmn ti 73
Keep fending it off and hope

for thir best? Turn to 384

320
You can find no way forward; the Eye of the Basilisk
is beyond voor resch. You have failed yvour test, and
vour adventure ends here,

321
You put your ear to the door, but hear nothing.
Trying the handle. vou find that the door is locked.
li vou have prox ook skill burn to 134; if you don't,
you can investigate the doors off the landing {tum to
45). you can leave the house and visit the Mer
chants’ Guild, if you haven't been there before {lurn
o 129}, or vou can try to find the Eve of the Basilisk
using only the information that you have gained so
far {lurn bo 144).

23
The three Dhwarfs lie ﬂEj.?-d- at your feet. Before you
can inspect the bodies, someone leans out of a
window and calls loudly for the guard. You huarry
away before a patrol arrives on the scene - turn back
to 144 and choose again.
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313
The Possessor Spint disappears in 2 shower of
bright blue sparks. A rapid search of the body lurmns
up 5 gold pieces, a throwing knife, a mg piece of
heavy wane with a hook at the end and a flask. The
Hask has been cracked in the fight, and a potion 35
leaking ourt of it - there is enough potion let! for one
drink;, but only if you donk itnow. Torn to 247 if vou
drink the potion, Record anyithing vou take on your
Adzenture Sheel; only the wire counts as 2 backpack
em.

You mawve omward along the passage, following the
trail of blood left by the dying thief. The trail kads o
a tour in the left-hand wall of the passage. The door
stands ajar, and you peer through the doorway
into a room furmished only with & great iron cage.
Locked in the cage is a Dwarl ‘Let me out!” he
pleads. ‘T'm a thief like you! Tf you let me out we can
look for the Eve of the Basilisk together” If you let
the Dwarf out of the cage, turn to 6. I you make sure
he’s a thief first, turn to 86. I you ignose him and
carry un down the passage, tumn o 155

324
You step through the doorway into a tench-lit pas-

sage. You shut the door quickly as you hear a
scrabbling, slithering sound from the darkened
room behind you. Just outside the door stands a
small bottle, containing a liguid which glows very
brightly — e brightly that if hurts your eyes. You

Ja5—327¢

wonder if it will penetrate the darkness of the room.
Will you find out (turn to g2), or will you ignore the
bottle and carmry un up the passage (turn to 2527

335
You cross the baloony to the landing. Three doors
lead off the landing- one on the left and Hwo on the
nzht At the end of the landing is a barred window,
The bars are set into the brick of the windowsill, and
cannol be-moved. Yoo decide to listen at one of the
doors. Which one? The door on the left {turm to 297),
the first door on the right {turn to e, or the second
door omn the right {fuen to 76)7

32h
Hugging the shadows, you work your way around
to the side of the bu.ihii.ng,. then glde soundlessly up
to the gnard. He gives no sign of having noticed
vour approach. What will you do next? Yo can try
o knock out the guard (turn bo 38} or ey to open the
door (homn bo 2687,

327
You mumble some excuse about being a carpenter’s
apprentior on an errand, and reach into vour purse.
How much will you offer them? Decide how many
sold pleces to offer, then roll one die. If the number
rolled i= equal to or tess than the number of gold
pieces you offered, turn to 44. If not, turn to 268,
Don't forgel to cross the money off your Adnenture
Sheet.
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328
With a bestial grunt, the Ogre attacks you. Fight it

nurma'ﬂ!.r.
OGRE SKEILL S STAMINA 12

If you win, turn to 342

As you reach for the top of the wall, an arrow slams
info your arm. You lose your grip, and fall headlong
{rom the top of the wall. Your adventure ends here.

33
The beggar is sufficiently startled to believe you,
and leaves humedly. As he leaves, he mutters that
he hopes vou end up as a beggar with nowhere to
go. Lose 1 Luck point for being so hard-hearted.
The only exit is a door at the far end of the room; you
siep cautionsty oot. Turn o 3500
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331
Feeling your way along a wall, you try to creep
across the room withoul making a sound, hoping
that whatever is in the room won't notice you. After
a few steps, your foot scufls against a slight bump in
the floor. Instantly, vou hear the slithering sound
getting closer, and vou draw your weapon as the
unseen monster attacks. Subtract 2 from your
Attack Strength during this combat, becanse of the
darkness,

UONSEEN MONSTER  skiLLs
If vou win, tumn toasy.

STAMINASR

332
'ENQUGHY Bald Morri's voice rings out above the
sound of fighting. Together with some of the inn's
customers, he separates vou from the men. and
throws vou out. You pick vourself up out of the
gutter, dust yourself down, and decide what to do
next, Will vou:

Look for a beygar (if you

haven't already)? Turn o 26
Visil Madame Star (if you

haven't already)? Tum to 117
Or leave the Noose and look

elsewhere? Turn to 387

3337335

333
You fry to push past the men, and head for the door
of the tavern. Roll two dice. If the result i less than
or equal ko yonr sk score, hom tog. U the result is
more than your SEFLL score, turn bo 258.

kS
You turn to face the monster, feeling a great deal

more confident now that you can see what you're
fighting. As you turn, you see that il is a large,
golden-brown lizard. Then you see its large, glow-
g vollow eyes and tealize that it is a Basilisk,
whose gaze is deadly. Test your Luck. If you are
Lucky, turn to 174. 1f you are Unlucky, turmn to 63,

335
There is a dick, and the safe door swings open.

Inside, you find 20 gold pieces, a ledger with Brass's
acooumits for the last two months, and a letter. The
fetier talks about “fitting owt your property on Bar-
row Hill', and is signed with a strange symbuol, the
type that wazards use. The ledger shows thal Beass
bought some land on Barrow Hill not long ago, and
beside the relevant entry there is a pencilled note
reading ‘E.0.B." This is an important clue — make a
note of this paragraph on your Advenbure Sheel.
What will you do next? You may scarch the desk if
viou haven't already done so (o to 143), leave the
room via the window (turn to 308}, or leave via the
door and mvestigate the doors at the other end of
the landing (turn Lo 325).



336-337
336

You draw vour sword and wait m the hallway for
sommenne to arrive, trying to look as fearsome as you
can. The door beneath the landing opens, and out
comes a bleary-cyed servant holding a huge black
dogon achain. He lets the dog go when he sevs vou,
and it flies at vour throat, snaring horribly.

DG CKILL 7 STAMINA T

While yon are fighting the dog, more servanhs come
oul of the dooe, Fight three rounds of combat, then
turn to 1gq. I yous kil the dog mside three rounds,
vou must flight the servanis. Fight them as a single
ETIRTIY

SERVANTS

Fight-one round of combal against the servants,
then borm tor1gg.

SEILL F STAMINMA Q

337

Lhe guard falls 1o the ground, and you tum to the
door. Before you have a chance to do anvthing,
though; vou hear lootsteps approaching, and see 3
bobbing hightin the dstance, approaching rapidiv—
almost certainly a patrol, attracted by the notse of
the fight. Yoo dodge mto a darkened aliey, and
search for another entrance: there will be far foo
much achvity fr comburt around the mamm door
after this. Turn to 210.

336340

338

Sumethmg telis vou that the chest in the last room s
mnportant, so you g0 back there. The remaining
Crystal Warnor does aot move as you approach the
chest. The chest is securely locked. Il vou have ricx
Lock skill tum o 145; if yoo don’t, you will have to
try to break open the chest. Roll two dice. If the
result s equal fo yoor sl soore or less, tum o
118; if not, turn to 20.

339
The Poltergeist attocks vou three trmes as yon cross

the room.
POLTERCEIST SKILL A

Roll for Attack Strengths as normal, but i your
Attack Strength is higher you have not wounded
the Poltereeist, merely evaded its massile. IF the
Poltergeist has a higher Attack Strength, you lose 1
STAMIN A pumnt. Frght three rounds of combat, then
om0 5g.

STAMINA

340
As the Gargovie swoops towands you, you hurl the

chain at it, hanging on to the drainpipe wilh one
hand. Remember Bo cross the chain off your Adoen-
fure Sherf. Roll two dice. If the resull is equal Lo your
SKILL score or less, you hat the Gargoyle — tum fo
232 I not, you miss - tum to 389.



41

341
At the top of the shaft, another passage leads away.
As you follow the passage, il gets damper and
damper, until mosture s running down the walls
and the walls and ceiling are coated with occasional
patches of mould. Finally, the passage comes to an
end, The wall at the end is covered with 2 thick
coating of bright vellow mould, which looks almost
like the fur of some strange animal. There seems to
be no way enward,; but vou are sure there mustbea
hidden exit - you've seen more than one apparent
dead end already. I you have sroT mippeN skill,
turn iy 88, If you do not, fom {o 378,

342

342
At the end of the short passageis a greatiron door. It
is a5 high and wide as the passape itself, and one
lnok tells vou that you would never be able to break
it down. There s a keyhole in the door, but you
realize that the lock on a high-security door like this
will be very difficult to pick. Beside the door is a hole
m the wall, containing an iron key on a hook and a
small, brightly coloured scorpion. The scorpion
does not move, but you know that if vou try to take
the key, there is a good chance that it will strike at
your hand. Will you trv to fake the key (if vou have
PICK POCKET skill, turm to 13, if yoo do not, burn to
264}, or will vou leave it alone and try to pick the lock
{turn to 58)7



3437 H5

H3
You go down a short passage, and come to a set of

steps leading downwards into the darkness. This
seems to be the only way onward, so you skatt
cauticusly down the steps. If you have sPoT HID-
oEN skill, turn to 286, If vou do not, turn to 267,

3

Youcan't make out the symbol. S there scemsto
be no way into the barrow itself, vou conclude that
the Fye of the Basilisk is hidden somewhere else,
lurn to 77 and look arcund the rest of the garden,

M5

You smile at the guard, and approach him cau-
Hously, rummaging in your purse. How much
mumey will yoo offer him? Decide how many gold
pieces Lo offer [not forgetting to cross them off your
Adventure Sheet), then roll vne die. If the result 15
equal to the amount you olfered or less, tum to 251.
if not, urmto 100




346—349

34b
You pull the statue round so that the archer’s ammow

points at the site of the honse, Nothing happens, as
far as you can see. Perhaps the arrow should be
pointed somewhere else — but where? At the hammow
{tum to 294) or al the standing stone by the barmow
(turn 4o 383)7

i Tl
You tum the doorkncb and lean hard against the
door, bul nething happens. The door doesn't move
—it must be locked, or bolted from the other side
There's no escape that way. What will you do now?

Make a break forit? I'urn to o7
Attack the patrol? Turn tor 224
Try t0 bribe the patrol {if vou

haven't already)? Tum to 327

B
You put your shoulder ?;the slab, and heave with
all your might. The slab stays firm, and something
gives in your back — lose 7 sTamina point for
tearing a musdle. Go back to 43 and chowse again

349
The symbol means nothing to you. Turn o 181 o
vou have sroT mippIN skll, otherwise there is
nothing for it but to wait until someone finds you
and face the music, You have failed your test, and
vour adventure ends here.

s

350

Ihe door leads o a passage. OFff the passage 5 a
kitchen, containing nothing of interest, and a lobby,
from which stairs lead up to the first foor. You creep
up the stairs, and find yvoursellin a carpeted passage
with a door on etther side. The door om the left has
the symbol of a coin painted on to a wooden plaque
which is attached o #, and the door on the right
bears the symbol of a fish, Will you:

Check the passage for traps (i

v have sroT Hipoe N skill)? Turn to 357
Open the door on the lefl? Turn tir 184
Upern the door on the right? Tum to B3




351=353

351
After a few yards, the passage comes to an abrupt

end, The only way onward is a hole in the floor.
leading down into the darkness. Will vou go down
the hole {if you have cLimu skill, turn to 216, if you
do not, turn to 297), or will you go back and try the
other end of the passage (turn to 2417

352
You advance cautiously into the darkness, wonder-

ing what is in there. Turn to 24 if vou have snEax
skill, 331 if you don't.

353
Onee the Ciant Spider is dead, you are able to look

around you. There are no passages leading out of
the cavern apart from the one you came mm by, so
you decide to investigate the ceiling, which is lostin
darkness. lf vou have cLimeskill, tom bo 265 If vou
do not, turm to 3199,

3547355

354
You drop through the skylight into a short passage.
Mausing to get your bearings in the half-light, you
sex that there are bwo doors, each bearing a badge or
symbol of somwe kind. The door on the right iy
muirked with a coin symbol, and the one on the lelt is
marked with a fish svmbol. It you vpen the door
with the fish symbol, turn to 8. If you open the
door with the coin symbol, turn to 189 If you have
sroT nInoen skill, you can check the passage for
traps first by lurning to 357

155
Ihe chair misses you by a whisker as vou throw
yourself to one side. Turn lo 68,



356357

356

You start to disarm the trap, but sooceed only in
setting: it off. The panel near the lock flies open, and
six small darts shoot out. Roll one die to see how
many hit vou. You may halve the number {rounding
fractions down) if you successfolly Test wour Tk
Fach dart that hats vou does 1 sTamina point of
damage. To make matters worse, you can hear the
sound of a patrol spproaching, and the guard you
knocked out begins to groan, as if he = about @
wiake up. You decide to give up on the main door
and dodge into an alley which runs down one sde
uof the building, Perhaps you will lind some sasie:
and less exposed way in. Turn o 210

357
You search carefully along the panelled walls, and
find a slight bump in the floor. Relhng back the rug,
vou find a lever connected toa hidden pansl onone
side. You're nol sure preciscly what itis, but it must
be the triggrer for a trap of some kind, so vou give it a
wide berth. What will vou do nexi?
1y the lebt-hand door (with
the coin symbaol)?
Try the right-hand door (with
the fish symbol)?

Tum tor 3

Tum o163

358-359

358
You approach the trees almest silenthy. As you draw
doser, you can see a hunched form bent over some-
thing in the darkness. There 15 a sickly sweet smell
of rotting flesh coming from somewhere. What will
vou do?

Hurry on across the square? Turn to 246

"Attack the hunched figume? Tom to 230

Touch the hunched Agure? Tuen lo1g
359

You hack at the strand of web holding vour foot,
and eventually pull it free. Deing carelul o avoid
any more sheky strands, you make vour way
caubipusly to the pearest body, lurn to 382,




3b0-363

160

As vou pick the lock, a jolt of electricity lashes up
your arm and throws vou across the room - lose 4
sTAM InNa points. If vou are still alive, vou open the
chest. Inside is a disc of black obsidian, almost a foot
across and so highly polished it reflects the light of
vour torch like a rmorror. You reach i b take . Turn
to 182 if you have spoT wippew skill, I you do not,
turm to 20.

301
I'his isnt going to be easy: you have to take the key
from around Brass's neck without waking him. Rall
twi dace. Tf the result is equal to or less than your
sxiLL, furn to 185. I the result is more than your
SKILL scume, finrm 1o péa.

bz
Your pull the map out of your backpack, study it fora
litthe while, and mark out the gquickest route through
the maze. Following the map, vou come through
the maze in a matter of minutes. It's a good job you
picked it up, vou could get lost in that maee for ever.
Turn to 178

363
You put the whistle to vour mouth and blow. You
hear nothing. but the milling hats suddenly part
remnd you like a curtain, and fy out of the passage
into the might. Tom to 43.



364367

364

Bald Morri takes your money, and leans over the
bar. ‘'He's a big merchant,” he says in a low viice.
‘This symbol is a coin, and it's on everything that's
his. That goes for his house, too—it's on the comer
of Short Street and Field Street, just by the Field
Gate.’ He dips a finger into your ale and sketches 2
symbuol on the bar-top. If you have sEcReT sieNs
skill, turn to 253; i not, turn to 237,

365
The force of the Gargoyle’s blow neariy knocks you
otf the drainpipe, but you hold on for dear life. Will
you keep fighting (torn back to 225 and fight
another round), or will you try some other approach
(turn to 73)?

366
Because you stay in the alcove, the Skeletoms can

only attack you one at a ime. Add 1 1vcx point for
thinking of this, then fight the Skeletoms ome at a
time,

SEILL STAMINA
First SKELETOMN B 5
Second SKELETON 5 4

U you win, turn to 31.

367
You run for the door, but before vou can reach it the
Shapechanger leaps from the cage and throws stself

366-369

on you from behind - lose 2 sTaAMINA points. You
st fight it now.

SHAPECHANCER sSEILL 10 STAMINA 10
If you win, leave the room and turn to 135.

168
You ship quietly up the stairs and on to the balcony,

There is a door immediately on vour left, and a short
bnding leads off the balcony on your right. Three
doors open on to the landing. If you try the door on
vour left, tum to 321, If you investigate the doors on
the landing, tum tw 45.

You make your way down Clock Street. Suddenly,
25 you pass a narrow side-alley, three small shapes
launch themselves out of the darkness at you—a trio
of Dwarven footpads. Fight them one at a time,

SEITLL STAMINA
st DWABRFE 7 7
Second DWARF i o
Thard DWARF o &)

i vou win, turn to 322,




370372

 Fiiod

You set off down another passage, but after what
seems like an hour's walking you are still lost Tes?
your Luck. If vou are Lucky, you finally find your
way oul of the mase — turn to 178 If you ane
Unhacky, you are still lost: retum to the top of this
paragraph and try again until you ane suecoessful I
you tun out of Luck altogether, you never find your
way out of the maze. You have failed vour test, and
have nothing to look forward 1o but a slow death by
starvalion.

3
You wade through the grasping, dinging Tangle-
wied, not stoppimaz until vou ane well clear of i, but
losing another 3 sTAMINaA points in the process.
Turn b 248,

Hugsring the shadows, yon work vour way round to
the side of the building, and creep towards the
guard. Your foot brushes a pebble, which datters
along the cobbles, and the guard suddenly snaps
awake. TTe barks a challenge and levels his spear at
vou. Wil you attack the puard (turmn to 1231), v to
bribe himn {tumn to 345), or refreat (furn o 270)?

3737374

373

Your mind works quickly. There is some kind of
sorcery af work here, and vou don't like the idea of
fighfing your own shadow at all. If you stop casting
a shadow, you won't have a shadow to fight — but
how can you do this? You drop the torch vou are
carrving, and hurl your weapon at the torch on the
wall. Don't forget fo cross it off your Adventure Sheel,

K you have nothing else 1o Lght with, vou must
deduct 5 lrom your Attack Strength until vou lind
aru:rH-mr weapon. Roll two dice. I the result is equal
to vour SEILL scome or less, tumn to 5. 1f not, turn to

249.

374

Atlast, the passage comes toan end. You had begun
to think that it would go on for ever, but you find
voursell peering into a huge cavern with no visible
exits. Is this the hiding-place of the Eve of the
Rasilizk? The cavern is featureless; and its rool is lost
In darkness, beyvond the range of torchhght, You
move cauliousty into the cavern, and starl o check
the walls for concealed doorwayvs or hiding-places.

Suddenly, vour altenlion is caught by a rattling
noise from above you. You raise vour torch and look
up, trying to see where the noise is umﬁng from —
and sec an immense spider, fully five [eet across the
body, dropping like a stone towards you. Roll tweo
dice. If the result is equal to your sKiLL score or less,
turn to 207; il not, tum to 304.



375-370

375

You climb the drainpipe rapidly, but when you are
aboul ten feel off the ground, it shudders slightly,
and comes away from the wall with a groan of
twisting metal. You fall to the alley below — lose 2
sramina points —and the drainpipe falls on top
of vou with a crash. You drag voursclf inio the
shadows: if vou have sing skill, turn to nl; if yvou
oy ot Tum o272

376

You put your hand down on the table, with vour
fingers spread wide, and stab the knife into the table
between each poir of fingers in turn. Faster and
faster the knife moves, untl vou accidentally stab
one of vour fimgers. Tes!t your Lick, U you are Lucky,
turn to 7r. If you are Unlucky, tum to 199.




E Y

377

The door is very solid — it appears almost impossible
to open by force - and the Tock on it s one of the
largest and most complicaied that you have ever
seen. I you have ek Lock skill, you can Ly to
open it, but it won 't be casy. Koll vo dice, and add 2
to the score. L Lhe resultis equal to your SKTLL score
or less, you have opencd the door - turn to 265 T
nol, or if you don’t have rick Lock skill, vou can’l
open the door, and you will have to confine your
attention to the desk (tum to go) or leave the Mer-
chants’ Guild stealthily and either look for dues m
Brass's house (if ¥ou haven’t been there before) by
turming to 156, or set out in search of the Eyve of the
Basilisk without looking for any more clues (tum to
1440

378
You search both sides of the passage, but can find
no way out at all. Perhaps you missed something
earlier on, and this really is a dead end. Tes! your
Luck: TF you are Lucky, tum to 88, If you are Lin-
lucky, turn to 42.

379
Cursing, you brush the scorpion away. crush it
underfoot and take the kev. As you turn 1o pul it in
the lock om the great iron doos, vour vision blurs.
Shaking your head, you try to take a step, but fall to
the ground as the venom takes effect. Your adven-
ture and your life both end here.

380382

380

You cannot stop your hand wavering, and your
lingertips brush the edge of the light. A searing pain
lashes through your arm. Test yonr Luck. If you are
Lucky, you lose 4 STAMINA points. Tf you are still
alive, go back to 87 and try again to take the gem. If
you are Unlucky, the shock of the pain makes vou
stumble further into the light and the searing pain is
the last thing vou ever feel. Your adventure ends
here,

381

As vou hurry outof the cavern, vou notice a series of
holes in the walls of the passage, three on each side,
at chest height. You crawl underneath them, and as
you do so a small dart shoots out of each hole. If you
had been standing, they couldn’t have missed you.
Gaim 1 Luck point for evading the trap, and follow
the passage to 101.

382
Carefully cutting the spider-silk from around the

body, you find that it is indeed human, You avoid
the face - you don’t want to find out whether it's
anyone you know - and concentrate on looking for
usable equipment. You find a backpack with
enough Provisions for two meals, but that is all. You
decide that you can't face investigating the other
bodies, and resume your climb to 343.



383-3085

38

You pull the statue roumd :_:1 that the archer’s armmow
points at the standing stone beside the bamow.
There is a grating noise, and part of the featurcless
grassy mound falls inward, revealing a small stone
doorway. You gocavhously inside, pausing only to
Light a torch, vour hand-lantern isn’t bright enough
for these conditions. Turmn to 343

Youlook all round the two-storey house for possible
entrances. There is no back door. but you find two
possible ways in: a ront door, which is locked, and
a drainpipe, which leads up lo three windows on
the upper floor.

If you have rick tockskill, you may try to open the
fromt door (tam to 276). If you decde to cimb the
drainpipe, lurn (o 108, U vou don't wish to do
either, you can make your way back i the Market
Square and wvisit the Merchants' Guild. provided
that vou haven't done so already, by tuming to12¢.

385
Lhe beggar wakes with a start, "Don’t hurt me,” he
whines. T'wve dome mo harm. All 1 wanted was
somewhere (o sleep out of the weather.” He'sdearly
frightened of vou —he probably thinks that youanea
Guild ollicial or a nightwatchman. Will vou pretend
to ber a watchman and order him ot (tom to 330]), or
will you tell him vou're a friend {turn to 2g1)?

386-387

You resume your circuif of the building, and notice a
doorway in the wall, but when you investigate it,
vou discover that it's been bricked up - there's no
way in here! Carrying on around the building, yoo
furn left and find vourself in Key Street. Looking
south, you see someone dodging a hail of arrows.
You smile to yourself as vou head north. The Cuild
has done well with that frick, even though there
were some whao said it wonld never work.

You come back to the Markel Square, having
walked right round the Merhants” Guild, and
pause to think. You have found three ways in: the
fromt door, where there is a guard to get rid of; the
back door; and the drainpipe beside the back door,
which leads lo a window. You decide that the front
door i too isky: fighting with an armed guard in
the Markel Square is bound to attract attention.
even at might. This leaves you with the back deoor
{furn to 158} or the dminpipe (tum fo 225). [f vou
have crrwn skill or a rope and grapnel, you can
ynore both options if you wish, and try climbing to
the roof —tum to 4

You leave the darkened allevways of the Noose, and
head outinto the rest of the town, Where will you go
first?

To Brass's house? lurn to 156
To the Merchants’ Guild? Tum to 129



388—300

B8
You miss Lthe Jib-fib, wﬁ'i:h runs screamingg down
the passage. You ve heard that their voices are loud,
but you still find it hard to believe that such a small
beast can make s much noise! You can’l hear the
armed guards running to investigate — the ib-Tib's
howling drowns out everything else — but you can
imagine them running up the stairs at this very
moment. You make your wav out of the Merchants'
Guild as quickly as you can. and fake cover in a
shadowy alley. After your necves have settled, you
begin to weigh up the situation. It's oo dangerous
t return B0 the Guild now, so you'll have lo do
withoul any information that you might have
gained there. That aves you two options. You can
book: {or clues in Brass's house (if vou haven't been
there before) by turming to 156, or you can sel owut
search of the Eve of the Basilisk now, and hope that
you have enoungh mformation to ind it (turn Lo 144).

184

A stony claw rips vour shoulder open; you-are torm
from the drzinpipe and plumimet to the alley below.
Lose 3 sTamina points. IFvou are still alive, turn to
AR if vou have HIDE skill, 275 if vou do not.

390
The door shudders as vou hit it but does not open.
Lisse v STAmina point for a broised shoulder. In-
stantly, the air is filled with a dense, mustard-
qﬁ?n___;_;sa_ﬁ:;i:w—'_';’;f:"} _F— e colured dowd of spores, but t.hl_‘ cloth Over your
o -y =% . = e | mouth and nose protects you a little, Try again—roll

£ LTS :
Co 'ﬂ'l'l':\_-*l-'"_' e e L




391393

two dice, It the result is equal to yoor SKILL score or
less, turn to 290; if not, tum 31,

391
You drop to the fool of the wall, hitting the ground
hard — lese 1 sTamina point. You stagger o vour
feet and by to run, but guands are converging on
vou froumn all sides. Roll two dice. 1f the result is equal
to vour sK1LL score or less, you manage toevade the
guan:ls and escape — tumn back to 144 and try some-
where else, lf not, turn (o 36.

392
You leave the city by the Field Gate, slipping past
the guards like a shadow. Soon, you see Barrow Hill
tising out of the night ahead of you. As you dimb
the hill, you see the ancient barrow from which it
gol its name. Not far away is an overgrown garden,
all that remains of a great house built here a century
or more ago. They say that the family who Bved
there were dogged by ill-luck until they abandoned
the house, and soon after they left it bumt to the
ground. You wonder what Brass has done to the
site, where the Eye of the Basilisk is, and how il's
profected. Where will vou start looking?

By the barrow?
By the house?

Tuomtozo
Tum to 77

393
You hurl yourself to one side, bul the thing, what-
ever it is, grazes your shoulder. A tremendous jolt

304=305

of pain lashes through your body, and for a fraction
of a sevond you feel as if your very soul is being
burnt up by the thing's hellish energy. Lose z sTa-
MINA poinds, 1 5kl point and 1 Luck point. The
thmg hovers above the dead thief's body for a
fraction of a second, then sinks down into i, soak-
mg into the dead flesh Hke water soaks into a
sponge. The body twitches once, and then drags
itself o its feet. Your scalp tingles as the dead eves
stare sightlessly into vours, and the dead thiet
shambles to attack you. Will you fight the Animaled
Corpse (turn to §2), or irv to run away (turn o 192)7

I
You manage to free your foot, but the fire spreads

rapidly and spon the whole of the web is blazing. If
you have cLims skill (a rope and grapnel won't do
here), turn to 239. I you do nol, turn to 2g6.

395
You attack the Gargoyle.
GARGOYLE SKILL g STAMINA 10

When you win a round of combat, turn to 133,




396—397

By the faint moonlight coming into the room, you
see a large lour-poster bed. Two people are asleep -
Brass and his wife. At the foot of the bed stands a
chair with clothes heaped onit, and a rapid search of
the dlothes tums up 1o gold pieces. Asvou are about
Lo leave, you see that around Brass's neck isa keyv on
a silver chain. The key has the letter R’ onit. fvou
lry to take the key, tum 1o 361 ¥ you have FICK
rock it skill, 260 if you do not. i you deade not to
lake the key, you turn and leave the room quictly.
Chre back om the landing, will vou:

Try the first door across the

passagEe? Tum o 7o
Try the second door across the
pssaue? Tum to 76

Investigate the door at the other

end of the landing? Turn to 373

Or you can leave the house guietly and either go fo
the Merchanis’ Cuild. if you haven™ alrcady done
50 (furm to 120), or set out in search of the Eve of the
Basilisk without looking {or any further indormation
{burm trr1gq)h

37
You hold the object in the light, and it disiniegrates
with a flash. Tt is totally destroved, and not even a
trace of ash is left behind. CUross the object off your
Adventure Sheet, and lose 4 sTamIN A points as your
hand brushes the edge of the light. What will you do

T’

398-199
Beach into the ight and lake
the gem? Turn b 265
Throw something to knock the
ot of the hight? Tam o130
Iry to block the light? Turn to 292

U you want a cue, spend 2 trck points — don't
forget to adjust the score on your Adpenture Sheet —
and turn to 338.

Yoo manage to kill the ?i!];:'ﬂ%"h before it can make a
sound. Just as well —you've heard that their screams
can be heard miles away, and the last thing you
want to do s to let the whole town know thal
someomie s broken mto the Merchants” Guild. Wip-
ing your sword, you turn your attention to the
doors. Which one will vou bry first:

The door with the coin symbol? Iumtos
The door with the fish symbaol? Turn to 163

359
You try to climb the cavern walls, but they are too
sheer and you can find no handholds. You look
again around the cavern, searching for a hidden
door or some other way out, but find nothing. Test
yowr Luck. If you are Lucky, turn to 213, If vou are
Unlucky, fum to 320.



400

400
As vou stand looking at the fake gem, a secret door
opens in the back of the chamber, and out steps
dannik, followed by several other prominent Cuasdld
members. They are all smiling.

Yes, Lknow it's a fake,” grins Rannik, ‘the whole job
was. But the dangers were real enough, and you
wsad vour skills and equipment well Lo overcome
them. You've passed vour test, and the Guild Coun-
cil, whom you see here, has no hesitation in admit-
ting vou to full memnbership of the Thieves” Guild of
Port Blacksand.” Your disappointment turns (o a
choking mstorne of cdation and nelief as the other
thieves crowd round (o congratulate you.



Afso in Puttne
Steve jackson’s
SORCERY!

15 THF SHAMITAMNITHILLY

Yiomar seanch fuer the Rgendary Crown of Kings takes wou
o the Shamutans Hifls Alkve with evil creatuves; lawless
wanderers and bloodthirsty monsters, the land 35 riddled
with fricks and freps waling for the umsrary tmeelier
Wil you be able to aoss the hilks safely and peoceed 1o
the serurud part of the adventure — or will you perish in
the atkrmpt?

27 EHARE - LITYPOET DF TEAPS

Az a warrhir relving on force of arms; ot a wizard trained
in magic, you misst brave the tecfor of & city bult fo trap
the wreware. You will need all woor wits sbout you o sur-
vive the unimaginable horrors ahead and fo make sense
of the ffoes which may lead b your SUccess — of B wonr
Joom!

§: THE SEVEN SERPENTS
Seven dewsdly snd mageral serpents speed ahoad of yo to
wamn the evil Archmage of vour comaniz, WIHL vou be able
o cabch them before they get there?

47 THE CROWN OF KINGS

Al the end of your bong ek, you face the vnknomem
ferrors of the Mampeng Fordress. Hidden ingide the keep
ks the Crown of Kings — the ultimate goal uf the Sorcery!
rpic- Bot beware! For i you have ol defeated the Sewen
Serpents. your amival has been anticipated - .

Complete with all the magical spells vou will need,
each book can be played either on i own oras part
of i whaole Fpc.



THE CRETAN CHRONICLES

SLOWITPELT: 0F 41 THELS
AT THE LA BD 05 BANL Mk
RETURN OF THE WANDEREE

fohn Batterfield, Dard Homgmans, Phillp Marker

Sel in the mythologioel world & Ancend Greece, s 3-
bk r-]_'lk b'ri'rl.gs an ;-'r:ririnz_' historical dimemesom
Adveniure Gamebooks. YO are Altheus, sent o avenge
the death of Thessus, our ehiler brother, whose body Bes
trapped W the labyrminth of Kmg Minos, The osmbat
system hag been extervded 1o incorporate e oonoepls of

Tioanour sl shams.

Faniasy (esthooks — 31 pages, full colour

THE PATH OF FERIL
David Fickling and Perry Hinton
Mustrated by Rachel Birkett

The fmomus » Bdmund Malory, has been foully
murdered, and the kypmdary: Bloodstone, which he ac
yuited  under mysterious <incumistance on his lazt
fravels, 5 massangy. All that remains are the scattered feag-
meals of the cxploner’s diary: his petsonal notebook and
muind of the conlents of his rarsacked stody. 'An afmost
nnsolvable aivebery. Yet i wems that the explover hirself
oy meet 3 winlent end and prepaced the way for
T bp tack down his muorderer and erecoreer the
Hloodstone. Usturiurnately e choed he Jaid heave besn
seatfenyl in the furmotl of his leseible death. All the infor-
mation voun peed ks here, mrenivosly hidden i both texs
and peciures, anid each =tmnd of the myztery unravels i
reveal the mest, Are YOU sharp enough (o crack it?

STARFLIGHT ZERO
Damd Frekfing and Perry Hinlaw
ustrated by Peter Andrew Tones

e b one the Free Plansis have falfen o the relentloss
advance of Ihe Dark Ships unsil only Caldovan and
Pelorer mmain. Then a last. despairing medsage comes
frem Palomar and Caldorsa B on ik owne It seems that
the meaders,” armed with' the power of the invineible
Black Light, will soon conquer the lasl oulpost of re
wistanoe. The ooly hope for the survival of Caldoman is
one - leat desperate mission byoa small group of star
frghters tn sirike at the source of e Black Light. Amd
YO are pan of the waadi



OUT OF THE FIT
FIGHTING FANTASLSY MONSTFRS

Stete fackson and law Livmgsione
Edited by Marc Gasomigne

From e darkest corners; from the deepes] pools sed
fram dongeons thimaght onby o exist In mightmsnes. comss
thi Fighong Fantasy monsters — the downfell of many @
brave warnor. Two hubdred and iy of these lneleomes
creabires from the wild and dangerons worids of Pightng
Fantazy are collectied hers — some are old adversanes,
EnAT il have vel b meet - each of Hhemn dieambed n
I.'I'II:I.'I1:I"|. clietail. -‘5.11 1!‘|I:|'L'e=_|‘l|."'r‘l:.'-ﬂh-t' E'md.r for I_lghr'ng:
Fantazy sdweninrers’

TITAN
THE FIGHTING FANTASY WOELD
Steps Jockson anid Ten Lyvmpgstone

Yoo met the motsters in OUT OF THE PIT - now meet
the reel of the Fighling Fanlasy world! Mo sdvenlunes
should b withoot this essential guide — it containe rvene
thing yom need to know, coverme the urbulent histooy of
the world, oo ils ereption and eardy ovilicdtens
thrimgh' the devastating War of the Wizards — fo the
present-day wilderness and anarchy where the delcate
balance betiween Good and Chass coold =t any rmiEnend
be overturmed -

HELMOQUEST
Dawid Facklng gnd Perry Hinton

Aflantis was onoe a land of peace and prosperty. its
godden aze assured by the power Dadmes, waster of (he
gk, had invested i the Boght Helm  posrer to protiect
the fand from evil and sorrery. At then the Helm was
shatiered indo bwehne pleces by the Dack Gods and. their
servant Yorash: Mow esch preve lies hiddenin o dark and
arrursed place, protected by ome ol the ol gods, Bt
YU ]'H:'PE charced upon the og kepi by a-hMamon,
prret of Ablantis. This hey eall veveal B prarmey moade by
the evil ez as they comeealed tach picceof thellelm.
Do YO have | in vour power o recover those pieces
and cemake the Helm, thus resturing pesce’ 0 Atlanti=?
Afl the information yvou need 5 theee, ingenicusly hidden
i Doth et and pictures, and each steand of the myalesy
uniavels o reveal the nest. The quest of the Heldm awaits
wom. Do WERL dare o take up the challenge?

THE TASKS OF TAMTATON
Eleve [wekson
Mustrated by Stephen Lavis

Gallanians & reehng from the aflenpath of & long amd
viily war. Tantalim, wivard of the court, moles the king-
dom over an nner Councl of scheming knighls, jeatously
wying for power. Bal Tanislon’s years are drawing to-a
i in order to seek ous the Kingdom s shanpest minds,
Tanmmbon has devised an epac adventure quest. YO are g
competilor in - the Sormerer’s guest: con YOU siul the
HBrmstone Dragos's freasame hoard T Will Y DL find a weay
to free S Dunstable (pom imphsonoent in the Slinn
dungenn? And b weill ¥ OL catehl he Demon Fish? All
the mfommation you need & ngeniously wevens into the
bt and peclares, AL YOU have o do-ls lake dap-the
challenge and rrack the mestery!






