Part story, part game, this is a boo
which YOU become the hero!

You’re no fool. All your life you've heard
~ tales of Scorpion Swamp and how it is
. criss-crossed with treacherous paths
leading to the haunts of its disgusting
denizens. One step out of place spells
a certain and lingering death. But now,
the swamp holds out the lure of treasure
and glory — and you cannot resist the
challenge!

Two dice, a pencil and an eraser are all
you need to make your journey. YOU
decide which way to go, which dangers
to risk and which monsters to fight.
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PUFFIN BOUKS
SCORPION SWAMF

Flmly adventurer that youl an:, ol fave feves baen kniwn
w0 quizil at 2 Brthe danger. Bul o' re o Al You've alviys
by far tour wise tn nsk entering the dreaded Senipicn
Steamyp, infampus for the agle iof Lreashasons paths which
riscross it slmy depths. The creatures that Jive in SCot-
pion Swamgp have given o tu the mest nightmarish
ol

But niow Scorpion Swamp holds oul the lure af treasUre and
ghory — and the choire ol serving thrve wiza rda, each wilh a
mission. YOU cannet resist the challenge!

Jreir dice. 2 pencil and an ereser ane all you need 10 etk
on this thrllng adventuce af wwnrd and sonxry, complute
with itz elabormne tombat system and @ soapesheel i recorg
woarr g =nd losses.

Bamy angers fic alead ang poul snooess is by nuomeans
cactain Toweriul adversanes are ranged against you and
cften your only choics is to kill oz be killed!
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HOW TO T'IGHT THE CREATURES
OF SCORFPION S¥WAMP

Beforne embarking on your adventure, yon must first
determine your own strengths and weaknesses,
You have in your possession a sword and a chain-
mail shirt, as well a5 a few pieces of gold for inciden-
tal expenses. You have been preparing {or your
quest by training vourself in swordplay and exercis-
g vigoroushy to build up your stamina,

Lo see how elfective your preparations have been,
vou must use the dice to determine your initial
sEILL and sTAMINA scores. On pages 24-5 there s
an Adveriure Sheet which yvou may use to tecord the
details of an adventure. On it you will lind boxes for
Fﬁﬂfli-li'lg_ WOLE SEILL and sTAaMINA SCOTES.

You are advised Lo either record vour scores on the
Adventurs Sheel in pendl, or make photocopies of
the page to use in future adventuees.

S5kill, Stamina and Luck

Holl one die, Add & B Bhis nomber and enker this
total in the seInt box on the Adzeniyre Sheel.

Eoll both dice. Add 1z fi the number colled and
enter this total in the sTamna box.



There is alsoa Luck boo. Rall ome die, add 6 1o this
number and onter this total in the Lok bosw.

For reasoms that will be explaned below, sxiir,
sTAMINA and LUCK scores change constantly dur-
ing an advenhire, ¥ oumust keep anaccurale record
uf these scones and for this reason vou are advised
either to write simall in the boxes or to keepan craser
handy. Bot never tub oul vour fmiwl scores.
Although vou may be awarded additional srILL,
STaMiNa and LUCK piints, these totals mav never
exceed vour Inilinl scores,

Your sk L score reflects vour swordsmanship and
general fighting expertise; the higher the betier.
Your s1ramiNa score reflects vour general constitu-
tion, your will 1o survive, your determination and
overall fimess; the higher vour sTaMINA score, the
lamger vou will be able Lo survive. Your 1ok scome
indicates how naturally lucky a persam you are.
Tk — and magic — are facts of life in the fantasy
kingdom vou are about to explore.

Baltles

You will oflen come across pages in the book wiiich
instruct you to fight a creature of some =sort. An
uption to flee may be piven, but if not — or if you
choose to attack the creature anyway — vou muost
resclve the battle as described belosy.

First record the creafure’s SETLL and STAMINAG
seores in the first vacant Monster Encounter Box on

ELLj

vour Adverture Sheef, The scores for each creature
are iven in the book each time yoo have anencoun-
{er.

the zequence of combat iz thea:

1. Roll both dice once for the creature, Addits sk
score. This totalis the creatune’s Attack Strenigth.

=. Roll both dice once for vourself. Add the number
rolled tor vour corment SKILL score. This total is
your Altack Strength.

3- I vour Attack Stremgzth is higher than that of the

creature, vou have wounded it. Proceed to step

4- If the creahare’s Atack Strength is higher than

vours, it has wounded you. Proceed to step 5. Tt

both Aftack Strength totals are the same, you

Iavve avoided cach other’s Blows —start the next

Attack Round from step t above.

Tou have wounded the oreabure, so subtract 2

points [rom s STAMINA SCore. You may use

vour 1udx here te do additional damage [(see

OVer).

5. The creature has wounded vou, so subtract 2
poitks From vour own STAMIENA SCOTE, AZAI you
may use Luck al this stage {see over).

6. Make the appropriate adjustments to either the

realire’s o Vour own STAMINA suntes (and

your ek score if vouused LUCK — see over).

Begin the next Attack Round by retuming to

YOUr CULrent SKILL score and repeating steps 1-0.

[hips segquence continues untl the sTamMiNa score

of either vou or the crealure vouare fghtinge has

teen redoced to xeta (death).

-I-l.

]
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Escaping

On some pages you may be given the ophion of
running dway from a battle chould things be going
badly for vou. However, if you do run away, the

creabure autom 1h-.:'aﬂ~.-' ek in ume wound on yoo
(stibiracl 2 STAMINA pﬁmis} as you flee. Such is the
price of cowardice. INote that you may use LUCK on
this wound in the normal way {sec I:nelmw} You maw
only Escape if that option is speafically given o you
onthe pape. it you Cscepe, do not discard the records
for the monster(s) vou were fighting. Should you
retum to that clearing, it 1s possible that vour fos(s)
will still be there — and you may have to take up the
combatb where you left off.

Fig,hti ng More Than One Creature

I[f vou come across more lhan one crealure in a
particular encounter, the instruchons on that page
will tell you how to handle the baitle. Somelimes
v will treat them as a single monster; somehmes
vou will fight cach one in turn.

Luck

AL various times during your adventure, either in
battles or when vou come across siiuabionsin which
vou could either be lucky or unlucky {details of
these are given on the pages themselves), you may
call an vour Lock to make the ouicome more favour-

12

able. But bewware! Using 1.uck s a risky business and
if yom are unlucky, the results could be disastrous.

The procedure forusing your Luck is as fullows: roll
two dice. If the number rolled is equal to or less than
your current LUCK score, ¥ou have been Lucky and
the result will go m your favour. It the number
rolled is higher than your current LUCK score, you
have been Unlucky and you will be penalized.

This procedure is known as Testing your Luck, Each
time you Test s Lk, you st subtractone proint
from your current LUck score, Thus you will soon
rezlize that the more you rely on your LUck, the
more isky this will become.

Llsing Luck in Batlles

On certain pages of the book vouo will be told to Test
vosr Lick and will be told the consequences of your
being Lucky or Unlucky. TTowever, in baktles, you
alwavs have the option of using your Luck either 1o
imflict a more serious wound on a areature yvou have
just wounded, or to minimize the effects of a wound
the creature has just inflicted on you,

Hyou have just wounded the creature, you may Test
vour Lieck as desaibed above. If you are Lucky, vou
fave inflicted a severe wound and may subtract an
exira z points from the creaiure’s sTAMINA SCOTE,
However, if you are Unlucky, the wound was a
miere grase and vou must restore 1 point to the crea-
fute’s sTaMIna (ie. instead of scoring the normal
2 points of damage, you have now scored only 1).

13



I the creatre has pust wonnded vou, you may Test
your Luck to try to minimize the wound. 1F yOu ane
Lich &y, you have managed toavoid e full 3a mage
of the bliny. Restore 1 poinlofsTanin 2 {i.e instead
ot doing z points of damage 1t has done onlv 2). IF
vou are Linlicky, vou have laken a more serios
bliow. Subtract 1 exlra sTAMINA pnt

Femember that vow must sublract 1 point from vour
LUCK soore cach time yom Test g Laick.

Restoring Skill, Stamina and Luck

Skl

YourskiLl score will not change much during yoor
adventure. Occasionally, a page may mve insinc-
tinns o increase or decrease your SKILL S00T2. A
Magic Weapon may increaze vour skiil, but re
mermber that only one weapon can be used at a ime?
You cannot caim 2 skitL bonuses for camyingg fwoe
Magzic Swords. Your SK1LL SCOTE CAN NEvEer exceed
itz ditial value. A sknr spell {see later) vall restore
logt ki1 points.

Shaminn und Provisions

YouT STAMINA score will change a lot during your
advenlure as vou fight monslerss and underiake
arduons tacks. As you near yout goal, vour STAMI-
walevel mav be denfl-'mw-h- low and battles may be
parbcularly risky, <o be careful!

T4

Remember also that vour STAMENA SCOCE 0147 DeVer
exceed its Initiaf value. A sTAMINA spell {Ht—*v latur]
will Testore lost stamina points.

Lk
Addifions to your LECK score are awarded through
the adventure when vou bave been particularly
backy. Details are miven in the pages of this book.
Remember thal, as with skici and stasis s, vour
UK score may mever exceed i it value, A
ek zpell {see later) will restore lost Luek points.



EQUIPMENT

You will start vour adventure with a bare mmimum
of sgquipment, bul you may find or buy oiher ilems
during your travels. Yoo are armed with a sword
and are dressed in chainmail. You have a backpack
tn hold any treasures you may Come acmoss.

M AGIC

You will plav a fighter in Scarpion Swamp. Tlowever,
vou will almost certainly find voursell given the
power to cast magical spells belore Lhe adventure is
owver. IF vou deal with a wizard, he may pive youl
Spell Gems. Each wem ives its owner the power b
cast one spell one ime. Then the gem sunikes.

There are twelve different magic spells that yon may
bex able to use; they are described below. Whon vou
acquire a Spell Gem, mark it on your Advenfrre
Sheet_ If you have the chance to dhoose which spells
vou gel, vou may choose any kind of spell more
than once — for instance, you could choose four Dire
zpelis if you wanted to. Once a cpell is used,
though, vou must mark it off on your Adventure
Sheet. If vou choose four Fire spells, yon can cast Fiee
four limes, but no moare — unless vou meel another
helpful wizard later and acquire more Spell Gems.

Magic spells are divided into three lypes: {zood,
Evil, and Newutral. Anvone may use MWeutral spellz,
However, good wivards may not cast Evil spells,
and vice versa. You mav use any spell that vou can
et - but you will not be able to get Good spells
from an evil wizard, or Evil spells from a good
wizand.

17



MNeutral Spells

skIiLL. When you casl this spell on vourself, it
restores lost sk 1. poinks equal By half vouor Jrefaal
SKILL score, rounded up. 1 cannol raise your
SEILL score past its Imital level,

STAMINA. When you casl this spell on yourself, it
restores lost sTamina pomts equal o half vour
faitial STAMIN A Seore, rounded up. 1§ cannot raise
YOUI STAMINA scote pastifs Tndud level.

Luck. When you cast this spell on yourself; it res-
tores lost Luck points equal o half vour Beded
LUCK score, rounded up. It cannel raise your
LUk score past its Diphsl level.

rire. Thiz spell will sel one medium-sized object
{like a torch) on fire. The more inflammable the
object, the betier the spell will work.

1CE. This spell works by freesdng water {or water
vapour) into ice. It works best where there is
water already present to be frozen.

iLtusion. This spell will lef you create one small.
short-lived iflusion. If you act in a wav contrary to
Lthe illusion, the illusion will cease to fool anvone
else and will be dispelled.

18

Gaod Spells

rrieNDsHIP. This spell will make one ceealure bel-
ter disposed towards vou. But it will not work on
anyone of anvthing that cannot understand the
ules of Fiendship,

sROWTH. [his spell witlaccelerate the stowth of one
large plant or several smaller ones. 1t will not
affect anything but plants.

BLESS. This spell may only be cast on another being
—vou rarnaf Bless yourseli. [t restores lost sKILL,
LuCk, and sTamina points to the creature thal

no case may the spell increase anyone's poinls
past their Intful level.

Evil Spells

FEAk. This spell will make one creature lear vou —
provided thatitisa creature capable of feeling fear!

wiTHrrinG. This spell will cause one large plant, or
several small ones, to wither Tt will not affect
anything but plants.

curse. This is a very powerful spell, and not to be
used lightly. When you cast a Curse, vou im-
mediately roll one die and Tose that many sTami-
ya points. However, something tercible —therc is
no tellmg: what — will immediately befall vour
ENEmy, oo,

19



When to Cast Spells

Yo mav cast one of FOUTSKILL, STAMINS, O LUCK
spells upﬂn'ﬁ:rurse;fatan-. Lime excrpt during coneat.
You may cast a spell on yourself just hefore 2 battle
gtarts - . . butl once the first blow has been struck,

vou mav notuse magic until the figght is over.

{Other spells may only be cast when a paragraph
<pecifically gives vou the ophion of doing so.

MATTING

Az you play, vou will iravel along the network of
pathways that make up Scorpiom Swamp, You will
want to draw a map as you go. Unlike most adven-
tures, Scorpion Swemy a]hm S5opn B metrace wour
steps. A rood map may spell the dilference belween
life anid death!

Moest of vour adventures will lake place in clearings
within the swvamp. Fach clearing has a nmumber o
aid vou in mapping. Each clearing connecls Lo one
or more paths leading out, Paths may lead to Ehe
north, south, vast or west A path may bened aboul,
but il will alwavs keep the same general direction.
This is {fnp{}rtanl:. It means that it vou leave one
clearing by the southern path, vou will enter the
mext c]ea_:‘jr@ from the notth, and vice versa; This
will keep vou from doubling back accidentally.
When you reach a cleanng, make a note of the
direction in which you are travelling; it mighl be
useful later.

In some of the clearings, you will meet people and
areatures. Some of them can help vou; others will
attack vouor hinder yoo insame way. [ up kool
to decide how to handle each encounter,

It may happen that, i your wanderings, you will
refum to the same clearing again. Tn that case, you

=1



may [ind instructions in italic type. These instruc-
tions tell you what to do if you have already visited
that clearing,

If there are no special instruchens, you will proceed
in the usual way each time you come to that dear-
i afis

Here isa map of an imaginary part of the swamp, o
aive youl some help in making vour own maps:

...ﬂ —
s i i
2 £ 97—

sane Asls—
Daragerovis?

Vg

As you can see, this plaver has marked the number
of each clearing, and made notes about what he
{ound there, He has abso indicated the paths onf of
each clearing, so i he refurns later he wall know in
advance in which direction he will be able to travel.

23X

HINTS ON PLAY

Lhere are three possible quests in Scorpion Swamp,
For each of the quests, Lthere is one true path that is
the best to follow. Make notes and keep vour map
faithiully. Il may save your life - . . and, in any
cvent, ik will be myvahizble in future adventures,
enabling vou o progress rapidly through o unes-
plored secHons.

Mok all dlearings conlain leeasure; some merely con
tain traps and creatures which vou will no doubt tall
foul of. Many wrong lurnines are possible . - . and
cven if vou teach vour ultimate destination, vou
may nol lind what yoo are searching for.

L will be reabired that entries make no sense if read
m numerical order. 1L is essential that you read only
the enfoes vou are instructed to read.

The one true way on cach gquest involves a mini-
mum of Tisk and any player, no matter how weak on
mitial dice rolls, should be able to get throogh fairly
vasily once the best path has been discovered.

Mav the luck of the gods go with you on the adven-
ture ahead!

23
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BACKGROUNI}

Hardy adventurer that vou ame, you have never
biren krown to guail ata little danpger. But you're no
fool. You'vealways been far too wise bo venture intno
Scorpion Swamp. All your lite you've beard tales of
that awful marsh and its disgusting denizens. But
the real danger of the swamp, 5o the fales g0, i nol
the creatumes that inhabit it, nor even the magicians
and wicked men who haunt ifs paths.

Mo, the reazon thal so few relum from Scorpion
Swamp is very simple. The swamp is criss+rossed
by numerous trails that Bwist and lurn in all divec-
tions. No one has ever mapped them and lived to
tell the fale. An evil fog hides the sky, so noone can
zel a course by the stars. Once vou'te well into the
SWAMP, even compasses ate anteliable. They may
point north, west, or south-by-south-east, leading
vou around in-drcles untl you drop from exhaus-
Lo

So vou've staved well away from the swamp-lancs.
But althoush vou don't know il yet, something is
about to happen fo change your fortunes - . .

As you walk along the King's highway, you come
UpOn. an old woman, CI'UTI".'P]HI] in the dust. You
carey her into the shade and give her a drink from
vour water-skin. She soon revives, but vou walk

27
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with hr to the next town, jusl lo make sure that she
will be all ight.

You take vour leave of her inthe town market-place.
‘Bless you for your kindness,” she says, when you
part: ‘Wear this with my gond wishes, and may Fou
never loge vour way.” With that, she gives wou a
[:~1a1r|-1:1-:znl-c_1r1‘!_J Brass Ring. When you ship it on ¥our
finger, smiling your thanks, it feels loose. An hour
later, as yuu walk down the highway ag=in, vou
realize that it has altered its shape to fit you perfect-
ly. You have a magic ring!

As vou Lravel, vou learn more about the Brass Ring's
powers. The ald woman must have been a pow erful
Witch, and she meant her blessing seriousle. While
vou are wearing the Brass Ring, you will ahways
know which sway is orth. E“r'E'!'l n the dE'E'PE'S=
forestor in the Bwistiest fown streetl. vou will never
be liwst. Furthermore, the Brass Ring grows warmon
vour finger in the presence of evil, even when you
are greeted ina [riendly fashion. You spend 2 week
with the forest bamdits . . . tongh men, but honest
in their way .. . and the Ring is cool. But n ihe
caverns, it warns you of evil magic and of foul
undead. And in the towns, vou lind that nu dever
thief or lying merchant can fool vou. The old
woman's gift s valuable indeed to an adventurer
lika wina!

Mow you feel as though vous oughi 1o pak thi Brass
Ring to some use worthy ol ils magic. Explonng
Scorpion Swarmnp, withits pnmapped maze of trails,

2B

might be the perfect task. Anditmight beprofitable,
too! 5o, wath VOUT mind st on glorg and lreasures,
vou =et off towards the bogs and fens of Scorpion
Swamp.

NOW TURK OVER
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Ihe path that you must travel is a long one, for
Scorpion Swamp hes to the far wesl of the kingdon.
As vou fravel, you have ALY Expr.—'m rces that a
less seasomed fraveller would call adventures, To
vou, fighting Ores and Geobling, detying  ewil
wizards, and slaving glant wolves are all in a day’s
wurk. As yvou travel larther west, the mountaing
around you turn o hills, the hills to plains, and the
plains to damp lowlands. You know that Scorpion
S amp cannot be far away.

When vou eater the litlle town of Fenmarge, no one
finds vou remarkable. Many travellers pass Lhrough
here. Your sturdy helmet and sharp sword indicate
vou are a fighter not to be trifled with, bul this is not
UIECCYFTRETIEITY .

But when, sithing in the local tavern, you announce
vour plan & explore the ssramp, the: listemers are
dumbfounded. They cluster around you, pushing
back the battered benches lo make room, The
sSWwamp, ’.he_'s.-' tell VO, holds the bones of miny such
as voul Wot only is it trackless and infested with
vermin, monsters and starving bandils, bul a proup
of wizards calling themselves the Maskers have
recently claimed Scorpion Swamp tor Eheic awn.
Ume of them — a big, burly man escorted by hwa
great grov wolves — visited this very tavern last
week. He didn’t saw much, they tell vou, but he
didn’t seem the sort o welcome trespassers on his

property!
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As the cunversation continnes, vou tealize (hat the
villagers are sure you will die n the swamp. ‘¥re
can'tlet vou go!” they say, One even makes =0 baold
as to put his callonsed hand on your shoulder 1o
restrain you as you starl to walk oul the doos. Wil
yio:

Challenge them For thelr

impertnence? Tumin 48
Politely explain that $ou
are delermined? Ium g5

He is fascinated by vour story. Rising heavily to his
trcl, he walks Lo a small table o which a globe is
standing. He spins the globe and itopens, revealing
a pile of gold coins, Poemchukker smiles, as your
eves bulie. “Will vou sell it to me?" he asks. T wall
grive you a hundred pieces of fine gold Ifyou accept
his offer, turn to 4g. 1f you turn him dewn, urn
173.

3

[ ess than a mile from the edge of the swamp, vou
accidentallv step mto a hole. Muck oozes up around
vour leg. You cannot pull vourself out. Yoo pul
diown your sword and reach for a vine and by o
lever vourself up. The vine breaks and vou sink in
deeper. Then vou hear a chittering noise behind
voiL You reach for }'li_!lL'l!'!-il.-".'lJFL"L- bus ting, 551a.rp foeth
sink into veur hand | . . then the tats are upon you,
You cannot mun or fght. Soon, as the villagers
predicted. only vour bones are left, gleamingg m the
dim light that [ilters dovwn between the teees. Your
adventure is over. Mext time, lake some more magic
with o




a—f

4

The wizard laughs evilly, 'Tseeno need o wastemy
strngth on such as vou,” he sneers. ‘Buk you may
prove wour meltle against this, my servant.” He
waves his hand at a STATUE QT A GOBLIN that
slands in a niche against the wall. The statue moves
towards you, raising its stone sword, If vou fight ik,
lurm to 284 I vou attack Crimslade himself, turn to

T3

Z3.

5
Fest wowr Fuck, I vou are Lucky, furn to273. If vou are
Lithsnoay, B to 397,

J..-_-.-;:\—. -\._!
3
ﬂ-\.____.-l___._

B
You return to Selater’s hut. A merey fice Iz crackling
in the kitchen, and something 15 cooking that smells
delicious. He greels you warmly and asks, ‘Have
vou gof the bermy? If you have gol the purple beory
of the Antherica plank, turm to 275 I not, tumto g2,



7-8

The evil wizard's brow darkens and the designs on
his robe writhe cminously. ‘Well,” he muticrs, its
better than nothing. Give me what vou have, and 1
will give vou 250 geld pieces.” If vou choose fo
accept his offer, furn to 266. If you remind him that
he had promised you more, turn to 207,

‘Well, that's too bad,” he sighs. TH have to find
someonc else, IF vou have any of my magic gems
left, I'll trade some healing potion for them.” Will
VoL

Trade your remaining spell

gems for the potion? Turm to 141
Explain that vou have used

them all? Tum o 316
Attack Poomchukker? Turn (o341

o—10

9
You are on the southern edge of Scorpion Swamp.

Thanks o the Brass Ring, vou will always know
which way is north © . . but you muost st make a
map! You decide to map each path you follow, and
cach cleaning you enter, so that yvou will know
which way e go if you relurn Lo a clearing. (For
hints on mapping, see pagre 21.}

You quickly find a path leading north into the
swamp. A huge sign, crudely painted on a boulder,
reads: 'STOF! SCOBTFION SWAMTP! TURN Back! A
skull and cross-bones completes the prisly picture.
Bravely, voo stride past the warning and enter the
swamp. You can see that it would be foolish Lo step
off the path into the muck, so you follow the trail
where it leads. Torm to195.

10

lhe knotted trees pive way befors vou and you
enter another dearing. This 1z Cleuring 5- If gote luioe
Geen here befpre, fures Yo 2420 IF you Reve nel been bere
Fefore, Reep reaning. You realize immediately that
thvere has been a battle here, The ground is torn up;
blood is splashed over the dank swamp-grass, and
you can see bwo ammows sticking o oa tree not far
away. U you examine the clearing to see what vou
c=n find, furmn fo 59. If you decide toleave as quickly
as possible, tomto 227



11

1T

As VN walk wesl, the LA becomes evien f‘nﬂ—
mer. Jusl as you think lhat VML G sland it no
longer, the path begins to widen, and vou find
voursell in a long, narrow Dpemnr This 1= Clearing
6. IV i frpe b e before, forn tn 230, sl et
beem here before, keep reeding. You look around and see
ne olher paths; vou appear te have come (o & dead
end, Yiu walk lowards a large grev boulder, hoping
oy rest on it for a minute, Suddenly, the boulder
moves! You are nol looking #i grey stone at all, bul
caarse grey hair, Red eyes glare at vou, and a DIRE
BEAST with six clawed legs moves lowards v
1T o

Fightit? Tum fo 176
Run for your life? Tum lo 0z
Try a magic spell? fumto 373

12—13

12

The Giant bellows angrily as he fights. Tle 1= enor-
mously steong, Lackily tor yvou, he is not very
nimble. Ths ehib rarely hits yon. When it does,
thoush, it does aoukls :L:lrnrllr-.. Lewale oui!

GIANT SHTLL STAMINA 12

If vou reduce the Giant’s STAMINA to b, turn to 1.
You may alsu try Lo Eseape during the fight, bul
remember that the Giant’s blows are dounble-
strempth. If vou toy 1o Escape vou will Tose 4 sTanl-
A p;_'-ml__ Li you EI_-.l:a pe alive, turn B 161,

‘lam a fighleron a guest,” vou reple: Your ring is not
WArnIng youn of evil, so vou foel safe speaking to the
Master of Fross. Are vou in fhe service of

Selator? Turn fo 21z
Gnimslkade? Tucn Lo 287

Foomchukker? L o 376



141

ik

The trail mkes vou twoa small open spotwhere, vears
azo, a greal tree fell and dragyped down several
athers. This & Clearinoy 322 1 you kaoe dean fisre before,
fure fe 338, I won fave wol Bezn here befors, keep residivir.
A= you approach, vou hear the sound of lighling,
You step round a teee to see a GIANT SCORPTON
fighting a Dhvart who 1 weanng leather armotle.
The [Dhwarf is in trouble: As you rush towards the
fight, the Scorpion catches the Dwarf's neck inone
of 1= claws and throws him to the ground, swwhere he
fies still. You doubt that you have any mage spells
which would be worth using on this encmy. U you
leave the clearing while the monster feasts on the
Dhweart, tumn to 88. Tf vou attack the Giant Scorpion,
burm boe3ax.

15
What bribe will vou offer him?
A Colden Magnet? Turn to b3
An Amulet belonging to ome of
the other Mastors? Turn b 1gH
A huge Violet Jewel? Turn to a7
None of these? Tuen Lo 212 and

choose apain.

16
Something in your woice betrays vou. His hands
movein frontof himand helooks at vou quizzically.
Is he reading vour mind? Tam to 1¢8.
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1718

17

1§ this man is evil, you want nothing to dowith him.
You stride past him towards an exit. As you leave
the clearing, a garrotte whips around Four neck.
You strugele, but the Thief chokes you with the
garrolle and vou fall unconscious. Tose 3 STAMINA
points. When you awake, you feel sick and dizzy.
All your spell jjerns and other magicitems ars gone,
and there is no sign of the Thief. Turn 10 379.

When they see vou charging towards them, waving
sonar Ewc;rd, their nerve breaks, All Ave of the
Brigands dive into the trees at the side of the dlear-
ing. You donot stop for aninstant; yourun through
the clearini shouting and out on o the pathway at
the other end, The Brigands are too stunned to think
of pursuing vou. lum to1g.

19—22

A
There are two paths leading out of the clearing. The
northermn one is much wider and mora distinct, as
thovugh many had travelled along it Will vou go:

North? Turn to 280
East? Turnto 137

24
The berry lastes delicious. You feel a sense of well-
being run through your body. Regain 2 STAMINA
points and 1 LoCK poinl. You find nothing else of
interest here, Turm o 342.

21

You melax for a few minutes. Repgain 1 STAMINA
point. Lhen vou hear a whufling sound coming from
the tree. If vou want to see who or what is 10 the
tree, turn Bo 55- I vou would rather nol know, lurn

to 300.
£
=

22

Even as you pocket the seeds, you see new growth
siimring at the base of the trees. You leave quickly.
YWl wou goc

torth? lurn o 320
Sonth? Turm to ga
Wast? luen to11



l

2324

23

The Brass Ring feels cold: vz know that the Mis-
lress of Birds is a good wisard, You explain ¥our
quest and ask for her help, She shakes her head.
“1hat merchant iz very foolish. Even if he geis his
map uf the: swamp, some of my brother wizards are
evil and will by fo plunder his caravans. Butvou are
Lrave, and [ will help vou to avoid the worst part of
vor juerney,” Turn to 248

The Will-o'-the-wisp dances ahead of yom, and you
fallow, The sround gets wetter and wetter. Sudden-
Iy, you fall inte a mud-hele! Abmuptly, the Will-o™
the-wisp vanishes. It exists only fo lure unwary
ravellers inlo danger. Test o Luck. If you are
Tuciay, you get out of the mizd-hole safely. 1 vou are
Linkiicky, vou lose 2 points of staMiNa In your
stmaggles, but eventually you are slanding on solid
rraund. If it were not for vour Brass King, vou
would be opelessly lost. As itis, you know which
way lo walk to find the clearning. Tur to249.

2526

=3
The Eagle gives a yreat cry and crcles the cleanimy
once: then it flies o its nest. You are happy to leave
itim peace! Tam to zn:.

20

You zense that the Master of Spiders i wholly and
forally evil, and vou attack him with vour sword. He
counter-attacks with a sleamingg wand. You see that
it= tip 15 sharply poinfed, and smeared with a foul
creenizh substance. Each time the wand strikes
vou, it does 1 extra point of damage Lo your STAMI-
A SUIITE.
MASTER OF :

SPIDERS sELLg STAMINA f

1f ¥vou kill him, turn to 354



2e7—38

27T

Gronar tells vou fo'seek Iq:-ul: Poomohakker in the
village market. As soon as you enter Lhe tangle of
streeis and 5'11.:.:-[:5_. ¥Ou ans fost. Yo ask Roar direc
tons several bmes, and eventually o group of
laughing voung bovs escorls vou to alarge house on
the edge of the market. You knock o the door— and
il is answered by a Goblin! lol 2 Geblin warmrior like
those whom vou have fought, but a Coblin serving-
zirl. Shoe cxoorts vou toa library where Poomchuk-
ker sits, He is one of the oddest men you have ever
seen - - - overy B2Il and immensely [al, with an ela-
borately braided beard and bright red skin! You tell
him your story and ask if he is looking for zomeone
ke vou. “Yes, Lam,” he mambles, ‘But what makes
vou think vou can hve in Scorpion Swamp when o
marny others have died there?” If you tell him about
the old woman and the powers of the Brass Ring
vou wear, form to 2. I vou simply smile and sav yon
are a skilled fighter, turn to 173,

28
There are several Sword Trees, but you mav fight
them as a single opponent. You are lucky in that
they cannot see vou — they attack by sound. Haow-
ever, Lhere are several trees, each with many bladed
branches.

SWORDTREES SKILL g STAMINA 12

If wou defeat them, furn to 362 Otherwise, you will
no doubt become fertilizer for the trees., | .
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20
You know that it would be foolish to tell this man
that vouL serve an evil wizard. ‘T serve the forces of
:L‘.l-:jd wou reply, ‘bul right nosw 1 only want > ind
iy way out of this swamp. Lam looking for one of
the 1-;1331-:]-1 called the Masters. Test vour Luck. i
vouare Lucky, lurm lo 185, If you are Unlucky, turn to

37h.

30
Tt is a long way down, and you jump as 2 refully as

you can. You throw your boots and your pack down
first; then vou dive. To your hurror, you fnd that
the water is shallow :md_ the bottom is muddy- You
are stuck! You manage to staggle (res, but when
vou reach the surface you see the open jaws of a
Crocodile, ready to take you in. You grsb your
sword, but it's too late: the jaws are the last Ii'un"
you see. Your adventune is over.

333

31
s you walk along, vou sense that you are far to the
uz:-at of the pmntwherﬂ ou entered the swamp. You
wonderif vou have faken the ﬂghl paths. Suddenly,
vou stepintoa grassy glade, This s Cledring 21 {f you
Trame beew freve before, turm to 364, If not, keep reading.
There is a crystalline pool in the middle of the
dearing, with an inviting sandy beach lo one side.
There are no other paths lmdmg out. Will you:

Leave and go back to the west? Turmn to 47

Watch a while {or danger? Turn ter 304

Drink from the pool? Turn to 77
3=

You chop at the flowers with vour sword, but there
are more of them than yvou can destroy. You are
rapidlv exhausting yourselt. Lose 25TAMIN A points
and 1 SKTLL point. I vou give up and run away, turn
to 26g. I vou try & magic spell, turn to Bo.

33
You hu;rrl.. arross the clearing, l'll.‘.rpmg bor forestall

another attack by the Crab Grass. But it grows upin
front of you even faster this time, bluclqng yiur
way. The green nippers reach out hungrily for yvoul.
If vou chop at it with vour sword, turn to 134. [Eyvou
use magic, fum o167



3435

H
Which spell will vou use against the Pool Beast?
Wither? Turn o237
Fire? lum fo2g1
Fear? Tum o 35

Turn Lo zog and
Chose ﬂg&iﬂ.

Morie of these?

35

These twa arrows are also badly aimed — but they
curve aronnd and hit your backpack! Only one
penetrates, doing little harm. You lose 1 sTAMIRA
puint. You realize that the Golden Magnetiscursed,
and attracts arrows . . . vouare lucky that vou puist
in your pack instead of wearing itl Will yow:

Turn 1o 281

lum to 359
Tum o309

Attack with vour swiord?
Lise a magic spell?
Fun for vour life?

1 ‘ i) ’
i -5ﬂﬂ§? 4
Ny B s i

36-30

36
You tell the Master of Gardens about vour quest.
you have already found the Antherica bush, tum to

2B3. If vou have not found it, fum to 396.

ir
Tf vou iell the fruth about your guest, turn to 22, IF

you make up a story and chat for a while, tum to
220,

The Slime is dead; its remaing melt and puftrefy
while you are watching. The smell is unbearable.
Tum fo 153.

39
Yeu cast the Fricndship spell on the Unicomn. It
gazes at vou 1.1.'31']']],.'; it has hittle brustan humans. Bk
the spell evidently has some effect, for the Unicom
cventually lowers its head and starts to crop the
grass in the clearing. Turn to 348.



40—41

40
You control vour lear and approach the gloomy
tower. Bats arcle atound the upper ckorey. As-vou
slep Bowards the great iron doog; you see a hideous
face sculpted on it. Then the door swings open
before you! Grmslade stands waiting. Heis Lall and
skeletally thin. The crimson designs on his black
robe seem o glow. Tle greets voo pleasanily, bul
vourring, hot on yourlinger, contindes Lo warn you
that you are in the presence of evil. Tknow all about
vou,” hesavs, You want le explore Lhe swamp, That
meddling fool Gronar sent you here, But what
makes you think vou are worthy of my time? 1 need
z hero who is afraid of nothing. " Will vou:

Challenge lom toa combat? Turn log
Explain that vou are a hardy

warnor and that your mamic

ring will prevent yvou from

losmg vour way? Turn to 30
Smile and sav that vou fear
nothing? Turn b g7
41

Yoo enter a fat cltarnine surrounded by lrees co-
vered inivy. Tiis o5 Clegring 3o, IFpou lome been here
before, hurm o 38z (Fyand face wod Beett here Before, Keap
randine. There seems to be nothing of interest here,
so vou walk towards the other exit — when you
realize vou are sinking into Quicksand! Test your
Tuck. TF voa are Lucky, lose z sTamiva points and
tuen to270.  vou are Hnfucky, lurnto 87,
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$2-44

g4z
Youlook through the belongings of the unfortunate
Dhvarf to see if there is anything that vou can use.
His armour, of course, is too small for you, butin his
pouch you find a small vial of potion. TFyou drink it,
turn to 253, Tf you leave it, turn to 88.

43 .
Trat your Luck, U vouare Lucky, tum 0338 Ifvouare

Uniucky, turm to 313,

1
You are not attacked as vou wade across, but when

vou reach the other side, you are disgusted to find
several large Leeches on your legs, drinking vous
blood! Roll two dice and Jose as many STAMINA
puints as shown on the ower of the two. You may
{ravel north or south from here. If you go north,
turn ta 157, If you go south, turn to 398

45—48

45
You are wary of anything that seems sosimple. The
bridge must be a rap of some kind! You tum and go
back the way you came. If you came from the nosth,
tum to 331 If you came from the south, tum o 3o3,

46
There is nothing more you can do hers unless you
can get into the hut — but it appears to be magically
tocked, and vou can find no way to open it You
decide o leave: Turm to 314.

F7
Youcome upon a small, overgrown clearing. Youare

o Clemrang 3. You look around, but you see nothing.
There are three exits. Will you go:

Sungth? Turn to 2qo

East? Twmn to31

West? Tum to 118
45

You dap your hand to vour sword amd issue a
nnging challenge. They are not frightened, oreven
cepecally impressed; they merely laugh at vou. "We
are nol fighting folk, only simple villagers,” they
sav. ‘But one such as you, with yvour ready swiord,
mdeed belongs in the greal swamp, among Lhe
other seekers of ouble. We shall detam vou no
onger.” Yoo feel somewhat embarcassed. Lose o
L ck point for behaving aggressively tovvards these
peacetul tolk, and po tog3.
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49-50
.H-___.i'.'-

19

Ureedily, you pull the Brass Ring olf wour finger and
throw it oi Lo the table. He counts a hundred gold
picees into a Jeather bag and hands it fo vou. You
now have enough money o live on tor severs!
years, or to carouse wildly for 2 monthorse . bul
yoi have traded it for your magic rfing. You kniow
that without its protection you dare not enter Scor-
pion Swamp. Your adventure is over.

50

TTe listons Lo vour story with great interest. “A magc
fing, you sav? You nod and cxlend your hand so
that he can see the Brass Ring gleaming on vour
finger, His eves widen and he steps back from you,
moving one hand in a strange pattern. You susped
that he is casting a spell! Will von:

T.eap to atlack him? Turn o 373
Wail to see what hie is dong? Tom in 222
Turmn and flee? Tum to 335

S1=EL

EE

A pit opens in front of you, but you leap overit. You
charge at full speed through the enfrance hall,
straight-arming another Statue as it rneaches for you.
You kick the door open. The hideous face upon it
howls and attempts to bite you, but you are Loo
swift. If vou want to run for the swamp, tum to 296,
If vou head for the village, turn o 5.
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52

Sadly, you have no berries to give him. You explain
what happened in the swamp. Selator's [ace {alls.
Well, I'm sure you did your best,’ he savs. Seeing
him =0 downecast, vou offer to go back and Lry again,
but he will not bear ol it “The danger,” he says, s
too greal.” You did what vou could, but it was nol
enough. Your adventure is over.



53-34

53
As vou follow the path southward, vou hear the
croaking of thousands of frogs - . - finy ones, huge

ones, and all sizes in betwoeen. The path leads intua
clearing dotted with little pools. This s Ciearing 8. [f
wou Baee afvendy beew Rere, furn o 329, I wou hawe 2of
hesm feere Before, keep reading, At Hrst, all vou secis a
number of huge mushrooms. Then you realize that
there is @ man sitting on one of them. Tl s very
short, but stout, with snapping black cves and a
wide mouth., Around hiz neck there hangs a silver
Amulet in the shape of a frog, and sitling on the
ground on either side of him are two huge green
ballfrgs. ‘1 am Lhe MASTER OF FROOUS, Le
greets vou. “What brings you Lo my home?” If you
gTeet him in refurn, tum te 13, 1F vou atkeck him,
e b b2,

34
His face contorts with rage, and he screeches at vou,
[line dare vou returmn emphe-handed? Test poir
Luck, If vou are Tucky, oo to 109, 1Eyou are Linhicky,
gy hoy 285
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35
Warily, you step over o the fTec. Before vou reach
it a rank odour warns you that it is the den of some
large animal. You step backwards as an enommous
REAR pokes his shaggy head oul of the hollow tree.
I vou run away, turn Lo 300 If you wantto fightihe
Bear, tuen b 200.

You make your way across the fields and along the
winding roads, towards the village markef-place.
Thire stands the house of Poomchukker, just asyou
loft it. You knock on the doer, and the Goblin oirl
admiils vou. She takes you to Popmchukker's lib-
rary, There he sits, swathed in a silken robe. “Well,
how did it go?" he booms. ‘Did you bring me a map
af the path to Willowbend? I you reached Willow-
bend inyour iravels, turn Lo 158. 1f you did not get to
Willowbend, furn to 8.

57—58

. 3

None of the spells you have seem quike right for this
situation. You draw your sword and charge at the
evil wizard. Tum o 124.

58
Test your Tuck. It vou are Lucky, you pics Your way
through Lo the exit you choose, I you are Linl m:kl.:,
wou make if, but only after tripping over a protrud-
ing root and banging vour leg ona slone - subtract 1
from YOUL STAMINA. You may now leave the clear-
. Will you travek: '

West? Turh to 398
East? . 39

2iig 5 Tum to 105
South? Turn io 208



549

59
You decide to look around the clearing. Perhaps

there 15 someume who needs wour help - or sume-
thing that can help vou? Almost immedialely you
stumble over the body ofa Swamp Ure, Chuickly you
earch the loathesome carcass, but you find nothing
of value, Then vou see a wounded man leaning
agrainst a tree. You hasten {o help him, but when
vou reach his side vou find that he is aleeady dead:
three arrows have piceced his chest, Two maore Chocs
lie at his [oet; they paid dearly for his lite. Yousee no
packs or weapons; the surviving Orcs must have
Iooted the scene before leaving, You devde ko give
the fallen fighter what burial you can. As voudoso,
vou see a golden pendant shaped like a small Mag-
net hanging round his neck. You may leave it, or
zdd it to your possessions. lurn to 227,
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You decide to try an THusion spell. Thinking quickly,
yiu create the illusion of a helpless villager running
for the trecs in front of the Dire Beast. The blood-
thirsty creature turns towards the easier prey, and
youl let the illusion vanish again. While the Dir_n.=~
Beast is preoccupicd, you ship quietly down the trail
back the way you came. Tum fo 279.

&1
‘It's ot fair,” the Giant cries angrily. First you little
pesple steal from me, and then you come ]1:;::1: and
attack me! T never meani anybody any harm!” 1 you
believe him, tumn to 220. i you want io press the
attack, vou may fight to the death. If you kill the
(Giant, turn lo 366.

B2—63

bz
Your tush fowards him with vour sword raised, Iis
eves bulge in surprise, and he leaps off his
mushroom. [Tis jump carrics him several feet back-
wards. He gestures lowards wou, and his bwo Frogs
jump in vour direction. If vou run back the way you
came, turn to 323, U vou fight the Frogs, tum b 146.

63

You reach into ¥our pack and offer him the Golden
Magnet that vou took from the dead fighter, T1e
laughs. ‘Sorry, but [ don't want that. Tthas a cursce
on it! Whe don't vou just throw it inio the pool
there?” Fecling foolish, you do so. IF vou have
another item you would like o offer him, Luen Lo 15.
I vou have nothing else to offer him, bum ko ziz2 and
v another tactic.
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Yo cast the Tire spell on the Wolves, hoping to
drive themaway. Ftworks! The furofthe closestone
Blazes up, and both Wolves flee in panic. Bul the
Waster of Wolves is nol infimidated by vour spell.
‘Sal’ he growls, ‘a fighter playing with magic, -.=-?n?
S o vou like this.” He shakes his denched fistat
vour, and you feel as if a great blow has struck your
sword arm, Tose 3 SKILL points and 1 STAMINA

oinl. You can see that if it comes toa duel of spells,
vouwould be the loser . . . =0 you draw your sword
and atlack,

MASTER OF SEIL1.11
WOLVES

If vou find yourself losing, you may Escge; lum to

3.:r;1. 1 you kill the Master of Wolves, turn to 154

STABRINA L

b5

&5
The trail winds about, but vou keep to it faithfully.
Skirting a preat shelf-funjus and the tiny creatures
diming on it, vou approach another clearing, This s
Clearing 1o. If you have been fure before, fum to 343 If
vou fraee wok beem here Before, keep reading. Youcan hear
the sound of voices ahead of you. Cautiously, you
peer round a tree, Yoo see a proup of bive men, you
guess they are BRICANDS from their dress and
rough speech. The Brass Ring i not warm, 0 you
know that these men are nol really evil, On the
other hand, there is no need to be foolish. Will yolt:

Turn arvand and go back the way
¥ou came?

Charge out at themn, shouting
and waving your sword?

Cast a spell from your hiding

Turn to 137

Turn tor 231

place? Turn to 387
Step out confidently and greet
them? Turn to 163



66—50

B

You enter 2 rather pleasant glade surrounded by

gnarled oaks. Yowe wre ;e Clearmy 9. IF one luee et
Teere defore, tiveer fo 292, IV you dwroe ol beew here Belore,
Lo o remiiing. Leaning ajrainst a free, eating lunch,
=z a small, cheertul man in dark clothes. His food is
m a picnic basket. He has ne wisible weapons.
except for the knite with which he 15 attng his
cheese. He notices you standing there and hails
vou. "‘Good day, fighter, will vou share my meal?”
as he spezks, you feel the Brass Ring grow hot,
waming you of evil. You realive that the man is a

THIEF, Will Vo

Attark him? Tum to 267

lgnore him? Fuien boay
Accept s invitahon and

sit down? Turn to 147
a7

Sure enough, it is a healing mixture, You use il all,
and feel your strength retumn. Gain 2 stamina
points. Turn to 14g.

8
f you know a secret word taught o vou by the
Master of Waolves, turn ko 3oz I not, turn to 215,

You have slain the Bear. You search its den, but vou
tind nothing of value. Turn to 300,



|

FO-72

Jm -
Your reactions are quick. You have time to dedde
how to deal with the Scorpions. Will you:

Stamp on them and strike with

vour sword? Tum to 216
Cast a Fire spell? Tom to 110
Leap over them to satety? Turn to 377

Alraid that the noisy bied will give the alarm, ¥ou
whip ault your sword and behead the Parrot. Tt falls
to the ground without a cry. From its tail you pulla
few of its brightly coloured feathers. You confimuc
forward cautiously. Turm o 149,

72

1he ground beneath you is sticky, but }'uu1kee_"p
your footing, The Will-o'-the-wisp is still dancingin
front of vou. If vou turn back, turn to 249, If vou
follons it further wesl, barm o 24,

73 74

=
Test your Luck. If you arfu ivcky, vou fall down,
losing 2 sTamins pomts, but vou cimb back up to
the nest. If you are Licky, vouget to the nest safely.
Looped about one of the branches you lind a heavy
Gold Cham; vou may take it if you swish. Yoo chimb
down and leave. Turn to zoz.

L |
You decide to combat the evil Master ol Spiders with
a spell. Which one will you use?

Friendship? Tum ta 367
Curse? Turn to 261
Fire? Turnto113
None of these? Tum tu 144 and
choose again.
]
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ik
You cast a Fire spell on the Sword Irees. They
writhe in anger, but are not badly hurt. Tum to 28

and fight, subtracting 2 from the sTasmINa of the
Sward Trees belore vou start.

You koow Lhal a Ranger is a fighter on the side of
Good, and na doubt familiar with the swamp. [e
can be trusted with vour story. He has heard of
Selalor, and would like (o help. TTe offers vou some
healing herbs which clear your head and Testore 1
lost skrey point. If you have already found the
Antherica bush, turn to 1. If not, turn to 333-

7778

77
You fesl revitalized. The water in the pool has
healing properties. Regain 3 STAMINA points. You
lzave and go back to the wesk. Turn to 47,

15,4
A3 ¥ e

The Bent Spear Is a pleasanl, roomy inun, You pay
the imnkeepera Gold Diece and o to your room. As
spon as your head hits the pillow, vou [all asleep.
You wake up the next morning feeling refreshed;
regain = sSTAMING points. When you are about to
leave, the innkeeper hails vou. He knows that vou
came through Scotpion “:v..:n‘np, and that vou in-
tend to return the same wav. "You must be a mighty
firhter to have come throm, wh the swamp,” he says,
‘and perhaps this is nene of mv business . . . but
thereisa wirard in the next street who might be able
to sell vou some spells to help you get back.’ Thank-
myg the innkeeper for his kind suggestion, you ask
fordirections to the wizard and leave. 1E you visitthe
wizard, fuwm to 150, I you strike off south across the
Swarnp apmn, turn to 343



=1

79
You agree that a single combat, fought to first blood
omly, would be an honodarable way bo seltle the
question. You and the Brigand Leader square off.
The other men crowd around vou, but they o hol
sovmn freacherons — merely excibed.
BRIGAND SKILL g STAMINA 10
LEADER

You fight onlv until one of vou hits the other. 1Evoul
hit the Brigand Leader firsl, tuen to 360, If he hits
viour fitst, furm to 128

o
Which spell will you use against the Fear Flowers?
Fire? . Tum to 307
Wither? Turn lo1gh
Neither of these? Tum to 204 and
chonse again,
81

You have destroyed the Crab Crass; vou have no
doubt that it is dead. You search the cleaning. On a
tree, vou find soime scorched lettering: ‘Beware of
Orcs!” That is all. You leave; o to 187,



R

5244

52
The jewel Touks valuable, so vou draw vour sword
and attack the beast. 1 strikes at vou with its rub-
bery lentacles

FODI. BEAST SKILL S STAMINA 1D

U wou want t Escepe and run back o Lhe west, tum
to3zn. 1 you kil the beast, turn to 308

83
Teat yanr Luck. 1f you are Lucky, tum to 35, 1 you are
Lhaeky, turn o 357

Contident that the Master of Gardens is a fmend,
vou tell him vour business, He wishes you well, but
can do little to help vou. Tie leads wou around his
glade, and you ses that the only path outis the one
that brought wou there, You take your leave of the
Master of Gardens and o back to the west, Tum to
363,

H5—87

85
You flee. ¥im must go back (he way yoir came, Turn to
153 and choose the path from which you enterad this
clearmz.
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Test your Luck. T vou are Lucky, turn lo18g. L vouare
Unincky, you find nothing; tum fo 348.

By

You are lapped m the Quicksand. You can leel
eoursel f beimg slowly drawn down, Your only hope
is to shed vour armour. Working quickly, vou pullit
oif and abandon it Now vou can pull vourself out of
the Quicksand, bul ¥ou musklnse 2 sKILL poinks g
reduce vour fmifid sKILL level by 2, because yon
have lost vour armotlr: Turm (o270,



¥ou leave the dlearing. If vou go north, tum o121
If you go east, turn [ 331

; 8g
You use yuur Iee spell 1o form a bridge across the
rver. But the river is very wide and warm, o0 the
bridge is very slender! 1 you want lo cross it lum to
325, 1f you would rather not trust yourself to a
magical bridge of ice, turn 1o 295 and choose again.

go—01

Qo
Yo have crossed several shallow streams, ot now

vou are faced with a deeper one. This is Clearing 34.
You see movement inthe waler below, and you are
not sure that you care to wade across. Will you:

Use the Toe spell? Turn to 370
Use the Wither spell? Turn bo 254
Wade across, very carcfully? Turn to 44

=
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g1

Boll two dice. If the eesult is equal to or less than
YOUr sTaMina, vou made the jump. Otherwise,
vou fell short, caught vour leg in the mire, and
twisted your arm slightly when vou landed. Sub-
tract 1 point from your SKILL. You may now leave
the clearing. ¥Will vou travel:

VWest?
East?
Soufn?

Ut bo 398
Turn b 105
Turn to zo8



92-03

g2

Ihe path leads you northward, and gradually up-
ward. The ground arund vou is somewhat drier
now, and the swamp trees have been teplaced by
deep forest. The trees thin out ahead of you, and
v 522 a large clearing dotted with low bushes. This
s Clesromy 11, f o have beewr herve before, furie fo 108, IF
ol fegee pot besm fere befure, keep on reading, You stop
and histen, but hear nothing. Yoo step out into the
clearing to search for more paths, suddenly vou
realize that you are being watched by bwo hiuge
WOLVES. lIf vou have the Woll Amulet, turn to 344,
Ifnot, tum o 68.

23
You throw your Curse spell at the Master of Welves.
Fle clutches his throat in pain, bul mises his sword
nevertheless. Then you fecl the effect of the Curse
upon you. Roll one die and [oze that many stavina
points. If you live, vou must 5511 fght the Mastor of
Waolves, but vou can subtract 2 points from both his
SEILL and STAMINA scores when you do. Tam to
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94
The trail dips down and you see swirling mist The
smell is vile and you hold your breath. But betore
vo geb out of the mist, you are forced to breathe.
Lose z sTAMLN 4 points from the effect of the swamgp
Fonr . Lo travel to the north, tum fo 205, If wou are
poing south, furn to 32o.

93

The villagers shake their heads as vou tum towards
the door, but make no further attempls to dizzuade
you. Bul, before you reach the doar. a villages
blacks your path. Te is a shorl, middle-aged fellow
wifh a black heard cut square across the bollom. At
firet ywou take him for a farmer, but he seems more
interested in you than any farmer should be! Tie
takes vour anm and leads you toa tablein the comer
of the tavern, The others have gone back 1o their
chatting, and you find yourself willing to hear what
this quist man will say to vou. He introduces him-
self. as Gronar. ‘1 wou really intend to brave the
terrors of the swamp,” he savs, ‘vou ought to have
some purpose, raiher than random mapping and
heast-slaymg.” L you agree with him, tum fo240. If
you disagres, furn o 122.

96—g8
6

Somehow, you cannot keep a secrel from this good
man. You find yoursell telling him all about the
Brass Ring and its powers. Turn [0 371,

oy

Tane,” he replies, smiling. You see that his teelh are
pointed. He waves his hand at the wall, where a
STATLUE OF A GOBLIN is standing, Tt quivers and
moves lowards vou, brandishing a stone sword. If
'.:';1.1'5 want to riin away, furn b 315, It wEna choose o
fight the Statue, born to 284,
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You feel a dull, heavy blowy land on the back of vour
head. You collapse at the wizard's feet, :]mp}.‘ning
VOLEE sword. Locking up, you see that hie seems o
have grown enormoushy. Bul in fact ik is vou whe
has shrunk to the size of an insect! You [lee, tripping
over your own legs as you run. He laughs and lets
vou go. You run up the wall and hide ina crack, and
Grimslade goes about his business. Eventually, vou
become hungry, You spinaweband hope toca lasty
fiv. Already vou are forgetting vour [ormer lifee.
Your advenfure is over,



99-102

99
You hand Grimslade the Amulets for which vou
braved Scorpion Swamp. He takes them {rom you,
smirking mastily. Slepping out of the room, he
returms with a small but heavy pouch. He lossesitio
vou, and you hear the clink of coins. Begume,” he
says, ‘and do not retumn, for 1 am done with rou.

Turn to 242
% ¥

100

‘lired and battered, vou leave Poomchukker's man-
sien and head for the inn. You did not succeed in
your quest, but at least you escaped with your life.
Perhaps you will return another day. For now, your
advenhure is over,

101
The bridge is old but in good repair. i you choose to
travel north, tum 1o 358, TF vou would mather go
soufh, turn 1o 118,

102

Although you have a head start, you soon hear the
Dire Beast gaining on you. Lose 1 pointof STAMING,
Turn back 1o 11 and choose another taclic,

103104

103

You explain vour guest. The Giant nods his head.
We are close to the north side of the swamp now,
he tells vou, Dt the town of Willowbend lies many
miles to the west of here. You should travel west.”
You thank him and take your leave. Turm B0 161,

104

The Master of Frogs hops down oft his mushroom
and reaches into the pool. He brings up a handful of
water. It does not run between his fingers, but stays
in his hand. He moulds it between his fingers and it
turns into 2 Crystal Ball. He gazesinto it tor a while,
murmurning o himself, Then he tosses it back into
the pa:n;}L “The plant you seek is directly to the
north,” he tells you. ‘But the way is nol str aight, and
there are many dangers. Beware of my brother
Masters, for not all of them are friendly. And be
kind to the Giant.” With those words, he jumps
straight up, and vanishes in the trecs. The clearing
5 emphy. Tuen to 352,



105 =107

105

Abhead of vou is a deating. Lnlike Ehe last one you

found, the ground seems Lo be solid, Tz is Cn'-.-'ﬂ?"ﬂ,x
12, 0f you Inaee beew fiers befioe, furn o 3300 (Fon e

st Been feere Fefore, keep veaiding. You see SETEME large

flat stones, a huge hollow tree, and fwo other paths

leading out. Will you:

ont a:li:u wiand rest on a stone? Turn oz

Investigate the hollaw tree? Lurn to 55

I_.-L's.'.& the clearing immediately? Turn tu 3g0
106

A garrotte drops over your neck from behind,
The Thief has fooled you! Luckily, vou are much
stronger than heis. You loosen his erip and flip him
owver vour shoulder? Escaping [rom the garrotte has
Cosl you 2 STAMINA points, but you are free. I you
attack the meachenms Thicl, who is now bran-
dishing a dagger, tuwrn lo 267, IF yoo furn and dash
down one of the paths, tum to179.

TOFF

Yo cast vour Curse spell on the clesest Brigand . Tle
screams and [alls to the ground. His companions
mash o his side. Then they, Loo, scream, and go
running nroth out of the clearing, The fallen Bri-
gand is dead, his features are contoried, he looks as
if he has died from an awiul disease, Then vou feel
the eflect of the Curse. Rolla dicand lose thal many
puints of sTavina. I vou are stll alive, yvou can
proceed. Tum to 19



108—109

108
You re-enter the clearing where wvou met the
Wolves. It is quiet; vou see nothing unusual - The
bush is still in the middle of the clearing; it has no
berres on it now, There is nothing of interesl here.
You leave and o back southward, towards the
(Giant’s clearing. Turn to 342

i
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109
le mutters and biusters, but he has seen vou fight,
and he is not quite angry enough to attack you. Will

You:

Leave with what you have? Turn to 349
Attack him? Tum fo 124
Casl aspell? Tum o256

I10—112

110
You know that the only magic likely to help you
aeminst the crawhing multitude is a Fire spell. Cuick-
Iy, wou cast it. A ring of fire blooms in the grass
around vour feet. It spreads for a moment and then
goes oul, but the Scorpions have been driven back,
You dash out of the clearing before they can attack
you again. Tummn to 319.

111
Youare unwilling to attack the Mistress of Birds, but
vou are determined to get what you want. You cast
vour Friendship spell on her. She laughs. ‘Foolish
Warrior! Do vou not know that a good wizard is 2
Iriend o all? You have wasted your spell:’ Turn Lo

185,

112
¥om are conious about the great nest, Tf o W pald
like Lo climb up and examine il; tuen to 73, U you
would rather leave, tumm to 2oz,




113115

113

It occurs to vou that spider-webs are very inflamm-
able. You cast the Fire spell on the Master of Spid-
ers, Instantly his robes catch fire. He screams horr-
ibly and falls {o the ground. The flame spreads
throughout the clearing. Sheets of fire rush up the
trees, incinerating the foul creatures that lurk there.
The heat is so infense that you abandon any idea of
collectings loot. Your only thought is ke escape. You
loose 3 sTaMiNa points due to burns as you rush
triom the cleanng. Turn to165.

114

You cast the Growth spell om the frees. Maybe they
will grow so tall that they will be unable to Teach
vo. You soon realize vour mistake. The frees grow
more branches and continue their atack, Tum fo 28
and fizht, but double the sTasina of the Sword
T'rees,

115
The Ranger laughs; he appreciales vour honesty.
‘Well, then vou need to find Willowbend,” he zays.
'Gosouth, then west at the crossing of paths. From
there, just stay on the path and yon wall come to the
Lewwn, But don't stray off the path¥ You thank him
and goon. Turn o234

116—117

116

You do vour best toignore the noise of the roisterers
carousing below, but it gets worse. Long after mid-
rught, you fall inte a fithal sleep, but vou are
awakened early the next mocning by the sounds of a
markek-place oufside your window. Angrily, you
collect vour belongines and stalk sonthward out of
town, towards the ssvamp, Turn Lo 343
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117

You cast the Friendship spell that vou found in the
glade of the Unicorn. The Master of Cardens smiles
broadly; “‘What can I do for you, my friend?’ You ask
him for his Flower Amulet. He takes it from around
hiz neck and drops it over your head. When il
touches vou, you are paralvsed! He looks deep into
vour eves and comnmands you to tell him the teuth
aboul vourself, and you cannot disobey. He shakes
his head. “You are nof a bad person, but you serve a
bad master. The kindest thinge T can do for vou is to
advise you to be on vour guard.” He takes the
Amulet back and walks awav, Eventually vou re-
gain control of your limbs and leave, puing west.
Turn to 363



1If—11y

118
You can see that ahead of you two other paths joun
vours in a small dearing. You are in Clearing 3. If yoi
Foame Beem feeve Befure, furn Lo 303, I you have ot eon
Feere before, Reew peading, You feel a prickling sensa-
tion around vour Brass Ring. Looking dowm, you
see dozens of small scorrFioNs scottling towards
vou. Test your Luck. T vou are Lucky, tum to o, 1F
vou are Limheiy, tom 101682,

1145
Which speil will you casl on the Unicorn?

Friendship? lumto g
Fear? Turn to 293
Gless? Turn Lo 381
Fire? Tarm tor 337
None of these? Turn to 320 and

choose again.




I120—121

120
The Master of Wolves gestures, and his two
WOLVES run towwards vou. You must fight each of
them in turn. If you kill them both, you must ight
the Master of Wolves himself.

First WOLF SKILL 7 STAMINAS
Second WOLFE SRILL STAMINAD
MASIER OF

WOLVES SKILL 17 STAMINA [0

If vou find yoursell losing, vou may Fseape; tum lo
314. If vou Kill the Master of Waolves and his pets,
burn b 154.

You find vourself at 2 crossing of paths. Which way
will vou go?

MNorth? Tum to- a7
South? Toum o1y
East? Torn to27s

West? Tum to =38

122-123

122

He toenters your argument deftly, “Nol only is a
mission worth while, my fricod, but there 15 2 great
deal of strong magic nosw in Scorpion Swamp, You
look like a doughty fighter. and you may have alittls
magic about you as well, bul without the aid of a
wizard, I fear that vou will never see the sun again if
vou set fool in the swamp.” You realize that he is
sincere. If vou want to hear more fromm this man,
furn to 240 If you would prefer to leave and o inko
the swamp on your own, burn o 206,

13

The sorcerer’s eves widen and he leaps backwards,
lysng his tall hat and koocking over a vase as he
docs su. An evil-smellimg vapour cwls up [rom the
broken wvase. The animated staboe freezes in its
tracks; yvou have broken the wizard's concentration
and spoiled the spell he was using! If you want (o
press vour attack, turn lo 223, If vou want to flee
while he is preoccupied, tum to 315.
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124

The evil wizard is every bil as angry as you are. He
plucks his wand from his robes. As he takes up the
stance of a swordsman, the wand shimmers and
changesinto a jageed blade. It glows as he wieldsit.
and you realize that it must be magical. One way or
another, this will be the last battle of your adven-
Eure!

GRIMSLADE SKILL 13

This is a fight to the death; you may not try lo
escape. If vou kill Grimslade, tum o 350.

STAMINA 18

p
You have slain the Dire ELEELERL Yoo cutoff afew of ks
rock-like claws as mementoes of vour great battle.
You scarch the deannyg for other eats, bot Gnd
none, so ¥ou lurn round and leave by the way you
carne, heading east. Tum to z7g.

126—127

126

You cast your spef] on the Giant while he stands
there. Frost forms on his beard and evebrows, and
he shivers fur a second. "Getting cold around here!”
he rumbies 1o hirnself. But he shows no other effect.
Turn back to 145 and make another choice.

127

He docsn't zeem like 2 bad fellow at all; he's just
shy. You decide to try the Friendship spell on hirm.
Instantly, his face lighis up. You know, Idoa'l pet
man¥ visitors out here,” he says. 'l can fell yvou
whatever vou need 1o know - I'm a very powcerlul
wizard! Bul first, sit down and talk to me.” You chat
for a while with the Master of Frogs, and then bring
the subject back to the plant you are seeking, Turn
to 104,



120

128

Althougly vew are clalful, the Brigand lLeader s also
a fine swordsman. His blade raps yvou shacply on
Lhe ribs. You have lost Your opponen:, a good
sport, congralufates vouonafine fight, and spreads
vt his onwn cloak so that you can sit down and resL.
“And now, Lo settle our little wager,” he says. What
have [ won? You must give him any one gem.
jewel, or magical artefact that vou possess. Tf the
only such item vou have is vour Brass King, turm ko
180, If yvou have any ather soitable item or ttems.
vl may- give him whichever one you like {make
sLro i mark it off on your Adveniyre Skeei), Y¥ou
part in triendship from the Brigands and g0 on vour
way, Turmn to g,

124
I you killed the Bear, turn (o 268, Tf you ran from it,
farn fafa

150
Which spell will vou try?
Cuarse? Turmn to z6o
Friendship? Turn to 11
Fear? Turn to 207
None of these? Turn to 288 and
chouse agaln,
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131

The Parrol fives vou with a beady eve. Tust walk
forward. She knows that vou are coming.’ You go
through a screen of Tow palm trees, and find vour-
zelf in a beautiful glade, Thousands of colowred
birds fill the air and the surmounding Lrees, Great
Herons and Eagles stalk about, Seated uon a low
pedestal i tie midst of this splendour s a lovely
woman, who you know must be the Mistress of
Birds. She grects vou by name and asks vou your
business. Your reply, of course, depends on your
patron. Isit:

Poomchukker? Turn to 23

Selator? Turn lo1hg

Crmeslade? Turmn to 288
132

You have killed the Eagle. L you wonld like to climb
up and examine its nest, furn to 73, U vou weould
rather leave mowr, forn b0 202,

133
There is no sign of the Ranger now; he has melted

into the woods, Turm B 234,



134137

134
Y¥iu hack at the CEAB GRASS with vour sword.
The nippers are easy to cut down, but more keep
wriwing up around vou. Fight the hongry lawn as
though it was a single opponent:

CRABGRARS SETLL 6

STAMINA 1D

If vou Esmape, harn to 187, Tf vou cat down the Creb
Carass, kurm o B,

L5 ] [
You search the bodics of the dead Swamp Ores.

Their weapons are of poor quality, and their provi-
sions are oo disgusting to touch. However, one of
them has a few gold pieces which you add lo vour
skore, and another one has a crode map! Companng
it with vour own, you soon {ind your present loca-
tion, but you learn little that is new. THowewver,
directly 1o the south, there is a picture of a frog with
a crown overits head. Tum to 3o0.

136
You cack the Fire 'i-'F!'l-!" in the Macter of Gardens, bt
he waves a hand and deflects the flame. You decide
to attack instead. Tum to 37q.

137
'T'his is the place where you met the Shme. I you
killed it, po to 153. li vou did not kill it, it Blocks yvour
path as befors, and any damage vou did to it has
been healed. Turn back to 336 and dedde how you
will deal with it

138-1349

138
Ahead of you there is an opening in Lthe trees. Vo
investigale. ¥ou are in Clearing 35. You van see the
wide Foulbrood River, momming cast and west. A
great stone bridge crosses the river, Tt looks totally
deserted. If vou go on Lo the badge, turn to 301, Tf
you distrust the bridge and would rather turn

arpund, turn fo 45

13
You deade thatthis is nn:utgfnr you, and lravel back
towards the village as fast as vou can, The warmth
fades from your finger as you put the threatening
toweer Dehind vou, If vou wanl o go and see the
onod wizard Selator, ten fo 3350 1F vou would
rather wisit the mysterious Poomchukker, fum to

=y
i



140

140
Tuur blade sinks deep inh‘:hik chest. Te looks at v
in disbeliel and slaris Lo spea . then he dies The
Jagred blade slips from h1'-. fingrers. Cunons about
ils strange design, yvou pick il up: Inztanily vou
realize that il is one of the Magic Swords J.'If"-l'E-.ﬂ
power, which adds z & the sETiL of i user. No
wonder he was such a good swordsman! You starl
t search the rest of the wimand's simster tinver, fo
see what lreasures he might have hidden away .
Bt the air is becoming thick and oppressive. Yomr
ring is still warning vou ol evil - more, il possible,
than before. Ymi smell brimstone. Will yon:

tay and see whal you can find?
Heturm to the 1.1||r:|:.r:- anid Tonok
for Selator, the good wizard?
Returm o the 1.1]]3*&& and weak
oLl the mysterious
T'oomchukker?

Turn o 375

Turn 10333

Tumtozy

131-143

L1
I'he offer sounds reasomakble to vou. You reach into
vour pouch and take out the l‘mgu_al jewels that you
did not nee. He nngs for the serving-gitl, and she
Erngs a draught that refreshes you and heals your
wounds. Your advenbure is over. You did not sue-
ceed, bul ¥ou learned a preat deal, and maybe you
will comquer the swamp some other day.

'l._ T
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143
You see few sipns of the earlier battle, The bodies of
the Orcs have pone. A foot-long Scorpion plates at
vuu from a pool as you hurry through the clearing,
Turmn lo 227,

143
As spon as you enter the cdearing, vou hear the
fwnmible snorfing of the Chre Deast, It failed 1o eal

vou belore, and now it wants & have another ol T
vou wanf to use magic against it, as you did lasl

ome, turn B0 374 I you want B Aeht it this fime,
turn toa7h.



134

144
You notice that vour path i enss-crossed by spider-
webs. There is 2 clearing ahead. Even betore vou
enter i, you can see that the surrounding trees are
thickly festooned with webs, and that there are
many spiders there. Yeou are in Cloaring w7, [fyon kaoe
peer here before, furm to 345, I you Joeme nof been fere
berore, keep reaaing. Inthe centre of the clearing there
1= 2 sumptoous pavilion, which seems to float above
the marshy ground. [Lis silver-grey and itzhimmoers
hike woven spider-silk. Seatedin the pavilion is a tall
man. His thick beard and eyebrows ane white, and
s tobe 15 as silver-grey as his tent, Around his neck
hangs a sleaming silver Spider Amuolet. You know
that you are in the presence of the MASTER OF
SPIDERS.. As he regards yoo from his buming
green eves, vou feel vour Brass Bing warning vou of
eval Wil viou:

Cast a magic spell? Furn ko7
Attack immediately? Tuim to 26
Talk o himvin a friendly

fashion? s Turm to 332




145—146

135
[t seems to you thal using magicis a prethy good way
ter deal with an angry Giant. Will vow £y

Curse? Turmn to 252
Friendship? T'um fo 328
[Fire? Tum B z31
lee? Tumn 1o 126
Mone of these? Tum o 275 and

choose again.

146
There are two huge Frogs. Ther allack you at the
same ime. 1o your sLu'pritaE, ViRl See that their
mouths are filled with finy, sharp teceth!

Firsl GlAMN1 FEOG SKILL S
Second GIAMTEROL sgImiLi b

STAMINA S
CTAMINA 5

Both Frogs will have a separate attack on you in each
Attack Round, but you musl choose which of the
two you will ight, Attack your chosen Frogas ina
normal battle. Ayainst the other, even if your Attack
Strength is greater you will not wound it You must
just count this as thengh you have defended your-
scit against it. However, if its Attack Strength =
sreater, it will have wounded vou in the normal
way. Tf vou win, turn to 230

147148

147

You sit down opposite him. “What dovou do? you
ask_ 0Oh,’ he answers, T rob travellers. ¥Whon peo-
ple enter by that path over there, my net falls down
and catches them:” He points upward, and your
gaze follows his finger. Test your Luck: I ¥ou are

Luchy, tumn to zxs. If vou are Unslucky, tom to 1ob.
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148

You wonder what sort of Wosion would be best to
fool the Brigands. They are a scrutly-looking lot;
they all look as though thev could do with a good
meal, You smile: vou have a goud idea. You create
an Hlusion of a fat piiz, which wanders out into the
dearing and then down a path. The Brigands fall all
over themselves in their haste to caphure it They
pass vour hiding-place without noficing you. You
smile and huwery across the clearing. Tum to1g,



149150

149
The clearing 15 full of brightly coloured birds, but
there is no sign of any humans. The Mistress of
Birds must have mome elsewhere: Yoo scarch the
clearing bul [ind nothing excepl feathers. Turn lo
217,

150
The street leading to the edge ol town is full of little
shops, and one sign catches vour eye instanily:
‘HALICAR DEATER INDPOTIONS ANDSPELLS. You g0
i, Halicar proves lo be a pleazanl young man. Heis
i Mentral wizard, and can sell only Neutral spells
You do nol have enough Gold Pieces to deal with
hini, but some of the items that yon pucked up in the
swamp will inleresl him. You lay them on his table.
Fach of the following, if vou have it, can be ex-
changed for one magical gem containing a Newtr]
spell: 2 Violet Jewel; a Gold Chain; any of the sitver
Aanulets froom the Masters; a Colden ‘51:.1";11_1. o Hhe
IHom of a Unicorn: Halicar can sell vou no more
e three spalls. Deade which spells yon want, hst
them on your Adzenliire Sheel, and mark off the
items you traded for them. Then vou leave the shop.
going south, back into Scorpion Swamp. Tum fo
33

131-153

151
You dodee to the side. One arrow misses vou; Ehe

other nicks your arm. Lose 1 skILL poinl. Will you;

Tuen b 281

Lurm ko 390
Turmn o 300

Attack with wour sword?
Use 3 magic spell?
Run for vour life?
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Yehich spe}_l il you cast at the Master of Gardens?
Fire? Turn e 136
Wither? Turr ter 264
Musion? Torn to 347
Ericndship? Turn k217

MNone of these? ['urn to 334

153
You leave the clearing as quickly as possible, TF vou
go north, tum to 218, If you go west, turn to 63.
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1534
The only thing of interest that the Master of Wolves
had waes his Woll Amulel. You take it and then go
and investigate his hut. Tarn @ g6,

13

Yo sound sincere; Gron F.IE nods and smiles brovad-
Iy, “There are those in the world,” ke savs, ‘who
seetn roug b or simple, butalways fizhi for the righi.
[he good Selator is one - . - and vou, Paladin, are
another, thourh vou have much o learn.” Some-
huow, ronar seems to be much larger novwe. ls thata
cross embroidered on his robes? And where did that
swirrd come [rom? You start to speak, lo azk him
who he 15, but he reaches across the fable and
traches wour brow. You feel dizzy. ‘Bless vou,
youny Paladin, Seek yve Selator.” Then he is gone.
You could not tll whether he walked out of the
door, or simply vanizhed . _ . but the dizziness
passes gquickly, and vou feel very pood indeed.
Raise vour Iailinl LUCK score by 2, Turn Lo 3335

156

1568
You are breathing heavily, but you arc still alive,
Your opponent has been reduced to a heap of gravel
which i= scattered owver the floor. You laugh al
Cinmslade and toss the table leg over vour shoulder,
It lands with a thump amid the remams of a book
c=se knocked over in the fight. Grimslade §s eveing
the wreckagze of his parlour,

IF vou were not wounded in the light, e to 243

If vou were wounded, buk lost 5 or less sraMINa
piants, furn trag3.

U vou lost & or more sTaMiNa points in the feht,
turn to 326-
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157

The path mamrows menacingly. You wonder for a
zecond if vou have teached a dead end. Then it
becomes wider again. You step into a very small
deanng. Yo are e Clesrieg 18- IF pow hawe beeir here
Before. lure to 27g. I you fae rod Beer Bere Before, e
reling. You see several unusual teees around youl
They are dark green and rather small, with snaky
irmbs. Suddenly you realize that each limb ends ina
sword, and they are moving! You arebeing attacked
by fhe dreaded SWORD 1EEES! They are all
around vou now. IF you want to fight them with
vour own sword, luen o 28, If you want to try a
magnc spell, tum fo 203,

You smile broadlv and pull a tattered piece of parch-
ment oot of vour pocket, It is the map you faithfully
kept of your juumey. Clearly marked on it are the
paths on which vou travelled and clearings where
vou fought. Each hazard 15 indicated. As vou ex-
plain it to Poomchukker, he is more and more
delighted. Finally he daps you on the back — and,
although vou are strong, vou stagrer. Wonderful!”

&



159—150

he savs. ‘Perfect! He reaches into a drawer and
brings oul a huee emerald. "Call it a bonus!” he
laughs, Wy first caravan will leave tomorrow. You
will be my suesl here foras longasyou like . and
half of Ty savings For a vear are yours, jost as |
promised.” You smile and thank him. You f:e
pleased Lo find out that the mysicrious Foomchok-
kerisan honourable man; mavbe some day you will
know him better, But, for now, vour quest is 2
guccess and vour advenlure is at an end-

130
You feel that vou have done all you can. MNow vou
mist relurn to vour patron and reporsl your success
or your failure. Dlid you underiake your quest for

Selatoy? Tum ta 6

Carirmslade? Turn o226

Moomchukker? Tum tos6
Th0

It occurs to you that this creature would make 2
woud ally, o vou cast the Trendship spell on it
Lnfortunately, a Dire Beasl has no fends! s
charme dues not slacken, and you must ighlil lum
Lo yé.

Th1—162

161
fou leave the Giant's clearing and combimue vour
journey. Which way will you travel?

Morin? Turn lo gz
South? Lurn ta 42
Wost? Turm ko121
- B
Il,‘-_\_ .- _.I
- = o
16z

He believes your story and slarts to chat with you.
He tells you that the Masters ate a group ol powerful
wizards. Some are Good, some are Evil, and some
are Neutral, but their destinies are tied together by
the Amulets they wear. They may fight with one
another, buf ng Master may slay another while he
{or she) wearns the Amulet. He also lells you that the
Amulels grant great power, but only when worn by
a wizard. You lind this all very interesting, and
thank him for his paticnce. Then vou take wour
leave . . . but vou walk only as faras Lhe beginning
of the path, As soon as he can no Tonger see Vo,
vou ponder over ¥our next move. Wil vo:

Cive upand leave?

Lise an Ilasion and attempt ko
stpal fheamiulel? L fo 245

Attack him with vour sword? Tum to B2

Turn bo 352
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163

Yo strde along the path and into the dezring.
Thev arc surprised lo see yvou, and even mpre
surpnised when you hail them casually and keep on
walking. Where do you think vou're going?” they
ask. “Morth,” voureply, They arcimpressed by vour
conlness. The Brigands are accustomed 1o deman-
ding pavment from passers-by, but thev are not
murderers, Although they could attack wvou, the
odds would be five 1o one, they do not feel that
would be very sporting. Finally, the leader sugrests
a solution. You and he will fight. The first one o hi2
the other will be declared the winner. 1f the Brigand
Leader draws the [irst blood, vou must give him
something of value, Tf vou draw first Blood, he and
hiz men willlet you go. If you agree Lo this plan, furn
to 7o, LLyou will not agree, Lurn to 353,

3

1bg

Fhe Brass Rime = oold; you know that the Misess of
Hirds is a good wizard. You explain your quest and
azk for her I'Il'rfl'Fl. She L'Ei-]l:'-"-\. her hands n B]_Ef'_, and for
amoment she looks like a young girl. 715 theee really
an Anthenca bush Teff?” She is overjoyed. She
knows Lhat your quest, it it succeeds, will help the
cause of Good everywhere, She pives vou a magic
potion which restores any one OF your scotes [von
choose which one) to its dnitial {evel. Then she
motions B0 you to be silent. She halds outher hands
and several small birds v o her. She talks to them
for a time. Then she tells you, “Selator was right!
There is, indeed, a bush of Antherica to the notth-
cast. If vou like, [ can help vou to get there.” You
aocept gratefulbs: Turn B 28,




165—167

Thuere are only bwo exils [rom this deanng. If you go
neorth, lurn B 388. 1 you wo south, furn to 1o3.

166

The Banger approves of your bravery. “Now all vou
have to do is get out of Scorpion Swamp again.
Good luck! Travel south from here, then east, then
south again at the Eagle's nest, then west and south,
and you will be close o the southern edge of the
swamp.’ You thank him for his help, making a note
of his directions, and leave, Tum to 234.

167
Few spells seem appropriate for this stinaton. Will
VoL Ay

Wither? Tum to 322

bire? Iiaen Lo 310
Meither of these? Tum to 134

168—164

163
Thi= is the clearinge where vou mel the Pool Deast. Tf
vou killed it, there is nothing for you o do here; tum
to 330. If vou did nok kill the ool Beast, it is still
waiting, with whatever sTaMina it had when vou
left it Turn to zog and take ome of the three choices
there.

You use your Husion spell to areate an image ol a
poizonous snake bebween yourselt and Lhe Cres.
But they do not seem upsel, They advance on you
- _ cand whenone of the Ores bends over; Sﬂ‘u'{ckiﬂt’,
his lips, and fries to grab the snzke, you knaw thal
viu picked the wrong Thusion. Tum to 281 and
fght



170-171

_ 170
The path is narrow here, and winds about ko avoid
zome hupe boulders, Ttis fogpy, and you cannol see
far. Suddenly the fog lifts and vou see that you have
entered another clearing. Yow ave ie Clearing 19, If
v fewme been here before, buricto 36307 you has not been
fere Befere, conlinie remiing, From the top of a Boul-
der, aman hails you. Hetsalland bronzed, dressed
all in preen, and you know he must be a RANGER.
‘Ho. fghter!” he challenges vou. ‘Do vou serve
Gaood or Exil?” Who is your patron?

Grimslade? Tum to zg

Poomchukker? Turn tor 262

Selator? Turn to 76

3
17%

The Slime is very strong, butalmest mindless,
SLIME SEILE G ETAMINA LT
Yo ran Preape at any ime; tum to 153, but ledae on

{hse patle by sehich you entered. TF vou kill the Slime, trn
fo 38,



172-173

172

You lalk for soeme Gime. The Master of Wolves
advises yvou, “Take the easy way acrocc the nver
Dot ook for traps where nane exist.” He also
teraches vou a word thal vou can pronounce when
threatened by Walves, which will make them
friendly. Finally yvou muost leave. Tum to 334
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He mves a deep rumbling laugh, and vou are certain
that ¥ou see the buokshelves quiver, He i= not at all
offended by your relicence. In fact, he 3 move com-
vinced that vou are the fighter he needs. *1 will tell
v secrel,” he cxplains. ‘Tam not 2 wizard at all.
but merely a merchanl from ancther land. 1 have
boughl many powerful spells and artefacts, Thus
prople believe that ] am a mighty magican, and [let
them think so becanse they treat me with more
FEnTECT, .

Tou ask what Poomchukker wanls in Scorpion
swamp. ‘Information,” he rephies. ‘Tf T had a map of
the: path through the syweamp, 1 could send wiravans
through, and save weeks and weeks of fime n my

173

tzading. If you can bring me a map showing a clear
path to the own of Willowbend, on the north side of
Seorpion Swamp. [will pay vou hall the money that
I save durmgg the tirsh year.” You realize that this
could amount to hundreds of gold pieces, but you
are still wisely aubous. 'If wou are not 3 wazard,
what magic can you give me to help me survive Lhe
swamp? vou ask. TTe laughs deeply. 'l lold vou that
T buy many magic spells, Bach of these gems here
will let vou cast one spell.” He spills a box of glitter-
g gems on fo the table. Y ou may pick any five Lo
take. [ do not think you shonld need that many, but
| am generous. Turn to the Magic Spells section in
the front uf the book and pick any five spells . _ . but
choose onbe from the Neweral list, because that is the
omly sort of =pell that Foomehukker has been able Lo
buy. List the spells on your Adeenfure sheal.

You shake hamds with Poomchukker — hng grip 1s
surprizsingle strong — and the Goblin girl takes you
dowmnstars. You walk through the sy market ana
across Fenmarpe towards the swamp. Your quest s
this: find vour way north across the swamp. to the
e of Willowbend, and returm to Poomchulcker
with a map. Turn & g b0 skarl your jourmesy-
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You stare coldly at Grimslade over the co orpse of his
servant. Fle muotkers angrily to himself; he hasn't
decided whal 1o do. U you allack him, turn lo 225 IF
v invite im bo discuss vour business i a cvilized
tashion, lurn o 193,

L7

You reach carefully into a pocket and remove the
meaming berry. '0Oh; wondertul!” the old man crcs,
overjoyed. He plucks it from your hand and carries
it oub into his garden. Placng it yzently in the
prowid, he besins o hum a spell. _ﬂs_nm_lmslar-ﬂt-
a small plant sprouts . ., and grows inio a vigorous
bush like the one which vou saw in the swamp.
Dlossomis open, filling the air with fragrance, and
clusters of purple berries turm. Selator plants zome
of the new berries, and they, in tum, begin to
spront. Then he looks up at vou. T'm so sommy?” he
sava. '[iwas so happy that Lorgol fora moment that
viou were here, low these bushes will grow up, and
I'll send carrier-birds to my fellow wizards with lots
ofberries. Soon evervone will have Anthericaagam,
and honoor you for it You have done a great deed
this dav.” He offers you healing potions and a hot
meal, and vou accept gratefully. Over dinner, you

speak of many things both greal and small. Then
YOU aTe 0N your way again, feelmg well and happy-
You hove suocceeded m o vour quest.

176177

You are facing a fearsome creature indeed, The Dire
Beast has a tough hide and huge claws. I is also
faster on its [eel than vou are! You cannot escapt;
vou must battle to the finish.

DIRE BEAST SEILL g ETAMIMA 10

If YOu destrov the Bire Beast, turn to 125.

L
L.;tt-_':r’_l.ma[el}-'_. FOu canmot help the Gj.:\iﬂl.. Butheno
longer seems disposed o attack you, so vou walk
past him. Turn to 1671.



17H=17

78

Uniortunately, you are not a wizard. What i= good
for magdcians may not be good for vou. Subbact 1
[rorn yourLrck after tasting; the mushroom. Tumile
333.

[here are three paths leading away from the dlear-
ing. The northern one seems {o slope downwands.
Will vou go:

Morth? Turn k183
Sonath? Turn Lo 1o
Tase? Turn Ex318

ke F
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150—182
2

180

Your Brass Ring is the only item of value that you
have. Yoo are unwilling fo give it up, but you feel
that vou have no honourable allernative, Sorrowful-
Iy, vou remove it from your fnger. The Brigand
Leader sees that you are upsel, and asks what the
problem is. When vou explain, he insists thal you
take the ring back! “You are truly honest,’ he says,
“and it would be a shame Lo take from vou the only
thing that vou have left, when vou need il so much.
He claps vou on the back. You have earned the trust
and friendship of the Brgands. Turn to 214,

187
You see the Bear again . . . and il has alveady sewn
YOu. ¥ou must fight il if You vronnded it eaclier, it
has recovered 1 sTamina point. Otherize, it s
fresh. Tumn o 2oo.

1Bz
Before vou can react, the Scorpions swiarny on b
vour boots and up vour trousers. They begin to
sting vou. Roll one die and lose that many points of
sTamIna. Angrily, you leap over the rest of the
Scorpions and leave the clearing, Tumn to 319.
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183—184

183

As yvou walk along, the ground becomes rocky and
the path slopes upwards. Instead of dismal bees,
virsee e sky ahead of you! You emerge on lopof
a high cliff overlooking the murky Foulbrood River.
You are ip Clegring zo. 115 at least bventy moetres
dowen tothe river, and the cliffis too sleep foryou to
chimb down, Below, vou can see huge crovodiles
sunmng themselves m the waler, bar Lo the east vou
can see a bridge which appears to cross the river, but
nur frail leads along the cverbank in that diveclion.
[wo trails leave the clearing. Will vou:

¥alk zouth into the swamp? lurn Lo 66
Walk west along the mver? Turm b zgs
Dave i the mover acd swim
nocth? Turn tor 30
Thve mto the nver and =swim
easl? Turm to 321
184

You cannet bring vourself to attack her. You tell her
aborut vourr quest and the evil wizaed whe senl you.
She shakes her head pitvingly. T should not help
v 2t all,” she savs, “for vou are doing the work of
an evil wizard. Bul you are not evil yourself, or you
would not have been homest with me.’ She ponders
for a moment. Then she smiles. “Ihis i= what I will
do. T will make a false Bird Amulet. Anvone who
see= it will believe it to be a true amulel. Thus,
Grimslade will be deceived, and you will not have ko
trouble my brother wizands. Though, in tewth, iFyou



185 ~156

meet the Master of Spiders vou should slay him
quickly, for he is evil.” She waves her hand, and an
Amulet, seemingly the twin lo her own, lies i vour
palo. You thank her for her kindness and leave.
T to 217,

185
Luckily for you, he believes vour story. Well, you
are h-._’in:lmg_ in the right direction,” hi savs. Just 1o
the 2ast is the abode of the Master of L-.-HII:]EHL- whio
iz a good wizard and very powerful.” You thank him
for his information and goon. Turn o 234
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186
You killed the twao Cutpurses. You do nol even take
tirne to search their bodies; you sheathe vour sword
and leave Willowband as quickly as possible, before
vou find vourselt in any more trouble. Tumn to 343.

IBF—190
187
There ate three exits fromm Lhe clearing, Will you jgoc
South? Turn lo 144
Eaxt? Tirn to 2go
West? Turnin1o
3
II — :T.l'
X _ ¥
153

You cast the Fire spell. Unforbunately, there is neo-
thing forit to bum; the Shime is a creature of water, IE
vou want to fry anolther spell, turn to qoo. 1f you
want to try another tactic entirely, tuen to 336 and
choose agam,

189

At the base of a tree near the edge of the clearing,
vou nolice 2 spot that seems to have been d.lstl.lrblﬂd
You dig and find two Spell Gems — unc for
Friendzhip, and one bo testore LUCK. Add these
Spells to vour Adwventure Sheel and bum to 348.

140

You back off and lake a running jump. Test your
Luce. Uf vou are Lucky, you make it across safelv, Tf
vou are [nfucky, wou [all a bit short and lose 2
sTAMINA points fghting vour way o sale ground,
Tum to z70.
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191
Which spell will vou use against the Master of
Wilves?

bear? [urn 224
Iriendship? Turn lo2g4
Cursa? Tamtcg3
Fire? Turn to By

Mune of these? T'urn &y 398 and

choose again.

192
You are back in the clearing where you met the
Thief. I vou dad not kill the Thief, furn to 267, If von
killed him, lurn toa7g.

103

Grimslade scowlz, looking at the destruction. Then
he shrups and laughs. "Let’s talk business.” He leads
you into another room — then vanishes for 2 second
and reappears, hn::-ldmg several potions. “Drnk
these — they'll put you rght.” Warily, you study the
glitiling bettles then, slowly, you drink one. TTe
laughs at your concern, bul vou do, indeed. leel
betles. The bottle was a !uahn:.f potion. You drink
up the resl of the bottles, and Llln-:'t-'al vour sigh of
relict when voul lind yourself hale and ]1r_.Jrn Your
scores are all up to their Initinl values now. Turmn &
206,

194195

144

He laushs glecfully, Fxcellent! [ knew you would
not fail. Give them tome.” Will vou hand them over,
or ask for vour payment first 7 I voul hand them
vver, lurn Lo gg. If vins want yourmoney right nowy,

lum to zo7-

195 o
You are e I:,r='_-;_1':'.',":‘_'i“ 1. Achually this 15 no more than a

wide spol where three trails meel. The ground is
very shaky and wet, and huge inseces fhil over the
pools of water that dot the ground. If you want lo
step carefully zcross to another trail, turn Lo 58, Tf
you would rather just jump over the soft part, furi
o 1.




106—108

1496
Your cast the Wither spell on the Fear Flowers. Lo
and behold . . . they shrivel and diel You look

around to see if there is anything of use here; youl
find nothing bul the bones of a less lucky traveller,
Tum to367.

197

In the cenfre of the clearing lies the body of the
Giant. Kneeling beside him, weeping, is an enor-
moas woman. You realize that she must be his wide.
I'he Ciantess looks up atb vou with tears in her eves.
She does not threaten you, and vou don’t want to
attzck herand add to hermisery. Yo are now sorey
that vou killed the Giant. Lose 2 LUCK peints, You
vow never kyreturn bo thisclearing agaim unless you
have lo. Tum to 167,

195
Tlelpl’ he croaks, “A wizard slayer!” His {ace con-
Loris with Fear and he bounds ten feet straight
backweards, Fill him! he savs, pointing his finger at
vou. His Frogs croak loudly and hop towards you.
Yoo must bght them: Turn £ 1456,



109=200

159
There are two Brigands resting in the dearing,
which seems 1:l:'| b Eheir '|'|_'|EE'Li_r|_E|-]_"|i.-J|_'E-_ Refﬂgnj_?iﬂg
voul they smile and wave. You call a greeting and
pass by, Turn toag,

200

You have killad many beasts and monsters; a Rear
dussn’t frighten yon. You shouot a taunt at i and
raise wor sword,

BEAL SELLLT

CrAMINAE

If the Bear starts to gel the better of vou, vou cn
Lscate and nun for any of the pathways; furmn to 3g0.
Tt you kill it, farn to 6g.

m —Iﬂa.

200
Yo bry vour Fear spell. hoping to fmghten her into
giving you the Bird Amulet: She looks al vou and
<hreks mn ferror. Then hundreds of Aashing birds
zurround vou —not fo attack you, butto protect their
mistress. You can =ee nothing: Soon they fly away,
ot the Mistress of Birds is gone. Tum to 237

202
You have no reason to linger. You have a choice of
threes paths. Will vou Lravel:

South? Turn bo 138
Fasgt? Turn tor 41
West? Tuwn o 14

203
Azainst these uncanny enoemics, vou decide to use
manc. ¥ill vou ry:

Fire? [urn tops
Wither? Turn to 393
Growth? Turn to 114

Tom 28
and light,

Boomme of Ehece?



204205

204
The: path becomes wider by degrees, and yvou see

[owvers grinwinge here and there. '."'.1.'."—'3';: Clarine 23, 0f

ot bepip ligre Before, Tor fo 250, I von isroe mued been
rere pefove, keep resding. Bubyou feel the hairs on the
back of vour neck begin to stand up. Something is
weringl Your Brass Ring is warning you of evil. You
look around and see nothing but the pretty flowers,
sruwing thickly along the path. Then vou remem
|.'IEJ‘ the ald staries of the FEAR FLOWERS. You
kneny that the Flowers themselves are frightening
vou. Their pollen induces ferror. You are shaking
o lose 1 sEILL point. Will vou:

1% 1o run past the flowers? Tumn to 26g
Attack them with your sword? Turn to 32
Cast a magic spell? Tum io 80
i ?
|E =7
205

Gronar orders anolher pitcher of ale and settles back
i hus chair. “selator is the good wizard,” he says.
‘Grimslade appears lo serve the forces of ovil,
though a simple man like myself cannot be sure
aboul such things. And Poomchukker is a very
strange fellow indeed. Mo one knows much aboul
hirn, but he 15 powerful. BEach of them has made it
known thal he seeks a champion io enier the
gwimp. More than that vou will not leam wathout
visiting them.” Will you:

2060
Help the good wazard Selator? Tum o 335
Risk andin the forces of evdl
if the profit is ight, and
yvisit the simster Grimstade?
l'ake your chances with the
mysterions Poomchukker?

Turn to 255

Turn to 27

206

You are seated in Groimslade's study. An ornate
mirror hangs on one wall — al least, it looks like a
mimror, but the scene il shows is constantly chang-
inz. Lhewallsare covered with dusty shelves, full of
huoye books, odd looking bottles, stranue objects
ihat might be mummified amimals, and other weird
objecis.

Lama collector,” Grimslade tells vou, "ol knowled sz

and arfefacts. Mol long ago, something strange
happened. Several wizards moved Inlo Scorpion
Swamp — wizards whom | know nothing about!
Their powers are greatbut hmiked, sod theyseenito
be involved with nature. One, | know, conbrols
wolves. Another seems Lo be a master of plants. My
mirror cannot get a clear view ol the swamp, but |
have spied on them as much as T could. Their
powers seem Lo come from the silver Amulets thew
wWear”



206

Well, what exactly do you wantme todo? youask.
“And what will ¥ou pay me? He replies, T want
those Amulets. 1 want at Teast three of then; if yvou
can wet more, so much the betted T don't care how
vou get them. 1 will pay vou five hundred gold
pivees for each one you brimnge back.”

‘And what magical aid can ¥ou give me? you ask.
Crimslade laughs. “I can make vou a wizard - well
almost. | will give you six enchanted Spell Gems —
no mare, Bat thal should be enongh to =ee you
through, considering the sword arm vou've shown
e’

You talk with Grimslade about the spells you will
use. Refer to the Magic Spells list in the front of the
book and pick six spells; you must pick from the Eoff
and Wexirgl lisls, and not from the Goos lisl. You
may choose a spell more than ence, s long: 25 the
tutalis s Wrile the spells down on your Advertere
bhel.

You take yvour leave of Gomslade, and head to-
wards the marsh, Scorpion Swamp seems cheerv
and inviting after the evil wizard's tower! Your
quest is Ehis: get the Aamuolels of at least three of the
Masters, and bring them back to Grimslade. Tum to
g bo bewin vour journey.

207—208

2417
Grimslade scowls at vou. "You are clever —insulend,

but dever” Before vour watchful cves, he counts

tR

oul five hundred pold pieces for each amulet. 1
takes 2 while! Finally, he sweeps them into a pouch
and hands them over. Turn to 3585,
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It zeems to bevome lighter as vou walk along.
Threugh the trees above you, you suddenly cateh a
elimpse of blue skvl A Fewe minutes later, you seean
:men 1113 i Bhe teees — and when vou zlep thrUIJ"h

vou realize that you have left the swamp! Tf you are
not ready to leave Scorpion Swamp, you WAy re-
trace vour steps and walk back he way vou came
un bl vou reach the first clearin w. Turn to 195, 1f yiom
aTe l"::.;'l.d_'-_r o refurn and report the outcome of vour

guest, tum o 159



200—217

20¢

You continue to walk eastward for some bme.
Ahead, YOu 5eea clearing with a small pool. Yo are
in Clesriny 25, If you bave beest fiere before, furn fia 68, 1F
vou fgoe pok beew Rere hefore, keep on rending. You walk
closser v fmvestisate . and a greal, brown, rub-
bery creature rears up from the pool and lashes at
v with a tentacle! You jump backwards, The
POOL BEAST shambles after you. ¥ ou see a beauti-
ful Violet Jewel plinting in its forchead. Will you:

Run avway? ' Turn to 397

Attack with your sword? furmn to 82

Cast a magic spell? Tumn bt 34
2T

This is the clearing where vou encountered the
vicious Dire Beasl. If vou slew the creature, burn to
223 I vou did not slay it, fburn B 143.

211

Youwonder whatyou should seton fire. Perhaps the
Giant's dub? No. . . his greasy beard! You cast your
spell. Instantly his beard i3 alishl. He bellows and
beats it with his hand until it goes vut. Now the
Caant is fudous. Your spell has reduced his skivw,
bul he iz still very strong, and he will not let you
escape.

CIANT SEILL & ETAMINA 12

If you kill the Giant, tien o 366.



212—214

212
Yen tell the Master of Frogs about the plant for
which yom are searchings “Ah, ves,” hesays. 1did
not know there were any of those plants left. Ther
are fex prood B me, though, for | am Neulml, and
emly Good wizards can use that plant. Why should |
help vou? Will yon:

Tum to 62
Turn o258
T toas

Threalen himwith your sword?
Cazta spell on him?

Cifer him a bribe?
{:E-' _\_1-_}'
SR -

Z13
The sudden warmth of the Braz< Ring remminds ¥ou
that Lhis man is evil. Instinctively, vou drop 0 the
greund. The Thiel, who was trying fo strangle vou
wilh o garrotie, s taken by surprize. You jump to
vour feel, lurn Lo 267,

4

214

MNow that the Brigands are well-disposed fmwards
youl, vou ask them where vou are, They lell vou that
the town of Willowbend is only a hitfle way to the
north. They add that, of the three inns in town, the
BenkSpear is by far the best, and that vou can trust
the innkeeper. You say goodbyve to the Brizands and
leave, Turn (o1g.

215-217

215
Lhe Wolves growl and spring at ¥ou, There is no
fime to use magic. You swing vour sword lostily,
and strike the first one in mid-leap and cut off its
head. Its compamon circles Fou warily, You must
Siheit.

WOLF EKILL 7 STAMINA b

I you kill il, tum fo 247.

216
There are too many of them for vou to fight. They
swarnm on {0 your boots and up your trousers, and
begin to sting you. Roll one die and lose that many
poinis of sTAMIKA. Angrily, you leap over the rest
of the Scorpions and leave the clearing, Tum to 319

217
The onlby way to leave the clearing is by the path on
which vou entered. Your footsteps turn south once
again. Soon you will be in the glade of the Frar
Flowers. Turn bo 250.



218219

218

The path widens into another cleanngz. Vi ore
Cimaring 15. You see Lhal there i= one other path
leading out, Then, off ko the side, yon see a dim
alow. 1L is a ball of dancing fight, or WILL-O'-THE-
WIST. Tt hoyers at the western edge of the deaning.
anc then moves bocka few metres. Yoo can now see
what may be another path, somewhat murky and
oversrown, where thie Will-o'-the-wisp = dandng.
Tt seems to want to show vou something, Will vou
follow i, oreoon?

Follow it to the swest
lgnoie it and go seuth
Trmora it and go east

Tum o7z

Turn 336
Tumito 2

219

You have slain the Ranger, thoogh it was not an
easy fizht, Searching his body, you find 2 sharp
daprer and. some provisions. You also tzke his
helmet, which is [nely made and adds 1 o your
SRILL. Tam o z234.

il Logr e da |

220
Tou chat for a while, but don't reta chance toseize
the Amulet or even to turn Lhe conversation in a
useful direction. If you simply tell the Master of
Cardens the truth and ask him lor his Flower
Amulet, tum tozgz. [fyon want to try another tachic
coifirely, turm forg s

Za1
You draw vour sword and await the Unicom’s
charee.
UNICORN SKILL LT

S RN A 4

Yo are fortunate that the creature is alteady badly

wiounded. ¥ou must I‘iLlh’r it For bwo rounds. Then, 1L

vonu choose, you may Esaape; turn 10 348, U vou slay
& Unicoen; Llum bo 277,



222-223

222
A huge horned DEMON, covered with green, brist-
Iy furand hideous warts, appears bebween you and
Grimslade. Teis the uglicst thing vou have ever seen,
The wizard points his emaciated hand at you. *Kill
this fool. Give me the ring he wears; vou mmay eat the
rest” You were terribly careless in your dealings
wilh this evil man, and nowy vou must pay Lhe price,

DEMOMN GKILE 14 STAMINA 12

Yo canmob run away, lor Lhe Demon is very fastom
its feel. Fortunately, it has no weapons excepl its
huge, knobbly hands, so you have a chance against
it. If you kill the Demon, fum to ayg. It not, vour
adventure ends here, before vou ever reach the
swamp. The evil wizard gloats over his new posses-
ston, and a huge, warty demon smacks ils lips over
vourbody - .

223

You decide Lo b around and take another path,
Turn fo 270, but leave this clearing by the same puth
on which you enterad it.
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224-225

et
Tou cast the Fear spetl on the Mazter ol Wolves. He
turmns and runsinto his house - but the o Wolves
attack vou. You muost fight them both:

First WOITLF SHILL
Seepnd WOLE SKILL B

STAMINA S
STAMINAG
[ty find vourself losing, you may Csoapes tumn 20
314, 1f you kill the Wolves, lurm 1o 46.

235

‘Impudent focl!” the sorcerer screams. "You will die
By my vwn hand!” He produces an ebony wand
[rom his robes. As he brandishes it, il becomes a
jageed sword that slows red. You have no choice,
vou must light him.

CRIMSLATIE SKILLQ

STAMINA TD
Sheuld he kill you, perhaps inyournext incarnation
you will b mome careful when dealing: with evil
wizards, I vou kill him, lurn lo 140,

23h—228

226

A stone’s throw from the swamp's edee vowfind the
tower of Gomeslade, still reeking with evil, Once
again you see the great irom door with iks hadeous
expression — but it has changed somehow. You
shiver and start 1o knock, but the door opens in
front of vou. Gnmslade is there, guivering with
cagerness. 'Did you get them? What have you
brought me? Where are they? Tle holds out his
hand. What do vou tell him vou have?

No Amulets at all? Turn Lo 54

One or two Amulels? Turn to

Three or more Amulets? Turn to 194
za7

There are three paths leading out of the clearing,
Ihe one that leads east is somewhat namower and
darker than the others. Will vou goc

Morth? Tumn to B4

East? Tuen Lo 588

West? Turn to 320
228

You knew those Sword Tree seeds would come in
nandy! You scatter them in fronl of you and cast the
Growth spell on them. Instantly they grow into a
dense barrier, waving their swords menacingly . The
Dire Beast attacks them furiously, knocking down
one tree almost immediately. You realize thal the
other trees will not last long, so you humy back
dowen the trail, fowards the east. Turn to 279,



220=231

224

‘Lam sorey, SirGiant,” you sayv. “1did not kniow [ was
trespassing, Please tell me, what 15 the matier?”
Abruptly, the light goes oul of him. He sits down
and sniffles. Finding nothing to wipe his eyes with,
he rube his hand acrocs his face. You {eel sorry for
him, . . e issobig and sosad. “Somebody stole my
new handkerchicf!” he says. "My wile made it for
me, and I've lost it, and she'll be soupset! Tcan't find
it anywhere, and I can't go home withoul 1LY You
ask him what il looks like, and he tells you that it
wasbright red, and very beauhiful If yiou havea Red
Cloak in your pack, turn lo 286, I nol, tum to 177.

230
You have slain the Gian rEFr{:-gﬁ. but their Master
nowhere in sight. He must have hopped ofl inlo the
SWAT. Fa_qridinuﬁl}-', Vi 1A sh the blinxd and shme
otf your blade betore you scarch the clearng, ex-
pecting him Lo appear and attack you from behind.
Yewa fimd nothing. Tarn b 352

231
Fest yerir Luck. 1 youare Licky, go to18. If vou are
tlucky, g0 b 250.

o, 2
Sal Pees

232-234

232

Carefully you remove the berry from the bush and
putifim yoor pack. Ifyou are serving Selator, tum to
38g9. Otherwise, you leave the clearing and lurn
suuthward again. Tum o 342

233
The Eale lands ona branch ol the Leee and svalches
vou. Its gaze is fierce, and its great hooked beak
opensand closes threateningly . If vou atackit, lurn
to 392. l you back away cautiously, tum to z3.

234
There are two paths leading vut of the clearing. 1f
vou go cast, turn ko 305, L vou go south, turn Lo 121,



Z30723T

233
You stand with vour back toa great tree, sothat only
one Brigand van approach you at a time, Although
there are five of them, only the three largest line up
iy fight with you.

BRIGAND LEADER SKILL g STAMINA 10
Serimd BRIGAND SEILL H GTAMINAS
Third BEIGANMD k118 STAMINA 11

Hecause you are lrapped against the edpge of the
woods, vou cannot escape. I you kill these three
Brigands, the other two will flee. Tum to1g.

236

After your journey throurh the swamp, this is more
than you van bear. You rush dosvnstairs, waving
vour sword, and wam the merry-makers o be quiet
—or else! They laugh at vou. You walk towards them
angrily _ . _ and the tavem-keeper brings a chair
down on your arm from behind, knocking wour
sword to the ground. Your arm s bruised; lose 2
skiLL points, You realice that you cannot fight
everyone there. You turmn around and go back to
VOUE To0m. Turn ko116

237
You cast the Wither spell on the Poul Beast, but it
has no effect. The beast is an animal, nol a plant.
Tam to 82 and fipht.



2138-240

238
Youarein the glade of the Master of Gardens. Ttis as
breautiful as ever, but there s nobody to be seen.
You go back to the west. Turn to 363,

239
Yo are in the clearing of the Masler of Wolves. The
il is Jocked Hechily, and there is no sty of anvene.
T to 314,

240
You agree with Gronar. Your joumey would be
mich more intercsting i you had a misson to
arromplish, as well. Fe nods, “There are three men
in Lhis village now.” he tells vou, “who cennet go
into the swamp themselves, But each one has need
ol a steong Behiter willing & ventore there. The first
it the three 15 an old wizard devoled o the cause of
Good.” He stops to gquaff a long draught from his
mug, If you want Lo hear him nul turn tao205. Ifvon
wirnt to intermapt him to sayv that vou will serve 1:11*.
Good, hurn Lo 135,

241243

241
Gramslade is impressed with vou. He claps vou on
the back. “You're the une Ive been looking For,
truly. Come with me, and we shall discuss how we
can make ourselves rich, But ficst, here’s a gift." Tle
reaches info his robes and withdraws a miniature
sword; which g SrOws [0 full size when be hands it to
vira. IF is & magic sword; add r fo vour SKILL
whtnever ¥ou use it As von pxarmine the sword,
Grimslade touches vou with his wand. Tf vou had
used up any Lock durng vour fight, it is now back
o its Jiitial level, Tarm to 206,

232

As vou cross the threshold, you realivze that the

pouch i= not as heavy as it should be — not even by

halft After vou rnisked vowr life for him in the
swamp, Grimslade has cheated you. Will you:

Run back and attack?

Run back and cast a spetl?
Tzke what vou have and leave?

Turn trizq
Tuen ko 25k
Turn ti 356



243-245

24
There 35 nothing to be *_al-'en}herf excepl lor the huge
bones of the Dire Beasl and a horde of crab-ike
scavenpers feasting on the remains. You do not
wish to gel loo close, so vou tom eastwards and
leave the clearing. Tum to 279.

244
You describe your quest. The Giant laughs merrily.
He tells you that he saw a bush like that not long
ago; ina little clearing just to the north, “But look out
For Wolves!” he warns. You thank him and bid him
good day. Turn to 163,

245

You castan Musion spell on vourself, changing vour
appearance to that of a medium-sieed Frog. You go
unnobiced among the other Frogs as vou hop across
the clearing and behind the mushroom where the
Master of Erogs sits. You are unwilling o strike him
down, since he was friendly towards vou. Instead,
you quuckly lidt the silver Frog Amulet from around
his neck. As vou do so, ¥ou push him into the pool!
He splutters and bellows, but his mouth i full of
water and he cannol cast a spell, You run for the
path. lurn to 352,

2gb—247

You search the bodies of the dead Brigands, One of
them has a jar of powder. It smells like bittee herbs,
If vou leave if alone and continue, hurn toag. Tf you
rv a little of i on voor woonds, turn bo 67

247
You seasch carelully and lind nothing of interest
except one unnsual bush, growing near the centre
of the clearing. I has dense dark-green leaves and
white flowers, Near the top of the bush you see one:

large purple berev. Will you:

Est the berry? Turnoito 20
Pick the berry and save it? Turn to 232
Ignore it and go back south? Turn to 342
i '.-T!.;;]
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248-244
238

She gives a strange, picrcing cry. It seems to echo
amang the trees. ‘T have just summoned a great
Facle, whom T ride when | travel, TTe will not carry
von ke a comumon steed, butaf | command it, he
will take vou back to his nest, which is on the other
side of the Foulbrood Biver, Tt will save you many
hours of dangerous travelling.” When she fimishes
speaking. vou hear a beating of wings, and an
cnormous Eaple lands beside wou, You cannot
understand what she says to if, but abruplly it
cprings into the air, Hs talons culch vou firmly
around the waist, and its wings beat thunderously.
In aninstant the clearing is far below youl. The Eagle
flies north-east, Below, vou see other clearings, and
then the wide, areenizh expanse of the Foulbrood
Hiver. Greal crocodiles are visible, and other mons-
ters, Then the Eagle flies down, into a clearing
where there is a single tall tree containing a huge
nest made out of branches, The Fagle deposils you
on the pround and flies away. Youare in Clairing 16,
Turn to zo02.

240
Test your Latck. B youw are Lucky, you make it back to
the clearing safely. If you are Linlucky, you bopin the
darkness and hurl your arm; lose 1 point of sKILL.
You may now leave. Tf vou go south, tam to 336,
vou go east, furm to 121,



250—252

250
You are in the clearing where you met the Fear
Flowers. IF vou killed them all, turn fo 367 18 vou lett
them alive, you know that you need 1o ran quickls
to et past them withoul being consumed by ferror.
Turn to26g.

251
You have slain the Master of Gardens. e was 2
jpood wizard and meant no one hamm, you begin Lo
regret vour deed. Subtract 1 from your Lvck. You
take the Flower Amulet from around his neck and
Lure Losrards ’rne1'_1111_1_.'+'x1t trom this clearing, tra vell-
ing west. Tarn e 363,

252
Summoning vour courage, you casta Cursespellon
the Giant. What will happen? You see him stags ';'-
and roar. He wipes furiously at his eves. The

has been blinded! He staggers past vouand fe!h iﬁtu
the inire. You hurry asvay before he recovers. Then
vou feel the spell’s effect on you. Koll one die and
loise that many sTAMINA points, If vouare soll alive,
turn Lo 161,

253255

foo drink the potion. Immediately vou begin 1o feel
very strange. [twas a potion to make yono handsome
- - - but it was designed for dwarves! For Lhe next
howr, you will be somewhat shorker and skockier
than usual, and your nose will be very big. After
that the effects will wear off. Redoce vour sk by
1, for your fext combal only, Tien Lo 88.

254
You cast the Wither spell at a huye tree on the bank,
Itfalls, forming a bridge by w hich you quickly cross,
As vou reach the other side, the tree decavs com-
:,.E!Ef_i and collapses mto the stream. Yin Ty
travel north or sonth from here, If vou go north,
murn b 157 IE vou o sonth, burncto 398,

o

Grimslade lives by himsell in a lower very near the
swamp. When vou ask for directions, no one wants
to talk lo vou: one old lady makes the sigon of the evil
cye at vou, and a voung gitl flees, Eventually, a
skinny rulfian in the market-place sives yoo dinee-
tons, and vou set off fo meet the swizard whom
svervone fears. As soon as you see his tower, your
Brass Ring begins to get hot. Grimslade is evil - very
evil indeed! The feeling srows shonger as you
spproach the dark, j.lc-f_;ed bower, with its strange
archess and it gruesome stafuary, I vou go onupto
the door. lurn to go_ IE vou turn back and return ko
the village, horn e a3g.



2RA—257

256
Youl are brave - or maybe just foclhardy - daring to
cast spells at the evil sorcerer. Which spedl will you
try?

Cuirse? Turn fiy 274
Fear? Tum to 365
Firg? Tum & 385
Musion? Ium to 351

Muone of these? Tum sy

=51
Roll two dice. It their sum total is less than or equal
b youT SKiel, voujumped right over the disgusting
Slime. Add 2 tvek poinls, and fum 1o 133 If the
sum is greater than vour sk, yon landed on top of
the Slinve. Turn to 311,

a58—26n

a8
Using spells against a wizand is dsky, What spell

will vou iy ?

Eear? Turn o 198
Friendship? lurmn toazg

Tum to 21z and
chonse again.

Bveither of these?

259
The Brimands jump in fright, bul they recover and
tuen to face you. When Lhey see that you arc alone,
thev are aneryv. They curse vou— then, in fum, they
charge at yvou, You muost light them. Turn to 235.

b0

You cast the Curse spell on the Mistress of Birds, For
a second, il seems to have no ellect at all. Then her
face hardens. Your Curse has done a terrible thing
gy her - . it has tumed her Evil! She screams in
anger and waves her hand, and hundreds of birds
plunge fuwards you. Suddenly, the birds Dy away.
The Mislress of Birds has shaken off your Cursc and
regaimed her senses. Bubit is too late. The last thing
vou ever behold is her sorrowlul face; then you die,
Y our adventure S 0Ver,
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261—-263

zh1

‘An Evil spell is the best weapon to use against an
evil person!” you think, and cast your Curse spell on
the Master of Spiders. He screams as the Corse
strikes him, and falls writhing to the ground, He
scems ko move and chanse; then he rises, The Curse
has changed him into one of his own creatures . . . a
giant grey Spider with 2 human face! Then you feel
the effects of the Curse on you. Rell one die and lose
that many points of stasmva. I vou are still alive,
the Giant Spider attacks you viciously.

GIANTSPIDER SK1LLB STAMINA L

You cannot escape. I vou kill the Giant Spider, turn
1o 354.

bz
T serve the merchant Foomchukker,” vou reply. T
don't know if he is verv good or very evil, T am
oying to make a map of the path throupgh the
swamp.” If vou have already been to Willowbend,
tum fo 166. If not, turn to 113,

263
You recosnize the spot where you were allacked by
the Crab Grass. Tf you killed it, turn to 187, Tf vou did
niot kill if, tom o 33.



2h4—266

zhy
Tou cast the Wither spell on the Master of Gardens.
since he is not a plant himself, it has no cffect — bui
he is angry when the spell travels past and kills a
tree behind him. He gestures and throws a fire spell
al vou. Your hair bursts into flame. Quickls, yvou
slap at yoursclf until the fire goes out: fose = 512w
KA points from the elfect of the burns. Then vouo
attack [he Master of Gardens with vour sword. Tam

Lo 374.

2635
This is the glade where you met the Unicomn, but
thereis nothing here now. Tum to 338

2Bb6
He tosses yoo a pouch of gold. You catch it in
mid-air and luen on your heel, Sullenly vou walk
down the dark hallway lowards the awful door
Tinn to 242,

2b7—260

Yo hear 2 hiss of anger and the Thief is upon vou.
He has only a dagger, but he tights viciously.

THIEF SHILIL TI} STAMINA G

You may not escape; for the Thief is attacking vou
furiously. If you kill the Thief, turn to 386,

268
You zee nothing in the clearing this lime except for a
few pmawed bones. You hurry on vour way. Turn to

390.

z1g)
The fear intensifics as vou run away from the Fear
Flowwers; lose another st point. When vou are
past the bulk of the flowers, the fear subsides a hittle.
Turn to 367
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270
Thete arc bwo exits, T vin travel north, lury foz-s.
IF yao grovweest, turn Lo 334 ?

- 2

As You pass the Master of Welves, vou draw vour
swiord and slash at him. Lose 1 wuok point for this
cowardly attack. Then turn to 120 and fight, but
subtract z points fzom the Master's sTamva.

¥

472

Somehow, vou make it back Lo the village. You are
exhausted and soakimge wet from falling into a muod-
hole. Subtract 2 from vour Luck and gve thanks
that vou are alive at all. Affer 2 hiot bath 2t the inn,
vou feel somewhat belter. Secking ozt Gronar, vou
apologize for vour earlier I el GOUSTIe=s. -.i'ii:‘
ghakes his head and smiles shnele. “Well, vou are
stromg and lucky, or vou wenld not have come back
aball,” he says. Turn to 205,

27274

273
A= you hurry alomg the palh towards the village,
vou feel vour Brass Ring timgling. Yoo look over

vour shoulder and ser a black shape fy from the

toneer. Quickly, vou hide in some bushes. You
never make out exactly who or whatis searching for
von — bub eventuzlly you see il retum to the tower.
You run the rest of the way B the villame, arriving
panting 2nd bedeogled. You had better pick
another patron! If you want to falk to the good
wirard Selator, turn o 333 I you want to learn
aboul Poomchukker, the man of mystery, turn to

3=
274
You cast a Corse o the evil wizard - . - the Curse
that be gave vou himsalf. He cercams and clutches
at his throat. Of all spells, his ovwn Curse has the
mosl polent effect on himl Tl falls o the foor,
a-_=.] Then vou feel the Curse’s effect on yon, Rall
¢ die and lose that many points of cramiva. L
'3-' ou zre shll alive, vou start 1o search his sinister
lower b 200w |."“'I.|. trezsures he might have hidden
away . , - baf the s is becoming .hu_:i and oppres-
sive. Your ring is still waming you of evil —more, i
possivle, than before. Yoo smell brimstone. 1L you
wank rstay fora few minules and see what vou can
lind, turn lo 375, IE you choose o lvave immediate-
e, furm o 208,
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275

As you walk along, you stumble over a dip in the
ground. Looking down, vou see thal il is actually
the half-mefre footprint of a huge hobnailed boot!
You dre enbering Clearing 7. If you bave beewt Rere before,
furm e 342 ifyon bave nok been here before, keep read g
Rounding the bend, vou see a tremendous GLANT!
He looks angry, and he brandishes a great spiked
club. Your ng i not warning yoo of evil - . but,
although the Giant may not be an evil creanare, he is
obwviously dangerous, He bellows at vou YOUMAY
NOT PASSE Will you:

Adtack him? Turi Lo 12

Ly to reason with him? Ium to 229

Try a magical spell? Turmn tin 145
276

You reach into your pack and ofler him the great
Violet Jewel that you took from the head of the
crieature in the pool. He smiles broadly, looking
more like a Frog than ever. “All right.’ he says,
“that's 2 pood enoupgh reason for me!” He takes the
jewel. Turn lo To4.

277
The Unicom is dead. Knowing that the hom of a
Unicom has great magical powers, you cul ofl its
homn and put it in your pack. If vou would like to
beave mow, furn to 348. IF vou choose to stay and
search the clearing, furn to 86.



278—280

275

Yo want k. fghten the Brigands away without
hiueling Lthem, so vou use the Fear spell A second
later, vou step out from behimd the frees, shoubng
and waving vour ssvord. The Brigands are lemrified.
They think you must be parf of an invadmg army.
and they soather, divang into the trees around the
clearing. They cower in the mire while you run past
therm and away. You may go on, unmolested. Turn
o1g,

27
Tor your dismay, the deadly Sword Trecs have
already arown back! If vou want to fight with vour
sword, fum to 28, T vou wonld prefer to use magc,
lurnio 203,

2Ro

Fena follow the path northward. Gradually, it be-
comes wider and the swamp less dismal. The marsh
slowly furns into forest, and before long vz see 2
sism ahead of vou: “tHIS way ToowitiowsrNn®, IF
ol fave Ween te Willowbead befors, fuen 10 335. &
vo hape not been here before. keep op reading. A few

281

minutes later voo hear human veices and meel a
parly of Foresters. You walk with them to the town
of Willowbend. Afer your adventures you only
want o find an inn and gel a good night's sleep. The
Foresters tell you that there are three inmnis in Willow-
bend. Will you go {0t

The Black Bear? Turn to 395

The: Bent Spear? T to 78

Tancred's Flying Morse? Turn to 289
281

You charge the Swamp Orcs, They are surprised at
vour bravery, but they drop their bows and grasp
theic own weapons. You are fortunate that they are
not skilled fighters, becanse they all aback you at
U]yl

st SWARMP ORC. sEILLA ETAMINA 7
Scecond SWAMP ORC sxiniy STAMINA 7
Third SWAMP ORC  sxiLL b STAMINA S

Each Swamp Orc will have a separale attack on you
m ezch Attack Round, but you must choose which
of the three vou will light. Atlack your chosen Ore
as in a nonmal battle. Against each of the other twao
you must throw for vour Attack Strenglh in the
normal wav, but even if your Attack Strength s
greater vou will not wound it. You must just counl
this as though you have defended yourself against
its blow. Towever, ifits Attack Strength is greater, il
will have wounded vou in the normal way. If you
wan, furn fo135-



2B2—2583

Tou cast the Ice spell on the Slime. Instanlly vou
know you made the might cheice; the Shme 5 2
creature of water, and the spell treeees it solid. | s

dead, Turn o 38,

283

The Master of Gardens 15 delizhted. Yoo promise to
ask Selalor 1o zend him some Antherica berries, and
vou describe the path to the place where you found
the bush. He gives you a magic gem containing one

Good spell (you choose the type). Then vou resume
your travelz. There s only one path ]emim-'- 1n::m
this clearing; vou take it, going back fo the w
Turn toy 363.

284—aB5

2By
As the sorcerer laughs, his stony creature shuffles
towards vou. You realize that yvour sword will be of
hittle use against a crealure made of hving rock.

Thinking quickly, ¥ou bring wour sword down on

the wizard’s table, instead! Your blade cleaves the
wood, cutting oftf one of the t2ble’s legs. You scoop
up the improeised chab, dropping your sword, and
face the statue wilh this much more appropriale
weapon. Grimslade, impressed by vour strength
and guick wits, has stopped his evil laughter, and
watches attentively as you fight.

GOBLINSTATUE stz STAMEINA G

if you destroy the Stabue, turn to 156, 1f the fight
goes against vou, you may Escape; turm o 31,

:ll'.ré

.-f |"’i= F

;‘”

265

The wicked mage is furious, and devides to exter-
minate you right then and there. "Prepare to die;
insolent worm!” He waves his hand and casks a spell
of weakness on vou. Cubvour sTAMINGA inhalll You
must fight nosw, or die. If you want fo attack wath
vour sword, hwom to 124 IF you by {0 Use magic
agamst the wizard, turn 10 256,



286-287

286

Suddenly, wou have anidea. You almost laugh out
loud, but vou don't want Lo offend the poor Giant.
¥ou reach into your pack and pull out the Hed
LCloak. ‘15 this vour handkerchict? vou sav, offering
it to him, The Giant wpizes it ]m[{dh “Where dsr_{
you getit? he asks. You tell him about your meeling
with e Thief. Hea must have been the one whi
stole it from the Giant! The Glantis crving again, but
now with tears of happiness. He swears he will be
vour friend for ever. “"Why have vou come here? he
asks. ‘15 there any way I can help vou? You tell him
about your quesl. Are you serving:

Selalor? Turn tin 244

Cammslade? Tarmn to 317

Poomchukker? Turn tr 103
287

e does nol seem dangerous, but vou are not sure
whether yir should lell him vour troe guest. 1f you
tell him you have come to collecl the Amulets be-
longing to the wizards of the swamp, tum to 198, I
voumake up a StoTy, w0 o 350.

2B5—28g
3

2558
Your rng is cold; you know that the Mistress of
Bird=ziza -:r‘:"“:'d wizard. Around her neck vouw soe the
<ilver Bird Amulet vou have been sent to steal, Will
FIOLL:

Attack her? Turm B 3u1
Ask if she will give von the
Armulet? I[am to 184

Cast a spell? Turn to 130

289

[t Foresters said that Tancred’s Flying Horse was
the least costly of the inns, o you go there, Indead,
they offer you lodgmng for omly halfa gold prece. You
g0 upsiairs o your room and fall asleep as soon as
vour head hits the pillow. Tn the middle of the nicht
Vvou are awakened by a burning sensalion on VoL
finger. The Brass Ring is waming vou of evil! You
leap from your bed, grabbing yvour sword, and a
shadowy figure flees from the room. Barring the
door, you go back 0 bed. Yoo awake the nexi
moening, feeling rested; regain 2 sTAMINA points,
But you find that the Thief you frghtened away had
stolen some of your belongings. Lose any lwo
magical gems, artefacts, or other items, except vour
Brass Rinmg. Test your Luck. I vou are Lucky, tuen to
150. If vou are Lnlucky, you simply stalk southward
out of town, towarnds the swamp. Turn to 343,



|

2q0—202

290

You can see signs that others have walked this way
recenthr. Ahead is another clearing. Tiis i3 Clearing
26 I yenic ke beewt Dore petore, furm Bo 323, If gosd nace
ot been frere before, keep reading. As you enler the
vearing, an arrow whizzes past your head. You sew
three manpy-looking SWAMP ORCS armoed wilh
bows. The other two let their arroiws v, [Evoi have
the Golden Magnet charm, tum to 83. 1F you de hol
nave 3, furm foasa.

201

You cast the Fire spell on the Pool Beast, but the
creature is shimy and wet. [t does nol burn at all!
Tum to 8z and fight '

2092

You explain your quest to the Master of Gardens,
TTe shakes his head sadly and removes the Flower
Amulet from around his own neck, and places il
around wours. When it touches you, you are para-
tesed! He looks deep into vour eyes and commands
vou to tell him the truth about vourself, and you
cannot disobev. He shakes his head. "You are not a
bad person, but yvou servea bad master. The kindest
thing: T ean do for vou is Lo advise vou to be on your
cuard. " He takes the Amulet back and walks away,
Eventually vou regain control of vour limbs and
leave, going west, Tum to 363,



203295

ik
You casl the Fear spell on the Unicorn. It whinnies
and hurns quickly. In a moment it is lost from sight.

Turn o 348,

294
You cast the Friendship spell on the Master of
Wolves, and wait anxiously. Will it work? Sudden-
ly, he starts lolaugh. ‘Comein! Come in!" He ushers
you into his home, and the Wolves stand asde. If
vou would like o launch a surprise alladk, lum lo
a7 If you follow him and talk & him, fom ez

2ELEy
You lind yourself in a small opening on the bank of
the Foulbrood River. Yo gre i Clasming 33. The
opposite bank is at least two hundred metres away.
You see crocodiles and other creatures in the water.
Will vou:

Walk east along the river bank?
Tl B the south?

Cast an lce spell to freeze
the river?

Tum to 183
Tum togy

Tum ti &g

zgh—207

20b

Bravely vou strike out mto the swamp. But, though
vos are brave, you are also very foolhardy. Though
the magic of vour Brass Ring stops vou getling lost,
vo are soon bred and wounded, hamied by crea-
tures both familiar and strange. You realize Lyl
without more magical aid vou have little hope of
cscaping trom the swamp, and no chance al all to
learn its secrets. Test ponir Lack, I yow are Lycky, harn
tor 272 If vou are Lizfucky, tum to 3.

S W
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247
45 von flee, vou heara rushing sound. You turn, to

see Grimslade coming up hehind vou on A flying
carpet. You whirl round, mising vour sward. Too
lake! He has cast a Strength spell upon himselt. He
carches wou by the serufl of vour neck and carries
you into the air. You scream as the carpet rises
higher. Then he drops vou. You (all down, down
. - . Them everything goes black, Your adventure is

YT,



208—300
298

You hurry out of the room, down the dim halhvay
and throuwrh the awful door. Soon the tower of evil
i5 behind you. You fought against men and animals,
you nsked your hife . _ and for what? An evil
wizard isa dangerous and ungratelul masier. And
o realive ‘]151‘ vou were lucky fo esape from
Grimslade’s clutches so lishily. At least you still
have YOUT life! Yo knoas that, mm:lgh your q:,e:;‘
was misguided, vou have done the world a service
by ridding it of the evil wizard. ¥ou resolve that in
the future you will be more carctul about whom you
serve, Your advenhure is over.

209

Tou deaide to fry casting a Pear spell. Perhaps fear
will make the crealure turn aside. Cruickly vou casi
the spell. The effectisamazing! The Thre Beast skids
lo a hall —then, whimpering pitcously, it runs to the
other side of the clearng and hides behind the
boulders. If you goand attack it thene, tum foaze. I
you would rather turn and leave by the path on
which vou entered, turn to 27g.

300
There is no sign of Lhe huge Giant; he must have left
Yoou combine }-‘m:l'r'jnum ey Turn to 161,

5 —

3o

301
There are two Brigands testing in the cearing,
which seems to be their meeling-place. When they
<o vou, they scramble to their feet and attack. You
muest fight them both.

Fimst BRIGANMND
Serond BRIGAND

Both Brigands will have a separate attack on you in
each Attack Round, bul wvou must choose awhich of
the two you will fight. Attack your chosen Brigand
asin a normazl battle. Apainst the other, even i your
Attack Strensth is greater vou will nol wound him.
You must just count this as though you have de-
ended vourself against his blow. However, if his
Attack :;‘rem-ﬂ- is greater, he will have wiounded
vu in the nocmal w ay, You may ey e Escipe atany
time. If vou escape, turn to 1g. If vou kil the b
=h|5:-l.=r|u.-.. fuern bo 246,

STANIMA T4
STAMIMA TI

SHLLE D
SEILL Y




F3-303

Inz

You pronounce the mystic word taught te vou by
the: Master of Wolves. The great beasts fawn upon
vou, theie longues lolling out ¥ou wratch them
behind the ezrs and command them to lie down
Tien to 245,

303
You have reterned o the deanng where vou met
the horde of Scorpions. You look around anxiously

to zec whether thev are sHll about, Yes - . . there
they are, coming towards vou from all sides! Yoo are
ready for themn this ime, Tum to 7o
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304

304

As vou continue north, the swamp seems to change
incharacter. It becomes less gloomy, and more hke a
tropical jungle. Brightly coloured birds fit through
the frees. This s Clearmy 14, IF you Leve been Bere
Delore, fure G 1g9. 1 pon fuwe ot Deey frere Defore, Recp
Fedony. Ahead of FIOU, 001 lonwe branch, silz a 'i'II-.JHl:-‘.
red and yellow Parrot. As vou come nearcr, il
speaks ta you! “Who are you, and what is your
business with the Mistress of Birds?” it asks. Will
VOLE

Turm by gL
Turn lo 1373

Attack ine Parrot?
Ask tomeet its mistress?



305> 307

305

The eastward path is well tended; the trees and
bushes do not grow across the Leail, butare rimmed
back. Before long vou reach a pleasant clearing. Yo
2re i Clegrbay 270 If you ave beew here beteres tuen to
238. if wou have wot been here before, Reep remding.
Evervwhere different sorts of plants arne growing,
.. . some are Howering, and they all look healthy
and attrachive. The entire glade looks teo beautiful
to be naturzl, and too natural tobea garden, As you
ook around, a8 middie-aged man approaches vou.
He is iall and broad-shouldered, and he svears
work-stained clothes. But vou know from the silver
Flower Amulet arownd his neck that he is no labour-
&1, but the MASTER OF GARDENS. Your Brass
Ring tells vou that he is friendly. Are you serving:

Selator? Turn to 36

Poomchukker? lurm to B4

Grimslade? Turn tor 334
306

The Rangeris angrily watting there. While you were
zone, he cast the stasina spell on himself and
resained all his sTaMINa points. You must light
him again. Turn o378,

0
You cast vour Fire spell on the Fear Flowers. Many
of them are bormt, but many more are unharmed,
¥ou must bry to escape- Tumn to 269.
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o8
Atlast the Pool Beastis d:ilad. Yom use vour sword to
cut the great Violel Jewel from ils forehead. Then
vou leave the cleanng. The only exat akes vou back
Lo the west. Turn to 3300

00
You have a choice of three exits from this clearing.
Will you o

North? Turm tir 37
Sonth? Tumlosg3
West? Tomn t 388

310
Youl casl the Fire spefl on the Crab Grass. 11 is nol
dead, butit draws back, giving you a chance toleave
safely. Turn to 187

311
The Slime clutches al you, and ils touch burns like
acid. ¥ou1 scramble back. The bums reduce vour
sk1LL by 2. If you run back the way you came; lum
tia Bg. If vou want to Aght, tum toaz.

£3

312-314

The Giant Scorpon hifts s claws menacingly. [tis
nol badly wounded. Evidently the Drwvarl was nota
very skilled fighter.

CGIANT SCORPION sgILLO ETAMIMA [0

Il vou decide B Escape, turn to 85, I you Kill the
Giant Scorpion. harn to 324.

313
The mver 15 warm, and yvou see vour chunk of e
melling awav benecath yvoo. All loo soonil lalls
apari. You grab your sword and swim desperately
for the river-bank, bot vour gear is oo heavy. You
sk fo the bottom, choking on the rver slime. Your
adventure is over.

34
You have two choices. lf vou go north, turn Lo go. I
you o east, tum fo1g;3.
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15

TesEyonr Lugk, Tf vouare Liucky, turn 1051, 1 vou are

Miucky, a section of Hooring opens in fremb of you,
and vou fall into the hole. When vou wake up. you
find that vou are bound by heavy chains. Gnmslade
is smiling at vou, butitis not a pleasant smile. You
shadder ko see what he is holding in his hand. Your
advenlure 1s over,

316
Um'-:;-rhme’reh Yo have none of the magical gems
left totrade. “Too bad,’ he says. Lwould hte to nei"
vou, but healing dranghts are expensive, Liui I l'ld‘ﬂ_
already lost enoush on this enterprise,” If you
wolld like 1o leave now, tum to oo If vou are ansre
eniongzh to attack Pedinchukker, tien lo 341,

317

You describe your quest. The Giant saatches his
head thoughtfully, TTe has heard of the wizards
called the Masters, but he has had no dealings with
them. When you desaibe them m more detail,
though, he sayvs, ‘T once 2aw a beautilul garden in
Lthe middle of the swamp . . - notth of here and =
little tor the west, but there is no direct path. Perhaps
that clearing belongs 1o the Masler of Gardens?” Yom
thank him and leave. Tum toaéa.

318-319

18
“Maybe they can help n'?e,' v Ehink, and cast the
Friendship spell on their lcader. Then vou slep out
and grect thenr. A couple of the Brigands want o
rob vou but their leader staps them, saying Lhal he
[ikes vour Tooks. He asks il there is anv way in which
he canhelp you. Tum to 214
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e
Hurriedly, vou choose an exit. Will vou gi:
North? Turm to 138
Eazl¥ Turn to 47
West? Eum to 66



320323

320
Phe path dips shichtly downwands and leads inlo 3
grassy cearing. ez is Clearing 29, I yon Tawe beer
sETE Gemure, fuom o by Iy Ade rob Been Aeke before,
zezz onr reaainge. In the middle of the clearing lies 2
whiie creature. At first vou think it is a horse, but
when it turns &0 face vou, you realize Lthat il is a
CRICORN. It appears to be wounded; great claw
murrks score s flank. Butit petstoits lect and lowers
its hom al vou. snorting a challenge, Will you:

Bunaway? Tien Lo 358

Fightil? Turn b 221

(et & spell? Turn ter 114
321

Perhaps, yvou think, you can reach the bridge by
swimming down the river—or maybe vouwill find a
trail vou can ke past. [His o long way down, S0 vou
prepare for it carefully. Turn to 3o.

322
The Wither spell tums the Crab Grass as dry as dust
You knock down the dead stalks. Tuen to 81,

323
You are in the clearing where you met the Swamp
ez IE you slew them, fum b 3og. If vou did not
slay them, lurn to 281 and fighl them as they were
when you escaped from them,



323—32h

324
The monsteris dead: ¥You look at the Dwark. Hi
does not seemn to be breathing. Will vous:

Leave the clearing immediately? Turn ic 88
Llze a Bless spell on the Dward? Tiarm to383
Search the body of the Dhwarf? Turm tor 42

325
Yo dash acrass before the bridge can mell. You're
Lo slow! You see il dissolving beneath vou, break-
ing into sections, If you have another Tee spell, tum
tor 360, 1F iiot, turn o 43.

326

He locks al the broken table, the scattered books,
the sashed crockery & - the wreckage of the Sla-
le, slrewn across the floor . . - and then he Jooks
again at vou, TTis face bwists with anger and disdain.
“Why shoald I bother with you? he asks. You were
barely good enough to defeat one hittle Statue, and
vou've wrecked my parlour” Will vou:

Turiy o gl

Tum'to 335

Crawl to his feet toapologpes?

Turp and an?

Eemind him fhat fic was the one
who wanted to stage a ballle
i his parlowr in the

first place? Turn to 225

Fay—328

327

ITe is much more dangerous Ehan vou had puessec.
Who would have thought that such a fat and funny-
looking man could fight so well? You tumm and dive
outof the window, hoping to escape. Alas; a crowd
has gathered below. Your fzll knocks the breath
from vour body. Before vou can recover, bwo burly
guards have lied your hands behind yourback. You
will spend a2 long bme in the dungeons toe vour
treachery. Your advenlure is over.

28 :

Theiziant doss mot seemjﬁurh a bad fellow; he is just
anery about something. You casl your Friendship
spell. The Giant shakes his head. Then he laughs
and fEmses his club to the ground. "What am |
saving?” he asks. ‘lIt's not yewr fault! T'm somry,
forive me; T was angry about someone else. Whal
brings vou here? I | can help vou, Lwill.," Happy that
your spell aveoided hloodshed, you tell him of your
quiest Ane wim SCeTving:

selator? Turen Lo 244
Grimslade? Turn k317
Poomchukker? T'uen Lo 103



329-332

324

Thecleanng where vou met the Master of Frogs =
emply. In the dim |1'r]"t YOI SEE 3 f.qm'g,-::-u, coming
from the mushroom where he had been Tessting
You examine it closely: Tt seems different from ._h-ﬂ
athers. ¥You notice human teeth-marks along one
edgd af the mushroom, You sniff it; il smells good.
Yo can eal a fille of the mushmoom; fum to 3178, Or
you can leave and head north once again: turn o
ELED

3]

i
You are i the clearing wilh the great hollow log. Tf
VoL Ssaw a creature here eatlier, tum to 1200 If you
did notseewhal lived i the log, torn oy 265,

331
You dre back o the clearng where the great Eagle
nested, Al vou seeis theold tn-'v and the nest. livou
lﬁu'rht the Eagle harn to 2oz, U vou did not ﬂ:,ht the
g.le lurn to 12,

2
lgnﬁrin-* the waming j:ﬁa] from your ring, vou
speak to the Master of Spiders in a friendly fashion.
TTe answers very politely, uklr.mj;_; ou yourbusiness.
A you start to reply, vou feel a sharp pain at the
back of your neck. The Master of Spiders laughs
electully. You spin around; and see a black spider,
as big as vour hand, dangling behind vou. A< itc
puison courses through vour veins, you shomp o
the grovnd, unable o move, You see the Master of

3337334

Spiders rummaging through your pack o seewhat
ik he has captared. Then vou feel vourself seized
rom behind, You are dragged up a Lleee, coated with
_,_1:-..51" silk, and left to hang. In a week ot two you

will make a tasty meal for the spiders. Your adven-
tuTe s DVer.

have studied plant lore,” replies the Ranger, “and |
have heard of that plant, butl did not knew it grew
here. IF yvoo go east, vou will find the abode of a
sood wizard called the Master of Gardens, lf anyone
Enows whers ib pross, iEwall be him." Yoo thank
him and go on. Tuen o 234,

334
Around the neck of the Master of Gardens yon gee

one of the Amuolets vou have been sent b find. Will
YL
Attack him with your sword?

Casl a magic spell?
Talk to him peacefully?

Turn to 379
Tum to1zz
Turn b 37



335

333
Mhacking under a heavy cast-iron lantern, vou leave
the favern. The ightis unexpectedly brightoutside,

and ¥ou F*J.m-..ml a momenl in the _larn:-. Youl slarl
off down the raad, bub rezhize vou don't know
wherne vou ane roine. Hailing an old man who 15
leanimg out the windosw of his shop, you ask where
¥ou might find the good sisard Selator. The shop-
keeper is suspicious al frst, bul soon svarms Lo yol
and gives vou direchions. Soon yoo are lost agam,
but a ruddy-cheeked woman sets vou right. Ikscems
that everyone knows where Selator lives! Eventual-
Iv, you come by a small house oo the edee of the
village. Selator, a small, stout man ina while tunic
and linen breeches, s potterning in bis garden as yon
come up the path. You tell your story. He smiles,
and asks how you think von can get through the
uncharted swamp. L vou tell hinm aboul vour i,
turn fo 371. [ you would rather keep it a secrel, tutn

togh.
P:I - 1?% :
II'."-\_ - ..::.-



336—338

336

You are in a particularly marchy arca. The ground
squishes under vour leel, The path bends shghtfy
and 1uns alongside a lange pool. You can s 1]11;
there 15 one other exil Jmm this clearing. Yow arsm
Clearing 2B, Ifvow have brer fere before, 2aorm do 137 1
yirn Bone reob Dees feme Dedord, adp 3!”11!;;- I'he surface
ol the pool cipples nastily, and green shme coabs the
water, You would never drnk out of (s pool, ¥ou
arc sure! Suddenly the scum on fop of the pool
seemls oo pull together. To your amazement. il
heaves itself out of Lhe waler and on {o the path,
blocking vour way, Itis a viscous lump of SLIME,
two mebres wide, which gives off a felid odour as it
oozes slowly lowards vou, Will yous

Runaway? Tum ta fis
ey lo jumpoverit? Tucn o257
Attack wiath vour sword? Turn to a7y

Use a magic spetl? Turn b 300
337

You cast the Fire spell on the Unicomn. lis mane
blar#s briefly, but the Unicorn’s own magic soon
negales the spell. You must fight. Tom to 223

338
You recognize the clearing where vou mel the Soor-
pion and the Dhvart, There is nothing leff now bota
few scraps of bone and leather armour. Tuem o 88

A39—340

3
As the bridee breaks L[l:-; ;gu climbom to the largest
pisce vou can And. I forms a sort of boal onwhich
vou float castward down the river, Both banks anc
covered by thick jungle. Then, aheud of you, Fou
see a huye, old bridge made of stone! If vou try to
catch it 2nd climb up as you foat be reath, turn Lo
384, Tf vou wonld rather float along and look for
another means ol escape, fum to 313,

340

Your blade sinks deep info his chest. He lonks atbyoul
in disbeliefand sfarts tospeak . o - then he dies, The
jagged blade slips from his fingers. Curious aboul
its strange design, voo pick it up. Instantly you
realize thal it is one of the Magic Swords of preat
power, which adds 2 to the sKILL of the user. No
wonder he was such a good swordsman! You start
to search the rest of the wizard’s sinister Bwer, Lo
see what freasures he might have hidden away ,
but the air is becoming thick and oppressive. Your
minz is shll warning vou of cvil — more, il possible,
than before. You smell brimstone, IF vou svant to
stay for a few minutes and see what you can lind.
lurm to 375 | youw would rather leave immediately,
e bor2g8.



3q1-342

341
His casual attitude towards wous, affer v misked

vour life on his mission, is more than vou can bear
Yo drasw wour sword and attack. Tleis :-'.s:lrl'lriseﬁ'_.

but dodeges your first blow, moving very nimbly for
& mian of his great bulk: He phecks a sword from

behind his desk and defends himselfwell Yoo soon
realive that heis a dangﬂ'mﬁ opponent.

MOOMCHUEKKEER skmrrg

His backis Lo the door, s if you want fo Fsape, you
must dive outof the window. lodothat, turntnz=7.
Chherwise, when youo reduce Poomchukker's sTa-
Mina o doorless, tum o 372,

L S EL Sa,
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Tou recognice the clearing where vou mel the
mixhty Giant.  vou killed the Giant, tum ta1g7. IF
vou did not kill him, furmn to 300,

ETAMINAIE

343345

343
You see hal vou are approaching the spot where
vou ficst met the Brigands, I vou pacted from them
n mendship, turn to 299 IF vou fled from them,
lricked them, or killed some of them, turn to 3o.

M
The Wolves flatten their ears and whine; then they

shink away. Turn to 247

345
As you approach the spot where vou defeated the

evil Master of Spiders, vou bemn to feel very hot.
Enlering the clearing, vou see it is full of roaring
E':Eames- You cannot pass. Lose one sTAMINA point
lrom the effect of the choking smoke. Tum to 165
and leave the clearing by Hwe same pall on which o

frfersd.

i .I T :
\Hyli'“‘”“ 7, ‘**’
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346—347

346
You cast the Fear spell on the Swamp Ons. One of
them screams and dropping hisweapons, flecs into
Lhe marsh. The other two advance on vou. Turn o
281 and fight these tao.

i

Youcast an Mhision spell, making vourself lock like
a planl. The Master of Gardens iz astounded! Tle
starts to walk lowards vou. When he gels doser you
try le =natch his Amulet, bul the motion breaks the
spell, and the Master of Gardens jumps awav. If you
allack him with your sword, turn o 379, If vou fee
from the clearing, turn bo 363,

Ji8—349

348
Ihiere ams toor exits: Will you po:
MNorth? Turn o gg
South? Turn to 157
East? Turm to 10
West? Tuen Lo 204

Youshrug vourshoulders and walk out of the room,
down the dim hallway and through thisawtal door.
Ahcad of you lies the village. Behind you lies the
tower of evil. You fought men and animals, vou
nsied vonor life - . - and tor what? Evil, itseems, is a
dangerows and ungratelul master. And vou realize
that vors were Tucky o escape so lightly feom Grim-
slade’s clutches. You still have yourlife! You resolve
that in future vou will be more careful abont whom
you serve. Your advenfurne is over.



350-35=

350

You are in a cleanne where one huge tree fses from
the hard, bare ground. In the free s a gisankic nest
made of sticks, Yo are i Cledeiy 26, I yow fiave begn
Teere Fefi TE, s f 331 f' WO hame not tean e feforeg,
Feen peading: You stop toluok atthe great nest. lhen
¥OL n:ar 3 mnhm!.. of wings behind you. A huge
EACGLE is hovering over the clears ing, watching,
vou. o you have:

Souree Paerol Feathers? Turn Lo 392

A silver Bird Amulet? Tum to 23

INexther of Ehose? Turn tr 233
3L

You are relictant tonse one of Grmslade’s own
-\.Th-'r-u against im; ik might be dangerous, Instead,
vou cast an Wusion spell — or vou try 0. G ricnskacde
waves his hand and vou feel the spell wavering and
dving before it begins to take shape, You canmot
deceive me with those childich tricks” he sneers.
‘Prepame to die, fool " Tueik o124

352
The ondy exit from the clearing is the path vou ook
to gef there. You travel north, towards Lhe place
where a short fine ago vou tought the Swamp Chees.
You grasp vour sword, in case vou have o lght
again. Tum o 323.



037335

353
You have gravely offended the Brigands. Ther fell
they were giving vou a fair chance lo prove yourself,
butvousrould nol agree 1o setile the matter honoar-
ably. Mow vou will have te fight ail of them. Tum to
]

=4

Withdrawing your sword from the body of vour evil
foe, vou sigh with relief, But all around you the
Spiders are urking, they start drawing closer and
clozer. You bend down and take the Spider Amulet
friom the body. When you pull it free, 3 spark seems
o juinp from it Suddenly, the body bursts inm
flames! You leave horriedly. Behind you, the flames
arc spreading, and you hope they will wipe ot the
evil Spiders as well. Tum 2165,

335
Ihe trail towards Tl-"'-rﬂ.]l.'l‘.:'r:]."}E'!'ld. is now tamiliar. But
when you enler the towwn again, something seems
different. Yo feel people are watching you, and
vl hear whispering voices. Yourealize that the talke
uf yonr exploits has become common knowledge.
You leel uneasy about the greedy giznces cast
vioar ditection. As you tusn into a side street, vou

350-357

are aware thal vou are being followed, You furn,
and fwea ragged CLUTPURSES setupon you, hoping
to steal the ircasure thev are sure vou have brought
back from the swamp, There is no Hme for maglc
and nowhere to eun to; vou must fight them,

Pt CITTPURSE SKILL 7
Second CUHTPURSE ssIpr s

Fight ane, and then the other. 1 vou kill Lhem bath,
turn to186.

STAMINA G
STAMIRMA S

356
Nou cast the Fear hpn—*]i ot the Mol Beast, bot it does

no good. The creafure Is loo stupid to know the
meaning of fear. Tt attacks vou. Tum to 82,

57
These twoamosws are also badly aimed . . bul they

furm in fight and hit vou in the chest! Lose 5 points
afsramina If vouare shil alive, vou realize that the
Golden Magnet charm you took from the dead
fighter 15 acipally corsed! Tk attracts arrows — ik was
the undoing of itz last oswner, and it has nearly killed
you. The Ches are reaching for moere arrows. Wil

Yo

Tuerito 281
Turn to 390
Turrn teor 300

Attack wath vour sword?
Lizea magic spell?
Bumn for your lite?



356-360

358
You Lake the money he has given you, and leave.
Butvouwonder. . . did von dothe right thing? ¥
lear FULT MONEY 15 laimled, but POU KR ﬁ'mt}-‘n:.ﬂ
AT d-:' nothing ahont it Mext fime Vol g0 wander
ing o il ]_-..;- more carciul aboat whm-l YOu Serve.
'Im’r adventure 15 over.

354

You doubt that the Master of Frogs would be as
friendlyif he knew vour true mission, so you make
upastory, ‘lamin thesendice of Subumwil, Baron of
Fang,” vou say. “He has sent ine to Scorpion Swamp
Fo SEEk out new beasts For his Dealbitrap T_!unr.gup

When T came 1o the village outside the swamp,
heard Lalk about the Masters, and 1 vowed &0 leam
et Who are vou, and why did vou come here?
Teslyour Luck. Thvouare Lichy, turntoasz. Ifvour are
Liafzecky, fuen to 16, i

360
Well sbnck!” cries the Brigand T eader, dutching his
arm where your blade nicked him. “That wasa good
light.” One'of his companions binds up hiswoumnd,
while angther offers you water from his own fask.
You all laugh and joke as though you ane pld
[riends. Turn to 214,

3b1—302

361

You cast your Friendship spell. The Masler of Spid-
er= looks skartled lor a moment, then smiles. “Ah
.. . Isse thatvou are friendly!” he says. You smile in
return and bewin to tell him about vour quest. Then
you feel a sharp pain at the back ot your neck. The
Master of Spiders loughs pgleefully. You spin
arpund, and see a black spider, as big as vour hand,
dangling behimd vou. As it polson courses throngh
vour veins, vou slump to the ground, unable 1o
move, Yoo see the Mastor of Spiders nummaging
throueh vour pack Lo see what loot he has captured.
Then vou feel yourself serzed from behind. You are
dragred upa tree, coated with spider-silk, and left
Luh.._ng_ In a week or bvvo vouw L]I make 2 lasty mieal
for the spidens. Your adveniure 1s over,

You skilfully wicld your mighty sword. The Sword
I'recs are no match for your pruwess, and soon each
reaching hmb has been lopped off. You look around
the dearing. You find nothing except a tew seeds
thar lock as thoush they might have come from the
Sword Trees. You pockst them and go on. Tuen to
22,



3633635

363
You relurn lo the clearing where vou mel the Ban-
et Thd v
Fart from him in fmendship?
Slay him?
Fight him and flee?

lurn 333
Turn 234
Turn o 306

364
You are once again in the dearing with the healing
pool, As you walk towards il, an arrow Zips by your
head — thenvanother. You cannut see where they are
coming from. You run back along the path the way
vt came. Turn Lo 47.

365

You decide that a Fear spell sall mive you vour best

chancein the batte ahead. You castiton Gomslade,
but hie waves his hand and it rebounds on Lo you!
T'he jow hand of terror grips your heart. Lose 1 skin
penint. Turn to124.

Joh—368

360
You have defeated the Giant: You search thi huge
body, but find nothing of value excepl his huge
rass-bound club, which is too big for you to carry,
Tum 161

367

3

Lhere are fero extts from the clearing. I vouswant to
gonorth, furn to 304, IF vou wanl to go east, turn lo

You must leave by the same path you teok to reach
this cdearing. Turn 1o 348 and take that path.



369-37L

369

You realize thal even with another loe spell. the
bridge will not hold vou. Instead, vou cast the spell
beneath you, lorming a chunk of ice on which you
float eastward down the nver. Both banks are oo-
vered by thick jungle. Then, ahead of vou, vou 2eca
huge old bridge made of stone! If vou fry to catch it
ahd climb opas vou flcat beneath, tumto 384 I yvou
would rather Hoat zlong and look for another means
of cscape, turn to 313.

370
The Tee spell creates a solid brdge which v can
cross easily, You may travel north or south from
bere. 1E yon go north, burn 1o 157. 1 you go south,
e bo 398,

37
TTe nods. Yes, you are the one I have been waiting

Lor, You can do what must be done” He smiles at
vou, and you feel very proud indeed. 1 will tell you
about the gquest. Omnce npon a ime, there grew a

EAnk

plant called Antherica. It had many healing prop-
erties, and was ol greal value fo the makens of white
magic. But it was |:|F1'|n value in Evil spells, and so
the forces of Evil sel oul Lo destroy the plant every-
where. [twas thonghtthatthey had succeeded . Bul,
through mye studies and mv crystal ball, [ have
learned that 2 single plant of Antherica sorvives,
deep m Scorpion Swamp. Ik is a small dark-green
bush. wilh sweel-smelling white flowers and pur-
ple berries. Tf vou can bring ine back jusl one of
those berres, through my magic [ can cause the
Antherica to bloom again for white magicians every-
e heTe.

“There 55 plenty of treasure to be found in the
swamp,” the litthe wizard goes on, ‘and yvou may
keep all ¥ou win, All T need 5 a single berry of
Antherica. But. although a lghter like vou is well
fitted Lo survive in the swamp, there ame magic
forces there against which a swoed is ol little use, T
cannot teach vou magic, but I can do the next bect
thing. T can give vou six magic gems. Each of these
will contain one magic spell, bub when vou have
used them all, you must rely on vour keen sword
arnd your sharp wits.”
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You discuss with Selater which spells you should

chonse, You may pick six speils from the Magmc

Spells listed at Lhe front of the book - but only from
the lists of Newitrai and Good spells. You may not pick
any Exil spellz! Write down vour chosen spells on
your Aazeliiee Sheet.

With the Spell Gems tucked salely in vour pouch,
vou say [arewell o Selator and sirike off towards the

swamp, Atthough vour imp will be dangerons, yiu
are buoyed up by the old wizards wisdom and
kindness, Yourquest is this: find an Antherica berny

and bring it back o Selator: Turn 1o g and begin your

aclventure,

IFE=374

i

¥ou hear shricks trom belosws, The Gublin serving-
maid iz calling for help. ‘Guards! He is killing the
master! Come gquickdy!” While you are calculating
Vour chances; a door bursts opin behined Poom-
chukker, and three guards in red chainmail run into
the rooum with crossbows at the ready. They do nol
wait for orders. but fire at you immediately, The
darts pierce your chesl, and you sink for the floor.
Your adveniure is over

373
Tt i Lavoke, TF vou are Eucty, vou atlack so quickly
_:'m! mu wound the wizard. Turn t 235, bul sub-
fract 2 points from your FOE'S STAMINA before vou
start. I vou ane Lisdiicky, your fArst blow misses; turn
to 225 and fGght normally.

F3
A monster Tike this, vou realize, is bast fought with
mapic. Which spell will you tre?

Fear? Turm to zgn
Mu=ion? Turn io 6o
Growth? Turn to 228
Friendship? Turn tor 160
None of these? Tum torr and

change again.



375370

375

You ignore the awiul odmr and search the lower,
humming happilv to yoursellas you stulf books and
g:rf_t[ slatues inlo a sack, Suddenly v hiear a hiss
g sowmd. You spin amournd, and see a areal black
shadow. Two shitted, glowing eves rega o vou from
the darkness. “Thank you, mortal,” says the hissing
voice. Thave waited a long time [or his soul, Wow it
i= mine. " You flee in fear as the shadow hovers over
Grmslades body. But you don’t have tme to
escape. Youl hﬂne not veb reached the fronk door
when the smell of brimstone beeomes unbearable.
Then the entire tower glows ted-hot and explodes.
Your adveniure is over.

376

You B him that vou are ondy bying to get to
Willowbend and back. Alook of surprise appuars on
his frﬂggrf-:n:g Willowbend lies Bar to the north and
woest, " he says “You seem like 3 nice sott, though, so
Iwill tell vou something. Da not follow the Will-o™
he—m::p. or vour lite will be forfeit. Now, good-
day, | have work to do.” Abruptly, be vanishes. His
Frogs croak loudly and hop away. You look around
the clearing, but find nothing at all; the only path
leads back to the north. You turm around and head
back towards the place where you met the Swamp
Orcs. Tum to 323.



ITFTAFS

3o
Rolltwedice, Tf the total isless than or equal to your
STAMINA, ¥ou junip over them. Ifthe total is greater
thin your sramiNa, vou do nol leap guite far
enough, and you are stung. Laose 3 points of sTasm-
sa. I vona are still alive, tuen Lo 310

378
The EANGER 15 not a:-foolish man, and he senses
vouare in the service of an evil wivard. fle jumps
thown from his boulder and challenges vou.

RANGER EKILL 16}

You can Eccape at any imes ifvon do, tum (o 234, I
you slay the Banger: lurn Lo 214

CTAMINA 1D

379
You draw your sword and slash at the Master of

Gardens. He iz amaced. “Why are vou attacking
me? he cries, and flees from vou. Since he wears nn
armour, he runs quickly. Te picks up a sickle and
makes a stand at Lthe other end of the glade. As you
reach him, he waves his hand, casting a spell.
subtract 3 from your SEILL.

MASTER OF
GARDIENS SEILL ¥
You mav Escape ab any time by running back to the

wiest; tumn to 363, U you slav the Master of Gardens,
luro o 253,

CTAMINA TG

1E0—381

350
Yo use the Wither spell. The Slime changes colour
when the spell strikes it, tuming brown instead of
green, but it shows noother cifect. Ifyou want to fry
another spell, tuen Lo goo, If you want to By another
tachic enfirely, fumn o 336 and choose dgain.

387

You do not want toattack the injured Unicom; you
have abways heard that thev are pood creatures. You
st the Bless spell, instead. The creature JuUivers as
the spell sirikes it. Then it whinnies prefully. The
wounds along its side are almost healed, and the
Laicorn is much steonger. It is stll reluctant to
approach a human, bot it walks over to the side ol
the dearing and digs ai the ground with its hom.
Then it looks al you and walks away. You knwkat the
gronmd where it had been digging. There are bByvo
Magic Gems there, like the ones Selatar gave voul
Yourecognize vmeas a Friendship spelland oneas a
spell i restore LrCE. You are certain the Unicom
can understand yon as vou thank it and o on Four
way. Turmn tir 348.



382—384

352

You realize wou are in the clearing with the pool of
Cruicksand. Yoo will not blunder into it unprepared
this time! You have thought of several things v

can du. Tf voma nse an Ioe spell, vou can freesc the
Chiicksand and walk across, but the ice will quackdy
melt behind vou, If vou vsea Grswth <pell, voucan
make the vines around the pool grow and give voua
safe path, both now and at any fime you reburm o
this clearing! 1f vou have cither of these spells, vou
can use it to cross safely; farn fo 270, If vou have
noither of these spells, will you:

Try to jump across?
Turn and take another path?

Turn tiy1ga
Torn o223

353
Hoping to save the Dhvarl, you cast your Bless spell
oon him. T\ evelids flutter, and for a moment vou
Lthink vou have succeeded. Bul thisis nc'-:a]:n:ﬂ-.eﬂui
&7l ““E-h spell bo bring somzone back from the dead.
Turn to 324 and make another choice.

384
You have no trouble scaling the side of the old
bridpe. The huge blocks of stone have wide cracks
between Lhem, which make il easy to dimb. You
draw vourself up and over the brdge’s miling and
jump diown on to it Turn to 101,

385387

335
You are reluctant to use one of Grimslade’s own
spells agamst him; iF might be dangeroas, [nstead,
yvou casl the Fiee spell on him. His long robes bursk
infiy Alame, bub Grimslade 15 not hort. He laughs
maniacally at vou, with his rebes burning arcund
him. Tum to124.

386

The: body of the Thief hes at vour feet. He wasnotas
clever as he thought he was! You examine his pack.

The only thing vou find that looks nseful is5a large
Red Cloak, which vou mav add o vour own posses-
sioms if you like. f'quncnmg a bit of cheese vinr toak
fromm his picnic Basket, vou continue on your way.
Tum to 179,

387
You deckde fo cast a spell on them from your hiding-
place. Which spell will vou use?

Curse? Turmn tu 107
Ecar? Turn lo 278
Mhasion? Turn to 148

Fricndship?
Mone of thesea?

Turn o 318
Turm o b3 and
chouse again.



FEd—300

358

After a short walk, voo enter a pleasant, grassy
clearing. You see two olher exits, Thes i Clarring 24,
| iy s T T [ el et B e o
T -':.*::‘:‘I-"{-uﬁ'-* et Wil 4 Ir_;':r:.r::ure broe .l:..:i"r‘ L‘ﬁi:r‘r.,“t.-m.' _I;u 263, J'I‘N.-'-'.J-_n!unc.l_'.'.'r.-l
: 'tﬁ__1_;1]',;a'i,-i:'l]+.:r_|:ﬁ'-' Wl e been fiere before, keep reating, You stand still for a
AL s roment, looking around you. Then vou realize that
i R there is something strange about the grass. It is
growing up around you, so fast you can see the
movement. As vou watch, voul see nippers forim al
the end of the stalks. Fhey snap-at you. You are n
the middle of a patch of CRAB GRASS! If vou attack
it with vour sword, turn 10 134. If vou wanl louse

magic, fum o 167

389
You have no doubt, froen Selator's descripbion, that
vou have found the Anthenca plant Half wour
mizeion is completed. Now vou must refurn to the
village with the precious berry. The anly path leads
hack to the south, Tom g42-

300
You have a choice of three paths. They all seem
rather swampy and hazardous. Will you go

orlh? Ture Lo Tqq

Fast? Turn o 2oy
Wosi? Turn ko 195
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jgL—3452

ol

Yo draw vour sword and step towards her. She
eegards you, nol with [right, bul wilh sorrow. Sud-
denly vour view is obscored by hundreds of birds
Uazhing past. When you can seeagain, she is gone.
Loge z vrek points, Turn to217. '
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R i
The Eagle kiows that youw are an encimy and atiacks.
You have no chance to escape, for it is larger and
taster than yous You must rost vour sword.

EACLTE SRILD T SraMiNaf

i

U vou slay the Eagle, turn lo 132,

393=394

393

You are certain that the Wither spell was intended
fur just such a situation. Chuickly, vou cast it on the
Sword Trees. To vour delicht, they immedialely
tum brown and collapse. You look arcund the
clearing. You lind nothing except a few secds w hich
look 25 though they might have come lrom the
Sword Trees. You pml::et them and jo on. Turn to
22,

34
By mone wens have learned caution. You watch the

pool and the clearing, A large Lizard poes Bo the
pool and drnks, then waddles off again. ¥You see
nothing else. I vou leave the clearing, turn to g7 [l
vou donk from the pool, turn to 77.
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305

395
You decide to go to the closest - the Black Bear.

There are many convivial folk in the Bvem disn-
stairs, bul you pav theinnkeeper a gold piece and go
skraight up B vour Toom. But vou annot sleep
because of the noize from the mesmrv-makers below.
Lose 1 sramiya pomt, Will you:

Pull the pillosw over your head
and 1gnoTe themn?

Go downslairs wilh vour sword
and threaten them?

Tum 13k

Tum tn=z36

Leave and goio the Bent Spear? lurm to 78
Leave and goto Tancred's
Fiving Hor=e? Tum o 28g

396—397

Imagine that!’ zays the Masler of Gardens. “A bush
of Anthedca, stll alive, and somewhere in this
swampl I felt that this place had some virtue when T
fownd it That must have been it Tle sits <till lor a
fime, his attention tomed inward, Then he opens
his eyes. The plant that vou are seeking hes directly
tn the east of here. But thore 1= no direcl rodte; you
must go west o find if, and then drcle counter-
clocksvise.” He wishes vou good luck and gives vou
2 magic grm containing one Good spell (vou choose
which one). Then youresome yourtravels. There is
only ene paih leading to this clearing; you take it
going back to the west, Turn ko 363.

397
You want nothimg ko dowith this crealure. You burn
and leave as quickly as possible, The only exit leads
vou back to the west. Tum to 330.
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398

You enter g medium-sized clearing combaining a
small house built of fogs. Yo are i Clearing 4. 0voy
Fecowe feemr feere Devore, faent ko 239, 1F yow have nat beti
Ferebefore, keep o reading, Yo hear the low growling
ofadog. Then vou see that it is not a dog, buta Waolf,
watching vou frome beside the house. The doot
opens, and a big burly man steps oul. Another Wolf
tollows him. The man casries a sword and is dressed
as a forester, but vou knowe from the silver Wolf
Amulet he wears thal he is the MASTER OF
WOLVES. You hail him m a frendly tashion. He
answers gruffly, erdering you away. Will vou:

Obey and leave? Turn Lo 314
Casta spell? Turn to 1
Aitack him? Turen ta 220

399
Which spell will ¥ou use against the Swamp Orcs?

Foar? Turn b 348
Hlhusion? Lt to 16g
Meither of these? Turm Ei 281
400
Which spe]l will vou fry e:u;__;ainht the Slime?
Fire? Tamm to 188
Wither? Turon Lo 380
fce:? Turn to 282
Mone of these? Turm to 336 and

chonse again.
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SORCER™! "

7.0 JILE SHAMUTARTL HILLS

Yomr search for the lesendary Crovwn of Fings lakes wau tn
e Shamptanti Thlls Alive wilh evil creamires, lawless
wanderers and bleedhissty monsters; the lapd is riddled
wilh' tricks and traps waiting [or the wnwary traveller. SVl
v bee asle b eness the hills safely and aeeceged 1o the secnnd
patt of fhe advemture — O will von porish o the attemyal?

I ORHARES CITYFORT OF TRAF:

Az & warrior RIFing on force uf arms, 0r & wizard froined in
magic, vou mosd brave the tetons ob @ ociby budl 1o frap the
unware You will necd all vour wils about yon wo survive the
emimapinable Tomors ahead and b make genge of the clnes
which maw [ead fnovens sudcess — o b ot donm!

Complete with 2l die magical spells you will need, each book
can be plaved cither om it pws oraz pakt of the whiale anic.



o TR SENEN SERTENTS

ceven deadiy and magical serpents speed: shead of woo o
wain e evil Anhmage uf vour coming, Will you be ablds 1o
caich them Brforo they get there?

& THECROWX OF KIS

At theond of vour lang treb, you Save the ankmmemn oo of
the Mampang Fortress. Hidden ingside the ke is the Crown
of Kings the nldmabe goal of the Sariery! epic. But boware!
Farifyou have notdefeated the Seven Serpents, your asdval
has Desn anticipated |, |

FIGHTING TANTASY

By Jackann

Ihe world of Fighting Fanbasy, peopled by Orcs, dragens,
zobies aind vampires, has captured shet imagimetion of mil-
i of rradders wrorid-wide. Thiilling advenmires of swordand
soncery come ke Jife iy the Fighting |'i;|:'.|:il"i_'_-' Garnsbooks, wwhere
thes rrader B the brern, diceng with death and demons in svanch
cf villaine, tessure or fmeedom.

Mooy WO can create vour owm Fighting Fanfasy advenlures
and send vour frends off on dangercus missons! Inthis clearly
written handbook, Steve Jacksin has pollogeiher evervthing
vou n2ed Lo beceme a suocesshal GamesMaster, Thereare Tanls
on devising challenging combats. menstars to use, tricks ancd
tactics, 25 well 2z o miniadsentures complele wilh Games-
Belasdier s modes, fior viou b0 start with. The ddeal introductius o
the fest-growing worlkd of roleplavieg games, and Jiterally
cionbbess sdventuzes,

WHAT IS5 DUNGEONS AND DEACONSY
Johee Brtterfield. Flnitp Purkier, Dapid Hodg s

A Lmemeting gude 1o the greatest of 2l role-playing games
which nciudes detailed backgroumd notes, nints on play and
cungeon design. strategy and tactics, and will prove invaluabie
for placers and beggnners alike . Take the plunge intoadventore
and see what fun vou can have!
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