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PUFFIN BOOKS
FANGS OF FURY

Six massive fire-breathing Stone Sentinels guard the King-
dom of Zamarra, but their flame has been extinguished and
the city is under siege. Ostragoth and his swarming hordes
aim to destroy the twelve Wizards of the Mage Order and
spread the Evil of the Enchanter Jaxartes throughout Khuzl.
The Sentinels’ Fire must be rekindled.

You are an elite warrior of the city of Zamarra, and YOU
have volunteered for the task. Your terrifying mission will
take you to the white-hot core of the volcano known as the
Fangs of Fury and there is no time to lose!

Two dice, a pencil and an eraser are all you need to embark
on this thrilling adventure, which is complete with its elabo-
rate combat system and a score sheet to record your gains
and losses.

Many dangers lie ahead and your success is by no means
certain, YO U decide which routes to follow, which dangers
to risk and which adversaries to fight!
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HOW TO FIGHT THE CREATURES
OF ZAMARRA

Before embarking on your adventure, you must first
determine your own strengths and weaknesses.
You must work out your initial Luck, skiLL and
STAMIN A scores. You may use the Adventure Sheet
on pages 18-19 to record all the details of your
adventure. Here you will find boxes for recording
your SKILL, STAMINA and LUck scores. If it is
possible to make a photocopy of this page, do so.
Otherwise record all details in pencil

Skill, Stamina and Luck

Roll one die. Add 6 to this number and enter the
total in the sx1LL box on the Adventure Sheet.

Roll both dice. Add 12 to the number rolled and
enter this number in the sTaM1N A box.

Roll one die. Add 6 to this number and enter this
total in the Luck box.

For reasons that will be explained below, sxILL,
STAMIN A and LUCK scores change constantly dur-
ing an adventure, You must keep an accurate record
of these scores and for this reason you are advised
either to write small in the boxes or to keep an eraser
handy. But never rub out your Initial scores.




Your sK1LL score reflects your swordsmanship and
general fighting expertise; the higher the better.
Your sTaMIN A score reflects your general constitu-
tion, your will to survive, your determination and
overall filness; the higher your sTAMINa score, the
longer you will be able to survive. Your LUCK score
indicates how naturally lucky a person you are.
Luck — and magic — are facts of life in the fantasy
kingdom you are about to explore,

Battles

You will often come across pages in the beok which
instruct you to fight a creature of some sort. An
option to flee may be given, but if not — or if you
choose to attack the creature anyway — you must
resolve the battle as described below.

First record the creature’s skiLL and STAMINA
scores in the first vacant Encounter Box on your
Adventure Sheet. The scores for each creature are
given in the book each time you have an encounter.

The sequence of combat is then:

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

2. Roll both dice once for yourself. Add the num-
ber rolled to your current sk1L L score. This total
is your Attack Strength.

3. If your Attack Strength is higher than the crea-
ture’s, you have wounded it: proceed to step 4.

1o

If the creature’s Attack Strength is higher than
yours, it has wounded you: proceed to step 5. If
both Attack Strength totals are the same, you
have avoided or parried each other’s blows —
start the next Attack Round from step 1 above.

4. You have wounded the creature, so subtract 2
points from its STAMINA score. You may use
Luckhere to do additional damage (see below).

5. The creature has wounded you, so subtract 2
poinis from your own STAMINA. Again you
may use LUCK at this stage (see below).

6. Make the appropriate adjustments to either the
creature’s or your own STAMINA scores (and
your LU cK score if you used LU Ck — see below).

7. Begin the mext Attack Round by repeating
steps 1 to 6. This sequence continues until the
STAMINA score of either you or the creature
you are fighting reaches zero (death).

Fighting More Than One Creature

If you come across more than one creature in a
patticular encounter, the instructions on that page
will tell you how to handle the battle. Usually you
will fight each one in turn.
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Luck

At various times during your adventure, either in
battles or when you come across other situations in
which you could either be Lucky or Unlucky (details
of these are given on the relevant pages), you may
call on your Luck to make the outcome more
favourable. But beware! Using LU ck is a risky busi-
ness and if you are Unlucky, the results could be
disastrous.

The procedure for using your Luck is as follows:
roll two dice. If the number rolled is equal to or less
than your current Lu ¢k score, you have been Lucky
and the result will go in your favour. If the number
rolled is higher than your current Lu ck score, you
have been Unlucky and you will be penalized.

This procedure is known as Testing your Luck. Each
time you Test your Luck, you must subtract 1 point
from your current L UCK score. Thus you will soon
realize that the more you rely on your Luck, the
more risky this will become.

Using Luck in Battles

On certain pages of the book you will be told to Test
your Luck and you will be told the consequences of
your being Lucky or Unlucky. However, in battles,
you always have the option of using your Luck
either to inflict a more serious wound on a creature
you have just wounded, or to minimize the effects
of a wound the creature has just inflicted on you.

12

If you have just wounded the creature, you may Test
your Luck as described above. If you are Lucky, you
have inflicted a severe wound and may subtract an
extra 2 points from the creature’s STAMIN A score.
However, if you are Unlucky, the wound was a
mere graze and you must restore 1 point to the
creature’s sTAMINA (i.e. instead of scoring the
normal 2 points of damage, you have now scored
only 1).

If the creature has just wounded you, you may Test
your Luck to try and minimize the wound. If you are
Lucky, you have managed to avoid the full damage
of the blow. Restore 1 point of sSTAMINA (i.e. in-
stead of doing 2 points of damage it has done only
1). If you are Unlucky, you have taken a more
serious blow. Subtract 1 extra STAMINA point.

Remember that you must subtract 1 point from your
LUCK score each time you Test your Luck.

Restoring 5kill, Stamina and Luck
Skill

Your sk1LL score will not change much during
your adventure. Occasionally a paragraph may give
you instructions to increase or decrease your SKILL
score. Your sKILL can never exceed its Initial value
unless specifically instructed. Drinking the Potion
of Skill (see below) will restore your skILL to its
Initial level at any time.
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Staming and Provisions

Your sTAMIN A score will change a lot during your
adventure as you fight and undertake arduous
tasks. As you near your goal, your sTAMIN A level
may be dangerously low and battles may be par-
ticularly risky, so be careful!

Your backpack contains enough Provisions for ten
meals. You may rest and eat at any time except
when engaged in a battle. Eating a meal restores
4 STAMINA points. When you eat a meal, add 4
points to your sTaMINA score and deduct 1 point
from your Provisions. A separate Provisions box is
provided on the Adventure Sheet for recording de-
tails of Provisions. Remember that you have a long
way to go, so use your Provisions wisely! Remem-
ber also that your STAMINA score may never ex-
ceed its Initial value unless specifically instructed on
a page. Drinking the Potion of Strength (see below)
will restore your STAMINA to its Initial level at any
time.

Luck

Additions to your LUCK score are awarded through
the adventure when you have been particularly
lucky. Details are given in the appropriate para-
graph of the book. Remember that, as with sx11.1
and STAMIN A, your LUCK score may never exceed
its Inilial value, unless specifically instructed in a
paragraph. Drinking the Polion of Fortune (see
below) will restore your Luck to its Initial level at
any time, and increase your Initial .U cK by 1 point.

:
4y
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Equipment and Potions

You will start your adventure with a bare minimum
of equipment, but may find or buy other items
during your travels. You are armed with a sword
and are dressed in leather armour, You have a
backpack to hold any Provisions and any treasures
you may come across. Zamarran Gold Coins are

small, so you can easily carry as many as you can
find.

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

Potion of Skill - restores sKILL points

Potion of Strength - restores sTAMINA points
Potion of Fortune - restores Luck points and
increases Initigl Luck by 1

15
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These potions may be taken at any time during
your adventure (except when engaged in a battle).
Taking a measure of potion will restore skiLL,
STAMINA or LUCK scores to their Initial level (and
the Potion of Fortune will add 1 point to your Initial
LUCK score before LUCK is restored).

Each bottle of potion contains enough for one
measure, i.e. the characteristic may be restored only
once during an adventure. Make a note on your
Adventure Sheet when you have consumed the
potion.

Remember also that you may choose only one of the
three potions to take on your trip, so choose wisely!

Gold, Gems and Cubes

You begin the adventure with 10 Gold Coins: mark
these on your Adventure Sheet in the Gold box. You
are also given 4 Black Cubes: add these to the upper
section of the Cube box. The Adventure Sheet also
contains a Gem box. Mark any jewels you pick up
on your travels and make sure you indicate what
type they are — Star Crystals, Blue Gems, Yellow
Gems, ete.

16

The Citadel Walls

You are in a race against time. The besieging armies
of Ostragoth the Grim will be attempting to breach
the fourteen Zamarran Walls of Defence to kill the
twelve Wizards. You have a Bracelet attached to
your wrist that will glow each time one of the walls
of the defence has been breached. When the last
wall has been penetrated, the Wizards will be killed
and the Bracelet you wear will kill you. Each time
the Bracelet glows you must replace the white flag
of King Elidor of Zamarra with the black flag of the
Ostragoth-faxartes Alliance (pencil in the white flag
on the Adventure Sheet). When all fourteen walls are
flying the black standard then you have run out of
time. The Bracelet will perform its grisly task and
you will die instantly!

17
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BACKGROUND

Just after you took that one step forward, you knew
that it was a mistake. You remembered the training
camp: the old lags, men and women who had been
through all the wars, used to say, ‘Never volunteer.
That's Rule One.” And here you are, in a besieged
citadel, one step forward, with the rest of the troop
chuckling behind you.

Captain Laski smiles and marches you to the inner
chambers. Occasionally you hear a crash and the
ground shakes as another large rock is catapulted
against the citadel’s massive walls. You are angry at
yourself for your lapse and hope that you're just
wanted for something like an extra watch or a sortie
for prisoners, or perhaps a water detail.

You are marched straight to the King’s Chamber. It
is warm and comfortable inside. King Eldor is
standing by a huge round table and around him are
the twelve Wizards. There are other attendants and
bodyguards in the shadows.

The King is studying a large map. Now and again,
a fine dust settles on the table and Snuffserk, the
King's Chancellor, wipes it away with a red cloth.
“Your Majesty, 1 have the volunteer,” Captain Laski
proudly announces.

20

The King looks you up and down, ‘Step closer,
brave warrior.” Your heart sinks as the others stare
at you. From what the King just said you know that
you've volunteered for something dangerous

“You have explained the situation to the volunteer?’
one of the Wizards asks Captain Laski.

‘My troops were all informed that it was an ex-
tremely hazardous mission.” You look at Laski, but
know that you can’t contradict an officer; even less
change your mind.

‘Well, I think it’s time the volunteer knew all the
details.” The Wizard bids you follow him to the
table, sits you down and begins to explain.

‘My name is Astragal. I am one of the Mage Order,
and these,” he points to the others, ‘are my fellow
Wizards from the surrounding lands. As you are
well aware, the Citadel of Zamarra is under siege by
a massive force led by Ostragoth the Grim, but what
you may not understand is the reason for this attack
on a small city kingdom. Ostragoth wants to kill us.’
He points again to all the Wizards; they all look a
little uncomfortable. "He wishes to conquer all the
southern lands of Khul and knows that the Wizards
of the Mage Order will only work for Good, never
Evil. Under the influence of the Evil Enchanter
Jaxartes, Ostragoth decided to strike at us once and
forall when we met here. He has waited seven years
for this opportunity and has mustered a massive
force. If we are all killed, the land will be prey to the
Evil magic of Jaxartes, once the most powerful of
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our Order but cast out for delving into the Dark
Arts. You have seen the size of the fleet and army
numbered against this tiny kingdom of Zamarra. if
he succeeds here, Gorak, Kazan, Transoxalia, all of
south-west Khul will fall to his power.

“You may well ask why we did not foresee such a
danger. For your answer, look out of that window at
one of the six Stone Sentinels of Zamarra. They are
not just massive statues of Dragons, they are our
defence. They breathe the Fire from the Fangs of
Fury. They were charged to destroy any Evil force
with a speed and viciousness undreamt of by any
mortal.’

You stare at the vast stone creature and can only
utter, ‘But why . . .?

“Yes, why do they not attack now? Because their
Fire, their living Flame has been extinguished.
Some traitor has craftily Spell-broken their Eternal
Breath. Which brings me to Y OU.’ Your heart sinks
as Astragal points to an object on the table.

He picks it up and hands it to you: intricately carved
with all manner of symbols, it is made from a white
horn-like substance in the shape of a small torch.

‘All twelve Wizards here have combined their
power to produce this apparently insignificant
item. The Stone Sentinels’ Fire must be rekindled. If
this Torch is lit at the Fangs of Fury, the Dragons’
Breath will flow again and the creatures may per-
form their hideous task of destruction. Jaxartes will
have knowledge of the Torch, the traitor will see to
that. And Jaxartes will want it in his possession. He
has invested too much of himself in attempting our
destruction, so he fears this Torch and its bearer.
There have been rumours of black-cloaked figures
appearing on the battlefields outside the Citadel. 1f
these prove to be his Mage Warriors, you must be
ever-cautious, for they are extremely powerful and
dangerous.

'l am certain that Jaxartes will try to extinguish the
great Flame at the core of Fury, therefore speed is of
the essence. There is no time for careful penetration
of the siege lines. We have, however, one ray of
hope, The volcano is the centre of 2 strange religious
sect. The name of the religion is not known but its
adherents are called Wazarri. They it was who
supplied the original flame for the Sentinels. They
may help you, but beware, no other may carry the
Torch to the Furnace!
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“Your task is this: you must break through the siege,
and head north towards the high mountains and
find the volcano known as the Fangs of Fury.’ He
points to the map which shows a drawing of five
fangs clustered together. “You must go into the
depths, to the very core. There, you must thrust the
Torch into the white-hot inferno. At that moment
the Sentinels will awaken. But you must beware!
Jaxartes knows the secrets of the Fangs of Fury; it
will be guarded by all manner of Fell Beasts.’

Astragal walks away from the table and takes a sip
from a flagon handed to him by an attendant. King
Elidor then speaks to you. ‘It is my belief that one
determined person can pierce the siege lines better
than a host of knights. It was my decision to use
none of the Knights of the Order: their faces are too
well known in Zamarra. If you wish to refuse the
mission, do so now.” You know that this is your
only chance to go back and not get involved in this
risky venture, but somehow you find you cannot
say anything.

*

Astragal comes back. ‘The heat of the core will be
intense. You must protect yourself with these.” He
hands you four small Black Cubes. ‘Each one will
absorb the power of a white-hot sheet of fire on one
occasion and then disintegrate. Unfortunately, we
have no others here. If you find any more, take all
you can for you will surely need them.’

You notice that there is some plain leather armour
on one of the chairs. Captain Laski motions for you
to go over and to put it on. Just as you slip off your
liveried jerkin, another Wizard appears in front of
you. He has dark, distrustful eyes and holds a
bracelet. ‘1 have convinced the Mage Order to fit this
on your wrist. It will glow when Ostragoth’s force
has broken through each of the fourteen Citadel
Walls. If the final wall is breached and we are killed,
you will also die, so do not think of escaping once
you have got through the siege lines. You cannot
remove the Bracelet. However, if you succeed it will
fall off and you may keep it. It will make you very
wealthy.’

‘Thank you, Morgrek,” Astragal says with a slight
air of distaste. ‘I can hear the battering-rams pound-
ing at the main gate. Ostragoth’s creatures must
have crossed the moat. There is no time to lose!

Now, turn to 1.
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You are taken to the deepest part of the Citadel.
Captain Laski and two soldiers march in front of
you and the twelve Wizards shuffle along behind
you. Astragal looks at you, shakes your hand
warmly and wishes you good luck. He then stands
back with the others.

Captain Laski orders the soldiers to lift one of the
slabs in the chamber. They prise it up to reveal a set
of stone steps leading into a tunnel. The Captain
then gives you some advice: ‘Keep to the left-hand
wall. Don’t light a torch, you might be seen. And
.. well . . . good luck.” You are amazed to hear a
good word from your hard-bitten Captain. You
check your pack, equipment and the all-important
Torch hidden in the secret panel of your leather
armour, and step down into the dark hole.

Just then, the ground shakes as another boulder
slams into the Citadel walls. You look up. Captain
Laski pokes his head into the hole and screams at
you, ‘And make sure you succeed. I won't have
you besmirching the honour of the Seventh Foot-
sloggers.” His head disappears and the slab is
dropped back down. You are in complete darkness.

You feel your way along the left side of the wall for
about 400 paces and then you fall over a pile of
rubble. You get up to find the tunnel ahead is
blocked. You listen carefully and can hear shouting
and screaming. You also smell faint whiffs of fresh
air. You feel around in the dark and find another
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smatler tunnel to the right. Your first instinctis to go
back but you realize that from here on there is no
going back. What do you decide? Do you take the
tunnel to the right (turn to 260) or do you climb the
pile of rubble {turn to 118)?

A

You run fast and drop down before anyone can see
you. You weave in and out making sure that you are
not followed. You make your way out of the town.
Turn to 3g¢8. 3

L

You walk into a village and notice a lot of activity.
The villagers are bringing in their sacks of grain and
rice and stacking them 1n a central store. They eye
you with suspicion butlet you pass. You head for an
inn and sit down on a bench outside the building
and rest {add 4 points to your sSTAMINA). A little
gir} skips past you with a bag of rice. Suddenly, the
bag breaks and all the rice spills on to the ground.
She begins to cry that she’s already late for school
and gets down on her knees to pick up the grains.
Do you help her (turn to 182) or do you sit back and
relax (turn to 60)?

4-5

4
Nobody takes much notice of you on board. You

keep your head down and follow a group who are
heading below deck. Turn to 132.

5
Occasionally, you hear screams coming from a

metal door at the side of the wagon. Atter a few
hours, the door is opened and a haggard-leoking
man is thrown into the prison cell. He crawls about
trying to hide his face in the filthy straw and shout-
ing, ‘No! No!" The guard, an Ogre wearing a black
hood, comes in and orders you out. As you leave,
you look at the monk. He is still smiling. The dooris
bolted behind you. You are in complete darkness,
then someone lights a candle and vou see the face of
a woman. She smiles a wicked smile and begins to
pace up and down. She wears a uniform of black
leather with the personal insignia of Ostragoth the
Grim. ‘Eventually, you will tell me everything and
more, [ will not touch a hair on your head but you
will be hurt by yourself.” Suddenly, you see an
image of yourself covered in wounds and blood. It
attacks you and you find a sword in your hand. You
must fight vourself, with your own sxI1LL and
STAMINA SCOres.

YOURSELF SKILL STAMINA

If you lose, you will tell all to the Inquisitor (turn to
321). If you win, you are thrown back into the
wagon (turn to 83).




6

The Elves congregate in a huge stone stadium en-
circling a smooth green field. Cloris the Elf-maiden
explains the rules. "The team is made up of five men
and women. Two teams compete to carry a circular
rock across the opposing team’s territory. Each
player plays individually against his or her oppo-
nent. The player must move twelve paces four times
(forty-eight paces) while the opponent tries to stop
him or her with body blows.’

Throw three dice and total. If you get 12 or over,
repeat three more times. If you fail to make 12 or
over, then you must deduct the shortfall from your
STAMIN A and add it to the next group of 12 paces.
(For example: 5+3+3 = 11. Thisis 1 under: deduct 1
point from your STAMINA and you must make 13
on your second attempt.) If you succeed in getting
through, turn to 14s. If you fail, turn to 37.

7=8

7

You mount the horse. You guess that it belonged to
Orc cavalry by the row of heads hanging from the
saddle. Shuddering, you detach these quickly and
then gallop away. You see a small purse inside the
saddle-bag and reach in to find 10 Gold Coins. (Add
these to your Adventure Sheet and increase your
LUCKk by 1 point.) Turn to 335.

8

You poke your sword into the stream and find a
very good ford; it’s quite shallow and easy to cross
without getting too wet. You cross the stream. The
camp-fire is very close to the edge of the forest. You
hear a distant noise to the left and see a flame rising
into the sky. It has the distinct shape of a fist. Do
you head towards it to investigate (turn to 104) or do
you approach the camp-fire (turn to 276)?

*—
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The monk speaks. “Your path is perilous. Jaxartes
awaits you with his Evil at every turn. He knows
your aim, the nearer you get to the Fangs of Fury the
more intense his watchfulness, You must enter the
Homrath Caves and seek the Key. The Key may
then be . . .” Suddenly, the three monks keel over
and begin to blaze. The Dragon becomes a thin wisp
of smoke and then disappears. A trapdoor falls
open in the floor in front of you. Do you go down
through the trapdoor (turn to 281) or go back out of
the door (turn to 138)?

10

You walk into a packed room. Some of the people
are wearing Ostragoth’s insignia but most are
sailors swilling their grog. They all stop and stare for
a moment. You know that you are in the wrong
place. You turn to check your exit when someone
clubs you over the head (deduct 1 point from your
STAMINA), You black out. Turn to 230.
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11-12

11

The chamber contains three very small Dragon-
men. They are playing with some Multi-Coloured
Gems. They look at you, drop the Gems and ap-
proach. They bite your legs but they do not hurt. Do
you wish to pick up the 10 Gems (turn to 354) or do
you leave them and carry on (turn to 226)?

12

You continue in a direction that you hope will get
you away from Ostragoth’s siege armies. You head
for the coast and eventually come to the cliffs. Below
you is a sandy cove. Just then, you see a figure
swepl in to the shore by the waves. The figure lies
on the beach, motionless. Do you climb down to
investigate (turn to 312) or do you decide to walk
further along the clifftop (turn to 207)?




3

13

o
' You run into the darkness. The Giant calls out to

i

sl N you, ‘No, you play game. Come back!” He stomps
N !' M,_ i after you, picks up a handful of stones and throws
. 'E T L -ﬂl I them at you. Throw a die. This is the number of
i ﬁ,” IT*-:I'lF‘"-| i ill'b_ stones that hit you. Deduct the number from your

. m .in|| STAMINA on the Advenfure Sheet.

You race along until you reach the end of the cave.
You feel around for a bolt-hole as the Giant lumbers
towards you. You find a wooden trapdoor in the
floor. You pull on it and it opens easily. You jumpin
and shutit behind you. The Giant is too big to follow
butyou can hear him shouting, "The littl'uns will get
you.” As you wonder about his threat, you turn
around and then you see exactly what he means. A
large group of Gremlins, all looking murderous, are
emerging from the walls, ceiling and floor into a
corridor leading to a large wooden door. You have
no choice but to run through them. They stab at you
with their daggers.

til el

i

Throw three dice. This is the number of stabs aimed
at you. Throw three dice again for the number you
manage to ward off. If the stabbings are greater,
then reduce your sSTAMIN A by the difference multi-
plied by 2.

—:—
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If you manage to reach the door, it opens easily and
you rush through and bolt it behind you. Turn to

279.

14
The water is refreshing and tastes very sweet. It
quenches your thirst. Increase your stamINA by 3
peints. You carry on along the road. Turn to 352.

15
You clamber down the steep rocky path and when
you reach the bottom you spy an old man dressed in
seafaring clothes, He wears large sea-boots and
carries a rusty cutlass. He also has a patch over one
eye. He is sitting by a charcoal fire and is cooking a
large white bird, complete with feathers. You ap-
proach carefully but he looks too ancient to cause
you any trouble. To his left is a sea-rod, some nets
and a couple of lightweight reed boats. He sees you
and points his good eye at you. ‘Aye, there be
another brave deserter. I suppose you'll be wanting
a boat to the island to get a merchantman out of
here, like the others? Well, the price has gone up,
lots of demand now, y’see. Three Geld Coins! I'll
take noless.” Do you accept the offer (turn to 240} or,
if you refuse or have not the gold, do you climb back
up the path and walk along the clifftop (turn to 207)?

16
You follow the narrow track. The bushes get thicker
and thicker. Eventually the path forks again but on a
tree in front of you you see the carved shape of a

17

figure holding a shield and a dagger. The shield
hand points south-west and the dagger hand points
north-east. Do you follow the left path (turn to 217)
or do you choose the right-hand track (turn to 74)?

17

Test your Luck. If you are Unlucky, a stake pierces
your thigh: deduct 1 point from your sxiLL and 4
points from your sTAMINA. If you are Lucky, the
stake glances off your leather armour. You get up
and look around. In the gloomy light you see a small
wooden trapdoor that must have once been used by
the trap’s constructors. You push it open and find a
narrow crawl-way that eventually leads to another
trap. Just then, the Bracelet glows (mark a captured
Citadel Wall on the Adventure Sheel). You continue
through a whole series of traps until you come to
another trap that has been sprung. Here you find
the seated figure of an old monk. In his hands he
holds a small box. His eyes are open but he does not
breathe. Do you try to open the box (turn to 2g91) or
do you leave it alone and continue through the
tunnels (turn to 192)7




18—-20

18

The Flame rekindles and begins to blaze with an
intense fury that you cannot bear. Jaxartes’ laughter
now turns to a hideous scream. You remember the
purpose of your mission and detach the Torch from
the secret panel of your armour. You stagger to-
wards the heat and plunge the Torch into the Flame.
It splutters, then lights and burns with a multi-
coloured blaze. The Torch leaves your hand and
settles into a hole next to the inferno. You stagger
away. Turn to 273.

19

You pull out your gold and hand it over (deduct
all the Gold Coins from your Adventure Sheet).
The captain takes it all, bites a few coins with his
disgusting teeth and throws some to his two com-
panions. ‘Don’t worry, you'l] get lots of booty when
we getin there,” he points to the Citadel. ‘Stick with
us and you'll berich at the end of this campaign.’ He
tries to get his foot into his boot but the leather rips
down the side. He curses and waddles off. Tumn to
218.

20
You walk for a while across the long grass. The river
is further away than it had first appeared. Eventu-
ally you reach the bank. The water is not swift
flowing but it is clear and clean, You take a drink
(add 2 points to your sTAMINA), When you raise
your head, you see two sets of small red boots. You
lift your head up further and see that the owners of

21—-22

the boots are Dwarfs. They both smile. One of them
bows slightly and formally introduces himself as
Skiff and his colleague as Sprig. They both point toa
rowing-boat. Skiff explaine that customers wishing
to travel up-river are few and far between now that
the siege is on. He asks if you want to hire a boat to
RO up-river {(at a very reasonable cost of 1 Gold
Coin). If vou agree, deduct 1 Gold Coin from your
Adventure Sheet, and turn to 208, If you refuse (or
cannot attord it) and wish to carry on alone, i ko
109

23

You take out the Torch and hand it over to Snuff-
scrk. He smiles, pulls outa curved dagger and stabs
you. You collapse as you see the ilfusion of the
Wizard fade away. The Mage Warrior comes over
and takes the Torch, ‘Well done, Snuffserk, you will
be well rewarded. Now, I will finish the job.’ You
are helpless as he raises a sword over your head
Your mission is over,

1z
You slip into the tent to get out of the way of the
patrol, Juslt then, someone shouts at you. ‘Hey,
come here! 1've been waiting for you, Help me get
this breast-plate on. I'm due oul on the northern
patrol soon.” You realize that you have a golden
opportunity. You stand behind the knight and pre-
pare to hit him over the head. But he is too fast for
you, spins around and pulls out a sword. ‘Do you
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think you can pull that trick with one of the Elite
Knights,” he screams.

ELITE KNIGHT SKILL g STAMINA 10

If you survive, you put on the armour and helmet.
Turn to 154.

23

‘So, nobody wants to play with me. Well you know
what happens now.” He raises his hands into the air
and the room is plunged into darkness. Hideous
screams and horrible fire-breathing monsters fill the
room. You are terrified (deduct 2 points from your
sTAMINA). Everybody screams and most of them
look at you because you are the only one dressed for
combat. You decide to face the danger. You leave
the inn. Turn to 171,

24

You remember Captain Laski’s words: ‘Run in
straight lines through an arrow shower. Never
change direction, that will only slow you down and
make you an easier target.” You count yourself
lucky that you remembered that advice. Add 1
LUCK point,

You look back and see that the Goblin has been hit
by an arrow through the neck. You know that you
will be safer in a crowd. Ahead, you see a group of
mounted Orcs waiting for an attack. They each have
an attendant. Do you head for this group hoping to
lose yourself (turn to 286), or do you follow a group

25
trotting towards the veach to rescue a siege catapult
that's stuck in the sand (tum to 70)?
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25

You wake up sopping wet in a wooden cage. Two
Garks are looking at you. One of them speaks. ‘Kill
the scum now, I'm sure that’s the same face. We’'ll
say the scum tried to escape. It']] save us a lot of
bother.” The other creature stares at you then
speaks. ‘But He ordered “Alive if possible”. He
wants something or some information. He even
ordered “intactand unsearched”. If He finds out we
took the valuables . .

You feel in your pouch for the gold and Gems.
Whatever you had has gone. Deduct all Gold Coins
and Gems from your Adventure Sheet.

The Garks argue over your fate and do not notice a
two-headed Serpent weaving its way towards them
and you. Suddenly the Serpent breathes two sheets
of flame at your captors and the cage. The Garks
scream in terror as the flames engulf them. The
wooden cage is completely destroyed. If you have
any Black Cubes in your possession, turn to 372. If
not, then turn to 71.
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26
The Dwarf seems to know exactly where he is
going. You dodge past two Orcs and then stand
stock-still by a large oak-tree. The guards and sol-
diers begin to run away from you. You are amazed
and are wondering why when, suddenly, a group
of riders bursts into the camp. They are an irregular
mass that seem to fight with a terrifying ferocity.
They are all female and the one shouting orders
rides on the back of two Fangtigers. They crash
through the Goblins and Orcs heading for the oak-
tree. You are picked up and find yourself on the
back of a horse riding away from the camp. They
eventually stop by the roadside and the leader
comes over and looks at you carefully. She curses,
finds the Dwarf and then hits him over the head.
‘Fool, we've rescued the wrongone . . .Igaveyoua
good drawing and you .. " The Dwarf is struck
again and starts to run off. She kicks him and then
comes over to you. ‘Apologies, you are not the one
we expected. Buta rescue isarescue. It'll cost you 40
Gold Coins, or, say, 3 Blue Gems, or 4 Yellow Gems.
I'm afraid it's pay up or give my mercenaries some
entertainment.’ If you can afford to pay up and wish
to, make the appropriate adjustments on the Adven-
ture Sheet. You are left alone on the road. Turn to 59.
If you cannot afford the price or do not wish to pay,

turn to 84. _
&
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27
You dodge away as a sword grazes the leather of
your armour. You see an armed Goblin who's hold-
ing three black bottles in one hand. His mouth is
open as if to scream but no sound comes out. You
attack,

GOBLIN SKILL 6 STAMINADG

If you win, you notice that the two Orcs have
collapsed, insensible, on the floor. You look around
but find no one else about. You set off up the stairs
Turn to 193.

28

You can sense the axe being raised and hear the
swing as it cuts the air above your head but you do
not move a muscle. Nothing happens. The monk
then asks you to open your eyes. You see the axe-
head a hair’s breadth from your temple. ‘Without
trust there is nothing. A fine spirit dwells within
you. Now sit here.” He points to a grassy bank. He
sits cross-legged, shuts his eyes and makes a box-
like sign with his hands. He murmurs something in
a strange tongue. Turn to 256.

20—130

=)

You prefer to stay outside. You watch the small
Dragonmen begin to squawk at the adult creature.
The Dragonman roars at the youngsters; they
scuttle under its wings. The Dragonman then
breathes a fearful fire that engulfs you. Test your
Luck. If you are Unlucky, you step backwards and
fall into a very deep pit. You die instantly. Your
mission ends here. If you are Lucky, you avoid the
pit and run through the flames into the cave (deduct
1 Black Cube or ¢ points from yoursTaAMiN a), Turn
to 115.

30 '
You run fast as the schizoid Genie sends fircballs
crashing all round you

Throw a die six times to mark your random posi-
tions on the run. Mark the series on the Advenfrre
Sheet. Now throw a second series of six dice and
mark the result under the previous one. This is
where the fireballs strike, If any in the series match,
you are badly hit; deduct r from your ski11.1. and 4
from your sTAMINA. If you are hit twice, you die.
Your quest ends here.

lf you survive, you manage to escape. A plaintive
voice calls after you, 'T'm sorry, come back! You do
not stop running. Turn to 176.

——
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31

You run into the darkness but you can still hear the
Giant lumbering after you, shouting ‘Djakk” and
‘Fee-fi-fo-fum’. You can see nothing in the dark but,
just then, you feel something at your feet. It seems
to be a thick creeper growing downwards into an-
other chamber. Do you climb down the creeper
(turn to 134) or do you wish to continue along the
cave (turn to 13)?

32

Qut in the fresh air again, you hurry back to the
village. Peg-Leg is still sitting where you last saw
him. He holds a mug of beer up in mock salute. You
go into the trading-post, The owner is impressed
with your haul and is quite happy to hand over the
Gold Cains in return for your Gems and Crystals.
(Convert your Gems and Crystals into Gold Coins
and then deduct 500 Gold Coins from your Adven-
ture Sheet.} You leave the shop and hand the heavy
bag over to Peg-Leg. He takes the gold. ‘I won't
count it. [ trust you. Now you'll be wanting your
property.” He whistles and a small monkey drops
down from the tallest tree on to your shoulder and
hands you the Torch. ‘He stole it in the first place; |
suppose the money is his,” Peg-Leg tells you, un-
able to restrain his laughter. He takes the monkey
back and limps away. You are angry at the delay.
You set off again. You notice the Bracelet glows
TwICE. (Mark the penetration of rwo Citadel Walls
on the Adventure Sheet.) Turn to 131.

33734

33
Cautiously, you move towards the chest. It has now

sunk much further into the morass but you can see
the glimmer of Gold Coins and Gems. You can just
prise it open enough to get a hand in. Throw a die to
see what you manage to get out before the chest
sinks into the marsh. If you throw 1-2, you pull out
10 Blue Gems; 3—-4, you grab 10 Multi-Coloured
Gems; and if you throw 5-6, you get 100 Gold
Coins. You pull out your last handful and watch the
chest sink into the mire. Mark the addition on the
Adventure Sheet.

Carefully you make your way out of the marsh.
Turn to 29z

34
You walk along the tunnel and have the feeling that

someone is watching you. You turn round to find
Jaxartes standing in front of three Mage Warriors.
But just then, the Mage Warriors begin to wilt,
slowly collapsing until they are small black bundles

-‘;—
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on the ground. Jaxartes is angry, ‘Now, I must do it
myself.” He waves his arm and the tunnel collapses
on top of you. Test your Luck. If you are Lucky, you
survive but are badly injured. Deduct 2 skILL
points and 6 STAMINA points. You get out of the
rubble and crawl along the tunnel after Jaxartes.
Turn to 381. If you are Unlucky, you are crushed.
You fail to complete your mission.

35
You stab at the ring of flesh. It cuts easily but you are
spattered by the green slime. You rip through.
Throw a die for the number of drops that land on
you. Deduct the result from your sTAMINA. You
run off along the beach. Turn to g7

36

Looking out over the mountain top, you see thick
smoke emanating from what you guess must be the
Fangs of Fury. Justthen, you hear the sound of large
wings flapping and see three Dragonmen flying
towards you, each holding a curved blazing sabre. If
you possess Elf-wings, put them on now, turn to
373. If not, turn to 304.

37
You fail and unfortunately your whole team fails

also. The Elves cheer you none the less (some have
staked money that you would lose). You are given 1
Blue Gem for taking part {mark it on your Adventure
Sheet), and you are given a guide out of the Battle-
ground of the Giants. Turn to 294.

38

You get into the boat. The prisoners are given the
oars and chained up. The two Goblins begin to whip
them as you set off into the crashing surf. You keep
up with the second boat until you get about half-
way across to the island, then the waves get bigger
and the boat begins to take on water. The prisoners
are told to bail out the water but the waves keep
filling the boat up again. It begins to look as though
the boat will sink and the Goblins and other guards
abandon it, swimming towards the second boat.
The prisoners are still chained up and you try to
help them but can do nothing as the boat slowly
sinks and then turns over. You too have to swim to
the other boat.

Throw two dice for the strength needed to get there
If this is greater than your sTaMiN 4, then deduct 3
STAMIN A points and throw again. Repeatuntil you
make it or perish, exhausted in the crashing waves.
If you succeed, you climb on to the other boat. Turn
to 305.

_*—
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39
The cavern is huge. A bridge across a chasm leads to

a vertical row of seven entrances on the right.
Suddenly, out of 2 smoky mist in front of you, there
appear two monks making the sign of the cube
with their hands. At first they are mere phantoms
but gradually they become more solid. You hear
two sing-song voices chanting in harmony, ‘Wel-
come stranger to the Fangs of Fury, the centre of the
Wazarri and the Religion-whose-name-cannot-be-
uttered, and at whose core lives the Flame. If you
have been shown the Way and have accumulated
White Cubes in your mind’s eye, then place the
number you have in the indicated position.” A shim-
mering pattern appears, tracing stairways up to all
Seven Levels. ‘Now climb to your own Level. We
deem you worthy to enter the core of Fury: you will
not be harmed by the holy Flame.” The monks fade
away.

Add up the numbers you have entered in the White
Cube box of the Adventure Sheet to find your True



40-41

Level. If you have no knowledge of White Cubes,
then you must enter at Level 1. If you have more
than 28, then you must enter at Level 7. Which
Level is your True Way?

White Cubes

1-2 = Level 1 Turn to 299
3—5 = Level 2 Turn to 57
6—g = Level 3 Turn to 79
10-14 = Level 4 Turn to 165
15-20 = Level 5 Turn to 191
21-27 = Level 6 Turn to 357
284+ = Level 7 Turn to 396

40
You are in a completely empty chamber. There are
three exits. Do you choose:

Exit 1? Turn to 342

Exit 27 Turn to 135

Exit 3? Turn to 349
41

You lie under a foul-smelling clump of bushes for a
while, and see the Bracelet glowing (mark a Citadel
Wall captured by Ostragoth’s forces on the Adven-
ture Sheet).

You watch several squads of cavalry and infantry go
past you in battle formation. Just then you see a little
vagabond standing in front of you. He’s about 7 or 8
years old. ‘I've been watching you. You're hiding
from them soldiers. You give me something or I'll

42-43

tell them.” You decide to give him 1 Gold Coin
(deduct it from your Advenfure Sheet). He seems
satisfied but then speaks again. “You want to get
away from here? I know a way. It'll cost you 4 more
Gold Coins.” Do you agree (turn to 127) or are you
content just to buy his silence and sneak away (turn
to 150)?

42
You pick up 1 Black Cube (add it to the Cube box of
your Adventure Sheet).

Suddenly, the cavern is filled with dust and a huge
stone block falls from the ceiling above you. Test
your Luck. If you are Unlucky, it crushes you. Your
quest ends here. 1f you are Lucky, it misses but you
are badly shaken (deduct 1 point from your sK1LL).
Turn to 246,

43
You think that the four Orcs are far more danger-

ous, but before you can join the woman you see
an amazing display of swordfighting. Four clean
blows are enough. Then, as she turns towards you,
you feel a stabbing pain in your back. The Goblin
has struck at you (deduct 1 point from your sK1Lt
and 4 points from your stamina). The woman
deals with the creature and then drags you to a tent.
In the corner lies another dead body and next toitan
open chest with all your possessions including the
Torch. She does not say anything but motions for
you to pick up your things. Turn to zo3.
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44
You stop and sit inside the dark cave. Add 2

STAMINA points. Suddenly, a black hairy feeler
wraps itself around your neck. You prise it off and
pull out your sword. You are facing a large round
black creature with seemingly innumerable feelers
that shiver and shake at you,

BLACK FEELER BEAST SKILL6 STAMINAG

If you win, you notice the Bracelet glowing (mark
another captured Citadel Wall on your Adventure
Sheef). You scamper out and carry on climbing. Tum
to 261.
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45
You are led to the ship through a maze of alleyways.

You are met on the corner opposite the quay. There
are two ships in harbour. The one on the left is the
Gargu-Ran. The organization is very efficient: you
are handed a bale with three others and you carry it
aboard. A sailor asks you for 5 Gold Coins (deduct
them from your Adventure Sheet) and you are told to
get below. The ship is soon under way and you
depart from Karakum Island. Turn to 132.

46—47

46

Stealthily, you work your way to a point that has
good cover and slip into the cold water. As you start
to swim, the Bracelet glows {mark a captured Cit-
adel Wall on the Adventure Sheet). The water is fast-
flowing but vou are grateful that there is no surge, a
well-known phenomenon on the Potamos river.
Half-way across, however, you feel a slight tremor
and before you know it a wall of water lifts you up
and pushes you along down-river. Throw two dice
to indicate the power of the surge, If this is greater
than your §TaM1n A then you are carried along for a
great distance. Deduct 2 sTAMINA points, turn 1o
313. lf your sTamin A is greater than or equal to the
power of the surge, then you manage to get across
the river. You find cover, dry vourself, and then set
off again along the road. Turn to 272,

47
The Flame burns with an intense heat that takes you

by surprise. You are weakened by the fire but you
begin to suffocate as the blaze uses up all the air.
You collapse and die. Your quest ends here,



48—49

48
You know that there is Evil magic here and guess
that the Wand might be useful. You pull it out and
stare at it. By some unknown power it produces a
shaft of light that makes it look like a sword. You
slice through the branches and stumble out of the
magic woods. Turn to 392.

49
They grab you and one of them holds a strange
round mirror up to your face. The Goblin looks at
you. ‘No, not of noble birth. Let's see . . . Bring the
Book.’ A large book is broughtand he flicks through
it very deliberately. You notice that it is full of
drawings of King Elidor's knights, squires and
nobles. You also see representations of the twelve
Wizards. ‘No, there’s no such face and I cannot
detect Magic Illusions. Release the prisoner! You
will be taken to Captain Stinger and you will be
allowed to take your chances with the Irregulars.’
Just then, the Bracelet glows (mark a captured
Citadel Wall on your Adventure Sheet). Turn to 101.

5051

50
The Giant drops you into a large sack. He walks off
humming something like ‘Fee-fi-fo-fum’. Inside the
sack there are various bits of animals, vegetables
and lumps of coal. After along time all the contents
of the sack are upended. You fall on to a rocky floor
and find yourself in a cave with a large blazing fire at
the entrance. The rest of the cave is strewn with all
manner of rubbish. You look at the Giant. He has sat
down and is staring at you as he munches at a piece
of cow. He then speaks in a booming voice, ‘Where
is Djakk?’ He looks at you expectantly and then puts
on a high voice, ‘I don’t know.” He repeats the
question, ‘Where is Djakk?’ You think that he is
demented. Do you humour him and give him a
location for Djakk, whoever he might be (turn to
186}, or do you tell him you don’t know (turn to

323)?
i 4
51

The body of a monk falls into your arms. He is
wounded in the throat but is still alive. You lay him
down on the floor. He looks at you and smiles. ‘Yes,

you are the . . . spoken of . . . you must . . . go
upstairs . . . thedoor. . . becareful . . . donot. . .
the door . . . No.” The monk’s smile fades and he

dies. You look around the room, see nothing else,
then go outside. Turn to 251.

! U
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52

You pull out your sword and run up the stone stairs.
The small boy is screaming. You reach the top and
the Dragonmen fly away in surprise. You chop at
the chains and the boy breaks free, then looks up at
you and begins to laugh. Suddenly, his whole body
bursts open and magicaily another Dragonman
appears. All three then gather together and attack
Fight each in turn.

SKILL STAMINA

First DRAGONMAN 8 10
Second DRAGONMAN 8 10
Third DRAGONMAN 9 8

If you survive, you notice the Bracelet glowing as
you climb down the tower (mark a captured Citadel
Wall on the Adventure Sheet). You look around. Do
you decide to head for a flat-topped mountain to
your left (turn to 194) or the track to your right (turn

to 99)?
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53

The Elves take you back to the point where you met
them. Then they glide off a cliff and disappear from
sight. There is no distinct path to follow and the
going is very tough. After a few hours you get very
tired (deduct 2 points from your sTaMInNa) and
notice the Bracelet glowing (mark a captured Cit-
adel Wall on the Adventure Sheet). Eventually, you
notice smoke coming from somewhere deep down
in a canyon, Do you decide to climb down (turn to
212) or do you ignore it and keep on climbing up
(turn to 264)?

54
You follow the Jeft-hand tunnel. But after several

hundred paces it begins to break up. The walls
become soft sand and you sink into a sandy mire
up to your knees. Walking becomes very difficult
(deduct 2 points from your STAMINA). Suddenly,
something slithers around your foot. You hear a
swishing sound as tentacles appear out of the sand.
One of them stings you (deduct 2 points from your
STAMINA). You strike at the wet sand hoping to hit
the creature.

Test your Luck. If you are Lucky, you cut the crea-
ture’s tentacles. If you are Unlucky, throw a die for
the number of stings you suffer and then deduct 2
STAMIN A points for each sting. If you throw a 6,
you must deduct 1 point from your SKiLL as well.

You carry on in the dark. As you reach out, your
hand comes into contact with a Star Crystal and you

55—56

take it (add it to the Gem box of your Adventure
Sheet). Finally you are brought to a halt by what feels
like a mound of sand and you have no other option
but to dig your way out. Turn to 199,

= L -l'r
_.| ¥
A A d
3 2
& Ii"lq'.
& pi W8T v
e ’
i
4 i)

You are in a cave with a large metal door. In front of
the door are six square holes marked: Triangle,
Crescent Moon, Cross, Circle, Box, and Mushroom
If you have any blocks, place them in the correct
holes. If you have all six, add up the numbers on the
reverse sides and turn to that paragraph.

If you don’t have all the blocks you must return into
the caves. Leave the blocks you have here. Deduct 4
points from your sSTAMINA. The Bracelet on your
wrist glows. Mark another Citadel Wall captured on
your Adventure Sheet. There is one open exit (turn to
349)-

56
You reach the clump of rocks just as three Wolves
jump out of the bushes. You pull out your sword
but not before one of them has sunk its fangs into

s
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your leg (deduct 2 points from your STAMINA).
You kill the first Wolf with one blow, then wait for
the other two to attack. Fight each in turn.

SKILL STAMINA
First WOLF 77 6
Second WOLF 7 )

If you survive, you cannot hear your pursuers. You
must now decide on a direction to take. Do you
choose the sandy coast just ahead (turn to 197) or do
you prefer to take a track heading west (turn to 267)?

57
You enter on Level 2. You stand in an intricately

carved cave. A voice echoes from a distance. "The
Way is hard for a stranger to the Religion-whose-
name-cannot-be-uttered.” Suddenly, three fire-
breathing Serpents fall out of the ceiling and come
to life in front of you. They attack. Fight each in turn

SKILL STAMINA

First FLAME SERPENT 6 7
Second FLAME SERPENT 7 ”
Third FLAME SERPENT 8 6

If you survive, turn to 387.

58-61

58

You make your way along the track. When you hear
hoofbeats, you quickly take cover. Suddenly, a
horse gallops towards you dragging an Orc with his
foot caught in the stirrup. The horse stops in front of
you. The Orc is dead and you release his foot. Do
you take the horse (turn to 181) or leave it where it is
(turn to 194)?

59
You make good progress on the road but you are

still cautious of troops. You pass a watering trough.
Do you choose to take a drink (turn to 14) orignere it
and carry on (turn to 352)?

60
You sit back and take a rest (add 2 sTaMINAa
points). You watch the people heading off to the left
to the sound of trumpets and snorting horses. Do
you get up to investigate {turn to 158) or do you
wish to stay where you are (turn to 269)?

61

You walkinto a dark tunnel. A figure movesin front
of you then speaks in a cultivated voice. It is the
rich, melodic voice of the Evil Wizard. “You want to
fight with swords, I will fight you with a sword " He
pulls out a gleaming scimitar and attacks. Fight as
normal, but you cannnot kill a Wizard with sword-
play. He, on the other hand, can kill you!

JAXARTES SKILL 10 STAMINA 12
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If you survive, the Wizard laughs, gets up and
disappears. The tunnel stopes downwards and then
forks. Which branch do you take: the left (turn to
229) or the right (turn to 393)?

62

You walk down the stream. It just covers your
ankles and keeps your feet nicely cool (add 1
STAMINA point). You keep your eye on several
large birds that are soaring at a great height but then
you can see nothing as the stream enters a forest. At
that moment, the Bracelet glows (mark a captured
Citadel Wall on your Adventure Sheet). You stay in
the water until you come to a waterfall. The stream
pours into a deep craggy pool below. Ahead, the
forest is spread out like a green tapestry but you
must climb down the cliff before you can continue.
If you have Elf-wings, turn to 344. If not, then turn
to 196.

63—64
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You raise your sword. The Giant sniggers and
swings his club over his head then attacks.

GIANT SKILLQ

If you survive, you wait for the flames to die down
before venturing out of the cave. You stumble out
and notice the Bracelet glowing on your wrist (mark
a Citadel Wall captured on the Adventure Sheet). You
look around and see a forest by the side of a grassy
plain. Both are vaguely in the direction you wish to
travel. Which do you choose: the forest (turn to 210)
or the plain (turn to 282)7

STAMINA 10

64
Occasionally, the child begins to cry but then sud-
denly remembers herself and is once again rather
outspoken. “You're a bit dirty. You should have a
jolly good wash.’

She leads you on a meandering path into the plain
that lies below the low mountains. It is completely
encircled by a wall of fire. Outside the wall you see a
contingent of Goblins and Dark Elves. They have
several catapults firing stones at the fort. The girl
leads you to the edge of the flame wall.

Test your Luck. If you are Lucky, turn to 119. If you
are Unlucky, turn to 239.



65-67

65

You walk among the reeds. The ground gets softer
and soon you are having to step on clumps of reeds
and grasses to stop yourself falling into a marsh-like
ground. Eventually, you find a set of irregular step-
ping stones and begin to follow them. After a short
time, several scaly, clawed hands begin to appear
out of the swamp. They stretch and claw at you.
Then two Fiend-like heads appear, blinking as
though they have woken from a deep sleep. They
clutch at you but without any real strength. Some-
thing screams in the far distance just as the path of
stones divides in two. Both paths head in the
general direction of the Citadel. Which do you take:
the left (turn to 146) or the right (turn to 178)?

66
You chop at the tentacle. It falls in your lap exuding
a nasty-smelling green slime that begins to choke
you. Then three more tentacles appear and wrap
themselves round your neck and body. You are
dragged into the deep. You cannot escape the
clutches of the Giant Octopod. Your quest is over.

67
You follow the right-hand river valley. It gets very
overgrown and you have to start chopping your
way through it. Suddenly, you hear an agonized
yowl. You plunge your sword into the bush in front
of you again and there is a similar scream, then long
trailing creepers shoot out and begin to wrap them-
selves around your body. Spiky thorns begin to cut
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you. You realize that the bush is a creature and
begin to fight it.

UNDERGROWTH SKILL 4

If you survive, you notice more quivering bushes
ahead. You think that it might be better to retrace
your steps and head for one of the other two valleys.
Which do you choose: the left valley (turn to 126) or
the central one {turn to 200)?

STAMINA 9

68

You struggle through the gap and drop inte a dank,

damp corridor. A murky light appears in the dis-
tance. You trudge onwards, occasionally tripping
over small, furry creatures. You walk for many
hours until you reach a stone-built corridor. Just
then, the Bracelet glows {mark another captured
Citadel Wall on the Adventure Sheet). At the end of
the corridor is a wooden door. You find that it opens
easily. Turn to 279

69-70

The door opens easily to reveal what vou guess to be
a Wizard's den. Someone lies in the corner clutch-
ing an emply bottle and muttering. You look
around quickly. There are all sorts of magical sub-
stances but you don’t want to dabble in things you
don’t understand. You notice an object lving on the
table that you know must be a Wand. If you wish te,

you may take the Wand and mark it on the Adven-
ture Sheet,

Thvenl.- 15 no other exit so you leave by the same door.
Outside, do you choose to enter the other door (turn
to 202) or go up the statrcase (turn to 351)7

You run smartly over to the group and lend your
weight to the struggle to push the huge wooden
wheels out of the sand. With a great deal of effort
and a lot of shouting from the sergeant you succeed
(deduct 1 point from yoursTAMinA), You push the
catapult beside some others and leave it there,

Before you have a chance to slip away, an Ore
maounted on a black charger gallops up and hisses al
the group of men and women you are with, He
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points to you and several others, ‘Come with me,
scum. You're lucky to be away from the battlefield.
I've seen you shiver and shake as we Orcs do the
real fighting.” He rides round the group, hurling
abuse and then points to a tower in the distance and
tells you to get there sharpish, “or I'll have your guts
for gauntlets’. You trot off with the others. You pass
several bushes and gnarled trees. Do you choose to
slink off and hide in one of the bushes (turn to 41) or
do you continue with the group (turn to 386)?

71
The fact that you are sopping wet helps but the

flames from the Serpent heads are intense. The cage
breaks up and the two Garks begin to scream. Test
your Luck. If you are Unhucky, the flames are just too
much for you. You perish and so do your hopes of
the quest. If you are Lucky (deduct 1 sK1LL point
and 4 points from your STAMIN A), you manage to
break out of the conflagration and hurl yourself into
the stream. You turn back to see the Garks’ final
agonies. You set off as fast as possible. Turn to 133.
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72
You leap up on to the knight’s horse and ride
through the mélée. Arrows are fired at you. Some
pass over your shoulder. Test your Luck. If you are
Unlucky, one arrow hits you in the shoulder but
you pull it out easily (deduct 2 points from your
STAMINA).

You try to ride away from the fighting but two
mounted Orcs begin to give chase. You set off ata
gallop across the battlefield.

Throw two dice for your speed on the horse and
then throw two dice again for the speed of the Orcs.
If their speed is greater.than yours, they catch up
with you (turn to 123); otherwise, you escape (turn

to 335).

The rock slips under you and hurtles down into the
pass, crashing into the echoing chasm. You have no
choice but to scramble up to the top and face the
Mage Warriors. They see you and immediately pull
out Wands which transform into fine blue-tinged
swords. If you have a Wand, you may fight as
normal. If not, then deduct 3 points from your
sKILL for this combat only.

SKILL STAMINA
First MAGE WARRIOR 8 10
Second MAGE WARRIOR 9 10

If you survive, you continue along the clifftop. Turn
to 36.
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74
You hear some very strange noises as you trudge

along. You come to a sudden drop into a small river
valley. In front of you is a tall tree that has an
inscription carved on it. You look at it carefully:

LohlAx

Do you scramble down towards the river (turn to
270) or climb the tree and look around (turn to 322)?

75
He explains that above you lies the village of

Teriyakit. He also explains that his job is that of
muck-shoveller. ‘No one else will do it,” he says. He
shows you the way out by a rope ladder hanging
against the side of a wall. You thank him and climb
the ladder. You find yourself in the fresh air and
also in the central square of the village. Looking
around, you see two inns and feel an almost instant
need for refreshment. Which inn do you choose: the
Ferret’'s Claws (turn to 169) or the Gannet's Nest
(turn to 122)?

76—77
76

You are in a cave with an inscription carved into a
wooden plaque:

ISOCUBLEO TS

There are four exits to the cave. Do you choose:

Exit 17 Tumn to 107
Exit 2? Turn to 241
Exit 3? Turn to 366
Exit 4?7 Turn to 395

77
The cart pulls up just below you. You