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PUFFIN BOOKS

DAGGERS OF DARKNESS

As one of Segrek’s Select you could be the heir to the Great
Throne of Kazan. But the ancient system of succession in this
strange and wild kingdom is under threat from the forces of
evil in the guise of the murderous vizier Chingiz. Time is
running out for you already. Following an assassin’s attempt
on your life, your body is infected with poison from a Death
Spell Dagger forged by Chingiz himself. Unless you reach
the Great Throne in time and hand back the dagger to its
maker, you will perish and Chingiz and his dark creatures
will rule the land.

Who knows what evil will pour out of Kazan if you fail in
your quest? The destiny of the Great Throne depends on
YOU.

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

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

Before embarking on your adventure, you must first
determine your own strengths and sweaknesses.
You must work out your initial LUCEK, sKILL and
STAMINA sCores. You may use the Advenburs Sheet
on pages 18—1g to record all the details of an adven-
ture. Here you will find boxes for recording your
SKILL, STAMINA and Luck scores. Ifitis possible o
make a photocopy of this page, do so, Otherwise
record all details in pendil.

Skill, Stamina and Luck

Roll one die. Add 6 to this number and enter the
potal in the se1 Ll box on the Adoenture Sheet.

Roll both dice, Add 12 to the number rolled and
enter this number in the sTAMIN A Dox.

Eoll one die. Add & to this number and enter this
ttal in the Lok bo

For reasons that will be explained below, SKItL,
STAMINA and LU Ck scores change constandly dur-
g an adventure. You must keep an accurate record
of these seores and for this reason you are advised
either towrite small in the boxes or Lo keep an eraser
handy_ But never rub ont your Il scotes.

Your SKILL score reflects your swordsmanship and
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general fighting expertise; the higher the better.
YoursTanina score reflects onar anHTﬂ] Constitu-
ton, your will o survive, your delermination and
overall fitness; the higher your sTamina score, the
longer you will be able to survive. Your 1UCK s0ore
indicates how natura]l} lucky a person you ame.

Luck — and magic — are fads “of life in the fantasy
kingdom you are about to explore.

Batiles

You will olten come across paragraphs in the book
which instruct you to fight a creature of some sort.
Anoption to flee mav be given, but if not—or 3t you
chonge to attack the creature anvway - vou muost
resolve the baitle as described below.

First record the crealure’s SEILL and STAMINA
sgoores in the first vacant Encounter Box on vour
Adueriture Sheet. The scores {or each creature are
given in the book each fime vou have an encounier.

The sequence of combal is then:

1. Roll both dice once for the creature. Add it
skILL score. This total is the creature’s Attack
atrength.

2. Roll beth dice once for yourself. Add the number
rolled to your current SKILL score. This total is
your Attack Strength.

3. If your Attack Strength is higher than that of vour
opponent, you have wounded it proceed to step
4. If the creature’s Attack Strength is higher than

Lo

yours, it has wounded you: proceed to step 5. I
both Attack Strenglh totals are the same, vou
have avoided vach other’s blows — start the next
Attack Round from step 1 above,
1. You have wounded the creabure, so subtract 2
points from Iit$ STAMINA score. You may use
vour Luck here to do additional damage {sec
below].
Your opponent has wounded you, so subtract 2
points from your owrn STAMINA score. Apain
¥Ou may use Luck at this stage (see below).
Make the appropriate adjusimenis to either Lhe
CreakLEe S OF TOLE OWIL 5T A M LN A SCOTE [ﬁ.l'ld Wnar
Lok score if you used LUCK —see below).
Begin the next Allack Found by repeating
steps 1 to 6, This sequence continues unkl the
sTamMina score of either you or the creature you
are fighting has been reduced to zero {death).

L9 Y]

o

]

Fighting More Than One Creature

If you come across more than one creabure in a
particular encounter, the instructions on that page
will tell you how to handle the battle, Lisunally vou
will fight each one in fum.

Luck

Al various times during vour adventure, either in
batfles or when you find yourself in a situation in
which you could be either Lucky or Unlucky {details
zre given on the relevant pages), vou may call on

IL



your LUCK to make the outcome more favourable.
El-ur beware! Using LUCK is a risky business and if
voa are Unlucky, lhe resulks could be disasirons.

The procedure for using your Luckis as follmws: rell
bwo dice. If the number rolled is equal to orless than
your current LUCK score, ¥ou have besn Lacky and
the result will go in your favour. If the number
rolled is higher than your current LUCK scoTe, vou
have been Unlucky and you will be penalized.

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

Using Luck ir Battles

(I certain pages of the book you will be 10ld to Fes?
yorr Luck and will be told the consequences of your
being Lucky or Unlucky. However, in battles, vou
always have the option of using ¥our LUCk, either to
inflicta more serious wound on a creature vou have
just wounded or to minimize the effects of 2 wound
the creature has just inflicted on vou.

Ifyouhave just wounded the creature, vou may Test
your Tuck as described above. IF you are Lucky, you
have inflicted a severs wound and may subtract an
exire 2 puints from the creature’s STAMINA =core
However, if vou are Unlucky, the wound was a
mere sraze and you must restore 1 puint to the

12

creature’s sTAMIN A {Le. instead of scoring the nor-
mal 2 points of damage, you have now scored only
I).

If the creature has just wounded you, vou may Lest
vour Luck to iry to minimize the wound. I you are
Lucky, you have managed to avoid the full damage
of the blow. Restore 1 point of sTaMIinA (Le. in-
stead of duing 2 points of damage it has done only
1). If vou are Unlucky, you have taken a more
serious blow. Subtract £ extrs sTAMIN & point.

Remember that vou must subtract 1 point from your
own LUCK score each bme you Test your Luck.

Restoring Skill, 5tamina and Luck

okt

Your sK1LL score will not change much during your
adventure, Occasionally 2 paragraph may give you
instructions b indrease or decrease your SKiLl
seore. Your SKILL Score can never exceed its Mitial
value unless spedfically instructed. Drinking the
Potion of Skill {see below) will restore your SKILL {0
its [mifial level at any time.

13



Crmming id Propisions

Your sTAMINA score will change a lot durng your
acventure as you fight and undertake arduous
tasks. As you near your goal, your sTamina level
may become dangerously low and battles may be
particularly risky, so be careful!

Your backpack contains enough Frovisions for ten
meals. You may rest and eat at any fime exoepl
when engaged in a battle, Eating a meal restores 4
5T AMINA points, When yvou cat ameal, add 4 poinis
to your sTAMINA score and deduct 1 point from
vour Provisions, A separate Provisions Remaining
box is provided on the Adveriure Shest for recording
details of Provisions, Remember that you have a
long way to go, so use vour Provisions wisely!
Remember also that your sTAMINA SC0Te may
never exceed its fuitin! value unless spediiically in-
slructed on a page. Drinking the Potion of Strengih
{see bulow) will restare vour STAMI1N A o its Inifis]
level at any time.

Luck

Additions to vour Luck score are awarded during
the adventure when vou have been particularly
lucky. Details are given in the appropriate para-
sraphs of the book. Remember that, as with sxiie
and STAMIN A, your LUCK 500Te may never excesd
its Tmitinl value, unless specifically instructed In &
paragraph. Drnking the FPotion ol Fortune (see
below) will restore your LUCK Lo its Treibal level at

14

any hme, and will increase your (nitisl LUCK by 1
point.

F.quipme nt and Polions

You will start vour adventure with a bare mimimum
of equipment, but you may find or buy other items
during vour travels. You are armed with a sword
and are dressed in leather armour. You have a
backpack to hold Provisions and any reasures you
May COME ACT055,

In addition, vou mav take a botile of magical potion
which will aid you on your quest. You may choose
to lzke one bollle from the following;

Potion of Skill — restores SKILL poinis

Potion of Strength — restores STAMINA points
Potion of Fortune — restores LUCE points and
increases Initinl Lucx by

These potions may be taken al any time during your
adventure (except when engaged in a battle).
Taking a measure of potion will restore SKILL,
STAMINA OF LUCK scotes to their Teifil level
fand the Potion of Fortune will add 1 point to
vour [nilisl LU CK score before vk is restored).

13



Each bottle of potion contains ome measure, ie. the
characteristic may be restored only once during an
adventure. Make a note on vour Advendure Shen!
wlen you have consumed the potion.

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

Poison

Linfortunately, vou will find that puison 15 spread-
ing through your body., Atvarious fimes, espedally
after you have exerted yvoursell, you will be asked to
mark off Poison unils on the Adpenfure Sheet. If this
occurs, you must shade in one arca of the outline
figure provided on the Adventure Shest. The poison
vl 5pread 45 VOU Progress through the adventiure,
scryou must always shade in an area next b one that
has already been infected. If vou find thal the figure
is completely covered by the poison (2]l the arcas in
the outline are shaded in}, then your adventure is
ovet. The poison has completed its fell task.

MMedallions and Mazes

There are six reyions in Kazan and each region
comtaing a Medallion, [The dans that rule the re-
mions are listed on the Adverture Sheet.) Tradilion-
ally, the Medallions are kept in huge mazes full
of untold dangers. f you succeed in obiining a
Medallion, make a note of the fact in Lhe box pro-
vided. The Medallions possess great power; each

1b

one enables the holder to walk away from three lost
combats: even if vou lose a fight, you may restore
vour sTaMiNa to g and act as though you have
defeated your opponent. If vou choose to use this
power, however, you muost at the same time reduce
your SKILL by 1 point, your LUCK by 1 peint and
mark off 3 Poison units on the Adoerture Shaef.

Gold

You will discover that Karzan 15 a vory mercenary
Lind. The currency is Gold Coin, You will possess &
gold coins when you begin your adventure. One of
these will be sewn into vour boot; this is your lucky
piece, and vou must not use it unless specifically
instructed. You will also carry a small purse of
iron coins of very little value. Mark any additions
or deductions carefully in the Gold box on the
Advenkure Sheet.
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BACKGROUND

You open your eyes. Above vou stands a creafure
swathed in a dark cloak. Heis holdinga long dagger
which he is about to plunge into your body. You iry
b Tnove but cannol; you are transfixed by s slar-
ing, unblinking assassin's eves. Theblade aleamsin
the moonlight as it flashes down lowwards your
throat.

‘Begone, creature of the night!a farniliar virice cOes.
‘Homrath Deis Blichneth Vaqua!” The dagger falls
with no power and grazes your shoulder. Just b=
fore you swoon at the fiery lorment, vou catch a
glimpse of the departing figure of the would-be
assassin, (hen you turn vour head and see Gally's
rentle eves, before you black out.

When vou aswake, the pain in your shoulderisa cudl
throb. Gally is bathing the wound and chantingin 2
sirange tongue, [Te sees that you are wattching him,
and says: Welcome back. | feared the dagger held a
areater evil, beyond cven my powers. But you are
quickly recovered. Well mel, brave Kazamd, one of
Segrek's Select.’

Put how doyou - . 7 vou begin toask,

*| hisinnis dangerous now,’ he says. “Lwill fake vou
tor a saler place and then allwill be explained.”

20

The drinking companion you knew as Gally leads
youinto the Keep at Gorak, upa spiral staircase and
into a large room [ull of dusty books, jars and
botties, small furry creatures and birds. Suddenly
you realize that ‘Gally” is none other than Astragal
the Wizard. He explains that there is litile Hme.
Only recently has he leamni that Segrek, ruler of
Kazan, died the previous year and that the wixer,
Chingiz, suppressed the news and sent oul tha
Mamlik Assassins o kill all the Select before they
could undertake their jowrney to the Throne at
Sharrabbas. He tells vou to sit and rest, for theré s
muach to be done. As he leaves the roeom, you hear
hirn ardering the guards to let no one in. You sit
hack, Tubbing your shoulder, and watch the birds
Autter in and oul of the window. By vour side, a
=mall book liss open; vou pick it up, ko read a very

fammliar siomy.

Kazan — Very little is known of this strange, wild
tand. Tt is situated to the west of Gorak {see
above) and south of the Swordflow, In Fha: -
sreme south-west comer of Khul. The capital city
iz Sharrabbas, where sits the Throne of Kazan.
The remainder of the land is divided into six tribal
regioms, each fiercely independent and warlike,
The Kazanids are renowned for their bravery and
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their acceptance of any creature or being that can
stand up to their hard and, sume would say,

savage tests, There have always beenrumours of
the presence of gold in the Greater llkhans, the
range of mountains to the south of Sharmabbas,

but no prospector has ever refurned with frm
evidence. Kazan has a very strange nitual of suc-

cossion to the throne, But the system has meant
that every ruler of Kazan has been very brave,
strong and quick-wilted. Those parents who
choose to nominate their children as eirs o
Ushun Koja (or the Select) bring their babies o
Sharrabbas, where they have to undergo a series
of tests. The parents of those children who pass
the tests are given money to bring up the infant in
the approved manner. Al the age of nine the child
is exiled from Kazan and must roam the lands of
Khul, making his or her own way and surviving
the rigours of loneliness and fear. ¥hen a muler
dies, the Select are summoned by messengers
who trave] the countryside, leaving secret sym-
bols in tradidonal locations. Thev must make
their way to Kazan, enter the greal Mazes and
pbtain as many of the Clan Medallions as poss-
ible. They then have to reach Sharrabbas, where
they must be the first to it upon the Throne. The
Kazanids are a very secretive people and the
mystery of what ].'LFIPPEI'.I.'.-: in Sharrabbas has
never been revealed.

Suddenly your reading is interrupted by Astragal
rushing back into the room, cutching the evil dag-

2z

ger of the Mamlik Assassin. This dagger was forged
bv Chingie with a very strong Death Spell. There is
no way o recovery but to hand it back to ils maker,
{_h.mn:_.: You =nu5thurn' You securs the dagszer in
the lining of your bouts.

5o begins yvour journey to the Throne of Kazan. You
must make your way through the wild lands, take
the test of the Clans, enter the Mazes and carry a3
many of their Medallions as you can to Sharrabbas.
Once there, you must find the Great Throne, Allthe
while vou will be sought out by the Mamlik Assas-
sins who serve the evil Vizier Chingiz. Caution
must be your watchword! You may encounter Nec-
romancers, undead beings of no physical substance
but possessing great powers of evil magic. Avoid
them if you can.

Unforiunatelv, as Astragal explained, you have
been scratched by a Death Spell Dagger: your body
has been infected by the evil of Chingiz. The poison
will spread slowly through your body, but it will
have no real effect until it has travelled through

every part — and then death will be sudden and
vinlent.

Mo, lurr o 1.
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Astrazal leads vou to the boundary of the lands of
Gorak, shakes you by the hand and wishes you
snod luck, By order of the Mage Council he cannot
enfer Kazan — but he hints that he will make
attempts to contact you from time to fime. He waves
farewell as vou begin the cimb up info the moun-
tains that divide the bwa lands. Your shoulder slarts
to ache and you know that the poison is beginning
to work its way through your body (mark off 2
Poison units on the Aduveridure Sheet).

You cimb for many hours, passing from green
Selds to the cold land up above the snowline. The
snow underfoot gets thicker and the going getfs
harder. You are exhausted but know that you can-
not stop {deduct 1 point from your STAMINAJ.
Eventually you come to the mountain pass known
az Drago’s Gale; an ancient stone obelisk marks the
Kazanid frontier. On the rock a body sprawls, a
dagper planted in its chest. You notice an open
backpack lying on the snow by the obelisl, The you
wish to take any of the objects that you see scaltered
around by the backpack (tum to 233), or do you
want to inspect the body first (form to 89)?




ek

2

The Eagle holds an iron rod in its talons and Gerong-
cus invites you to grasp it. The huge bird faps its
winyrs and lifls vou efforflessly. 1t flies fastand high
Suddenly, vou see three large Grypfalcons bearing
down on you. The Eagle cannot manoeuyre because
of your weight. Tt trics to dimb up into the moun-
tains but the Grypfalcons follow, harassing it. The
bird eventually swoops down close to the ground
and drops you. Test your Luck. I vou are Unlucky,
you land badly: deduct 4 points from your
s1AMTINA. H you are Lucky, you land in a soft
palch of snow. Tum to 275,

3

You find yourself in a chamber that is pitch-black
Something slithers underfoot and wraps itself
around your ankle, Before vou, you see two red
eyes and you hear the sound of a2 sword being
drawmn from its scabbard. Tf vou have the Ability of
Darkfighl, fight as normal; if not, then deduct 2
points from your sILL for this combat only.

DARK MONSTER

If you win (mark off 1 Poison unit on the Adoeniere
Skeet), return to 160, throw the magic die and mark
your new position.

SK1LI STAMINAD

The track vou are following becomes a well-
constructed, cobbled road. At Irequent inbervals
along the side of the road, you see small obelisks.
An oceasional cart passes by, You have just stopped
to take a stome out of your boot when a man on
horseback, swathed in a large brown coak, Tots
past, leading a spare horse; he stops and offers you a
ride into Sharrabbas at the price of 2 gold coins.
While you are considering his offer, you notice the
mame “Wolfshane™ etched on his saddle. Do vou
accept the offer (furn to 332) or refuse and walk on
{torm to 23)? If you do not have encugh gold o pay
him the amount he demands, you must refuse.

]
Mandrake is very difficult fo follow; he seems to
melt into the crowd. e leads vou through small,
winding lanes, made dark by tall buildings. Even-
tually you lose him at the meeting of the three lanes.
Which do you approach: =

Street of the Forty Guilds?
Street of the Stonemasons?
Stceet of the Swordsmiths?

Twrm bo g8
Turniio 164
Tum to 328



B
You chase after the Orc and catch up with Fim when
he has the Dwarf trapped in a blind alley. his sword
ratsed to cleave the unforbunate’s head in two. You
draw your own sword.

EXECUTIONER QRC &KILL7 STAMINAG

If vou win (add 1 point to your TUCK), the Dhwarf

thanks you and takes you under his wing. He sels
off at a fast pace through the twisting streets unfil
vou reach the Dwarf quarler of the aty, where he
enters a house and disguises kimsclf by exchanging
hic green cloak for a red one. He explains that his
master, one of Seprek’s Select, was killed by the
Mamliks when they entered the city. Tle suddenty
stops and stares al you, as though he can sense
something about vou. “You are in great danges,” he
then savs urgently, ‘vou mmst contacl Mandreke
Wolfsbane.” He tells you to go lo the sign of the
Cross Keys in the Street of the Forty Guilds. You
cannot travel through the main streets, he tells vou

but vou should be safe i you follonw one of these two
routes: via the perimeter walls {lumn fo 12g), o
through the thieves” quarter (fum to 308). Which
way do you choose?

Yo stumble down the path for many hours. Then
vou find vourself overtaking a figure ahead of you.
This person is hardly moving — just shuffling ah:ung—
but is well wrapped up against the weather. [ust as

vou are approaching the figure it topples over. Do
vou rush over to help (turn to 267) or would you
orefer to pass by in safety and camy on down Lhe
valley (furn k> 81)?

&
You charge into the bushes and encounter two more
Irolls wha are waiting with swords drawn, Fight
gach in form-

SKILL STABMIMA
Fisi TROLL Fa] £l
Second TROLL g g

If you survive [mark off 2 Poison units on lhe
\dmerfure Skeet], you climb into one of Lthe tall trees,
where vou hide as best you can. Tum to 391.

e

I



g—10

You hand over some iron coins and his eyes light
up. He unshoulders the instrument and tums the
handle, and a sweetly melodious tune flows ouat. Tt
begins to captivate you, until it is all that you can
hear. The hurdy-gurdy man laughs; you begin to
feel numb and realize that the tune is Spellbinding.
You struggle against the spell as the wouldbe
Assassin pulls oul a dagger and raises i, aimmingg for
your chest. Have you the strength tobreak the spell
before the dagger strikes? Throw 2 dice for the
power of the spell, then compare this with your
STAMINA, If your STAMINA is equal to or grester
than the power of the spell, you break free (um 1o
108). If not, then the Assassin plunpges the dagger
into you; its poison works very guickly and you die
in great agony.

10

The Treffilli vibrates. You take two sprigs and whis-
pet the Spell: ‘By Ash and Bird and Crost.” At once
i disappear. Remove the sprigs from your Adeen
ture Sheet and deduct 4 points from your STAMINA,
The Necromancer canmot detect vou as you zke 10
the rough country. Turn to 88

1i

i1

You trot vour mount towards the sound on the lett,
The noises you can hear are indistinet and come
from behind a bushy ridge. Suddenly your horse
rears up and throws you. T'est your Luck. f you are
Unlucky, vou fall badly: deduct 3 points from your
sTaminA. If vou are Lucky, you land on soft turf,
unscathed. Whatever the autcome, your horse gal-
lops off into the dark. Yeu stand up and leok around
you but can see nothing. You are aware of some-
thing moving very close o you. You hear the sound
of a sword being unsheathed and then footsteps
approaching vou. Do you decide to stand and fight
in utter darkness (turn to 317) or do you prefer to
un away (lum to214)7




I

12

You push open the door, Tnside, there is a room full
of goods for sale. Two Trolls are arguing with the
Kazanid owner. ‘There's nothing wrong with these
ckins,” scowls one of the Trolls. “That's as may be,
but there's no markel nowadays {or wart-covered
Goblin skins. Anyhow, [ won't ask you how you
came by them,” Ome of the two Trolls thumps the
counter and mutters. Then they go over o a comner,
sit dowwn and start drinking from a bottle inscribed
with a scimitar. There are other traders in the roem
whuse eves never leave you as you place the gem on
the counter. Gimerak weighs the stone and offers
vou 10 gold coins for it you accept, add the goldto
vour Adpenture Sheet and remove the gem. As spom
as you set foot outside the trading post you are
attacked by three Kazamid Ruffians. You must fight
each in turn.

SKILL STAMINA
First RUFFIAN 5 )
Second RUFFLAN & 7
Third ELUFFTAN ) (o)

If vou survive (mark off 2 Poison units on the
Adventure Sheet), the fight has atracted a cowd
from inside, but no one lifts a finger to help you.
Yo stride off. Turn to 391.

13

3

The driver is an old man, but he looks very strong.
He carries a fine blade close o hand, and he looks as
if he knows how to use it, When you ask him for a
nide, at first he is silent; he looks you up and down
and then agrees to take you for the price of your
company. He wamns vou that you will be crossing
wild bandit lands — and vou may even meet some
Kalamites; however, he does not explain who these
ceeatures are. When the cart passes through one of
the town gates, you are stopped by a one-legged
hurdy-gurdy man who also asks for a rde, The
driver, Drukkah, looks steadfastly at the beggarand
shakes his head. ‘Don't like the look or the smell of
thatone — he's no more a hurdy-gurdy man than I'm
the Vizier of Kazan.’ Turn to 256.



14

14
You hear a sudden creak and then a crash as the

ench collapses and vou are tipped into an under-
sround stream. You stand up in the waist-deep
waler and your hand, stretched out in front of you,
inds 2 dead body foating past. Just then a Mamlik
zppears from behind a small waterfall, dagger in
nand. You grab his wrist and drag him down.

MAMEIK SEILL & ETAMINA 1O

1t you survive (mark off 1 Poison unit on the Adven-
“ure Sheet), vou cannot get out of the waterand have
‘o swim along with the stream. You emerge in the
deep water of the harbour just as a ship is bearing
down on you. You have no option but to grab a
loose rope. You climb up and collapse on the deck
deduct 2 points from your sSTAMINA]. ¥When vou
recover, you find the caplain standing over you, he
t=lls you that vou are on vour way to Kazilik. The
price of passage on his vessel is 25 gold coins. If you
nzve this much, deduct it from your Advenbure Sheel;
otherwise, you will have to work your passage.
Deduct all the gold coins you do have left, and then
deduect 2 points from your sTaMIN A for every 3 gold
coins you have to make up to the total of 25. Tuen (o
184




15—16

15

You feel sure that a short rest will do vou a ot of
good, sovou sitdown in the snow. The gentle figure
v saw in front of vou begine to laugh and its face
transforms into one of extreme evil. It screams at
vou, ‘Segrek’s Select, you will die here In the snow.”
You cannot rise, and the effort to do so makes you
fee] weaker, while the poison throbs in your shoul-
der (deduct 2 prints from your sTAMI8a and mark
off 2 Poison units on the Adnemture Shecl].

Just then, vou seem 1o see the face of Astragal the
wizard; it spurs you on to combal the evil. Throw 2
dice for the Evil Power of the storm and compare the
total with yoursTamina. I your STAMIN A 15 equal
to or greater than the power of the storm, then
gradually you manage to get up and walk on. Turn
to 160. 1F it is less than the Evil Power of the slorm,
then you cannot resist, You are coversd by the smow
and will soon die.

16

The first Dragon falls into fhe sea with a seamy
splash. However, fire has broken out amidships,
duie to the attack of the second Dragon, Flames and
sparks leap up and suddenly there is a great explo-
sion, The ship shudders and begins to sink fast.
Leaping overboard, vou grab some driftwood and
fluat gently lo the shore. Turn to 348.

17-18

17
You are in a well-lit chamber. Torches blaze on the
walls and in the middle of the room is a forge with
several small Medallion moulds. Sparks shoot out
and some hit vou. Deduct 1 point from vour
sTasmina Return to 160 and throw the magic die
for your next position.

35

You carry on along the sloping path. The mountain
pass i= very bleak and the chill wind cuts through
vou. Ahead vou observe a perfect spot for an
ambush. Pulling out your sword and tightening the
sitaps of vour armour, you steal from boulder to
boulder. Suddenly an arrow strikes you in the chest,
clances off the leather and plants ifself in the
ground. As its force sends you tumbling over, you
hear a scream heralding the altack of two Bandiks.
They leap out, wearing face-masks and cluiching
scimitars. Fight each in furn.

SETILL STAMINA
First BANDIT i s
Sevomd BANDIT 6 3]

If vou win (mark off 2 Polson units on the Adventure
sheet), you are just recovering your breath when a
large band of rogues emerpges from among the
rocks. Do vou decide to run {turn to 326) or do you
choose to surrender (furn to 127}



1G—20

A5,
You land badly onvour sword-amm. Deduct 1 point
from vour skILL. Furthermore, you lose comscious
ness and have a nightmare about Black Bulls, Dag-
gers of Darkness and Mamlik Assassins. Deduct 1
puint from your 5TAMINA and mark off 1 Polson
unil. Turn fo 178,

20

'The gates of the Bogomil Maze open. Inside, you are
confronted by two huge slone statues of reanng
horses, You see the image of a woman with Tong
white hair. She speaks in formal tones. “You have
been granted the hanour of entering Lhe Maze. Seek
the Medallion and prove your worth as one of
Sewrek’s Select. There is one true path through the
maze and many dangers.” To the blast of trumpets,
you stride forward. You find yourself in 2 series of
torchlit tunnels. You can choose to gowest (fum o
165, east (turn to 281), or north {fam to 236). Which
way do vou decide to go?

b |

2L

You creep along past the guardian Ore, up ahillside
znd into seme broken scrubland. When at last you
feel that you are safe, vou stop to check behind you.
Dismaved, vou sec three shapes, each holding a
blazing torch. From time to time one of them bends
down as though to sniff the ground, These are the
legendary Sniffer Ores which, if rumour is to be
believed, can follow any track or trail, actoss rocks,
throogh water, over any termain. At that moment
vou look up into the dawn’s light and see a large
flying creature that is park human, part eagle, ., a
Boulyanthrop. If vou possess the Grey Talon of
Sakar, turn to 345. Othenwise, you will have to taen
and face your pursuers, for they will never relent
{furm bo 17,




23

22

When yvou agree to her request, she rubs her hands
with glee and leads you up a smail hill to a blasted
oak. She explains that some Fiends have robbed her
and have concealed her precious treasure-chest in
the depths of the hollow free. *Can you cet it forme,
my lovely?' she begs. You climb the oak and find at
the top a large dark hole; dimbing in, you drop
down and find yourself in a large cavern endircled
b tree-roots, [n the gloom you canmake outa metal
chest, surrounded by whitened bones and odd bits
of armour. Suddenly two Hellhounds appear from
outof the dark, barking, howlingand frofhingat the
mouth, ¥ou must fight each Hellhound in fum.

SEILL STAMINA
First TELLHOT MND 7 6
Second HELLHOLUND i d &

If you survive (mark off 2 Poison units on the
Advenbere Sheet), you manage to dray the chest op
out of the tree, and you climb down with it. Before
the old woman can reach it, you force open the lid —
it is full of gold coins, Do you help vourself (burn to
105) orlet the old hag get her hands on the chestand
pay you your due {tum to 241)7

23

23

You walk on for a while. Eventually, you find
vourself catching up with a cart that is creaking and
rumbling over the cobbled road in front of you. The
land is too flat for you ko gel off the road and still
avoid suspicion. Up ahead in the distance, you can
see two Trollswearing the panther livery of Chingez
and collecting some sort of toll. They stop the cartin
front of you and charge the driver an exorbitant 3
zold coing before allowing him to pass. You guess
that the Trolls are pocketing most of the money for
themselves. There is no way of crcling around the
Trollish toll-gatherers without being noticed, soyou
try to pass. ‘Not so fast, friend, we've been told Lo
pick up any lone strangers passing through . . .
unless you make it worth our while” If vou do not
wizh to encourage their venality, tum to 274 TEs up
0 you how much to give them. If you decide to offer
them a bribe, first deduct the amount vou think will
be adequate from your Aavenfure Sheet, then throw 2
dice for the amount they would regard as sufficient.
If the amount yoo have chosen is equal toor greater
than the amount they demand, tuen to 106, TF it is
e foTnin 274



24-25

You put on the smile of a simpleton and stand there
while the Ores try to spit a pip on to your hal.
Suddenly they both leap to attention; vou fum
round, 10 see a black-cloaked figure holding = staif
on which is carved a panther. She doesn't speak to
the Orcs but they scuttle off. She then steps dlose 10
vou and your gaze is held by the bright-red eyes ofa
MNecromancer. She raises her staff. Do you have the
ability to fight a Necromancer? If you do, vou pull
out your sword {turn to gg); if not, then you are
Spellbound and cannot move (furn 1o 334)-

25
You encounter a figure gazing at one of the walls.
She looks stronp and confident, and she smiles as
she speaks to you. ‘5o you are one of the Select also.
You know that by ancient lore we must fight; only
one may claim the Medallion of Uruz," She pulls out
a seimitar, salotes vou and attacks.

EOLLEMA

I you win, bwo mysterious shrouded fgures
ernerge from the walls and take the body away. You
look at the wall and see upen it an inscription of
three Medallions. You pass through the next door,
which seals shut behind wou. Turn to 2a7.

L KILL § STAMINA 10

26—27

26
You are in an eatng-house patronized by several
[rwarfs, Flves and Kazanids, who look at you suspi-
ciously. You walk outinto the sireet again. Turn to

gB.

27

=utously you step out on to the perilous bridge.
Throw 2 dice for the strength of the bridge and then
throw 2 dice for your weight T your weight is
greater than the strength of the bridge, it collapses
when you are in the middle, and you fall to your
death in the chasm_ TFyvour weight is equal to or Jess
than the strength of the bridge, vou cross salely.
Turn o350, ;



28-20

28

You are laken to the Maze entrance. As you stand in
front of it Apgellatha proclaims formally, ‘Seck the
\fedallion of the ancent and noble tribes of Uz,
The dangers are many but the True Path exists for
he hearl not tinted by evil.” You are looking at the
entrance and the Minotaurs guarding it, when sud-
denly a Gryphawk knds at one side of the door,
cocksitshead and gazeslevellyat you. If you possess
the Grey Talon of Sakar, whisper its Spell, note the
numbers in sequence and turn to that paragraph;
ofherwise, furm Lo 366.

A Giant Spider drops down from the recesses of the
roof. You push Saxifragus behind you and pull out
your sword. You chop atthebea st's hairy legs while
\he wizard stands in the background, giving you
helpful adwvice.

GIANT SPTIDER SKILL 7 ETAMINA 10

I vow survive, you now have time to.cul laborioushy
through the web. Mark oif 1 Poizon unit on the
Adpertture Sheet. Tum to 76.




FU=SL

30

¥ ou are dubions about the chances of finding a good
hiding-place in the snow — especally when the
riders could easily pick up your tracks. You stand
your ground as they approach. They notice you and
one of them releases a large Gryphawk. It comes
fluttering towards you but, when you pull oul vour
sword, it veers away, back to ifs owner. The niders
approach close to you and draw up. Tum to 250.

31

As if from nowhere, a rider appears in the arde and
must of the Kazanids bow their heads im deterence,
He locks at vou wery carefully, examining your
Gurak armour closely. He announces that his name
iz Zaranj and that he is the leader of this group. He
dismounts and takes you to one side, Next, he asks
yowif you arc one of Segrek's Selectand you dedde
that you have to trust him, “Tellne one else here,” he
replies. ‘Chingiz has bought many souls with his
stolen gold. In Korkut, traditions bind me to putyou
tothe lest sothat you may enter the hMaze lo seek the
Medallion — but there are many in this land who do
not wish to see a True Monarch on the throne.
Come,’ He leads vou to where a horse stands
tethered. Tum to 287,

32733

3z

You just manage to keep your head above water
without having to swim. The weighl of vour pack,
doak and sword stops you from moving quickly. As
vou zel out for the opposite bank, you feel some-
thing tug at your ankle. Then it encircles your boot
and stops vou moving. You chop down into the
water with your sword, and bleod rises to the
surface and your foof is released. Then something
grabs you again and stings vou (deduct 1 point from
vour sTaMInNa), You plunge vour sword into the
water once more. Test your Luck. If vou are Unlucky,
then something pulls you under and you drown,
thus ending vour quest. H you are Lucky, vou sever
the vital tentacle and, freed, stumble across to the
other bank. Tum to 294

33
You run across the ground with your boots in vour

hand {deduct z points from your STAMINAY Just
then, a branch from the old gnarled oak reaches out
trwards you. You look up, to see the heads and
bodics of warriors attached Lo the tree. Keeping well
away from the oak, you put your boots back on.
Add 1 point to your tUck. You realize thal you are
now hopelessly lost but vou are sure you can hear
Impish laughter in the dark gloom. You look around
and decide vou have to make a choice between bwo
possible routes. Do you head left {turm to 311) or do
vou choose to try the right-hand path (turn to 257)7



34-35

: 34

You emerge from the cave. The Orce commander
has disappeared. You feel slightly sick and realizc
that the poison of the Mamliik Death Spell Dagger
spreads quickly if you exert yourself (mark off 2
Poison umnits on the Adventure Sheef). You reirace
your way to the track and find that the horses have
all bolted. You continue in what you hope is the
right direction.

After several hours the snow eases and you can
discern a dark figure outlined against the gleaming
white, Do you approach this fgure (um o 387) or
does discretion prompt ¥ou to pass it carefully by
(turn to 18)7

35

You are in a room with a lange curved snake in the
middle, Suddenly a stairway appears and vou feel
compelled to climb it. Tum o 157 and mark vour
new positicn on the chart.

36—37

You follow the west corridor. The screams get
lpuder, but you can see nothing. Suddenly a bone
drops on to your shoulder! You look up and see a
skeleton, spreadeagled on the roof, with long metal
stakes impaling it there. You shudder as you see a
metal spike choot out of the ground ahead of you
and slam info the roof. Throw ¢ die for your posi-
tion, then throw 1 die again for the place where
another stake shoots vut. 1f the two die-rolls match,
vou are speared to the ceiling and killed . Repeat this
procedure fwice more. H vou sievive, you rush
through ancther dooe shich shuts behind: you,
Turn to'153-

37
The path climbs and climbs anil you begin to
encounter patches of ice and snow. You feel very
tired {deduct 1 point from vour STAMIN A and mark
off 2 Poison nnits on the Adveniure Sheet). Just than
you hear what can onlby be the sound of a Dwarf
singing. It is coming from a newly worked hunnel
that leads into the mountainside. Do you wish o

would vou rather press on up the path {turn o 245)7



38-39

38

You creep vut carefully, shutting the doors behind
vou. Suddenly a dagger is plunged inlo your nec
and a Mamlik laughs as you stagger away. ‘Lknewl
conld smell you close by,” he murmurs. The poison
has got into all of your body. Mark off all remaining
Poison units on the Adeenture Sheet. Your quesi is
over,

Instnctively, you fatten yourself against the wall
The horse gallops past — but large wonden stakes
suddenly spring out ol the wall behind you_ Tesd
your Luck, Tf you are Unlucky, hwo spikes have
pierced vour armour (deduct 4 points from your
craMINa and mark off 2 Poison units). I you are
Lucky, the spikes miss. If you survive, you 20
through another door. Tum to 349.

40-41

40

The chamber 5 very gloomy. You walk about, step-
ping into coft, squishy muck. Looking up, vou soc
horizontal ridges carved inlo the scummy walls.
You think you may be able to clamber up from ridge
toridge. If you donot want to do this, then return to
the other chamber {lum to 265).

Throw = dice for the distance you will have to leap to
the top. Compare this with vour sTAMINA score. 1f
vour STAMINA s equal to or greater than the dis-
tance, then you have madeit. Ifnot, you fall: deduct
1 point from your sTAMIN & and ry again, IFyon try
and fail three times, return to the other chamber
(o b a2bs).

When you reach the top, vou find a tunnel running
north and south. Which way do you choose B goc
north (furn to 3g90) or south (turn Lo 360)7

41

The mare vou have chosen is a placid animal that
will give vou a good restful nde. The Yigeniks are
supreme horsemen; they alwaysride at great speed,
leaping over or across anything that might other-
wise divert them. The mare is sure-foobed and
needs no real effort o control, so by the time the
Yigeniks stop you are quite rested. Add 2 points to
voursTaMina, Tumtozz=



42-43

42

The Yigenik knights clap you om the back and make
it dear that you will benefit it vou do well at the
tournament. The jousting field is packid with
people, you see as you look around while d{ﬁan.Lng
the unhscky km&rht’ﬁ armuur and mountng his
horse. You are handed a lance and then are made to
wait for several hours. Eventally your furn comes,
however, and you lake your place on the feld.

You charge at vour opponent. Throw 1 die for your
opponent then € die for vourseli. Hyour throw is the
greater, you have unhorsed vour opponent; yvou
win a prize purse of 5 gold coins. I your opponent’s
throw is the greater, vou are knocked from your
horse {deduct 4 poinks from vour STAMINA and 1
poinit from your skiet), and yvou may not enter
another contest. IE vou have been successtul, vou
may choose o joust with another opponent {the
priee in every case 15 a purse of 3 gold coins). You
may confinue unfil you are defeated or choose to
slop. Turn g,

43
You dutch the lalon In vour fingers as you are

thrown over the wall of the tower, desperately

willine some zort of help. Almost immediately, 2
large hn*'f appears and sinks its hoge talons inlo
vour shoulder armour. Mot strong eneogh to hold

ol up, nevertheless i shws your tapid descenl
and carnies vou close enough to the tower wall for
you to be able to grasp an overhanging stone block,
furm o 3By



44

You siumble deeper into the cave, which begins to
slope upwards; you can feel a cool breeze and seea
brightness through the gloom. You look up, toseea
hole in the roof of the cave, covered with a ﬂjm
broken laver of smow. You disturh the snow with
wour sword and find that a bush is covering the
hole, Gradually you heave yourself up and force
your way out.

Suddenly a scream assails your ears and a Mamlik
Assassin leaps at you wielding a dagger. Test your
Lirck. T you are Unlucky, the dagger grazes your leg
[deduct 2 points from YOUrsTAMIN A and mark off 2
Poison units on the Adeenbire Sheef, Henceforth
whenever vouare instructed to mark the progress of
the puieamf, you must double the number of Poison
units sustained.) If you are Lucky, the Mamiik
misses and his blade snaps. He rushes away and
then vou hear his snorting stecd galloping off. You
walk in the direction that you believe will take you
dowen to the plain, Turn to 18.

45

4

The voice echoes 1n :r'nuf:' mind: ™o are in Ehe
Chamber of Ancient Magical Spells. Here Is where
the power of the kings and queens of Kazan 1y
determined.” You see 2 table with a row of three
bottles and another row of three jars on it The
ghoslly voice speaks again. “True monarchs of
Earan are able to face the II]F.ITIEE"TE af Gnossis. Yo
must now choose the contents of one bottle and one
jar; mix the matenals from the bByvo and dronk the
resultant brew. Beware, [or three of the mixtaoes are

dezdly. You must perform this feat funce. Choose
o

MTist from
Volcano  1ooo-Fathom  the Mithrir
Dhast Saawater Forest
Eveot
Newt 63 93 142
Viper's
Tongoe 166 284 330
Grouwnd
Dragon's
Claw 356 376 354

Make vour choice and o to the paragraph indicated
@ discover the resull of dabbling in alchemy.



46—47
46

vou rush after the Ore. The stone stairs wind up
towards a tower. Suddenly three Goblins appear on
\he stairs; they are all heavily armed and atfack you
immediately. The s1airs are narmivy, S0you will have
to fight each in turn.

SEILL STAMINA
First GOBLIN 5 3
Second GOTLIN 3 5
Third GOBLLM B o

If you survive, you feel the puison throbbing in your
body (mark off 2 Poison units on the Adpepture
Shest). You tush up the stairs and are {faced by lwo
wioden doors. Which do you enter, the one on the
left {turn to 212} or the one on the right {lum to187)7F

-

£

You summon a great storm of thunder and forked
lightning which crashes through the window and
makes the Dunecon Beasts scuttle off into the dis-
tance. You pass unhindered into @ nichly fomished
part of the Fortress; you must be nearing the inner
sanclum, The passage ends in two doors, one
marked with fhe sign of Segrek (turn fo 158) and the
ather with the sign of a panther (lam o 325). Which
do you chooge to enter?

48

A
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T. Omorphina, announce the Kun of the Arrow!” A
zroup of huniresses, all dressed in black leather,
quickly form a line. Your bonds are removed as one
of them shoots an ammow into the forest. They moe-
fon for you to start running and you set off, slowly
at first, then picking up speed. You see the arrow
stuck into a tree trunk, and when vou pass it you
hear a whoop as the hunfresses sct off in pursuil of
vou. Throw 3 dice and add up their total, If this is
ereater than your current STAMIK A, then the hun-
Tesses have cangcht you. You are immediately be-
headed. Youir queskis over.

If your STAMINA Is equal to or greater than the

throw, then vou outdistance the huniresses. Turn
o 368



49-50

49

Her name, che tells vou, i= Adanz-Broussah, a
member of the nomadic clan of mercenaries knownn
as Beshbalik's Marauders; they are also known in
southern Khul as the Scavengers of Slaughter. Her
viice Iowers and becomes conspiratonial: ‘Greelings
from Astragal. T am a link in one of his chams of
infurmation. | am bidden to lock out for you and o
pass on this message: all the Medallions are =ken.
Now, by fair means or foul, ¥ou must coler the
Fortress at Sharrabbas and get to the throne. I vou
have a Medallion, the task will be easier, for Chingiz
and his Wecromancers have vet to break nto the
Tleart of the Throne.” Now vou mustdecide: do vou
wish to accompany Adana-Broussah 1o Beshbalik's
camp (turn o zoo) or do vou prefer a lonely path
{turn to 116)?

5o

You dash into the tunnel leading to the south as the
herd of bulls crashes on gastwards. At the end of
this southerly passage is 2 metal door but on this
side of it you can see a bubbling fountain made of
stane. Carved on itisa bull drinking from the water,
with an arrow sticking cut of its back. Do you drnk
some of the water {turn to 238) or make straight for
the door and zo through it (turn to 292)?
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You lower yourself into the boat. The painler unbies
ilself and the craft floats across to the other side of
the mver. Turmi o293,

5z
You look around the trading-post, Tacked up onthe
walls are signe proclaiming that “We buy anvthing'”.
You will probably need gold in a city like Sharrab-
bas. Do vou have anything to trade? You read one of
Lhe signs:

Yellow Gem 2 gold coins
Eed Gem 5 gold coins
Green Gem 10 gold coins
Blue Gem 15 gold coms
Any ring 5 gold coins

If vou dedide to do any deals at these prices, mark
the changes on your Advenfure Sheet. You come out
of the trading-post and bump into a small be-
draggled boy. He offers his services as a puide for 2
old coins. Do you accept (furn to 182)7 I you refuse
his offer (or if vou have no gold), then turn to 318.
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You reckon that the road is the easiest and guickest
wiry to travel. You walk along, for a long fme untl
you are overtaken by a horse and cari being driven
by a Dwark. You stop him and ask him fora ride. He
agrees and doesn’t charge vouanything. ['s good (o
ride for a change {add z points to your sTaMiNal
You are beginming to doze when, suddenly, the cart
stops. Now, what's this? the Dhwarf grumbles.
Ahead, there 15 a mmad-block. ‘Chingiz's crealures
he thinks he owns this land." You leap off the cart
Do you run to the left-hand sideof the road and hide
(turn lo 261) or do you prefer fo go to the nght (fum
tn 30007

54

You have to expend a lot of effort to smash open the
dowr [deduct 4 points from vour sTamina). When
linally you do enter the room, you come face fo face
with a woman holdinga dagger. On seeing vou, she
rushes away through another door, You are just
dashing after her when vou spot a samall slatue of
Segrck, lying in a corner of the room: You stoop &
pick itup. . -and you hear thevoice from the Heart
of the Throne: 'Brave adventurer, vou have fought
hard — but remember that it is not just the power of
the sword that helds a kingdom fogether. Remem-
ber this when you mount the throne” You huery on
through the gleaming gold door in front of yo.
Tirmn to 363.

35

55

You draw your sword as the girl comes running,
screaming, up to you - but then she runs off and the
Gryphawk flies off after her. You look al your
hands; they are covered i red dye. You quickly pat
your pockets. She has taken half vour gold coins [iF
you have any}, plus any phials, potions, rings or
gems vou may have had. If vou are carrying a
Medalbon, that is untouched. (bdake the appropri-
ate adjustments to your Advenfure Sheef.} You are
wary of any more thievish tricks and quickly make
your way to the Street of the Forty Guilds. Tirn to
[+1. 18

-
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The figure disappears — and vou find yourself in a
dungeon cell, looking at the Medallion of Yigenik
which is guarded by two panthers, Inside yourhead
vou hear the hoarse voice of the Necromancer:
‘Although an illusion, these creatures are real in
vour mind. If their claws rip your flesh, you will
suffer all the agonies.” The panthers snarl and
attack; you must fight each in tum.

SKTLL STAMINA
Frst PANTIHER 3 &
Second PANTHER 2 7

I you win [mark off 2 Poison units on the Ad-
verfure Sheet), the scene fades and you are back in
the room below the stairs. In front of you are bBvo
dead rats, and thers is no sign of the Necromancet.
You realice that you have wasted me and that
the Medallion has been taken, You gaback out inlo
the street and head out of lown: Do you make
for the forested wvalley {turn to 257} or for the
mounisins (m to 275)7
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57
You climb upalomg way until you arrive ata greasy

ledge from where you look over into a banguebing
ronin, its rables coversd with dirty  plab= and
bottles. You drop downinto the room and head for 2
dowr— when it is suddenly pushed open and before
vou stand four Mamliks. One shinks away im-
mudialely while the others prepare 1o attack. Taght
each in turn.

SKILL STAMINS
First MAMLIK 7 10
Second MAMLIK 4] 3
Third MAMLIK = g

If wou survive, mark off 2 Poison units on the
Adpeniure Sheet. The other Mamilik has r=ised the
alarm while you were AGghling, and vou now hear
foolsteps outside. You jump “hack into the u1|_11£:
diown the ladder, and through the gmant ral- =
rak 18 wailing there tor vou, Tum to 378

58-54

o
You poke with vour sword al the bundle which, you
diseover, i= made of leathery skin. You pull itaside,
to reveal a crouching Goblin, holding a vicous-
looking Gryphawk. He screams, the bird squawks
and they both attack. Fight cach in turn.

SKILL STAMIMNA
GRYPITAWK 5 4
GOBLIN 5 5

If vou win, vou feel alittle dizzy and realize that the
poison is working fts way through vour body (mark
off 2 Poison units on the Advenfere Sheet). However,
you stagger on and, after some me, you can make
uuta dark figure outlined in the snowscape. Lo you
approach this figure (furn to 387} or do you prefer to
hide and let it pass before carrving on {turn Lo 18)7

59

You decide that it's safer to stay there; atter all, vou
do not know what lurks below. You hide behind
one of the snowbanks. Just then a Kazanid appears
and looks at the planks, Huh, one’s missing,” he
grunis. ‘Tie's been here for sure; I call the others.”
As he disappears you getup torun. Testyour Lick, If
vou are Lucky, you slip on a sheet of ice but recover
vour balance aned run off (tum o 252). If vou are
Unlucky, you slip, fallon toone ol the 1:-13.11;.:- and o
teaning off, head Hrst, down the ice-track. Deducl 4
points from vour sTaMINaand tuen (o 234-
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You ride off hard and fast, to geta good start. Soon
you can hear the rumble of pursuit, and afterashort
Hime you lum round io see if anyone is catching up.
You can see only Beshbalik asiride his Fangtigers,
his Gryplaleon standing onhis mailed shoulderand
flapping its great wings. You know vou cannof
outdistance the Fangtigers so, after crossing a
wide, shallow river, vou dismount and prepare fo
fight. Beshbalik sends first the Grypfalcon, then the
Fangtigers, to atiack, Fight cach in turn.

EKILL CTANINA

GEYTEALCOMN f 3]
TFirst EANGTIGER 7 &
Ceoond FAM GTIGER é 8

1f vou win {mark off 2 Peisun units on the Adaeufure
Sheet), Beshbalik does not approach. He nods to
o, calls your horse to him, mounts itand nides off.
Yuu know that he will not pursue you any further.
Add 1 point to your Luck. Torn 1o BS.

B

b1

You hear a deep booming voice. Your palh will be
hard, vou must be brave and have faithin your true
purpose.” Torches suddenly flare up, to reveal a
large circular room with two doors on the far side.
Between you and them, however, stands a very
large black bull. Ttsnorts and slamps, then lawersits
head and charges. You pull off your cleak and hold
vour sword ready.

BLACK BULL

SKEIEL 7 STAMINA &

If you survive, do you leave by the left-hand door

(turn to 223) or would vou prefer to go out through
the right-hand door (tarn to 152)?
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You trust the Sensewarrior, so you lell him all about
vour quest. This blank eyes betray no emotion af
vour wards. 'So the Assassins are roaming the land
... What next, the mad Necr— - . - no, Chingiz
wonld not dare. Come” He leads vou acwoes
the bridge. When vou are safely across, you see the
ropes supporling it break, one by one, and the
structure collapses. He mutters, ‘Goblin Spelicast-
ing,” and belrays a wry smile. For the remainder of
the descent into the walley, he is sileni, until he
chooses to stop by a large ocak. Tlere,” he
announces, ‘T will teach you the Darkfight.” Mark
this ability on vour Adventure Sheel. In any combat
held in darkness vou will retain vour normal SKILE.

You continue dowmn the valley until you reach alone
tavern, the Snorting Stallion. You enter and Alkis
bids you order something io quench both wvour
thirsts while he sniffs around. The Kasinid behind
the bar has two barrels set up. Which do vou deade
to asl; for: the one marked with 2 Soimitar {lam o
3570 or the Dragon brand (turn to 149)7

63—05

Yo have dronk the mixture that will bring madness
and death. Chance has intervened in your quest [or
the throme of Kasan Your mission 1s 0wver.

64

You are faced with bwo sealed dowrs o the south
and east, a tunnel leading north and one leading
wesl. Io the north there is a wleam of daylizhl
through a2 partly open door, and vou can also ses
tweo siatues of rearing stallions. Which way do vou
choose: the bmnel to the north {um to 133} ot the
unnel leading west (fum ko 198)7

b5

You find vourself in an open space with a clear view
of the Fortress, Suddenly, vour eye is caught by a
spy-glass lens ghinting inthe sunshine; someone is
waltching youi. Just then you spot two Grypvultures
carrying Khomatads, flapping oul of the lower then
deopping down lowards you. You run but cannot
escape them. They trap you in a narrow street and
attack from either side. Fight each in tum.

SEILL LESN A
First KHOMATAD = &
Second KETOMATAD g 9

If vou survive {(mark off =z Poison unils on the
Advemiurz Sheet), you know that time 15 not on vour
side. You duck into another street. Turn to 276,
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The crashing noise gets nearer and NEarer as you
make vour way dewn the tunnel. By the light of
a blazing torch you can see a carving of three Med-
allions. Suddenly there is a very loud crash, one
of the fluor-slabs is lifted and up pops the head of 2
Gaoblin. You slide into the shadows as the Goblin
shouts, We're in! Now, where's the gold? He gets
vut, followed by a Marmlik. The Mamlik dusts him-
self down, points to the carvings, and (hen siabs the
Goblin in the back. The Mamilik walks over to the
door and goes through it, Do you wish to folloy kim
through the door {turm to 324) or do you prefer to
drop down into the tunnel {furmn to :I'_-'[.‘.I.}?

You think that you'll be better off mingling with the
crowd, Tn the middle of the group you see Beshbalik
dispensing gold coins to the Marauders — then
suddenly, close to him, you spot a Mamlik who is
standing staring atyou. He pushes his way through
the mob towards you and the poison in vour blood
throbs {mark off 1 Poison unil). Do you hurn and
rush into a nearby hut {tom to 135) or just stay
where you are in the crowd {turn to 251)7

B

Vetch is easy to follow; he seems to command great
rimpect from the native Kazanids. At one point he
makes a swaggering Ore step aside and into a
puddle; this pleases the crovwd in the streets no end,
You caich wp with him and confide to him the
nature of your quest. You've come to the right

person,” he replics. “Tell no one else, for there are
'na-l}' spies here. Follow me!” He leads you to a
ramshackle boilding, takes vou inside and tells you
toywaitina room. Do you sit and wail patiently (turn
to 216} or do you follow him to see where he has
gone ([ (o 250)7

6

A door opens n your mind, ¥You blink as yvou find
vourseli standing outside the fortress of Korkut, In
frunt of your is a cobbled lane that leads down to the
harbour. You stand there, dazed. Do vou walk
dowm fo the port {(furn to 239) or would you prefer to
snlera tavern that vou see across the street (turn to
1a7)?
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The track opens out on fo a bleak, flat plain with
occasional rocky outerops, Out of the corner ol you
eve you see a large bird, flying high overhead. Tt
circles closer, and you can see that it 1 supporling
an armed creature. Suddenly, the bird swoops
down and the rider lunges at vou.

KHOMATAD SEILL B HTAMINA B

If you survive {mark off 1 Poison unit on the Ad-
oemsre Seet), turm bo 4.

71

Yes, I was happy under Segrek’s benevolent rule, 1
was important then,” the Elf sighs. Fe s lost in
thought fora moment, then he remembers the gold.
T believe that most of the Select are dead or cap-
tured, and Chingizis fesling contident - butuntil he
Lills all the Select, he cannot claim the Heart of the
Throne of Kazan that bequeaths true kingship. You
must seek help from Bithwmian Vetch or Ma ndrake
Wolfsbane. Sharrabbas is now a city of intrigue and
deception; Mamliks, Necromancers and creatures
of the dark abound. Good luck and, if you succeed,
remember me, “Lightfinger” Greel, if you need a
chancellor.” Turn bo23.:
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i
You have the choice of following a cocridor Lo the
nerth; where you can <ee a small obelisk, or one o
the west, which also has an cbelisk. The door you
have come through will ol open again. Do v go
north (Lurn lo 235) or west {tom to 38¢)7

73
Yo are in a roormn containing three stone statues of

I'rollz, They begin to come to life. Test your Luck. If
vou are Unlucky, theyallcome to life and atiack you
one by one, Fight each in tum. 1f you are Ludky,
wood fortune slows down their metamorphosis and
only one comes to fife, so you have to fight the firsl
Trobl only.

SKILL oSTAMINA

First STONE TROLL & 9
Second STONE TROLL 7 10
Third STONE TROLL T 10

If you survive (mark off 2 Poison units on the
Advenlure Sheel), returmn to 160 and throw a die for
vour nexk position.

74=75

4

You stand in front of a wall of green shimmenng
amoke and a voice announces, You have passed
through the Heart of the Throne and have ne rival.
You have proved your bravery; walk forth and
complete the ascent o the throne, for you will be
sreeted, paraded and adulated.” The mist clears and
a metal door opens.

You step out and are met by twio Mamliks holding
kmgswords. One of them stabs you before vou can
movwe, If vou have the Power of Invulnerability to
Sword-Strike, you are not harmed; otherwise de-
duct 4 points frum your sTamiNA and mark off 1
Powon unit on the Adwesdure Skeel. The Mamliks
rush off in opposite directions, sounding the alarm.
Do you now go Lo the left {turn to 269) or to the right
{turn to 360)?

i
Yoo contine westwards, then wn a corner and

head north. There vou see a black horse slanding
stock still. blocking the whole tunnel. Cantiously
vou walk closer —but it suddenly comes to lite, paws
the ground and charges at you. Do you stand in
front of it, sword at the ready (turmn to 194) or Hatten
vourself amainst the wall (turn ko 39)7
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You trudge along the dusty tunnel. The wizard
begins to recite incantations, then, in a command-
ing voice, tells you Lo siop. You put him down and
he tells vouto throw the daws on tothe ground. By
the evil of the panther master, be broken, allow the
Select of Seprek entry to your Heart thal no other
may enter.” The claws sink into the ground and the
stome fAooris shattered. Tnxus Askath Loth Begam-
mus Krac . . _quick, now jump!’ The hale shimmers
as though it is about to cdose again. You leap down.
Turn to 332,

i

You are placed in a chamber the Hoor of which
consists of 49 separate raised blocks. You must gl
from point A to point B, using the throw of 1 die.
You may throw the die as many Gmes as it fakes
Several blocks (marked with an 5} have vidous
shakes resting on them, which will bite you if vou
land on ther bliwk {deduct 3 points from your
sTAMINA if this occurs)., Three bites and vou are
dead-

A thronw of 5-60 you may move one Mock ap or
diwn

A throny of 3 4: ¥ou may move one Block to the befi
ot right

A throw of 1-2: no move; stav on your block and
dedurt 1 point from VoUr STAMINA,

There is onby one tole: you cannot relum (o any
bleck ‘you have already stepped on. If you anc

7778
unable to move, deduct 1 point from yoursTAMINA
and throw the die again. Mark your path lighthy in
pencil
H
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Tf you get to B, turn to 160.
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You squeeze oul I.'h_rm:gi the small hole. Cutside,
you can hear the damour of ballle. You duck down
out of sight when you see a Necromancer standing
with his back to y¥ou and direcling operabions. A
iroop of mounted Ores ride past through the thick
smoke —but they do not see you (add 1 point to your
Lvcx). You set off carefully, slowly and painfully
owver the rocky terrain. In the distance yoo spot an
Orc guarding some horses, but he looks too strong
for you to tackle in vour present condition. Tum ta
Z1.
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74

Cireling around, you put your weight on comething
that gives underyou. Youfall and land in 2 pit foll of
sharp stakes. Tesl vour Luck. TFvou are Unlucky, vou
are speared in the thigh {deduct 1 point from your
sEILL and 4 points from your STAMINA and mark
off 1 Poison unit). I you are Lucky, you manage fo
fall belween the stakes and are merely winded.

You stand up and see the Troll peening at you from
above. es, [ was wondering how to get past that
trap,” he murmurs, He obligingly throws down a
length of creeper and hauls you out. Somewhat
shamelacedly, vou thank him. Tum to 283

B
‘Mo, he's not one of Chingiz's spies,” says the Mam-
lik. *Take him by the secret way mto the Fortress”
This renesade Marmnlik is obviously the leader of the
rascals and thieves who haunt this dive. They ke
your pold coins, {Deduct 25 gold coins from your
Adventiire Sheet.)

You are led through small back—strests to the south-
western side of the TFortress at the base of which,
under the cover of some bushes, caves, all blocked
by iron bars, are tevealed to you. Your companions
push open one of the grilles and one of them is
about to explain something to you, when thereis a
vell and a stone gargoyle comes arashing down from
one of the towers. They all um away and you throw
yourself into the cave, Inthe darkness vou feel your
way ahead and find two chamber entrances: one o

Bo—83

the left (furn to0 265) and one to the Tight (turn to 40)-
Which do you take? :

81
The path drops down steeply and then flatiens out.
Affer passing alarge rock quarry, the land begins Lo
open out. The path then forks; both directions seem

feasible. Do you choose the left fork (lurmn to 379) or
the right fork (turn to 122)?

Bz

There are sleps going up the side of the chimney,
You climb a long way, only to find yourself even-
tually up against 2 metal grille. Then smoke beging
to wakt up from the fireplace below and you slarf ta
choke. Suddenly, vou notice faint chinks of light
coming from between some of the stone blocks, You
have got to kick those blocks out. Throw 2 dice for
the streneth of the wall, then compare this number
Wy vour STAMINA, IF your STAMINA is equal to or
gsu::;;fer than the strength of the wall, vou have
broken through. Turmn to 140, [f not, then you choke
to death in the smoke and your questis over.

33

Yoo Fiumm-r_-t dowm from the tower. Tasi our Lk,
1f vou are Lucky, you land on some bushes growing
from an overhang (deduct 4 points from your
STAMINA, 1 point from your SKTLL and mark
off 1 Poison unit): furn to 381, If vou are Unlucky,
vou fall all the way to the ground and are killed In-
stantly on impact. Your quest is over.
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You settle down to resl and fall asleep quite quickly
fadd 2 points to your sTAMINA). You are awakenud
sbruptly by the noise of someone screaming, and
the first thing vou see is the dagger of a Mamlik
Assassin about to plunge into your chest. What is
vour first reaction: to roll away {turn (o 131), o to
raise your hand and try to hold off the dagmer by
main foree (turn Lo 301)?

83
You wrap vour doak around you in an attempt (o
ook more like a beggar than an advenlurer. Just
then someone calls oul o vou, You look across a
small hollow, 1o see four knights trving to replace a
wheel on a cart: Do you go over to help them (kuen to
180} or ignore their call and carry on {turn to 722)7




You stop b rest and eat some of vour Provisions
(add 4 poinls lo your sTAMINA). After some Hme
vour suspicon that yoo can hear something moving
in the undergrowth becomes a cerlainty. You are
just pulling out your sword when suddenly an
arrow 15 fired from behind a tree to vour lefi. You
move quickly. Tesf yosr Lick. If you are Unlodky, i
hits you and passes through your shoulder (deduct
I point from your SKILL and 4 points from your
sTasmina, Mark off 1 Poison unil on the Adoemiure
Shesly. Hyou are Lucky, the arnoe misses.

A Black-robed figure drops dowm to the ground. A
second plance reveals that thic is a woman with Jong
black hair and evil-looking eyes. Before vou can do
anything lo defend yourself, you are surmaumded by
gix simalar figures, You are helpless, Turn o 395.

Br—88
#=

Yoo take 2 fight grip on your sword and follow the
tracks. They seem to be made by a two-legged
creature with large goat-like hoofs. The tracks sud-
denly disappear into a wall where there is no door
visible. You carry on, furm a corner and head wesl -
o stop in astonishment when ¥ou see two hoofed
feet and a scimitar appearing out of the solid wall!
When the body follows, vou realize that you are
facmg a Homed Devil, which is blocking the corri-
dor. If vou wish to run back and go the other way,

deduct = points from your stamin A and furn o 35

If yvou prefer to fight the creature, vou approach it
"ETF'F'I;I"_‘Q."-

HORNED DEVIL

If wou survive, vou tush through another door.
Tuwrn k221

SEILL 8 LTAMINARA

BB
After a long descent, your path leads into a dense
forest. You are not at all sure which is the correct
direction for Sharrabbas, but cart-tracks are visible
on the path, so you guess this must lead to some
town or other. Ococasionally your roule passes large
black pools which scem Lo be throbbing with fish.
One pool has a fishing rod held up by a forked atick
and & line hanging down inte the water, and almaost
at once yvou see that the line is being tugged from
below. Do vou grab the rod (turm to 270) or do you
leave it alone and conbinue your journey (turm to

167)?
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You go over to the body: the dagger probuding
from it 35 exactly the same as the one that wounded
yvouand infected you withits poisen. Suddenly you
realize that the man is notquite dead: his eves open,
he looks al you and speaks. The Mambiks - - no
- - theyTeftme here . - . yves, fordead, got on theit
evil black steeds and rode off on fhe path fo the left
. - ha. .. The Death Spell Dageer begins to hiss,
the body wasles away to a skeleton, and the pusses
sioms surrounding it discolve in smoke. You dedde
nol te hang around, so yoo take the nght-hand
path. After a short ime, you come to another fork in
the track. Doyouchoose the left path (fumto 314} or
the right (tum to120)?

go

qix

Luckily, you land well, with only minor cuts and
bruises (dedurt 1 point frim your STAMINA and
add 1 point to your LUCK). However, when vou get
up vou find yourself surrounded by large black
bulls. You make a dash for a nearby tree as one of
them charges. Throw 2 dice for its speed and com-
pare this with your sTAMINA, If your STAMINA 15
equal to or greater than the speed of the bull, then
vou outdistance it Tf not, then it overtakes youand
_gﬂrea vou (deduct 4 points from ¥oursTAMIn A and
mark off 2 Poison units).

You manage [o climb up into the ree —but youare

stuck there as the bulls gather and starl to butt the

trunk with their huge homs. All at once a rider
appears; she shouts al the bulls and makes them

back off She stares at you for a moment, then

suddenly throws a small dagger which hits a branch

cdlose to vou. A cloud of blue smoke is emitted thal

knocks yvou out. Turm to176.
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You tell the horsemen that you are one of Segrek's
Select. This makes the riders sit wp and look af vou
with preater interest. Bhoriss walks hic horse
around you and then speaks. Yoo follow a difficult
path, for now traditions are being flouted " He looks
pointedly at the Orc, who scowls and spits. We are
totest you. Do you agree to the test of the Bogomil?>
You cannot refuse.

They lay vou on the ground and tie your arms and
leps Bo wooden stakes. A wild stallion is then
brought in. It stamps, snorts and kicks, then rushes
t» where you are trapped. Throw 1 die for the
position of your right arm, then throw 1 die for
where the horse’s hools hit. K the two numbers
thrown match, then vou have been hit (deduct +
points from your sTamMina and mark off 2 Poson
unils). Repeat this procedure for vour left arm and
for both your legs. I vou are hit twice, you die and
your quest 15 over. If yon survive, you are released
and proncunced worlthy o take the seamd test of
the Bogomil. You are miven a mount and vou all
gallop off in & group. Turn lo 123

92=03
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Luckily, there s no Mamlik around, You know the
Ores can have no idea of your mission or stalus and,
being particularly slow-witted, they are ab a loss as
to what to do with you. “Wait 6l the Mamlik re-
nurns,” growls one of them. If you possess a Mamilik
Ang, you may show it to them and bluff your way
out of rouble (hem to 255). IE vou have no ning, then
vou know that vou muskt make good your escape
before the hlamlik Assassin returns. You dive for
your sword. Fight each opponent in turn.

SKILL LTAMINA
First ORC 7 B
Second ORC & 3
Ihird QR é 3

If you win [mark off 2 Poison units on the Adventure
Sheet), vou mun off into the undergrowth just as you
hear approaching hootbeats. For many hours yvou
have to move fast and silently, until at last you find
vourself om the edge of @ mountain slope. Turn o

397.

23
INVULNERABLE TOSWORD-5TRIKE
You have drunk the mixture that gives you this
Power, Make a note on vour Adventure Sheek, If this
= vour second Spell polion, tum to 74, otherwise,
retum (o 45 and choose your second mixture.
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94
The Che is withingrabbing distance on the top of the
towver, ¥ou leap across and make a smatch for his
teet, bul as he falls he reaches up and puls the
Medallion into the beak of a Grypfaloon. You lef go
of the Orc and jump up lo catch the talons of the
bird. It lifts vou up and out of the tower; then i
swoops down over a lree and Iries lo shake and
brush you off. You hold on as it fies up into the
mountains and finally slams you inlo a diff-face.
Half-conscious, vou let wo of the talons and shide
down into the bleak, rocky land {deduct 3 poinis

fromyourstaminal Tum bozys.

95
Suddenly a Minelaur leaps oul. He swings his club

at you and misses, crashing it into the wall. Next, he
tries to gore you with his horns.

MINOTAUR SKITL i STAMINA g

If you win, vou see two tunnels before you: one to
the west {lurn lo 355) and one 1o the south (turn to
350). Which do vou choose?

o—a7

98

You run as fast as you can in the smow. S00h yoLl
hear the spund of approaching riders. Ihe ground
trembles with their hoofbeats as vou Tush bo a
neatby cave and hide. Evenlually four rders
appear; they stop and examine vour tracks in the
snonw . Ome of them, swathed ina large black cloak,
directs the searcn; the others are all Orocs. They
dismount and follow your foolprints. You know
that you will beable to defend the namrow entrance.
Do you decide to fight (turn to 201) or do you tam
and go further inlo the cave (hurn to 44)7

You are in 2 toom that contains a glass box standing
on an obelisk. Inside the box there 1 a flower the
scent of which, strngely, vou can smell {add =2
points to your sTaMiNa), but the box s unbreak-
able. Retumm to 160 and throw a die [or vour next
position.



98—g9

g
You enter the Street of Forty Guilds, You walk up
and down and find that only four guoild shops are
not barred or padlocked. Choose the one yon wish
to enter; afterwards vou may come back to this
paragraph and choose another shop. Once visited,
do not re-enter a guild, Do you choose:

Cross Keys? Turn to 341

Frying Pan? Turn to 26

Hammer and Anvil? Turn to 246

Prancing Fony? Turn to 185
99

You manage to take the evil enchantress by surprisc
wilh vour ability. She takes a step back and holds
sut her staff; it sprouts a series of jagged-edpged
daggers. Use vour Necromancer fighting level as
vour skit L score for this light,

NECROMANCER SKILL g STAMINA 10

If you win, the evil creature’s body disappears and
the skzff burrows, worm-like, into the ground. You
runt off and stumble down the mountain lor many
howurs (mark off 2 Poison units on the Advenfure
Sireet). The path vou are following divides. Which
route do you chouse to take: the one to the left (tum
to 379) or to the right {fom B 322)7



TR

100

There is only une accessible comidor, to the north;
all the other exils are blocked by sealed metal doors.
Ahead, in the gleam of distant daylight, you ses a
grev stone horse, As you approach, it comes to life
in a creaking, cumbling manner, Suddenly metal
piules with spikes sticking oul in all directions shoot
out of the walls and Block the tunnel ahead. You
cannot climb over this barrier for Fou would be tom
to pieces on the spikes. Your omly hope is to jump
the stome horse over the obstacle. You mount the
haorse, dig vour heels into its sides, and it charges at
the poles. Throw 2 dice for the height of the poles,
then theow 2 dice again for the jump of the horse. IF
the jump is greater than or equal to the height of the
poles, you have cleared them successfully. If not,
Ehen the horse hits the metal poles and begins (o fall
to pieces, You crash into the spikes and are killed
instantly. Your quest is over,

If vou clear Lthe poles, the horse solidifies again; you
dismount and stagzer out. Tum o 295,

101=102

101

You don't trust anyone on this road — but walking 1=
fatiguing (deduct 2 points {rom your sTAMIN A} Al
one point you pass two large stone bulls set om
sither side of the road and you notice large herds of
long-homed bulls grazing. Suddenly a storm begins
1o biow up; sand, stones and dust are whipped up
all around you. As vou stagrer an you hear evil
laughter and vou lose all sense of direction. When
fnally the storm dies down, you can no longer see
the road and vou find yourself facing a mountain
slope. You are completely lost: Turn Lo 397,

T0Z2

You are just able b move your left hand to touch the

alom, but the effort exhausts you (deduct 2 points
from ¥our sTAMINA) You scan the honzoh as
another undead being slices ata piece of your cloak.
Suddenly, you are lifted up high into the sky by
something. The Necromancer screams in frustra-
lion and unlezshes a bolt of lightning at you. She
misses, however.

Mighthawk Swoop, the Boulyanthrop who is hold-
ing vou, tells you that, following the orders of
Eleonora, he has been finding out what is happen-
ing in Sharrabbas. ‘The city has been tainted by a
poisonous evil, and the pure-hearfed are being Lil-
led and driven out.” TTe must travel back with the
news, 50 he sets yvou down in a thickly foresied
region and soon disappears inte the low clouds.
Tum to 167.



103104

103

You go through a door that closes behind you. You
find voursell in a tunnel with a Tow of stome bulls on
either side. They may be made of stone— but you ars
surc that they are moving slightly 25 you pass.
Suddenly thev all come to life and charge at ¥ou.
You run flat out until you come bo the junchon of
tunnel heading south (turn to 50) and the tunnel
you are already in heading east (furn to 337). Which
doyou choose?

104
You draw your sword. The Kazamid warmor
scTeams @ warning to you, but it is too late. The
Kalamite instinctively squeezes your body and you
are crushed to death. Your quest is over.

T05—106

105

To screams of “™No, no' from the old woman you
reach in and scoop wp some gold coins in your
hands. Soddenly, something stirs amomg the
ghistening treasure. Before you can withdraw your
hand, a golden snake rears up and, hissing, bites
vour finger. The hag shakes her head and looks at
you pityingly. You have forfeited my trust . . _butl
will not let you die.’ She pulls some crushed leaves
oot of her apron and rubs them on your bitten
finger. “You will feel weaker for some time’ — deduct
1 point from your SKILL and 2 points from your
sTamMINa. Mark off 2 Poison units — 'but neverthe-
less T will not let vou go emply-handed, Here . .
She hands you 5 gold coins, then hobbles ofl with
the chest on her back. Add the gold coins to your
Adventiire Sheef and tum to 115,

106

The Trolls pocket your bribe and let you pass. The
cart-driver has seen everything. Heasksif you want
to ride with him. You climb aboard and, as he flicks
the reins and you set off, he starks complaining.
‘Chingiz again Imposing tolls ona road thatused to
be free when Segrek was alive. Pray the pods send
us a true monarch who will rid us of this scum.’
Tum tor 155



107—108

L

You join a small crowd surrounding a man who is
leaning over a box. It is a dice game; he pits his
Ehrow against any challenger and pays back double
the stake il he loses, plus your stake-money, of
course. Do you wish to risk vour one remaining gold
coin on the throw of the dice (tum tozg), or do vou
turnt your back on the dice game and conlinue
wandering around (turn to 213)?

108
The' hurdy-gurdy man siraightens up and pulls out
& shortsword. His fake peg-leg is kicked away and
he rushes at vouin his real identity: that of a Mamlik
Assassin,

MAMEIE ASSASSIN o 8§ sTamiNa Io

It you win, you see a cart coming lowards vow. You
rush over and ask the driver the price for camving
vou away from Korkut, He smiles and tells you that
he will accept you for the pleasure of your company
and the security of an extra sword. The lands
ahead are [ull of thieves, brigands and villamous
creatures, " he comments. Turn to 284.

100

E0G

You cut his bonds with your sword. He gels up,
pulls a battered wizard’s cap out of a pocket and
begins chattering, Yes, Y, vou're the one I've
been weaiting for. Let's gol” He takes vou to the far
corner of the room and lifts a trap-door. Following
him into it; ¥ou find another tunnel. In the gloom
vou can hear a breathy rumbling sound; the wizard
suddenty stops, then runs round to a position be-
hind you. In {ront of you appear twuo vicious black
panthers. ‘Ah yes, the beasts,” the wizard murmurs
behind vou. ‘Er; would you mind? You pull out
your sword. Fight each in turn.

SEILL STAMIKA
st PANTHER £ 3
Second FPAMTHER f A

if you survive (mark off 1 Poison unit an the Adzen-
furs Sheet), the wizard cuts one claw off each beast,
just before they disappear in a cloud of pungent
smoke. ‘Could come in uscful,’ he comments cheer-
fully, ‘come on!’ Just then his legs collapse under
him and he asks you to carry him. Do vou comply
{burn 20 144) or do vou give wp on him as a wasle of
energy and carry on alone (turn to 2227




I1o—I11

110

You seek out Chogum, explain the situation to him
and set up the dedl. He agrees to give you 2o gold
coins for negotiating the transachon {add zo "nId
cuoing to vour Adveture Sheet), Well satisfied, you
wander out of town and back on to the road. Tum to
280,

111

You can hear crashing and the splintering of wood
behind you. You dart and weave your way through
the undergrovwth — but suddenly vou come face fo
face with Skrutch. He locks embarrassed, then
turns away. You mn off and find a t=i] tree to hide
in. Yoo decide to get down only when you are sure
your pursucers have lost the scent. Tom to 3g1.

112-113

p i e

The singing is accompanied by the sound of
hammering on an amval 5.1|:l|:len_f.r the Dwiel

notices vow; he stands squarely in front of vou,
hammer ramed above his shoulder. He is natu r"lﬂ‘l
suspicious and asks you what is your business here.
Politely, vou ask him to direct you to the correct
path for Sharrabbas. He muses on the question. ‘So,
you avoid the main roads, do vou? You must have
something to hide —and therefore you'Te an enemy
of Chingiz- Good." He seems to be pleased with the
_L:-JET. of his reasoning; he brightens up and begins
hammeting at a small metal object. “Yes, [ know the
least ,‘requented route,” he goes on. ‘Buk you will
need this.” Te gives vou a small but heavy metal
ball, attached to a coil uf thin wire rope. He wantsno
pavment for it, and directs you back up the path.

Tum t0245.
.-*"'.'“'ﬁ

113

When vou bend down to stroke i, othersimilar little
creafures appear and rush towards you. However,
they slop as the one you are stroking begins to trill
with pleasure. They allbegin to purr, and then retire
into their holes. Add 1 point tovour Luck. Walking
on, vou zo through a metal door that shuts behind
vou with a soft clunking sound. Turn to 342,



114115

114

You sit down and put your boots on. Then you
stand up and take alook at the [ree in fromt of you. It
has what look like the heads and bodies of wartiors
attached to it, and you notice that two separate
branches are moving fowards you. You chop at one
of the branches as it trics to grab you, but fail to
observie that the other is encirding your ankle.
Other branches move out menacingly fowards you.

GMNARLED OAK SKILL 7 STAMINA B

If you survive (mark off 1 Poison unit on the Adven-
fure Sheet). vou find yourself completely lost in the
forest gloom. You are sure vou can hear lmpish
laughter in the distance. You pick out two pussible
paths at mndom. Which one do you take: the route
leading straight ahead (turn to 311) or the one to the
right {turn to 257)7

115

The path slopes gently down for some way. Even-
twally vou walk round a huge boulder and come
upon a strange sight: alarge, hideous, fanged worm
with something bird-like sbruggling in its mouth.
Around it flutter and squawk strange beings with
aulden wings. They are frying to help one of their
number release himself from the worm before it can
drag its prev into the ground. Do you decide to help
(lurn to 374) or do vou prefer to keep a low profile:
and not get involved (turm to18)7



116~7117

116

You walk for many hours and the ground begins to
get steeper. The track eventually petens out; maang
around in the clearlight, vou see, far below, a line of
riders. You cannot know who they are, but decide to
press on. You reach the snowline and, tuming, z=¢
Lthe riders release a message hawk. You come toan
area of very thick snow; your legs sink in up to your
knees and progress becomes very slow and finng
(deduct 1 point from your sTamina and mark off 1
Poison unit). Suddenly, rounding a bend, you come
up against a deep chasm. There are bwo snow-
bridges across il. Which do vou risk vsing for vour
crisssingg: the ome on theleft (hurn to 27) or the one on
the right {lurn to 226)7

11

¥ow enter the Dead T'dan'ﬁi:h est Tavern. It is full of
old salts, Kazanids, seafaring Dwarfs, and Coblin
deck-hands. You sit and rest (eat some Provisions if
vou have any left; otherwice your only option = to
pay 1 gold coin for 8 meal. Add 4 peints to vour
sTAMINA)L Inacorner of the inn you see a group of
sailors crowding round a one-eved individual. They
are plaving Snakes’ Eves. Do you wish to gamble
(turn tor 354 or do vou just leave {tum to 168)7

1158

118

You elect lo stay close o your new companions. As
vou mount your horse you hear the swish of arrows.
Test gour Luck. livou are Lucky, the arrows miss and
vou ride into the fray. lf vou are Unlucky, oncarrow
wounds you in the thigh. You pull it out (deduct 3
points from your sTAMINA] and join the others.

You face two Orcs holding long spiked spears. Fight
each in fom.

SKEILI STAMINA
First ORC f 5
Second ORC 7 £

If vou survive {mark off > Poison units on the
Adventure Sheef), you become separated from the
sthers in the dark. You listen carelully for sounds of
vour companions. You can hear a noise to your lefl
{turn to 11} and something poing on straight shead
{fumn to 27z). In which direction do you choose o
Tae?



110—120

119

You find vourself in a room on the edge of a pre-
cipice. A frail wooden bridge spans the chasm. Al
vour [eel lie two heavy stone blocks. A compelling
voice tells you to carry the blocks across to the other
side. Youmay not refuse. Throw 2 dice todetermme
the wedirht uf the blocks; next throw = dice to deter-
mine the strength of the bridge. If the weight of the
Blocks is greater than the strength of the bridge. i
will collapse and you will fall inio the bottomless pit-
Your yuest ends here, If the bridge holds, add 1
poinl to your Luck, return o 160 and throw the
mayic die to continue through the Maze.

120

You trudge through the snow for a long fime. The
wind is cold and cuts chillingly nto your =kin.
Eventually it stops snowing, the wind dies down
and you hear the sound of hoofbeats on the soff
snow , . . they are getting nearer. Do vou dedide &
hide behind some rocks (furn to 353) or sland your
ground {turm fo 3a)?

1zl

T2

You pull out your sword and allack. Fight each
Coblinin burm.

SKELI. STAMIMA
Pt GOBILIN 5 5
Second GOBLIN 5 fa

I vou win (mark off 2 Poison unils on the Advenkure
Sheef), vou hear a shrange, distant voice. ‘Brave
adventurer, you have delended the tomb of Seg-
rek,” it says. "You are the last of the Select. Take the
homn, it will help you find the True Path to the
Throne.” The voice fades and a small curved hom
appears on the tomb. You pick it up, Add the hom
to vour Adoeniure Sheek,

You leave the room and enter another that has a
large fireplace in the middle of one wall. Lighl is
coming down the chimney, and vou notice a seres
of steps cuf into the sooty blocks of stone, leading,
upwards. In the far corner of the room is a spiral
staitcase, alsn Ening wpwards. Which route do yoil
choose: the chimney (tum to 82} or the staircase
(furmn o 26a}?



Irxa=133

i 43

You press on, The ground becomes broken and
large crevices appear, so thai you have to jump
acros the wider gaps. The occasional black bird fies
over, and eventually athick mist clears momenltarily
bo eveal the distant towers of Shamabbas aoross a
desolate-looking plain. The mist closes in again and
at last vou reach a rushing tver. There 15 2 small
boat tied lo a stake on Lhe bank — bul there are no
vars, Do you get into the boat (furn to 53) or do you
prefer lo walk along the riverbank {turn 1o 22g)7

123
The Bogomils ride hard and fast. Fventually you
reach a settlement of stone buildings in the shape of
a tough circle. TToms are sounded, and many other
riders appear. You are lold to dismouni and are
made to stand in a cleanng in the middle. Then the
crowd parts to let in a large white stallion which
has obviously not been famed: it bucks, kicks,
jumps and twisis. Cne of the riders announces:
‘Bucephax.” You must ride this creature for s long
as you can. Two horsemen lean down and catch you
by the upper arms; they lift von up behween them
anid drop you on to the horse’s saddle. Throw 1 die.
If you throw 21 ora 2, youare unseated and cash o
the ground (deduct 2 poinis from your sTaMINa]
You are then remounted in the same way. Repeat
this procedure four inore times. 1f you are unseated a
tutal of three times, the third time you are winded
by the fall and cannol move; the horse kills you with
a blowy from its hoof. Your quest is over. If vou

113—126

survive {mark off 1 Poison unit), vou are dusted off
and led to a larpe gale. Tum to zo.

124
Tummn to 361.

125

You push your way to the front and challenge the
dice gambler. Throw 2 dice for your turn and 2 dice
for his. If your tolal is the greater, you double the
siake and throw again. If the throws are equal,
throw again. I vou lose, vou lose all. Continue unkil
vou lose your stake or win a maximurm of g gold
coins (mark the changes on the Adventure Sheef).
Tumn to 213

126

As the holder of bwa Medallions. vou haye the right
i choose two Powers that will aid you when you sit
on the throne of Kazan. Choose fipe from the follow-
mg hist, then go ko the relevant paragraphs: g3; 166,
330; 336; 376; 384. MNote down which FPowers you
now have (they are listed in capitals at the start of
the appropriate paragraphs) - but do not read any
further into those paragraphs. When you have
chosen two Powers, turmn (o 74,




Ixp=128

127
The leader of the bandits stands in front of you and
gquestions you. You see no reason o deny the real
nalure of your quest. Upon hearing your story, he
raises his visor and smiles. “You see, | was formerly
ome of the Select, bul I gave up the quest: Chingie is
tews strong. However, you are brave to carry on. Do
yotl wish to purchase information? Ten gold coins to
a fellow adventurer.” If you would like to buy in-
formation, turn bo 279, If vou have no gold, or donot
wish to spend it, furn to 383,

128

You approach a rough-looking sailor lounging on
the gangplank and ask him how much passage lo
Kazilik would cost. He rubs his stubble with his
tingers and looks vou up and down. Twenty gold
coins, all found — and as many ship’s biscuits you
can eat.” Some of the sailors nearby look up and
laugh. Il ¥ou can atford i, do you accept (deduct 20
pold coins on vour Adventure Sheel and turn 1o 260),
or give up ihe idea of travelling by boat and walk on
alongs the harbour (fum to 330)7

124
The route described by the Devart is long, but theres
is less hikelihood of meeting Mambiks or Ores on it
You follow the dty walls for a long time. They are
not well suzarded and there are occasional breaches;
as you pass one of the larger heles, you hear a
vapping, srowhng sound and see a pack of white
wolfhounds racing towards vou. Three choose to
attack you. Faght each in fum.

SHKILI STAMINA

First WOLFHOUND 1) i
Second WOLFHOUND 6 fi
Third WOLFHOUND i 11

If you survive (mark off 2 Poison units on the
Adveniure Skeet), you press on. The directions given
are perfect, and eventually vou stand at the en-
franice to the Street of the Forty Guilds. Tum to g8.



130

130

You support the old crone through the forest. She
tells you that her name is Mavaka and that you are
taking her to Brassing-Dendro, in the north of the
forest. Eventually vou arrive ata clearing where you
find three figures, just like Mavaka, grouped
around a boiling cauldron. Mavaka tells them how
vou helped her escape from the huntresses and of
vour quest, and they agree to help you. They give
you six sprigs of prime Treffilli, and Mayaka ex-
plains the spells that go with them.

“You may use the herb only when vou feel it vibrate.
Crush one sprigand whisper By Ashand Bird”, and
vour adversary will fall asleep. Crush two sprigs
and whisper “By Asit and Bird end Crust”, and you
will become invisible to all senses for several mi-
mukes.” She warmns you to be frugal in the usc of these
spells since they are harmful: you must deduct 3
points from your STAMIN A for every Sprig you use,
Mark the Troffilli on the Adventure Sheef, Mayaka
shows you the path out of the forest on to the
Karamd plain_

Afrer many hours” walking, vou reach a fork in the
road. A carved-stone obelisk points in byvo possible
directions. Which way do you choose: the way of
the Bull {turn to 278) or the way of the Horse (harn to
225)7



I31—132

131

You elect ta roll away, but the dagger is at the point
of striking you. Tesf your Luck T you are Lucky, the
blade cuts through your cloak and brezks on the
hard wooden board. The Assassin makesa swift eadt
through the half-open door. If you are Unhacky, the
dagper grazes vour ribs. Deduct 2 points fmoan vous
5TAMIN A and henceforth mark off deseble the Poison
units on your Aazanfure Sheet.

You find no trace of the beggar and, if you had
them, 5 gold coins are missing from your purse
{deduct these from the Adpenlure Shest) You go
oulside, wondering whether to trust the beggar's
advice. Turmn to 150

132

You arein a ploomy chamber. You cannol move and
vour hands are Speflbound. Suddenly, 2 hMamhk
Assassin appears, raises a Dagger of Darkness and
plunges it into your chest. The lllusion fades (de-
duct 2 peints from your sTAMINA). Return to 160
and throw the magic die lor your next position.

Az3=134

133

When you get close to the statues, they begin to
creak, then start crashing their hools down. Test
vour Luck. I vouare Unlucky, you are struck (deduct
3 points from your STAMINA) and you lose all
potions, rings or gems you may have in your pos-
session (make the appropriate adjustments on the
Adoenture Sheet). U you are Lucky, the hoofs miss
you. In either case, mark off 1 Poison unil, Yourush
out of the mare (tum to 2g5)-

134

The Yigenik then accompany you Lo alarge wooden
wate. The walls of the Mare beyond it are composed
of thick poisonous bushes. The old woman orders
three Fangtipers lo be released infto the maze;
however, 25 she s wishing vou good luck, a disturb-
ance is heard from within and alarge Grypvulture is
seen flying off, carrvinga small Orcin its talons. The
Yigenik elders notice with hormor that the Ore is
holding their Medallion. ‘Ttis taken by one not of the
Select. Recover il at once or we are doomed,” they
cry. The warmiors shoot volleys of arrows at the O,
Umne arrow piecces his thick hide and he falls into a
nearby street. You give chase on [ool through the
narrow lanes. You observe a frail of blood and set
on your left a door to a house being shul. You enter
the building and glimpse the Orc running upstairs.
Do yvou tush after the Oce (turn to 46) or do vou
proceed carefully and cantiously {tum ko 228)?



135-136

135

The hut is gloomy and you melt into its darkest
recesses. The Mamlik appears at the door, pulls out
a dagzer and slowly entens; he seems to sense vour
presence, so vou altack him. If you have the ability
of Tlarkfight, fight as normal; otherwise deduod 2
points from your skILt for this combat only.

MAMLIK SEILL & STAMINA IO

If you win (mark off 1 Poison unit on the Adveninrne
Sheet), you hide the body and quietly slip back out
Turmn to 310.

136

You come to a door which you push open and enfer
another unnel. The door closes silently behind vou,
and you follow the tunnel which tums & comer and
then heads east. Inthe torchlizht vou see a small
figure, It is a Dwarf who, when he sees you, mashes
over and begs: Tlease help me, for [ lack the
strength to open these doors.” He looks at you with
pleading eyes which you cannot resist, S0 Vou agree
to help him. He claps his hands with joy, then walks
to the door with you. You push at the door then,
suddenly looking around, see the Dwarf frans-
formed into a hideous monster that fills the width of
the whole tunnel. Long-clawed hands reach out to
srab wou.

DUNGEON DELVER  sxiLLy STAMINAS

If vou win, you push the door open. Tum bo 202

137138

137

The screen prevents your hearing most of the words
spoken and although the chanting goes on, you
can't tell what s happening. Occasionally, the room
iz lit by multi-coloured Hashes, and odd pieces of
broken glass fiv past vou. The commotion slowly
dics down, until you deem it safe to escape. As you
creep out on all fours, vou come across a Red Gem
on the floor. I you wish to take it, mark it on your
Adpemture Sheet. Thankfully, vou leave this lair of
magic-making and find vourself in the open air omoe
more. Tum fo 7o.

138

Adana-Broussah is pleased. She tells vou Lhat Besh-
balik has been away, making final preparations to
carry out a small job: an attack upon alarge group of
bandit Trolls who are preying on a local sillage.
4 hom-blast greets the arrival of Beshbalik who
comes charsing across the shallow fver, riding two
Fangtigers and with a- Grypfaleon perched on his
shonlder. He enters the camp ab an incredible
speed.

The aizick is pmpu_ren:l; there is Ty spare motnt for
vou, 50 you mustjoin the rabble who run behind the



138=130

horses (deduct 1 point from your sTamMINA). By the
time you reach the others, the Marauders have
already engaged the Trolls m batte. Arnving at the
scene ol battle, you walk strmight inte 3 huge
wirinded Troll who swings a grant scimitar al vou.

BANDIT TROLL SKI111. 0

If you win (mark off 1 Poison unit on the Adventure
Sheet), do you join a large group who seem o be
dividing the spoils among themselves (fum o 67 or
will you stay in the shadows of the Troll huls {(turn
to 31g)?

STAMINA G

139
You search the body . You find a Blue Gemand a box

marked "Treffilli’, with tweo sprigs of a green plant
inside ik, If yoo wish to keep either of these, mark
them on vour Advenfure Sheet,

On getting up, you {ind vourself facdng bwo Bone-
crusher Beasts. Fight each in turn.

SKILL STAMINA
First BOMNECRUSHER rJ B
Second BONECRUSHER R 6
U vou survive {mark off 2 Poison units on the

Adwenture Sheef), vou mush out through the door.
Turnio 2g5.

T40—142

140

You crawl through the hole in the wall, to find
vourself on top of a smelly mound of rubbish,
Something falls on to your shoulder and jeins the
rotting mess; it looks like an animal’s carcass, just
then, you hear a scrabbling sound and see three
huge rabs. They are blind and have no tails; one of
them begins to sniff at your boots, then pulls at one
of the straps; then it vanishes into a very large hole,
Looking around, vou spot a ladder. Do you wish to
climb up the ladder (turn to 57) or follosw the rat inlo
the hole {tum to 373)7

141

You crawd alomg the narrow tunnel. It is old and
parts of it are collapsing. Something scuttles along
the ground and bites vou {deduoet 1 point from vour
stamina). The roof of the funnel begins to shake —
and then collapses on top of you: You are covered in
dirt and rabble; holding your breath, you try to dig
your way oot. Throw 2 dice for the amount of aie in
vour huings, then throsw 2 dice for the amount of air
vou will need to escape from the cave-in, If the airin
vour longs is equal to or greater than the airneeded,
then yvou have made it to another tunnel (turn to
377} Othenwise, vou suffocate; vour quest is over.

142

You have drunk the fatal mixture of the Luckless,
Fortune has not favoured you in vour quest for the
throne. Yoo soffer an agonising death.
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You are in a room with a large trapdoor set in the
floor. The walls of the room begin 1o close in and
the trapdoor swings open to reveal a smakepit. You
drop down into the pit. Throw 1 die {or the number
of snakes that bite you as vou rush towards the door
leading fo safety. Deduct > poinls from your
sTamina for each bite. You open the door — and
everything blacks put. Return to 160 and throw the
magic die to continue.

144

You pick him pp and carry him on vour back.
Forfunately, he is very light. While you trudge on,
he continues to mutter. ‘Look oul for that Aagstone,
make sure you jump over it — Orc tnck, every
thirty-third pace . - “You doas he bids. He tells you
his name is Saxifragos, then he mumbles the name
of Astragal. ‘Oh ves, you're lucky you ran into me,’
he goes on {add 1 point to your Luck), Thelieve you
are the last of the Select”’

You pass rooms and tunmels with the dust and
cobwebs of centuries on them. Finally, vou come up
against a glant sticky web. The wizard tells you to
cut through it with your sword and adds that you'd
better urmy up about it Yoo must cut 24 thick
strands. Throw 2 dice four times for the number of
sitands you manage to cut. If you throw 24 or over,
turn #0277 IF you throw less than 24, turn to 29,
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45

Yeou stagsrer along the rocky path as it drops down
into a valley, Ahead, vou make oul a small wisp of
black cloud that takes on the shape of a face and you
hear a female voice: Torect vour quest. Kazan will
have its ruler from the line of Chingiz.” The moun-
lain begins to Tumble and shake, and rocks start o
roll and slide down towards vou. You rush for
cover, Throw 1 die six times and mark the sequence
of numbers vou throw on the Adveniure Sheel: this
represents the random fall of rocks. Now throw 1
die six times to mark yourtun for cover. a number
in the second sequence matches its counterpart in
the first, a rock has hit vou and you are severely
injured (deduct 4 poinis from your sTamina and 1
point from vour skt 1. Mark off 1 Poison unil). If
vou make it unscathed, add 1 point to your
LUCK.

You carry an down a dry over valley, and cveniu-
ally your route divides into two paths. Which do
you follow: the left-hand path (forn to 7) or the
right-hand path (turn to &1)7

The sprigs of Treffilli vibrate in vour pocket. You can
nust move your hand with great pain and effort. Yoo
reach two sprigs of Trefhlli, crush them and recile
the formula: ‘By Ash and Bird and Crust’, Deduct
the two sprigs from your Adventure Sheel and &
points from your stamiN A, I you are still alive, the
MNecromancer is startled as vou disappear, Spell-
binding control is released, and you are free to walk
away from the hideous scene.

-

You follow a winding, bwistng path for many
hours, then stop 10 eal some Provisions (add 4
poinks to your sTasmina) Turn fo1:s,

147

You walk along the corridorand go through another
metal door. You are beginning to feel tired, and the
air iz stifling {deduct 1 point from your sTaminal
You are faced with fonnels munning west (lurn to
232} and north (furn to 305). Which do vou choose?
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‘The horse is very fast over the rough ground. There
are shouts behind vom and yvou hear the swishasan
armow passes over vourleft shoulder. Younde at full
sallop for many miles until at last you find yoursell
faced with a huge felled tree-trunk lving across your
path. You press your horse on, it jumps high, clears
the obstacle and lands on the other side with a jolt
that snaps the saddle-gicth. The saddle slides off
and vou are thrown to the ground. Test yeur Lk [f
yvou are Unlucky, you fall badly (deducl 2 points
from your sTamina). If vou are Lucky, you land on
soft turf. The horse canders off into the distance. You
ek up, shake vourself down and walk on untl vou
coine ko a wood place for a rest. Turn Lo 390.

14

The Dragon brew slips 3:1wn your throat very
easily. You feel good and your body begins lo warm
up from the inside (add 4 points fo vour STAMINAL
Adkis returns, sniffs the lankard and is agreeably
surprised that you have chesen his fRvounte brew.
‘Don't on any account iry the Scimitar dregs unless
you'te a Khomatad from the northern wastes,” he
advises. l'urn to 210

150151

150

You trudge on through the snow until the path you
are on begins to feel fArmer underfoot and vou
reslize that you must be on some sort of highway,
You walk on cautiousty wnfil you reach a place
where the moad forks. A small obelisk marks the
left-hand way with the carving of a horse. Do you
choose this route (furn to 391) or do you prefer to
take the right-hand fork (turn to273)7

I51

You approach the cvil Mage and pull out your
sword. He smiles and stands, stock stll, with statf
upraised. Your sword strikes his stalf, and the smile
is wiped from his hidecus face. Use your Necro-
mancer fghting ability level as your sKILL score for
this fight.

NECROMANCER  SKILLQ  STAMINA 10

IF vou wan {mark off 1 Poison unil on the Adzenfure
5keet), the body disappears in a clond of pongent
smoke and the staff burrows, worm-like, into the
ground. A great cheer goes up from the Marauders,
and Beshbalik brings you two Fangligers lo ride, as
the horde prepare foranotherrampage. Tum to1g7.
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152

You enter a charnber confaiming sculphures of Fang-
ligers. Before your very eyes, hwo of the canangs
come to life; they prowl around, sniffing, then they
spot you and attack. Tight eachin tum.

SEILL ETAMINA
First FANGTIGER A B
Second FANGTIGER F 10

I you survive (mark off = Poison units on the
Advemtire Sheet), the bodies tumn to stone again. You
firnd yourself in front of two doors. Which do you
choose: a doot to the lefi (turn fo 254} ora door to the

right (burn to 3527

153154

153

You are at a crossroads: tunnels lead north and
west, but thers are shut and sealed doors to the
=puth and east. The northern passageis short and at
the end of if you can see an open door leading o
some more unnels. I you choose to go north, you
pass through the door, which shuts softly behind
vou [furn to 221)_ I you choose to go west, tum to
a0

154

You will ngt draw a weapon in the shadow of
the Throne ol Kazan. You walk past the Ogres,
who suddenly stop in their tracks and Lrn (o stone.
You sil on the Throne and wabtch, homified, as
Meghan-na-Durmr, dawghter of Chingiz, collapses
and turns to dust. A slight breeze bloss her ashes
out through an open window. Turn to 400.
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135

The cart climbs over a rise and you get vour first
dear view of Sharrabbas: a city dominated by its
Fortress, Flaxwort, the driver, has guessed that vou
zre one of the Select, and decides to help you et
infn the cify. 1o that end, he disguises you as his
sssistant. Thev're looking for lone adventurers, so
4 you put this apron and cap on and cover up that
Slade, there - . ' It being market-day, the city i3
crowded with carts. The Orcs at the gate only give
vou a briet glanoe before putting a small chall-mark
an the side of the cart. The road forks and Flaxwort
25ks vou which way you wish to go: to the Teft (tum
10 343} or the right {turn to 249).

155
Youwalk down the tunnel and are amazed to see a
number of sparks shooting out of a small pebble Lthat
s Iving on the floor. A black, foul-smelling smoke
sfises from the pebble; it takes the shape of a man
wearing a hooded cloak and carrving a staff in-
scribed with a black panther. With an ironic bow he
declaims gratingly, ‘T am Sigismuh, from myv Lord
Uhingiz's cohort of Necromancers. | am here. [o
Zestroy YOU " At once you pull out vout sword and
sinke at him. The blade passes clean through his
body, with no effect. He laughs and strikes the
ground with his slaff. Immediately, the roof beging
0 cave in and yon are forced to mun for the next
door. Throw 1 die three limes for a series of falling
Slocks and then throw 1 die three fimes for your run
to the door. If any numbers match in the first and
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second sequences, you are hit (deduct 4 poinis from
FOUT 51T AMINA). If you survive, you go through the
door and it shuls behind vou, Tum ic 264

157
You are in a room with aJ]nng table in the middhe.
Serawled on the table is the legend, The Fiend
[oves Flowers'. Return o160 and throw the magic
die for your next position.

158

You open fhe door fo a room containing three
Gremling; they comprice Chingiz's personal body-
mpard. Suddenly, a fourth, which had been hiding
behind the door, strikes you in the =de with =z
shortsword, then runs off as the othersaltack. Ifvou
have the Power of Invulnerability to Sword-Strike,
fyhi as normal. If not, then deduct 1 point from
your sKTLL, Fight each in turmn.

LKILL STAMINA
First GREEMITN 4 i
Second GREMLIN 4 6
Third GREMLIN 4 &

If vou win (mark off 2 Poison units on the Adnefure
Sheet), the fourth Gremlin has busied himsel, h:u;“rf-
ing a greal door with a massive key and then, with
ditficulty, managing to swallow it. He now stands
with his bads to the door: If you have the Power o
Persuasion, turn t© 347. 1 not, then lurm & 54

135

159
You slip behind a free and work your way towards
cover behind some rocks. Suddenly you become
aware of a large Grypvulbure that is sweeping down
above you. Tt sereeches and attacks you with iron-
fned spike-talons. You pull out vour sword just in
e,

CEYTVULTURE SEILL B ETAMINA B

If you survive, Tesf your Leck. IF you are Uinlucky,
vou find yourself surrounded by Ores, one of whom
throws a large net over you {turm to g2). TF you are
Lucky, vou manage lo slip back into the milling
crowd om the roadwayv just before the Ores arrive.
Turn to 308.
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160

You are escorted to the next chamber. The Maze
has z4 chambers,” vou are told, ‘and you move
around it by throwing the magic die and moving the
number of squares indicated by the throw. Mark
your position on the chart below. There are many
dangers and you will probably experience them
ajain and again.”

Make a note of the number of this paragraph. Yoo
are al Start, Throw the die and move in the directon
indicated by the arrows. (For example, if you first
throw a 4, count 4 squares and move on to 73 Tom
to that paragraph and, when instructed, retum
here, throw the magic die again, and continue yuour
prosTess through the Maze!)

If you encounter a Serpent’s head or a Stairway, vou
will be told to move straight away into another
chamber, Mark your new position on the chard
before throwing the next die_ Tf you throw a die that
would take vou bevond 308, go to 308,

[395]-~J382 {367 }=={ 358 |~ 340}~ “'.
[z31]—{z47}={ 262 en{ 282 302 |~ m’-.
t

[Startb—{ 3 | 17 | 35 |73 ]—]F]—]T‘I?

IB61—163%

161

You walk along the path for manv heurs. The
mountains behind vou recede, the path grows less
sicep and the countryside becomes much preence.
Tou cross several small streams and you notice
more and more trees, until at last vou lind yourself
2t the edge of a huge forest. Within, vou can hear
irange creabures screaming and calling to one
snother. All this walking has made vou Hred; do
you stop now torest (hum to 86), or do you wish to
carry on guickly mto the dark forest {turn to 368)7

Wi

h2

toe walk over to the obelisk. The woman is young
=nd sirong, and you notice a sheathed daggerunder
fer cleak. She asks you if you wish to enter the
Fortress, adding that she doesn't want to know
why, but she kmows people who could help, “for a
price’. You ask how much and she mp!ieﬁ, ’Twent}'-
ave gold ooins.” Have vou gol this much, and do
vou think you can trost heran yway {furmn to 375) or
ao vou prefer to carry on alone {luen to 2768)7

153

The Eagle grazps an iron rod between its talons, and

Leromicus invites you to take a firm hold on the rod.

The huge bird flaps its wings and lifts vou up with a

judder. It has great strength but your arms Hre
ideduct 1 point from vour sTAMinNA), and you are
glad when it puts you down ona path and then flies
away. Iirm bo 300,
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164

You are in the Strect of the Stunemasons. Tn front of
vou a proup of Kazanids are hauling blocks of stonce
upinto a cart. One of them calls vou over and asks
you want to earn 2 geld coins, You can see the
shadowy figure of a Mamlik standing at the sirest
comer. Do vou help the stonemasons (um fo 1_95:
or refuse the offer of work and carmy on walang
{turm to 350)7

165

You sitrde along the tumnel. The forches burm
brightly and you examine the wall-carvings. Afont

oint vou make out the word THE' engraved on s
wall, but this makes no sense Lo you. You come to 2
duor thal opens easily but shuts firmly behind vou.
Yo have a choice of continuing west {iwrmn (o 751 oc
fullowing a bunmel north (forn to273). Which dovou
chonge?

166
GREAT WISDOM
You have drunk the mixture that gives vou this
Power, Mark this ability on your Adoenture Sheei. I
this is vour first chodce, retum o 45 and choose
again; otherwise, turn to 73

167168

167

You walk on through the forest, and after many
hours vou stop fo rest (add 4 points to your
STAMINA) Just as you are getiing up to go, you
siddenly nofice a foot poking out from behind a
sonlder. Creeping round with sword drawn, vou
comw upon 3 scene of camage: o Ores and bvo
Trolls ie dead, sprawled around a lone adventurer.
You count yourself lucky that vou didn't arrive here
carhier (add 1 point to your LUCK). You search
through the hapless adventurer's pockets and find a
crumpled-up parchment. You flatten it out to read:
‘The Wolfsbane at the Street of the Forty Guilds . . 7
The restis forn away. You salute the budy and walk
quickly away.

Eventually the path splits into two; either could be
the comrect way to Sharrabbas, so which do you
choose: the left-hand path (furn to 23) or the one Bo
the right (lurn to 4)7

168

You stand in the road and watch a cart passing,
pulled by four large horses, You know that vou
must make all speed vpon your mission; the poison
m your body will not let vou dawdle, Do you chooze
toapproach the cart-driver (tum to 13} or would you
mzther head down to the harbour to seek other forms
of tramsport {turn to 239)7
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169

You force yoursell to crawl on, knowing that if you
stop for just a moment & lie down, you will fimd it
impossible to get up again {deduct 3 point from ¥our
sTamMina). As your will sirengihens, the storm
loses its intensity, You wander from the frack you
were following, and stumble on as bestvou can.- Just
then, vou see a steange rippling effect moving under
the snow ahead of you; something s moving fast
and itis heading towards vou. Suddenly you exper-
ence @ sharp pain in your left ankle (mark off 2
Poison units). You lunge with your swurd at fhe
spot where vou think the creatuse is lurking under
the snow; something shrieks and nips yoo on the
right ankle, You swill have to fight it.

SNOW LEECIT

Tf vou survive, you can find no frace of the creatore:
Turn to 370,

SKILIL 5 STAMINAT

170171

_ 170

You make for the door as fast as possible, but you
can hear a strange beast just behind you. It grabs
you and squeezes, ITying to crush the life out of vou

You shake vourself free and pull out vour sword. |

BONMECREUSHER BEAST sSKILL 6 STAMINAR

i you survive, ¥ou rush out through the door, Turn
I 2gs.

- 1?1
'lﬂr__= wait to ambush them. When they arrive, vou
?nlhEE that one is a Goblin. You leap out, and he
orders the Sniffer Ores to attack. Fight each in tum,

) SKILL. 5
::IFE'ESNIFFER DRC 3 TM:;IHJK
second SMNIFFER ORC 7 &

T =t :
£ vou survive (mark off z Poison units on the

I".iEFE:Im.'E Shezt), the Goblin has disappeared during,
e fight, a.:::d vou make good vour escape. After
o -:;1}' hours” walking, vou find a place to rest, Turn
0 399
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172

When vou confide n him, the Boulyanthrop, whose
name is Greyfeather, decides that you must go with
them back to the eyrie. They flap their great wings
and Lift you up. You fy over a great forest until you
eventually reach a strange cliff from where you can
=ee pther Boulyanthrops flying out to greet you,
You are carried in through one of the Iertan;:;ul'rlr
holes in the cliff and are greeted there by a bird-
woman called Eleonora. She listens pabiently to
vour tale, then speaks. You are in great danger-
Chmg:z has allied all the forces of evil against the
Select. We ourselves donot possess cither a baze or
a Medallion —but I will present you with the Grey
Talon of Sakar” — mark this on your Adverture Sheet,
“Tf ever vou need help from a winged creature, hold
thiz in your hand and call for assistance.” Eleonora
also tefls vou that the Grey Talon will help if vou pet
lo the Maze at Urnz: ‘Two Wings, Three Talons and
Seven Lives: the magic Spell will help von.” This is
all the help the birdpeople can ofter you, She bids
vou farewell and you are Hown out of the eyrie,
Greyfeather, your carrier, asks you which ta.m'] Fou
wish t head for first: the land of the Bogomil {turmn
to 225) or the land of the Uruz {lurn to 278). You tell
him which you have chosen, and he sets vou down
on the correct path, then flies off.
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173

You are in a room full of flovwers which give off no
smell and are prolected by cruel thoms. You may
choose whether to pick a fllovwer and place it in vous
backpack {mark a flower on your Adventire Sheef). Tf
vou do s, then the thorns prick you badly (deduci 2
points from vour sTamina). Return {o 160 and
throw another die to carry on.

174

Inside the room, torches :m blazing and a cauldron
is bubbling over a green flame. You plunge vour
hands into the chest to take one of the rings. Test
yinir Laeck. If you are Unlucky, a snake lying coiled
beneath the treasures rears up and bites you, mject-
i a4 vile poison into your body. Henceforth,
whenever you are instructed o mark off Poison
units, vou must double the mymber given in the text.
If vou are Lucky, the snake strikes at vou but misses.

Suddeniy vou become aware of an eerie chanting
sound: vou must hide. Do you rush behind 2 large
sereen in the far corner of the room (tum to 237) or
dive behind a padded chair to your left (tum to 304)7

175170

13
You enter the enclosure, spit on your hands for luck

and pick up a large hammer. "'r'la:'ln‘,’ of the people in
the crowd are mukmg bets on the outcome. Throw 2
dice — this is the strength needed to ring the bell,
I the total is equal to or less than your current
siamina, then you have succeeded in hitting the
bell.

You are immediately shoswered with daggers, Test
your Lick again, If yvou are Unlucky, some of the
dagezers wound vou (deduct 4 poinks from yeur
sTaMINa and mark off 2 Doison aniks). IF you are
Lucky, you escape withoul a scratch, Add 5o gold
coins to the total on vour Adwemture Sheet.

You leave the fair and manage to find the main road
by Ui Tomm £ 28

176

You wake up to find yourself lying on a bed of
stretohed hides; before vou stands a woman holding
a lamp made from a large orystal. Well met! Urua
magic 15 mot strong but we are able Lo recognize one
of Segrek’s Select.” She peints to the glowing crystal:
We have revived you, but the restis up to you. Do
vouwish toundergo the Test of Uruz for the honour:
of entering the Maze and seeking the Medallion?* If
you agree, turn to 258, IF vou refuse, you lose
con=ciousness and awaken to find yvourself lying by
the side of a path. You shake yourself and get up.
Tum tn z25.
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177

You trudge through the snow, siumbling over the
rocks. The path is level and seems to weave through
the mountain pass. Ahead, you see a snow-tovercd
mound from one side of which steam seems o be
rising. You must pass it; as you do 50, you sense
something within the meund. Do you walk on and
leave it alone (turn to 32¢) or do you deade o
investigate (turn to 58)7

178
You lie quietly, thinking that if the storm persisis
you will find a better opporfunity later. Suddenly m
walks a Mamlik Assassin. He scowls and sniffs a1
vou, before stabbing his lethal dagger into vour
chest, Your quest is over.

You crush one sprig of Treffilli (remove one sprig
from your Adverture Sheel and deduct 1 point from
your eTAMINA) and mutter the spelk ‘By Ash and
Bird." The Assassin immediately fzlls aslecp. You
leave him lying there and go through a metal door
that closzes fght behind vou. Turm togs.

1B0—181

180

You walk over and help with their running repairs.
Afterwards, the knights offer you a ride in to watch
the joust. They are Yigenik warriors and are head-
ing for the tournament which is tobe held ina small
town just outside the city of Sharrabbas. You join
them and they head back on to the road. When a
group of Ores fry to stop them at a road-block, they
bush and simply ride through them. On the road,
one of the knights” horses stumbles and falls on his
master's leg. 1L is obvious that he cannot now enter
the joust, but the others need a fourth entrant. Do
vou decide to enter the tournament {burn to 42 ordo
vou thank them for the ride and carry on, on vour
own, when they leave the main road (turn Lo 437

pt.5 1

You stand proudly before them and announce that
you are one of Segrek’s Select. They circle round
vou and the leader orders one of them to approach
vou. This man dismounts, comes close and throws
some bones to the ground while the others make the
zign of a triangle with their fingertips. He pazes at
the bones then mutters something to the leadee,
who urges his horse towards you. 'l am Gromarshk.
You will accompany us Lo the Test that awaiks vou.
Choose vour horse.’ Tle has two horses brought
forward. Which do you choose to ride: the white
stallion (turn Lo 200) or the grev mare (turn 1o 41)7
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182
You agree to take him on, and he slands there,
determined to have his money in advance. You get
out your bag of gold coins. when suddenly snother
small boy runs past you and grabs it they both
disappear into the crowd, Deductall the gold coins
vou have, except vour luclky piece. Turm to 318.

183
You lell your tale, then you can only watch as 2
wizened old man on a pony Irots up o vou, sannyg
inloa crystal. Huh, he lies!” he snorls. Bhoriss takes
a club and hits vou on the shoulder =o that you fall
down (deduct 1 point from vour sTaMin Al “Now,
tell the truth, No one liés to the Bogomils.” Inm to

g1,
T8y

Yem have chosen the wreong Medalhion! lest ywour
Liick. If you are Unlucky, the fery power of the
magic frizzles vou up - . - your quest is over. If you
are Lucky, you manage to divert the full blast—but
vo are blown across the Spell-plane to another part
of the Maze (deduct 4 points from your s rAMINA, 1

oint from your skILL and mark off 2 Polson umiss
on the Adventire Sheet), Tum to 293,

1A5—186

185

Youare ina horse-trader’s premises. There is no one
about, 50 vou take a good look around. You find a
document, closing a deal with Chingiz to mount an
army of Ores to subdue the native Karzanids. Just
then a fat rat waddles towards you. As you step
back its shape changes to a black mist and then to
that of a Necromancer. Belore vou can move, his
staff emits snake-like coils that encircle vou and
form a net that begins to squeeze, You black out,
Tum fo 323

156

You enter a room full of stone blocks and snake
carvings. Three snakes on three of the stone blocks
suddenly come to life. Atthe same time, the room is
filled with boiling-hot water, and you are forced to
jump up on to one of the blocks. You must make
your way, stepping from block to block, across the
room o the door. Throw 1 die three Hmes tor the
kcations of the snakes, then throw 1 die three Himes
for your leaps across from stone bo stone: 1f any of
the numbers in the two sequences match, you land
on a block containing one or more snakes and are
bitten; deduct 4 points from your sTaMiNa and
mark off 1 Poison unit for every snake-bite you
incur. If you survive, furn ko 359
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187

You are justin time o see the Ore disappearning into
the tower opposite. In front of vou, however, is a
narrow bridge to which a Goblin is chinging, ready
to slab you. Below, Kazanids [rom Chingiz’s slave-
guard are fiing ammows at you. Yoo rush over the
bridge. Test your Luck. I you are Unlucky, the:
Coblin stabs vou in the foot. Deduct 3 points from
vour STAMINa and mark olf 2 Poison units. If you
are Lucky, he misses. Throw 2 dice for the speed of
the Orc you are chasing, then throw z dice for your
own speed. If vour speed 14 greater than or equal to
the speed of the Orc, lw to g4. If vou are not fast
enough, you watch, frostrated, as a Grypvulture
takes off with the Medallion in its beak. Yon are too
g 1} L

Yoo retumn fo the street and leave the toneen. Do vou
wish lo head down into the forested valley (tum to
257) ar up on o 2 mountain track (furmm to 2735}

158
The Eagle holds an iron rod which Geronicus invites
you to hold on to. The boge bird flaps its wings and
hifts vou up. It flies fast and high until vour arms Hire
{deducts pointfrom vour STAMIK ajand you ask to
be put down on a path below . Tum to 273.
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1Eg

If you have paid for vour passage, vou have a good
rest (add q points to yoursTamINa). livou have not
paid for your passage, vou are made o work hacd
scrubbing decks. You pass a group of sailors who
are pointing at something fyving ouf from the coast.
You look closely: two fire-breathing Kazilik Dragons
are fiying towards the ship. There is a lange aoss-
bow mounted at either end of the ship and vou
decide to help fght them off. Do vou dedde to man
one of the crossbows (huen o 204) or do vou chimb
up 1o the crow's nest with your sword at the ready
(burn tog13)?

190

The tunnel is very long, By the side of a blazing
toreh you see a row of theee carved medallions with
a cross inscribed under the third one from the left.
Yo trudise on wearily until vou come across 3 bush
with sprgs made up of mangular leaves set ina
circular pattern. Above il is carved the legend
“L'retfilli’. Do you pick any of the sprigs (turn {0 248)
ordo you leave the bush alone and pass through the
next door {turm to 393)7

1g1-142

g1

You throw down vour gauntlet and evervone stares
at you in disbelief. The riders wager among them-
selves on how long vou will last, Urgenj appears; he
towers above vou and carmies a sword that you could
never hope tolift. Fight until the sTaAMINA of one of
you drops fo 4 poinis.

LRGEN] SKILL 10 STAMINA 12

I you lose, you are on vour last legs, but no death-
bl is stmuck. If you win, you spare the warrior
from death. Turn o 31

EA
Wonchalantly you carry on walking as the rider gets
nearer. Eventually a cloaked fisure on a steaming
horse passes vou and then stops, Who are vou,
siranger? asks a woman’s voie. Yoo arne debating
in vour mind whether or not to trust her when you
spot a Dagser of Darkness revealed by a sudden
gust ofwind that Blows aside her cloak. She realizes
that vou've seen the weapon, scowls and pallops
off. Now yvou will have to decide whether to stay on
the road (furn to 53} or travel on the plain (turn to

333)7



193-104

103
You are in a smoke-filled room. Theough the haee,
you dimly make outa fully armed warnior. You step
forward and he springs to Tife.

MAZE WARRIOR  skiLL7

STAMINAYG

I you win, retum to 160 and throw the magic die to
conbinue.

The galloping horse does nol stop, but continues fo
charge. Fear overwhelms you (deduct 1 pomt from
your STAMINA}, Then it passes straight through
wou! You realize that it is only an illusion, and you
continue north through another door. Turn o 349.

105=196

5

You play dead. The wooden hand of the Kalamite
closes around wou and lifts you up a little way. The
temptation to move Is great but the female warrior's
eves implore vou to keep completely still. Suddenly
she leaps up and strikes out at the hand of the
creature, cutting the hand oif in one blow. From
high above comes a distant scream, as a thick sappy
liquid pozes from the severed limb. You are free.
You run alter the sure-footed wartior as she weaves
in and out amonye the tall seeds. Eventually she
stops; vou are exhansted {mark off 1 Poison unit),
but she is not even vut of beeath. All at once she
announces that she knows vou are one of Serrek’'s
Select and that she has something to tell vou - but it
is up to vou to trust her, Do you decide to stay and
hear her put (fomn to £g) or would you rather bid her
a hasty fareswell and carry on alone, unbl you find
somewnere to rest (furm to 3597

196
Walking along the corridor, you nofice the words
‘GOLD COINS carved on the wall. On the floor
below the legend is a small bag that contains 5 wold
comns. You pick these up (add them to your Adven-
fure Sheet). You go through another door. Turn to
L.

4




107

197

¥ou ride the Fangiigers at the head of the velling
horde, Beshbalik at vour side. During your pro-
press, vou come upon an Ore road-block: a large
group of them are subjecting several mdividuals o
the test of the Crystal. Beshbalik and his Marauders
take no notice of shouted orders to stop; they
plough through the Orcs, divesting them of various
pieces of armour and their weapons. You get vour
first view of Sharmabbas when the horde finally
stops. Adana-Broussah takes you to one side. Besh-
balik will not enter Sharrabbas,” she confides. He
knows that Chingiz is too powerful there. You have
breached the first blockade, now vou must travel on
your own, Astragal enfbrests you o seck out the
Wolfsbane, T know not whal he means.” When the
horde sets off again, they take a different route,
away from the city; you drop back and jump off the
Fangtigers. When all is quiet once more, you have to
decide whether to stay on the road. (lum to B3 or
take to the rough, wooded ground and follnw the
less nbvious paths (turn to 167).

You leave the Dead Man's Chest Tavern and walk
straight into another Goblin who is leading two
Oms down the small back allevway., He stops,
points at you and screams in guttural Goblin style —
and the Ores leap to attack you. Fight each Orc in
furn.

SEILL 5TAMLIMA
First ORC 7 6
Second ORC 7 &

If you sunvive, you can see no ace of the Goblin.
You leave the alleyway and round a cormer inta the
main strest. You feel a distinct throb from the
poison in your blood (mark off 2 Poison units). Turn
ty 168,

159

Taking the Medallion, you replace it with a bag
comtzinmg 10 gold coins {deduct the gold from your
Adventure Sheet). You hold your breath, but nothing
untoward happens. You have chosen the correct
weight! Add 1 point o vour Luck. You look careful-
Iv at the back of the Medallion and see that it is
marked with the number *1oo0’, You stumble out of
the Maze and into the daylight. Turn to 295,



A0

200

Adana-Broussah leads the wav lo the camp of Besh-
balik's Marauders. ‘The path to Sharrabbas is full of
dangers,” she says. 'One way will be to go as one of
the horde, Thev are always picking up lone adven-
turers who cin prove themselves.” You reach the
czmp, where you find the Mamuders huddled
rownd a camp fire. They are suspiceous of vou at
first, but Adana-Broussah calms them and proposcs
that you be tested. They discuss the idea for a while
and finally agree. You are thrown a large club and
then, without warning, two of them attack you.
Gight each in om untl the sTamMNa of either
combatant drops o 4.

SKEILL  STAMINA
First MARAUDER 7 B
Secomd MARAUDER & H

If you win (mark off 1 Poison wnit on the Adventuee
Skeet), you are accepred (burm to 138} If you lose,
yvou are taken away and left at a lonely roadside
(Lo 3 15).




201—202

201

You stand, your sword raised, ready to hold your
ground, At frst the Orcs are chary of attacking until
a percmptory scream, emitted by the remaining
mounted figure, makes them shudder and impels
their attack. Fight each Orcin urm.

SKILL STAMINA
First ORC & 5
Secomd ORC b 3
Third ORC 7 6

If you survive (mark off 2 Poison unils on the
Adventure Sheet), you suddenly become aware of a
distinct draught, and you catch a gleam of daylight
at the back of the cave. Do you decide to try =nd find
a rear exil (fum to 44) or would you preter o go out
by the way you entered (turm to 34)?

20
Deciding to taks no chances, you lie flat out in the
gTass with your cloak over you. You hear the rider
pass by, then stop. After a short time you hear the
horse trothing away. You gel up, with no wded
whether or not the rider saw you. Do you wish to
carry om along the Toad (turn to 53) or do you preler
to keep off the road and travel on the plain (furn &

3334

203—204

203

You know that this fight is not yours and that vou
must conserve your energies for greater things. You
steal away and pass a shadowy figure thatislooking
in another direchion.

Yoo walk for many hours; the ground begmns o
slope down and now vou can see more lrees and
bushes. Evenhually, with daylight, you find your-
sell walking on a track. Altera few hours, this rack
forks, becoming two well-made paths. Beside one
path stands an obelisk with a stallion carved on its
side; am obelisk with a Fangtiger stands beside the
other. Which way do vou choose to follow: the way
of the Stallion (twm to 307} or the way of the Tiger
(Lt T 20q)?

204

Both the Kazilik Dragons are small, but they arc
breathing fire in the direction of the ship. You take
up position and swing the crossbow, aiming at the
leading beast which iz heading straight for vou,

Throw 1 die for the position of the Dmgon, then
throw 1 die for vour shot, If the two numbers match,
vou have hit the ceature. Tum to 16 If you miss,
then it's too late ftor a second shot. You are en-
veloped in white-hot fire and fall into the sea (de-
duct 1 poinis from your sTamina), Near exhaus-
bon, y¥ou swim towards the coast (mark off 2 Poison
units on the Adveniure Sheet). Turmn to 348.



05

205

You walk un slowly. Suddenly a doorin front of you
swings open and out charges a long-horned bull. It
lunges and heaves its huge head at you. Test your
Luck, If wou are Unlacky, one of its horns smashes
throuph your armour and breaks several nbs (de
duct 4 points from your STAMINA and mark off 2
Poison units). If yvou are Lucky, the bull hfis vou
between its homs. It then rushes off, with vou Iving
across its neck. You manage to pull ont your sword
as it Tans straight through the next wall and
emerges in another part of the Maze. Atlast youan
able to plunge yvour sword between its shoulder-
blades. The bull collapses (o its knees, them dis
appears with a foul stench into the ground. You
look arcund and find a solitary door which you
must push open. Turn to &5,

z06—207

206

The huniresses all line up as their leader, Omor-
phina by name, explains the task. You must cut
three logs and a taut piece of leather below them,
belore a candle has burnt through a piece of twine
and released a spray of poisonous darts. She seems
to relish giving the explanakion and the agonizing
death vou can expect.

Throsy z dice; thisis the time it will Eake the candle to
bum through the twine. Throw 2 dice; this 15 the
time it will take you to cut through the three logs. Tf
vour axe-wiclding time i5 equal to or less than the
fme if fmkes the twine to break, then vou are suc-
cessful. You are bound once again and taken toa hiit
which is already occupied by another prizoner, an
old woman dreszed in rags. Turn bo 303 If vou fail,
there is a great cheer as vou are peppered with
darts. You die anagonizing death.

2

You can see an exit 1o the south and one to the east.
To the south you can hear a crashing sound. To the
east yvou o flashes of colour. Which svay will you
go: south {lnm to 86} or east (turn to 283)7



z2n8=z20g

208

Walking down a dark lane, yuou step on something
shiny. ¥You slop lo lock and pick up a Dagger of
Darkness, just like the one you hope 0 setum o
Chingiz's hand. Suddenly, the dagger bends and
wraps itself anoond your wnists, and a Necromancer
rises oul of the dust in front of you. 'Une of the
virtuous Select, I see. My Lord Chingiz wanis (o
meet vou belore you die, You have survived longer
than we expected.” He stretches out a long bony
finger and touches vour forchead. You lose con-
sciousTess as vou feel the poison throbin your body
[mark off 2 Poison units). Tum to 321

209

The track leads down into a lorested valley. Soon
the trees blot out the sun and you have o stomble
through a murky gloom. Feeling lired, you stop for
a rest and some sleep (add 4 points to your
STAMIMNAL

. When yon awaken, vou are covered in leaves. Look-
ing up, yvou see a litlde Imp running off with your
boots. You get up and give chate across the forest
floor of fallen pine-needles (deduct 1 point from
your STAmMINA). Eventually the Imp drops the
bools and disappears up a tree. Do you put your
boots on siraight away (lnm o 114) ordo von deade
to run acrass the prickly ground with them in your
hand (tum to 33)7

L0

210

Yo relax as Alkis recounts tales from the deep, dark
chasms. All at once, he stands up and pulls out his
sword, as a horde of warmors bursts into the inn.
Heavy, weighled nets are thrown in which you
manage o entangle yourself. Suddenly you are hit
over the head [deduct 1 point from your STAMIN A)
and lose conscdousness.

You come fo in a cart, fied up with many others.
Feeling about, you realize that all your possessions
are sfill with you. There is no sign of Fearslicer. The
cart is followed by oders and at one point you hear
them talking: “Ave, they'll be fine for the Korkut
Slave Battalions. That one even has his own sword.’

The jourmey 15 long. Eventoally yoo reach the land
of Korkut and are forced to climb down from the
cart. Dismounting, one of the riders stands before
vou and shouts: “You are all battle-slaves now - but
# you wish to fight for vour freedom, choose now
and you may fight Urgenj.’ Do you elect to fight for
vour freedom {(fum to 101), or do yoo reveal to your
captors that vou are one of Segrek’s Select {turn to
38507




Z21TI—212

213

Yo draw your sword. The fAders are pleased that
vou have chosen this course of actuon; they form a
circle and prepare to enjoy some good sport. The
Yigenik scimitar-wielder spits, makes the sign of 2
tiangle, then bears down on youL

¥YIGENTE RIDER SKILL 7 STAMINA 8

If you win (mark off 1 Poisom unit on the Adnenfure
Shect), you are told by the other riders that you are
free to go, in spite of having killed one of their
number. They ride off, screaming and bellowing
their enjoyment of the recent fight. Turn o 18,

212

You throw open the lelt-hand door. Behind it is =
Dark Elf holding a dagger. He stabs vou (deduct 4
poinls from vour sTamina). Nevertheless, you
attack.

DAEK ELF

If you win (mark off 2 Poizon units on the Adperfure
Shegt), you race through the right-hand door. Turm
o 18-,

GRILL-8 CTAMINA G

219-214

213
Yiou come upon a stall that boasks a Test of SEengzth
and Bravery” I invelves hitting a lever that shootsa
vooden block up 2 pole, Hovou getit to the top, the
block sings a bell and also releases a shower of
dageers. You have to ong the bell and then jump
Aear of the anva before the weapons land. The prize
= 10 gold coins. Do vou want to tisk entering this
test [fum tor7s) or do you prefer wandering about
the market {furn o 344)7?

214

You know that running is the most sensible option;
vour questis foo imporiant for distractions. Yourun
fast; the poison in your blood makes vour legs throb
imark off 2 Poison units). You conbinue chimbing
through the long night, until alter sunrise, when
vou find a pathway (lum o 275).




215—216

5 |

You walk northywmands, ':TIJE::'-].'-“'LEiUU-‘i of the woman.
Sheis surmoanded by a pile of rubble on the ground,
== she has fallen:th mugh the roof. Soddenly she
tirs. You get nearer and she begs you to help, Then
vou niotice that half her face has peeled off, foreveal
the demonic visage of a Mamlik Assassin, The
Assassin realizes that his disguise has been torn
away and leaps to the atkack.

MARIIE ASSASSIMN  sSETLL B =TAMINA 10

1

if you win [mark off 2 Poison units on the Adventure
Skeet), vou walk on past an claborately carved wall
with the word "TEN' inscribed on its centre, You go
through a door that shuts behind you. Turn to64.

216
You conlinue to wait unfil the door crashes open
and two killer Ogres rush in, swinging double-
headed axes. Fight each Ogre in fum.

SKILL STAMINA
Fst OGRE & 10
Second OGEE H 10

If you win (mark off z Poison units on the Adventure
Skeel), you dash out, but by this ime there is no sign
of Yetch. You are not sure where you are. Do you
venture down a dark lane straight away (turm to 273)
or enter 2 larger, busier street to your left {tuen Lo
328)7



217218

17

You worm your way out through the large hole. You
are now in the open, away from the town. Beyond a
loww hillock, vou can see smoke rising and hear the
sound of battering-rams smashing the Maze. You
can also make oot screams and corders shouted in
guttural Orc accents, and vou guesc that the Unuz
are defending their Maze sloutly. You ceep away
and in a small hollow vou come across a bored-
lewking Ore puarding the raiding party’s horses. Do
vou attack the Orcin order to take ane of the horses
{turn to 331} or crecp past (luen lo 21)7

218

You listen for the footsteps to stop, but, as soon as
vou are ready to follosy, withoul warning a shadow
appears in [ront of you. You are astounded as it
takes the form of a dark, shrouded figure holdmg =
stalf. 1l speaks ina hoarse whisper: “You are too late.
The Medallion is taken by my Lord Chingiz's ser-
vants' You sirike at the figure, but your sword
passes clean through it The Necromancer laugh=
‘So, you want to play games - . - Tum t0 56.

21g—220

X1
You are in an emply mq}?‘n Before you stands a
Fiend who at onoe begins to rush towards you, IF
vou have anv fowers m your backpack, vou can
precent one of them to the Piend (make the
appropriate adjustment on vour Adwmture Sheet) 1
vou have no flowers, vou will have lo fight.

MAZE FIEND
If you win, or if vou have bnbed the Tiend with

Howers, reburn to 160 and theow the magic die for
vour next position. .

SKILL & STAMIMA G

Zan

The horse-trader inyvites you into the shack. Youask
him the cost of hiring a sturdy steed. e fusses
ariemd and canmot seem to make up his mind. He
tells you io wail while he consults his partner. Do
vou sit dowm on a bench and wait (turn to 24) or do
vou get suspicious and leave {rurn to 388)7



221223

221
Turinels open up to the north and west. To the
north, in a glimmer of daylight you see what
appears to be a budy Iving in the middle of the path.
To the west is a figure sianding stock-ctill. Which
lunnel do you choose: north (fom to 351) or west
{turn to 268)7

233
You leave the poor demented wretch and walk on
carefully alone. Suddenly the floor beneath you
gives way and vou drop on toa bed of spiked stakes
where you die instantly. Your guesl is over.

z23

¥ou enter another chamber, this ome full of carvings
of birds. Youlook on, astounded, as bvo Greveagles
of Kazan come to life and attack vou. Fight each in
turn.

SKILL STAMINA
First CREYEAGLE & 11
Second GREYEACGLE 6 i1
I{wou survive, vou have a choice of fwomore doors

Do you chooze the door on the right {tum to 254} or
the dooron the left (turn 1o 186)7

224

You have nightly been wary of anyone you may
have metin this land; but itis obvious that he knows
that what you told him was a pack of lies. He thanks
vou politely and crosses the bridge. When he iz
safely across, it collapses. You suspect Goblin Spell-
casting. You cast around until you fnd another
path, one that leads down the llkhan mountains.
Turn to 278

225

The path i= long and the way arducus. Stopping for
= moment to get a stone oul of vour boot, you shake
the stone sut, only to discover it is a Yellow Gem
imark the Gemn on your Adzenture Sheet), By sheer
chance {add 1 point to your Luck), your path leads
fo a stone hut with a dirty sign lacked above it:
‘Honest Gimerak’s Trading Post’. Do you choose Lo
£o inside in order ko trade something (turn to 12} o
do vou prefer to carry on along the road (turn Lo
35137



Faf—az7

226

You step on to the perilous bridge of snow and walk
hesitantly across. Throw 2 dice for your weight,
and add 2 if you are carrying more than 1o goid
coins. Throw 2 dice for the sirength of the brdge T
yvour weighl is greater than the strength of the
bridge, it collapses and you [all to your doom in the
snowy chasm. 1f your weightis less than or equal to
the strengzth of the bridge, you cross safely. Turn o
310,

227
The pain in your shoulder is agontang. Suddenle
an arrow flies past the bird, followed by another.
Drukkah musi be firing at the bird! A third amow
slams into the Grypyulture’s wing and it plummets
out ol control, releasing ite hold on you. Tuckily,
you land on your back in stagnant waler (add 1
point o ¥our 1UCK). You pick yourself up but can
see nothing but reeds surrounding the pond. Tum
o322,

2a8—22q

228

You dislodge the true Medallion of the Uz from
the wall. You examine il carefully and see the nium-
oer 1000 mecnbed on the reverse of the Medallion.
suddenly the figure of Agellatha appears and
'i-_‘L'_'I.F-L'-'- “our efforts have been crowned with suc-
_____ Now vou must find the true path out of the
I'-Lu.l:t. The vision fades. At that micment,  Some-
thing drops from the ceiling on to vour back: it is a
Mamilik Assassin, bis damger raised, ready to strike.
Luckily, the dagger fails lo penetrate vour armour; it
zlances off and breaks; meanwhile vou roll aver and
throw the Assassin off. If you have some Trelfilli
and know how to use i, vou can niow feel it vibrat-
mg. 1 vou wizh to use it in order to escape, turmn (o
170, Chherwise, yvoo will have to ficht.

MAMLIK ASSASSIN

If vou win {mark off z Poison units on the Adventure
Skeet), you mash through a metal door that slams
shut behind you. Turm to g5.

SERILL.Q STAMINA T

224

I'hie mist seems o cover everythmg. Ahead, vou can
just make out three shadowy figures. ThE} aet
closer and vou see a Mermomancer with two Mam-
fiks. Do vou dive into the water {tum to 32) or rush
beck to the boat (forn to 51)7?



230—231

230

Yo loser vourself in the ceowd but keep a wary eve
on the Mecromancer. A Mamlik appears, throws off
the guise of a begear, and shakes his head, The
Necromancer goes into 2 fowernng tapge. T dow
there 15 one of them here, Doan smell the purity, |
will kill them all'” She sirikes the ground with her
staff; vou feel the carth tremble and then you hear
the noise of rushing water. A great hidal wave
crashes throogh the crowd and sweeps up every-
body. You find it difficult fo swim as you are swept
away through the over valley. Throw 2 dice for the
strength you need to swim to safety, then compare
this with your STaMINA. IF your STAMINA is
greater Lhan or egual to the strength needed, vou
make it to safety, wet oot of the torrent and diy
voursell off {deduct 2 points from your sTAMINA].
You set off again and soon tind o road. ‘l'uen 1o 23,

If vour sTaMINa i5 less than the strength younecd
o swim ashore, vou are- deagged ander by the
weight of your sopping-wet clothing and  you
drown_ Yoor gqoest cods here:

231

Your stand in & room wita water frickling down its
walls. In frontof you isa larpe slaivcase, and you feel
compelled to dimb it. Tum to 382 and mark your
new posthon on the chart.



232233

232

You walk along ’rherurridzclw to the soond of echong
foolsleps. Ahead, you can see a large number of
metal spikes om the roof of the tonnel. If you wish to
retrace vour sleps back to the tunnel going north,
thern fm fo 305, I you deade to continue, the
tunael {uens a corner and vou head north. Sud-
denly, the spikes bemn f break off and drive into
theground. Tesf your Luck twice. H you are Unlucks,

vou are hit by a spike {deduct 4 points from your
STAMINA, 1 point from your sx1it and mark off 1
Poisen unit). If you are Lucky, vou make it safely to
the next door. You go through the door and it shuts
behind you, Tum to 100,

=R

Yo stoop down to pick up a scooll. It falls apart in
your hand. At the same time, yvou hear a sigh
coming from the body as it also begins o dmnh.:—
grale, All the ohjects lying around disappear in
clouds of pungent, yellow smoke. The snow begins
lo fall heavily, and you know that you cannot sty
there much longer. There are two distinct paths that
lead away from Drago’s Gate. Will vou mke the one
om theleft (tumn to 177) or the one on the nght (fum
to 314)?

234—235

2

You have no way of s.tg}j‘;ping or controlling the
plank-—=led as it hurtles ever downwards. Eventu-
ally, however, you crash into a grassey bank at the
boltom. A Kazanid is standing in front of vou,
holding a spear. He picks up the plank, putsiton a
cart with a pile of others and then starts moaning to
vou. “Somebody just kicked one of the tobaks down
the chute. I'm nol saving vou did it — but its
dangerous standing here colleching tobaks all day
long . . . Hey, who are vou? You draw your sword
and step towards him. AEthis |:|I1r|;‘£l‘t|;‘['|l['|.h eratLice,
he fainis, so you make good your escape into the
sransland. The lznd here is flatter and more Oper.
The path you are following divides. Which way do
you take: the left fork (tuen to 379) or the right
fork {lum to 122)7

235
Yoo walk l._?'l!‘l!_-‘hi“}-‘ tovweards the obelisk. Tk 15 intei-

cately carved with galloping horses — and there, on
the top, you see the Medallhom! Yoo examine the
area carefully, {earing one last test. There are holes
m the ground and in the walls; peering into the
holes, vou can see arrowheads poking out. You
suspect that it is the weight of the Medallion that is
keeping the arrows from [iring, and vou will have to
replace it with exactly the equivalent weight. Tf vou
have sufficient gold coins, how much do you think
the Medallion weighs: 5 gold comns (furn o 307) or 10
gold coins {turn to199)7 Hvou have no gold coins, or
vou just wish fo grab the Medalliom, turn t0 261,



236—238

236

You walk along the tonnel and notice some odd-
looking holes in the walls. Suddenly a small furry
creature rolls out of one of the holes. Yoo watch it
carefully as it stretches itself and begins o purr: it
looks very sweet. Do vou deade to stroke 1t (forn to
113} or, opting for discretion rather than valour, do
vouavoid it (turn o 362)7

r"'ﬁé:.

e

i

e

237
You hold the Grey Talon tight. A ghost figure of the

hawk flutters on te your shoulder. All elee is still
and time has no meaning. The bird speaks in your
ear in 3 chirmuping squawk: ‘See the pattern | stand
on, there, is the secret for the true path through the
Maze, The top is the entrance to the north, and
Lthe bottorm is the exit to the south. Follow the frus
path and you shall have the Medallion.” The spicit of
the hawk retums o its body, and vou walk towards
the entrance. Tum ta 366.

238
You drink deeply from the cool, sweet water. You
fee]l refreshed and in good heart for the tasks and
perls to come (add 2 points to vour STaMina and
do rof mark off the nexi Polson unit you come o)
You push the door tpen and enter; it closes behind
vou with a strong thud. Turmn lo2gz.

230—241

23

Tou walk down to the harEu wir. You see a ship that
seems lo be ready lo set sail. Kazanid sailors,
thieves, begears, Dwarts, and all manner of folk are
milling round it. You ask a passer-by where the ship
i bownd and he replies: “The Dragon coast of Kazi-
k. You know that the Kazilik possess a Maze and
that they have a Medallion. Do yvou wish to ask
about geiting passage on the ship (Lurn to 128} or do
vou carry on along the harbour (bum to 339)7

z40
You walk purposefully along the corridor and then
nobice bwo blocks of stone with dice-markings, sus-
pended from the ceiling, As vou pass, they fall lo
the ground. Throw 2 dice. It you throw g—12, add 1
point o your TUCK. In {ront of a dooe befoee yotl,
vou abserve the word WEIGHS' carved on the wall.
You push open the door and it shuts behiod you.
Timmn b0 340,

241
You allow the old woman to gloat ever her treasune-
chest, Finally, she whispers a spell and 3 golden
snake rees put of the chest. Crooning to it, she
strokes its head and slips it into her pocket. Then
she hands vou 15 gold coins {mark Ehe coins on yoar
Adventure Sheel), and makes the Iollowing speech:
“fou have helped me, brave adventurer; now Tmay
be of help to you. | am the reposilory of many
seireds, what do yon wish to know? You decdeto
reveal to her some details of your quest for the
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throne. ‘Ah, Segrek’s Select, you ane in great dan-
ger. Chingiz is overturning the great traditions. Io
achieve ultimate success, vou mustseek the Medal-
lions.: Follow this path to Uniz. When vou stand
before the entrance to the great Maze look o the
top left for the pattern thatis the kev to the Maze.
Remember, you must enter from the top or the
narth. T know the Maze well, for T helped fashion it
when [ was young, and my powers then were keen |
Without another ward she picks up the chest and
disappears down the path,

You sel off in the opposite direchon. The path you
are taking is difficult and rough; to vour lefl lies an
easier, flatter route that leads in the direction of
some birds circling in the sky. Do you lake the
lefi-hand path (turn to 115) or keep on the path
indicated by the old woman (tum to-161)?

242
You do not think it wise o enter withoot frst
checking where you are, so you edge along the wall
Suddenty you feel a coldness in vour bimes and the
mist swirls apart o reveal 2 Necromancer. i you
have not achieved Necromancer fghting abilicy,
you are immediately put under a spell. You cannot
see, hear, oriouch and your quest ends here.

I you have the ah1‘1hr i "-'lgl'l‘l' Mecromancers, ose
the level you readw_d ds your sEILL score for ths
corbi

NECROMANCER SKIiLL g STAaMINA B

242—234

If vou win {mark off z Puison wunits on the Aduenture
Ske=t), you dedde after all to go back and jump in
through the window. Turm (o 174.

243

Adana-Broussah throws a startled glance in your
direction as the Necromancer annoinces that there
is ome in the horde whom he wanis and @ willing 1o
pay dearly for, Beshbalik is icmpied by the bag of
sold held up by the evil creature, Adana-Broussah
tells vou o make youmsclf scarce. Do you ride off
{turn o B0} or do you have, and know how 1o use,
two sprigs of Treffilli to make vourself mvisible
{hurm b ao)?

244
You drop like a lead weight ffom the tower. Sud-
denly, a strange foroe surges out of ihe stone; it has
the likeness of a great hand that catches vou and
draws you safely to an overhanging stone block.
You cannot understand how or why this has hap-
pened (add 1 point o your TUCK]. Turn 1o 381,
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You continue on the upward path for a long time, Tt
is difficultand partially blocked here and there with
landslides and minor avalanches. Evenbually vou
comme B 2 great icy chasm. On the far sideisa raized
drawbridge, guarded by what looks like an ice
wammor. Farther scrotioy ceveals an abeliskc with a
hole in the top of it: obviously you have to throw
something mio the hole to get the bidge to lower, I
vou have a metal ball, tum to 315, Otherwise, there
= noway across the chasm. You will have to turn
back and wasle lime going down the mountain and
ko the forest mark off 2 Poison units, deduct 4
points from your sSTAMINA and urmn to B8,

246

You enter s smathy. The first thing yvou seeis asmall
Dhvarl crouched, shivering, in the comer. Then you
notice a2 Mamlik and two Ores who are trying Lo
fisten to something through one of the house-swalls.
Thev do not sense vou, and the Dwarf mobons for
vou o get out quick. You go back into the sireet,
Turn to g8.

247
You stand in a room thal has stone walls full of small

niches, The floor 15 covered with little darts and the
skeletons of three human beings are lying on the
ground. Suddenly little poisoned darts shoot out
through the holes inthe walls. Test your Luck, 1 vou
ame Lucky, you are hit only once {dedoct 1 paint
from youe sTaMENa). I vou are Unlucky; throw 2
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dice and deduct the resulting total from your sTA-
MI3A. Mark off 1 Poizon unit. If vouo are shll alive,
refurn to 160 and throw the magic die Lo determine
whoere yon go next.

You carefully pick three sprigs —and the plant then
begins o wither and die. Add the sprigs to vour
Adveifure Sheet, You entler another door which seals
tght behind you. Tum to 363-

249
Elaxwort turns to the right and, after a short dis-

tance, drops you off and wishes you good luck. You
lind yourself in a small square that is teerming with
people. Just then you see two Diwarfs being force-
mmarched to the centre of the square and chaimed up
by four Ores. From what vou overhearin the crowd,
this is une of their regular executions held for dis-
loyally. Mext a hom is sounded, and three Gar-
govles swoop down from the tower above. They
tear the [irst Dwarf to pieces but, in =0 doing, they
accidentally break the bonds of the second. He
hares ofl into the crowd and paszes close to you,
with one of the Crcs in hot pursuit. Do vou want o
help the Dwarf (turn ko &) or do vou keep a low
profile and walk away (lurn to 208)?

250-251

250

The riders line up in ﬁ'f_nE'lt of you. Wha are vou,
stranger? Why do you not bow o vour Yigenik
masters? You forfeit your Jife if you do not speak.”
One of themn dismounts and, drawing a scimikar,
makes several cuts i the air wiath 1t Bow down;
slave. ¥Your bfe is mine.” Do you speak up and (ell
them that you are one of Segrek’s Select (furn w0
181}, bow down and mutely take the consegquences
{furm to 304}, or prepare o Fight the warrior {kurn to
e [y

251
You stay m the middie of the sToup uf MMaranclers,
knowing that there will be a contusion of smells.
The hamlik passes by vou, and returns to Besh-
balik. They start an argument, but eventually the
Mamlik, fuming, rides off on his black sbeed. Turn

10 31g.
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252
You have to pass close by two Ores who are sitbng
on a tock, The [alling snow has built op inte two
poinled cones on their heads. They are eating
strange yellow fruil and spitting out the pips, bet-
ting o1 which of them can spit the pips the furthest.
They ignore you, so You decide to stroll quietly past
them. Just then one of them spols youand calls cut:
‘Hey you, come over heee.” You go over fo them and
thewv explain that they want you to stand ten paces
away.s0 that they can have a competition to find out
which will be the first fo land & pip on your hat. Do
0w agree todo this (turn o 24) or do vou draw vour
sword and attack them {turn to 320)7

253

Hr mubs his hands gleefully as.vou count out the
meney (dedict 5 coins from your Advenbire Shee?).
Then he leads you to a stone hut that is well pro-
tected apgainst the elements, with windows that are
all heavily barred. Inside, it s warm and cosv. I
think that you are one of the Select,” he s vou,
hupely pleased al his own cdevemess. {'_‘hmgi:.r_
wants Lo kill yon, bot T know the secret of the Maze
at Bapomil | . . ves, vou musthave a medallion.” He
stops lalking and then looks at you, as though for
the first fime, 1 @l tell vou _ .. when first you
enter, lurn west, then morth, then west, and =0 on
until you gel out. It's simple.” He seems vastly
satislied with himszelf and asks you if you wish o
rest. You may rest in the hut (ham o 84) or, if vou
prefer, go out straight away (turn to 150)-

254255

254

You arein a room filled with the statues of stallions,
Suddenly three of them come to life; they stamp
their feet and snort, crashing their hools down on
the stone Joor. Throw t die six Bimes &5 show the
path you take between the stallions. List the result
on your Adgerture Sheef, Then throw 1 die to show
where the stallions stamp. If this number matches
the first number in the sequence you have wntten
dowm, you are hit (deduct 4 poinls from wour
sTAMINA). Repeal the process five more Hmes and
compare throws. If you survive, you succeed in
reaching another door. Tum to 359.

255
The crowd on the road spills out into the market-

place of the small town of Torrez, Here are game-
sters, jugglers and acrobats, as well as market stalls,
If you are carrying any gold, you feel for your pursc.
It has gone! Someone has stolen all vour gold except
the coin that vou sensibly keep in your boot. Deduct
all gold coins but 1 from your Adventure Sheel.

You take out your one coin, knowing that you will
need gold in order to succeed in your quest, You
wander sound the market in a daze. Do vou go to
the lefi (furm to 1o7) or do vou go rghe {tom to 213)7
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Geronicus hands you the phial, which you drink
while they lead vou through various back-sireels
to the Fortress, You feel a slabbing pan in your
shonlderas youare pulled against your will towards
a sheer rock-face. You pass through the rock, but
when you reach the other side vou fall to vour knees
in agony {deduct = poinis from Four STAMINA, 1
point from your sx11L and mark off 2 Poison unifs)-
You realize that something is dreadfully wnmg.
Suddenly a Necromancer stands before you, staffin
hand. He speaks to vou in a hearse, rough voice:
Yeu, we have found this enbance and tainted it
with the Black Poison of Lisz. Now, prood adven-
turer, you DIE If vou do not have Necromancer
fighting ability, your quest ends here m dreadiul
apony and death. If vou have the skill to fight the
shadowy beings, turn 1o 365.

257

Making progress through the forest is very arduons.
You have to cut vour way lthrough a mass of under-
prowvth (deduct 2 points from your sTasMixa). Tom
to S,

258
You are laken out of the hut. You heara hom being
blown, and a aowd gathers, forming a arole. The
woman, who is called Agpellatha, stands in the
middle and raises her hands for silence. Two fierce
black bulls are led in; howevier, they move as though
they were in a trance. A cord is fied to the neck of

25H-254

each of the bulls; the other ends are looped around
vour forearms tightly and the last foot or 5o of loose
cord hangs from your hands. Youmustuse all your
strengih to pull the two bulls together and tie a knol
in the two cords,” Agellatha explains. ‘It you fail,
vou will be torm asunder.” Throw 3 dice ta discover
the strength of the bulls, Throw 2 dice and add the
result to vour current STAMINA to find out the
power of your atlempl. Your strength must be
greater than that of the bulls for you to succeed. U
vou fail, your quest ends here, If you succesd, turn
1k s 8

259
You smezak gut and walk along & corridor. Abead is

another door that is partly open. You peek in, to see
Vetch with an Ohe; they are unchaining a hideous
Gargoyle. The Gargoyle senses your presence,
screams then rushey out after you. Yoo run into a
dead-end, turn and pull out your sword.

LARGOYLE SKILL g STAMIMA 10

If you wim (mark off 1 Poison unit on the Adzeniure
Sheel), the others by now have fled, so caubiously
vima leave the building. You now have a choice: a
dark lane which lies in front of you (fum to z71) ota
busier, well-lit strect to the lelt (furn 1o 328).
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260

260

You rush up the staircase, pasta small open win-
dow. Just them, vou hear the sound of someond
coming down the stairs, so vou decide to dimb ot
on to the window-ledge. Oulside, you find a narrow
walkway and, as vou edge along, three Gargoyles
sppear and start screaming at vou, Yoo fry to ward
them off with vour sword, but they make such a
noise, futtering and squawking, that vou are not
surprised to see one of Chingie's Kazanid guards
follows vou out on to the ledpe. He tells you that
beinge found in this part of the Fortress means you
nave forfeited vour life and he pulls out a scimitar.

KAZANID GUARD

If you survive (mark off ¢ Poison unit on the Aazen-
iure Sheei), vou watch the Gargovles flatter down
after the body of your opponent, as ik falls 1o the
cliffs below. You ciimb back in through the window
and, on hearing some mere footsteps, Tun inlo
another room and clamber up the wide chimney of
an emply freplace. Tum to82.

LEILL 7 ETANINA 10




261—262

211

Youfind a good place to hide beneath a pile of loose
turfs, and stay there until vou think any potential
danger will be past. You feel better after the rest
(#dd = paints o vour 51 amin ), When you getup,
vou find yourself surrounded by a group of silent
horsemen, A miserable-locking Orc is chained fo
one of the horses and there are Gryphawks cinding
above the group. One of the riders moves forward
and mmtroduces himsell formally ac Bhorss Canter-
strike; he demands to know vour business ‘in these
lands of the Bogomils”. Do vou reveal that you ame
one of Seerek’s Select (tum fo93 ) or do you tell them
you are a lravelling merchant (turn to183)7

262
You stand in a room which contains the corpse of a
Mamlik Assassin. His neck is encircled by a large
anake. Even in death he cluiches his deadly dagger
ina grip oliron. Add 1 point to yourLock: Reborn &
160 and throw the magic die for your next position.

263

263

You approach the Troll warily; his strength is for-
midable. He bows and introduces himself as
Skrutch, of the Vizier's Own Trollfighter Cohorts,
He stands to attenton, salutes and then ruefully has
to admit that he’s lost. ‘I'm due on guard at the
Bogomil road and I'm already late” Yoo agree to
sccompany him. You are surprised - and pleased -
that he possesses a map. However, he holds it
upside down, and it's obvious that he cannot read.
Ihe map is very accurate and you are able to lead
him out of the forest and on to the start of the
Bomomil road. Suddenly, you are confronted by two
Trolls who, on seeing vou, pull out their short-
swords. At the same time they hurl abuse at Skratch
and call out to him to kill you. Do vou make a dash to
the nght (fum to 8) or do yoo athempt to escape to
the left (turm to 111)?
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264
smoke and dust are swirling around you, and
through the haze you can see that lange stone Blodks
have collapsed from the walls and roof of the Maze
You hear footsteps approaching and dive behind
some Fallen blocks,

‘Captain Snapskull, have you the Medallion?” The
voice 15 that of an Orc. “No, sin,” comes the reply,
‘but we have found two of them dead. And thereis
another one close by." He sniffs. Tomd Chingiz
wanks them all dead,” says the first voice. ‘Nonc
must appear at the Fortress wath a Medzllion: the
power of the Throne is still too strong.”

You see two possible wavs out of the cumbling
Maze. Which do you choose: ta prise loose a block
on the left (turn to 78} or to scramble through a large
hole straight ahead (farn to 227)7

265
You stumble around the chamber in the dark
and find another door. It opens easily, then seals
tight behind vou. You feel an intense hest and
see a white-hot glow ahead. You are passing the
Cauldron, the force that powers the Heart of the
Throne, You run quickly past the Caunldron. Throw
1 dic and deduct the result from your sTasmina
score, You cannot avoid being affecled by the in-
tense ]1-:‘:r:lt Ma tk off 2 Paison units on your Adven-

266

266

The old man does not seem totouch the branches of
the bushes; they merely part as he passes. You,
however, have to fightvour waythroogh. Soddenly
he stops and turns; he has remembered something.
‘Chingiz has summoned the demonic Necro
manrers, beware of them. Geronicus, er, that's me,
will help wou attain a level of Aghting ability ayrainst
therm. I you can achieve level six, seven or eight,
vou will be able to fight them in the flesh ” Geromna

Cus proceeds o summon up a magical pattern:
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You have toy stand at A and throse a die as many
fimes as it takes to reach numbers that denote the
different skiLe levels. On athrow of 5-6, you move
up one block: ona throw of 2—4, voumove one block
to the right; om a throw of 1, you mast deduct 1 point
from vour sTaMina, and you do not move. You
may make fwe atbempts overall, bul must deduct 1
point from your tvck if vou decide to make the
second attempt. If you reach level six, seven or
eight, mark MNecromancer Fighting Skill m the
Abilities Box of vour Adwesifure Sheet.
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Leronicus summaons three eagles. Tie tells vom that
they will help you find the correct paths in order io
seck the six Medallions OF Kamin. Which bird do
you pick: the Black Eagle {turn io 163}, the Whiic
Eagle (turn bo 288 or the Golden Eaide (fum to 2)

267

Yo run o help. The figure — 2 woman — =ees vou
and tries to draw her sword, but she haqdly has the
strength pull it out of its scabbard. She lies back and
vou offer her amouthful of water. As shesipsii, vou
see that an ammowhead is Jodged in her neck and
thal her leather armour is scuffed and tom. She
raises her head and speaks In a whisper: 1 am
Barabba of the West Moor . . _ Tmust get to Sharrab-
bas, T am one of the Select of Segrek.” You see the
pallor of death rising in her face. You try to quisten
her; but she begins fo rave: The Medallion . . - no

youw shall not . - Then she recovers shightle
and veou tell her of your own status. She smiles
am done tor, I know. Take the Hulugs Medallion, T
bequeath it to you,” From a pockel she takes out the
Medailion and hands it to vou. At Shamrabbas, 3E"E‘h.
the Wolfsbane at the Cross Kevs .. . he will .
She shudders, then gasps and dies i voor arms.
fou gare at the Eagle etched on the Medallion; on
the reverse is the number 10my'. Add 2 points ©
your 1. Uk and dist the Medallion on your Adzentiun
Sheel, You salute vour brave comrade and set off
again. Tum to Ba.

2h8—260

=58

You head weshwards. You get close to the figure,
butshill it does not move; you even poke it with vour
sword, bul it seems Lo be made of rock. Shrugnng,
vou pass by — then vour cars are assaulled by a
strange wailing noise which gets louder and louder
until it begins to numb vourmind. You pound at Lhe
figure with the flat of your sword, and that seems to
have some effect m lessening the racket. Fight the
Screecher as in normal combat,

CREECHER

SEILL Y STAMINA &

If you win, the nuise stops and you pass through 2
door that shuts behind you. Tum fo 64-

269

The comidor comes b2 carner and vou peek pound,
fo see a room filled with a gaggle of Dungeon Beasts.
They scuttleup to vou and block your progréss. You
cannot fight therm all. There is a large open window
to une sade of the room. If you have the Power of
Storm-bringing, turn to 47. Otherwise, vou must
turn beck and go the other way: tuen Lo 364,
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270
You teke hold of the rod. Suddenly, leather thongs
spring out from it and encircle your wrists. You are
unable & let po as the line polls you doswn into the
pool. You hold your breath as vou are dragged to
the bottum and 2 strange creature, half-man hall-
fish, dives into the water after you. It is an Elkiem!
Coickly vou loosen the thones but, betore you can
reach the surface, the monster grabs you. Deduct 1
point from voor SKTLL for the duration of this com-
Dar only. U vou throw double-1 in vour Attack
Ronmnd, yoo have drownied.

ELKIEM SKILL T STAMINA S

If you survive {mark off 1 Poison unit on the Adoer-
fure Sheet), vou haul yvourself put of the pool and
take a deep breath; then you walk on, shudderning
and shivermg. Toum ti167.

271
You walk towards the Fortress. The enly visible way
in seemns to entail chimbing a long staircase of stone
steps thal are guarded by a dozen bored-looking
Orresi with & Mamlik captain. You know immediately
that vou cannot attempt Fris route. You look around
and nolice a woman standing by a tall obelisk and
carrving a large basket of flowers, Shewaves to you,
Do vou approach her (furn By 162} or carry o
looking for another way into the stronghold (tum to
27h)?
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272
You find yvoursell back a?.mnng the Yigenik. They
have taken care of all the opposition and are now in
the process of stipping their enemies’ bodies of
weapons and valuables, Eventually, the whole
party sets off and rides for a long time until below
¥ou you seca large setilement in a mountain valley.
Here yvou are brought before an old woman who
asks you if you feel sirong enough lo undertake the
Test of the Yigenik. Th vou reply that you wish fo
undergo the Tesi (lurn lo 346} or do you decide o
leave now in order ko build up yvour powers and
ahilities {lurn to 209)?

273
You continue ko the north. In the torchlight, vou see
a word carved on the slone wall: “MEDALLION.
You pass a metal grille and breathe in a waft of fresh
air; you feel strangely energetic (add 3 points to your
STAMIN A}. Yo go through a door that seals behind
you. Turn to 153.

2747275

274
Thwarted, the Trolls decide to arrest you. You pull
ot ¥our sword with one swift move. Ipht eac
Ceall 1ot

SKILL STAMINA
First TROLL 8 9
Second TROLL g 10

If vou win {mark off 2 Poison units on the Adwmture
Shest), the cart-driver spits in the direction of the
dead bodies, takes back the gold he had been forced
o hand over and offers you a ride on the cart.
“srum! Chingiz’s lackevs making us pay illewal tolls.
Pray the gods send us a tmee ruler soon.” He looks at
vou sidewavs, and you belicve vou can detect a
twinkle in his eye, Turn to 155.

275

The land is very mountainous. The snow has bejnm
to whip up, and vou find the going difficult. The
wind seems to sheiek in your cars. You feel very
tired [deduct 2 points from your sTaMiNay before
¥Ou, ¥ou seea fipure whispenng to vou bo sit and
re<t Do you choose to obey the soothing voice (Lurn
o 15} or do you toree yourself to goon throoeh the
storm (turmn to 16g)2
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You set off behind a cart, trving fo look as much as
possible like one of the locals. There are numetons
Chre patrols and you pass the occasional Mamlikc
Suddenly. a small bird lands on vour shoulder, then
hops tathe ground and intoa guict alley. You follods
it and stare as it scrawls the A’ rune, the sign for
Astragal; in thedirt. You watch inamarement asthe
hird proceeds towrite a complete message from the
wizardl.

‘I hope this winged messenger reaches vou m Hmee
If you have not already done so, contact one Man-
drake Wolfsbane and no other: He is usually o be
found smoking a large smelly pipe at the Dragon’s
Winrs Tavern — where my absent-minded brother
wizard, Geronicus, will be signalling unceasingly
trom its chimney with putfs of smoke” The bind
then hops over to the message, erases if with its
wings and flies awav.

Yo stav and rest in the shadows for a few hours,
belore selling oul o lollosy the Lrail of smoky pulls
and find the tavern. Turn to 2g8.

ol
You pass lhrough lhe remains of the web which
buging to reseal itself almost immediately, justas a
Giant Spider drops down from the roof behind you.
Yo tush away from the hideous beast. Tum to

=,

278-279

278

You follow a track that leads towards an open plain,

Deczsionally you pass dlumps of trees and bushes,
and vou can hear rushing water. The Lrack begins to
et busy with other people: travellers on foot, on
horsehack and in carts. Everyone is heading in the
samme direction; from what you overhear, 1t is
markel-day in the local Evwn of Torrez. Youl merge
mio the crowd and feel safe  unfil you see a
road-block ahead. A large proup of Orcs is inspect-
ing everyone who passes. Do vou decide to et off
the road (turn to 15g) or do you stayv and Lake your
chances with the crovwd [Lurm 1o 303)7?

A
(554
T

27y

You hand over the 10 gold coins [deduct 10 gold
coins from your Adventure Sheet). The bandil leader
smiles and pockets the money, ‘Head for the lands
of the Bogomil. This road is the quickest and the
guards upon it are not crack troops. If vou pass the
Test, the Maze is not complex: turn west when you
first enter; then north and west altermafely, until
vou reach the Medalhon,” He makes it sound so
simple, but warns that others may be there already:
“The Medallion may already have been taken.” Add
1 1k point and forn o 383,
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280

You walk along the road to Urue amung a crowd of

Kazanids who are also leaving the fair. Carls pass
the walkers and some ofler rides “for a price’. You
ask one that stops, How much?’ and he replies.
Twa gold coins.” i voucan afford it, doyouagree fo
ride on the cart (furn to 364)7 If vou have no money
vr you prefer to walk anyway, lumn fo 103

281

Cautiously vou make your way along the dusty
eormndor. Just as you are tuming a corner to the
north, vou trip over a skeleton slomped in the
shadows; itis wearing the remains of ancient leather
armour and you stare as a large worm pops out of
the skull's eve-socket. Suﬁderﬂv there is a screech
from above vou and a tall, gangly creature lands on
your back, knnrkmg vou down. You roll away and
pull cut vour sword in one swift move. The creature
has sword-like arms and long pointed fangs.

LIFESUCKER

If yvou survive {mark off 2 Poison units on the
Adverture Sheet), vou continue north until the
passage turns lo Lhe west. You reach an open
metal door and pass through; it dangs shut be
hind you. lurmn lo 342.

SKILL T STAMINA §

28z-284

28z

You find yourself in a room that has a Medallion,
ciched with a snake motif, strung up in front of
vou on a length of fine cord, Suddenly, the
ground beneath you epens up and YL fall into
the mouth of a huge Serpent {dediict 2 points
from vour sTaMina). Tumm to g7 and mark vour
new position on the chart,

283

Yoo maks your way cautiously, but the lights that
are comung from panels in the walls seem to have
little effect on wou (deduct 1 point from your
STAMINA). Yoo tum a corner and head south (de-
duct 2 more poinls from your STAMINA). You begin
to feel weak and realize that the lights are sapping
your strength. You run lowards the far door. Throw
2 dice for vour speed, then 2 dice for the speed with
which the magic takes eflect on you. If your speed is
=qual o or greater than the effect of the magic, vou
getsafely through the door. Turn to 393. Otherwise,
zll your sTAMINA is sapped, and vou collapse and
die. Your questis over,

284
You have drunk the potion of the exploding death,

Your insides make a conscious decision b leawve
your body and vou die an agonizing death. Your
quest ends here.,
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285

You open the next door, to lind a woman silling on
the Throne of Sharrabbas, surmounded by foor
chained Ogres. The woman smiles. ‘Welcome,
prave adventurer. My father and his Mamliks found
vou a difficult foe, bul you shall not take possession
of the Throne —ibis miet Fle wouldn tlet me have it
¢ | had to kill him. Now, I must kil YOU,® She
sushes fowards vou, dagger taised, You stop her
atm and squeeze her wrisl; the dagger drops to the
Hoor and begins to bum. She collapsesin a heapand
czlls out, ‘“Go on then, sit on the Throne —and lelmy
Uzres tear you limb from mb® The Qgres are
suddenly released from thelr chains and leap [or-
ward to attack. Do you fight them (bumm to 333) or
put vour sword away and svalk slraight to the
Fhnne (form o 154)7




aff

The cart creaks along and Drukkah, the drover,
cloesn’t ask you any questions. The trail is long and
he explains that he is heading for a large !.ralimg—
poslin central Kazan. In the long hours he fells vou
tales of when Segrek was strong and the badlands
were well policed, At one point he stops the cart
stands op and, head cocked 0 one side, looks
around the reedy landscape. You follow his ox
ample and draw your sword in readiness. Sud-
denly, two Grypvultures come skimming across the
reeds and attack. Drukkah drops the first with a
swipe; however, vou miss, and the huge bird !1!1:!\.1:
it claw into your shoulder, ifts you off the cart ang
carries you high over the reeds. Do you ré.rd_c stab-
bingz it {turn 0 30g) or do you Chisse o wall for it io
put you down (turm to 2277

28-3R

287

As you mide, Zaranj explains that the Korkut are
strong believers in luck, chance and good and had
fortune. ‘The Test and the Maze are like no other;
but a strong and brave adventurer attracts pood
fortune,” he declaims. Eventually, alter a long ride,
vou reach the heights above Korkut. You see that
e region s 2 port, with several ships in the har-
bour. Zaranj leads you through the bwisting streets
lo the fortress: hére he informs Lhe Elders and
Mages that you aspire to the Throne. There i moch
fusz and preparation. You are rested and fed {add 4
points to vour sTamina) and finally you are called
o the Chamber of Chanee, Turn to .

288

The Gobln has pulled out a laree somitar and
stands his ground. He sneers at vouw: 'l know your
zmell, vou have the scent of the Select. Y ou will die’

GOBLIN

I vou survive, you begin 1o worry about the bird he
hasreleased; you realize that it must be a signal. You
dedde to make a run for it. Turn to g6,

SEILL G STAMIMNA K



289-290
284

Whenvou wake up, your first thoughis are for your
belunj"m"h Although you are Hed up and cannod
move, you believe that |:1u:|’r1-ur|;.1 has been taken from

. A young Kazanid girl enters and {eeds you
some nourshing broth. (add a1 point to your
51 aminal. Reluctantly, she answers some of your
questions: Yes, vou are wanted by the Low Janders
They did say ©*All who pass low. ards Sharrabbas, all
lane travellers.” They asked that nothing should be
removed and they are coming for vou when the
siorm dies down. The message hawks have been
dispatched.” Then she leaves. For a precious mo-
ment before the other guards return, yon are alone.
Tk vou roll over towards the fire and burn off vour
bonds {tarm to 371) or do you preler not o risk an
escape aHempt yet (turn 1o 178)7

2g0

The stallion has a fiery temperament and s difficult
ky ride over the rough ground. You suffer from the
fast pace and, by the ime vou stop (o camp, youare
shattered {deduct z poinls from your STAMINAL
Turn ta 372

291-293

241

Yo grabthe Medallion and are instantly sprayed by
a vollev of arrows. You stagger along the passage.
Throw 1 die for the number of hils vou sufter and
deduct 3 points from your stas s for cach hit. If
vou survive {mark off 2 Poison unils), you look at
the Medallion: on the reverse is the number *1oa0”
You crawl out of the Maze into the bright sunlight,
Tum o 295.

29z
You are fared wath a choice: a tunnel o the east {tum

o 25) or one to the south (urn to 205). Which route
dovou Eke?

203

You are in a smoky ftunnel. Slowly the smoke clears
and o see a black-cloaked fipure holding a staff.
He lifts it and strikes the ground. TT!J;._;:-' fanyred
worms shoob mst of the earth and block: your way.,

You run back up the tunnel as ihe svalls bagin b
collapse all round you. Yoo are sure that vou can
near chanting over the Tumble of collapsing struc-
tores. Turn fo 264.



204205

204
You scramble ashore and look around. It s very

misty and you cannol see where you are freading,
so-you step carefully until yon come upon a hlgi?.
stone wall, You walk aiu:rng the side of it uniil you
find an open window. Inside are a lot of _Lh:.ﬂu_
bottles and jars; there are magical painfings on the
walls, and in the middle of the room 15 a large open
chest, [ull ofjewels, ringsand coins. Do vou climbin
through the window (turn to0 234) or carry on along
Lthe side of the wall (flum to 24232

205

You are standing mea stone trench; bemused, you
watch A wisp of smoke fransform itself into a Ggure
thal greets you. ‘Beave adventurer, yvou have fra-
versed the Maze of the Bogomil, 3 great feat, If you
do not have the Medallion, good luck to vou in your
search. Tf yvou do have the Medallion, good luck in
vour quest for the Throne. Fare thee well” The
figure disappears and you chimb out of the trench.
You are in open country. You walk on for many
hours and eventaally find a good place fo rest. Tum
t0 390,

agh—agy

You join the other labourers. Itis very hard work; it
appears that they are busy rebuilding the outer
defences of the dty. It's cbvious that Chingiz ex-
pects war from the clans if he becomes the ruler of
Kazan. When the work is done, you are exhaosted
(deduct 2 points from your STAMINA, mark off 1
Poison unit and add 2z gold coins on your Admenfure

Skeet). The workers disperse and vou carry on walk-
mg. Tum to 350.

ZHE
The path vou take leads in the dicection of a range
of verv high mountains. At one point you see a
possible frack leading doswn into a heavily forested
valley. Which path do you wish to follow: up into
the mountains (ham to 37) or down into the foresk
(fum to B8)?




208
=200

The Dragon’s Wings Tavern is packed. Several fires
are blazing, but the smokiest comer is that parl of
the room where an old man is sitting with a box on
his lap. By his side 15 another, puffine ata smelly
pipe. You head for the pair of them. If you have not
met them before, the man with the pipe kol at you
carefully then holds out a small ceystal that glows
red. He introduces himself as Mandrake Wolfsbane
and his companion as Geronicus. (I you have met
the absent-minded Mage betore, he does not recog-
THLSE WO T

You sit down and Mandruke beging o briel you,
‘Chingiz has tried to spellbreak the ancient secret
enfrances to the Fortress. Ceronicus alone posses-
ses a set of the phials that point the way and open
the hidden gates for the Select. All the others have
been faken by Lhe devilish Wecromancers who are
frng to discover the secrets of the Throne, You are
the last hope of the Kazanids; you must enter the
Fortress, with Medallion or without, and sit on the
Throme, in order to rid us of the evil of Chingiz and
his deadly daughter, Mepghan-na-Durr. Now, look
into your heart and choose a phial.’

Which phial do you ehoose:

The Dagger? Turn ko 361
The Half-Moon? Tum to 338
The Cross? Turn to 256

The Holy Triangle? Tum to 124



269-300

Captain Sneerblood shows you to a cabin with 2
hammeock already shing, then gives vou four large,
foul-smelling, unbreakable ship’s biscuits. Yoo get
into the hammock just as the ship begins fo heave
and pitch. You decide you are fairly comforiable
{add 1 point to your skir. and 4 points fo your
sTAMINA) Turn to 180,

Jo0
You run, looking for good cover, but then see a
Cryprvulture swwooping down from above. You tum
round, pull out vour sword and swipe at the bird.

CGEYPYULTUURE SKILL & STAMINA &

If you1 win, vou find that while you have been busy
slaving the Grypvulture, three Orc guards have
caught up with vou. Fight each one in turn

SEILL STAMINA
First QR C 7 6
Second ORC 2 fi
Third ORC = &

If you survive {mark ofl 5 Poison units on the
Adventiire Sheet), you decide to stay off the road and
hide Fera while, Turn to 261

J01—302

301

There is oy fime B roll away, You manage Bo slay
the assassin’s hand and a ring falls [rom his gloved
finger. He gives up the stuggle and leaps out
through the door. You peer out through the hamred
window and =ec him release a small Gryphawk,
then ride off. You pick up the ring (mark it on your
Adpemiure Sheet). You cannot find the bepear, so youl
go outside. Tum to 150

302
You enter 2 room that has a huge beam suspended
in the middle of it. Above the beam is a glass bowl
containing 10 gold coins. You walk under it. Check
vour sTAMINA. [fitis an pdd number, you upset the
balance and get the coins [add them to vour Aduern:
teire Sheet). 10t i= an epen number, nothing happens.
Retum to 160 and throw the magic die.



303

303

The ragged bundle stirs. She is not bound but
appears quite weak. She looks at you and tells vou
that wou will be lucky i they decide 1o kill you
straightaway, "The huntresses of Owlshnek beheve
that they gain power from indlicting pain and tor-
ture.” Suddenly the old woman stares at yowr
shoulder where some bits of greenery are lodged in
the joints of your armour. “Treffilli! ¥ou've brought
me Treffilli.” At firsl jubilant, she becomes suspi-
dons. Who are vou that bring me Treffilh? You
explain your quest Lo her, She smiles and tells vou
that she will help vou now. She picks up the sprigs
and crushes them while muttering some words ina
foreign tongme. . . both of you at once become
invisible. She unlies you and together vou walk past
the gnards: Yoo collect your sword from another
hut, and she chuckles as that also disappears. Just as
vou become visible again vou enter the forest, and
the old woman invites you o accompany her. Do
vou accepl her offer {turn to 130} or leave her and
carry on alome (tum o 36817

304—305

304

You know that vou cannot fght them all and that it
might prejudice your chances of eventual success to
reveal wour status. You drop down on vour knees,
They all laugh. You are Iucky, fellow, we have had
eood hunting today, so getup.’ The riders think this
a terrific joke — but the smile is quickly wiped off
their faces when they spot a large bird hovering in
the distance. They ride off in pursuit. Tam toad.

305

You sot off northwards. Some way behind you, a
portcullis suddenly slams down, then another a
littlc nearer. You realize that the gates behind you
are getiing closer 2nd dropping guicker each time.
You manage to un past one before it crashes to the
ground, then sprint off for the next one by the final
door. Test your Luck. IF you are Unlucky, you are
trapped by the portcullis; your quest is over — you
have no means of stopping the poison from spread-
ing through vour body (mark off all the remaining
Poison units). I you are Lucky, you make it
racing through a doorway just before the porteulhs
slams down behind vou, Turn lo 72,



Job—307

3o

You brave the thieves’ quarler. The Dwarf has given
you excellent directions and you negotiate the busy
streels easily with your possessions and pack strap-
ped down, and one hand on your sword. Asvouare
passing a small girl, a Gryphawk swoops down and
attacks her; she screams and blood drips from her
neck. Do you stop to help her (turn b0 55) or t2ke no
hotee (harn to 37307

307
You take the Medallion and place the bag holding 5
gold coins down al the same time {deduct the gold
from vour Adomture Sherf). The bag sinks and, as
yourush away, arcows fire at vou, Throw @ die. This
i5 the number of arrows that hit you. Deduct 3
points from vour sTaMINa for each arrow that
strikes, If vou survive, you stagger out of the Maze.
Looking at the Medallion, vou see onits reverse the
mumber ‘10007 Tum o295,

Fod—304

The Orcs are standing in the middle of the road,
letting the cowd filter through, Af your side, a
merchant carrying several large bags slarls com-
plaiming to vouw: ‘Searches, searches, always
searches. Ihis is what we'll have to look forward to
if Chingiz becomes king, Me, I've got truffles here,
rom Gorak. You'd think ten gold coins a kazan-
weight was a reasonable price to ask, T paid six. But
no one seems to like them in this land. My name’s
Choygmum, by the way, and ['ve got 11akazanweights
of the stuff.” You help the merchant carry his bags,
thinking that the smell of the truffles will disguise
any scent the Orcs may be trying to pick up from
vou. Test your Luck. 1IF you are Lucky, the Ores let
vou pass. Turn to 255. TF vou are Unlucks, they look
and sniff at vou suspiciously, then grab vou. Tum to
gz.

300
You stab at the Ceypyulture, IF screams and drops
vou. Fesi your Lyck. If vou are Unlucky, you fall
badly (deduct 2 points from your sk11.1. and 4 points
from your sTamiya. bark off 2 Poison unils). If
you are Lucky, yvour fall is cushioned by reeds_ Turn
322,
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310312

310

You take just a few steps on the other side of the
chasm when you teel the pround begin to wibrate.
Both snow-bridges collapse behind you. You stag-
ser forward — but are stunned to see two Kazanid
horsemen and one of the legendary Tusker Mam-
moths. The beast lurches heavily forward and
stamps on the ice. Ifs nder draws an arrow aimed at
vour heart. You stand stock-still, The Tusker trum-
pels and suddenly encircles vour waisl with its
trunk. Everything blacks out. Turn o 28g.

311

You cut yourway through the forest until vou come
to 2 clearing. Sitting under an cak freeis an old man
wearing wizard's robes; he is watching acorns fall,
burrow mio the ground, then appear as saphngs.
[his seems to amuse him; he i chuekling and
smiggering. Then he notices you standing there
walching. "Ah, I've been waiting for you,” he
mumbles. ™Wow - . - whal was it [ was to bell you?
Aziragal said not to forget.” He fingers a knot in his
long beard fretfully, mutters to himself and wan-
ders off among the thick bushes. Do you [ollew him
{furn fo 266) or do you prefer fo carmy om alone (furn
to 25717

312
Tum fo 184



RS

33
You climb the rigging and draw your sword. The
first Dragon has been furiously breathing fire;
however, when if sees you, its forces are spent and
it can only snoct. 1t flaps about as you strke at it

KAZILIK DRAGON

L{ you survive, the other Dragon has meanyehile set
fire to the ship, seized several sailors in it flons
and swooped away. The burning ship begins fo
sink. Striking out in the oily water, you graba piece
of driftvrood and float to the coast. Turn (o 345,

SEILL 10 STAMIKA T2

33

Yo walk along the path, keeping one eve on some
large birds circling overhead. The snow has stopped
and the track begins to slope downwards. Soon you
find yourself walking by a fast-flowing stream. As
yau bend over 1o drink some waber, you see a
shadow looming over you: itis a wizensd old crone,
dressed in tatters that might once have been finery.
She introduces herself as Gehlehna and asks if yvou
would like 1o earn some gold. She want= you todoa
little job for her. Doyouagree to help her {turn to 22)
or decide Lo ignore her request and carmy on alone
{furn toaag)?

3157317

315

You take out the metal ball and swing it up over
vour head, siming for the top of the obelisk, Throw
1 die, then throw £ die again; if the numbers on the
two dice match, you have succeeded first ime. If
they don't match, then deduct 1 puint from youe
sTamina and fry again _ . . as many times as it
lakes until vou succeed. [F vou give up, you have o
tzke a much longer route (turn to 88). If vou suc-
ceed, the drawbridge islowered over the chasm and
the Frozen Warnor speaks: 'Pass, stranger.” You
cross over and follow a path that slopes downwards
until, eventually, it forks. Which way do vou g0
now: to the right (turn to 31) or to the lett {turn o
145)?

116

You are in a room of ice, The ice is increasing all the
fime and you have to hack at il Lo keep yourself from
being enveloped. Throw z dice for the speed al
which the ire grows and 2 dice for your speed at
hacking it down. If the speed of ice build-up is
vreater than the speed of hacking, vou are suffo-
cated and frozen. Your quest is over. Othorwise,
deduct = puints from your STAMINA, Tetum to 160
and throw the magic die.

17
You swing vour sword and strike al a metal object.
There is a geuff laugh and you feel a sword touch
vour back. ‘So you think vou can fight me in the
dark? Well, pood luck.’



TR0

I you have the ability of Darkfight, fghtas normal;

otherwise, deduct 2 points from vour sxI1LL for this
combatonly.

DARK WARRIOR

I you win, you stumble off in the dark. Tumto 214

SKILL G STAMIMA Y

318
There is a large cowd of people in front of you
watching a procession, but ¥ou cannot sev anything
where you are standing. Do vou push through the
crowd {lurn lo 366} or ignore it and head for the
Fortrecs {tum to 271)?

319

Adana-Broussah joins you While she wipes the
blaod from her sword, she challers animatedly &
vou. “There has been some dispute with Chingiz
about the cost of a proposed operation. Beshbalik is
delermined to continue rampaging around 25 a free
agent, I'm afraid it won'i beas easy as Lhad thought
to approach Sharrabbas.” Do vou now wish to slip
away 'and travel on your own {lum lo B8} or stay
with the Marauders {fum to 388)7

320
You know thal you dare not hang around while thev
play their stupid games; their commander will be
along soon. You pull out your sword, and they are
not slovein drawing theirs. Fight each in furmn.

320-321

SHELL STAMINA
Fist ORC T B
Sevond ORC 7 i

U you win {mark off 2 Poison unils on the Advenlure
Skeetf), vou manage to dash out of sight just as you
hear someone approaching. You make ¥oUr wav
down the mountain. Tum fo122.

3231
You awaken to find the hideous lace of a Necro-
mancer staring into yours. She is licking her hps,
displaving her g pointed fangs. You are Spell-
bound and cannot move. Looking around, you can
= pther figures nearby, and vou realize thal vou
ate at the top of one of the towers of the Forfress.
Just then, rumpets sound and in marches Chingiz,
surrounded by his bodyguard and with a woman in
toww. So, this is the last of the Select,’ he sneers.
Well, how do you propose to kill this brave baing?”
The Necromancer poinks o a cauldron of boiling oil
and some heavy boulders, ‘Boiled and crushed,’ she
rephies with a smigeer. Ton elaborate — throw Lhe
last of the Select over the edge of the fewer.” With
these damming words, he marches out. Youl are
dragped over lo the parapet, the spell upon you 15
broken and you are thrown into space. 1 you pos-
ses5 the Crev Talon of Sakar, vou may turm to 33; 1f
youn possess atleast one Medallion, vou may turn 10
244 Howewer, if you have neither of thesze, turmn to
3.



322

32z

You wade through the reeds for a long Hme,
Eventually, you become aware of a peculiar crack-
mg sonnd. A strange wooden aeature suddenly
rites up put of the reeds; it expands its limbs at a
fantastic rate, towering over the land, and it seems
to be looking for something. As quick asa flash, you
drop down into the reeds - where you come face to
face with a Kazanid woman. She motions for you to
keep still and silent. The creature, a Kalamite, rattles
about untl it inds you; then it encircles your body
with its giant hand, prior to lifting you up. Do you
2o for youor sword now (fum to 104) or do you play
dead {turmn to 195)7 ;




A3t

3

You tuen Lo face the Elf.ji:{-:.- looks a little the worse
for wear. Te leads you lo a bench and vou both il
dowr. ‘Look, I know they're alter vou, | have the
Sight, T can help you. 1 used to be in the court of
Segrek, a High Elf noless!” You agree tolet him help
you and he hands you a small black bottle. “Drink
this. It'z the only way to get past the senses of the
mad Necromancer. The brew blots outall his mind-
delving, we just pretend we're drunk.” You drnk
the mixture, which lastes awfol [deduct 1 point
from vour sTamina). You pass easily through the
road-block and the EIf, who calls himself Lightfin-
ger, tells vou he has important information o sell
v for 16 gold coins. If vou have this much gold on
vour Adpenture Sheet and wish o pay, fom o I
you don't have the money, or vou don’t want 1o buv
the information, vou thank the EIf politely for his
help and carry on aiu:rng the road. Tumn to 23

324
You stand facing a Minotaur who is holding a huge

¢lub and straddling the corpse of a Mamlik. The
hinctaur attacks.

URUZ MINOTATUR

Tf you win, the body of the Minotaur sinks into the
pround. You look around and see two tunnels
Which do you choose: the one leading south {turm to
156} or the other heading cast (lurn to 1g0)?

SEILL G STAMINA G

335-326

HEly

You walk through the doorand find vourself staring
at a scene of carnage. Mamliks, Knights, Trolls and
Goblins all lie dead in front of a Nectomancer whois
laughing wildly. He spins round, sees you and
hurls a mascs of small knives at you. Test your Leck, T
vou are Unlucke, throw z dice for the number of
knives that hit you, then reduce your sTAMINA by
that amount. If you are Lucky, all the knives miss.

Thi= iz fizzadek, the mad master of the undead
beings. He tums himself into a Deagon of substance
and lumbers forwrard o attack.

ZIFFADEK SEIEL LI ETAMIMA 1.4

If you win (mark off 2 Poison units on the Adzenture
Skeef), the body decays to the accompaniment of an
unworldly scream. You step over the otherbodies to
find two doors facing you, Which do you opt to go
through: the lefi-hand one (furn to 158) or the
fght-hand one (hum to 54)?

326

There are too many of them for you to fight and
hope to win, so you rush off up the mountainside.
Suddenly, vou are tripped and fall as a weighted
thong, theown by one of your pursuers, wraps itself
around vour ankles {deduct 1 point from your
STAMINA). You are surrounded by evil, grinning
faces. Jesring, they release you from the thong,
Turn o127,



327—328

327
You stand in a room full of mirrors. Suddenty, the
head ola serpent appears through the mimor on the
floor and vou fall down through its mouth into
the darkness (deduc 2 points from your sSTAMING).
Turn tiy 157 and mark vour new position on Lhe
chart.

B

You arein the ﬂ’rreetfvfﬂ'?: Swordsmiths. One of the
doors suddenly tlies open and a group of Elves are
marched vut by a squad of armed Orcs. One of the
Ores hammumers a nolice on the wooden door. Y
walk over and read: “Anyene caught helping or
harbouring strangers: the penalty will be death. A
revward of 3o gold coins will be paid for any stranger
tumed over to the authorilies.” You tum round o
lind two Ores looking: thoughtfully at you. You nun
tor the door. Test your Luck. U you are Unlucky, the
deor is locked and you are surrounded by a squad of
Owes, One of them hils you over the head. Turm o
321.

If you are Lucky, the deor is open. You enter, lock
and boll it, run through the workshop, replacng
your blade with a Kazan Surefighter (add 1 point 1o
YOLE SKILL) and goout through a back door. Tom fo
Bis.

329-330

329

You hurry on by, but when you look back the nature
of the bundle reveals itself. A large leather covering
has been thrown off, and vou see a Goblin in the act
of relezsing a Gryphawk. The bird flies off and
disappears over the mountain. Do yoo reburn to
atiack the Goblin {fum to 288) or continue youw
journey (tum to g)?

J30
POWERTO CHANGE METAL OBJECTS
You have drunk the mixtore that gives you this
Power. Note the fact on your Adzenfure Sfheel, I this
1= your hirst chinee, refurn to 45 and chobse again. Tf
this is your second choice, turmn to 74.



331332

33
You descend upon the Ore, but he moves with
surprising swilkness,

GUARDIAN ORC SKILL 7 sTAMINA 6

If wou win {mark off 1 Poison unit on the Adzeniure
Sheet), tether one horse, cause the others to smatter,
then ride off on vour chosen mount. Turn io 148,

332
You stand in frond of a torchlit panel showing sx

circles with, on each, the drawing of an animal: the
Bull of Uruz; the Eagle of Hulugu; the Fanghger of
Yigenik; the Snake of Korkut; the Horse of Bogomil
and the Dragon of Kazilik, If vou do not possess a
Medailion, turn to #2. If you have one or more
Medallions, choose one and place it in the appropn-
ate niche. Then deduct the nomber 641 from the
number om the back of the Medallion vou have
chozen, and go to the paragraph with that number.

333

333

You think the plain will be safer. Unfortunately, the
land grows bogey and you are forced to weave your
way around the marshy patches until you find it
difficult to stay travelling in the right direction. A
large bird flies overhead, sees vou, and flies off. In
the distance vou hear the sound of digging and, as
vou breast a slight rise, you come upon a Marsh
Goblin burying something: nearby lics a dead body.
The creature senses you, screams that vou shall not
have his gold, and attacks.

MARSH GOBLIN

If you win (mark off 2 Poison units on the Adpenture
Skeet), vou drag out the half-buried chest and find 25
gold coins in it (mark these on your Adventure
Skeef). Suddenly, from the direction of the decp
marshes, vou hear riders. Do you hide until they
have passed (fuen Lo 261} or run back to the road
{turn iy 53)2

SEILL & STAMIMA G



3347335

You are powerless. Two Ovcs are ordered to grab
vour. . . and you remember nothing mere until you
come o in a graveyard. The Mectomancer speaks:
“You are mine lo do with as 1 please, and | please to
sov you suffer . . . slowly.” She siokes the ground
with her slaff and the lombs begin o open, Decayed
bodies and skeletons emerge clutching new dag-
gers, and some begin slashing at vou. You are in
great danger, vour quest will be at an end unless
you have the Grey Talon of Sakar (furn to 1oz) or at
Least twor sprigs of Treffilli and you know how touse
them (turn to 246). If you have neither of these, vou
dic the death of One Thousand Cuts. You have
failed.

335
You pull vour sword out. However, it falls from

vour grasp, and you are left defenceless. The Ogres
attack yoo, and yvou hear a voice from the Throne
announce thal no weapon may be drawn or used
near the Throme of Kazan, on pain of instant death.
Tumming, yvou see Meghan-na-Thar she is sfill
clutching the dagszer, but her face collapses to reveal
the skeleton undemeath. She falls over and dies.
You, aias, will suffer a similar fate. You neederd
sreater wisdom, and yvour quest has ended, in sight
of the great Throne.



336—339

336
Y¥ou sil down on the wooden plank and shove
yuurself off, The speed is remendous as vou bank,
tummn and sweep down the ice chute. Turn o234,

337
Yuu tun at full speed, then slop and press yourself

against a wall. Test your Luck. If you are Lucky, you
have survived with a hittle bruising from the passing
bulls (deduct 2 points from your sTAMINA]Y TF vou
are Unlucky, throw 2 dice for the number of imes
vou are strick by the bulls and dedoct doube that
number from your srtamina, The bulls charge on
through a wall and disappear. The tunnel yoo are in
Eurns south and then leads to a door which you
push open. Turn to 2o7.

338
Tuen to 363

339
Youwalk along the quay. No other ships seem tobe
leaving at this Hme. Just then, you spol a horse-
trader; he is sitting on a fence holding the weins of =
selection of horses. Do you wish to try and hire a
horse {turn to 220} or do Fou dedde to leave Korkut
ot foot (furn to 384)7

340-341

340
You are in a room with a giant Grypyulture. It
flutters about, cashing into the walls, Tesf your
Luck, livou are Lucky, it does you nodamage. [Fyou
are Unlucky, throw 1 dicand rediuce yolr STAMINA
by that number. Betum to 16a and throw the magc
die ti continue through the Maze.

eEE

You enter the guild. Inside there is a sign: Man-
drake Wolfshane — Locksmith {and Saddlemaket) .
Youwalk through another doorway and find alaryge
man, puffing at 2 pipe, humming and filing al a kev.
He asks you whal vou want. You reply in a whisper
that you are one of Segrek’s Select and a friend of
Astragal. He stares at vou and then admits that be
doesn't know whatyou are talking about. He puffsa
smoke rfng at you; il encircdles you and tums ted,

then makes the “A" tune shape. ‘But i you're look-
ing for somewhere to stav, why not fry the Thagon's
‘n*.-"in,__':r_s Tavern?' He picks up some chalk and writes,
"Welcome, but beware! There are eves and ears
everywhere, Keep to the shadows 1 will see vou at
the inn in a few hours.”

You leave by a back duor and enter a narrow alley,
Do you chioose to tum left {furmn to 65) or oght (furn
to 276)7



32343

342
You are faced with two comidors, unmng norh
and west, and two doors that will not open m the
south and the east. You notice footprints heading
north and you can hear shrieks coming from the
western tunnel. Which do you choose: north (fum
to 87 or west (turn to 36)7

143

Flaxwort drops vou off in a busy lane, close 10 a
small trading-post.. He wishes vou suocess and
drives off, You look around, conscious of the fact
that Chingiz must have many paid informers. You
set off, trying to look purpeseful, but the lane you
are following soon divides, Do you head for the
trading-post (tum o 52), carry straight ondown the
lane (turn to 208} or iurn left into another road (fom
to 3287

-

Fi4=345

You are walking past a group of wealthy merchants
when you mdd&nh hear the familiar Corak accent,

‘What I'd give for some truffles right nos, No one
=eremns to like them here, sono one bothers toimport
them.” Do yvou know anyone who has truffles to
trade? Go o the paragraph which is the same as the
number of kazanweights he possesses, lf youdon't
know any fruffle importers, you make your way out
of the toswn of Torrez. Turn to 280.

35

The Boulvanthrop swoops down, lands and stands
before you. She cannot carry vou far because she is

wounded: an arrow-shaft protrudes from her side.
AL first you refuse her offer of help, bul she insists;
=he lifts you off the scubby hill, flies with you for
several miles and finally deposits you upon another
hillside. You thank her deeply and she thies off, This
would be a good place for a rest, you decide. Turn to
3599-



346-348

346

The preparations are swiltly made. You are placed
al the end of 2 row of warmiors swho stand on either
side of a lrench of burning coals. The old woman
announces this tobe the Test of the Yigenik, the key
tnthe Maze. You must mee overthe hobooals as fast
as you can and at the same time try to ward ofl the
Blows of the warriors® Throw 1 die for your speed
and another die for a blow., If the hwo totals match,
deduct 2 points from vour STAMINA. Repeat the
Yest ben Himes. IF you suryvive, barm bo 134.

347
You speak to the Gremlin with a silken tompgue that
wormsitselfinto his mind. Slowly his face lights up,
as he realizes that he should open the door for you.
He tums his back and, after a few convulsions,
produces the key and opens the door for vou, a
broud smile on his face. T to 363,

348
You haul vourself out of the water and stager

inland. Expecting more Dragons, vou clutch your
sword tghtly to vou. Nothing appears. You have to
walk for many hours until you find a place thal can
be easily defended while yoo rest. Tom to 354,




349-351

There are two sealed doors, to the south and east,
and comidors north and west. Yoo hear a stranee
sniffing in the stillness to the north and see a woman
sitting-on the floor. Do you head for her (e to2as)
or choose to go west (furn to 147)7

50
You are walking along 331::.'-1#1}1': lane when you are
slopped by a warly Troll, holding a small cage; he
demands to see your identity scroll. Yoo search
aboul in your pack, then pull oul your sword. The
Troll opens the cage and a small bird flies out.

TROLL

H you win (mark off 1 Poison unil on Lthe Adoeniurs
Sheet], you cannot see the messenyger bird amy-
where, You know there is little time left before it
brings reinforcements. In fomt of yoo there are two
lanes; which do you lake: the one to the left {(lum lo
45} or the one on the rght (tom to 276)2

SKILL & STAMINA D

351
You approach the body; it is that of a woman,
dressed like a fellow adventurer and probably one
of Segrek’s Gelect. You can see no wounds on her,
but she seems to have no bones left in her body.
There is a brighler gleam of daylight here. Do
vou start to search the body to see if she has 2
Medallion (lurn (o 139), run to the door ouiside
(turn toayo) or head back to the tunnel leadmg west

(turm to 26837

352353

G
You accept the siranger's olfer, pay the money
{deduct z pold coins from your Adwmture Shedd), and
climb up on to the spare horse. The rider leads and
yvou follow. Suddenly you are set upon by six Ores
and a Mamlik who rush out from the bushes. Your
horse will not move and you seem b be glued,
spellbound, to the stitrups and saddle, The Mamlik
smiles a terrible smile, walks round and stabs you in
the back. Your quest is over.

353

You are well hidden behind a large boulder by the
tme the riders approach. They pass by and vou
breathe a sigh of elief. Suddenly, however, they
retumn and gaze at the footprints in the snow. They
know where vou are! They release a large Gryp-
hawk that flutters up into the air, then dives at vou
and aitacks your back and neck {deduct = points
from your sTasina), You rush out and stand in a
defensive attitude before the riders. Tuen to 250,



35347355

354
Snakes’ Eyes is a dice game. You place a stake in

gold coins on the table and make three atiempts o
throw a double. If vou do throw a double, you get
back double your original stake and that particular
pame ends, It you throw double-1 (snakes’ eyes)
vou get back three Bimes your stake. There is a
maxinmum stake of 5 gold coins and you may play
only three Hmes, Flay the game and make the
appropriate adjustments on your Advemfure Sheef.

You finish plaving, gather up your winnings (if any)
and then you notice a Goblin who is scotinizing
vou carefully. Do you go outside through the front
door (turn t0168) or do you prefer fo leave through a
small back door {turm to 1g8)7

355
As you walk alimg, yvou hear rumbling, shaking and
screaming noises close by. You slop to read an
inscription: This is the True Path out of the Maze;
here, brave adventurer, vou will be safe.” Suddenly,
twio Ores rash at vou, w:ﬂlln;., and brandishing their
shortswords. Fight each in turn.

SKILL STAMINA
First ORC 7 6
Second ORC i fi

H you survive (mark off = Poison units on the
Adrventure Sheel), you push open a door which then
shuts behind vou. Tum to 263,

356—357

THE POWER OF PERSUASION
You have drunk the mixture that gives you this
Power. Mark this on vour Adeenbure Sheelk. If this is
your first choice, return to 45 and choose agamn. it
is your second choice, fom to 74,

357
The Samilar brew slips down your throat very

zasily. You feel a warm glow — but suddenly you
start to see black circles and your insides want fo
change places with your cutside, Alkis comes back,
<melis the brew and knocks the mug from vour
hand. You feel ternible (deduct 1 point from your
SKILL and 2 points from your STAMIN AL Tum to
290




358—350

358

You are standing ina do rf;.lre::m_. facing a Fend. You
can see the Medallion lying on an cbelisk in [ront of
vou. Suddenty, the Fiend splits in two. Tf yon have
flowers to placate the Fiends, take two and hand
them over. if you have only one flower, vou will
tave to fight the first Fiend. If you have no Hosvers
af all, vou will have to fight both Tiends in tum.

SKLLE STAMINA
Fist MAZE FIEND & B
Second MAZE FIEND 7 s

i

Mark off 2 Poison unifs on the Adzenture Sheel. Lvou
win, ¥ou are able to pick up the Medallion. You look
at the smake motif on it, then tum it over and see the
number “1000". Tum o 6g.

339

A door in front of vou slides open. You walk inlo an
ambique chamber, full of tombs beanng carvings of
skeletims. The voice of the Heart of the Throne
speaks: “You have passed the first barrer to the
Ihrone of Kazan, Now, do you possess a second
Medallion? If you do, place it here.” An vbelisk rises
out of the stone floor. If you have a second Medal-
hom, deduct the number 874 from the number in-
scnbed on the Medallion's reverse side and go lo
that paragraph. i you do not, then a door opens in
the wall in front of you and you have to enter a
sitTange room, full of jams and bottles. Tum o 45.



3b0—362

360
You walk on through the echoing corfidor. You
enter a large doorway and see Segrek’s tomb in the
reom in front of you. Tsvo Goblins are trying lo
Spellbreak the sarcophagus. Do vou attack them
{hurn bo 221) or sneak out again (turn to 38)7

361

All three of vou leave the Dragon’s Wings by a back
door, Through varous back-sireels you approach
ever closer to the Fortress, Geronicus hands over
the phial you have chosen and vou drink it, feeling it
do vou good. Standing in front of 2 rock-face, vou
are drawn through the stone. Unseen forces then
lead you doswn an ancient corfdor untl eventually
vou come toa halt. Tum to 332,

3b2

Cautiously vou try to pass the small creatore
Angered at being ignored, it begins to shriek and
several others roll out of the holes in the walls. One
of them gets close to vou and bites your ankle
(deduct 2 points from yoursTamMina). Throw z dice
for the number of small furty creatures thal atiack
vou, then throw 2 dice again: this is the number you
manage to ward off by waving your sword al them.
Il more creatures attack you than you can ward off
then you are bilten: deduct 2 points from your
sTAMINA for each bite. ¥You dash to a metal door,
push it open and go through. 1t shuts behind yvou.
Tuen to 342

363

363

You open the door o a plush bedehamber_ Sitting in
the middle of a large fourposter bed is Chingiz.
There is no one else in the room. With rather a
strange leok on his face, he murmurs in a weak
viice: ‘50, vou have made it, Select of Segrek , . | 1
suppose vouo wank bo know where the Theone is?
He starts to keel over and puts out a hand to steady
himself. Quick as a flash, you draw the Dagger of
Darkness from your boot, where it has been safely
hidden throughout your journey, and put it in his
mand! He looks at vou and smiles. “You are clever
- - . ifyou ran defeat my deadly daughter, then.. .
He tips over and vou see a large dagyrer sticking out
of his back. Fle is dead. You suddenly {eel much
better (add 4 points to your sTAMINA and do not
mark off any more Poison units), Turn (o 285.




364

: 363

You hand over the 2 gold coins. The old man looks
vouw over carefully and smiggers. You cimb om the
cart and he urges the herses on. You are relieved
that you won't have to wait for a while. The dover
asks you if you would like some fruit and, as you
hun round to get an apple, vou see the shadow
of a raised dagger in hiz hand. Twisling round,
vou knock the dagger from his hand and, locked
together, you struggle as the horses bolt and the cart
careers, out of comtrol, down the road.

MAMLIK ASS5AS5IN

The lpser in this unarmed combal falls off the cart
and is crushed under its wheels. If you are the
survivor (mark off T Poizon unil on the Advenfure
Shest), vouhave to getoff the cart somehow. Do you
leap to the left (lurn to 1g) or to the right {furm o ge)?

SKEILL 7 STAMINA S

365~366

365

You draw your sword and strike at the evil being,
tearing his cloak. He is surprised at vour ability and
muns back into the darkness. Two Mamiiks, holding
scimitars, appear in front of you and the Necro-
mancer orders them to attack you while he is
changing shape to that of a panther. Fight each in
meery;

SKTLL STAMINA
First MAMLIK i 101
Second MAMLIK 9 10
PANTHER ) Q

If vou survive {mark off > Poison units on the
Advenfure Shect), the dead Necromancer's staff
weaves around your ankles like a snake, and then
dites vou. You lose consciousness. Turn to 321

366

You enter the great Maze and walk south into the
darkness as the doors slam shut behind vou.
Faintly, vou hear Agellatha’s woice: “Now we are
releasing the bvo Minotaurs of the Maze who will
pursie you throughout your quest for the Medal-
lion_" You come [o a tunnel that heads east, Do you
take this (turn to 203) or do you continue south {torn
lo136)7



3b7—3608

You are in a room with jewel-encrusted walls. Be-
tore you can move to examine them, a giant Ser-
pent’s head appears and you are sucked down into
its mouth {deduct 2 poinls {rom your sTaMiINa).
Turn o 17 and mark your new posifon on the chart

68

You move fasl through the undergrowth, bul the
path is difficult to follow and soon you become lost.
Trying to find a way out, you stagger onin the dark
torest. Suddenly vou emerge into a deaning. In front
of you stands a large, heavily armed Tm]J who is
gasngg at a tree. Do yon drole round past the Trofl
{turm to 76} or do vou approach him {tum to 263)?

369

You walk along until vou come to a halt in front of
four Orcs guarding a deor, I you have the Power to
change metal objects, you change their spears to
ook like gold; the Orcs forget about you and begin
to fight among themselves. If vou have the Fower of
Persuasion, vou whisper softly to them that their
whole aim'in life is to Tet you pass, and they do.

I you have neither of these Posvers, fight each Orc
(.

SKILL STAMIMNA
BrstORC 7 f
Secomd OORC . 4]
Third ORC ) 6
Fourth QRC ;i fa

Whatever vour Power, if you have survived (mark
off 3 Poison units on the Advenfure Sheet) you pass
into another room. Turn to 325.



370

3ro

The storm continoes and you sbruggle on for many
hours. Suddenly yvou see ahead a warrior being
altacked by six hideous Goblins which are prevent-
ing him from crossing a bridge across a chasm.
Although the warmmior shows supreme fighting skdll,
ome of the Goblins has crepl behind him and is about
to stab bim in the back. You come instanfly to the aid
of the warrior.

GOBLIN SKILL 3 STAMINA 5

If vou survive, add 1 point to vour 1 Uck; the Gob-
ms attack is beaten off. The warrior turns to face
vou and you reahze that be is blind. Formally, he
introduces himself as Alkis Fearslicer, from the
ranks of the legendarny blind Sensawarmiors who live
in the desp Chasms below Gorak. He tells vou that
he i in purspit of an escaped ciminal who has come
0 Kazan to ally himself with Chingiz. He then asks
¥ou yvour business. Do yoo trust him and tell all
(fomn to 62} or do you mumble a few lics (turn ko
224)7




I7A=FT2

i
Yom roll in the dark t::le'{:]ﬁ the fire and thrust your
bound wrists close to the flames (deduct = points
from vour sTAMINA and mark off 1 Poison unit).
Your bonds bumn through and you just have fime to
pull out your sword before the guard returns.

EAZANID GUARD SKILL 6 STAMINA 7

Il you win, vou hurry out into the snowstorm and
run round to the back of the hut. Here, vou find a
pile of arrow-shaped planks and an icy track that
leads down the mountain. You kick one of the
planks and it shoots off down the track. This looks
like a quick means of escape. Do you want to try it
(fuen to 336} or do you think it too Asky (hrm fo 59)7

372
The Yigeniks make camp and water their homses,
then they feed themselves, The horses stav, graz-
ing, very close to the wartiors. You manage o get
some sleep {add.1 point to your sTAMINA). You are
awakened by the whinnying and stamping horees —
they scem very nervous. In seconds the Yigeniks are
meunted as a large phalanx of Orcs charges out of
the trees. Do you stay and fight {tumn 1o 118) or do
yina escape into the darkness (turn lo 2zo03)?

373374

373
You ignore the incident and keep well away from
the girl. The Gryphawk stops pretending to attack
her and settles on her shoulder. The girl pokes her
tonguee cut at vou and wipes the red dye from her
neck. You take care to avoid any other bricks. At last
vou find the Street of the Forty Guilds. Tum to ¢8.

374
You approach the worm with care, but it does not

see you because it is preoccupied with the others
flying around above it. You pull out your sword and
slash atit. Tt fums to face you, dropping its birdman
PIEY.

SKULUGGT SKILL f

CraMima B

If you survive {mark off 1 Poison unit and add 2
Point=s Lo ¥our LUCK), you are carried by the bird-
men to the top of a mountain, where they thank you
profusely for saving the young birdman. They call
themselves Boulyanthrops and, by way of reward,
thev ask if there isany way they can be of aid to you.
Da you tell them that vou are one of Seprek’s Select
(firn o 172} or do you ask them to carre yon back
down to the road, and then watch them Iy away
(o to 1627



375—370

375
She orders vou to follow her. She makesa tour of the

numerous guilds, giving each of them a small bunch
ol flowers in returmn for a large purse of gold coins.
When one puild-master refuses to accept her
flowers, two large Karanids suddenly appear and
proceed to smash up most of the shop. Eventually,
youare led down into a cellar full of beggars, thieves
and criminal types, You peer around and see a
Mamlik standing in the crowd, watching vou. Do
yuu tun away, up the stairs and out (turn to 65) or
will vou face up to the Mamlik {furm o 3a0)7?

378
THE POWER OF STORMBRINGING
You have drunk the mixture that gives you this
Power, Note this on your Adveniure Sieet. 1f this is
your first choice, retum to 45 and choose again. Ifit
is your second choice, lurnio 74.

il s Vi

77
Youwalk along the funnel. Suddenly, vou stumble

over the burnt-up body of someone or something.
You look al the wall above the bady and see two
bulls’ heads with gleaming green eyes. You step
closer, and fire belches from their nostrls, lighting
up three Medallions st in a row between the bulls’
heads. Which Medallion do you choose to take:

The fiect? Tum to 154
The second? Turnio 312
Ihe third? Tum to 228

378
The giant, tail-less rat scampers off in front of you.

You hear a booming voice: Yes, follow the rat, it will
conduct vou o the enfrance.” It leads you through
ancent dusty tunnels for a long ime, then stops
and scrabbles on the floor. Looking carefully, you
can make oot the inscopton of a hom, If you
possess Segrek’s horm, blow it now. The ground
shimmers and opens up for a moment under vour
feet. You f2ll in: turn to 332.

If vou do not possess the horn, you must dig with
vour sword (deduct 3 points Fram VOUT $TAMINA
and mark off 1 Poison k) wntil vou succeed in
breaking through; then yvou jump into the hole,
Turn to332.



379

379

The path vou are following drops down into a dry
river valley and then opens out on to a fat plain.
You are overtaken by several carls, and can sec and
hear velping dogs and a crowd in the distance; all
the people seem to be making for a market. Just
ahead there is a road-block, commanded by six Orcs
who are searching evervone who passes. Te one
side: stands an evil-looking, black-cloaked figure: a
Mecromancer. Al you can do is stand there,
wondering whal lo do. Just then vou notice an EIF
staring at vou, You move away, but he follows and
calls ot o vouw. Do you stop and tum round to talk
to him (turn to 323), or would vou rather hide
yourself among the milling throng (furn to 230)?

150

350
The ground shakes and chunks of stone drop down
out of the ceiling, to reveal sunlight streaming in
from above. Tesl your Luck: H vou are Unlucky, vou
are hit by a stome block (deduct 2 points from your
sTamiNa). If you are Lucky, they all miss.

There iz much noise and smoke. An armoured Orc
rushes past but fails to see you. You walk over (o an
open doorway; the door that was thera has been
knocked off its hinges. You go through —and bump
into another Ornc.

ORC SKILL 7 STAMINA b

If you win {mark off 1 Poison unit on the Adveniure
Sheet), the only clear exit is to the notth. Tum fo 264,



381382

361

You look up B0 see some Orcs and a knight
looking down at you. They balance the caul-
dron of boiling oil on the tower wall as one of
the Ores throws a boulder at vou. Throw 1 die for
¥our position, then throw 1 die for the place where
the boulder hits. If the two numbers match, vou are
hit, fall off and die. Your guest ends here,

If the rock missss you, the boiling oil is then poured
down at you. Throw 1 die for the number of places
on your body that are splashed with oil and deduct
Hris number from your STAMINA.

You press dose to the wall as another boulder
smashes against the side of the tower, loosening a
few stones. You launch a kick at the stone blocks
and a section of the wall caves in. You dive in, head
first, as another shower of oil comes hurtling down.
Inside, vou land on a pile of smelly rubbish that
breaks your fall. In the dim light vou can see an
enfrance to a chamber on the left {tum to 265) and
one on the fght (furn to go). Which room do yoo
enter?

382
You are in a room containing jars full of herbs. All
are impossible o open except the one marked
“Trefilli’. You have time o take only bwo sprigs
before the jar seals itself again. Tf you want them,
lake the sprigs and mark them on vour Adventure
Sheet, Turn 1o 3985.



383—385

383
Yow are fortunate that Lhave a strong regard for the
Select. Farewell, brave adventurer, and good fuck *

The bandits fade into the mountainside and yoo
carry on down the sloping track until the land
becomes less bleak. By entually the paih before you
divides. One way is marked by an obelisk bearing a
carving of a stallion (turn o 391) and the otherby a
similar obelisk with the carving of a Fangtiger (tum
to zog). ¥hich do yvou chonse?

384
THEPOWER OF FORTUNE
You have drunk the mixture that gives you Lhis
Fower (in any situation that depends on Lvcx, yvou
will be Lucky), Mark this on vour Adventure Skeet Tf
this is your first choice, relumn fo 45 and choose
again. If it is vour second choice, turn & 74

385

You select the yard standing next to you o explain
your situation lo. He looks you up and dowr, smiles
conlidentially and tells vou to speak to no one else.
e cuts tl‘n.ru:uugh your bonds and tells vou to walk
behind the cart. You do as he orders. Suddenly he
sefs npon vou drom behind, screaming that 'yu:au
have tried to escape. You spin round and attack
him,

EAZANID GUARD SKILL 7 STAMINA 8

FH5-387

If you survive (mark off 1 Poison unit on the Adoen-
ture Sheel), the olher Kazanids have had ime to
group around you and one prepares bo five an armow
into vour heart. Turn to 31.

&6

The Maranders nde :11"1:5.| This Hme yeu ride with
them as vou have been given a horse in pavment lor
¥our part in the battle with the Trolls: The horde
raoves 3t a fast gallop. A a crosstoads the leading
groupis stopped by a black-cloaked man holding up
a staff. Two of them try to hack him to pieces bult
treic swords pass clean through him. From this, vou
recognize that the figure is that ol a Necromancer. I
vou have achieved Necromancer fighting skill level,
doyou urge your horse forward (turn o 151)7 Hvou
do not have the ability or choose to Temain wherse
you are, furn Lo 243.

B

You approach the FiE;ur&i;d itholds out a thin bony
hand, pleading for money. Youslip the begeara few
irm coins of little value. Te gazes at the head of
Tancred on the coins and then looks vou up and
down. Tle t2lls vou that, if vou have five gold coins,
he will help you. If you have the money, do you
accept the offer (turm to 253) or do you refuse his
help {turn £o 150)7 I you have no gold, you musl
refrse,



388=38g

388

You wander through a marze of allevways unil
tinally you leave Korkut, There is only one road oul
of the towm, and you lrudge along i, fecling hotand
tired (deduct 1 point from vour sTamMiNa). Just
then, you become aware of someonc following you:
he has a patch over one eve, he stumps along on a
wooden peg-leg and he carries on his back a hurdy-
gurdy music-box. e catches up with you and asks
if v would like to hear a tune for the price of a
crust of bread or a few iron coins. TTe looks desper-
ate. Tl you agree to let him play for you (fum tog)
or do vou refuse (fum to 108)?

389

Youtush over to the obelisk. There isa Medallion on
the top! You grab it and it crumbles to dust in vour
bands. There is the sound of muifled laughter ac a
clawed hand bursts out of the obelisk and grabs
yvour wrist, The hand belongs toa Dungeon Delver;
it breaks out of the obelisk and attacks you.

DUNGCGEON DELVER S srILLF S5TAMINAG

If you survive, you rush through another door
Turn to 100

3o0—301

390
The tunnel leads o a small iron-barred window.
tade, vou can see the hideous features of a
Gargovle. Suddenly, a door you have passed with-
out nofiong it opens outwards. A Goblin emerges,
camrying a bucket, and limps off down the comdor.
Cautioosly, vou look inside; all manner of folk are
chained up, or strapped o instruments of torture.
You hear a weak call coming from a corner by the
rack: "Come here and release me? Yoo walk over, to
find a thin wreich smiling at vou. A demented
Drwarl screams, o, don'tdoit, don’tdoit!’ Do you
devide to release the prisoner (harn to 10g) or do vou
le=ve the room and go south {turn bo 36007

391
You ' set off ahmg the track which soon becoimes a

good solid road. Alter many houwrs of walking, the
land has Aattened out o a grassy plain. Youmeetno
one durting all this time. Eventually, you hear the
sound of a nder on the road behind you, There is
litfle cover on this grassy plain. Do you decide to lie
down in the grass and hope that no one will see you
(brm to 202) or do vou carry on like a normal
fraveller (b to 1ga2)?



352=304

392

You step inlo a reom that i= full of statues and
carvings of dragons. Tormified, you watch three of
themn begin to move and thrash about. They are
small Kazilik Dragons which, vou know, can be
placated with géms. 1 you have three gems in your
possession, you may pass without a fight (make the
necessary adjustments on the Adventure Sheet). IE
vou have two gems, you will have fo fight the first
Dragon. Similarly, if you have just one, you will
have to fight the first and second Thagons.

SKILL STAMINMA

First KAZILIK DEAGON 10} 1z
Secomd KAFZITTE DR AGOMN 10 14
Third KAZILLIE DEAGON 13 1

I you pass through orsurvive the fight, furn fo 359.

393
You are faced with bvo tunnels, Which do you take:

the one heading east (lum to 2o05) or the other
heading south (turm to 3777

394
You hear shuffling footsteps. You peep out and see

four Wecromancers entering the room. One is
carrying a box that contains four phials, each with a
distinctive marking, One of them save to the others:
‘We have been charged by Chingiz to discover the
sectet entrances to the Hearl of the Throne that the
Select will take if they reach the Forfress. In one
month we have Spellbroken only the entrance of the

394—395

Cross - we must work harder.” They begin tochanta
demomnic spell and you hear the sound of breaking
zlass and the roll of thunder. In the turmoil you
sneak out throngh the window,

Outside, you can disceen through the mist bwo main
paths away from the building, Tlo vou follow the
Ieft-hand path (turn to 23) or the path to the right
(fum to 70)?

395
You are bound with leather thongs that seem to et

tighter the more vou struggle, Nothing is taken
from you, however;, and you are led through the
dark forest until you reach 2 small settlement in a
cearing. The silent Egures now reveal themselvas,
by removing their hoods. There are no men in the
group. One of them speaks to vou. ‘Intruder, you
have trespassed into Owishriek, the penally [or
which is death — unless you can prove yourself both
strong and it to live. The choice is yours. Do you
wish to Bun the Arcow, or undertake the Test of the
Three Cuts? Which do vou reluctantly agree to kry:
the Run {furn to 48) or the Test (turm to 206)7




396

396

You force your way through to get a better view of
the procession. A Kazanid beside vou is describing
whal is going on to a blind companion. “There he is
now, that Chingiz filth, I'm not surprised he doesn’t
frusl anyone. IET was Vetch, T'd kill him now, Velch
& standing over Lhere, a little to our micht, with
Mandrake Wolfsbane who's smoking his infernal
pipe” You look across: Vetch is well clad in fighbing
armoutr, while Wolfsbane is dressed like a black-
sruth. The procession ends and the two men sepa-
rate. Do you wish to follow either of them? If so, do
vou choosse Verch {(fum to 68) or Wolfsbane {turm ko
517 Or would you prefer ko carry on o the Fortress
(tuen to 273)?




397-398

3y
You stagper up the mountain slope. Suddenly, a

small Gryphawk swoups down and lands in front of
vou 1l begins to squawk . . . and then changes its
shape o that of an old wizard. T am Icaricus, well
met. | have sought you for many hours. T bring a
message from Asiragal . . TTe stops and puts his
finger in his mouth; he cannot remermber it. He
Kicks arock, which explodes. “Ah, ves: “Beware the
Mecromancers, they have been wunleashed by
Chingiz who is now delving in the evil arts. To help
you in your strugesle, T have empowered - . " Fr, 1
car’t remember the rest. Well, never mind, which
way are yvou heading? T suggest the lands of the
Bogomil. Come.’ He changes into a large eagle, gets
you togrip histalons and takes vou 2 long way; then
he absent-mindedly drops vou on to 2 path and fies
off, Turn Lo 90,

398
Laran] stands belore you. “You are brave and have
passed successfully through the Maze, but forfune
has not favoured yvou with the Medallion. You must
trv elsewhere " Your mind goes blank. Tum to &g,

399

394
You build a sheltered camp, eat some Provisions

and zettle down to sleep (add 4 points o your
STAMINA) You are awakened by a small green-
and-red bird that flutters about and lands in front of
vou, [t picks up some charcoal from the fire in its
claw and scratches the "A” rune on a rock. You know
now that it is a messenger from Astraygal. Speaking
in & high-pitched whistling tone, it says: ‘Greetings,
mend. Speed is now of the essence. The Medallions
are all taken; make for Sharrabbas as fast as vou can.
You misl enter the Fortress, by fair means ar foul, Tf
vou zlready have a Medallion, the task wil be
easier. For help, you must so o - .- Mmm . .
Vetch . . onnoaccount. | . The bird stops, drops
the charcoal and flies away.

You set off immediately; after many hours, you
come fo a fork in the road. Both paths look likely,
bul which will you take: the one on the lefl (turn Lo
2g7) or the one on the right {turn b 136)7



400

400
You have defeated the evil Vider Chingiz and his
deadly daughter, Meghan-na-Dharr, in theirattempl
to seize the throne of Kazan. Through your bravery,
wisdom and skill, vou yourself have sat upon the
legendary throne at Sharrabbas. The Six Clans will
now support you, both by dint of tradition and
because you have proved to them that you ame the
greatest warrior in the land, The Necromancers.
Mamliks and all the other fell creatures summoned
by Chingiz slink away into the shadows and crawl
back into their holes. You set up a strong force to
police the land and protect the weak. Trade between
Kazan and the rest of Khul flourshes and the land
experiences an era of peace and prosperity. You are
hailed by many as a worthy successor to the great
Segrek.

After one vear and one day of your reign, vou must
declare your own Select. Once vou have died, they
will strive to sit upon the throne of Kazan; thus the
tradifons continue.
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400

400
You have defeated the evil Vizier Chingiz and his
deadly daughter, Meghan-na-Durr, in their attempt
to seize the throne of Kazan. Through your bravery,
wisdom and skill, you yourself have sat upon the
legendary throne at Sharrabbas. The Six Clans will
now support you, both by dint of tradition and
because you have proved to them that you are the
greatest warrior in the land. The Necromancers,
Mamliks and all the other fell creatures summoned
by Chingiz slink away into the shadows and crawl
back into their holes. You set up a strong force to
police the land and protect the weak. Trade between
Kazan and the rest of Khul flourishes and the land
experiences an era of peace and prosperity. You are
hailed by many as a worthy successor to the great
Segrek.

After one year and one day of your reign, you must
declare your own Select. Once you have died, they
will strive to sit upon the throne of Kazan; thus the
traditions continue.
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