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| Cunning epponents and deadly Androids
await you — as an intergalactic bounty
bunter!

The unscrupulous Gromulans, who have long
been based an' the phscure planet Earth, have
kidnapped the Galactic 'resident. YOU are the
top Rogue Tracer of that sector of the galaxy
You have forty-cight hours before the top-
secret contents of the Presidents mind will
have becn extracted by Gromulan brainscan.
Can you overcome your lethal opponents, find
the President and rescuc him in dme?
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Part story, part game, this is a book in which

YU become the hero! Two dice, a pencil and

an eraser are all you need. YOU decide which

routes to take, which dangers to risk and which
foes to fighr.
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FUFFIN BOOKS

STARSIRIDER

When the Gromulens kidmap the Galactic President and
hie him somewhere on planet Eacth, the powers that be
naturally tam to vou: for YOU are the top Rogue Tracer of
thie sector whiare this minor planet s situated . Your job s 10
nescue him Yo dio ot kaew where he i, but you keowe that
vou will Be up against cunning oppenents and some of the
dradiicst Andraids i the galeooy - and vou are well awanre
fhat there are Hkely o be many unforeseen diangers as well.

You have only foety-eight s i which to sncceed; after
that, the bminscmning of the President will be com-
phee

Two dice, = pencl and an eraser are all you need to embark
on this thrilins adventure, which is complete with its
elabomte combel system and 2 doore sheat to Tecrdd
gains and losses.

Many dangers Fe ahesd and your success is by no’means
cereain. YOI decida which routes to follow, which dangers
to xisk and which adversaries to Axht’
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THE MISSION

Rogue Tracer. A hunter of fugitives, criminals
and wanted beings who have a price on their
heads. Formerly known as bounty hunters,
Licensed by the Tracebeam E.]Iga.mmhn:m Elite
Rogue Tracers are known as Star Striders,
Encyclopedia Galactuw

Special message follows - . .

The Gromulans have kidnapped President Xerin of
Galaxy One Federatiom. He has been taken to a
quadrant in the northern hemisphere of the planet
Farth. It is feared that he is being brainscanned at
this very moment and the Zand Corpuoration
assures us that his cephaloprotector will hold out
only for a further forty-eight gravity hours, Afber
that time our computer defence codes will be in
Gromulan hands and probably in the hands of our
enemies, the Empire of the Purple Flag. You are the
best Rogue Tracer in Sector 6. In the galachc top
money-making table, you rank 7. You have been
chosen very carefully and your mission, should you
decide to accept it (Standard Contract, M. 1., Special
Rates), 5 as follows:

You will make your way to Earth under the pretext
of vour Rogue Tracer activities, locabe the President
and GET HIM OUT. Spacefleet 7 will be waiting in
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Earth orbit for your signal. Please note Lhat success-
ful completion of vour mission will make you very
rich, but if you do not accept the assipnment,
Tracebeam assure us that they cannot guarantee the
future flow of criminal records 1o your terminal for
tracing,.

Pleaze indicate your acceplance of the mission
(YY) . . -
Thank vou. Further details now follow:

The Gromulans are a humanoid, hyper-mtelligent
peaple of unknown ongin who have previously
oty dabbled in world-scale terrorism. They are
experts in the constuchon of Andrads and are
masiers of illusion. They are the criginators of [Thas-
o-Vision 7o for Galaxy Ents Corporation, but were
robbed of all copyright in the last century. Thar
latest invention is the Muos-o-Scope, a portabice
Husion generator. The Gromulans will be expecting
a rescue attempt, so BEWARE! To assist you, we
are activating our ‘planted’ spy Androids in that
sector. Look out for these and the CodeMatrh sig-
nal, but be extremely careful: the Groms are experts
in “tuming’ dedicated Andnonds

The Gromulans have been using Earth as a base for
the last century. Ttis a small, insignificant planel on
the edge of the galaxy. Once heavily populated, but
now n decline, most of it native inhabitants have
emigraled to Alphacent. Its only source of crediis is
the servicing of freightioruisers and the mining of
salt. Untoriunately, the phozon crystal does not

In

function in that solar system and we cannot pin-
point locations with sensormatics. You will have to
signal the rescue fleet once you have found the
President.

The remoteness of the Earth and the lack of sensor
detection has meant thal fugitives have flocked to
the planet. You will fimd many “targets” on Earth,
50 vou may be kepl busy in your normal profession;
this makes the rescoe more difficult, but also

strengthens your cover,
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LLIKELY ENEMIES

Gromulans

Gromulans are very intelligent humanomds, who
would rather surrender than nsk a fight in the
physical sense. They specialize in deception and can
talk the three hind legs off 2 Wooki. They were
nomadic, bul have settled on Earth for the last
hundred gravity vears, where they have developed
their Androids and patent llus-o-Scope. Some re-
ports talk of an addiction to chess and small Barth

frails.

Gromulan Androids

These can vary tremendously in design and type.
They are the main power-base of the Groms and the
Exoel Class are VERY DANGEROLUS. You are
skilled in techniques of fighting Androuds and will
have a good chance against Guards, GromPols,
Admins, Sweepertrons, eic., buttry to steer dear of
Excels. If you do get cose to one, probe for de-
activation peints: the Groms fear their creations
turning on them and all models have built-in weak
sputs. As with all standard types, a badly damaged
Android will seli-destruct.

1z

Fugitives and Criminals

You may meet anyone from a tax-dodiging Ferian to
2 Pirate Prince. Many will leave vou alone, but if
they suspect vou of being a Rogue Tracer, they may
run or attack. Remember, you operate within the
Galactic Law and are bound not to lall human
beings: If you do, you will be a fugitive and be
hunted down. If you do trace fugitives, “cache and
mark” them for future collection.

Houlgans

These are local feuding groups of native Earth oni-
gin, belicved to number Bo—go tribes. They base
their fanaticism on some long-forgotten religion,
which revolves around colours of clothing, gen-
crally scarves. Each tribe has its own style and
colour. Their individual combat potential is zero,
but they can be imtating in Jarge numbers. You
might be able to use them to your advantage. Most
important among the tribes are R'al, Juve, Stienn,
L'pool and G'ners. Do not on any occasion wear a
coboured scarf: Floulgans will only take offence.

A



Musory Monsters and Demons

Croms have a liking for this sort of thing. Always
remember that the llus-o-Scope will nol be very far
away. You WILL be frightened. Gromuian illusions
have been known o make a Brontian take might
note that they can also be on a very lange scale.

WEAPONS

Rogue Tracers do not carry many personal arms; the
basic weapon is the Catchman, designed by Ulidor
Zonie. It shoots out a fine liguid plastic, which takes
the form of netting, wraps itselt around the prey
and thus totally incapacitates him, her or it. Unfor-
tunately it has a high failure raie (33 per cent).
Rogue Tracers are skilled in the use of all weapons —
blasiers, stun guns, even the old-fashioned neutron-
swords — but in the last resort they rely on thelr
quick thinking, fast reflexes and superb fitness.

Ty



ABILITIES

The mission vou are about to undertake will involve
your l'ravelhng on a strange planet and facmyg un-
known dangers. You must thercfore determine
your strengths and weaknesses. You will need two
dice, a pencil and an eraser. Scores, dues and time
laclors are to be recorded om the Adpemture Sheet

provided {pages 22-3).

Skill

Roll one die. Add 6 to this number and enter the
total in the sk1iL box. A high sxivt score shows

good fghting ability.

Stamina

Roll two dice, Add 12 to the result and enter the fotal
in the sTAMINA bax. This shows how it you are,
and how determined you are to succeed in your
mission. The higher the score, the longer you will
survive. sTAMINA will be lost and restored
throughout the mission, Always remember to look
after yourself: it food is available, have some; if rest
s opportune, take it. Remember, vou cannot go on
for ever like a phozon-powered Crinkletron! A high

16

sTaMINa score will also help you out of difficult
situations that require physical effort, such as run-
ning, jumping, leaping, swimming, oic.

Luck

Even a top Rogue Tracer needs lots of 1O0CK Lo
survive. Roll one die. Add 6 to the result and enter
the total in the Luck box: When asked to Test your
Luck, roll two dice. If the result is spual o or fess than
vour corent LDCK score, then you have been
Lucky. If the result is greater than your LUCK score,
then you have been Linlucky. Each time you Tesi

youir Luck, vou must reduce your Lyck score by 1

point. There wall be times when LUCK points are
restored, but if you find that you have no Luck
score, you will be Unlucky in any test.

Fear

Roll one die. Add 6to the result and enter the total in
the reax box. Since the Gromulans rely so heavily
on illusions caloulated (o scare, ¥ou must al Umes
Test your Fegr Facior. A bad state of mind can affect
YOur sSTAMINA and sKILL, and you may be asked to
reduce these, if vou fail the test. Dietermine if you
are fmghtened in the same way a3 vou determine
iLLck (see above). The rar scure stays the same
throughout the mission.

=



Time

Time is crucial in this mission. You most complete
yvour task belore TIME runs cut. You begin with 48
Time units, which will reduce as you progress in
vour quest. Note the reductions carefully. Do ot
wante Time, but spend tivie gathering cdues that
will save TiME later on, U YOULr TIME SC00e £viel
reaches zerg, you have failed: the Gromulans have
extracted the defence codes from the President's

brain,

18

COMBAT

You are armed with a Catchman, which you can use
toavmd combat, but you will have to fight your way
out of certain situations. If vou have to fight, it will
usually be hand to hand against one opponent,
However, there will be occasions when vou have to
fight with weapons. In both cases the rules of
combat are as follows:

1. Record vour opponent’s SXTLL and STAMINGA

scores in an Fncounter Box on the Adventure

Shert.

Holl two dice for your opponent. Add its skILL

score. The total is its Attack Strength,

Work out vour own Attack Strength in the same

way, by adding the roll of bwo dice to vour SEILL

5. Tf vour Attack Strength is higher than your op-

ponent’s, then you have stuck a good blow.

Sobtract 2 points from your oppotient’s 5Tam-

IN A SCOTE.

T vour opponent’s Attack Strength is greater,

then vou have been hit. Subtract 2 points from

VOUT S TAMINA S00FE.

6. 1f both Attack Strengths arc equal, then you have
avoided each other's blows.

. Adjust stamMina scores and begin the next
Attack Roond.

b

i
r

L

")
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8. Repeat the sequence until one STAMINA sooTe
reaches zero, when the fight is over

If you Tose, this usually means death, but there will
be occasions when yvou can craw] away and try fo
banild up your STAMINA Elba]'l.'l

1f vou throw double 6 at any fime while fighting an
Android, then vou have found the “weak spot’ and
de-activated it.

FEATS AND TASKS

In certain spedal cases vou will be asked to use your
sTaMING and sxine scores for other purposes,
stich as aerial combal, shooling at crafl, ete. In these
cases you must enter details in the speEcTAL En-
counter Boxes on the Adventiure Sheel, bul you must
NOT reduce vour real STAMINA sco™,

Throughout! the mission vou will be asked to deter-
mine distances to jump, leap, swim, etc., by the roll
of the dice, and to determine your ability to achieve
these feats by adding the roll of a dic to your current
STAMINA score; vou must enter these details in the
PHYSICAL TA5KS bomes of the Advemture Shest, but
vou must NOT increase your actoal stamisa
SEOTe.

LOOD LUCE.

Messag ends.
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1

You have docked into Earth Shuttle Station 23, "All
lines 1o Ear— Sector 3, a bright neon light
announces. You park your Oberom craft in the
short-term airlock and walk down loa dirty-looking
ticket-office. There's ne onearound. You bang on
tihe small plexi-glass window and eventually a
MegaCorp Andruid appears and stutters at you. 1
chould have been out of commission years ago, Tt
has difficulty in understanding vour request for a
ticket on the next shuttle, but eventually takes vour
credit card and wtters whal vou will soon recognize
as & traditional Earth saving, ‘That'll do nicelv.” As
you fudge away down the eomidor, you hear the
MesaCorp squeaking ab vou to ‘have a nice day’,

There are about bwenty seats in the shuttle, of which
only five are ocoupied. You are direclad to your seat
and given a copy of the safety procedures by a
serviee Android, and vou st down on something
sticky. The Android asks vou what you will have.
Will you reply:

Nothing? Turn o 199
A cocktail? Turn to 69
Food ubes? Turn lo-203

2

You are inan empty chamber. There are exits north-
east {tumn to 71 and south-west (horm to 395). To the
wrile-west is another hunoel (tuen o 2y)



34

3

As yvou walk along the trench you hear the rumble of
machinery below vou. You tap the wallc on either
side and find that they are not solid. You kick hard
and the side wall collapses. Inside there is a tunnel
with a long conveyor bell full of sslt heading back
to Roma. You jump on and take a nde. Acd 2
STAMINA points and lurn (o 149.

]
They sit you down and give you some *home brew”

that tastes like rocket fuel, They obviously think that
youn too are a fugitive, and they do not question vou
too closely. They seem tobe planning raids on Grom
houses in the area and yvou see that these might be
an opportunity of geilling 1o a ComTerm for m-
formation, Suddenly a large, bearded rogue with a
fat belly comes up to you and punches yvou m the
face. Do vou fight back with all vour might {turn to
216) or let him beat vou (turn to 141)?

You stand at the left terminal. It is obvious that a
chess move involving the kmight is needed. There 1s
one knight and there are two possible moves. Do
vou press kmight to king's bishop three (furn to16o),
or knight to king's rook three {(turn to 112)?

[
Suddenly a Grom appears in front of you. This 1s
obvinusly an llus-o-Scopeimage, since he is talland
good-looking. He smiles and tells you that their
galartic ‘moles’ have got information that you are
here to rescue the President. All you have to do is
comfess and you will be nichly rewarded. If not, you
will never be released and your mission will fail
anyway. Do vou admit to your mission (furm to 57)
or keep silent (turn to 122)7
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¥ are v a chamber Far‘Ld full of food cubes and
drink tubes. A Forkliftron is busy stacking small
boxes. Thr you wish torest, estand donk? if you do,
deduct 5 TIME units and add 4 sTAMINA points.
There are exits north-east {tum to =) and south-
sk (luirn B o2).

You darecorrect: A + B — 1 = C. The door slidesopen
and you are faced with an exact rephica of yourself,
Calchman in hand, You ignose the llusion and it
slowly fades away. You see the ComTerm in front of
vou. You can still hear blasters firing in the distance
and vou realize that Gus s buying you some pre-
cious time. The screen shows:

Pass-code & 65 73 6 ?

Work out the next number in the series and then
turn to that number. If yoo cannart wiork if out, tem

tor 10y,

All your zenses say no, but vou stepinto the cockpil
and the hands grab for your legs. You feel nothing.
You sit down where the seat should be and a hand
wraps itself around your throat irom behind. You
ship your hands into the bubbling mud and guess al
the location of the rocket starter. The rocket screams
and the mud becomes transparent and fades. You
look behind vou and on the back seat is a piece of
Gromulan technelogy: part of an THus-o-Scope 15
wired up to the Zip’s shield and was obviously used
by the Lorgan to protect his craft. Turn bo 211,
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10
You check carefully thal there are no Groms or
Androids in sight and then stride inbo the room. The
ather ciminals stare in amazement. 'Ihe terminal is
ihowing Vidnews as part of hagh-seconty Grom
TV. Suddenly you see the President with a Grom
and twio Guards. Yoo look carefully at the coordi-
nates on the left of the screen. The first foar groups
are standard gelactic spare codes for Earth Sector
North, but you do not recognize the last group.
However you take care to memaorize the code. You
head for the door, bult just then a Grom walks in. He
crts 2 moted scream and you move ta hit him, but
he collapses in a fearful heap. You go through the
door and are promptly grabbed by two Excels. Turn
jeaic & -

11
The Android is a domestcservant type. but is
equipped with a sensmbive ‘people-placer’. Tk senses
vou, goes over to a panel and iz about to press a
buttim. Yoo rush at it Test your Lk, If you are
Lucky, vou have caught it belore it has hit the
button (o to 236). If vou are Unlocky, two Bxoels
appeal. They grab you and stun you, You have no
chance agsmst them.




12-13
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Deduct 2 TIME wmvits. You are in a chamber with
exits north {tum to 336) or west (tom to 180). A
southern exitis biocked.

1

You punch Lam in the fana?arld seramble off towards
Willi. The manhole il is holding open is rusty. You
jump in and Willi follows, dropping the hid and
locking it from the inside. You are in a dark, airdess
hole. There is a passageway ahead and n the dis-
Lance you can sec a faind light. Willi beams up its
eves to give you some light ko negotiate the mass of
pipes and wires in the tunnel. As vou both walk
along, Willi trps up and sits In a puddle. You carry
on heading for the light; it is coming from a gnlle up
above, Just then you hear a low moan and fum
around. Willi has disappeared. The moan s coming
trom an access shaft down below. Do you decide to
climb up to the grille {(fom & 192) or go down the
ghaft (turn to 255)7

14-15

Inade "Le Spot” it is dark. There are sealed cubicles
that take credits. You pul one in and a door slides
open; you walk n and sit down in the single chair
provided. Four set menus appear on a screen, The
descriptions are very appetizing, You opt for the
most expensive menu, but all you get are the same
old cubes in different wrappings. Add 2 5TAaMINA
points and turn to 136.

e
It stops whining and .I."-I'EE-E:]"‘E for the strest. Yoo let it
pass. It dawns on you that in VidEnts there is a
certain code about ‘showdowns', and it will not be
expecting an attack from behind. You pull out the
Catchman and fire three spuris. The Fxcel topples
over, but begins to tear the plasti-net apart. You call
the men to help and all three of you fall on bop of the
Android. s strength is immense. Meanwhile (he
grrl has got into the ZipCar and backed it down
towards the fight. You all get out of the way and as
the Excel gets up to op yvou all to pieces, she blasts
the rocket motor at s back. The Android goes
dowm, with plenty of arcoitry exposed in its back,
Tum to 261



Th—17

16

The others drag the insensible Gigantian away and
chain you up. You watch them go out and look for
your equipment, Your Chronograph and Catchman
are on a chair dose by. From whal you've heard,
vou know that vou are in Paris and that if vou could
send out a CodeMatch signal, a “planted” Android
might pick it up. You stretch out vour foot, frying io
hook the chair and pull it towards you_ Boll two dice
and add up the total: this is the distance you will
have to streteh. Roll one die and add the number Lo
yoursTamin a score: thisisthe imit of vour siretch.
It the distance is greater than the siretch, vou are
stuck and you have failed i your mission. 1f not,
urn togg,

o

You break open a cube and bite into the sticky
browen mess. Just then vou hear the roar of Rocket
Bikes and. before you can look up, Lopsti bursts in
with his gang. You are surrounded. They swing
clubs and finger their stun guans. Lopst wants you
tor g with them. Do you try o Gght (turn to 248), or
will you go with them and try something later (fum
to175)7

18~10

18

You are correct in your calculations: A+ C < 2. The
deor shdes open and vou walk into a dark mowem.
The only light comes from the glow of a ComTerm.
The screen shows a list of options including one
called “Security” You press this and a sub-menu
appears with an option for "The President’. You
smile inadmiration at the logneal and highly efficient
Groms. You press thi=s option but all you get s a
sequence of numbers:

?

1 8 z7

Caleulate the next number in the sequence and trn
to that number. You will be told immediately if you
are correcl. U vou cannot work out the sequence,
oy

1

Kinta Lopsti has beaten }rgu. While he rushes off to
call the rest of his gang, vou crawl under the stairs of
the diner and through a broken air-shaft grille. You
hear the gang arrive and Lopsti‘'s tantrum at losing
you. They eventually set off with their Rocket Bikes
roaring. You crawl out and get back to the diner. Ttis
deserted. You find a Silverhound bus schedule
which shows a much-reduced service: the next one
beaves in forty-eight gravity hours. The diner oper-
ates only when the bus passes through. You are
tired and hungry. You find a food dispenser but it
will not accept youor credit. Will you break it open
(turn to 101) or go outside (turn to 230)7
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20

The docr opens easily and you see a 3-D projection
of the galactic rescue fleet. You look around and
realine that vou are in a Grom transmission studio,
which is beaming out the latest news to the Grom
ComTerm screens. As you wonder at the sive of the
rescue fHeel, a Grom technician walks in, sees you,
shneks and rons out again. Before yoo can move, a
Gigantian appears, who straightens up as he comes
through the door and looks at your. Yoo clotch the
neutronsword, bul the Gigantian opens its mouth
and a Korwellian death bolt shoots oot and mto
vour lorehead. You have no chance,

=1
You are ina chamber with blocked exits to the north
and south-east. Do vou go:

orth-pact? Turn tabz
East? Tum to 43
South-west? Turn to 85
Yeosl? lumnlos

There 15 aloo 2 modern senaller tunnel o the north-
west | hum to B2).

i
The Silverhound lurches off and vou have to lisben
to the reps’ dirty stories about the pleasure-planet of
Lusuros. Fventually youo reach Madrid and every-
pody gets off. Turn o179,



23—-26

23

You step inke emply space. Yoo spin a5 though
welphlless and a beam blasts at vou. All that re-
mains of vou is some dust in the comer, soon to be

swept under the carpet by a faulty Sweepertron.

24

You carry the President through the tunnel and
come Lo the bollom of a spiral staircase. Next to the
stairs 15 a large, very old-fashumed clevator covened
in ancient ads that mean nothing to you. You can
hear your pursuers. Do you try the elevator (lurmn o
307} or go up the stairs {fum te 37137

Z

The ladder is strong but fur_t, greasy and shppery.
'There are no features on the smooth steel shafts and
vou rest for several gravity minutes every once ina
while. The light from above gets nearer. Dedud 2
TiME units, Tum to zog.

26

You walk through and the door slides shut. Youare
in & square glass tank, with waker hanging above
you! You see no sigm of the door you have just used.
Suddenly a heavy steel ball with spikes falls out of
the water above you and crashes through the floor.
Others follow in random positions. Deduct 2 TiME
umits. Test wour Luck three times. If you are ever
Unlucky, one of the balls has hit you (lum lo 2o01). If
you are always Lucky, the balls have weakened the
Hoor. It collapses and you fall through (fum to 333}

2729

7
You speed into the pew turmel and impale yourself
on a2 mass of long steel spikes. The tunnel was
merely an illusion, a Grom trick.

28
You le down flat in the dirty muck. The Rat stops
just in front of you. It begins to weld a section of
pipe; you keep still. t moves off, but then stops and
comes back. A probe emerges from its middle. Tt will
detect your body-heat and blastvou. Do you run for
il {iurn 1o 289) or break the probe (ham to 81)7

29

As you approach the Houlgans, they notice you and

slowly surround you. They watch you carefully.
Some of them are swinging chains in the air. One of
them, who appears to be the leader, asks vouifyou
have any credits, You look at him carefully and see
that he has the figure go scrawled on his cheek. Do
vou give them amy credits (hurm to 147) or refuse and
staned your ground (tarmn to 287)7




J0—=31

30
Yoo stand sl The CromPol craft lands and two

Excels appear on either side of you. The Android
vou were tollowing also steps up. They search you
thoroughly and find vour 1D, Calchman and
Chronograph. The Android &kes your Chrono-
graph. It finds the secret CodeMatch, pressesit, and
a matching bevp is emitted from the Android's arm.
Immediately you are in a box: an obvious llusion,

but the 'FE"I".‘:'PEL‘E".-'E ]'iE'E'F'E l:h.anging and the walls |

get larger, smaller, taller and shorter. You are dis-
vrientated and wake up ina Grom cell strapped toa
Zand Corporation “Tell Us All”. You embark on 2
lomyg process of interrogation. You cannot compilete
VOLLE Mmission.

31

You look around. In the distance two Guard
Androids are walking along a wide avenue. [t
appears as though they are looking for something.
You stroll away and tom left down a smaller road,
where you notice an old Vidpnnt shop with some
antiguarian floppies in the window. You have not
seent floppies since your wvisit to the Cavod and
Xiberti museum when you were a kid. Do you gein
{furn to 251) or carry on {lurn to 83)7

F2=33

3z
You look around. You are in the grounds of a

well-kept house. You walk through the gardens and
then hear someone calling: it turns out tobe a Grom,
who has come put of the house. He tells youo that hae
15 glad you have come, since the acidity regulator is
faulty, so the Mus-o-Scope will not work and the
Androids are incapacitated. He takes you past
«evetal tmmobile Androids to his ComTerm and
looks at you expectantly. You cannol resist the
opportunity, so you grab him and threaten him
into consulting Grom Security with details about
the President. The blood drams from his thin face
as he goickly fumbles with the keys; then he col-
Lapsesin a dead faint. Deduct 2 Tim® units and turn
to 237

33
You have calcolated correctiy: A+ B —1=0C. The
screven shows a meno and you pick security in-
tormation. Another menu appears which includes,
with typical Grom efficiency, an option for the
President. You press this option and all you get is:

212 (59} o4

737 0 7
Ii you can supply the comrect answer, fum o
that sectiom. You will be told that you are correct
siraizght away. If you cannot supply the answer, turn
o 2.



435

The Android rushes out and falls face down in frond
of vou. It has two holes in its side, and inits hand is
a piece of paper. You read what's on the paper and
vou recognize the first three groups ol code as the
galactic coordinates for London; the fourth group
vou note down (if you do not already have it).
Deduct = TiME units. Suddenly a Grom craft
appears, its cannons blastinge at vou, You riin For it,
Do you go left {turn to 104) or right {furn to 156}7

35
You stop in the tunmel when you meet vourself,

with neufronsword in hand. You suspect an
illicion, but dismiss that thought as the beam shices
mto the shoulder-pads of vour coat. You realia
that the Groms have been busy building a replica
Android which you will now hawve to fight.

REPLICA ANDROID SsSKILLY STAMINA 1D

I you win, a small fiving leech from Stokex g shoots
out of the Android’s body and fastens itself to your
leg. You have to cut it out. Reduce your STAMINA
by 2 and tom o 21




36-38

36
You head off south with Willi towards its master's
house. Willi is very chatty: it has been given a
Random Persemality Chip. Some of its coordination
functions have been corrupted, however, and o
drops its boxes again. By the time you reach the
house vou are carrying most of them. There arc
three Guards at the house, plus an Hlus-o-5cope and
various pther Crom devices, Willi calls vou when
the coast is clear and points to the door at the top of
the stairs. It has nol had a chance to get msde and
investigate the ComTerm. You run up the stairsand
fnd the dovr unlocked. Will you rush straight in
{furn to 260), or do vou prefer to check out a possibie
alarm cirewit (turn to 3017

37
You are in a chamber with blocked exits south,
north-east and north-wesl. There = an unmarked
door (turn to 20), and exits west {tum t© 353) and
east (furm bo 116).

38
You press “A” and on the soreen you see:
QBt7 RI88 20KK

You recognize this as the open code for London
base. Then the screen goes blank. Tum to 368

3540

34
The shuttle lands in the dark segment of the planct,

m what appears to be a desolate area ol Sector 3.
There are no habitation Hghts and you assume that
this base station was built in the days whenshuttles
needed huge landing-areas, All the passempern
troop out into the station. You look up and see the
familiar Rocket-a-Hire sign and go over to a shoddy
counter. [here is no Android on duty. You stand
there reading ZipCar brochures while all the other
passengers file towards the Silverhound which is
waiting ootside, smoke belching from its rocket
outlets: its destination s Madrid. Tn the far cornera
Sweepertron takes a break [rom its work and laoks
a2t vou. Do you wait around for a ZipCar (turn (o
145}, Btk to the Android (lurn 1o 357), or join the
others in the Silverhound (b to 37307

40

You wake up and find yoursell lying by an anti-
gravity swimming-pool. &s you stare at the block of
water, the Grom comes out and apologizes for the
deceit, "but it does make the game more interesting
when the stakes seem to be life itsell’, He gives you
food and drink {add 4 5TAmiNA points), then talks
to wou for several gravity hours and lets ship that he
i highly placed in Gromulan HQ. In the corner near
the house is a ComTerm which occasionally beeps.
When the Grom leaves for a moment, you catch a
glimpse of the Galactic President on the screen, Lo
vou approach the ComTerm {turn to 242}, or stay
where you are (furm tv 190)?



4132

41

The ZipCar performs well and logs m a flight path
for Madrid. You set it for ‘autoland’ and key in the
required landing-request data. You relaxas theu.:ea.{t
does all the work for you and sets you down with a
gentie bump. Deduct 2 TiME unifs.

You get out and snap the plex-glass top dowmn. You
fnotice that the Tlus-o-Scope is beginning to work
apain; it #s filling the cockpit with blood. As you
walk away vou look back and ses a GromPuol looking
over the ZipCar; vou suddenly reshze that it is
stalen. You will not be able to return to it. Tum o
174.

42
You run very fast, but two Androids appear behind
you and give chase. Roll three dice a'nd_.‘_ldd up the
total; this is the speed of the Androwds. 16iks greater
than your sTaMina, they have made you change

directun (turn to 262), If vour sSTAMIKA IS equal fo |

or greater than their speed, you have outrun them.
You carry on for a while and then stop by a large
building and look around (furm 0 59).

43—44

13

[he Android tells you it is from the GUS series
[Genos Undercover and Subterfuge] and sets a fast
pace to the east. B weaves through the side-streets
and spom you are both standing outside a Grom
mansion. Gos does not hesitate on seeing the Lwo
Guards at the door. It tells you to wait and then
approaches the Guards, walking backwards and
dragging one foot. The Guards walk towards Gus,
curiosity drouits buzring. As they draw level, Gus
tzkes the first guard's head off with a hand blow and
kicks a chunk out of the second’s middie. You rush
to help, while the Guards kick, gurgle and buzz.
You st on one wntl it self-destructs. Then you
follow Gus into the house, "ComTerm should be on
the flowr above,” it tells you as it adopts a position by
the elevator, blaster in one hand, stun gun in the
other. When you reach the top you can hear the
swish of blaster fire. You realize that vou haven’t
murch time. There is a door abead: tum tog2.

+

You are in 2 chamber which has obviously been
refurbished in hi-tech Grom style. There i a
Vidsereen on the wall with on image of vou and a
waming that you are probably in the Inner London
base Deduct 2 TrME units. There is a door marked
Strictly no unauthorized entry” (turn to 334), and
cuits west (fomn fo 71 or vast (tum to 131).



45-46

45

You are very tired by the Bme vou land at Roma
terminal. You check when the bus is due to leave
and set an alarm on your Chronograph. You slagger
out of the terminal and the first sign yon see s that
of a Fast Food and Sleep Unit, Tt looks very shabby
and some dubious characters from the bus are
heading for it

That'll do nicely,” squeals the gate mechanism
when you slip your credit in. Tnside you pick up
some cubes advertised as Virwat-duck flavour and
sit on a broken chair munching the tasteless mush.
You look around vou; rubbish litters the area and is
being kicked about by all sorts of rogues; a couple
vou recognize are worth a few hundred credits, but
vou are far too tired. Sitting on one of the sleep units
i= 2 woman cleaning a stun gun. She looks familiar
and stares af you. Then she lies down and closes up
her unit. You do the same. Add 6 sTaMINA points,

When you get up, she is just leaving. Do you follow
her {turn to 153) or hurry on in your search (furm fo
142)?

Deduct 2 TiME unifs. The one straight ahead gives
you the best chance of using the Catchman. You
fires throw a die. I you throw 1—3, it has failed (fum
to 207). li vou throw 36, you have caught one of the
gang (turm to 345).



§7—49

47

Suddenty the scene changes. You are standing by 2
beautiful beach, the sun is setting and you know
that vou are rich and powerdul, but ¥ou cannot
remember any details. You are about to remember,
when your Rogue Tracer mind-training reasserts
itself and vou know that this is just another Grom
brain-game, The scene fades mto darkness. Four
doors appear. A voice tells you that three of them
lead to death and one leads to freedom, and that the
choice is yours. You are also forced into a dedsion
by the wall behind you glowinyg red hot and pushing
you towards the doors. The doors are marked with
chess symbols, Do vou choose:

The pawn? Turmn t0 23
The knight? Tum to ks
Therook? Tumioziz
The bishop? Tum toz25

48
¥ou are in a chamber with a blocked exit south-east

and exits cast (lurmn to 331), west (furn to 21) and
north-west (turm to 62}

49
You head towards the ight-hand shelter. The bollis
ready to charge. You wait for il to get dose encugh
fo prod with the spear.
BULL

SKILL ¥ STAMINA I2

§o-53

i you reduce the bull's STAMINA to 6, you have
struck its shoulder circuits, There are some sparks
and smoke; and you Tun into the shelter. You look
around, but there is no door: you must try the other
shelter. Turn to378.

e
You keep your hands away from your coat and walk

towards the Android. You hear one of the men say,
He is mad, his dreuits are all bwisted.” The Android
whip< outits gun, but then stands stock-still making
= whitring nowse. Deduct 2 TIME units. Do vou try
to immobilize it (tum to 205) or to get more In-
forrnation from the people in the bar {turn to 306)?

51
You are in Red soom, Level 1. There are two doors

ieading downwards. Reduce oxyGen levelby 1. Do
vou go left {turn to 97) or right (furn to 182)?

3+
A shot blasts near you and you collapse. The
Androids approach vou, while the craft is blasted
cut of the sky by Grom defence missiles. They grab
vou just as you begin to black out. Tam ko 323,

53
Test your Luck. 1f vou are Lucky, turn to 395. If you

are Unlacky, burmn &0 67.



54-55

54
You are right to refuse. Rogue Tracers never give

any information on likely targets. The Grom accepts
this fact and smiles. He stares at you without speak-
ing. You look him up and down and realize how
remarkably slight he is and how easy he would be to
overpower. Just then his neck lengthens and his
head stretches fruom where he is sitting to right in
front of your face. His mouth widens and is full of
fangs about to bite your head off! Test your Fear
Factor. Tf you are Irightensd, reduce your sTAMINA
b¥ 1 point. Then you are allowed back on the bus.
Tum to g

55

You have broken a beam. Everything becomes fluid;
images change. You {ind yourself on a large black
square. You look around and see similar black and
white squares and giant chess pieces all laid out on
either side of you. To the Jeft a giant white pawn
rushes towards you and stops in the white square,
then to vour right a black knight leaps out and lands
with a thump on the black square diagonally next to
vours. You know it's an ifllusion, but it has a power-
ful effect on vour brain. The biack knight begins to
chase vou, and you run for the edge of the board. It
tands just behind you with a loud crash. Ahead a
black pawn blocks the way. You can either stand
still (turn to 129) or go left {horn to 172).



5h—38

g
Yom arein a chamber with exits east {turm to 3g5}and
north (tum 1o 288}

57 :
The Grom smiles and Jooks you up and down. Then

all your molecules are blasted apart.

=B

J .
You walk up toit. Do you demand a ’Ehv:rwd-._mwn in
the street (burn Lo 15) or ask it where its horseis ftum

o 214)?

sg—50

Across from the building you see a flashing sign:

1505 c—us’. You walk up to the front door, which
= just 2 bead curtam. You walk through and seea
ke projecting an old Galaxy Ents Promo. You walk
up to the dispenser and press for a Mangola tube.
Youl look around. There are many ‘untraced’ rogues
about— nich pickings if yvou were in the mood. [n the
far corner a fight beging. Someone gets punched
and falls into the projection. He is followed by
Orvium, who stands over him and kicks him. Turmn

o 2o

You sneak past the house. You are tempted by the
zunch, but if it 5 a Grom craft it will be well
guarded. Just them you see an Excel Andmoid two
hundred metres ahead. It is right in your path and
iooking straight towards vou. Do you jump into the
bushes (turn to 184) or stay exactly where you are
{turn to 206)7



fn—ha

61

he woman lies in the water. You get up and tum
saround as you heara noise. You are faced with [ive
men, all heavily armed. OUne of them calls out,
Felina” The woman mutters, ‘Kill the intruder.’
You wisely decide o run for it, and they chase you.
Throw three dice and add up the result. It this is
zreater than vour STAMINA score, they bave caught
rout, and you have no chance against them. 1i it is
less than or equal b your STAMIN & score, you have
mbtdistanced them. Tum ta 376.

bz
You are in a chamber full of crates, There are exits
Hocked by rubble to the north and west. Deduct 2
TivE onits. Which wav do you go:

East? Turn to 134
Morth-cast? Turmn tor 318
South-west? Tumto 21
Soath? Turmto 48

Thers is also a smaller modern tunnel heading
south-east (hum to 82).
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63
The Android is disgulsed as an administrative sup-
porl. It is a good idea to attack it, for you know its
circuits very well. You Lhrow your weight on b

back and as it falls into the bushes, vou gently press

the back of its left ear. Automatic functions cease.
You reach inside its mouth and rip out the Com
board to stop it transmilting distress signals. You
have thirty gravity seconds before self-destruct selc
in. You can ask ome guestion:

Whereis the President kept? ITum o250
Where are Grom secrel records kept? Tum to33g
How can [ get into the administrative
building?

What do the Groms know about my

isEIm?

Tom 28

Tomtoioz

B4
You are correct: 1 cubed, 2 cubed, 3 cubed, etc. The

berminal Tequesks your question. You key in, Ts the
President in Madrid?” Tt answers in the negative.
Where is the President™ It replies, ‘He is kept at
a high-security Base, reference 16gA _ . " The
message stops, the screen goes blank, and then
voul are asked for your family code letter. You press
random keys, but it begins to flash ‘1iLEGAL
ACCESS. You memorize the hittle mformation you
got out of it. Tum to124.

;

|

f5=fy7

65

You take a risk! You press the starter and pump at
the pedal. T yowr Lok, If vou are Unlocky, the
tike does not slart immediately and Lopsti has had
time to hit vou with a stun shot (lorn to 95). If you
s1= Lucky, the bike starts and vou are in the air (turn

by uBEgl

1]

You walk along the street. Here the area is over-
growm, trees poke out of windows, buildings are
crumbling and gracs grows on the roads. Suddenly
vy hear a growl and in front of vou stands a huge
white wolf. You pull oot your Catchman and fire.

Test your Luck. I you are Lucky, tum to 303; if you
are Unlocky, tomn to 355,

67

4 strange dark creature blocks the tunnel., lts arms
end in sharp peinted teeth that move n and out. It
has no head, but there is a large eve in the centre of
1= body, If vou do not wish to fight, tum to 8s.
LEECH

SEIEL 'Y STAMINA S

If vou win, turn to 395.




68-bo

68

You suggest a game to be played on her parents’
ComTerm, She tells vou that she is not allowed in
lhere. You tell her it's a code-breaking game. She
stands there debating it in her mind. Her image
grows until she appears o be three metres tall. She
then assumes her real height; small silver stars arcle
her head, and she agrees. She touches 2 panel in
what seems 1o be a blank wall and a section of the
floor moves and carries both of you through the
ceiling. You notice a communicator on her wrist and
you realize fhat she could summon Excel guards if
she wanted. She takes you to a door and tells you
that i's in there. You ask her to go and get 2
Vidcorder and laserpen for the game. You siress
that viou want the real thing, no illusions. She skips
off, calling for Beany the Butler. Deduct 2 TIME
units. By the side of the door you see a panel with
the following sequence:

54 (12) 9
B @ 2
Waork out the correct missing number and go to that

section. You will be told at once that you are correct
If vou cannot work out the missing number, tum to

124.

L
A drink will only doud your judgement and you
will need a clear head for the task in front of you.
Reduce your sk1Lt by 1 point. Tum o 39.

Fo=71

b

You leave the grounds of the house with Willi just a5
2 ring of fre rs all round the building. Willi
tells you that the llus-o-Scope has been re-activated
and supymests a very rapid exitoutof the area. As you
walk along a deserted street vou ask Willi about the
cemiral admimistrative building. It tells vou that the
Flaza de Toros & excusively for Androids and is
built undergroond below the bullnng, a part of the
Grom Ents Complex. Willi knows that thereis a way
into the building through the Ents Complex. As
Willi talks, it disguises itself as a GromPol guard,
but you have to keep stapping o pick op the bity
that it confinually drops. [urn to 200,

L

You are in a chamber which, by its smell, seems to
be the Grom rubbish dump. There are lots of snail
shells around. many with decomposing snails in-
sude. Now and agan you catch sight of a large rat
delving into the rubbish. There are exits east (turn
tor 44 and south (horm b 532).




T

i

You board the bus, All the passengers are from the
shuttle. Yoo sit down and strap up; the Silverhound
urches and then speeds off. From their comversa-
2on, you detect that most of the passengers ave sales
mEps; the main topic is the price of salt-mining
equipment. Une passenger, obviously a Grom, sits
ahead in the small first-class section, He is being
sttended by his own Android. You begin to doze
oif, while the Vidscreen in front of you shows
endless adveris from Galactic Ents Inc. Deduct 2
TIME urits.

suddenly you wake up with a start. You look out of
the window to see lights flashing. The bus slows
down and lands in a swirl of dust. Two GromTPul
Aandroids get in and announce that they want to
check [Ds. When they see your Rogue Tracer's
scence, they grab you and throw you outside. Do
vou run for it {turn to 385) or go along with them
turn to 119)?



73

73

You race down the tunnel, splashing through the
sludge and water. You see the occasional dark
shape and then you see more and more. You stop
when vou realize that they are giant rats with huge
fangs. You are quickly surrounded by about two
dozen of them. You pull out your Catchman and fire
at the nearest bunch. Test your Luck three times
Each time you are Unlucky, deduct 3 sTAMINA
points for the bites you receive.

You crawl outof the sewer on a rusty ladder and you
se¢ a commercial transport in front of vou marked
with the name ‘Escargot’ and a cirde with a horizon-
tal line through it. Tt seems to be about to take off.
Do you stow away on the transport (turn t¢ 239) or
return to the Sibverhound terminal {(tum to 134)7

475

G
H

S ? 3 -.._' :-‘.H._“ FI

__j—

74
Tou cannot restrain yourself. Jose and the gang

watch m wonder as you flip over and take on the
rogue in unarmed combat.

ROGUE

SKILL 8 STAMINA B

If you win, you wrap up the rogue in plasti-net,
mark’ him and give the gang share discs in the kill’,
which should keep them from going hungry for
many months. Add 1 cvek point. You go through
the manhole. Turn to 114

Fir

You reach the Silverhound terminal and rush lor-
ward to slip in your credit. But there is no nead to
burry: there are only two other passengers, both
Androids. They stand still and buzz to each other,
You get on the bus, find a comfortable place and
wabkch a TravelVid about Roma. Apparently the
Gromulans believe that there = some connection
between the founding of Roma and their race. You
eat several cubes and then go to sleep. Add 3
sTaMINa points. Deduct 2 TimE units and turn
to 157.



76-77
b

When you approach Paris you are automatically
logged nto a Galactic Ents commentary on the dty

It Towsks beautiful, with its heavily overgrown build

ings. You fly over an old expressway which is solid
with rusted vintage cars — apparently the scene of
the greatest traffic jam the planet ever had in the
previous century when Earth was shill heavily popu-
lated, You land the Silverhound at Paris terminal.
When vou get out of the craft, vou are prompily
arrested by two GromPol Androids for onauthor-
ized Hyin g Dovou fight vourway out (turn to 399).
or do you go quietly {lum to 168)7

i)
You take off for cover, weaving twisling and

flipping over, using all your Rogue Tracer agility,
but even so a stun shot hits vou in the back. Itis a
mild blast, but it stops you in your tracks. You go
inside the hotel. Reduce your sTAMINA by 1 pont
and turm to 197,

-8

When you reach Pans vou see a beaohful over-
grown city. A Galactic Ents commentary automali-
cally staris up on your ZipCar speakers and while
the vehicle follows the preset landing coordinales,
vou look out and play the tounst. The commentary
i5 interrupted by a Mangola advert and then the
craft autolands. When you get out of the ZipCar,
two GromPol Androids appear and arrest you for
Hying without paving the toll charges. Deduct 2
TiME units. Turn to 314.

You follow the main street aimlessly. You stop and
ook around you. Turn to117.



B

So

You arrive at the Silverhound terminal with little
time to spare. There arc many people milling
around. A sign flashes above the boarding-gate:
‘Bus ¥t L You rush kawards the Android stand-
ing by the door. You show it your Kogue Trm;ff?
I; there 5 a sharp intake of air into its syslem, it
boards the bus and throws off a rather elderly
woman. She is very cross and the other passengers
stare at you while vou take your scal. You st niext to
an Excel and try to get some rest, but you find
difficult because there is a large group of natives ai
the front whi keep chattering and screaming al one
another while they pass around drink tubes and
tood cubes. They do not offer you any. Deduct 2
TinaE umits. Turm to 45.

|
|
4

You snap off the probe and it immediately begins to
blast in all direcions. Roll two dice. If you throw a
double, it has hit you with a deadly blast, Otherwise
it retires back to where it came from and you carry
on towards the light. You come to a vertical shaft.
Tumto g2

82

You speed along the tunnel and eventually reach a
chamber with cells leading off it. In the far cell you
can se¢ an Android lying on the floor in the early
stages of self-destruct. You rush over and there in
front of vou is the President; his clothing is tattered,
he has a space dagger in his hand and he is
breathing very heavily. You try to calm him down.
Tust then you hear a noise and turn around, The
Pregident Andrond stabs vou n the back.



H3-85

53

You can see a large droular building in the distance,
but as you head towards it you feel the throb of your
{hronograph, which is now pre-set lo CodeMatch
with “planted’ Androids. You look around you. To
vour left is an Android with some boxes in its hands.
It 15 being mtimidated by a bunch of Houlgans. Do
vour help the Android (turn te 276), or do you prefer
0 keep a low profile (furn te 319)?

a4
Three of the gang crumple up, entangled in the
plasti-net. You run for the nearest Rocket Hike,
jump on, start up and take off. You turn around and
notice that no one is pursuing you. Just then the fuel
tank explodes and as you plommet to your death
you remember the remote-destruct anti-theft
device, which is "widely available in all good stores
throughout the galaxy’.

85
Deduct 2 TiME unifs. You are in a chamber with a_
blocked exit south, and exits west (b to 53) or
north (fum to 267).




#65—88

&b

‘o am 1, in a manner of speaking,” he says as he
continues 1o fly behind the bus and i joined by
three other heavily armed ZipCars. Il is obvious that
thev intend to attack the Silverhound over the
mountains. You peer over his shoulder and notice a
scan monitor showing up the Catchman in your
coat. Your section of the cockpit is suddenly sealed

and you hear the sound of gas. Tum to 386,

87
You walk along what seems to be an old sewage
system, wading through water and shudge. You
come to a fork in the wnnel. Do you take the
left-hand branch (turmn to 372) or the nght {tum

b znz)?

You open the small door and find yourself in a long,
empty cormidor. You tread gently and watch out for
alarm beams. Eventually you see s door marked
ExIT, and another door marked:

GromPol and Fxcel serics ondy. Sinctly no
admittance to any other Androads.

Which door do vou take, the xxi7 (turn 10 194} o1
the ather one {turn to 383)7

S.E ;

B

Bracing yourself against the force, you press the
Thruster. The acceleration flattems vou into the seat
25 you speed up to ten times the normal maximum.
The Grom is left far behind. You cannot hope to
sieer, but have to rely on auto-pilol. As vou dimb to
maximum height, the fuel rons out and the rockets
shut off, but you have ime to glide in one of three
directions. Which one do you choose:

Left? Turn to 178
Right? Turntozayg
Straighton? Turn to 398

As vou walk along, }'ﬂuﬁﬂaﬁrrnhh- over a block of
stione. Nobang some wriling carved on it, vou
brush away the grass to reveal the legend Madrid
1Bakm’, with an arrow pointing in the direcion you
have just come from. You set off back alung the
road. Deduct 4 TIME units and turn to 327.

g1

You settle back in vour seat. The door slides open
and the Grom comes in with two GromPols. He
throws you a food cube and asksif you wanta wash.
When you have freshened up, you speed off to
catch the Silverhound. Add z sTamina points,
Deduct 2 Time units and turn to 381



ya=ne

gz
You stand by the door and see the fullowing on a
panel:

b g9 14
B 13 20
4 .5 ?
There is a numeric kevboard for keying in the cor-

rect number in the sequence. Groms are logical
people of great intellect. If you find the missing
number, go to that section and vou will be told
straight away that you are correct. I you cannot
work oul the missing nomber, turn (o 169,

93
The door slides open. You jump left and fire your
Catchman at the rogue on the lefl. The plasti-net
envelops him. The second pulls out 2 blaster, but
you are oi him before he can fire.

ROGUE

If you lose, vou are put into a sack and thrown into
the River Tiber, If vou win, turn to 138.

SKILL 7 STAMINA S

4
You pull the chair towards you with your feet until
you can reach the Chronograph. There are two
possible settings: one sends a beam a short distance
but in all directions (tum to 130), the other sends a
long thin beam in one direction (turn to 187).

9597

95
The gang fie you up and secure you to a Rocket

Sike. They take off and drop you into some remote
scrubland. Your mission i over.

o6

You swim into the river, ind a way out and cimb
up, soaking wel. Add 2 wwek points, Looking
around, you find that the Silverhound terminal is
directly opposite. You check with your Chrono-
graph and rush towards it just in time 1o see the bus
ke off. You have missed it! You look desperately
arpund for a craft, but thereisonly anc ZipCar in the
craft-park, and it has someone sitting mside. Do you
approach the ZipCar owner (born to1s4), or go back
nto the oty o look for transport (turn to 243)7

You are in Yellow room, Level 2. Reduce nxyGEN
by 1. There is one door up (turn to 51), a left door
down (turn to 106) and a right door down (lom to




98-99
98

You pretend to go in, and the Android rushes off.
You fom around and begin b follow i, and notice
three GromPols coming out of the building behind
you. This comfirms that the Android has been
turned’ and now has a Vidgraph of you in its
memory. Yon must destriny it! It heads for'a sty
metal structure of no apparent purpose. Just then
o hear explosions and see a ZipCar with Houlgan
colours flash past Il fires its cannons at the Android
znd you. The first shot hits the Androsd, the second
Test yotir Luck. I vou are Lucky, turn 1o 195, If
rou-are Unhucky, tum to 52.

99
You approach the two Androids and ask them

where you can get transpert to the nearest oty.
They inform you that only shuttle links are cunning
now and that the next shuttle is due in seventy-two
gravity hoors. They leave vou and speed oft in their
raft. Deduct 2 TiMe units. Will you wait for the
mext Siverhound (turn by 188), or set off on foot
b o 2837




I00—101

100

You can see no way of making the door slide open,
and then vou realize that it muost be pushed. It is
heavy and made of wood. You shp inside and find
that you are in a hallway with three doors leading
off it. While you debate which one o go through,
the middle door opens and out comes an Android
carrying a jar. Do yvou take cover (turn to 11) or
attack the Android {turn to 236)7

101
1t"s a risk worth taking. You kick it open and chew
some cubes. There is no alarm and vou can eat your
fill. Add z sramina points and deduct 2 TIMe
units, You then go outside. Tom to 2g1,

102—103

102
While the decav begins at its feet, the Android
replies, “Groms know of rescue attermnpt, they also
know of “planted” Androids. They do not know
who else is involved. They are monitoring the
rescme fleet . .. You ... The decay eals into
2l its speech functions and as you wet up the
Android disappears, leaving a pungent odour,
Deduct 2 TrMr units and tum fo 31.

103
Aiter walking for many gravity hours in the thick
forest, you arrive at a fork in the road. Do vou tum
it (tum to 268) or right (fum to ga)?



104105

104 :
You dodge to the left, straight mio the path of a
cannon shot. You take no more interest in this
IS,

105
You stand there as the door opens. They come in
and stand side by side fingering their stun guns.
willi suddenly leaps out with amazing specd and
attacks the one on the right. You kick the stun gun
out of the other’s hand and engage it in vnarmed
combat.

GUARD ANDROID

1f you win, Willi has disabled the other Guard. Tum
b o,

SKILLG STAMINA 10

106-107

106

You try to move off to search the house. She puts
vou into a snake-pit: snakes are underfoot, on top of
vou and winding around your arms and legs, You
trv to remember that this is an illusion. Test your Fear
Factor. If you are frightened, reduce your STAMIN A
By 1. You scream that you'll play with her. Turn
to 6.

107

The three gang members are tough street-fighters
and you are shattered. Lopsti realizes that the
diner's craft-park is not a safe place to hang around.
He kicks ome of his gang and tells him to put you on
to the back of a Rocket Bike. You get on and wait for
another member of the gang to smash a food-cube
dispenser and steal the contents, belore you all roar
off i a stink of rocket fuel. Tum to 354-



108-10G

108

The Android tells you that you'll need transpuort.
It takes vou 0 a used ZipCar centre owned by
Homest Lu_ig Six. Most of the cars are rusty heaps,
but Loig Six is not prepared to part with any of
them. He shows you a Grom Vidlaw forbidding the
sale of any transports without a special Grom li-
cence. The Android takes him to one side and
threatens him. He comes back with a frightened
smile on his face and is willing to accept a fair price
for a serviceable ZipCar. You check the fuel levels
znd get directions from the Android. You speed
zbove the city, heading north. Tum to 224,

109
You walk up to what seems to be the front door. You
&nd it open and as vou step mnto the house you call
gut. There 8 no answer. There are three doors.
Which one do you go through:

Lefi? Turntozb
Right? Tum tii 120
Centne? Turn bo 361




110=3111

1140

Alter a while a small Gromulan with an Excel on
either side of him appears and walks along the row
He slops in front of you and holds up a strange
device, Tt projects a beam and tries to brainscan you.
As a Rogue Tracer you are protected against this.
Go, we have a Tracer here,” he squeaks. The Excels
grab vou, lake you to a reom and leave you there. In
the comer is a ComTerm showing pictures of the
President. Do you want to approach the ComTerm
{turn to316) or stav where you are (fum to 296)7

111

You reach the shelter just as the bull slams its homs
into the heavy plastic. You look around the shelter:
there are two short spears there, which seem lo e
armed with impact neuronsplal. You guess that
there must be a proper entrance behind one of the
three shelters. Yoo will have to cross to the others o
find out. You pick up the spears and rush out.
Which shelter do you pick, the lefi one {tum fo 378)
or the right one (turn 1o 49)7

112—114

112
The door shides open and vou walk into a darkened
room. The door slides shot behind you. You arein a
Grom Moebius Time-Trap. Time will have no mean-
ing for you; gravity seconds will seemn to take vears
o pass. You are doomed and your mission is over.

113

You weave up and down and turn to fight off the
Grom. The cannons do not respond: there is no
phozon asto-shot as on your Oberon craft. Two
final shots slam into you and the Mark 111 dives oat
of comirol. You are already dead.

114
You are in a tunnel. Tt is dark and damp. There are

many pipes of various sizes stretching into the
distance. Deduct z TimE units. As you walk
towards a faint light, you hear a rattle behind
vou. You turn around and see two red eyes slowly
coming towards you. They belong to a “Service Rat’,
which is Inspecting the sub-ducts and making
repairs. You know that these machines are
equipped with blasters to remove any debms or
blockages. Do you decide to let it pass over you
fturn tn 28), or would you rather run towards the
end of the tunnel (tum to 28g)7



115117

115
You get up and try 1o dear your head while you slip
on the gloves.

GIGAMTIAN SEILL 10 STAMINA 12

Tf you win, turm to 1.
116

Test your Tack. I you ave Lucky, tum & 336. If you
are Unlucky, tum to 374

117

Y¥ou notice two Guards approaching, so you fum a
cormer and head west. You walk along a wide
avenue, At one crossroads there is a small market.
Groups of people stand around, some natives and
several Felines from Wistas 4. Tucked into a cormer
basement vou see a flashing sign: "SLEEF/EAT - An
arrow points down. You know that you will soon
need some rest. Do you want 1o enter the basement
(turn to z28) or carry on with vour quest (fum
o 324)7

118—119

118
On the way to London, you begin to cross a short
strefch of sea. Suddenty a laser blast hite your craft
and everything, mcduding you, is bumed to a
cnder.

119

You are pushed into the GromPol craft and made to
stzand in front of the Grom commander, who s
sithing down. He watches you very carefully, then
2:ks who vou are tracing. Do you give him a name
(tum to 312 or refuse to speak (tum to 5437
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120
The door shides shut behind you. Tn the middle of
the room is a suit of space armour from the early
twenty-hrst century. Suddenly it moves, pulls outa
neutronsword and swings at you. You roll to the lefl
and it hits a metal table, which breaks in half. This is
no flusion. Yoo see an array of neutronswords on
dispiay; you seize one and begin to defend yourself.

WARKIOR SEILL 9 STAMINA 12

Deduct 2 TIME unats. If you lose, tom to 201; if you
win, furm to 340.

121
You find a basement to hide him and you strap on a
signal unil, so thal Tracebeam can [ind him. He
snures while you cover him op with sacks. Back in
the diner all eves, including plasti-pupils, are on
vou. They have all realized what your profession is.
Someone asks you i you got him. You Lurn around
and see 2 large man wearing a T-shirt with Tulio® on
the front of it Do you respond and chat with the
man (turn fo 232), or ignore him and get on with
voiur breakfast (turn to 335)7




S

122124

123
The Grom begins to ook cross. His cheeks puff up
and redden, then he vanishes. The room is plunged
into darkness and you sense vourself rotating head
over heels. Then you lose conscousness. Turmn

to 249,

123
The Excel walks leisurely towards the palace and
through the gates. There are many Guards around.
Omne of them notices you and comes towards you.
Do you retire gracefully (tum to 179) or speak to the
Cuard (tumn to 304)7

124

A low whine begins, lollowed by herp, beep, beep.
You realize that the alarm has gone off. The girl
appears. Vidcorder in hand, but you are already on
the plattorm and heading down. The girl iz being
followed by a large red balloon with a face on il; she
waves to you as you di . Downstairs you
catch sight of an Excel heading for the front door, so
¥ou run in the opposite direcion. Yoo sprint
through several rooms and an open window. You
forget about the beams as you rush for the outside
wall. Turn lo 55.

125-126

125
You leap up on the packing-tases, reach Lhe
window and kick at the plastic grille covering it. As
you prepare to launch vourself through i, a stun
shot slams inty your back and vou are paralysed.
¥ou have no hope of finishing your mission.

126

You sit at the computer, Groms are using the plain
L' language-system, so you call up the file direc-
forv. You ask for a visual dwplay. A message
appears, asking for 3 pass-code and allowing you
Sve gravity seconds to key in. Then the screen
berins to flash, ‘Unsuthorized User. Bewarc
Hacker.” A low whine accompanies the flashing.
Through the window you can see the Grom coming
back with the Androwds. As a last resort you alm a
kock at the guts of the TPX. The screen goes blank
and another back-up screen lights up; the tell-lale
message disappears. Tum to g1.




127

s
You are correct: add and subtract alternately 3. 9. 27
#1 —~ muHliples of 3. The screen shows you a menu;
you ask for current news and this gives you
a sub-menu, including an item on the Galadhc
President, You choose this section and are asked
what Information you want. You key in, Where is
the President kept? The reply comes back, "Not
relevant bo Madrid base.” You look carefully at the
group supplying the information; one thing you
cannot make sense of is a circle with a horizontal line
through il. You know that he is not in Madrid and
you must continue your search elsewhere. Tum fo

164q,

“emo o Ap ! F
-f-.,-l-\"'Ht'h e

128-129

128

Sv keeping stll you have stopped ils automalic
nuntkill functions. It comes up o you, knowing
that its cover has been ‘blown’. Under such cir-
oumstanoes, it 5 programmed to de-activate all
witnesses. You manage lo press the CodeMatch
Sutton and #t responds immediately . Tt tells you that
the Houlpans have damaged its disguise circuits
and that i can no longer pretend that it 18 just
= service Android. Suddenly it seizes up and
falls vver and you realize that it is very senously
damaged. You open up a side panel and ook for
damaged circuits. There are only bvo possible paths
to follow, but yoo must act quickly before self-
destruct sets in. Deduct 2 TimE units. Do you
choose the left circuit (furn to 233) or the right circoit
(tumn o 375)7

[he black kmght leaps ::'.]m the left square in brue
chess-piece fashion; you were correct Lo stay still,
You dodge away and jump off the board; as yoo
rumn, the illusion [ades and you are out on the streel.
You ook around; there 15 no one to be seen, You
dodge into a side-street al the sighl of two GromPol
craft that sweep overhead and land in the grounds
of the hadenda. You cheek the time and realize that
the Silverhound leaves suon. You rush off to catch
it. Tuorm to 8o



130—131

130

Ihere i€ a crash to the leﬁ% You bwist round and see
the woman you came across in Roma. She clutches a
Catchman and has already trussed up the rogue
suzrd. She rushes towards you and releases you
without a word. On the way outof the building youo
pass another rogue enveloped in plasti-net. Yon
wollow her past a big industial transport marked
Escargot’ and she takes you to a small bar where
sher buvs vou a caffeine stimnulant,

E vou have not alked to her before, she infroduces
herself as Arana, another Rogue Tracer. She is
working for the Groms, looking for some missing
frmware. She tells vou that she has followed some
fugitives from Roma and that she intercepled your
signal as she was passing the warehouse. She has to
rush off, but directs you towards two Grom base
stations: one to the north {tuen to 356} and one to the
south flurn o 204).

131

You are in a chamber that looks as though il was
built four hundred gravity years ago, [t is collapsaing
around you: large segments of concrete fall from the
roof n random order. Boll one die: this is your
position. Koll the second die: this is where a slab
falls. Tf the two numbers are the same, you are
crushed, Repeal this procedure four himes. i -you
survive, there are blocked exdts to the south and
north-west, and exits east (furn to 353) or west (turn
b g4 ).
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e
Your companion explains everything to the rest of
the grang: outside the food bar. You let them know
thal you are a Rogue Tracer working against the
Groms. They seem to despise Groms as much as
rival Houlgan gangs. You all enter the bar, where
they order strange-sounding food. When it amives
there are no cubes, but a mass of small sea-creatures
immersed in yellow grains. You fear contamination
and are at first reluctant o eat, but the smell is so
wonderful that vou cannot resist. The food tums
out to be even better than vour mother’s home-
made foed cubes. Add 3 5TaAmina points. Tumn fo

P

13
The landing is bad. You have broken both of your
legs and you cannot move. The Croms spot you and
come down to pick vou up. You will not recoverin
time to complete your mission.

s

134

You make your way to the Silverhound terminal.
Before you goin, vou see a squad of GromPolsand a
sign Hashing above them announcing, *All services
are cancelled * You back out and catch sight of a
bank of Vidscreens; they have stopped showing ads
and are fransmitiing pictures of you. As you head
back to the transport craft you saw earlier, you come
across another in the process of refuelling, It is also
full of crates marked with a dircle and horizontal
ine. Do you fry getting on to this crafl (turn to 245),
or will you go back tirthe other one (tam to 23g)7

135

The Android walks towards the building and you
watch carefully as it approaches one of the Guards
at the door. The Guard takes out its stun gun and
kooks towards you. Suddenly you remember that
some Androids are equipped with sense-detect and
know when anvone is following them. You dive
nto the bushes. A tree beside you explodes and you
sew a GromPol craft Hying towards you, cannons
firing. Above the clamour and rocket whine a steely
voice orders you to stay where you are. Doyou doas
ordered {turn o 30), or ke a chance and ron for it
{torm to 244)7



136

You carry omn, but the road becomes very overgrown
and vou lose your direction. Just then vou see a
Grom standing with his back to you. He has packed
up a small snail and is in the process of inserting it
into his ear. You notice that his other earalready has
asmall shell protruding from it You decide to take 2
risk and ask him for direclions to the general arca
you are seeking, He canmot hear you (because he's
got snail shells in his cars), so you tap him on the
shoulder. Suddenly two Guards sppear and grab
vou, The Grom tums around, greatly agitated, and
tells you that you are under armrest for touching a
Gromulan. He stumbles off, leaving you with the
Androds. Do you put up a fight (lurn o 399) or go
quietly (turn to 168)7

137138

137
You begin to realize the error you made in stealing
the craft. You have blown your cower and vour
Rogue Tracer ID is logged in the central IPX com-
puter. You look up and notice three craft taking off
=nd disappearing into the distance. You assume
that they believe you to have perished in the crash.
You destroy your original | D and redrait a new one
on your Chronograph, hoping that no Vidgraph has
been secretly taken of your face. You walk down a
slope and come to a track running north to south.
Will you gonorth (turn to 363) or south {turn to 256)7

138
fou want k) ask the fugitives a few qoestions, but
they speak a dialect thal your Transinterpreter can-
not understand. You stash them for later collection
and go downstairs. Deduct 2 TIME units and turn

0 295,



139—140

1

You are in a chamber with a blocked eat east, but
other exits south (torm to 331) or west {turm o Bx).
There iz also an exit north, which slopes down and
you can sec that water has flooded il Occasionaily,
strange-fanged fish break the surface and snap
ferociously at one another. If you wish fo go this
way, lurn to 384.

140

You will have to leap from building to building. Koll
two dice and add up the total: this is the frst
distance to leap. Roll one die and add the result o
your STAMINA score; this is your first jump. If your
jump is equal to or greater than the distance, then
v have successiully jumped to the nest building.
Repeat this three imes. I at any fime the distanoe is
greater than the jump, you have fallen o vour
death. U vou succeed, deduct 2 sTAMINA pomts.
You have got to the fourth building and found
access down to the street. Turmn to 79,

You let bim win and take care not to give yourself
away by your style of fighting. He accepts vou into
the proup. He is proud of the fact that he has beaten
everyone in the gang_ He slaps you on the back and
tells you that he will test vou out ona plum job: The
hacienda — lots of rich pickings there.’ He tells vou
that it is the residence of a highly placed Crom. It
appears that although Earth is a haven from
Tracebeam, itis difficult to make ends meet without
leaving the planet. You are given some food cubes.
Add 1 5sTAMINA point. After several gravity hours,
a guide and adviser takes you along the sewers to
the hacienda. Turn to 273.

R & ki & F




142-144

142
You walk through a maze of narrow streets until
you come to a market. Most people are selling food
cubes and among the customers are Felines from
Wistas 4. You feel the CodeMatch on your Chrono-
graph activate asan Android passes you, carrying a
parcel. You follow carefully. You know that you are
running out of ime. Deduct 2 TIME units. Do you
approach the Android (turn to 198), or do you prefer
not to trust it and carry on alone (turn to 221)?

143

You are right to be suspicious. The craft is a dis-
guised Bandit ZipCar out for plunder. Your caris no
greal speedster, but the cannons are loaded. Fight
2% in ordinary combat, but do not reduce vour actual
STAMINA, since it is the craft which takes damage.
Use 2 spECIAL Encounter Box on the Adventure
Sheet.

BANDIT ZIPCAR SKILL 7 STAMINA 8

If vou lose, you have crashed, but FOuL survive and
nun off into a nearby trench which seems to head
back to the city (furn to 3). If you win, turn 0 302,

144
You are in White room, Level 5. Reduce oxyaen by
1 unit. There is one door leading up (hurn to181), a
door on the left leading down (tum to 352) and a

door on the right leading down (tom to 284).



145—14b

145

You stand around and watch the bus take off. The
waiting bores you, and you find a door marked
Private”. Tt is open and you go in to find an empty
uffice with a notice lying on the floor, which tells
vou that all Rocket-a-Hire services have been can-
celled due to lack of demand. You look through =
small window at the Sweepertron, which s hesding
towards you. Just then two GromPol Androids
appear and block its path. Suddenly steam rises
from its face and it begins to melt in seli-destruct
mode. You realize that the Sweepertron was one of
vour contacts! Torm to99.

146
You are in Violet room, Level 3. Reduce oxycex by
1 unil, There is tne door leading up (ko to g7} and
another leading down (fum to 377).

147

You reahze that aredits might be a good way o get
their help. As you reach for your cards, one of the
smallest of them rushes past vou and grabs the
whole pack out of your hands. You pull out vour
Catchman and the others scatter in all directions.
You aim for the thief. Throw a die: if wvou throw 3 or
ander, your gun has jammed (turn to 233); if you
throww £ or above, you have ensnared him (turn
= 345).

148

fou have heard alarm sirens in the distance and
now youl arrive at a thick metal door. There s no
way through. Fifty mefres behind you, another
door has shut. You fecl the air being drained from
the tummel. Your mission has failed.



149-150

149

The conveyur moves at a good pace and you notice
the rough-hewn tunnel change to a metal-clad one.
Yo yuess that you are close to the diy centre when
yvou see a light ahead. There is a huge machine
attended by several Androids. You get off and walk
carefully along the tunnel, but there are no Guards
here. The Androids are ‘dedicated” and blind to
anything but their own function. Deduct 2 TIME
umits. There are two ladders heading siraight up.
Do you take the lett one (tum to 344) or the dght one
{turn to 329)7

150

You check the motor and fuel levels, dose the hood
and open the plexi-glass cockpit cover. You see that
the ZipCar is {ull of hot, bubbling mud . As you peer
closer four hands reach out of the mud towards you:
at the end of cach finger is a bloody dlaw. Test your
Fear Factor, If you are frightened, reduce your
STAMINA by 1 point. Deduct 2 TimF units and fumn
to 261,

---

151152

151

Arana gives you good directions. The road is broad
and dlear and there seem to be more Groms walking
around, although they are always accompanied by
Cuards, who walk particularly slowly, to let theit
short-legged masters keep up with them. The
Boxyrama is an‘old Vid Palace set up in the days
before llus-o-Yision 7o, when 3-D entertainment
had to take place in specdial buildings. It looks shut
when you get there. You pull at a metal grille and
step inside. Deduct 2 TIME units. Do you go along
the corridor (turn to 295) or up the staircase (burn Lo
362])?

e

Ihe Android wanders off out of the terminal. You
give it a few minotes and then go to the window,
You look out carefullv. It is speaking to two Grom-
FPol Androids and it is obvious thatl il has been
turmwed’. Luckily the planted Androids do not know
what vou look like. The ‘turned” Android moves off
and fingers i chun gun as it passes a group of
Houlgans who are trying to break in to a food-cube
dispenser. Do vou follow the Android (turn to 238)
or approach the Houlgans {tum to 2g)?



155154
153

Zhe muoves very fast and seems to know instinctve-
ly that you are following her. Roma is busier than
MMadod; with a few more nabives visible. You folkww
al speed, bul are suddenly halted by a solid arm. A
GromPol wants to check your 1D, so0 you have o
stop to show it. Tes! your Luck. U you are Lucky, you
manage to catch up with her (bum to z98). I you are
Unlucky, you have lost her (tumn to z21).

i

154

I'he owner is a rough-looking type. You look inand
see that the ZipCar has several extra cannons fitted

You ask him if he is heading north and if he =
willing to give vou a lift. He looks vou up and down
and agrees. You gel into the back and he takes off
He stays at cruising speed and ahead you can see
the Silverhound in the distance. He asks you your
business, Do vou tell the truth (tum to 247) or tell
him that you are a trader {turn to B6)7

155
You are wise not to trust the Groms. Your missile
fils the Dragon and causes a mega-explosion. The
Cresture was a missile with an Hhus-o0-5cope on
board. The rescue craft speeds off to the mother ship
and the fleet. Turn to go0.

156
A cannon shot explodes close to you. You weave
and dodge into a half-demolished building acrass
the streel. The Gromulan craft fires its cannons
again and you feel the floor give way, just before
you biack out Tom 313,




157—158

157

You wake up as you are thrown from vour seat. An
slarm sounds and, looking through the windows,
vou can see four Bandit craft attacking the bus. The
pilot appeals for help and the two Androids rash to
gun positions. You follow and grab a cannon that
appears on a pivol. You aim carefully and fire. Fight
25 i normal combat, but use a SPECTAL Encounter
Boxon your Adnenture Sheel, and do not reduce your
actual sTAMIN A seoTe,

SEILL GTAMINA
Frit BANDIT g B
Second BANDIT 5 Lo

4 yous fose, turn to 269 If you win, turn to 227.

158

You are in the laser-welding room. There are six
chambers, full of Andnads, and lasers are firi ny at
them in random order from across the room. You
cmnot go back, so vou have to go past the six
chambers to the exit. Throw one die for each
chamber in sequence. If at any time the number on
the die is the same as the number of the chamber
vou are passing, then you have been hit, and your
muissim is over. If you survive, tum to 348.



e

154—160

1509 .
A stop is announced for breakfast. The Sitverhound
spts down in a craft-park by a small diner. This s no
galactic service-station; a sign proudly ;m:dramas
Julio’s: under original Farthling management . You
icllow the others inside. There is awide selection of
faod cubes and drink tubes for sale. While you fugat
a tube, you turn around and come face to face “uh
Kinta Lopsti, an escaped prisoner whom you origh-
nally arrested. He recognizes you and rushes out of
the door, Da vou give chase (tumn to 29g) or keep 2
low profile and let him go (fumn o 17)?

160
Deduct 2 TemE units. The door slides open. You see
an Android sitting at a ComTerm. It turns around
and raises a stun gun towards you You sirike
immediately and kick the gunout of its duich.

TECHNICAL
OPERATOR

If you win, turn bo 317

sTAMINAS

SEILL B

-
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161-163

161
The people thank you for your help. You ask the girl
behind the bar if vou can borrow the Mark 1 ZipCar.
she agrees and asks you to leave it in the bus
terminal to be picked up by a relative. She gives you
the seftings and some food cubes. Add 1sTamMINa
point. Turn to 28a6.

162

They follow you as you splash along. After a while
you turn arcund and nobice that they have stoppad
and are staring at something behind vou. You look
in the same direction and see the flashing lights and
iaser blasts of a Grom Rodent Killer. It moves along
the tunnel blasting at any living thing. You run back
and find that the others have disappeared. You take
the right fork. Tom to 73-

163

You sit at the controls. The craft fses and you put
vour fpot down. The speed of acceleration pushes
vou into the soft seat. As the ship gains beight you
nobice a small Aashing light and realize that it had
needed to take on fuell You have forgotten that
phozom is not available on Earth and they stll rely
on things like fuel gauges. The craft suddenly Toses
power and drops. You push the ejectormatic, know-
mng that your luck must be in for one of these to work
efficiently. Test vonr Luck. If you are Unlucky, turn to
191 If yom are Locky, tum to 222



164-165

1
As vou move towards ‘l‘]‘l.j%[l’i-f"l.i."a, vou feel the slap
of a stun shot on your chest. You are only winded
but you are dealing with a high-quality, state-of-the-
art Fxcel Android, You reel hackwards and it is
upon you. It has moved two hundred metres in 2
few gravity seconds. Turn to 366,

165
Crvium orders the body to be thrown oul. He tells
you that you are brave, but that he suspects vou are
from the galactic centre. You tell him that you want
the Grom firmware and Galaxy One i willing to pay
a high price. He wants to know how higrh and
stresses that it is up o date and unprotected. You
ask to see it and he gives you thirty gravity seconds
in front of it. They take you to an old IPX. You flip
through the menuos until you get to information
aboul the President. With several secomds left, vou
have a choice of two buttons for his location. Do vou
Press button A (turn o 38) or button B (turmn 1o 35;?:'?

gL

You have opened the correct door. Add 2 Luck
points. It opens into daylight outside an old high
wall. Yoo cannot believe that the Groms have let
vou go — and then you look to either side of you.
Two Exwels in mitual duelling armour stand with
neutronswords raised above their heads, The
beams swish downwards. You drop flat on to the
ground. When you look up, you see that one of the
Excels has a deep gash through its chest-piece and,
while you watch, it falls over in a doud of acidic
self-destruct. The other Excel has lost its right arm.
Ihey have missed you and hil each other! The
remaining Android comes at you.

ONE-ARMED
EXCEL

If you lose, you have no excuses. If you win, turn

to 328

LSEILL 4 ETAMINAY
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187

The building is spacious and luxurious. There is no
ane around and you carefully slip into the court-
w=rd. Just then a gust of wind blows up some dust
end reveals beams criss-crossing the open space in
=ndom order. You carcfully make your way, De-
duct 2 7iwE units. Throw one die: this is where the
Seam is. Throw a second die: this is where vou move
0. If the two throws match, you have hit a beam
fum to 55). Repeat thas procedure three more
times. If you succeed without breaking a beam, vou
nave reached the door (lurm to 1oa).

168

You are marched off lo a nearby Grom craft and
thrown into a small dark cell. After several gravity
nours you feel the craft take off. Soon you are taken
mio 3 building marked ‘Bastille” and lined up in a
corridor with a row of other criminals. Androids
datter up and down looking busy. In the far corner
there is a door marked ‘Communications — Private’,
Tou watch carefully when a Grom comes oult, and
vou see a ComTerm inside. Do you risk going in
turn to 10}, or will you skay where you are {(turn (o
110)?




169-171
169

You make your way back downstairs. The sound of
blasters and stun guns has siopped. The elevator
door opens and there is Gus, practically torn apart.
I front ol Gus lie bits of four Guards, drpping flud
over the shiny floor, You help Gus out of the build-
ing, bul the poor Andrid can hardly stand. It
senses other Guarnds arriving and tells you to get off
to the Silverhound terminal, since vou have very
little time ts catch the bus for Roma. Gus prepares o
hold the Guards off to give vou a chance to escape.
You run off trwards the terminal. Deduct 2 TIME
units. Turn 1o Bo.

170

You walk up to the ZipCar. H really is an anfigue:
Zip Fordos, single rocket, manual drive. It is easy
for a trained Rogue Tracer to break into, bot as yoo
finger the handle a steely voice screams al you
“You, vou're a dead man!” The voice seems to come
from inside: the hotel. Do yon mim (fom o 77) or turn
around with vour hands up and enter the hotel
{turm to 197)7

b 2S
Laspsti notices that you are unattended and slaps
vour guard across the face. Tumn Lo gs.

—_ A

——

| i — —

172=174

1

The black knight leaps n?: top of you. You have
moved into it You feel dizzy and fall down.
The illusion fades and you are surrounded by three
Excele. They do not mess around: this is the end of
your mission.

173
The blaster, set at maximum, punches a hole
through the Guard, which collapses and seli-
destructs. Before you can reset, the Excel is upon
you.

EXCEL SKILL 12 STAMINA 18

H you win, tumn to 34-

174

[hey put their heads together. When they come
back, the leader tells you that they will take you 1o
their hideout. They lead off at a fast pace and turm
mio a maze of small alleyways which even your
trained mind cannot keep track of. Suddenly one of
the gang whistles and they all take off in vanous
directons. You catch sight of three of them, but
which one do you chase:

The one ahead in the alley? fumtogb
The one to the left in a doorway? Tum toz71
The one to the rightin a doorway? Turn to3g3



175—-17h

175
You go, with them leading the way out. Delicately
vou pull oul vour Catchman, turn and fire at the first
three gang members. Roll one die: if you throw 3 o
under, the gun has jammed {(tum to 248); if you
throw 4 or over, the Catchman works (turn o 84)

176

e leads you out of the Roxyrama. He takes giant
strides and you try to keep up with him. The road is
deserted, overgrown and full of ruins. Atone cross-
roads he stops, pulls out a blaster and cancfully
edges round the comner. Just then a Grom task-force
rockets in; they retro down from roofs and out of
windows. Your companion starts firing and rushes
at a group; he knocks down three with one blow. A
Grom craft is directing operations from high above.
Do vou join in the fight (turn to 210} or fry to shp
away (tum to 305)7

177

You canmot believe vour eves. You have come
across an old Vidprint from the time of the Groms’
first arrival on Earth, detailing all their civic works,
and inchading various plans. You quickly glance
through the docament on the shop’s viewer. The
Grom main administrative base is built under the
Ents Complex at the Plaza de Toros. Senior Groms
five in large haciendas; the nearest is quite close to
where youare. Add 2 1 vck points. Do vou head for
the Plaza de Toros (turn to 390} or the hacienda (turn
1o 246)7

178
The ZipCar comes down last and plunges deep into
a salt lake. The ejectormatic does not work, You've
had it.

i
You make your way towards the Silverhound ter-
minal. A few natives wander around, carrying

heavy cases. In the craft-park there are two buses,
one marked rowm & and the other being repaired by
a teamn of Mechnoids, You see a sign marked
Services” and head towards it. Tum to 235,



i
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130—181

180
You are enveloped in a prehistoric forest, full of
strange creatures. The ground is a swamp with
snake-like creatures shithering through it. All the
cxits are hidden from you. This is no mere illusion
but 2 fullscale Grom reproduction. You make no
headway on vour speedboard, so vou abandon it
and start hacking through the undergrowth with
the neutronsword. Tt is impossible to tell the best
way to go. Will vou choose:

Headimg AT Turn (o 320

Heading B? Turn to 220

Heading C7 Turn to 359
181

You are in Blue room, Level 2. Reduce oxvoen by 1
unit- There &5 one door leading up (hurn to 51), one
door on the left leading down (turn to 215) and one
goor on the right leading down (turm 1o 144).




1B2-183

16z

When vou regain consciousness, you are facding the
Grom. The craft is speeding along- The Grom smiles
and expresses his apologies. He has checked your
ID with base station and il matches information
about known Rogue Tracers. He asks you i you
play chess and you agree to a game. Immediately a
beauliful set appears suspended in mid-air. He tells
vou that they will be making a stop first, but will get
vou back to the bus as soon as possible. You find
him to be very intellicent and galaxy-wise. He wins
the game easily.

The craft settles in a GromPol station. You stay i
the craft and watch the Grom, who is talking to bwo
Guards outside and pointing towards vou. In front
of vou is a standard | P X computer. Do vou trust the
Grom, sit back and relax (tumm to zyo), take the
opportunity of getting information from the com-
puter {turm to 126), orsteal the GromPol craft and fiy
away (turn 1o 163)7

163

They lead you to the building by various back-
strects. They are cautious, because this is not their
territory. They place scouts along the route and
signals are passed along the line. They lead you to
the service entrance of the hacienda, shake hands
and retreat in orderly fashion. You check your
Chronograph and have a good look at the building.
Turn to a6y

|
|
l

iB4—185

1

Your Chronograph shows that you have twenty-
five seconds before vour pursuers begin the chase,
Yo vealize that you don't know the country and
that RKocket Bikes have a very Fmited range, You
ook around you: to the lell are smooth brown
mountains and to the right is a forested valley.
Deduct 2 TiMEe units. Do vou head left {(turn to 294)
or right {forn to gga)?

18

You reach the door but cannol open it: there is no
handle, grip or butbm. You turn aronnd. The
ground trembies and the bull iz almost upon you.
You dedde to dodge left, but you leave it very late.
Test your Luck. 1f you are Lucky, you getaway with a
grazed side. Reduce your sTamina by 1 point and
tum to 111, U vou are Unlucky, farewell, brave
matador!




186—187

186

You tell Orvium that vou'll be back in two gravity
hours: As you leave, however, you come face to face
with Brak ¢ and two grubby Excel Androids. Brak,
an old pirate now in semi-retirement, recognize<
vou and sets the Excels to hold you while he calls
Orvium over and tells him of your Rogue Tracer
status. Orvium punches vou and you collapse. Tumn
to 333,

187
After half a gravity hour you begin to give up hope.
But then there is a crash to the left. You twist round
and see an Android, stun gun in hand, standing
over your guard. It rushes over and releases you
without a word, and you follow it into the streed.
Cutside the building stands a large industrial trans-
port craft marked Escargot’. When the Android
thinks that you are safe, it stops, points to a door-
way and tells you torgo in. It will neturn soon with
important information about the President. Do vou
go into the building (hum B 300) or not (fum o ¢8)7

158
You are stuck, with no transport. You have missed
the bus in all senses of the phrase. You have failed in
VOUL ATiSSIOn

189
Yo are in Indigo room, Level 4. Reduce oxveoe by
i unit- There is one door leading up. Turn Lo 215,

190
You are rght to take no notice of the screen. An
el 15 watching vou from a distant corner of the
garden. The Grom returns and announces that his
Android will give vou a lilt to Madrid in his launch,
Tum to 382

191
The ejectormatic does not function and you smash
the craft mto the ground.



192-193

192

There are bars that stick out, but each one is further
than vou can reach. You will have to leap and catch
each bar. Roll three dice: the botal i< the first distance
to leap. Roll one die and add the number to your
GTAaMINA score: thisis }’L‘IﬂTHT‘Ht IEE'P. If yvour leap s
equal to or greater than the distance, then vou have
successfully jumped. Tf not, vou have fallen down
the shaft to your death. Repeal this procedure three
more times. If you reach the top, reduce your
STAMINA by 1 point and tirn 10 209.

193

You decide to stay with Willi, since you reckon that
its knowledge of the building is greater than yours

You both walk for a gravity hour; the passage re-
mains dark, damp and rather smefly. Willi's limp
gets worse and soon its lipht begins to fade. Then
the light goes out and Willi collapses in a heap. You
smell the pungent odour of sell-destruct, but can
see nothing. You tum back. Test your Luck. I you are
Lucky, you have found your way back to the ladder
(turn to 25). If vou are Unlucky, vou are doomed to
wander arpund untl you also drop down dead.

194
You go through the door marked exir. Alarm lights
are Aashing and you hear the door lock itself behind

vouL A sereen boothe Teft 'FITi.I'l‘Ei- a message:

LIFE FORM ACCESS. EXPEL OXYGEM FEOM ALL
AREAS TN 20 TNTTS.

Mark the 20 units n the oxveen box on your
Adventure Sheet and make deductions as instrocted,
4 the umits reach zero, you can no longer breathe
and vour mission is over. Turmn to gL

195
Ihe explosion shatters the ground and you fall into
a chamber. You get up, slightly bruised, and look
around. The only exitis a tunnel with water rushing
through it. There is a faint light from small airshafts.
Az you wade upstream, the tunnel divides. Do vou
o lefl (turn to 372) or rdght (fum to 202)?

196
You are in Green room, Level 3. Deducl 1 oxyGeEr
unil. There is a door leading up (turmn to o), a dooy
to the: left leading down (hurn to 272) and a door 1o
the right leading down (fum to 392).



197-198

197
Inside the Alcazar, vou see a couple of men, a girl
behind the bar and an Bxcel Android. Excels, with
their supreme fighting ability and their strength, are
the most dangerous of all the Grom Androids. This
one s weanng a funny hat. It has placed its stun gun
low on its "hip’ and is facing vou with its arm slighthy
mised. You notice that the ston gun is set at maxi-
mum killing power. ‘Draw,’ its speech circuils
rumble. Do you pull out vour Catchman (bam to
277) or try to falk to it (furmn to s0)7?

- 108
You catch up and press CodeMatch. The Android
does not respond, but walks on. You follow_ It stops
at a service bay and plugs in some labricant. You
stand near and it begins to talk without looking at
you. It tells vou that it is suspected and that vou will
have to act quickly to gel any information. It tells
you of two oplions. There is a Grom sub-station
near by that is sure to have records; or you could
travel to the salt-mines where the President was
brought down, to see if you ean discover any evi-
dence there. Will you go to the sub-station (tum to
z57) or the salt-mines (turn to 108)?




194200

9
You must Took after yourself. You do not know
when you will next get the chanoe to eat. Beduce
your sTAmMiNA by 1 poinl. lum to 39

Ny A I

You get to the Plaza de Tores and stand by a high
wall. Willi goes off 1o check a side door into the Enis
Complex. Suddenly vou feel a stabbing pain in your
left shoulder {lose 1 sTaMinA point). You twist
round, pulling out your Catchman and dropping fo
the ground. In front of you stands Hornt Lam, 2
former Rogue Tracer and now a fugitive {rom jus-
Hee. You fire vour Catchman, but your aim is not
true and the plasti-net envelops his stun gun. Heis
upon yom before you can fire again. As you strugige.
vou can see Willi in the distance holding up a
manhale and waving. Do vou fight (tum to 341) or
run away {turn o 13)7

i m— B2 S
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A01—202

Toi

When your eves can focus, you find yourself sitting
2t a table facing a small, middle-aged Grom. He
Zreels you as ‘one of the famous Rogue Tracers',
2nd retums your 1D to you. He admits that he was
Sored and that he conjured up the ‘entertainment’
on the spur of the moment. He then asks vou what
you want. You tell him that you are heading for
Madrid. He smiles and tells you that he has a launch
on the river, if you are willing to play for it. A chess
it a ‘Of course,” he adds, 5F vou lose, you
die.” Behind you stands an Excel and you have no
rezl choice whether or not to play. Use your sx1LL
score and substitute cuNNING for your STAMINA
score, Play the game as in normal combat, but use a
sFECTAL Encounter Box of the Adventure Sheet and
do ot reduce your actual $74MIN A sCOre.

GROM

i vou win, you are taken to his launch (furn to 382).
If vou lose, the Excel hits you {turn to 4o).

SKEILL 10 CUNMNINLG 10

202
You stagger along for a while until you see a light
zhead. You find another collapsed roof, but it is very
high. Thereis a thick metal grille blocking the rest of
the tunnel. Do you try to leap up to the hole (tum to
229}, or will you go back and take the left-hand fork
{furn b 372)7



o

203
A good idea. You will need all your energy when
vou are on the planet, Add 1 StaMINa point. Tumn

o 39.

|
You walk south along a wide avenue which leads (o

a bridge over a dusty expanse that must have once
been a river. You are tired, hungry and thirsty. You
notice some people entering a bar across the road,
called ‘Le Spot’. Do you go in and fortfy yoursell
{turn Lo 14) or carry on {(hurn to 13687

205
You approach the Excel cautiously. You know that
Croms always build disabling points in all their
Androids, since they fear their cresbions turming
apainst them. You try to find the weak spot. Throw
two dice: if vou throw double 6, you have found i
{harn to 161); otherwise, tam k277,

e

You know the power of the Excel Androids: they
have high-quality vision, speed, power and intelli-
gence. You are wise to put up no resistance. [t
covers the two hundred metres in a few seconds.
Tom to 366.

307

You are in the alley. There are paths in all four
directions but you do not know which way to head.
You degide to cimb to the top of the nearest build-
mg o have a lpok around. You chimb a rickety
wooden staircase to the top of the rool, The building
15 gutihid on theinside. From up here you can see the
way back to the open avenues, but when you get
Jack to the staircase you find that it has collapsed.
You suspect the Houlgans, The distance bebween
suildings is not great and you think that you could
mamp o the next budlding. Tum to 140,



A817|

208

208

The Chronograph wakes you up just as the trans-
port is landing. You get up and stroll theough an
open hatch. A robot ignores vou as it unloads the
crates. You lopk around, but see nothing except a
bicak wasteland. The only feature is a tunnel en-
trance into which the crates are being conveyed.
There is a sign above the entrance; a circle with a
horizontal line through it Yoo walk into the tunnel

and to your left vou see an old poster stuck on a
brick wall. Add 4 1 UCK points.

Study the poster carefully and use any clues you
have acquired in your travels. You are at the south-
emmosi point of the tunnel system. Keep this page
marked, since you will have to refer back to work
out vour refative position.

You walk into the tunnel until you come to a small
chamber stacked with crates. The tunme] comtinues
0 a mowrth-westerly direction. Beside the crates you
see a sophisticated speadboard with several attach-
memits, including an old-fashioned neutronsword.
Do you jump on and take it {homn to 274} orapproach
carefully to see if anyome is around (turn to 323)7



209-211

0y
Eventually you reach the top. You stand on a small

platform and glare al a heavy metal grille. There i
no way of forcing it. You look around carefully and
discover a crack in the wall opposite the grille. You
follow the crack all the way round, until you come to
@ metal ring hidden by the dust. A door opens when
you bwist the ring, and vou step out, exhausted, and
leok around, The door shuts behind vou with a soft
clunk. Turn to 342.

210
You leap forward and he hands you one of his
blasters. You follow him through renks of
Androids, which seem to be no match for him, but
just then the Grom craft drops a catch-all plasti-net,
which envelops everybody in a sticky, smelly mess.
You are caught and will be held for many days. You
cannot succeed in your mission.

211
You set the craft on the route to Madrid. Do vou
proceed with caution, keeping visnals from horizon
te horizon (turn to 321), or will you get some sleep
while the craft is on auto-pilot (turn to.240)?

a13-215

212
Tumn tn 23.

213

As vou dash across the road, you feel a stun shot
pass over your shoulder. Suddenly a manhole
opens in the middle of the road and someone fires
cack at the Android. He calls you over and you dive
inio the tunnel. He shots 1t and seals it with a shot
from his stun gun. You follewy him through a waste
svstem. He eventually opens a large metal door
which leads olf to a series of rooms full of men and
women who are very familiar to you from “‘wanted’
Vids. This is a real rogues’ gallery. Turn to 4.

x4

You hope to confose itand slow it down. The beer is
vbviously having a strange effect on its workings. Tt
stops whitring and tells vou that its horse, a creature
which you know is extinet, i outside. You look out
and there is a horse! You realize that it also has a
built-in [Mus-0-S5cope. Then the Android drops its
gun and attacks you.

EXCEL COWBOY
i you win, b 161

SKILL 14 STAMINA 12

215
You are in Orange room, Level 5. Reduce oxvoen
by 1 unif. There is a door leading up {lurn to 181}, a
door leading down to the left {born 1o 18g) and a
dour leading down to the right (turmn to 397).



a1b—218

216
You beat him easily, bul everyone recognizes the
Rogue Tracer style of fighting and a mass of them
jump on you. They take you away and get nd of
you. Needless to say. your mission is over.

7
Deduct 2 TiME units. The alarm siren wakes you up

and, startled, you see a message coming through om
YOUr SCréen:

NOLUMNAUTHORRIZED CROSS-CHANNEL TRAFFIC,
DANGER RADIDACTIVE AREA.

Do you take the nisk (turmn to 138) or turn badk for
Paris (lurn o 78)7

218

You are taken to see the Grom in charge. He 1= small
and fat, and sits with his back to you, plaving chess
with his 1PX. As he tums amound his image
changes; he seems taller, stronger and better
looking. You know thatit"s just an iflesion: Te tells
vou that they are after Orvium and that if you can
trace him, you will be well rewarded. You agree and
are escorted to the other side of the roadblock. The
road to Gino's takes you through a blesk urban
landscape. Turn to 370.

e

-

21g—220

e

Back on Lhe bus the others stare at you. The Silver-
bound takes off and hurtles along, a hundred
metres above the old Earth highway. As the sun
Segins bo rise you notice the landscape. The Grom
zhead is watching an episode from the latest Galac-
=c Fnis “soap’ on his private Vidsereen. The hard-
sell commercials continue on the screen in front of
vou. Deduct 2 Tom e umits. Turn to 159.

0

You cut vour way through the undergrowth. Once,

when you happen o look up, you see a metal ladder
goany straight up. You climb this and [ind yourself
m a hunnel going north-west. As you walk along,
mandom and frregular parts of the floor open up and
shul. From the flames and heat below you realize
that you'Tl have to watch your step. Throw one die:
this is the section that has opened. Throw 2 second
die this is where you are standing. If the first
mumber s the same as the second, you have fallen
=io the fery homace. Repeat this procedure three
more times. 1f you survive, turn to 278.



e

ZE1—Z22

221
You wander around the streets, but see nothing o
help you in your task. Eventually, you see a Grom.
who is accompanied by two Guards. You follow at 2
distance; they are conducting some kind of survey

Reckoning that the Grom must lead vou to a Com-
Term some time, you stay on their trail. They reachz
huge steel-mesh gale, open it up, go through and
disappear into the deserted side-streets. Deduct 2
TIME units. Do vou want to go over the gate and
follow them (turm to 86}, or will you return to the bus
terminal {turn to 75)7

222
The ejectormatic works and you get shot oul of the
craft and retro-ed down by the rockets on the back of
your seat. You land with a bump. Test your Luck. If
you are Lucky, turn to 330; if you are Unlocky, tum

to133.

N

ALk [

T el

|

223—226

223
You wbey Willi instinctively and hide behind the
ComTerm. Willi greets the Guards in a friendly
manner, but they are suspicious. When they go lor
their slun guns, Willh moves at tremendous 51;!45&4:1,
touches the left one on a spot on its side, and the
other at the back of its neck. They both de-activate
with a hiss. Willi tells vou that de-activation will
sring the Grom back very quickdy and suggests a
mapid exit. Tum to 7.

224
Yousee the vast saltlakes ahead. Suddenly vou pick
upamessage. You are ordered to land immediately.
You check visuals and see a GromPol craft; it is not
=s sleek as usual, but looks like a Mark TV with hits
stuck on to it. Do you decde to land {turn to 367) or
fight (tumn to 143)?

=53
fum toz3.

226
You are tired, battered and now robbed of all vour
possessions. [he Lurgan has flown off, leaving you
frussed ep. You cannot escape in time (o salvage
vour mission. You have failed.



227—-228

227
The remaining Bandits give up and speed off. You
look arcund you: the bus is a mess, both the
Androids are self-destructing. You move o the
pilot’s cabin and find the conirol on “aulo’ and =2
strong whitf of acid on wires. The pilot Android has
suffered the same fate. The bus lurches and yoo
jump into the pilot's seat. Auto-control is intermis-
tent. The screen flashes “Unauthorized User’ in
bright red letters. You ignore this, while struggling
to bring the bus under control. The auto-pilot will
not stay on, s0 you resort to the old saying, “If all else
fails, kick it!" You aim a good kick at the panel
hoping your tuck is in. Test vopr Luck. If you are
Lucky, turn to 308; if you are Unlucky, tum to 252

228

You feed your credit at the door and press two
gravity hours. The door slides open and a flashing
light directs you to "EaTs’. Another credit is used to
order cube taste 2x a1y, one of your favourites and
quite a surprise to find on Earth. You dimb into vour
unit, ‘eat the cube and wash it down with soms
Mangola. You shut the unit and a gas hisses in o
send you to sleep for the paid-up time. Deduct 2
TimE units, Add 6 sTAMINA points. You wake up
tecling refreshed, get out and carry on along the
road. Turn to 83.

:
l

R e

229=230

Throw three dice and m::lic?up the total: this is the
SE=tance up. Throw one die and add the number to
Four STAMINA scove: this is your jump. If vour
amp is equal lo or greater than the distance, you
Save been successful (fum to 32), If you fail, deduct
* from your STAMINA score and try again. T you
cannot get up there, you decide to take the other
Sranch (lurn to 372).

S

You walk outside and stare into the distance. There
= nothing to be seen. You realize that your only
chance of getting food is the dispenser. As yvou turn
sround, a sohd metal door slams shot and an elec-
tromic voice thanks you for vour custom and tells
you o have a mice day! Deduct v sTamina point.
Deduct 2 TiME unils and tum to 291




231-232

231

The kad is very fast, but no match for youo. Yoo grab
hold of him jus! as he is aboul to disappear intc a
windowless building. Yoo tum him around and he
lets go of your credil cards. Deduct 1 sTAMINA
point and torm fo 345,

]

e

‘Criminals and Groms, that's all we have on Earth
these days. Always glad t see a Rogue Tracer.” The
man is the owner of the dinerand procaims himself
‘the last of the native independents’. He loves to talk
and eventually gets on to the subject of Groms: “We
are second-lass dtizens on our own planet
although most natives have left for Alphacent no
real jobs here, you see” e tells vou of the Houk
wans, whom he describes as ‘good boys really’. His
son is a memberof a gang in Madrid: heis called Jose
go. Add 1 Luck peinl. Eventually the bos sgnale
take-off and vou rush to board it. As you settle, you
realize that you haven't eaten anything. The Grom
iny fromt of you is being served a Gallerian omelette
by his Android. Reduce your sTAMINA by 1 point
and turn to 22

233234

233
¥ou pick the correct circuil. While vou are replacing
several leads, you find two wires leading to scli-
destruct, and you realize that this Andreid is a
walking bomb. The Android recovers and tells vou
that it will be missed; speed is essential. 1t will take
vou to the nearest Grom house with a ComTerm
znd hold off any attack for as long as necessary,

.

fum to 43.

234

You see a road ahead and follow it untl a large,
flashing star symbol appears. You have no refro fuel
=0 vou set down and skid along the road. The Mark
Il spins to a halt a lew metres from a fuel pump-
Add 2 1uck points. A stony-faced Android comes
oul and asks i you want to "fill her up'. Turmn to 279,
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235-236

235

fou find that there 1s only one route that links the
morthemn sector. Most services have been cancelled
due tor lack of demand and there are considerable
celays between stops. While vou are working out
the Hmes, an Android stands next to vou and you
feel the CodeMatch pulse on vour Chronograph.
Uvduct 2 mimE units. Do you signal back {tum to
350) or decide to follow it first (tum to 152)7

236
Ihe Android drops the jar and it smashes, You're
mmpressed by the use of real glass.

BUTLER

AMPDECHD SEILL & STAMIMNA 6

i you win, the butler self-destructs, leaving a sticky
saich on the Hoor. Turn to 364.




237—238

237
The Grom has top-level security-rating. You ask
where the Galactic President is being kepl. You get

OBy RIB8 20KK 160A S4B

The first three sets you know as standard Earth
codes for the London area. The last two sels you
note dewn, or note down agam m confirmation,

you already have one of them. You rush outside
siraight intor 2 GromPol Andrind escorting the ezl
PowerTech, Before it can pull out a stun gun, you
arc on to it

GROMPOL ESCORT

[f you win, turn (0 309.

STAMINAS

SKILLQ

The Android walks at a standard pace in a westerly
direction. Most of the tall buildings are crumbling
and, as you walk along, you nolice thal some side
streets are sHll inhabited by natives. The Android
reaches an area full of bushes and trees from which
rizes a very old and grand building in an excellent
state of repair. Do you altack the Android (tom to
63} or carry om following it {(fum to 135)7

239—241

239
The transport is of standard Galactic General Rocket
Muotors design and you are skilled in stowing away
on these. The robo-loader ignores you as you slip
between the plasti-crates and raise the lid of the
‘Emergency Humanoid Operators Cab’. You slipin,
check the rations and find a good selection. You set
vour alarm and fall aslesp. Add 6 57TAMIN A points
and fum to 208,

240
When you tip back the seata pack falls open and you
ses that il is full of Lurgan speciality food cubes,
some of them inside the "best before’ date - a rare
freat! Add 2 sTaMINA points and turn to 41.

241
You catch on to the edge of a tallish building and
hold on untl the foel in the retro Tuns out. You
anstrap the rocket and let it drop. The Androids
below begin to fire at you with their blasters, so vou
get on to the roof and decide to leap over to the next
building. Roll two dice and add up the result: this is
the distance to jump. Roll one die and add the
number to your sTamina score: this is your jump.
If the jump i equal to or greater than the distance,
then you have jumped successfully and can make
vour way down the stairs to the neighbouring street
(turn to 59). L you fail, you fall.



242-245

=42
You approach the screen. It 8 showing a Grom
security message about the kidnap of the President.
¥ hile you stare at the coordinates, an Excel bodks it
arm round your throat. This is the end of your
1TSS,

243
Your search in the city will be fruitless. The Groms
have foridden all private travel and the next bus
out will also be cancelled. Deduct all remaining

TTM E nmits. Yoor mission 4 irver.

=21
Deducl 2 TiME wnits, You dash under cover and

dive to the left, then roll away and begin to crawl
silently and fast on all fours in approved Rogue
Tracer style. The GromPol fires the fore-cannons of
the craft. Test your Luck. If you are Lucky, the shots
miss {tum to 347). If you are Unlucky, vou will have
a simple burial inan unmarked grave.

b
The transport is a type vou have not seen before,

probably of local decizn. You slip easily betwsen the
plasti<crates, bul you cannot lind an ‘Emergency
Humanoid Operators Cab’. Yoo sit down and wrap
vout coal around you and Loy 1o get some sleep.
Turn to 208,

P ——— ) R e — A —

246245

2360
You leave the shop and head north. The plans are
mmprinfed in your trained mind and you find the
nacienda easilv. You take yvour time and find o
= Tvice entrance with no gates or Guards. You care-
fully look at the building. Tom o 167.

e
He says, ‘'l thoughl s0,” and gas starls to seep inlo
vour section of the cockpit. Through a smoky hase,
vou realize that he is attacking the Silverhound with
a group of other craft. Tum to 386,

Lopst tells the gang to drag you out. They throw
vou om to the ground and begin to squabble over
who should take you on. They eventoally decide on
suome sott of order. You will have e fight each in
fum.

GRAL L STAMINA
First THUG ) 5
Seoond THUG ¥i 1
Third THUG B &

I you manage to beat the first three pang members,
fum to 107. If vou lose, turn to g5.



240=251

244
You wake up in a dark, damp. dismal room. You are

chained up. You look up and seca hideous sight. A
Grom stands before vou with snakes growing vut of
nis head. All the time you hear a command inside
voor bram, TYou will tell us about your mission, you
will tell us about vour misswon - . . Test your [ear
Factor. Tf vou are frightencd, reduce yoursTaming
by 2 points, Repeat the best twice more: if you lose 6
srasinNa pomts, your control has broken and you
have revealed your mission (turn to g7). 1f you have
kst g s TaMINA points of less, turn Lo 47,

250

The blasier, set al maxdmum power, takes the Ex-
cel's head off. Tt staggers, falls and self-destructs.
But then the Cuard is upon you,

GUARD SKILL § STAMINA 10

If you win, furn to 34-

251

The shop s packed with old pieces of firmware and
even has some decuments in book format. A pre-
Crom technology robot sits at the credit unitand in
Emited speech asks if it can help. You reply that you
are just looking. You sift through various bits and
pleces. Tesl your Luck, If you are Lucky, tum to 177.
If yoo are Unlucky, turn to 396.



T ]

252
The auto-pilot fails completely. The bus lorches
towards the mountains. You take over control
ajzain, knowing that you'll have to fiy manually all
the way. You carmot relax, Reduce your sTamina
by 2 points, Turn to 76.

253
You notice alarm lights Hashing as you travel along.
In front of you two heavy metal doors are slowly
sliding shut. You think that you might just make it
Test your Luck_ If you are Locky, tum to8s. If you are
LUnlucky, you are crushed between the doors.

254
You take cover; the police craft drdes around.
Eventually, they give up the search and fly off. You
set off along a road. Turm to 327.

255

You look carefully at the shaft. There are bars going
all the way down, but the spaces between them are
grealer than your height plus outstretched arms. To
descend you must drop and calch each bar in turmn.
Eoll three dice and add up the result: this is the first
drop. Roll one die and add the number o your
STAMINA score: this is your ability to catch the bar.
If your ability is equal to or greater than the drop,
then you have successfully caught the first bar
Repeat the procedure two more Smes. B you ever
miss, you fall to your death, If you get down, reduce
YOUr STAMIN A by 1 point and tum to 389,

256—257

256

While you walk along the road, no crall passes you
and you pofice that vou are heading down towands
a river. By the rveris a house, very modernin style
and by the house &5 a power launch. You suspect
that this iz 2 Grom residence, Do you approach lhe
house (lum to 109) or give it 2 wide berth (fum o
6o)?

ART

The Android sets off at a fast pace and leads you toa
small building, with two GromPols standing al the
gate. It tells you that there 1s a ComTerm inside that
cin tap inty security information, but that it is
vacuum-profected and can be accessed only by
Androids. The Android will go in, but you will have
to keep guard. Il unwrapsits parcel and hands youa
blaster; then it pulls outits own stun gunand rushes
into the bullding. You follow and destroy the first
guard with one shot, while the Android punches a
hole in the second guard’s middle. You take up a
defensive position and wait. Tom to 369




258—260

258

The Grom: craft passes over you just as you reach the
ZipCar. The rockets fire al onoe and vou speed off
with the Grom behind you in dose pursuit. A blast
from his cannon smashes inle your exhaust. You
look around the cockpit: you see a button with the
word Thruster” scrawled above it. This is an illegal
item on planetdevel craft, but is often used by
criminals for getling away. A Thruster will use upall
yvour fuel and you donteven know that it will work
Another shot smashes into your craft Deduct =
TIME units. Do you risk pressing the button (fum to
Bg) or not (turn o 113)7

3
The Android anrmuw:e':g'hiumﬁﬂn not avail
able. Groms will be using one-of four bases Madnd,
Roma, Pans, London, No other details.” Deduct =
TIME units and tum o 32

260

You push open the doorand, just as you shutit, vou
hear the sound of footsteps go past. You look in
frunt of you and there are two other doors with a
small terminal t the side of each one. Each door
asks for & pass-code and shows the symbal of =
knight from a chess set. You must act quickly. Do
vou choose the left door [tum to 5) or the right door
(titrn to 112)?

The gory scene has made you feel ill. What do yvou
do next? Do you walk away and continue on Ioot
(tirm to 379) or wade into the mess (fum to g)?

262

You run fasl, keeping close to the buildings and
occasiomally weaving toaverd stun shots, Suddenly
an arm grabs you, and you are halted in your tracks
oy another group. When they rob you, they come
across your 1D This stops them and they take you
back to the others. When vou find that they detest
the Groms, their creators, you explain your mission.
They returmn your possessions and one of them, a
recent defector, tells you that it saw the presidential
cr=ft brought down near the salt-mines. You have a
chodce: the Androids wall help vou get to the salt-
mines (turm to 208, or they will et you continue on
vour o (b o sg).



2h3—264

263

You reach the top and stand at the highest point.
The Chronograph is now emitting a visual signal,
You see the rescue craft coming at Catchnet height
and you brace yourself. You are both caught in the
plasti-net. You are pulled in and greeted by a
spacecruiser commander. The President is taken to
his securnity quarters. You are left standing around.
Suddenly the first-lieutenant whistles in amaze-
ment, "'What in the galaxy is that? You look at the
Vidsereen: a winged, fire-breathing creature with
huge talons is chasing you. The Heutenant waits for
vour advice. You reply that it's just another Grom
iltusion. Will you advise him toignore it (turm to 346)
or to fire 3 missile at it straight away (turn to 155)7

264
You are unwise to run. Before you have taken vour
second step, it blasts vou between the shoulders. Tt
15 an Android whose ‘cover’ has been blown and
which is therefore very dangerous. You will re-
cower, but not m Hme to |::11'nph-1.'r|;' your Tission.,
Deduct all your remaining TiME units.



2b5
You dig divwn and cover yourself with the under
growth., Breathing in the cormect way to avoid sense-
detect, you try to drop your body temperature in
true Rogue ‘lracer fashion. Bul when you ook
ahead, you see a mollen flow of lava moving to
wards you and destroving evervthing in its path
Test wour Teer Focler. U vou are frightened, wvour
heartbeat speeds up and you are detected: the Fx-
cels blast you to smithereens. I vou are not fright
ened, vou let the lava flow over you, proving that it
is just another illusion. When you think that the
coast is cear, you rush across the road. Tum to 213

266
You jump on the speedboard and coast aleng
the funnel in a north-westerly and then northerly
direction. Tumn to 253. ;

267260

267
Test your Luck, If you are Lucky, turn lo 21, lfvou are
Uniocky, turmn to 35.

254

As you wander along, you find the woods getting
thicker and darker. You lose all sense of direction.
You will never get out of this maze in time to do any
good. Deduct all your TIME units, Your mission is

WL,

The Silverhound = hil many times. One of the
Androids has lost an arm. You mash around looking
for retro-chutes, but vou are too late. There isa crash
and the bus buries its nose in the soft snow. You lose
amschmasness as the Androids self-destruct. Turn
fo 356,



270=272

270
You sil back and watch the Aaching lights and
controls. After a time vou fall asleep. When you
wake up, vou look oul of the window and see the

273-274

273
You think that the hacienda will have a ComTerm
which could provide information about the location
of the President. What you don'l need iz a ‘rogue’

Crom heading back to the craft. Add 1+ sTamins 3
puint and turn to g

companion interfering in your search. Tle takes you
to the hacienda and then vou realize that he intends
o leave you there: he is taking no risks. He tells you
to take anything valuable, even food. You set off
1' and look throngh an open gate. Deduct 2 TimE units
and turn to 167

| 274
You leap on to the board, touch a few pressure pads
and ghide off almost silently. As yoo speed away, a
l homed creature bursts out from behind the crates
and shrieks at you. The board is light and easy to
| control but you are not sure about fuel levels, Do
vou travel flat oot (fom to 253) or at half speed to
conserve fuel (turn to 148)?

LTx
You follow him into the doorway. It is very dark
You hear something clang shul and come aoross
rusty metal trapdoor, obviously locked from the
imgide. There is no way to follow him. You go out
and stand in the maze of alleyways and buildings.
Deduct 2 TIME units and turm to 207.

272
You are in Black room, Level 4. Reduce oxycENby !
unit, There is one door leading op. Turmn to 196,




205

75

You stand upand walk over to Orvium, pushing hi<
guards aside; you tell him that you want to talk. He
Is drunk and refuses to talk to anyone who haw's
plaved ‘the game’. He sits you down opposite one of
his gang and throws an old six-chamber stun gun
down on to the table. He puts a charge in one
chamber and then spins it. Your opponent picks up
the gun and puts it to his head. Roll one die: that is
the chamber. Roll the second die: thatic hic go. Ifthe
numbers match, he has blown his brains oul. Now #
1% your turn: roll the second die again. Take altemate
turns until one of you is dead. If you survive, deduc
2 TIME units and turn Lo 165,

276277

276
¥ou pull put your Catchman and fire at one of the
Houlgans; you punch a second and the rest Tun
#way. The Android picks up its boxes and tharks
vou in what is quite an emotional voice, You signal
CodeMatch and, when it realizes who you are, it
Srops its boxes again! When it has calmed down it
miroduces itself asa WL-1 Android, so you decide
= call it Willi. B tells you that the President is almost
certainly not in Madrid, but in one of the other
aties. There should be information about his lo-
=hom at the Plaza de Toros base station. The Groms
=re great organizers and everything is filed, The
fleza de Toros building i= accessible only to
Androids and is heavily guarded by many troops of
Excels. Turn to 380.

277
Before you know anything, it has blasted vou. You
are paralvsed and collapse in a heap. Your mission

Lo 4 s



278270

278
You come o a door which shdes open as you
approach . . . and there in front of you is the Presi-

aent! There are no guards, just a Grom sciembist with
his back to vouw. lhe President is still being brain-
scanned, so you know that he has vet to reveal the
codes. You wrench the scanner off his head and the
Lrom tums around. He nearly faints with fright,
tut then he disappears from vour sight, using a
personal lus-o-Scope. You grab the President; heis
unTesponsve, so you have to carry him out. Redoce
-h_cr sTaMina by 4 points. The Chronograph
oS ¥ou that there is a tall structure fairty close;
you'll need to get on top of it for the rescue. The
door vou came through I8 now sealed, so you check
the panels around the room for another exit, You
fnd one that sounds hollow and youo kick it in. Tt
collapses and leads into a very old. dark tunnel, full
of z00-year-old rubbish, Tum to 24,

a7
You pick up some food cubes and a Mangola tube.
Add g sTamINa points. While you crunch vour
wheaty snaps’ flavonred cube you set a course for
Paris (furn Lo 78) or London (tuen to 217).



280—281

280
The Mark | handles well and after 2 while you see
the city: an overgrown mass of crumbling buildings.
Madrid conirol gives you settings for the Silver-
hound terminal and vou perform a good landing on
manual drive. You park in the oaft-park. Tum 1o
175

281

Self-destruct begins at its feet as it dubfully answers
your question, ‘The administrative building is for
Androids only: even Groms cammot get physical
access, but make comtact through their ComTerms
You can get . . . Belore it can give you any hurthes
information, its speech functions disintegrate and
the rest of the Android dissolves into the ground.
Deduct 2z T1we unats and turn to 31.

282

You are comect; (A-C)<2=8. A sub-menu
appears and asks for 2 question. You key in: ‘Is the
Galactic President in Madnd? It answers in the
negative. Then you ask it where the President s
being kept. It replies, "He is at a high-security Base
station,” and a symbol appears of a circle with a
norizontal line through it. The message continues,
Reference 1604 _ . ', but it breaks off and another
message asks lor your Grom family code letter.
Then ‘11 LeGar access bemns to Aash across the
screen. You rush back to the exit. Deduct 2 TIME
umits and tom to 194-

283
You stand outside the base stalion on a long straighl
nzd, which runs from east o west. You have no
local map of the area, since you expected to find one
at the station, but none were available. Will you go
gdst (tum to 327) or west (tom o 103)?



28g=206

You are in Iurquoise room, Level 4. Reduce oxy-
CEN by 1 gnit. There is a door leading up. Tum to

144.

a5

Arana has given you good directions. You see 3
Vidnews machine, and you insert a credit and scan
the files: the news of the kidnap is stll being sup-
pressed. Next to the machine stands an old man
selling a strange cold food, on a cone. You watch a=
a native buys one and walks away licking the sub-
stance. You have been wamed of the hazards of
open fond, but vou give in to the temptation. As you
walk aleng licking in the approved manner, you
come across a toadblock, manned by a GromPol
task-force. You show one of the Androids your [D
and it grabs you. Do yoo fight (tum to 358) or go
peacefully (lurn to 228)?

2B6

You head for the Plaza de Toros. Jose explains that
iz built under a Crom Ents Complex. The Groms
have revived bullfighting and have built therr own
bulls, since the real ones died outl many years ago.
The gang take you to a manhole they somehmes s
to et in to see somie of the Grom sports. As you tum
8 corner you bump into a wanted criminal, fairly
higzh un the hist. Do yvou attack as a Rogoe Tracer
{turn Lo 74) or ignore him (tumn to 114)?

287
You know that Houlgans are famed for their skill in
stealing, so you do not show them any credits but
merely hint at the prospect of payment, They are
suspicions and begin to back away muttering about
Grom agents. How do you win them over? If you
think you know the leader's name, count up the
letters of his first name, multiply this number by his
tattooed number, and go to that reference. Other-
7ise, hurn D 174

2588
Deduct 2 TimE units. Test your Luck. If you are
Lucky, tum to 332 If vou are Unlucky, turn to 325.

z

You run towards the end of the tunnel, splashing
through poddles and tipping in the loose winmg,
Suddenly you feel empty space beneath you and
v fall down a shaft. Test your luk IF vou ane
Luckv, vou catch hold of a hot pipe and slide
::namﬁil'hr to the bottom (tum b 351). IF vou are
Unlwcky, vou fall to the ground with a "rlLi':.EI'I.lI'I.g
thud.



290—292

250
You walk in and see a group of assembly Robols
putting together a new range of Excels. The room is
stacked full of Android parts. In the corter you seea
Hashing red light. Suddenly a headless Excel grabs
vou and focks s arms amound your body; mean-
while, another headless Excel comes slowly to-
wards you, 1 arms opemng and closing hke
pincers. Throw bwo dice and add up the resull: this
= the Android”s strength fackor. Throw ome die, add
the result to your sTAMiN A score and enter it in the
FHYSICAL TASKES box on the Adwemture Sheet: this is
vour effort lo get free. U your effort is equal to or
greater than the Android®s strength, then you have
troken loose (turn to 348). 1 it is not, then deduct 1
point from your STamina score and by again, If
vou do not break [ree, you are linished.

i
You walk along a track from the diner until you
reach a road. Wil vou head north (ki to 363) or
ssurth {burn to 256)7

292

The Catrhman works. Yoo aimm at the iegﬁ, bt the
plasti-net is torn up by the bull straight away. You
devide B dodge away, but you leave it very late, and
the bull i= almost upon you. Test gour Tk 1f voz are
Lucky, the homs have missed you and you run lefl
0 a shelter (furn by 111). If you are Unlucky,
farewell, brave matador!



293-204

93

You sit down with the gang and order a Mangula,
but Orvium insists that you drink a Boolean Snap-
spine cocktail. When it armives, you happen to
nolice, in the comer of the bar, Brak g and wo
grubby Excels, which have obviously been pirated
[rom the Groms. He knows vou very well, so you sit
lower in your chair and order another Snapspine.
By the time Brak has left vou have had ten drinks
and you are very drunk. Lose 4 sTAMINA points
and 1 K111 point. You wave goodbye to the gang
and weave your way through the back-streets. Sud-
denly you fall into something and everything goes
blank. Turn to 313.

204
You bank left and start climbing over the moun-
tairs. As you gain height you realize that Rocket
Bikes are meant omly for low-level flying and are not
equipped for altitude. You look for somewhere to
land with some cover, but there is nowhere. You
push the bike to its limit and try {o make it over the
nearest hill. The rocket stalls and you crash lethally
mto a rocky outcrop.
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=05
s very dark in the corridor. There is 2 curtain at the
end, and you can hear music. Yoo pull it aside and
vou see 3 3-D Vid of 2 very old film that you once
saw on channel g4 "Starblasters”. Youw hear a man's
=ugh in the drcular auditorium. He asks you what
vou want. You reply, "Orvium,” He gels up: he is
hupe and carries lour blasters strapped to various
parts of s body. He asks you your business and
sou mention the Grom Brmware. He Inoks you up
and down and says he'll take you to Orvium. Turn

.

2656

fou stay where you are and pretend to ignore the
mages. Then a Grom appears in front of vou, He
ellc you that psychologically vou should have
shown some interest and that they suspect you of a
rescue attempt. Their galachic "moles’ have told
them that a Rogue Tracer is on such a mission. All
they want is an admission that vou are that Rogue
Tracer. Deduct 2 TIME units. Do you admit to the
ecrusation (fum o 57} or keep silent {tumn to 122)?



297-248

T
You press B and vou briclly see "16gA" . . . and
then the screen goes Blank. You make a mental note
of this code (il you do not alrcady have it). Tum &

You call out and she stops and ums around . Yos
remember where you saw her before: at 2 kil on
Bollitrin 444 She is Arana, a very good Rogue
Tracer. There is an immediate bond between vou
and you share information. She tells vou that the
Groms have hired her for a “spedal’. Oreium
Egburg has stolen some unprotected lirmware from
Records Base in Boma and she suspects that there =
some important information on those chips. The
Crams got her in yesterday and dropped her at the
terminal. Do you offer to help (hurn to 349) or canry
on operating on vour own {turm B 142)7

299-301

299
You drop vour cubes and chase after him. When

vou are outside you see him signalling towards a
group of Rocket Bikers in the far comer of the
raft-park. You immediately whip out your Catch-
man and pull the tmgger. Throw one die. If you
throw 4 or under, vour weapon has jammed and
vz take him on unarmed, I yvou throw 50c 6, then
Lopst is caught (tum to 121).

LOPSTIT
If you win, turn to 123. If vou lose; turm to 19.

SXILL & STAMINA B

300

You follow its advice and go through the door, You
are immediately grabbed by three GromPol An-
drosds. Deduct 2 TIME units and tum o 322,

301

You lock carefully at the edges of the door for light
beams or wiring. Suddenly, an Android arm grabs
vou from behind in a strong grip. You give way and
collapme out of its grip. You realize that you'll have
o fight it quickly and silently.
GUARD SKILL Q

I you win, the Android self-destructs, Turn (o 260.

STamMINA B



Joz=303

302

¥You land deose to the sike of some debris from a
space ifeboat. You walk around and find parts of a
shattered presidental Guoard  Android,  Sell-
aestroct drouits must have broken up before they
could operate. You find two recall chips and plug
them into your Chronograph. You can ses the event
of the lbainding through the Guard's vision, You
replay the episode with high-intensity magnifi-
cation and focus on the setting used by the Grom
pilot. You can see: Q67 RTB8 20K K 1hgA . . You
know that the first three groups are siandard codes
tor the Lamdonarea. Then youlook up and sec areal
Grom craft heading towards yvou with cannons
liring. The shots destrov the head ofthe Guard. You
can run for the ZipCar (tom to 258} or for a nearby
salt trench (tum to 3)

303
The wolf is smarled up in the plasti-net. You run
back for the fence, but you are headed off by a pack
of them that appear in front of you. Thev chase you
o 3 building and up an old stairease that suddenly
gives way and collapses under you. Turn to 313.




Betfure you can say anything, fhe Android shouts
that you arc under arrest. Tt pulls cut its stun gun
and you run off round the corner. When it follows
you ane waiting forit,

ANDROID SKILL 8 STAMINA B

IF yomy wiin, lurn Lo 279,

305

To your leftis an abandomed retro pack. You go over
and pick it up. There just might be encugh fuel left
In a hail of stun shots, yvou strap il on, ignite the
rockets and shoot off in an unoontrollable arc. Tesi
your Luck. tf you are Lucky, tum to 241 ¥ you are
Unlucky, you have crashed into a building and vour
mission ends here,

Joh—307

106

Yoa walk over to the bar and talk to the girl. ‘Tt has
kept us here since vesterday when ft came inand
demanded a drink,” she says. ‘1 gave it some lubri-
cant, but it wanled beer and told me to play this
ridicitious instrument.” She holds up a thin box with
some wires across it You guess that the Excel has
suffered memory corruption and has its ‘data bus
pins’ crossed. It must believe that it is living in the
past. You have a good knowledge of VidFnts and
realize that it believes it is in what was known as o
Western" Tum to 53,

307
You notice that the elevators work on the balance
pandiple, and so probably require no power. You
vt the Presidentin, shut the metal grille and turna
fzrge Jever. There is a lot of creaking and shudder-
mz, but it begins to work. Tum to 338.



108-310

o8
The auto-pilot reasserts itself and set= up the fight

path to Paris. You <t back, eat some lood cubes
and get some sleep. Deduct 2 Tiwe onits. Add &
STAMINA pomnts and turm to 76,

Az you make your way through the dty vou check
your Chronograph and realize that vou will need
tranzport to Londem as soon as pessible. You see a
transport craft marked ‘Escargot” and crates labefled
with'a circde and a horizontal line through it, Do vou
stiw away on the transport {furn to 23g) or o back
to the Silverhound termima! {(tum to 13407

310
The deor slides shutl behind v, Yo are in the
side-street behind the Plaza de Toros, Your Chrone
praph beeps at you and you realize that vou have to
calch the bus. You lock over your shoulder 2« 2
Guard comes out of the same door, fires a hlast in
Lhe other divection and runs off. You make vour way
tir the terminal. Add 2 1 tck points and tum o 8o,

Ji1—313

311
You drag the GromPol behind a cupbeard, but it
begins to self-destruct in your hands. You walk
lowards a door marked "MO ADMITTANCE - EXCEL
CLASS ONLY." The door slides open easily; there is
noome around. In front of youisa ComIermand on
the screen you see:

it 19 29
6 11 16
17 ag 2
Key in the missing mumber and go to that section.
You will be told straight away if you are correct. Tf
vou cannot work out the missing number, turn lo
194

31z
You give him a likely felon’s name. The Grom is
immediately suspicious: Rogue Tracers never reveal
targets even under pain of brainscan. He lets the bus
go. He stares af you and you stare back, noticing
how slight he is and how useless he would be in a
tight. Just then he disappears and the inside of the
craft becomes a square white box. The walls, rool
and ceiling begin to close in on you. Spikes appear
all over the surfaces and begin to ooze blood. Tes!
your Fenr Facior. IF you are fhightened, deduct 2
STAMINA points. Everything blacks out. Tum ko
18
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31
You wake up with a ?eajl'!.r sore head and look
around. Youare in a set of crumbling undenground
catacombs, There is a strong damp smell. You walk
along a corridor which goes from one chamber to
another. Each chamber has a dome-like catling. You
then look down at your feet and nobice water seep-
i in from the direction you are walking in. Soon il
i5 up to vour knees. You see a light in the distance:
couldd it be a way out? Thedoct 2 Tom e units and tum

to 304,

iy
You plead that yvou did not know and are told that
ignorance of the law is no excuse. Do you Hght your
way out (turn to 309) ot go quietly (turn to 168)7

315314

5
You pay and discuss the help you need. You let
them know that vou want access to a highly placed
Crom ComTerm. They argue among themselves,
but decide on two likely places: the Plarza de Toros or
the hacenda. The former is accessible only to
Androids, but they think that they can get yvou in.
The hacenda is less heavily guarded. Do you
choose the Maza de Tors (lwm to 286) or the
hacenda (tum to 183)7

316
You go up to the screen and look at the information.
You know that it is all false and that the screenis just
an illusion. The Groms are wsing a double-bluff
technique to see if you pretend to show no interest.
You touch nothing and watch the screen. Deduct 2
TrsE units and turn (06,



3ip-318

317

The Android slumps across the keyboard, but does
not self-destruct. You scroll through various codes
znd come aToss the one for the Galactic President.
You investigate this file and vou get a screen of
symbols {look at the illustration). The one on the
top-left comer Hashes; it seems o be some sort of
clue. Asvou begin fo delve into sub-menus, you Leel
the CodeMatch signal from Willi. You go cut and
find the Androsd very ewcted. It tells you that
Cuards are on their way: they have sensed the loss
of the Comlerm Android. Willi suggests that yvou
tide while it takes care of them. Do you agree (fum
to 223) or stand and fght (hurn to 105)7

318
You are i a chamber. In the comer stands a de-
activated Excel. Behind it s a door marked with a
chess knight symbol. Do vou go through the door
turn to 387)7 There is a blocked exit north-vast and
sher exits north (form & 353), south (tum to 139)
amd south-west (Hum to 6z},




31g—320

19

You stand back in a doorway and watch carcfully
The Houlgans are intent on robbing the Android
They poke at its arms and legs. By now it has
dropped all of its boxes and ome or bwo have been
picked up by them. They know that a standard
gervice Android has no real ighting prowess. One
of them snddenly stabs it in the side. There is 2
gpark and the Android moves with emendous
speed, whips outa stun gun and hits all of them in
few seconds. It knows that you have seen svery-
thing and 1t Tuns towards you. Do you min (fum &
264) or raise vour hands to show that von will not
fight {tum to 128)7 :

320
You hack your way through the forest until vou are
exhausted. You sit down and a Gromasaunis step<
on you!

331322

31
You are right to worry about safety, bul you are
exhausted and should have had a rest when you
had the chance. Deduct 25TamIx a points and turn

to 41

¥z

You are thrown into a dark room. You are deprived
of all your semses until a Gromulan face appears
pefore you ard, in a voice that seems to surround
vau, t=lls vou that they know about your mission
through their galactic ‘moles’. All they need i for
you to confess and you will not be harmied. Do yvou
condess (turn & 57) or say nothing (furn to 299)7




=334

333
You approach carefully, with your back fo the
crates. buddenly a strange, horned, dog-faced crea-
ture leaps out at you. Tis coarse hands grip vour
throat and fangs lodge in vour shoulder.

ITORMNED TH(G-

FACED CUARD SKEILL § STAMINAE

If you win, turm to 266.

324

Although you are tired, you force yourself on. De-
duct 1 STAMINA point. As you pass 2 group of
Houlgans, one of them brushes against you and
takes your Catchman. The others stand anmwnd and
cheer, You run after him, caich him and take back
your property. Dedort another s1asmina point
You are shattered. Do you chanpge your mind about
the sleep unit {fum to 228) or carry on (fom to 83)7

5
You are being chased by a Homed Dog-Faced
Cuard. It fires a blaster at yoo and you weave trom
side fo side. 1he shols smash into the tunnel walls.
fhmow ome die for yoor posiion and throw the
seoond die for the blast. I the blast is the same as
vour positiom, then you have been badly hit and
take no more interest in the mission. Repeat this
procedure three times. If you survive, you try 10

outrace thie Guard.

Theow two dice: this s vour speed. Throw two dice
again for the Guard's speed. IF its speed is greater
than vonars, it has caught you and vou have lo light it
with the neatronsword. If vour speed is greater or
equad, it crashes o the tunned wall {turn to 332).

HOBRNED PG

FACED GUARIL SKILL O BTAMINA 8

I voun win, fom h 3320
326

Test wowr Lick. I vou are Lucky, turn to 380, Tf you
are Unlucky, tom to 343



327-329

E S
You walk for a long lime along the road, which is
offen overgrown. You are getting tred, hungrv and
thirsty- reduce your sSTAMINA by 1 point. Just then,
vou sec 2 batbered FrpCar at the side of the road with
its hood up. There seems (o be nio one arvond, and
vou ‘*"-r"..nnh carefully. Suddenly someone J-r_ﬂ.i.':"-
out of the bushes. You spin around just i Hme o
see the Lurgan whois meshing at you hurl & larpe
rock. Test your Luck, H vou are Ludw he has missed
".1.:':". to 388). F yimm are Unlucky, vou've been hil on
w head {harmn Lo 226).

While vou dash off down the back-streets, vou hear
a craft laking off very close by and r.’:uhuh:uu&]’-. lowshimgz
for you_ In your haste you find vourself in a blind
alley. There is an open warchouse door on the right
and & pile of rubble on a broken manhole on the
ground in front of you. Do you o inbo the ware-
house (tum o 365) or down the manhole (tum to
87)?

329
Tou cimbup. As yon gethigher, the metal bars get
dirtier and full of cobwebs. The shaft leads up into
darkness. Suddenly the shaft gives way and vou fall
down and crash through the Aoor, You lose con-
sCiousmess. Tam to 313.



320-332

330
Fortunately you land on some soft ground betwesn

twi boulders. You take cover 51'ra=ght away, be-
Canse ol become aware ol other craft np iﬂ'_".'.I'LE
which are obviously loolang for vou. Tum to 137

33
Deduct 2 TTMT units. You are in & chamber with a
blocked tunnel south, and exits west (fom 1o 28)
east (burn to 27) and north {(turn to 139)

You are in a rubble-strewn chamber. There = =
Blocked exit by the cast, and exits nocth (lum o7
and south {lum to 56).

333

You wake up by an anti-gravity pool, facing a small
Erom who is sipping a long. cool drink. A service
Android offers you a glass. The Grom admits that he
was bored and arranged the “entertainments’. He
talks for hours and lets slip that ke is highly placed
in Grom HQ Madrid. When he leaves you for 2
moment, you notice a ComTerm showing an imagy
of the President. Do you approach the ComTerm
{turn to 242} or stay where you are (tum to 190)7

334-336

334
The door casily slides open. You are in a small,

narrow corridor. There are several smudges on the
floor and another door at the end of the corridor. On
one of the walls is a mirror which vou suspect of
being two-way. Suddenly the second door opens
and vou are crushed into a smudge on the floor,
Two Grom sdentists, who are conducting experi-
menis on extreme high pressure, look through the
glass and wonder what cansed the extra stain,

335
You shmg your shoulders, turn around and eat

vour cubes. The man goes away and you sil in
sifence until the bus signals for take-off. Add 2
STAMIK A points and turn to 22,

336
Deduct 2 TIME units. You are in a chamber with
exits gast (burn to 12), west (urn lo 37) and south
{torn bo 336,




337338

337

‘Hello,” says the Android. T'm sorry, sir, [ have lost
all automotive functions and cannot complete my
tasks. Twill self-destruct now.” You order it to shut
up and to tell vou the way out of the tunnel. It insists
that it must self-destruct, but it seems to have
broken the circuits which enable it o do so. You
bargain with it that you will help, i it tells you the
way out. It thinks for a while; its eves dim and then
light up. ‘Okay,’ it announces. It tells you to take the
tunnel and walk for four hundred metres, then ke
the left fork and on the third foundation shaft vou
will find a ladder leading up into the Ents Complex.
You comnect up its dreuits and it begins to dissolve
with what could be a smile on its face. You walk to
thi ladder, Turn tio 25

338
You come up into a devastated landscape with the

faint green tinge of radicactivity. You see the tower
a short distance away. The Chronograph emits the
voded rescue signal when vou reach the bottom of
the structure. There is no one around and you
suspect that the very high radivactivity is respon-
sible. The tower is just a block of concrete with 2
ladder on the side. You will need all vour strength to
clinb it with the President on your shoulders
Throw two dice: thisis the strength factor needed to
get to the top. If this is greater than vour sTAMINA
score, then you collapse halfway up the ladder and
both of you fall to your deaths. If you make it to the
tup, furn o 263,

335341

The Android stutters as ifs feet begin 1o dissolve,
“Madnd records at Plaza de Toros . | west of here
- . . Androids only _ . " The decay reaches the
speech armuits and the Androld is silent. Deduct 2
riME units and tom to 117-

340
There are pieces of Android all over the room, The

pieces discolve through the floor and then the floor
gives way and you fall through. Tum to 333

341
Your fight with Lam cuses a commotion, The
Fxcels are upon you and they put you in a holding
cefl for eighty gravity hours. Deduct all your
remaining TiMe onils. You have no time Teft to
complete your mission.




o

342

You are mn a sfadiom. There is a veey high wall all
arpunyd. and across on the far side is a strange
creature of CGromulan make, like a huge bull with
long, steely homs. it stands stock-still. You Jook
around  the bullrng: there are Lhree shelters;
eguidistant from one another. You walk carefully
towards ome of them and notice, too late, thal vou
have broken a beam. The bull is activabed. Tt toms
wwards you, gives an electronic snorl, scrabbles
at the ground and charges at you. Do you osu
the Catchman (lomn to 292), run back to the door
fum to 185}, or dodge left to the nearest shelter
it to xaw)?

H3
You ren inte & squad of four Homed, Dog-Faced
Guards, who ame dotching neulronswords. You
muest fight all (owr in turm,

SKILL ETAMINA
First GUARD & &
Sevond GUARD i e
Third GUARD 9 10
Fourth GLUARD ] 10

If you survive, born to 180




344-340

You climb op a vertical 31'?:& There is a metal plate
at the top which unlocks and swings open. You are
in e middle of a Roman street, 4 ZipCar thunders
vverhead. You get out and slam the cover shut. The
alarm on the Chronograph beeps at vou and you
realize that the Silverhound for Paris is due to deave
so0n. D you g to the terminal {turm to 75) or stay
and carry on your investigation (tuen 1o 221)?

M35
You are faced with a frightemed boy who Tooks a=
thoagh he hasn't had a good meal in days. You put
him at ease and tell him that you want his gang's
help, e takes you to a bar where the B al Houlgans<
hang out. Tarn t 132

245
You are unwise to underestimate Crom ingenuity.
The Dragon is a mega-missile with builtan Mhas-o-
Scupe and anbi-sensor devices. The missile ploughs
into the rescue craft, destroying evervone.

347349

M7

You run silently and fast through the undergrowth.
The craft fires again, but is off terget. Foor Excels
begin to comb the area. You reach the edge of the
gardens and there s nothing but open space ahead
of you. The Exels are mtchmg the edges, stun
guns teady and set on maxamum power. Dihers
are using heal-delector unils. Do vou sit tight
(turn to 265) or run for it across the open ground
(furn to 213}

348
Alarms flash as you get out mto the loading-bay.

There vou see a Grom commercial transport, which
i= about to take off. The plasti-ctates are all marked
with a circle with a horizontal line through it
Dedoct 2 Time vmits. Do you wish to stow away
on the transport (lwrn to zs5) or go to the
Silverhound terminal (tarm B 134)?

39
As you walk along she tells you all the details. She

suspects Orvium is going to sell to the highest
bidder. You tell her your mission, for Rogue Tracers
have no secrets from each other, and she has no
objection to you using the firmware to gain informa-
fion before she retumns it to the Groms. She knows
of a few places where Orvium and his cromies hang
out. You split up and you have two options: the
Roxyrama (tom to 151) or Gino's Club {lurn to 285).



330353

350

You look at the Android and press vour CodeMaich
bullon. It walks away from vou and sits on a bench.
You follow and sil next to it, but it does not speak to
vou and you get suspicons. When you gel up. two
Excels grab vou and you know that the “planted”
Android has been ‘tumed’. You are dragged away.
Your mission has failed.

You land in a puddle, }'jui:ham!s buming. You are
in a large chamber with an exit & the left. You look
up al the shaft, trip over something and fall head-
first mto the puddie. ¥You fed amund and find the
head of a service Android and some other bits. You
quickly do some temporary repair work on the eve
and brain region and you are greeted with a low
rumble which sounds like "Hallo.* Tom e 337.

352
You are in Magenta room, Level 4. Reduce oxyces
by 1 unit, There is one door leading up. Tum to 144

353
Beduct =z vom e vnits. The tunne] divides. There are

exits east (lurn to 37), west {(fum to 131) and south
{turn tv 338). To the north is an eat blocked by =
heavy steel door.

354356

354
The bikes have an extremely short range and after

half 2 gravity hour they head off for a large flashing
Star sign that indicates a fuel station. The attendant
service Android beams a manufactured smile at the
gang as thev fight over the food cubes. Lopsti and
your guard intervene. The Android fils the bike you
are on first and vou notice that the anti-thelt device
has not been set. Do you start the Rocket Bike and
go [turmn to 65} or wait for a better opporiunity (tlum
o 1ya)?

355
The woll atiacks and is juined by a pack of about
twenty others. You cannot fight them all off and
vour Catchman has run oot You collapse under

their savage fangs.

—5
You head north along :eivnl twisting roads. You
begin to lose your sense of direction, when somecme
calls vou; there isan open gate to your left. Deduct 2
tivE umits. Do you go in (turn to 32) or carry on
{turm to 136)7



357359

57

You walk towards the Android. 1t drops its vacoum
aftachmeni and goes out of a side door. You follow,
tum a commer and Snd it walting for you. I presses
the CodeMatch signal and you respond. Tt 18 ome
of the "planted’ Andmids. It gives vou as much
miormation as it has gleaned. It tells you that
the Groms are based in four citics and that the
Silverhound bus is the orly mode of public travel to
thi=e aties. The Rocket-a-Hire company has with-
drawn ifs services due o lack of demand and private
LpCars are few and far between. All high-lewvel
Groms are linked into the bases through their
ComTerms. IF vou can get access to one of these
terminsls you could probably get a lot of important
infirmation. When its message has ended it begins
to seli-destruct. Tum to 7z

358
You twist away and then Hip over; grabbing the
Andmid by the arms

GROMPOL ANDROID skincy7 STamiman

if vou win, you de-activate the Android, but are
surmmmded by the task-force. Tom to 228

359
As you cut your way through the undergrowth your
feet start to feel very heavy and then vou cannot
move them at all. Yoo are stuck and will never get
vut of this swamp.



360— 362

60
Tose asks you how vou know his name and you
explain about his father's diner. He relanes. the
chaing and spears are put away and Jose begins 1o
accept you. He suggests gomg fo gel something to
eal. Turn to 132,

361

Dedoct 2 1iME anits. You walk through the door
and il closes behind you. Suddenly = shaft of fire
shoots out of the wall, and part of vour boot is burnt.
Mex! time vou move to avoid the flame, but asection
ot the floor drops open. Gradually, as the fames
continue to shoot out, more and more parts of the
floor open up. Test your Tugk, If voo are Unlucky,
vou have fallen through one of the holes (turn
tx 2o00), If vou are Lucky, vou are forced into a
corner and a sheel of flame envelops vour head
{tum to 333).

363
You can hear talking and swearing behind a door.
There are two voices. You pull out your Catchman.
Do vou goin {turn to93) or ook 2round some mone
(turn to 2g5)?

363364

You walk along the road for several gravity hours.
Deduct 2 Time units. Eventually, vou reach a small
settlement perched on top of a hill. You walk
through the town: it is deserted. As you pass the
empty buildings you see what must have been the
original ZipCar Mark I, rusted and patched, parked
outside a building with a flaking sign proclaiming
‘Hotel Akcazar’. Do you go into the Alcazar (turmn to
197) or approach the ZipCar (hurmn ko 170)7

304
You are faced with three doors, but before you can

decide which to take, the left door opens and out
pops a small Gromulan kid about five gravity years
old. She stops, looks vou up and down, then asks
vou what's happened to Beany and her lemonade.
You don't reply. She stamps her foot and a knife
shoots out of her right eye straight for vours. You
instinctively drop to the floor; when you look up a
giant boulder falls on top of you. You are not hurt,
but you see an image of yourself across the room
breaking up, cartoon-style, into little pieces. The
Tittle girl laughs. She holds a small Tllus-o0-Scope in
her hand. She asks vou to play with her, Do you
(turn to 88), or will you ignore her and search the
house (turn to 106)?



365307
365

You slip into the warehouse as the door slides shut.
You look around, It appears ts be a Grom Android
assemnbly planl. You are in a room surrounded by
immobile, headless Excels. A Forkliftron moves
between them. There are two doors ahead. Do
vou lake the left one (turn to 158} or the right one
(turn to 200)7

gl
The Excel demands to know vour bosiness, You
show it your |1 and it disappears. Deduct 2 Trve
units, l leaves you standing in a small white box
with your head leeling four times its normal size
You know that it's an illusion, but you collapse
under its weighl. Turn to 2.

367

You land the ZipCar on a salt lake and get out. The
Lrom craft approaches, and suddenly fires its
cannons at you. Test your Luck. If you ave Uniucky,
you have been hit and you watch helplessly while 2
couple of Bandits get out of the Grom aaft. They
strip you of credits and equipment and leave you
badly wounded. You cannot complete vour
mission. If you are Lucky, you escape into a nearby
salt trench and the Bandits steal the ZipCar (tum
tor ).

3683609
368

Orvium and his cromdes come back in and he asks
you if that is not the real thing. You agree that it s
and vou tell him that vou have to report back and
arrange for credils, but Orvium insists that vou stay
for a drimk. Do yoa stay (hurn to 293), or get out fast
{lurn to 186)7T

369
All is quiel. Then suddenly two Androids appear,

an Exowel and a Guard. You drop jost as they fire at
vou, and they miss. They move fast and you can fire
at only one. Do you fire af the Guard (fum o 173) or
the BExcel {lurn to 250)7



o Ui

370

Ahead of vou slands an Android gang. You've
heard remours of such things, but never knoew that
they really exisled. They prey on individuals in
order to carry oot repairs to their bodies. They are
the faillures of the early Grom personality expen-
ments. They head towards you and you notice Excel
parts on some of them. You cannot fight them all.
Do you ran away to the Teft (kurm b0 262} or b the
right {furn lo g2)7

ki

You chmb what seems to be an endless spiral of
metal steps, bul you can hear footsteps following
yoo. You are caught by bwo Cuards v radiation
suils. bul because the slairs are se narrow you hight
thern one at a time. Yoo can fight them with the
neutronsword, since they do not use shun guns or
blasters, but long spikes tpped with nearonsplat.

SKILL STAMINA
Firzt GUARD B B
Second GUARD g 10

Bemember that you are carrying the Galactic Presi-
demt and should have redured yvour STAMINA as
directed. If you win, turn fo 338.



372374

ITE

The turmel begins to stink and you suspect that the
old sewage system is stll in use. You look around
and suddenly a dark figure leaps on to your back:
claws sink into vour neck and shoulders. You fall
over, forcing the creature to et go, and you see a
worman dressed in black with long nails and sharp
filed tewth, She snarls and attacks you.

FELIN A

H vouwin, turn to 6.

SKILL g ATAMIMA 12

373
You join the other shullle passengers who are

feeding their credits into the Visamatic of the
Silverhound. After each operabion the doors blurt
out a distorted "Thatl do wicely.” Tum to7a.

374
You are surrounded by a mass of huge black rats,

¥ou pull out your Catchman as they scrambie
towards you and sel it for wide shooting. Throw
two dice: this is the number of rats in the first
group. Throw two dice again: this is the number
caught by the plasti-net. If any get through, they
sink their fangs into vour body. Reduce your
5TAMIN A by 1 point foreach rat that bites you. Tom
to 3364

375378

¥75
You lind the drcuit and itis undamaged. You realize

that you canmot save the Android: self-deatruct is
beginning. Looking carefully at the other drouit,
you dir not see what yvou expect. You get up and
run. This Android has beon fitted with neutron blast
in case 2 walking bomb was needed on the mission.
There is a terrific explosion _ . .

378
Yuvu are still being chased when the tunnel forks.

Deduct 2 TimE units. Do you go left {tom o 1682) or
nght (turn to73)?

i Fir
Youare in Grey room, Level 4. Reduce oxycen by

unit. There is one door leading up {lurn to 146) and
one door leading out (furm b 310},

378
You head for the left-hand shelter. The bull charwes

vou and you stand up in front of it with vour spears
held aloft.

BULL ANDROID STAMINA @

If vou lose, you have been badly gored and are
unable o continue your mission. If vou win, vou
have damaged the bull, which has now fallen over
and s leaking lubricant. You rush to the shelter and
find a door. Deduct 2 TTME units and turn to B8,

SKELL T



379-382

374
You get back on the road, shuddenng afer vour

nasty experience. You trudge along, bui see no sign
of any craft. You are tired, hungry and running out
of time. Deduct all remaining TiMEunits. You lail o
reach the President.

Wills tells you that its masteris a low-ranking Grom,
whose ComTerm has probably not got full access to
the Plaza de Toros base station. Deduct 2 TIME
units, Willi leads you towards its master’s house.
Turn to 36.

381
The GromPol craft accelerates and soon flags down
the bus. The GromPol Android tells you to have a
rice day. You get on board. The ather passengers
try tor ignore you. Tum to 2z,

Bz

You sit back and watch t:;'te power launch skim over
the water, An Android brings you a Mangola and
you check vour Chronograph. Deduct 2 TiME unils
and add 4 sTAMINA points. The trip is fast You
land close to the centre of the dty, and an Bel gets
off the launch. You see an old Azking sign, ‘Estacion
del Norte', which you assume is the Silverhound
terminal. You watch the Excel heading left towards
an old palace in overgrown gardens. Do you go to
the terminal (turn to 179) or follow the Excel (tom o
123)7

383—3B4

16
Tou walk towards the d.nfi' and it shides open. You
enter and find vourself locking at the back of an
administration Android. It senses vou and spins
around.

ADMIN ANDROID SKILL 5 STAMINAGD

If vou win, turn to 311

384
As you phuogh into the water the creatures siwwarm
all around vou with their mouths open. Test your
fear Factor. If vou are rightened. reduce your
sTamina and sk by 1 point each. The ilhusion
fades, and you carry on bo the north. Turn to 318,




385

38

You make a break :'rl.rmwr:-f. The two GromPols give
chase You feel the distinct swish of a stun shot
passing your lefr cheek. You fip over, ke out your
Catchman and fire, afl in one swift movement. The
Catchman does not let vou down and the lead
Android 5 covered in plasti-net. Belore you can
reset, the second GromPol is om to you. You kick the
pun out of i hand and lake il on in hand-to-hand
combat.

GROMPOL ANDROID skiLly STAMINAILD

As i all combat with Androids, if you throw double
&, you have found its weak spot. Tf you win, tum
hy 254




386387
356

Deduct 2 TIME units. You come toand find vourself
chained up in a warehouse full of crates marked
‘Escargot’, Suddenly someonse kicks vou from be-
hind. | is a Bandit. e explains that he has =old
tickets to all the rogues of Paris who want to see 3
Fracer fight. You look around and there is quite a
crewd up on the crates, placing bets and shouting at
one another. He frees vou and throws you a pair of
spiked steel gloves. You get up and see that you
oppotient i a tvpical native of Gigantis 8: he is one
and a half times your height, musde-bound and
tearless — the nearest thing to a non-fabricated,
ultimate warrior, The Gigantian is also wearing
spiked gloves. As he rumbles lowards you, vou
catch sight of a window by the crates. Do you tre to
break out (harn to 125) or stay and fight (tum to115)7

387

You are in a large room. In the corner there are six
Groms, all with snail shells poking out of their ears.
They are trying to play a game of chess, but roll
aboul in uncontrollable laughter as each in tum
upsets the pieces. You semse something behind
you, and you turn around to see a Homed Guoard
with an arm upraised, about to sink an axe indo your
head , . .

388-390
38%

You have no ime to set the Catchman; so vou have
to fight unarmed. Beware: Lurgans are famed for
their dirty fighting.

LURGAN SETLL g
If vou lose, tumn to zz6. I you win, vou head for the

LipCar (turn to 150).

STAMIMNA LO

589

At the botiom there is nw light. You hear a ereaking
and smell burning plastic. Willi imps over to you. It
nas lost vocal functions and, frankly, you ane grate-
Ll Willi ights up its eves and you look around. You
are among what seem to be the foundations of a
building. Large vertical metal shafts are sunk into
the earth. On one there is a small inspection ladder
and Willi motions for vou to goupit, You ask why it
doesn't come with you and it points at its leg. Will
vou walk down the tunnel with Willi {lurn to 193} or
climb the ladder alone (hom b0 25)2

oo
Your memaory is perfect and you get lo the Ents

Complex from a side-street; there, just where it
should be, & an inspection cover. You lift the masty
metal with great difficulty and close it behind vou,
Turn to 11y



391
You bank right and slow down a2 you approach 2
forest. The trees are tall and thin. You weave in
between them until the fuel gauge fashes that your
tank is almost empty. You stop at a road; there is no
sound of pursuit. You hide the bike and stand on
the road. Do you go left (tum to 103) or right {turn

to 327)?

392
You are in Brown ruom, Level 4. Reduce oxyceN by

1 unit. There is one door leading up. Tum to 1g6

You [ollow him into the ﬁ:]de It is dark and you
hear someone running up a staircase. You follow,
but cannot find any trace of him. You go out and
stand in the maze of alleyways and buildings
Deduct 2 TIME units and turn to 207.

394-3496

KL

Ihe water has completely filled the cormidor. You
must swim underwater from chamber to-chamber,
Throw two dice and add up the result: this is the
distance you must swim to get to the next chamber,
Throw one diec and add the mumber b yoor
sTamina soore: this is your ability to swim the
distance. Il yourability is equal toor greater than the
dixtance, then vou've made it. Repeat the procedure
three limes. If you ever fadl, you have to wait £ill the
water subsides, reading water and breathing the
stale trapped air: this will take all your remaining
TrM £ umits. If you succeed, tum to g6,

395
Keduce TIME by 2 unihs. You are ina chamber with
exils north-east {lurn 1o 2), east {lum Lo 85) and west
tumn o 5],

396
Tou keave the shop, without having found anything
mieresting, and um the corner inte a wider road-
Tou walk along for a ime. Turn to 83



397400

397
You are in Ochre room, T evel 4. Beduce oxycen by
1 unit, There is une door leading up. Turs fo 215,

394
LThe Mark TIT drops into a forest. The sjecharmalic
does not work, Your mission fails on impact

359
You kck out at the first Android and manage o

disable il with 2 blow to the automotive crooits. It
falls in the way of a blaster shot from the second
GromPol, who wou teke on in hand-to-hand
combat:

GEOMPOL ANDROID srric? sTAMINAI

If you win, turn to 328. I you lose, lum o 16s.

400
You have suvveeded in your mission. The Gatactc
President grants vou an Indium Ambx Credit Card.
You will not have to go throngh the dangers and
loneliness of the Roguoe Tracer lilestyle ever again
Well, at least until you are needed for another
gpecial mission, in the wake of the Gromulans
quest for reoenge!
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397400

397
You are in Ochre room, Level 4. Reduce oxvaex by
1 unit. There is one door leading up. Tum 1o 215.

395

The Mark HI drops into a forest. The ejectormatic
does not work, Your mission f3ils on impact.

399
You kick put al the first Android and manage o
disable it svith a blow to the automobve circuits. It
falls in the way of a blaster shot from the second
GromPol, who you take on In hand-to-hand
combat.

GROMPOLANDREOID sl 8 sSTAMINAIZ

1f you win, turn to 328, I vou lose, tum o168,

400

You have succeeded in vour mission. The Galachc
President grants vou an Iridinm AmEx Credit Card.
You will not have to go through the dangers and
loneliness of the Rogue Tracer lifestyle ever again.
Well, at least until you are needed for another
special mission, in the wake of the Gromulans
quest for revengel
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