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INTRODUCTION o

After his adventure on the Isle of Slith, Sagard
and his beautiful female companion, Ketza Kota,
sought refuge on the pirate. island of St. Koal from
the Slith Assassins, who lusted for revenge.

As the book begins, Sagard is assumed to be a
Level 3 fighter. However, before the book ends, he
may well become a Level 4 fighter if he accumu-
lates 60 or more experience marks. Total the points
you have received from other books, and add any
you receive ‘in this book to. the total.

As this story begins, Sagard enjoys the plceasuresE
of a tropical island, but foul winds blow northward
from Hitaxia, :
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SECTION 1

It is said that when the pirafes of the realm die,

they do not go to the afterworld; instead, they

return to St. Koal—the island without law.

Many are the times that you have been forced to -

defend yourself and Ketza Kota, and many are the
ruffians you have triumphed over.

For a time, you have made a home in a clifside
cave overlooking the deep, blue sea. Only a mile
away is the island’s only city, which.is composed of

rotting wooden shacks bleached by the burning

tropical sun, the rnins of an ancient Vanian fortress,
and numerous gaming halls where pirates drink
odd concoctions from the shells of coconuts and
play games of chance. : :

On a bright midsummer’s day, taking only your

sword, you set out with Ketza Kota for Paradise
Cove, where a rushing waterfall cascades into the
transparent ocean and the reefs abound with conch,
lobster, fish, and turtles.

After frolicking in the water for several hours,
you lie upon the beach eating mangoes gathered
deep in the palm forest and cooled in the trans-
parent water, when suddenly you see a sun-red-
dened hand out of the corner of your eye. You jump

4

:

to your feet as a motley figure dashes away carrying
your sword.

“Get back here before I make you swallow that
sword!” you shout, but the figure keeps runn‘ing..

Chasing the figure, who appears to be a penniless
Freebooter reduced to common thievery, you cross
the smooth rocks near the beach and dash up a
short path which ends at a precipitous clifl. There,
you corner the brigand. , o

Like a trapped animal, he turns, sparling, and
attacks you with an arcing blow. Instinctively, you
dive away, and the blade whooshes past you.

After regaining your footing, you grasp several
throwing rocks. Your opponent, even though armed
with the Valkyrie sword, which will allow him to do
1 extra point of damage each time he hits, is a
clumsy lout who has grown soft during his time on
the isle. (Note: Sagard will be near water through
most of this book, :so he will have cached his chain-
mail shirt in his cave, if he has gained such a shirt in
a previous book.) :

As you are unarmed, you must fight one level
below your normal level. You have one other op-
tion, and that is to grapple with the brigand. In that
case, you may not fight but instead flip for a 4. The
Freebooter, however, fights after each attempt to



grapple. If you successfully grapple the sword away
from him, go to Section 9. | ‘
H this is your;first Sagard book, take a quick look

at the combat sheet below and go to the rules in
Section 97. ‘

' SAGARD (LEVEL 2: 10, 211, 3/1, 4/2) |
[20] (19] {18] (17] (16] [15] {14] [13] [x2] [u1] [10] [9] °
(8] [7] [61 [5] [4] [3] [2] [1] (Begin the book again.)

FREEBOOTER (LEVEL & 10, 2/0, 371, 4/1)
[7] [6] {5T 4] [3] [2] [1] (You have defeated your
opponent. Go to Section 9.)

~ If you flee, lose yoﬁr_ sword and go to Section 4. 3

SECTION2 '
Bribing the Barmaid

Reaching into the small moneybag at your waist,
you show the woman a shiny gold coin. “Ten gold
pieces say you can direct me to my friend.”

She glances quickly at a table, where four brawny
Tehnite gamblers wearing snakeskin garb play
cards. One of the Tehnites smiles up at her, and she
nervously smiles back.

Leaning forward, she whispers, “Meet me be-
hind the bar. Make sure you are not followed, and
be discreet in leaving lest you arouse my swain’s
jealousy.”

Waiting until the Tehnite is absorbed in hlS card
game, you slip out into the balmy night.

Behind the tavern, you find the barmaid waiting
and glancing furtively around.

“What do you know of the tattoo?”

“The gold,”, she says, extending her hand. You
give her the ten gold pieces (mark them off your
status chart), and before she speaks she inspects
each coin in the misty light.

“The tattoo belongs to men who have crewed on
the ships of Salamar, Rabfahd, as scurvy a seadog as
you will find. You will find his ship, the Midnight

il



Reaper, anchored Jugt oﬁ' shore. Now go quickly
before my beau sees that I am gonei”

As you turn to leave, a voice bellows out behind
you. “Tll teach you toistay away from my wench,
Ratikkan dog!” I
- Turning, you see the;enormous Tehnite lumber-
ing toward you, a wide and deadly broadsword in
.one hand and a short finishing dagger in the other.

As he draws closer, you have a choice. You can

either engage him in combat (go to Section 10), or
you can try to escape him (go to Section 14).

“SECTION 3 !
‘Defeating the Slaver

The Slaver stumbles backward and collapses into
the red-tinged surf. Before youican chase the Slav-
ers craft further, you see the gray dorsal fins of
great white sharks streaking toward you.

.- You instinctively flee to shallow water as hun
sharks devour the man who had once called himself
-the Barracuda. ;
Gain 2 experience marks and head to Sectlcn 7.

3

SECTION 4
Fleeing the Freebooter

As the Freebooter raises his sword to finish you
off, you summon your last strength and somersault
off the cliffside. ,

Your fall seems to take hours as you descend
toward dark rocks that jut out of the roiling surf.
Just as it seems that your short life has come to an
end, luck intervenes, and you land in a patch of
water between the jutting rocks.

Bubbles float around your head, and small,
brightly colored fish dast for cover. In seconds, you
rise to the surface again and swim for Paradise
Cove.

Nearing the cove, you see a small gray-masted
sloop sail away. Shrill screams meet your ears, and
you see Ketza Kota, her wrists bound, sailing away.
You realize that the theft was only a diversion to
separate you from Ketza Kota and that she has fallen
into the hands of Slavers.

Even your most powerful strokes will not carry
you to the boat quickly enough, and you swim
desperately for shore. Go to Section 7.



SECTION 5
Fleeing the Slaver

The Slaver very nearly impales you with a quick
jab' ) 2 o E

Ducking, you lose your balance and fall iutol the !
waist-deep water. The Slaver, laughing with the
thrill of victory, closes in for the kill, unaware of the
triangular shark fins speeding up behind him.

Instinctively, you turn and flee as murderous
sharks devour the man who had once called himself
the Barracuda. ._

Reaching the shore, you watch helplessly as the
Slavers’ mast shrinks in the distance. Go to Sec-
tion 7,



SECTION6
The Gammg Halls

“I havén’t seen any tattoo like that before in my |
lifel” the barmaid, dressed in a:lacy blouse and

leather skirt, says as you show her a rough drawing

you made of the tattoo on the arm of the dead
Slaver.

Sensing that a few gold - pieces mlght oil her
tongue, you consider bribing her. If you have ten '

-gold pieces from previous books, they might gain

you valuable information. (Subtract the gold from -
your status chart and go to Section 2.) If you don’t -

have the gold, or'if you do have it and want to save

it, keep reading. N i

(4
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Waltmg a few moments for a bnbe she ﬁnally |
turns away and speaks to a man at the end of the
bar. Their conversation, in low voices, seems to
concern you, for you ﬁ'equently see them glancing
at you and snickering,.

As you empty a tankard (regam 3 hit points), you
observe the crowd in the club. Tall, thin-faced
Chandanese criminals play complex games of strat-
egy while smoking long pipes and discussing phi-
losophy. - Leather-vested Yatians and -Drakosians
adjust the daggers in their wrist sheaths while care-
fully watching their cards, and loud Hitaxians laugh
and dribble wine down their chins onto their gold-
bedecked chests while they roll ornate dice.

Suddenly, you see something that pours fire into
your blood. Atéthe door stands the Freebooter who
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stole your sword. As your eyes meet, you leap into
action. : '

The Freebooter turns and dashes out of the inn.
+ Giving chase, you knock into a table and have to
~ dodge a drinking glass thrown by an angry Vanian.

On the street, you hear the fleeing footsteps of
the Freebooter. “Stop! Or this time I shall cut you
to ribbons!” you shout. :

He keeps running. You chase him through maze-
like streets and finally corner him in a dark alley
piled high with refuse.

“Tell me where the woman is, and 1 will spare
you,” you say, drawing your sword.

“Rot you, Ratikkan!” he shouts back, = |

L

. E ] 's .
Knowing that he won’t talk until he’s had a severe
thrashing, you have to fight him. You strike first.

SAGARD (LEVEL 3: VL, 271, 92, 4/3)

120] [19] [18] [17] [16][15] [14] [13] [12] (1] [101‘[9]

18} {71161 [5] [4] [3] 2] [1] (Begin the book again.)
N .

FREEBOOTER (LEVEL 2: U0, 211, 311, 4/2)
(6] [5] [4] [3] [2] [1] (You have defeated your oppo-
nent. He will talk in Section 8.) -

If you .ﬂlée,ﬂ you will have given up all hope of
finding Ketza Kota; therefore, you may not flee.
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SECTION 7 ;\ -
Reachlng the Shore

Standing on the beach, you gnmly watch the
Slaver boat dlsappear on the horizon. You grit your
teeth. “I will rescue you, Ketza Kota!”

i

Ketza Kota was not taken easily. A Slaver hes ‘

dead on the sand, the hilt of Ketza Kota’s poniard
protruding from one of his eyes. He looks like any
other pirate on St. Koal: his skin is olive colored, his
clothes are :gaudy, he wears a ring through his
hooked nose, and his scimitar is clutched in one
hand. However, one shoulder is painted with a
distinctive tattoo of an enormous creature crushing

a galleon in one hand.

If you did not get your sword back, take his
cutlass. Tt will allow you to fight at your normal
combat level. Taking a.seat on the shore, you rest
from your ordeal and try to_ﬁgure out what to do. !
Regain 8 hit points. -~ . . :

Slavers cruise the waters of the- Skull Tslands like
wolves in search of fattened sheep. Their origins
range from the Vulzar Kingdom to the extreme
north to Tukotan in the distant south. While no-
body is safe from these merchants of flesh, they

most often abduct able-bodted men and beauhful‘

women.
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Reasoning that Ketza Kota was taken for her
beauty, you can only assume that she is destined for
the harem of a Hitaxian sultoon, or for a kingdom
farther north where captured women—especially
beautiful ones—are forced into unholy servitude.

There are two places where you may search for
the beautiful Slith woman. You can either try to
learn the identity of her dead would-be captor in
the gaming halls of St. Koal (Section 6) or head to

the slave markets on the chance that she was taken
there (Section 13). i

SECTION 8
The Freebooter Talks

The Freebooter lies on the ground, begging,
“Spare me, and I shall tel] you all that you want to’
know.” (Gain 1 experience mark b ‘

“Where do I find the woman you helped to cap-
ture today?” you ask, holding the cold steel of your
sword to his throat. :

“I know nothing,” he says, eyes filled with terror.

“You lie!” you respond, jabbing with your sword.

“They will torture me if ] tell you anything . . ,”

“T'll do worse than that if you don’t.”

“They were; Slavers from the Midnight Reaper. It
s anchored just off shore.” R
° iYou had best be telling me the trut.h, Free-
booter. And you had best stay out of my sight, or I

1l cut you to ribbons.”™ = E S

Shile nozi’s fearfully and slowly crawls away. For a
moment, you consider setting him free from hls
miserable existence, but cutting down l::n unarme

an is repugnant to you, so you spare nim. : ‘
" Armedlivith this information, set out for the Mid-
night Reaper in Section 16.

B .

~ SECTION9
Defeating the Freebooter
‘ j"!! iii:i :i'f
The Freebooter swings wildly, misst;s'you,' and;
bles off balance. Seizing your chance, you |
:fl‘:nr; hf;n -(:md pry your sword from his ha;:o}.-(Reu -
in your sword and gain I experience mark.)
ga;[;syyou regain the sword, the frightened bljlgand
runs to the cliffside and jumps off. Scrambhn.g to
your feet, you watch him hit the water and disap-
pear below the surface in a high geyser. '
Moments later, he surfaces iagain, shoytmg to
you. “We have your woman, Ratikkan fooll” -

i
t

!



Looking down on the beach, you see that a small,
dark-sailed ship has landed on the shore and three
Freebooters are wrestling with Ketza Kota, Heart
pounding, you dash back down the cliffside. As you
run, you realize that the Freebooters are in fact
Slavers, and the attempt to steal your sword was a
ruse to separate you from Ketza Kota.

You reach the cove as the Slavers shove her onto
the ship and sail away. Blood rushing through your
veins, you dash after it.

As you run toward the craft, one of the Slavers,
dressed in gaudy silk, brandishes a cutlass and
Jumps into the shallow water after you. “I, Brahmat
the Barracuda, shall add one Ratikkan to my score
of kills.” ‘

As you approach, he swings the cutlass at you,
misses, and sends a spray of water into the air. _

As the Slaver stands between you and the boat;
you must fight him. '

SAGARD (LEVEL 3: 11, 2/1, 3/2, 4/3)
[20] [19] [18] [17] [16] (15) [14] [13] {x2] [11] {10] [9]
[81 [7] [6] [5] [4] [3] [2] [1] (Begin the book again.)

SLAVER (LEVEL 3: 11, 21, 3/2, 4/3)

(14] [13] [12] (1] [10] [9] [8] [7] [6] [5] (4] [3] [2] {1]
{You have defeated your opponent. Go to Sec-
tion 3.}

If you flee, go to Section 5.

(4

SECTION 10
Fighting the Tehnite

Drawing your sword, you face ofl against the
Tehnite. The barmaid, more terrified by the Teh-
nite than you are, shouts to him, “Thank heav_en
you are here to save me from this barbaric Ratik-
kan!” .

You turn and look at her in stunned surprise.
“What are you talking about?” you ask her.

She whispers to you. “Beat the scum and I am

urs.
yoUtterly confused, you look back and forth be-
tween the Tehnite and the barmaid. The Tehnite
suddenly lets out a deep, bellowing war cry and
charges. He strikes first.

SAGARD (LEVEL 3: U1, 2/1, 3/2, 4/3) '
[20] [19] [18] (17] (16} [35] [14] [13} {12] [11] [10]_[9]
[8] [71[6] [5] [4] [3] [2! 1] (Begin the book again.)

TEHNITE SWORDSMAN (LEVEL 3: 112, 2/3,
3/3, 4/4)

[24] [23] [22] [21] [20] [19] [38] [17] [16] [15] [14] [13]
(12] [11] [10] {9] [8] [7] [6] [5] {4] [3] [2] [t} (When
you have defeated your opponent, go to Sec-
tion 12.) ‘

Flee to Section 14. '
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SECTION 11
' Over the Wall

His companion defeated, the second Tanzulan
guard jabs viciously at you with his spear. Wielding
your sword, you hack the spear in half. The guard
looks at you in stunned amazement, then flees
down the battlements. (Gain 3 experience marks.)

A throng of shackled slaves in the courtyard be-
low cheers. More Tanzulan guards, stationed at
towers on the opposite-side of the battlements, run
toward you. ,

Taking advantage of the chaos, you grab a set of
keys from a prostrate guard and throw them to the
slaves, who begin releasing themselves. |

As the guards near you, you jump from the wall
to the courtyard. A clanging bell sounds, and more .
guards swarm into the courtyard. Freed slaves, us-
ing their chains as weapons, fight their captors.

Using 'your sword as an axe, you smash open the
shackles of many slaves as a battle breaks out. If this
is your first group battle of the Sagard series, read
the rules carefully, because battles involve both
group and individual combat.
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 BATTLE FOR FREEDOM f

, b

You are about to engage ina multiple—force bat-

tle. The battle is fought in consecutive rounds
between the slaves and the guards. ;

First, count the number of guards ‘and ﬂlp for.

each one. The guards kill slaves with a flip of 3or4.

(Cross out one slave for each 3 or 4.}

Next, count the number of slaves left, séﬂd ﬁlp for
each surviving slave. Slaves kill guards with flips of i

4 only.

Before each - round of combat, Sagard has the'

option of individually fighting one guard per round.’
Each time Sagard defeats a guard, deduct one from

the force. In individual combat guards are Level 2 -

ﬁghters w1th 1 hit points. 7, .
' GROUP COMBAT

SAGARD'S SLAVES (10, 2/0,) 3/0, 4/Kill)

[29] [28) [27] [26] [25] [24] [23] [22] [21] [20] [18]

(18] {17] [16] [15] [14] [13] [12] [11] [20] {9] [8).[7] [6]
151 [4} 3] {2] [1] .

©

GUARDS’ FORCE (L0, 2/0, 3/Kill, 4/KilD)
[12] (1] [10] [9] [8] [71 (6} [5] [4] [3] [2] [1]

B -
E

 INDIVIDUAL COMBAT

SAGARD (LEVEL 3: UL, 21, 3/2, 4/3)
[20] [19] [18] [17] [16] [15] [14] [13] [12] [Lt] {10] [9]
(81 [71 [6] [5] [4] [3] [2] [1] (Begin the book again.)

GUARDS (LEVEL 2: 1/0, 21, 311, 4/2}
Guard #1 [11] [10] [9] [8] [7] [6] [5] [4] (3] [2] [1]
Guard #2 [11] [10) [9] [8] [7] {6] [5] [4] [3] {2] (1]
Guard #3 [11] [10] [9] [8] [7] [6] [5] [4] [3] {2] [1]
Guard #4 [11] [10] [9] [8] [7] [6] (51141 (3] (21 1]

If you defeat all of the guards and have ten men
left, gain 3 experience marks and go to Section 18.

1f you: defeat all of the guards but do not have ten
men left, gain 2 experience marks and go to Section
6. Knowing that Ketza Kota is not in the slave pens,
head off to the “pirate” gaming halls.

You may not ﬂee.(



' SECTION12 '
L] ’ . ) ' :
The Barmaid’s Pleasure
| . ! g

Having given the Tehnite swordsman a good

‘t‘hrottlmg, you turn to the barmaid. She smiles.
Oh, thank you, brave Ratikkan, for you have saved
my life.”

Knowing that you have just participated in the
barmaid’s favorite recreation, have taken hit points.
to boot, and, for that matter, have proved little, you
slink off into the night. :

Go to Section16.

y fy [
i ; !

 SECTION 13,
Moonlight on the
Battlements '

" Long agp, the greét Vanian king, Gafagus Rclax,

conquered the Skull and Hydranian . islands and .
thus ruled over an empire that extended from -
Hitaxia on the south to the Vang-Ko River on the

east and the Aerdy to the north.

The reign of Garagus Rex was long‘and brutal,

but his great kingdom soon collapsed. Upon his

i

death, his. seven sons struggled for rule. The out-

come of their fratricidal wars was the Garagian
Federation, seven small states allied in war and in
bitter rivalry in peace.

Throughout the iislands are broken remnants of
Garagus’s rule. One of them is St. Koal Castle. Its
gray battlements look out over the ocean like a
brooding despot. Long out of service, the old castle
was converted into a slave market, and the great
walls, which were once built to keep mvaders out,
now hold people in.

Late at night, after restmg for the afternoon {gain
7 hit points), you climb a tall cliff that leads to the
Vanian castle. Peering up, .you see tall, thin Tan-
zulan guards carrying long spears silhouetted
against the high towers. !

Throwing a cloth-wrapped grapplmg hook to the
top of the thirty-foot wall, you begin your ascent. As
you climb, your feet slip on the crumbling walls and
send a shower of small pebbles clattering to the
ground.

You wait motionlessly in the shadows praying
under your breath that the great god Telchur will
dim the guards’ senses. Fortune smiles on you as
you hear the guards chatter among themselves.

“The slaves . .. they smell and attract rats . . .”

“But we are slaves,” another says.

“We are different. We hold spears.”

With a devilish smile, go to Section 17.
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- SECTION 14

Fleemg the Tehnite |
Swordsman -

|
, Trymg to get yourself out of a stupld ﬁght you
take flight into the !satmy night. The Tehnite
swordsman follows for a while, but his leather ar-
mor slows him down, and in no time you have
left him and his foul curses behind you,
i Gain 2 experience marks for havmg the good
sense to get out of this fight before you were killed,
and go to your destination at Section;lﬁ Py

ey e -

.

. SECTION15 |
Over the Wall |

Knowing that you !are‘ about to be impaled by the
Tanzulan guards, you jump off the parapet. Whiz- -
zing through the night sky, you see only the churn-
ing water below. Desperately, you try to veer closer
to the castle, but the seaward winds bouncing off of
the walls blow you out. ! ;

At the last second, you jab your sword into the
soft rock cliffside, and it sticks. You hang for a
moment, your heart pounding, and then swing
yourself back up to the ledge.

The two Tanzulan guards throw their spears.
Flip, and take 5 hit points for each 4 you get.

Dragging yourself back to the cave you and Ketza
Kota lived in, you rub salve on your wounds and
rest for a day. Regain 15 hit points and set out for
the gaming halls, wheresyou may learn the 1dent1ty
of the Slavers. G

Go to‘Sectmn 6. i_’ o




?SECTIONJ 16
The demght Reaper

A warm tropical rAmn glows through a layer of

lacy mist and onto the purple sail of the Midnight

Reaper, which is anchored just off shore. The ship is
of beautiful design for slaving and pirating. A large
cog, she is propelled mainly by a single large sail
but has oar slots for windless seas. Mounted at the

back of the ship is a fighting tower for combat, and -

another fighting platform is mounted on the prow.

Spotting :a .small rowboat near you, you con-
template two possible strategies. You 'could sneak
aboard the ship and look for Ketza Kota (Sec-
tion 36). -

Or yol }could boldly row! up to the ship and -

declare that you wish: to join her créw, in order to
gain their trust and access to, the ship (Section 23).




SECTION 17
Assault on the Slavers

i ; |
Slowly, you climb up the wall and mount the

parapet. Below you is a throng of slaves from nearly.
every region in the realm: fair-eyed Aerdians, well-,
muscled Tehnites, white-haired and red-eyed Vul-

zars, and dark Tanzulans, Wugas, and Zymbians.

You take the guards totally by surprise; therefore,
. you get three swings before they can respond.

SAGARD (LEVEL 3: I/1, 2/1, 3/2, 4/3)

[20] [19] [18] [17] [a6] f15] [14] [13] [12] [11] [10] [8]
[8] [7] {6] [5] [4] [3] [2] [1] (You have been de-
feated. Go to Section 19.)

TANZULAN GUARD #1 (LEVEL 2: V0, 2/1, 3/1,
4/2)
(14] [13] [12] [11] [x0] [9] I8] [7] [6] [5] [4] [3] [2] [1]

TANZULAN GUARD #2 (LEVEL 2: 1/0, 21, 371,
4/2)
{11] [10] [91 8] 7] [6] I5] [4] [3] 2] [1]

When you have defeated your 0pponents go to
Section 11

If you flee, it means you are jumping off the weﬂ
hoping to land on a narrow c11i¥51de ledge. Go to
Section 5. B f

| SECTION18' '
Assault on the Mdmgbt
o Reaper o

Tanzulan guards ﬂee in all d:rechons Hitaxian
slavers, who-less than an hour ago looked regal in
their lavish gowns bedecked with jewels, now beg
for merey at the hands of slaves. . ‘

Running through the crowd,: you search in vain
for Ketza Kota. She is neither among the living nor
the dead. Coming upon a young woman about
Ketza Kota's age, you beg her: for mformahon about
the girli : i ;

“No girl like that has yet ‘come in here but I
know that the Sultoon ]az.eer has placed an order
for several young women. : :

“Placed an order with: whom'?' you ask .

“The Slaver, Salamar Rabfahd” | ggié ii



“And where is he?” oH

“He has a boat. It is known as the Mtdmght
Reaper,” she says. .

Turning to the anxious crowd, you shout in your
loudest voice, “You have your freedom!” -

They cheer with a bubbling frenzy as you con-
tinue speaking. “Now I intend to help you keep it.
Let us take control of the Midnight Reaper and sail
far away from here!”

A thundering roar of approval greets you. Lead-'

ing the crowd, you charge through the streets of St.
Koal and off to the docks. The thrill of victory and

the aid of a Wuga witch doctor heal your wounds, -

(Gain 16 hit points.) 3
Reaching the docks, the teeming crowd searches

for the M 1dnight Reaper. Finally, a toothless Gyptic

shouts to you, “Thar she be!” :
Just off shore, 2 warm summer moon shines
: ; . i i 1
i N 5

i !
i i

C
b

through a layer of tropical mist and onto the Mid-
night Resper. The ship is of beautiful design for
slaving and pirating. A large cog, she is propelled
mainly by a single large sail but has oar slots. for
windless seas. Mounted at the back of the/ship is a
fighting tower for combat, and another ﬁghtmg
platform is mounted on the prow. -

Seeing the galleon, you motion to the cr(rwd to
swim to the shipiand board it. THe next} few mo-
ments are a flurry of activity. -All of the survivingi
slaves swim with the heightened energy of newly
begotten freedom.

A pirate guarding the ship lets out a call of alarm,
but before he can raise his cutlass a captured Tan-
zulan spear pierces him in the chest. Freed slaves

board the ship like a swarm of ants, some shinnying |
up the ropes and lettlng down rope ladders to the '

others. = | i» ;.l
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As you board, an eformous man steps onto the
deck. His robes are of an ornate silk, and his turban
blazes with the light of a blinding jewel. He scowls
at you from behind a curved mustache as he pulls 2
two-handed cutlass from a wide sash.

“If you are to take my ship, you must kill Salamar

Rabfahd first,” he says ina husky voice tainted W1th
a Hitaxian accent.

“Gladly,” you say, pulhng your sword. “But be-
fore you die, tell me where I can find Ketza Kota.”

“I know of no such creature,” he responds.

“Your men kidnapped her this afternoon.”

“Ah . . . A beautiful wench she was. She'll be in
the hands of the Sultoon Jazeer shortly.”

“Then I shall have to make quick work of you!”
you say, moving in on the massive pirate.

In moments you are locked in deadly combat. He

will be a tough opponent, but if you take him the . .

Midnight Reaper will be yours. You strike first.

1

SACARD (LEVEL3 1/1 21, 3/2, 4/3)
(20] [19] [18] [17] [16] (15 [14] (13] {12} [12] [10] [$)
[8] {71 [6] [5] [4] [3] [2] [x] (Begin the book again.)

RABFAHD (LEVEL 4: VL, 2/2, 3/3, 4/3)
(18] [17] [16] [15] [14] [23] [12] [11] [10] [9] [8] [7] [6]
(51 141 [3] (2] [1]. (You have defeated your oppo-
nent. Go to Sectlon 20, ) : -

You may nat ﬂee Salamar Rabfahd



. : ook
H I A
] | i

| SECTION 19« 1 -
Defeated by the Tanzulas

The last thing you see is the flash of a Tanzulan
spear, and then darkness descends on you. For days
you fade in and out of a murky twilight. Faces
appear and disappear in front of you. Some of them
are the kindly faces of other slaves; others are the
hard, cruel faces of guards. You lose your sword and
treasure. _ . ! Lo

In a vague haze, you see {a"familiar hook-nosed
face peering down on you. It is the Freebooter you
fought on the cliff. “I know that man,” he mutters.
“I fought him while the others captured his woman
for the Sultoon Jazeer. A pretty harem girl she will
make.” S ; P A

Even in your stupor, your hackles rise. You'try to
grab the man, but your arms, still weak, fail to

reach him, _ i
. t t i

i bl
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Days pa:ss, and gradually you come to realize that s
vou are in the slaving pens. As your strength grows, '
;zou test the steel chains that hold you, but they are

ch too strong. ‘ :
ml;‘inally, whegn your' strength has grown suffi-
ciently (regain all hit points), your new masters put
you up on the market blocks, where bug.;ers‘ bid on
;fOU. In the first afternoon, a massive H1tax1an‘ pri-
vateer employed to discourage sea trade, wearing a
turban and elaborate robes with a long cutlass at his

steps up to you.

sa:“:‘};, wil%) talfe hi):n. He will make’ a good galley
slave.” - o .

As the pirate and the Slaver haggle over a price,
fire burns in your chest, but you conceal it because
your only hope for freedom is to escape from the
Slavers. o o o

Thus begins your life of slavery. Go to Section 30.
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i SECTION20
. The Cutlass: |

| .
Mortally wounded, Salamar Rabfahciiicirasheﬁ; to
the deck, shaking the timbers of the ship. There isa
moment of silence as you bend down and take his
cutlass. 1 g P -
Rabfahd’s cutlass is a powerful weapon. Any time
you use it you gain, 2 extra hit points per. swing.
Therefore, i you would, normally do 1 hit point.of
damage, you will now do 3 hit points. However, the
cutlass will, always miss. (do, no damage) when you
flipad.. ' b : : ‘
Wiping it off, you hear flecing foétsteps ianld see
several other Slavers run onto, the deck and dive
over the side of the ship. iy
) Letting out:a loud guffaw, you ¢all to yir.;ur |drew,
Let us sail south, for 1 have a score to settle with
the Sultoon Jazeer!” (Gain 4 experience marks for
your victory.} ‘
Assembling a crew of experienced slaves, 3;0u set
sail into the velvety night. For two days you sail
southward toward the Crimson Sea. (Regain;all hit
pOil’ltS.) } . i ; o
Go to Section 28, .

©

- SECTION 21
Treasure on the Isle'of
Dread =

Upoﬂ hearing this story, the pirates\e}'fe you sus-
piciously before a lanky young sailor steps forward.
“I have heard tales of treasure on the Isle of Dread.”

“But why should we believe you know where it
is?” another pirate asks. ‘

As the pirates step toward you, you respond,
“Why would I lie to you? You will cut me to shreds
if we reach that island and there is no treasure.”

For a tense moment, the sailors mutter to each
other. Sweat breaks out on your brow.

Then, spontaneously, they charge up to the cap-
tain’s cabin. You, hear loud growls and thuds as the
captain fights his fate.:As strong as he is, he cannot
defeat so many men. He is dragged from his ham-
mock to the side of the ship and dumped over along
with his first mate. |

You reach the deck as the gigantic captain hits the
water, letting out a string of curses. “I will have
revenge, Sagard. I will have revenge!” As the voice
dies away, a chill goes up your spine.: = _

Note that your crew is composed of pirates and go .

to Section, 28. T
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- f SECTIONIZZ :;:;;E 5 ;: i;:’
Fleeing the Gnarled Pirate

L i ‘ P
The Gnarled Pirate takes a'vicious swipe at you
with his cutlass and jars your sword fromyour hand.
Sensing certain death, you turn to flee but don’t get
far before you feel a sharp crack on the back of your

head. You black out as you tumble to the deck.
When you awake, you discover that heavy chaihs
bind your timbs. When your vision!clears, you dis-
cover that you are chained to the slave galley along

. with several other sweaty prisoners.

For days you sit in the steamy galley while the
ship is at dock. Now and then, surly pirates bring
you cups of obscene-tasting stew, and slowly 'you
regain all of your hit points. Lose your sword and
go to Section 30. ‘ : ‘ '

. ;
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Joining Rabfahd’s Crew

* Co e . ; o
Paddling the rowboat to'Rabfahd's ship, you let:

" outa bellowing call, “Let me aboard!” : *
In moments, three husky: pirates peer down at .

H i ‘.:U? i . o
T : ‘ P
i N
; H [ i
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you. “What business do you have aboard the Mid-
ight Reaper?” : | ‘=
mg‘l wis.hpto' joint the crew, and you would be well

advised to take mel” . :

The three men laugh loudly and toss down a rope
Jadder. As you climb the rope ladder, they shake it
wildly in an attempt to throw you off, but neverthe- |
less you reach the deck, 7 i

The captain of the ship, a giant, looks df)\:f;n on
you with ill-concealed scorn. “You want to join my |
crew, do you? Then youll have to fight for the
chance.” He motions to one of his crewmen, a tall
Fexian dressed in crimson with a mouth of rotted
teeth and gold. | . o

Flip to see who strikes. first. Even means you
strike first; odd means the Gnarled Fexian Pirate

strikes first. ., | S (R i
SAGARD (LEVEL 3 V1, 2/1, 3/2, 4/3)

(20) [19] (18] {17 [16] [15] [14] [13] [12] [11] [10] [6]
(8} [7] [61.05] (4] [3] [2} [1] (Begin the book again.)

FEXIAN PIRATE (LEVEL 2: 10, 21, 371, 4/2)
[16):(15] [14] [13] [12] {11] [10] [8] [8] [7] {6} [5] [4]
[3] [2] [1] (When, you have defeated your oppo-
nent, go to Section 24.} . . ..

Flee to Siaétion 92,

t



iSECTION24 | -
Beatmg the Fexian Pn-ate

iThe Fexian Pirate is sprawled on ﬂle deck (Cam
. 1 experience mark.)

Rabfahd peers at you w1th rmxed susp:clon and
admiration, “Rarely have 1 seen 2 man fight with
such deadly efficiency,” the pirate captam says. “I
could use a fighter like you on my ship.” -
- "One of his mates steps past you, picks up the
Fexian Pirate’s carcass, removes his shiny gold
teeth, and throws the lifeless body over the side.
“And you'll need another crewman. i

“I'M join,’
food is better.”

The Hitaxian pirate iets out a Bellowmg liugh’

“You will join on my terms. For your other choice is
instant death.” ' U
Go to Section 25. - s ‘

you say, 1f the pay is good and the

| SECTION 25 11
Sagard the Plrate _" .

A brisk ocdan breeze catcfles the 'skull—embla—
zoned sail of the Midnight Reaper, and the great!
craft is carried out to sea. For the first several days,
you watch closely as the sailors go about their busi-
pess. You quickly learn the skill, thus concealing
your inexperience at séa., (Regain all hit points.)

Late one night, as the/pirates sleep, you inspect
the ship. THere are no slaves to be found except for
the galley crew. Approaching the first mate, you ask
where the slaves have gone, and you are told that
they were sent on to Tabu-Bel-Abu, the main sea-
port of Hitaxia. Somehow, you must get there. :

Fortunately, fate intervenes to help you. Keeping |
your ear peeled for | thenscuttlebutt .youw hear rum-’
blings of discontent among the crew. It seems that |
Salamar Rabfahd has been cheating his men.- g

1 l oy, - ix:
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One morning, a Medigian freighter is spotted. It
is a slow, lumbering craft, and the men are anxious
to pirate her. However, Rabfahd declares that the
craft is not to be attacked.

Bitter rumors spread among the crew like wdd-
fire. Some say that Rabfahd has turned coward,
while others say he has struck an agreement with
the Medigians and that they are paying the pirate
not to attack their ships.

As the sun goes down, you sense that the mo-
ment is ripe for mutiny. Calling several crewmen
together, you prepare your speech. The right
speech can provoke a mutiny. One wrong word and
they will turn against you.

As the pirates secretly gather, three modes of
persuasion have crossed your mind. You consider
appealing to their greed and telling them of a myth-
ical land of treasure in the Crimson Sea. You could
appeal to their anger with the captain, claiming that
you will give them a fair share of the booty. Or you
could simply tell them the truth about Ketza Kota
and hope that out of sympathy they will join your
quest.

All of the approaches are nsky and yet all of them
have their merits. As the throng of fractious pirates

gathers beforé;y(")ﬁ, y(!){.ll ﬁmstrii)ick one of the three
followmg speeches: . |

1. “Hear me, mates! I have it on good informa- ; i
tion that Captain Rabfahd has not;only cheatedus - |

on our booty, ;but he has also gone behind our backs -
to accept money from certain countries to spare:
their ships. We can take no more-of this treachery! I
say we grab the captain while he sleeps and throw!
him overboard!” (If you want: thls option, go to,
Sectlon 27.) ooy 5 ‘
2. “T must tell all of you the truth about why I
have become: a: mate on this ship. Days.ago, a dear
friend of mine was kidnapped by slavers and taken
in one of Rabfahd’s boats, to, Hitaxia, I have come

aboard to get her back. I will put an end to Salamar -

Rabfahd’s reign of terror Join me, men, and we
shall clean the Hitaxian scum from;the sea.” (If you
want this option, go.to Section38.) ... - ;

3. “I have it:on good information that there is
treasure to be.found on the Isle of Dread.i A hoard
of treasure greater than the imaginings of any man!
And should we find that treasure we shall alt be rich
and retire :to: luxury forever. Let us throw this
scoundrel Rabfahd from his ship a.nd get on with |
our hunt.” (Go to Section 21. ) *-




'SECTION 26 '
Carcass Overboard

The Gnarled Pirate is stretched across several
stolen casks of wine. (Gain 2 experience marks.) .

Turning, you prepare to depart the ship when
you come face to face with the enormous Hntaxlan
pirate and two of his mates.

“Rarely have I seen a man ﬁght w1th such grace
and power,” the pirate says. “I could use a good
fighter like you.” ; - ;

One of his mates steps past you, picks up ‘the
lifeless Gnarled Pirate, and throws his carcass over
the side. “And we’ll need another crewman.’

“I'll join your crew,” you say, “if the pay is good
and the food is better.”

Salamar Rabfahd lets out a bellowing laugh, * You |

will join on my terms. For your other choice is
instant death.”
Go to Section 25. |

1" bcTIoN s ] -
Topplmg the Unfalr Master

“And how do we kno»U that you w111 be better'?”
one of the men shouts. : | |
“You have my word!” you respond. -
“The word of a pirate is nothing,” he shouts back.

Insults ‘bounce back and forth on the deck like!

stray sparksiin‘ a tinderbox, and in' moments a lively
fight breaks out in the hold between those who
support you andithose who are against you. Fists
crack into jaws, £lbows thump mto stomachs, and
loud curses fill!the, air: o SR

Suddenly,. the massive ﬂgure of 'Salam‘ar Rabfahd
fills the doorway, and his bellowmg voice quells the,
melee,, “Silence!™: ;

Loofqng you'in the eye!
cutlass, Rabfahd calls'to you, “Let us settle this, as
men! You and I, lad,. shall duel to the death ' To the
winner, goes the ship.”: n i




You must fight Rabfahd. Flip to determine who
goes first. Even means you strike first; odd means
he strikes first.

'SAGAnD (LEVEL 3: 1/1 21, 3/2 4/3)

[20] [19] [38] [17] {16] [15] [14] [13] [12] [11] [10] [9] .

(8] [7] [6] [5}: (4] [3] [2] [1]} (Begin the book again.)

SALAMAR RABFAHD (LEVEL s, s, 3]
4/3) . .
[23] [22] [21] [20] [19] [18] [17] [16] [15] {14] [13] [12]
(1] [10] {93 [81 [7] [6] [5] [4] [3] [2] {1] (When you
have defeated Rabfahd, go to.Section 29.)

. BRE
Death awaits you if you attempt to flee.

r T
i

Ad%enture on thé o
Cnmson Sea, ©

" R (R R

Though t'ne Crimson Sea; nught be aptly named
for the bloodshed that has occurred in it over the
centuries, it actually takes its name from the red
seaweed that grows in its shallower depths and dyes
the water blood-red in parts. Many are the horrify-
ing rumors, of mousters believed to dwell in this
ocear. ,
At thls pomt make sure y'ou have noted the
constituency «of your crew; for your voyage will take
on very different aspects dependmg on who your
crew is.

i t

the Sagard status chart and ‘go to Section:37.

If the crew is composed of pirates who have muti- e

nied, note that on the Sagard status chart and go to;
Sectlon 32 T

If your crew is: composad of slaves, mark that on :



SECTION29
The Death-Dealmg Blow

Salamar Rabfahd, covered in hlS own blood
stares at you. A hideous light grows in his eyes, and
his stength seems to return. Raising his two-handed
cutlass, he prepares to strike at you, but before he
delivers a death-dealing blow his body goes, rigid
and he crashes to the deck.

The crew members, even those who had’ v;hﬁed
you earlier, cheer. (Gain 4 experience marks and
regain all your hit points.)

Placing one foot atop the captams hfeless body,
you proclaim yourself captain. “Now, men, we shall
strike at the heart of Hitaxian shipping and make
ourselves wealthy. We shall sail to the Crimson
Seal”

Before throwing the plrate captain’s body over-
board, you take his mighty cutlass.

Rabfahd's cutlass is a powerful weapon. Any time
you use it you gain 2 extra hit points per swing.
Therefore, if you would normally do 1 hit point of
damage, you will now do 3 hit points. However, the
cutlass will always miss {do no damage) when you
flipa4.

: i
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Note on your status chart that your ‘ctew is com-
posed of pirates and go to Section 28,

ooy ! ; o
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SECTION 30 =
Sagard the Galley Slave

' Ny

For days, the soft:clanking of your leg-irons rat- |
tles in your ears. You were not made to be a slave,'
and you find the task disgusting. You plot jumping
the first mate, who holds the keys to your shackles.

Each night, when the others have fallen asleep,
you work the rusty bolt that fastens your chain to
the ship. For the first several days, it stubbornly‘
resists your efforts, but finally the bolt snaps and
you can break loose whénever you want Now you
must find the right time. 3 ¢

An old, gnarled Fexian deckhand is on watch As
he steps:back and forth, his cutlass.dangling from
his belt, you contemplate jumping him, If you want
to do so, go to Section 33. If not, continue reading,
but remember that you cannot turn back.

A day passes, and you carefully observe the
movements of the crewmen. On the following eve-

P i i
3 : i . ; .
H ! : ‘
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| fellow, jcruises
down the ‘row and whips the.men. “Work harder,

T
i

ning, tHéﬁi‘st, mate, a éwaggerlng

you lazy cuss!” o : T
As be comes to you, he looks at you with a
particularly nasty grin. “Now, Ratikkan. ‘dog, will
you row or must 1 whip youé harder?” His lash
strikes your back, and you receil in: pain. Anger
swells in your heart. - & . N
At dawn the following morning, Salamar Rabfahd
steps down to inspect the ship. “Today we must sail
far; thus, I demand that you work to your limits.

Any man lagging behind will be cast to the seal” .
- As he passes you, his eyes light up. “This man’s
shackles have come undone. Seize him imme-
{diately.” o E ¥ T
~ Springing up, you attack the captain. Your first
move is to attempt to pull the cutlass from his side.
Go to Section 44. o oy
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. . SECTION31

Y o W S i i j
1 On Treacherous Reefs =

i

Through t'he(night, winds and currents throw the
Midnight Reaper around like a leaf in the wind. :
Even your most experience&&aﬂors“;;;ﬁe seasick.
! T Pogon |

R
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' .

Many times in the crashing surf you see the h.ull
arrowly miss enormous rocks, but on the following
nmorning the sun rises in the east and the seas are
alm- G : o c
’ Return to the map in Section 39 and aim your
ship away from shore. o |
o i 1 !
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. SECTION32 .
A Voyage for Plunder
~and Treasure

f

Take ai q'uickglance at the map in Section 39. '

Since the mutiny against Rabfahd, the scurvy pi-
rates have viewed you with great suspicion, mutter-
ing mutinous words under 'their breath. i
Also, you are plagued with talk of buried treasure
on the ISIe OfDread- P '( ; s ) :
Therefore, if you wish to avoid mutiny, you must
do two things: explore the. Isle of Dread before

going to Hitaxia and attack every Hitaxian galleon

that you come upon. © !
Go to the map in Section 39.

P
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10 ISECTION33 |
- Fighting the Guard '

. As the old pirate nears you, you grab him before
he'canigo for his cutlass.; With the element of sur.
prise as your ally, you slam him in the face, and the
two of you begin fighting. As you are not armed

vou fight at one level below your normal comiba;

¥ i

;Ievel.. You strike first. - - R
i o T T
H o T L
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'SAGARD (LEVEL % 10, 91, 8, 4j8) ' 1"

120] (19] [18] [17] [16} [15] {14] [13] [12] {11] [10] [5
(1761151 [4] [31 [2] (1] (Begin the bool]ti[lgﬁ]tu!l;

i [ ; [ B
4 i

P e .
GUARDI(LEVEL‘I;W, 20, 371, M)if ey b
[10 I8}, [8) [7] [6] [5) {41 [3],[2]; 11 i(¥ous have

| defeated the Guard: Go to Sectionial.) @ |
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You may not flee. . |, . b i
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U SECTION34
Battling the Pirates '

As the pirates thunder down the stairs, you set
the galley slaves free. This will be a multiple-com-
bat battle, soiread the rules carefully if you haven't
done this before. : | ’

You are about fto engage in a multiple-force bat-
tle. The battle is fought in. consecutive rounds be-
tween the galley slaves and the pirates.

First, count the number of pirates and flip for
each one. The pirates kill slaves with a flip of 3 or 4.

Next, flip for each surviving slave. Slaves, casting
off the yokes of their past masters, kill pirates with
flips of 3 or 4. '

]
B

Before each round of combat, Sagard has the
option of individually fighting one pirate per round.
Each time Sagard defeats a pirate, gain I experience
mark and deduct one member from the force. In
individual combat, pirates are Level 2 fighters with -

i

13 hit points.

i
i




| L GROUP’ COMBAT

F’Il}!t[\TES FORCE (yo 210 sfmu 4iKill) L

18] [17] [16] [15] {14] [13] [12] [L1] [10 9] [8

[5]1 [4] {3] f21 001 : ' ][ 1 [6]

. SARGARD’S SLAVES {vo 2/0 :mc:mi 4fKill)'
[31] [30] [29] [28] {27} '[26 ] [25] [24] [23] [22] [21]
[20] [19] [18] [17] {16] [15] [14] [13] [12] [11] [30] 8}
(8] [7] [6] [5] [4] [3] [2] [1]

i . 'INDIVIDUAL COMBAT \

* SAGARD (LEVEL 3: UL, 211, 32, 4r3) -! e
[20] [19] [18] [17] [16] [15] [14] [13] [12] (1] [10] [9]
18] [7] [6] {51 [4] [3] [2] [1] (Begin the book again, ) a

PIRATES (LEVEL 2: 1/0, 2/1, 311, 4/9)
PIRATE #1 [13] [12] [11] {10] [9] [8] [7 i
ol B [91(81[7] [6] {5] [4]~
PIRATE #2 {13] [12] {11] 10] (971 [8][7
@ i [ ][}[][][6][5 [4]
PIRATE #3 {13] [12} [11] 10 9 8
o 121 I [ [ ][ ][7] [6] (51 [4]
¥ you defeat all of the pirates, reéam E;Hl '0 h t
points, mark the crew type as slaves on theySZ;ar:l
status chart and go to Section 28, :
You may ﬂot flee. L s;i

i
H

SECTION 35
Defeating Salamar Rabfahd

Salamar Rabfahd"érashes to the deck of the ship.
(Gain 3 experience marks and regain alliyour
damage points.)

Not wasting an instant, you cut the cthelJ galley
slaves free. Arming themselves with their chains, |
they scream through the ship, beating the plrates as
they sleep. Though you shout at the top'of your
lungs for them to stop the brutal fighting, they
carry out their carnage until not a 51ngle pirate
survives.

Reaching the deck, they cry in.unison for you to
be their captain. Raising your sword, you vow to sail
into the Crimson Sea, where you will find them a
home. Mark the crew type asislaves on your Sagard
status chart.

You have, iRa’ofahds cutlass It is a powerful
weapon. Any time you use it you gain 2 extra hit
points per swing. Therefore, if you would normally
do 1 hit point of damage, you will now do 3 hit
points. If you flip a4, however, you have missed and
therefore do no damage to‘your opponent

Go to Section 28. ‘

H 4
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1 ISECTION 36
Sneakm ‘Aboard the
M;dngbt Reaper |

Paddlmg up to thei ﬁghtmg shlp, you hear the

loud, rhythmic snores of the watchman from high !

up on the crow’s nest. Making as little noise as
p0551ble,= you make youtr way to the anchor chain,
which holds the enormous craft to the bay. . |
The sh:p is dark except for a flickering light in the
captain’s quarters. Peering through a small window.
to his cabin, you see a massive thaxian playmg
cards with a scruffy lot of men. :

Creeping past the cabin, you stép below -deck to |

the galley, where s[ave oarsmen sleep chained to
their seats. i/, i ) o

You, cross - quletly through" the CTEW'S: bunkmg“

area, where a pair of drunken pirates snore loudly. !
Taking a stair downward,:you find yourself in; the)
hold. The gentle lapping of waves and creaking of
the ship’s timbers are the only sounds. Ketza Kota is
not aboard the Midnight Reaper. |

Suddenly, there is a flash of llght and an oil lamp
begins to bumn. In the dim lightiyou see a gnarled
Fexian pirate with a long gash down his face and a
black hole where an eye once m -

i
1
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- “And what might you be doing aboard this- ship, ;“‘ ! SEC’I‘iON37 : : y
" laddy?” he asks. ' phoes '

. t SR : P .
Before you can respond, he answers his " own S earch for'l aNeW Home_ ;
question. “Trespassing aboard Salamar Rabfahd’ e SRS ;

vessel can only get you one thing: dead!” With that,
he charges you with his cutlass. Flip to see who
strikes first. Even means you strike first; odd means
he strikes first. S

IR O T S RSP DV
Take a‘q:{{iti:lé glance at the map in Section 3‘59. 'It‘ilus "
is the Crimson-Sea.' You have, two goals in this ' |
voyage. First, you must find a homeffor the slaves
on one of the islands on the map. Second, you‘mus;
go to Tabu-Bel-Abu (on the lower left-hand side of |

SAGARD (LEVEL 3: 11, 2/1, 3/2, 4/3) the map), where you will search for Ketza Kota. -

(20] [19) [18] [17] [16] [15] {14} [13] [x2] [1] [10] [9]

. vovage in Section 39.

[8] (71 [6) [5] [4] [3] [2] [1] (Begin the book again.) B e T
o ! R RN T I S PR
GNARLED PIRATE (LEVEL 3: U1, 24, 3/2, 4/3) h i it .
[17] {16] [15] [14] [13] [32] [11] [10] [9] {8] {7] [6] [5] ERENS hop ) '

[4] (3] (2] {1] (When you have defeated your oppo- :
nent, go to Section 26.) |

- Flee to Section 22.



: !
Lo

' SECTION38
For' the Maiden Ketza Kota

Finishing an emotion-filled speech on the loss of
Ketza Kota, you await the crew’s response. It is not
long in coming. As one, the crew erupts in a volley
of spontaneous laughter. The laughter quickly turns
mean, and they converge upon you with menacing
intent. You try to draw your sword, but after a
heroic struggle they wrest it from your grasp and
raise you high into the air. ‘ g

Squirm and beg as you might, you cannot eséape
the muscular pirates as they carry.you to the deck
and toss you into the murky sea.

As the Midnight Reaper vanishes into the night
you look around for a nearby island to swim ‘to?

There is none. By morning you shall be food for the
fishes.

Begin this book again.

L

H
o . o i
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. SECTION39 -+

The Crimson Sea i

Beford rBadihg this section, turn to the map of |
the Crimson Sea. Then come back. - ¢ -

Sailing oni the Crimson Ses is very simple. In
order to sail, draw an arrow from the hex you are in
(shown as the starting/point on map) pointing to the
hex yon want to go: to. Because of the tricky winds
and currents of the, sea, your ship may be blown off
course. The winds and currents are simulated by
flipping the pages before moving.

After drawing the arrow to:the hex you want to'go
to, flip the pages. I you flip a 2 or a 3, you go to that
hex. If you flip a1, you go to the hex counterclock-
wise (to the left) of the hex you are aiming at. If you
flip a 4, you go to the hex clockwise (to the right} of
the one you are aiming at. This' may, cause you to
enter the same hex more than once. o

T B
Arriving in the new hex, pick the hex youwant to
go to, flip again,jiand repeat ‘the:process, Keep -

repeating the process until you land on a lettered
hex, and go to the section indicated on the legend.
In that section, you may run into combat, and the
rules for those battles:will be explained there.

i I ERR - i oo H
: . A v H E '

|



At no time may you leave the map or point your
ship in a direction that might take you off the map,
Also, you may not sail onto land. If your flip itakes
"you onto a land hex, you are shipwrecked. You may
only land safely in a port. Once in port, you, may
either venture onto the land, repair your ship, or
both. - : .

- You may not go to port on the same island twice.

Bearing in mind that the Crimson Sea is filled
with hostile Hitaxians, treacherous jutting rocks,
and vicious creatures, sail very carefully, Turn to the
map for your voyage on the Crimson Sea. -

i ' i‘
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Section 53

TamEgOR R

Shipwr;éck on the Isle of iGold:iéé

: !Legéind” ,,;Hs
s ¥
Section 80 !
Section 54 + .

, 1| 'Section 95
1) Section43

Section 43 :}
Section59|_;:‘ ;
aSectiontlﬂ";i;& ‘-“!
Section 54 !é s

that land: .

i

Section 71 .
Section 52

1 : Section 93
. O Section 69 .
© 4 ¢ iP Section 46 .

If your ship runs into 2 hex containing land, go to
the shipwreck section for

;! Sectii:on 48

Shipwreck on the Isle of Hope:,  Section 57
Shipwreck on the Isle of Dread: .y Section 51
Shipwreck on the Isle of Despair:.. Section 61
Shipwreck on Hitaxian shore: . ' Section 53

) §-|! 5‘1?51’
If your ship

lis surik, o to Section 66. | -, -
T Y

Ship 'Hit, Points
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- | SECTION40
The Phantom MlSt

Your senses tingle as the M. idmght Reaper passes
through a misty fog which seems to hover over the
ocean like a curtain of death. Anything could Hide
in the mist, which brings with it a deathly silence.

You must flip the pages each time you go through
a hex of mist. If you flip a 1, go to section 93; if you
flip a 2, go to Section 52; if you flip a 3, go to;Section
71; and if you flip a 4, go to Section 42,

b P

SECTION 41
Flying Fists | |
A roundhouse blow knocks the Guard flat on his
back, and he tumbles across the deck. (Gain 1 expe-

rience mark.)
The sounds of your fight have awakened not only

&

the galley slaves but also the pirates above, and you

hear rushing footsteps.

Flip the pages. If you get al or a 2, keep reading.

If you get a 3 or a 4, go to Section 34.

Before, you can release any of your comrades, two
pirates charge into the galley. Because you now
have a cutlass, you may ﬁght them:at full strength.

You strike first. . : ‘ ; j
- : \ ‘
H :w..;ﬁ [ i A i

SAGARD (LEVEL 3: V1, 2/1,3/2, 4/3) !

(20] [19] [18] [17] 126] {15] [14] [13] {12] [12] [10] [9]

(8] [7] [6] [5] 4] (31 {21 (1] Begm the book again. )

PIRATE #1 (LEVEL 2: 10, zn 30, 4/2)
[} [8] [71 [6] {5] [4] (3] [2] 11

PIRATE #2| (LEVEEE lIO 2!1‘ ‘3/1‘ 4/2) ‘ :
61 (51 (4131 211 I

If you defeat your opponents gam 1 expenence

mark and go to Sectmn 34

You may -not ﬂee!.,_ ,: -
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" SECTION42
Fearful ‘Voyage Through
the Mist .

'I'he Mtdmght Reaper dn&s,.slowly throughu the
mist. The men aboard your ship;, though tough as
nails, grasp tightly the strange religious items that
hang from their sunburned necks as the curtain of
: fog drifts past.i - ;| Ly

Strange. sounds of dmwned screaxns catch your
ears,.but there are no assaults on your ship. |

Conscious of the horror you are headmg into,
return to the map in Section 38 and flip again. You
have made it through one thex of the mystenous
mist. | i !

Go back to the: map and keep saﬂmg

,:.-_.}* T

SECTION 43 o
Ghost Currents |

A stiff curl'ent, like a' giants hand, pushes the-
Midnight Reaper toward the shallow reefs off the
Isle of Despair, where you see vaguely human
shapes running in and out of the jagged palm trees
lining the wcoast. i :

Though you cannot see them clearly, a tinge of
fear creeps up your spine, made worse by the grim
assessment of an old salt who stands beside you.

“Even the Hitaxians shun this blasted island.
They say it’s a graveyard for:demons.”

Flip the pages. If you flip a1 or a 2, go to Section
61. H you ﬂlp a 3 ora4, go to Sectxon 3L

; I
‘ o |

l
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o i SECTION “
Flght with the Captam

]umpmg from lyour seat, you knock thec captain
backward. As he tries to regain his balance, you
pull his enormous two-handed cutlass fromt lns
sash. }
Rabfahd’s cutlass is a powerful weapon Any time
you use it you gain 2 extra hit points per swing.
Therefore, if you would normally do 1 hit point .of
damage, you will now do 3 hit points. However, the
cutlass wil] always; mi.s‘s (do no damage) when ycm

rﬂ:pa4 s SRR

©

As you IJErepare to do battle with Rabfahd, l.1é
demands a cutlass from one of his men and gets it.
You strike first. | 3

SAGARD (LEVEL 3: VL, 2/1, 3/2, 4/3)
[20] [19] [18] [17] [16] {15] [14] (13] [12] [R%] [10].[9]
(8] [71 [6] [5] [4] {3] [2] [1] (Begin the book again.) ;

SALAMAR i&BFAHIf (LEVEL 4: 1A 22, 33,
4-/3) i

f22] [21] [20] [19] [18] [17] [16Y [15] [14] [13] [12] [11}
[10] [9] [8] [7] 6] [5] [4] [3] {2] [1] (When you
defeat Rabfahd, go;to Section 35.) ‘

You may not fleé Salamar Rabfahd.

; P
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. SECTION45.
The Hitaxian Fort

Aﬂer battlmg a ﬁeroe wind and dr:fhng shghtly
off course, the pilot tries to right the ship’s direc-
tion. Suddenly, the man in the crow’s nest shouts-a |
cry of alarm as a sizzling ball of fire passes over tha
ship and splashes into the water next to you.
Wheeling around, you see the jagged battlements
of a Hitaxian fortress on a distant cliff.

You must get away from the fort before the Hitax-
ians turn the Midright Reaper into firewood. In
order to do so, you must flip a 4. The Hitaxians,
meanwhile, fire on you. Combat against Hitaxian
catapults works like:land combat. At each turn, you
flip to flee the fort and then, if you were not suc-
cessful,g the Hitaxians fire at your vessel.. :

I S 'Ei.|{i

HITAXIAN !CATAPULT FIRE (1/0, 210, 3/1, 4/4)
(When you have escaped, mark any damage given
to the ship and go back to the map in Section 39
and sdil away from the Hitaxian fort.)

el
I
f R

MIDNICHT REAI’ER

[30] [29] [28] [27] [26] [25] [24] [23] [22] [21] {20}

(18] (18] [17] (16] [15] [14] [13] [12] [111 [10] 19] [8] '

[7] [61.15] [4] [3] [21 [1] 1 !
o



! SECTION 46
Port on the Isle of, Gold

. The se’thng sun casts an orange glow on the white
; sand beaches and lazily tilted palm trees of the Isle
of Gold. Dropping anchor, you. stare out -atithe
island, wondering why .no settlements have been
built on a place 50 beautiful. Gain 2'.experience
marks for successfully bringing the shiip into & port.
A wizened old sailor, his face lined by the beating
‘sun and stinging winds. of the sea, mutters to him-
self. “A place could only be: 50 beautiful for one
'reason: to conceal a great evil.” AT
. If you want to: make repan's' on the Mzdnight
'Reaper do so now. Flip the pages! multiply. the

number you get by 4, and restore; that number of

hit points to your ship. =~ - . - SRR &
After making repairs, you may e:ther set sail {go

back to the map in Section 39) or grant your men

shore leave on the island (go to Section 49). : :

| T SECTION 47 :?:._!zf |

Pamck'etf You; and yodr Survwmg men flee
through the island. The tropical plants, which were *
beautifol ini the fading sunlight, have turned to
razor-sharp. cutting leaves in the moonlight, and
everywhere you see hideotis crawling: crustaceans
crashing through the thick undergrowth in pursuit.

Paddling as quickly as you can, you and your men
make it to the craft as the grotesque creatures crawl
into the water. -« = |

In fevered haste and w1th a smaﬂer crew, “you
prepare to sail. As grasping claws probe the side of
the ship, you float off the sandbar and into the
moonlit sea. iy

A few itough whacks' Of your smrd cut the last
clawing demon off the ship. Your adventure;on‘the
Iste .of ,'Gold is behind you (Gam i1 experfencei
mark.) i

You would be we]l adv‘xsed to makeg haste for port
on the Isle of Hope;: where 1t is mmored that there
are available sailors.. .0

Return:to the map in Sectxon, 9 and begm *sa:lmg ;
from where you leﬁ oﬂ"' Lo '




 SECTION 48
Phantom Reefs

Relying on memory, the old navigator aboard:the
Midnight Reaper winds through the treacherous
reefs of the Isle of Gold. For several hours, the
voyage goes well despite the fact that you seem to
be cutting very close to a perimeter of sharp crags
which protrude from the ocean like tombstones.

Without warning, you hear a loud screech from
the bottom of the ship, and everybody is thrown
forward. You have run aground (Lose 2 ship
strength points.) .

Knowing that the shlp will be able to saﬂ again
once high tide comes, you have a choice. You may
either head ashore and investigate this. intriguing
island, or you may wait in your ship until high tide.
If you want to go ashore, go to Section 49. To keep
sailing, point the ship away from shore and keep
going.

Cy . e
[ TP L 4
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| SECTION s ¥
Shadows in the Moon]lght

You tmgle as you step ontoi the Isie of Gold You
could not put the feeling into words, but there is
somethmg unnatural about th:s island. 1t is too
beautiful. R |

As the 'sun sets in the west and stars begm to
show, your, men build a'bonfire and cook dinner
rations. It is good to set foot on land again, for,
though:you have adapted ito the ocean, you are by
naturea man of the woods. As youiswallow a drink
made of island fruit, you discern strange, furtive
movements among the palms..

Someone; :or something, is watching you. Taking
your sword,; you slip away ‘from camp to find out
whatlis stalkmg ahout, N ero

Lit by the i icy moonhght' the whxte=sand seems to ; '
glow. Hearing footsteps in the sand, you conceal ' i

yourself behind a splked troplcal bush Your heart"

.;)g: i
TR
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pounds like a Hukka drum. A shadowy human fig.
ure passes by. As the figure draws close, you Ieap
~ out with your sword. 1 !

Holding cold steel to the figure’s back, you ask,

“Who are you?"

The figure turns. It is a a beatiful woman. Long
dark hair falls from her head in a cascade of curls,
and her white skin glows like a lacy cloud in the sky.
She is dressed for the jungle, wearing only a short
dress of silky native fabric and flowers in her hair.

Embarrassed you lower your sword. 1 m sorry. if
I scared you,” you say. o

She giggles and motions for you to follow her.

“I have to return to my friends,” you say. Realiz-
- ing that she doesn’t understand your language, you
signal her to follow you back to theicamp. To your
surprise, she follows, giggling. T

Reaching camp, you are startled to dlscover your
men dancing with several other young women who
look and are dressed like the girl with you. |

Your senses tingle as you watch the dancmg

Something is wrong,. )

“Relax, Sagard,” a sallor calls to you 'I'Ins is-a
night for festivity,™ :
~ Oneofthe women; who appears to be the leader,
motions to the others. The dancers j join hands. For
a few moments, exotic women and sailors dance

hand in hand in a circle. The cirele soon beoormes a
line, and they all dance down a moonlit path.. |
The tropical woman smiles a broad, innocent
smile, takes your hand, and bids you to join the
dancing line. Feeling awkward, you go with her.
The dance takes you and your men far inland,

down a valley, and finally to the bamboo gates of a |

small compound. Passing into the compound, you
discover that these strange creatures do not live in:
houses, or even grass huts, but in enormous shells!:

Each shell is nearly twice the height of 2 human
and half as wide as!it-is tall. Outside the hut are
small gardens of exotic flowers.

In the center of the bizarre compound is a small
amphitheater. Taking 2 seat, you watch as festivities
begin. The tribeswomen play foreign-looking musi-
cal instruments made of shells which produce hyp-
notic, gentle melodies.

Suddenly, you are struck w1th a homfymg real— :

ization. There are no men in. this tribe! As no spe-

cies can survive without members of both sexes, &' .

disturbing question comes to mind. ‘. B
Where are the men? . | | C o
Sinister thoughts cross your mind. The men may

be robbing your ship while the women dance. They

may be out hunting and will be very unhappy’ upon
thelr return. Or worst of a]l they may all be dead1

}



Maybe you are; just takmg thmgs too seriously,
The women look innocent, and they have made no
aggressive or threatening moves, yet somehow your
barbarian instincts scream in warning,.

When the song ends, you quickly stand up and
address the crowd: “Men of the Midnight Reaper.
As we must sail at dawn and the night grows short,
we must bid our hostesses good night.”

Your orders are met with grumbles, but your
men comply. Suddenly, a hideous transformation
begins. Feminine hands turn into hideous claws,
smiling mouths turn into biting jaws, and soft fig-
ures turn into hideous-locking, crablike creatures.

Instinctively, you jump away as a massive claw
menaces you. |

“Run!” you shout. Your men, confronted with the
ghoulish beasts, flee. Though the mollusk creatures
are deadly, a running man is faster. . i

As you run, the screams of your shipmates sting
your ears as they are torn apart in the jaws of these
shape-shifting demons.

Flip the pages twenty times and deduct 1 shxp
strength point for each 4. Mark this on. your ship
strength chart. If you have run out of ship strength
points, begin the book again. Otherwise, go to
Section 47.




| SECTION 50 |
Hitaxian Galleons

Mere words could not adequately describe the
greed of the Hitaxians. As they control the single
strip of land that connects the southern, half of the
realm to the northern, they have used geography to
enforce massive tariffs and hired privateers to prow)
the seas to discourage sea trade. What money they
do not make from this form of extortion, they raise
through the sale of slaves.

While their neighbors to the south starve the
Hitaxjans force the neighboring kings to pay to

keep their dark-mailed armies from invading.
While their neighbors to the north struggle in the
fields, the Hitaxians demand a percentage of the
revenues to buy off invasion and keep trade routes
running. Scarcely anywhere in the realm is there a
coin that is not stained with Hitaxian sweat, and
almost nowhere in the realm is there a slave who
has not at one time;or another been whipped on the
Hitaxian trading docks. | w &

Thus, when the billowing sails and fat huﬂs of a
Hitaxian ship sail over the horizon, you look for-
ward to revenge. You do not have to plunder the

ship. If you want to do so, go to Section 74. If not,

return to the map in,Section 39.
o ot ! if R I..a

|



SECTION 51
. Run Aground |
R I ﬁ

The coast of the Isle of Dread is littered'with the
remains of ships that have failed to make the cross-
ing. As you pass close to its shores, your crew eyes
the skeletons of+dead ships warily, but the
helmsman expresses confidence that smling in’ this
placid sea will be easy. -

Suddenly, the ship is strick by a stiff mnd The
helmsman fights' frantically for control of the ship,
but it . seems nothmg can stop the sharp drift into
the'island. . ’

" Men dive for cover ds h !oud screech echoes from
deep in the hull.. Timbers snap as they are dashed

against rocks, and suddenly everybody is thrown.

forward. You have run aground. (Lose 4 ship
strength points.) ‘

After inspecting the damage, you set out t‘o make.
repairs, leaving several crew members behmd to

pump water from the hull T

: 4
PR . H

Not far down the shoreline, you find a beached
Hitaxian galleon and decide to explore its aban-
doned cabins. . ,

The great ship is strangely éerie inside. It does’
not seem to have been smashed by the waves. The
food supplies are fully stocked. The longboats are
missing. And, strangest of all, it has not been
looted. In the captain’s cabin, you find a chest of
gold coins. Your share is, 400 gold coins (note this on
your status chart).

Clearly, the men who once sa}led this ship had
not met their ends at the bottom of the ocean. They
had walked off the boat—but to where?

Taking wood from .the galleon, the crewmen
quickly make repairs on the Midnight Reaper. Re-
pair 3-12 ship points by flipping the pages three
times. Taking foodstuffs from the abandoned Hitax-
ian galleon, you and your crew set out to prepare
supper on shore and wait for the high tide to take
you back to sea. Return to the map and keep sail-

lng. o |
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SECTION 52 |
Batmosmn Marauders

In the western seas lies the Islé of Batmos. Many
are the stories of its beauty, and many the tales of
the serenity and peace that pervade the island.
Men of the sea, Batmosians have learmed to ride
fish the way men of the land have learned to ride
horses. Legend has it that a Batmosian fishing pro-

cession is one of the most beautlful sights in the .

realm..

However, even among the’ Best of people, there
are those who are evil. When a Batmosian son or
daughter shows signs of a dark nature, he or she is
banished to the sea. Because of this policy, colonies
of banished marauders have sprung up near tradmg
routes throughout the realm.

Without warning, your ship is struck 'by a ﬂock of

arrows. Spinning around, you see a most disturbing
sight. ‘Strange creatures, half human and half
scaled, ride enormous fish which they steer by the
whiskers, firing long harpoon arrows at the Mid-
night Reaper with deadly accuracy. |

These are Batmosian marauders.’ Fighting them

works like land combat, except that you use ship
strength points and you do not inflict damage points
on the Batmosians. You either kill them or you

) g
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don’t. Therefore, when you have one kill, cross.offa
Batm051an When you have two kllls Cross oif two,
and so on, | .

'[hey shoot ﬁrst i

i
i

i ) MIDNIGHT REAPEB (uxiu 1, 2/Kill 1, 3/Kill a,,
: 4Kl 3) : E

- [30] [29] (28] [27] [26] [25] [24] [23] [22] [211 [20]
[19] {18] [17] [16] [15] [14] [13] [¥2] [n] [10] {9} [8]

M [6] [5] [4] [3] [2] [I] Sk
BRI TR

BATMOSIANS wo 2!0 312, 475) TN

. BATMOSIAN# = . S

© BATMOSIAN #2 | Ao

- BATMOSIAN #3 .~ o i« 14

'BATMOSIAN'#4 | { | ' 4} e

" BATMOSIAN#5- ¢ | ' - .41

- When you defeat the Batmosians, gain 2. expeﬁ-
_ ence marks and return to the map in Section 38.

The Msdmght Heaper may rwt ﬂee theSe |sw1ﬁ

creatures , jre o .
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" SECTIONS53 -
The Black Current

Since the begmmng of tlme, the éastérn shore of
Hitaxia has been protected from foreign invasion by
the Black Current. This strange current, not found
anywhere else in the world, runs about the shores

of Hitaxia like a rushing river; thus preventing any
kind of a landing.

For this reason, when the Midnight Reaper drifts
too close to the shore, it is thrown from the
shoreline by the, current. {Go back to the map in
Section 39 and move one space along the shore

toward Tabu-Bel-Abu.| : N
H | i :
A L ; !
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SECTION 54 :
The Churmng Ocean

As you approacﬁ the Isle of Hope," the slnes*
dark and cloudy. Fearing the worst, you order the
helmsman to take you out to sea, bat it’s too late!
Lightning slashes the sky, and the roar of thunder
shakes the ship. A torrent of rain floods the deck,
and men are washed overboard to meet their deaths
in the churning ocean. (Loke 4 ship strength
poinis.) - i
* As night draws near and mountamoas ‘waves np
across the deck of the Midnight Reaper, you and
your crew fight for your lives. One wrong move and
- “you will be dashed, upon the shore of the Isle of
Hope.

Flip the pages. If the number is even, go to
Section 31. If the number is odd, go to Section 57.

A soft tropxcal wnid blows “back your han' as. you E
drift toward the Isle: of Hope. :(Gain 2zexpenence P
marks for successfully landing the ship.): : I

“She’s a beauty, ain’t she?”} a sailor next to you i
mutters, pointing to the gentle beach ‘which curls=
around the 1sland like a sleepmg cat, ‘

“That sheiis,” you respond. “Tt 1s strange that
nobody lives here Lol

At this point you mady do repdn's on, the Midnight
Reaper if you, need: them, To determihe how many
ship strength points you regain, flip the pages and
multiply the number you get by 5. iAfter repairing
the ship] you may | either saal away (go back to the
map, Section 39) or: you may explore the Isle ofm‘; )
Hope (Sectlon 56) Lo . Kk




SECTION 56 -
'Itek Through the
Isle of Hope:

! : o ! :

Because islands are separated from the mﬁmﬁnd
by vast stretches of water, many species of plants

- and animals survive on them that would be elimi-
nated by predators on the mainland. For that rea-
son, you are not surprised to find species of birds
and plants on the Isle of Hope that you have never
seen before. | s . o .

Bananas nearly the size of men grow in profusmn
on the island, along with fully developed six-inch-
tall oak trees. For hours you wander under the hot
sun, watching brightly colored birds hopping from
branch to branch and numerous, other friendly ani-
mals splashing around in cool ponds Do

Near the center of the island, you spy a hlgh
waterfall which reminds. you sadly of the waterfall
near Paradise Cove: where Ketza Kota was. kid-
napped, and you feel a pang in your heart:

Massive oval boulders protrude high- above: the
waving palm branches. Wanting to gain an aerial
view of the island, you step across a sandy palm
grove to climb one of the great boulders

)

Much to'your 3‘“‘15;156. you dldcoverthat steps
have been chiseled out;of the huge: monohth by

human hands. One hand onyour sword, you climb

H
i
|

upward, until you, come upon a cave! crudely chis- .

eled out of the rock Cow g

As there is;no sign of human ]:;abltatfﬁtll Iiear the “ 1

cave, you step inside’ tor investigate. It is dark and’ |
damp. The walls are iemblazoned with| beautlfully

painted hieroglyphics. and ghoulish, paintings, of !

reptilian monsters ripping palms out of the ground

with gnarled claws.; A chill comes over you, and ‘you

start to back out‘of the haunting stracture,
Suddenly, ;you feel a sharp pain, in.your back. A.
voice speaking;alanguage unlike any youhave ever’
heard whispers' in:your ear. Not knowing what to
do, youi let 2 hand pull'the sword from your sash.
Raising your hands,, you slowly turn around. |
Behind you, holding crude stone weapons, stand -
seven young women. They wear:only: grass skirts

'.'il

,
}

and blouses, of mtncately woven, flowers which ac- . E‘;"=
cent their exotic beauty.. Looks of wonderment twist " -

their faces: as they: anxfously speak to each other,
admiring your sword. ! iy i1
For several moments they,‘seem to be locked in
fervent debate. over;who you are: Several times they,,
try ito speak to yoi in a; soft; lilting tongue, . and.’/
several times you try to tell them that you do not

it
i
i




speak their language. Finally, one of them begins
beating on a painting of a dragon with her sword
and speaking to you in an impassioned tone.
" Deciding that these women are not nearly as
dangerous. as you might have thought, you ‘take
your sword back and sheath it to show you have no
intention of harming them. !
For several minutes they try to speak to you, but
you do not understand a word and attempt to ex-
plain, in both words and gestures. :
~ “Ah, you are a Ratikkan,” one of them finally says
In a voice so free of accent that, were, it not for her
exotic appearance, you would think she was a Ratik-
kan. “We have been trying to determine what
tongue you speak.” ; .
“You speak Ratikkan?” you say, unable to conceal
your surprise at her flawless speech. :
“We speak virtually every known tongue in the
world—and several dialects of each. Once this is-
land was an academy, but now—the' Sardohus has
destroyed everything.” : o
“The Sardonus?” you ask. S
- "Oh, you don’t know. We had hoped. you and
your men had come to destroy him.” ! S
~ "Maybe we will, but first we must know what he
~ is,” you answer, still intrigued by the curious crea-
tures,

P P HER
“ i RN
i‘! gi ! i
i
i

One ‘of the women: points to a painting on the |
wall. “That is him when he is awake. For,now, he
S. R B Tt - P
Slefgadjng you Et‘o-thei, door-of the cave, ithe woman,
points across the topsof éthe-p%lm tl:eBS toa m(?un~!
tain not far, away. “There he is,” she'says: b
“It is 2 mountain,” you say. “Not adragon.”
They nod warily. “It is a dragon.” | I A
You are barely able toicontain your laughter, but
as it would be rude to laugh at these lovely crea-
tures, you hold it in. “I will taiie you there and show
it is just a mountain. i ,
yoghtga\i;:nei look back and forth at each other and
speak amongst themselves in a lilting language. As |
pleasant as it is:to listen to, you can tell tht?y are
involved in some kind of bitter argument. Finally,
their Jleader . speaks. I will, come with you. T.hei
others are afraid.” - | ;1 R
You.set. out. forj the, mountain  with the jyyoung
woman, who: identifies herself to you as Mowanna. ;
“Why don’t you womensend your éhusb@ds to
nus?” youask., .. . | ¢ |
thﬁlsgi:ag:mozhu?band. fll"he-.Sardonusl ate all of the
T P, i .
m%t; ; ting yoﬁr eyes, you éan imagine how super-
stitious people could delude themselves into thinrl;;-1 ’
ing:the mountain was a sleeping dragon. Its general
i B T R I SRR C ;
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shape is'that of a large lizard in repose; and its rocky
sides, devoid of foliage, look like reptile skin.

As you reach the base of the mountain, you spy a
river that leads into a gaping cave inside the moun-
tain. Mowanna whispers to you, “The Sardonus is
drinking.” . ‘ .

“That is a mountain cave, Mowanna, not a
mouth.” -

She cowers ibehind a rock, peering at the cave.
Knowing that! even the most outlandish supersti-
tions are based on a grain of truth, you wonder what
secret this mountain might hold, for obvicusly
somebody has gone to the trouble of creating a
myth around it. Perhaps it might even house a great
store of treasure. R

“Just to prove it, I'll gojinto the cave,” you say,
and boldly step into a shallow stream and trudge
toward the cave. For just a flickering of a second, it
looks to you as if the mouth of the cave hHas moved!

Steeling your courage, you step toward the cave.
It is unlike anything you have ever seen before.
Water flows rapidly through columns -of stalactites:
and stalagmites which look like the teeth of a
mighty beast. by :

Once again you consider turning back, but as you
look back at Mowanna you see that she has been
joined by a number of your shipmates.

“Go ahead, Sagard. We're with you all the way!”

[
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one of them shouts jokingly. Not wishing to be
branded a coward by your shipmates, you carry on
~with the trek even though it has become decidedly
distasteful. ; ,
Once you pass through the jawlike entrance, all
is dark. The only sounds you hear are a soft gurgling
and a rush of wind from deep inside the cave. As
you step further, you are startled as the wind blows
back in from outside—like breathing. ;
A cold chill rips up your back as you step on
something squishy. Suddenly, the ground below
you pulls away.
In the flash of an instant, the stalactites and

stalagmites move up and down, and you realize that

they are indeed teeth. A forked serpentine tongue
- flicks back at you and slaps you against the cave
walls which, instead of being stone, are soft and
mushy like flesh. Drawing your sword, you hack at
the tongue as the enormous teeth drop down to-
ward you.

The jaws open once again, and you hear la .dee;::;‘

roar from the beast’s belly, Feverishly, you try to
run back out of the jaws, but they close, leaving you
in the pitch darkness of the beast’s mouth.. Sud-

: .
‘ i
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denly, everfthi;lg shakes, an& you hear the awful
grinding of the beast’s teeth. One wrong step and
you will be pulverized. o

Knowing that there is no :Way; out, fyouw have to ;5;
fight the only way you can—by attacking through

the throat of the beast. This will be hard, however,
for the great muscles of its throat expand:and con-
tract, and torrents of wind rush from inside it as it
tries to spit you out. ' :

As you reach the back of the throat, the great
mouth opens again, and you realize that the beast
has stood up. Looking out through the teeth, you
see your shipmates far below, firing spears and ar-
rows at the beast. . . - I

Terrified by: the hideous roars and torrents of
wind from deep inside the monster, you climb
down the throat. Muscles contract, nearly crushing

you, and you jab your sword into the walls to keep. -
from being sucked into the stomach, which will be’

filled with hideous acids that will dissolve you in
seconds. ' X L :

There is no way out. The only way you can kill
this beast is to survive long enough to cut your way

to its heart.! T R E

9
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You must ﬁght the Sardonus At the same tlme,
your men will fight him from the outside.;; There.
fore, you must keep two battles go:ng‘ sunul-
taneously.. The battle works hke thls f,

; il

1 Sardonus flips agamst Saga.rd The Sarcfonus
has 50 hit points. For each turn, you will flip: for
him. If he flips anything but a 4, you are allright. If

. he flips a 4, then flip again. Ifhe flips another 4, you
are swallowed. Take 8 damage points per round

‘until you or the Sardonus is dead.. P
2. After he has flipped, lyou flip, ﬁght at your

normal level, and mark oﬁ' the damage you have

doneagamsthlm Con ECANIITE S

, L ‘-’!s- St
SAGARD (LEVEL3 lf! 2/1,3/2 4/3); e
mmmmm%mmmmmm
[8} 7] [6] [5] [4] [3] [2] (1] (Begin the book agam-)

AT ;u;j )

SARDONUS% Do ! L ,,l
[50] [49] [48] [47] [46] {45] [44] 43] (42) [41}' |[40] #
[39] [38] {37] [36] [35] [34] [33] [32] [31)'[30] [29]

[28] [27] [26] [25] [24] (23] [22] [21] (20} {19} 18] i
[17] [16] [15] 4] [13} [12] (1] [10] [9] [8] [7] [6] It"] :
[4] [3) 2] [1] '

1
i

a:?‘a

3. Sardonuss attack against Sagard’s crewmen.
gagard has ten crewmen. :You will flip for each of :
their turns.'The Sardonus kills one crewman witha
3and 3 crewmen_{wuth a 4; flips of 1 or 2 are misses.

SAGARD'S SURVIVING CREWMEN (LEVEL
2: 10, 2/1, 3/1, 4/2) vl . ::;
(10] [91 [8] [7] {61051 {41 (81 [2] (4] ~ - N

4. Flip for each of Sagards surviving crewmen.
They fight at Level 2.- b
When you have defeated your opponent go to

Section 58 S ; |

You may not flee. I Sagard: is k:lled begin the
book again. .



' As ithe.. mght wears o, tHe‘ storm rackmg your
) Shlp turhs into :a full-blown hurrichne, and ithe

s | crashing of thunder'merges with the sound of your

il
£
b

i

hull slamming into the,water.| . . . i )

Suddenly, a loud crack reverberates thfrbugliout
. the ship.; Péering into: the hold, ;you:see that: the
* hull has beeni split in two on the sharp head of a
boulder. Water floods into the ship and.crew mem-
bers who had been manning the'pump -are Iswept
into the! murky darkness.:
; |- As you'head down the; ladder ito save them!, iamn-
‘other sharp crack reverberates through’ the, shlp
The Midnight Reaper is in trouble..’ | + 4.

Flip the pages and lode § ship streugthpmnts for
each number you flip.. (For example, if you ﬂlp a2,
lose :10 ship strength points.) . RRp

I you have run out. of ship: strength pofhts, gb to
_ Section 66. If you have ship strength poiritsremain-

L mg, turn about and, keep smlmg (Sectlon 39 map)

L2

' 'SECTION 58
A 'Iémfylng Roat ;

With all your strength you dnve your s»vord into
the monster’s vitals,- The Sardonus lets out a terrify-
ing roar and crashes to the ground, As you craw! out
of the mouth, tremors from the fall, shake the is-
land, cracking the surface like glass in jagged pat-
terns around the’ dymg forrn (Cain 5 experience
marks.) o

Not pausmg to tempt fat(-zr,1 you run as far from the
beast as:you can. For hours the massive beast .
twitches and shakes its legs and its. tall uprootmg
palms with every flick. |

As the monster dies, crowds of people emerge
from their hiding places and cheer you, bedecking
you with: flowers and showering you with gifts. The
other crewmen who did not take ppart in the battle
join you. o

By mghtfall ‘a great feaist has been prepared in
vour honor. Natives dance, exotic foods simmer in
massive, cauldrons, and songs are sung about you
and your men.

If your men are’ plrates go to Sectlon 62; 1f your
men, are slaves, go, to Section 60. .




.l SECTIONSY,
‘ . -;The Slave' Mar ket'f“:

;- The Isle of Despair teems Iwithihfe Thes hiarbor,
i whlch stretclies from end to enid in ainea.rly perfect
i ~ half-circle, is lined with: smalh brightly colored
| buildings of wood; stone, and thatch. Small outrig-
i, gers paddled by muscular. mlanders,j_black-salled
* Fexian scows and jagged, mysterious Chandanese
. junks drift in: and outof the port, like wooden
‘ i; ghosts.! A ;4. ';

-, Dropping anchor in' the gentle Bay, 'you | .set the
men to making, repairs on the ship. Flip the pages
and; multiply: the number: you: get; by 2. ‘Gain; that
many ship strengthi poinits. If you 'want, more ship
strength points, you may set off to the 1sland with
all of your gold pieces. If you doinot have any; gold
pieces, set sail. To hxrei additional sailors, keep
reading, If you do not need more . ship strength
points, go back to the map in Section 39. , . .

The village teems with life. Island, women sell
bananas, oranges, and other; fruits to tbe strange
strains of music played on weird instruments. Bro-

TR TR I TRt BT
: A

o ‘

ken men hang around dingy taverns, beggars pull
on your sleeve for coins, and street vendors hawk
their wares.

In a square'behind the shorefront buildings is a
trader’s market where expenen.ced sailors sell their
skills to the highest bidder. When you arrive, there
are two other traders in the market: a shifty-eyed
Hitaxian and a crude Medigian. Flip the pages. If
you get an even number, keep reading. If you get
an odd number, goto Section 63. . ‘

As you reach the market, there are only ﬁﬂ:een
men hiring out their services. For each man you
hire, gain 1 ship strength point. In order to get the
sailors, you must bid against the two other traders.

Bidding works like this: You may bid from 10 to
30 gold pieces on:any sailor. Note this by writing
the number of gold pieces you bid on each sailor in
the left-hand' column under your name. Then flip.
the pages twice. Each flip multiplied by 10 repre-:

o

sents the bid of one of the other bidders. If you have | -

the highest number or are’tied for the highest
number, youiget the sailor and deduct that number
of gold pieces from your status chart. Note: You can
always win the bid if you are willing to pay the
outrageous price. of 40 gold pieces per man. ‘

Sy : ‘.'f’ : Lot i
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'Slaves Fmd a Home
IMAN #3 i g g For several days,. your'men mmgleumﬂl t'he.iﬁ i i
! : ple of the Isle of Hope;j and’bonds. grow, For, the /-

MAN #4
| MAN #5. T _ first time in memory,. youalsa feel at home. (Regain . |
MAN £:6 (. all hit points)) Were it notifor the imprisonment: of '
MAN #7 5 o i 3 R Ketza Kota, you would very p0551b1y stay, but dark
N e i imaginings of her fate in the palace of the Sultoon !
" MAN#38 IR TIELIN DL Jazeer raisé yourahacldes,,and you resolve to set saJl
MAN # 9 S 5 once again.i . it L1 s;', ¥ " =
MAN # 10, _ B E R ST ' Setting ydur‘men to repamng thé slup, retum a.
MAN #. 11 L R the Midnight Reaper to full ship strength points.
MAN# 12 /v o Though neither the:islanders nor: your men ever
' MAN. #; 13; T — — want to leave the iisland, you manage to persuade
= AN L & them  to sail 'with you to Hitaxia!where you can
MAN #114; : rescue ‘your. friend. (Gain 5/ expenence marks ﬁ)r i
 MAN#15 ___| f NSAR finding the slaves anew hore. ):: s
Moments. belbm yow ‘set sail,;’ MoWahnd runs’ t
| mfl&i;tler the al.lCtlon,!ltdtai the mlmbef of gold pleces the ship, bringing you'a shield made from the hide
% zf lgve sznt and deduct them from the amount of the Sardonus. The Sardonus shield can absorb up.
. %l{: you have on''your status chart. Then return to 12/damage points in battle before it is destroyed
]‘)’ e map (Se(?flon 39)iand sall far fmm the Isle of Note it on;your statusichart: e v o o
ef?é,;”l;;ﬁ[;;r T i '5; Return,to the map; (Section 39)and sail ﬁ-om port
' you have left | you! may not "et‘fm t6 an pOrt once on ‘the, Isle iof Hope. You, may .not retum to, this
you have left it. i . 1slandonceyouhaveleﬂ1t .

F.L




. SECTION61
Treacherous Shores

Just off the coast of the Isle of Despair lie some of
the most treacherous reefs in the realm, As you sail
past the island, coral fingers pointing upward from
the depths scratch at the, Midnight Reaper's hull
like skeletal hands on a tombstone. b ¥

As the helmsman desperately tries to avoid the
deadly reefs,  hideous crack pierces your ears, and
cries of alarm drift up from below decks.

Dashing down to the hold, you see that the bot-
tom of the ship has been ripped open and water is
pouring in. : o - | L

Flip the pages and lose 3 ship strength poinsifor
each number you roll. (For example, if youroll-a 2,
lose 6 points. If you roll a 3, lose 9 pointsi) Water
continues to flood into the ship! You must get to a
port for repairs. ,‘ : S

Return to the map (Section 39), point your ship:
away from the Isle of Despair;, and sail for the.

nearest port. Take 1 damage point for each hex you
cross over on the way to port.. ; | P

H

P 1

" SECTION62 /" |
Sea "

The éi'Pil;ﬁtesi-%;_Rca;‘tm'n“_ n to

TN AL I L o o L AR
After spending several days restingion the Isle of

Hope and repairing your shiri;(ﬁe?um your Sh.lp to I
full ship strength points)and!i’egam all hit _pomts),_l ‘.
you prepare to sail for the Isle of Dread. c
Upon hearing that; you intend to sail there,
Mowanna's eyes light up. :“There is great treasure
on the Isle of Dread. It is said to,;_be;-at the, very
pinnacle.of 2 mountain and guarded by-great eaglffs
who will tear at you with_ jaggfid: talons, Take this
gift, for it might spare your life.” T
With'that, she runs away, only to rettirn’ moments|
later with a beautiful shirt made fromithe sl_clfx of the
Sardonus.. This shirt will serveiyoublwell, giving you
up to 20 extra hit points any one time you fight, after ]
which it becomes useless., Mark this,on your status’ :

chart, then, move the ship 'to: porton the Isle of *

Hope (if it is not already there} and set sail.”,

el rn;to an i!sliaﬁd ]
Remember, you may:;xiot return;; y

AR
WLl R

once 'you haveleft:it. i

:
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. SECTIONG3
 The Medigian Trader

- The Medigian Tfader‘eyes you with dimi recogni-
tion. You have seen his gnarled face before but can’t
remember where, *

Pointing at you, his fingers trembling, he shouts,
“Catch that swine! He was a slave of mine who
escaped through the treachery of a Valkyrie.” -

Suddenly, two Medigian sailors attack you. ‘Pre-
pare to defend yourself. They,strike first. -,

SAGARD (LEVEL 3 V1, 9, 32, 43) ' '
- [20] [19] (181177 (16] [15] [14] [13] [12] f11] [10] fe]

[8] [7] (61 [5] [4] [3] [2] {1] (Begin the book again.)

MEDIGIAN SAILOR #1 (LEVEL 2 10, 271, 31"
v T
(141 [13] [22] [ (101 {91 [8} {7] [6] {5 [4] (3] [2] 1] '
* MEDIGIAN SAILOR #2 (LEVEL 2 10, /1, 31, .
4/2) | o
wEEmesdEEn
If you defeat your opponents, go to Section 65
Flee to Section 67. R :

*Sagard the Barbarian Gamebook 1: The Ice Dragon - |

i HE iy
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King of the Aborites .

isé ' Man; his shell cracked, falls to the
grO'Il‘lll:lad’.rﬁf crowd icheersiyou.; The Tortoise Man
was their king. In, accoﬁ:noe with; their %ancnelnt
i u are the' new king. .t ' . 0t
ﬂt;ilf ,sey\?era]; days, you reign over the Abnriteff and'
recover fromiyour battles. (Regain all ;;hit points.)
One day, the medicine man'leads you! to a secret
cove, where a Hitaxian galleon is ﬂ’llddet}.; , -
“Ours!” he:grunts. Then, he slashes h:s*d?ggfn' in
the air to show how, they got it from the Hitaxians.
This is ‘your chance. to sail for Tabu-Bel-Abu. |
Training the; Aborites to sail takes, sgver_al day(si. ¥
Many times you:very nearly ;run;the:‘:shlp; aground,
but in comparatively littlei time: the Aborites are ..
tent sailors. ., | el LRl L
Cmfrllg;lm- to: the map (Section 39) and%sail;fron.i th-ei: P
place jwhere you reached: shore. Yoq must; sail dl—;
rectly to' Tabu-Bel-Abu.. The Hitaxian .ga.lleon, a
merchant ship, has only 15 ship st:gngth points, -:p]c:t
the 30 you had, but it otherwise sails and fights like |
the Midnight Reaper. Note that your.crew.is ooml-a '
AR e b

posed oka‘borites,i‘ i

RN
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~ SECTION 65
Defeating the Medigian
. Sailors

* Knowing that their end is imminent, the Medi-

gians drop their swords and kneel down. “Spare us,
oh great one. Our lives are yours,” one of them
says, trembling. (Gain 2 experience marks.)

At the same instant, the Medigian Trader dashes
through the crowd, which has gathered to watch the
ﬁght. : i b . 1

Seeing men begging at your feet revolts you, but
nevertheless you need more crewmen to man your
ship. i ! .

“I will spare you,” you say. “But should you prove
mutinous, I will cat you where you stand.”

With that, the men on the trading block call:to
you. “Buy us, Ratikkan, and you shall never be

sorry. » . E . . | .

At this point, you may buy up to fifteen siilors for
10 gold pieces each. Fach sailor will be worth 1 ship
strength point. - L

After paying the trader (deduct the gold from:
your status chart), you head back tol the ship. (Re~:
gain all hit points once at sea.) | S ;

Return to the map (Section 39), and remember

that you may not return to any island once you have
left it.

| SECTION66 i,
The Sinking of the|
- Midnight Reaper = |

SR R AR
(if you have been tb th;;:gti&r)l..bi?fg're, begin the ' .
i eep: ng.) oo
bO'(;l}:e? gﬁg;ﬁﬁ?}; _ll:;'aar isa loud .qmck, an.(i1 .thef |
last thing you see is water cascading over the Slb 1(; ;( :
the Midnight Reaper. 'Iheq, ::everjzthmg goes: |
3 o ; A A | 1 |
an(lilzgif;t‘thé nﬁ;llber of : thisﬂisecti(‘m', return to the |
map. If you ate more than two hexesgawa).f from a::)yi
land mass (whether you; have been -tozl,lt.oE n(;S;
begin the book again. If you can reach aalan mnd
in two;hexes; keep reading, If ;not,!‘ you rown :a
begin the bookiagain.: . . ' it
For a very long ti

. P i 5 . B
only your weapons.. .}

It is night: when you awakenjon a mysterious |

shore, more: deadthan alive. Dragging yourself out
of the surf,, you, collapse ‘on a sandy beach. Dal):s
pass on the' island shore as, breakers;slam onto the

coast followed by the:clatter of colliding rocks. Dur- .

ing those days ‘you eat raw:fruit wand ﬁsh;,i recoVenng
au hit poiﬂts.” '-5 lg ' ‘;i;-" LU ,i'.i i
Ome night, you a

f i : Y : : EI‘3 : o
: H HE : HEN

i

|
i

’ i f:.ir.! i B i
t'ne,!;:iiou; switn gjiﬂ:im‘ugh;'tl}e Yy
Crimson Sea. Lose all of your: treasure‘and rétain -

i nmthiastartas something.
tickles your back. Spmningéamynd, you idiscover



a1

©

that vou are face fo face with an enormous eye. The -
eye is not attached to any head. It comes off of a
jong stem which is connected to one of the most
hideous creatures you have ever seen.;

It appears to be a giant lobster. It is nearly seven
feet long, and its serrated claws are large enough to
snap you in half. \ : ;

Fire coursing through your veins, you jump to
your feet and prepare to flee but are hemmed in by
large rocks. If you tried to flee the Giant Lobster,
its hideous claws would grab you from behind as
you were climbing the rocks and cut you in half. You *
strike first.

SAGARD (mVEL 3: V1, 21, 372, 4/3)
[20] [19] {18] {171 [16] f15] [14] [13] {12] [11] [10] 6}
(81 [7] [6] [5] (4] [3] (2] [1} (Begin the book again.)
i P -

GIANT LOBSTER (LEVEL:3: V1, 211, 3/2, 4/3)
[25] {24] [23] [22] (21] {20] [19] [18];[17] [16] [15]
[14} {13] [12].[11] [10] [9] (8] {7] [6] [5] {4] [3] {2} 1]
(When you have defeated the Giant Lobster, go to
Youmayn;tf.l:e;:. - o ;:.-

i i
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~ SECTIONG67 | ['".
- | Returntothe | .
., Midnight Reaper

K
; S R R A !ai,
A crmfvd' of islanders, gathers as iyon excha.ﬁge
;blows with the Medigian sailors; Not wantingto
attract further attention, you flee'the slave market.
- The .c:rowd.parts in horror as you race through it.
The sml?rs give chase, but your powerful legs put
you far in i:ront of them. Reaching your longhoat,
| yotﬁe row q;x‘;cfy back to the Midnight Reaper. . .
; gain it points and sail away from the pix
on the Isle of Despair. S ’ ;e e port
You may inot return to any island ono n
visitod it ! o y ‘ once you have

L

|

 SECTION 68
Dinner and Armor

Raising your sword high over your head, you,
deliver an arcing blow to the Giant Lobster. Its’
shell splits in half, and the hideous creature drops
to the sand. (Gain 3 experience marks.)

After killing the massive beast, you remove its
armored shell and cook the meat underneath. (Re-
gain 13 hit points) !

While you eat, you'eye the armor and get an
idea. Removing the hard breast shell from the
Giant Lobster, you put it over your chest. It fits -
perfectly. Using the legs as shin and thigh guards,
you have a suit of armor. | . :

The Giant Lobster armor shall serve you well. In
combat with any opponent, it will knock 2 hit points |
off every attack from your opponents. Therefore, if
an opponent does 3 points of damage to you, it will’
be reduced:to 1, and.if he does 2 points of damage
to you, it will not count at all. “ :

It is not long before you get a chance to test it
out. Burning :eyes peer at you from behind jagged
rocks, and suddenly arrows arc through the air and
stick in your armor but do not penetrate. ;

As you jump to your feet, four screaming natives:
come after, you. They are Aborites, an island people -

bl



| ‘who paint th
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Voo

emiselves in ghrish warpaint mich like
Frustis, and .are not known for :their +hospitality.
However, when they isee you standing, holding 3
sword, they break off their sttack and begin chant.
ing loudly and, dancing around you. :; e
- At first you twirl around with them, expectin
attack, but as the dance goes'on it becomes clear
that they think you are part of one of their rituals.
This strange, scene goes on for several ‘minutes

" when other Aborites appear from the center of the

island. Building a large fire, the entire tribe joins in
the festivities. Singing, clapping, and langhter 811
the scene as you wait for a chance to sneak away., .
Just as it looks like their | attention, has shifted
away from you, another figure, appears, It is a man,
armored much the way you,are, wearingthe shell
and leathery skin of a sea tortoise. AR TP TN
Thick claws springfrom his hands;and;it begi

i i

7 i Pl

B

dawn ort you that yon and the Tortoise Man are
tz posed to join in combat, much like the stru_ggle
?n I:1ature between giant lobsters and sea tortoises.
1

You have no choice but to partake? in this combat,
for were you to flee the entire tribe would over-

whelm you.

| Cob e
AGARD (LEVEL 3: VL, 271, 3/2, 4/3) .
[520] [19] (18] 117] {16} (15] [14] [13] [32] {11} {10} [9] .
(8] [7] [6] [5] [4] [3] [2] [1] (Begin the book again.)

i s - i
RTOISE MAN (LEVEL 4: UL, /2, 3/3, 4/3)
Eg] [32] [31] [30] [29] {28] {27] [26] (25} [24) {23]
f2g] {211 [20] [19] (18] [17] 16] [15] [14] [13] [12] (11}
[10] [91 (8] [7] [6] 5] [4] [3] [2] (1] (‘then you have
defeated your opponent, go to Slectmn 64.)

{

: oot Lot [ ; >;
ynotflee. + ., b0 1 el ko
ou may not flee. ;' . % 1 ol
& . A:g . “q B ] '5: ." ,?‘ ; 5 .
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. SECTION 69/
Muttmy Check _

If your crew is not composed of pirates, retum to
: the map (Section 39) and keep sailing, If your crew
. is composed of plrates. and you have retrieved the
' treasure from the Isleiof Dread, sail on. If, however,
your crew is composed of pirates and, .you have not

. retrieved your treasure, keep readmg

©

you have plendered four, you havd avoxded the mu-
tiny and may sail onward. = | :

: | R ‘
SAGARD (LEVELS 10, 21,32, 43 .
[20] [191 {18] [17] [16] [15] [14] [13] [12] [11] [10] [9]

[81 [7] [6] {51 [4] {3]; 2] II] (Begin the book agnm )

MUTINEERS (LEVELQ 10, 2/1 3h 49)
MUTINEER #1 [15] [14] [13] [12] [11] [10] [9] 8}

1 ': Asyou near the minarets and domes of Hﬁ'axm, a [7] [6] {51 [4] [3] [2] 1]
' wave: of unrest grows amongyour crew.’ Standing MUTINEER #2 [15] [14] [13] [12] [11] {10] [9] {8]
| watch on' the'deck, ‘you hear sounds,behind you. [71 161 51 £4] [3] [2] [1]
i Pirates hover about, cutlasses drawn. '-u o1y i MUTINEER #3 [15] [14] [13] [12] [11] [10] {91 [8]
5 ‘. "Aye, Ratikkan, it seems that we are putting in at el 51ia BRI
| ' Hitaxia without the treasure promised us.” |, MUTINEER #4 [15] [14] 3] 2] [} [10] (91181
You try to persuade: them,; The, .only language 171 (6] [51 [4] (311211 ; |

_ they understand, is gold You will" persuade; one
i sailor for each Hntaxlan galleon y‘ou have, plundered,
¢ Thus, if you have plundered no galleonis,, all four

E pirates will attack you. If you have plundered one
. galleon, three of them will attack -you. If you have
¥ plundered . two, #two will attack.you. If: ;you have
plundered three onfy one Wlu attack' you And 1f

When, you have defeated your opponents, gain
1 experience mark for each one you have defeat-
ed, and keep sailing. (Go back to the map after Sec-

tlon39) o N T

i r . S :
You may not ﬂeeﬁ,th‘e Mutineers. . ,




;S“ECTION 70\ | ;{ i
A Brace' of H1tax1an
Warshlps '

bt il L ] f .
(If youw have already fought this bat
' tion 75.) S
i In this battle, yow wxll fighfa.two Hztaxlan
 cruisers. Remember your three battle options, .
. Ramming: If you flip a 4, you, have -sunkithe
Hltaxlan ship., ¥f you flip a1, it means they are
;; trying to ram you. Flipagain. If you flip another*
 you are sunk and go to Section 66.
1 ? Missile fire: Both sides ﬁght at tile.»same level
' (IJO& 2/1, 3/2, 4/3)..,, i
. - Boarding: Counti up the Inumber of Shlp sérength
' pointsion both sides. Flip for both sides, and de-
duct one man from the other side each time, you. ﬂap
‘a4. After you have flipped for each side, count both
‘sides again and repeat the process untll one s:de is
! wiped out. . N
! Remember, you' oniy ﬁght 'one’ shlp at:‘ a tlme
After that, you and the second Shlﬂ ﬁghta You mjti-
ate the combat. .. . :
i+ When yyou: smk both of the Hltax:ans; gai
B experience imarks, return to the map (Section 39),
3 and keep sallmg. ;

~—
BOREEHEED EEE@@BBE.M
& 1 EBIEIESESE -




SECTION 71 |
The Black Salls of Hitaxia

Wamed of your presence in the Cnmson Sea,
Hitaxians prowl the water in small, fast cruisers.

It comes as little surprise when the lookout cries,

“Black sail on the horizon!”

Running to the bow, you spy the triangulaf sails
which rise above the water like sharks’fins. .

“All hands on:deckl” you shout. “Prepare for bat-
tle.”

You are about to do battle at sea. Cbrhbat at sea
works in the following manner. The Midnight Reap-
er has 30 ship strength points. The ships you wxll
encounter will have less. However, you may en-
counter more than one ship. Battle is'doné ship by
ship. Thus, if there is more than/one ship, yo‘u ﬁght
them one at a time. Flip the pages. | .

If you get a 1, go to Section 70. * B

K yougeta2, gotoSection75., = | * -

If you geta 3, goto Section72. .- - i &

If you get a 4, go to Section 72. !

|
Py
i

B SECTION 72
A ijFleet of Watslu

f:;a.al A ‘;-"-i;' _

(1f y-tou have already fought th1s battld go to Sec-
tion T3 at i o ; . as :
In. tths‘battLe,,you,,wdl ,ﬁghiﬁ four HltaXlaD
cruisers, Remember your three battle options. ; .

Ramming: X you; fight'a 4, you ‘have sunk | the
Hitaxian, Shlp. If.you flip'a 1, fhp agam If you flip :
another 1, you are sunk and. go to Section 66.,

Missile fire: Both, s:des ﬁght at the same le'vel

(L0, 21, 312;,4/3)5

YR

Boarding: Count upi the number n:)fJ shlp strength), ¥

points on both sides. Flip for both sides and deduct
one man from ‘the other:sideieach time you flip a 4.
After you have flipped for: each: side,, count both |
sides.again, and repeat. the ; pmcess until one; sideiis |

Jer, you. on Jﬁ‘ghb one shxp”at -::_tlme
After that, you and the next: -ship fight. You; initiate
the type of combat and whlch Shlp you. ﬁght; int each,

|
i

i




MIDNIGHT REAPER |'

[30] [29] [28] {27] [26] [25] [24] [23] [22] f21] [20]
(19] [18] [17] [16] [15] [14] [13] [12] fu1} [10] [9] [8]
[7} t6] [5] (4] [3] [2] [1] {if you are sunk, go to
Section 66.) ;. ;. Eoomr g0

_ HITAXIAN WARSHIPS ' ‘
[g}w[r;l}s]um #1012] (1] 10} 9} 18 {7] [6] [5] 4]
mv;fﬁlslnm #2 [12] (1] bro] 191 18] (7 [s] (31 [4]
m\fﬁf}@ #3 1i2f (] piot [9] 18117 [61 5114]

| mvmls]mt #4 12] flﬂ [1?1 (9] [8] {71 [6] 13] [41"‘"

When you sink all of the I—Iltaxmns \gain 9 experi-
ence marks, return ito the map (Section 39), and
keep sailing. : Ty :

SECTION 73/ |

The H1tax1an Dreadnought

(1f you have already fought thxs battle,, retum to _

the map and keep sailing,) |
What appeared to be the sail of a smalf thaxlan

warshlp turned out to be the mamsall of a masswe 5

Hitaxian, dreadnought. ISR

Ramming: If you. ﬂ.lp a4, you have sur{k theI
Hitaxian, dreadnought Ifyou flip a’ly you are sunk.
Go to Section.66.,

Missile ﬁre Both 51des fight at the same level
(10, 2/, 312, 4/3). 1 ¢

Boarding: Count upthe number of shlp strength |
points on; both sides. Flip for both sides, and de-
duct one man from the other side each time you flip

a 4. After you have flipped for each:side; ccount both -




sides again, and repeat the process untll one s:de is
wiped out.

: iIRemember, you only ﬁght one ship at a ti
After that, you and the second ship ﬁgﬁta " e
MIDNIGHT REAPER | - AT
(30] [29] [28] [27] [26] [ 25] [24] [23] [22] [9-11 [20]
[19] (18] {17] [16] [35] [14] [13] [12].[12] [10] [9] (8] -
(71 [6] [5] [4] [3] {2} [1} (If you are sunk; go to

. Section 66.) ‘ .

;
D

HITAXIAN DREADNOUGHT ;i N3

[40] [39] (38] [37) [36] [35] [34] [33] [32] [3l] [30]

}12;)]1 [EI%’?][IHI'II[ [i’iﬁ[] [25] [24] [23] [22] (21} (20] [19]
6]:[15] (14} [13) [12] [11] [10] [9] [8

[5].[4] [3] [2} LA ].[ e [6].

If you sink the dreadnought gain: 10 experzence
marks and return to the map (Sectlon 39)

Pu‘atmg a H1tax1an i e
U Galleom ;i T

(The ﬁrst tnme'ﬁy()u"coﬁ\e to thlSi section; go ﬁght; ,
the galleon. 'Every other time, flip the pages. If you ' |
get an even number, fight'another galleon.)

Pirating works; hke.l,thls Before. each round of
combat, flip the lpages If you get a: ‘4, the Hitaxian
galleon surrenders. (Gam 50, gold ‘pieces for each
strength point the Hitaxian ship has.) If you get a 1,
flip again. If you get a second 1, the galleon escapes.

If the: galleon neither: surrenders nor escapes,
you must do combat You may break off the attack
and ‘'sail away any time you want.,Combat works
exactly hke land combat‘ :ia‘ e

o

MIDNIGHT REAPER (lll 2!1,3/2 4/3) o ;3

(30 {29) [28] (2] {36} [25] 24 {23] 32} [a1 [20]
wmmmmmmwmmmw
[mmmmmmmwmummemmiu

i i'! i BEth l'

ENCOUNTER 1 I

HITAXIAN GALLEON (]fﬂ, 2/0 3fl‘ 4/1)
[10]:[91 [8] [7] [ﬁ] [51 [4] [3] [2] [1] (Sunk Gain 1o
gold pleoes ) , P T ERRTIC IR

!gs



ENCOUNTER 2

HITAXIAN GALLEON (1/0,'2/0, 311, 41

[10] 191 [8} [7] [6] [5] [4] [3) [2] [1] (Sunk. Gain;nﬁ
gold pieces.) ‘ : o

! S N

“ ENCOUNTER 3 = |-

HITAXIAN. GALLEON (1/0, 2/0, 371, 4/1)

| [10] [9] [8] (7] [6]5[5] [41{3) [2] [ (Sunk. Gain rio

" gold pieces.)
S0 o A
i i 0
ENCOUNTER 4''
HITAXIAN GALLEON (10, 2/0, 31, 41) |

[10] 9] [8] [7] (61 (5] [4] [3] [2] [1] (Sunk. Gain no -
gold pieces.) . [

If the Hitaxian galleon surrenders, gain 50 gold

pieces for each strength point it has left. If the

Hitaxian galleon escapes, you gain nothing.

y

'SECTION 75
A ]f*‘lotilliaI of Hitaxian
 Cruisers ' .

(If you hflwé éireadgr foutgjht‘:this Baﬂe, go' to Sec-
tion 72.) | :

In this battie, you will fight three Hitaxian :

cruisers. Remember your threé battle options.
Ramming: If you flip a 4, you have sunk the

Hitaxian ship. .If you flip a 1, flip again. If you flip |

another 1, you are sunk and go to Section 66. '

Missile fire: Both sides fight at the same level,
(1/0, 2/1, 3/2, 4/3)

Boarding: Flip once for each strength point you
have, and deduct one man from the other side each
time you flip a 4. Then do the same for the Hitax-
jans. After you have flipped, for each side, count

both sides again. Repeat the process until one side .
is wiped; out or' you want to use another, baitle -

option. . . . ; P E
Remember, you only, fight one ship at a time.
After that, you and the second ship fight.

[N
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! WARSHIP #"25[1213['11]; iot -9’;'.:! ey i; ‘
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' | WARSHIP #3 [12} [n]'l10] [8(8] [7] [6] [51}4)
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o s M e F i e
i e~n When r);;u;smk all'ofithe Hitaxiatis; igain'7 exper-

, lence marks, return to the map, (Secti 3

keepi sailing. | i Vi p;( lechon;:ag), and
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g by SECTION.76

~ Attacking the O1d Man .

. | Fury coursing in'your veins, you raise your sword

| -; and deliver a solid:blow. However;:the sword strikes
SIS R R R
I P ‘ R
G Cag /!
IJE i

the ground and, with a mighty ‘clang, snaps in half
(Lose your sword.) ' . ‘

The old man, who should have been cleaved in:
palf by the blow, smiles up at you. . .

“Even you, Sagard of Ratik, cannot kil those who
are already] dead. Now you may understand why 1
harbor such deep hatred for the Sultoon Jazeer.
Also, you might understand why I am able to see
those things which are invisible to mortal eyes.”

Warily, you back away from the old man; only to'
step directly into the young boy, whe quickly scam-
pers away. :

“Beware, Sagard. The girl shall be in grave dan-
ger should you attempt to rescue her, Her life! shall
be long if you do not. Do you still want to attempt
to rescue her?” (At this point, you may still forget
about your mission against the Sultoon and go to
Section 96. If not, keep reading:) i

“I will take my chances,” you respond. = .

“Then shall lead you to the palace tonight. Take
my scimitar, for my ghostly hands will be unable to
use it.” . . R :

The old man’s scimitar is an extremely sharp
weapon. Therefore, any: time you flip a 4, it will do
5 points of damage. Otherwise, fight at your normal
level. Note this on your stetus chart. If you wantito
carry on with your mission, go to Section 89.




 SECTION77' '
' The High Butte

The wind moans through the buttes like a dying
mar. P i oo f
As you climb, two other pirates follow behind you
to make sure you are not deceiving them. _

High on the mesa, you get a marvelous view of,
the island. There is not much to see: endless’
stretches of sand, scratched rock, and mesas,

Reaching the top of the butte, you hear a loud
squawk and see a flutteriof wings. Two enormous
eagles with fifteen-foot wingspans dive on vou,
their talons poised to rip your flesh.

As they approach, you draw your sword to make a
final stand atop the butte. The predators arrive with |
ear-shattering screams and vanish with the two pi-
rates who had accompanied you... - Lo

Clutching, your companions in’their; talons, they .
fly into the distance. High in the air, they let:loose *:
their mighty-claws and drop the men to screaming
deaths on the rocks below. ‘ ‘

Knowing that you would meet the same fate if

)
1

S




5 P o r_ ;; : ’V'
i . yoh tried fo! tfescend ﬁ'o the
[ Yo ek attack m the mesa, you await the;,
‘ E You will ﬁght eadh of the bx_‘rds alte
| matel
- ﬁrst bird: strikes, and you strike: it back. TthTtEe
i i:“: second bird stnkes, and you strike: back )

i

;t??ﬂll) (LEVELB 1/1, 211 32, 4/3) :
19] {18] (17] [16] [15] [14] {13} (12] {ul] [ho] {
181177 161 151 4] 5] 2] 1] (Begia llw! bﬁ]‘ ﬂg,],,ff{

.‘!‘ ‘: ‘.“' GIANT EAGLE #1 (LEVEL 2. Y0, 21, 311 42
| 5 [12] (1] [10] [9] [8] [7] [3] [5] [41 [3] [2] u )
! N

- ' GIANY EACLE #2 (LEVEL % o, 21, 3/1 o
112] [11] [10] [9] [8] [7] [6]:[5] [4] [3] [2] [1] , é,

i

4 i ; 1oy :
i When you have defeated‘ our I0 hon
‘:‘,: Sectlon90 Fr ”,,i ,y ppon

ehts go o

k . You may _-not ﬁee.- i

SECTION 78

Message on the Rock- i
An old, peg-legged pirate squmts as he reads,
«Under these rocks are buried the rotted corpses of

scurvy mates who attempted to steal my treasure.
Gaze upon their bones and shudder.” With that,
the pirates lift the rock and all can see the con-
torted, clothed skeletons of several men, their
mouths open wide as if they had been screaming
when they died.

A hiss of recrimination [drifts through the crowd,
and the pirates eye you w1th ill-concealed hatred.

“The Ratikkan dog lied to us about the treasure!”
one of the pirates shouts, drawing his cutlass.

Backing up, you draw your sword to take as many
with you as you can, but no matter what you do it
will be a hideous end. i S

Begin the book again. . Lo .f ;

i




. ngdom *. o _s
Fleemg ilfmm 'the. palace you and Ketza Kota |
climb your thin;rope to the dome.; In the soft moeon-: |
light, you. stop to kiss her and 'then run qmcldy :;
toward jthé;Davanian bat. ; |
As you are about to take oﬂ' on the bah a fiery
dagger. whizzes past your: head., Tummg youseea
familiar; evil figure silhouetted againstithe stars. Jtis |
tall and thin and clad only in black.;Even in the dim |,
light, yowiare:able to see a pair of burning yellow |
eyes and &, long. reptihan tongue. It is @ Slith As-
sassinl apify 1w Vi
“I knew, thut bne day you would ‘come here, 3
Sagard!, Tonight 1 shall, a{:enge thes!Shths,i and the
priestess shall die.” . i
As the; Slithi Assassin;draws; dagger, you chk the
bat. It takes: oﬁ' with,, Ketza Xota. Then,; before the
Slith Assassin +canlfthrow one:; of hns\ da.ggers at her, i
you charge him. s
Delivering a desperate blow, you lcnock the dag-
ger from the, Slith, Assassin’s: hand.. Stunned, he
desperately ﬂees to the top‘of the dome. You glve

H




i

Jid

i‘ *- : l 3‘3 ‘”s_rs

chase and finally catch him dtop the dome. You ~ SECTION so Sy
TiKe nrs
| - The Mystenous Island
SAGARD (LEVEL 3: V1, 211, 3/2, 4/3) ;o Sl
[20] [19] [18] [17] [16] [15] [14] [13] [12] [11] [10] [0) Anchoring your ship'in a small bay,! you observe ;
[81 {71 [6] [5] [4] [3] (2] [1] (Begin the book again.) the barren and desolate -island. Neither man nor '
: _ plant nor animal appears toj live on; this rwind-
SLITH ASSASSIN (His fighting level drops with scarred dot, of mesas and blowing sands (Gain 1
the number of hit points he has.) experience mark for successfully landing.)
(LEVEL 5: 1/2, 2/3, 3/3, 4/4) . ' If you wish to do repairs, flip the pages and
[25] [24] [23] [22] [21] (20] H multiply the number you get by.5. Then return that
(LEVEL 4: V1, 2/2, 3/3, 4/3) : : many ship strength points to your ship.
[19] [18] 17] [16] [15] [14] i - If your crew is made up of slaves, go back to the
(LEVEL3: 11,21,32,43) | ' P map (Section 39) and set sail again. : 5,
[13] {12} (1] [10] [9] . b : If your crew is made up of pirates, keep readmg
(LEVEL 2: 10, 2/1, 3/, 4/2) ' | % " Ahot, dry: wind blows,up from the south} making
181 [7] 6] [5] S the pirates” short tempers even shorter. As you step
(LEVEL L 10, 20,38, 41) '~ 7 "%+ 0 onto_the 1sland | you feel a menacmg, fombodmgh
[4] [3] [2] [1] (When you have' defeated lum & to’ presence. |
Section 87.) The istand; looks haunted A ghost forest; of fos-

4

It _ : F: b silizedltrees tesembles a graveyard, and tall buttes,; | j

you flee, go to Section 81 ¢ k o sculpted by the hot winds into brzarre,lshapés, loom

X S b Lok over you like stone phantoms. P

L S Low rumblings of mutiny.are- heurd from pirates’

L T mouths asiyou begin the questy: 4 '

AR There are three promising placeé to sea.rch for

RS A treasure on the island. Near the center of the island " -
SRR S are a number of piled boulders (Section 86) To the




south is a chimney-shaped mesa which stands taller
than any of the others (Section 77), and to the nort},
is a steep butte with dozens of mysterious holes iy
the side of it (Section 92). |

| SECTION 81 « 1 -
Fleemg the Sllth Assassm

As the Slith Assassm pulls a fresh dagger from hls
vest, you jump out of the way. You lose your halance
and slide helplessly down the side of the dome,
landing on the hard stone. Take 2 hit points of
damage. If you still survive, keep reading, :

You watch in helpless horror as the Slith Assassin
pulls a fire dart from his vest and throws it. The
hideous projectile streaks across the sky after the
bat and Ketza Kota. |

When it hits, there is a burst of light and then

. nothing. ! g

Plckmg yourself up oﬁ' the grouﬁd you notice for
the first time that chaos has overtaken the palace.
Men of all descriptions battle each other for the
Sultoon’s throne before his body is ooid Such are
the politics of Hltaxxa ! R T f




. light!

.~ ghost reacts in horror.

“But death isn’t really that bad. . .

Thus, in the chaos you are largely unnoticed a5
you slip through the gate and head into the city,
which is ablaze with activity.

Hours later, you arrive in the bazaar. As earlier,

. the ghost plays a hand with his cards. “I warned yoy
" of what might become of the girl,” the ghost says.

“But'perhaps you shall meet again in another life.”
Your hand flashes to the hilt of your sword, but

" you quickly draw it away. You have no recourse

against a ghost. _
“1 would extend nly sympathies,” the ghost says.

tedious at times.” Looking up at you, he points toa
tattered box across the room. “Take something from
my chest of treasure.”

Stepping to the chest, you break the lock with
your sword. Inside is an unbelievable trove of trea-
sure which gleams even in the flickering candle-

Picking up the chest, you walk to the door. The
“Take some of it, but do not
be greedy,” he calls.

Ignoring his shouts, you step to the door. The
ghost chases you; however, his attempts to grab you
are futile. Gain 2,000 gold pieces and 1 experience
mark, and go to Section 96 : -

. just a little

Badlytwoundedq by the; hldeous ﬂymg serpents
you crawl out of| their short flying range.: \ With. the |
two other; survwors 'you crawl back toward the ship.

Time,and venom ‘have taken away your strength, | |
and after several hours of, desperate ‘crawhng  YOU

collapse beneath a brittle fossil tree.

Eyeing, the barren whitei mesas, | yq‘ khow what

your bones will soon 1ook hke
Begm the book, agam

'I‘he;nGeﬂ;:e; badly; hurtl m;d;!outragéd, iraises }us
sword: and charges you, Dodging away; you bump

into the ;Siltoon,: which'sends, the, Sultoon’s lampg |
ﬂymg The Sultoﬁn hurlis himself toward the lamp‘%;;




1 .

Seeing this, the Sultoon shouts, “Stop!” The
Genie tries to obey but lands squarely on the Sul.
toon, crushing him and the lamp. (Gain 6 experi-
.ence marks.) L
 You grab Ketza Kota and begin chmbmg the rope
out of the banquet hall. The Genie, seeing:what he
has done, shrieks in insane fury as the Sultoon’s
guards arrive. Chaos breaks loose, giving you and
Ketza Xota time to escape. Go to Section 579. )
Lo A S
| ] ! f i1 e

SECTION 84
. The Isle of Gold

As you draw near the Isle: cf Goid a rock cracks
into the side of the ship. ; [Lof

Peering over the side, you see- that the coastlme
teems with floating rocks.

You alert the pilot, and he tries to swing the shlp
‘away. You suddenly hear another loud crack and see
a massive boulder just off the port bow. [

As the day goes on, several of these boulders
thud' against the ship, but you miraculously escape
damage. However, with the afternoon come dark
clouds. The placid ocean suddenly turns turbulent.

Flip the pages. If you get an even number, go to

i
:

T
J

sectionEGG If you ‘get an odd number, keep read-
lngIn the storm, several boulders crack against; the
hull, and the helmsman shouts that the Mtdntght
Reaper is taking in: water.;

You must get to a port fast. Take 1 point of shlp
damage for each hex you sail through on the way to

any port you haven’t been to before. | 1 g- |

| SECTION 85 i
Stealmg the Lamp

As the! Ceme reels about in confus:on fmm your
last attack, 'you rush the Sultoon Jazeer. The Sul-
toon, fearing'your unspent fury, qu1ck1y jumps from
his seat and drops the lamp. = '

Grabbing the:lamp, you see the Genie po:sed fo
destroy you. However, when he realizes that you
hold the lamp, he bows. “Grab the Sultoon and tear

the palace to the ground you shout. (Gain 3 expe-

rience marks.)

The Genie then chases aft’er the ﬁeemg mian.

Meanwhile, hearing the rhythmic footsteps of the
palace guard, you take Ketza Kota by the hand,
dash to the rope, and begin climbing.

1
1
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d Sectlon 88

| Downi below, the'
. and throws him overhand through another great
z wmdow arcing over the skyline of Tabu-Bel-Aby.
. Reaching the top of the,dome, youiand: Ketz,
Kota climb tip.; Arrows fly through the window- -after

you as: the (Génie despérately battles the palace
guards aGotoSect:on?’Q T I TR N

Upon reachmg the bt)ulders, you order Iyour men
to move: the massive stones. o

IAs they do, you wait nervously, ., ' s o
d . Finally, thejob is complete,.a.nd under -the b boul-

ers is a stone with a stran e forei
" carved on it. 0 R ¢ lgnﬂmessage
. One of the sailors| ﬂuent in the ]anguage xeads it
. and looks upat you., i, i 3

You; sweat profusely If there is no:)I treasiure under
the rock, the pirates will mutiny. . | TR

I you told the pirates that you. lmew where the
treasure was, go to Section 78 If the ipirates
‘i learned about the treasure through rumors, go to

| i
N , P
H i

Cemé grabs the Sultdon Jazeer

 SECTION 87 t%f
Defeatmg the Shth
o Assassm

]a.bbmg upward you, ‘hit the!Shth Assassin. He
stumbles for a moment, then tumbles like a rag doll
down the side of the dome. Steeling the last of your
strength, iyou step to the window, only to see the
Genie’s lifeless body on the floor, surrounded by
Hitaxian guards. (Gain 3 experience marks.) 5

Knowing that you have little time left, you slide
down the dome. When you reach the ground, you'
discover that the palace is in chaos.. People run in
all directions. Taking advantage of the chaos, you!
dash to the;gate and flee. |

Hours later, you arrive in the bazaar. Once again,
the ghost is reading his tarot cards.

“Where is shef” you demand.
have the bat take her? :

“She is far away,” the ghost’ responds Where
you were: supposed to ba I dld not thmk you vould
be so successful.” 7

“Where is she? you demand not acceptmg his
last answer. :

“That is not for'mé to tell, for the cards say you :
will not see her agam for: several years. And then it -
will be by chance :

Wf\ere did yiou |

. e
L iy



’% Angered,| you instinctively gmbihé hilt 'of -you
* sword, /but you; quickly :draw! your hand away. Yo;
ha:;l no recourse against aighost,, ., 7, .-
owever,” the old man says, “I owe you qui
bit. Take what you want from rny chestsdg z'l:agsut::tz -
.. He points: to a itattered chest across, the ' room
: :Whacking it with your sword, ,you break the lock.
' {Even in the flickering caridlelight of the stall,-the
treasure'gleams! . R s
Picking up, the chest, you walkito the' door. The
ghost reacts, i horror. “Take some of it, but donot

; begreedgl”t"hegcalls. f!" RN T B g
; But you' ignore his ‘shotits ahid stép the 'déor.
The angry ghost, gets up and chases! you; however.
his attempts to grab you are as futile as yourvat:
i tempt to whack him with your:sword. -Gain 2,000
1

) gold pieces and go to Section'96; i 1 i'»

l= . o
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SECTION'S8
Beneath the Rock

The old, gnarled Fexian pirate squints as he
reads, “Under these rocks are buried the bones of
scurvy mates who attempted to steal jmy treasure.
Gaze upon their horror and shudder.” With that,
the pirates lift the rock and see the contorted
clothed skeletons of several men, their mouths
open wide as if they had been screaming when they
died. L b :

A hiss of recrimination drifts through the crowd,
and fights break out. Four men die before you can
quell the quarrel. (Lose 4 ship strength points.)

“As you were,:men. We must search in at least
one more place.” -

With a low, discontented rumble, the men calm
down. Now you may lead them to one of the other
search. points, To climb the tall mesa and inspect
the island, go toSection 77, To investigate the steep
butte, go to Section 92. '
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| SECTION 89 - | f L
"'h il yi tering black shape appears on the 'hunzon and
e Sultoon ]azeer S wings its way to the hill where:you stand.
, As it draws closer, you shudder, for it looks like

something only a.demon or.demented sorcerer
could create. In all ways it is like a bat, save for its;

: - | ; :
i oot

- Y()igl and ,tﬁe old man ‘cree
. light of the Hitaxjan moon. | ’p sﬂgntly, und%:r the wingspan, which is nearly ten feet across. The
. ]ﬁe{ore sétting out, the ghost: made you promise Voélglg boy you met in the street rides it atop a high
f:eefng l;;nmia;l Ev‘;l;ge against the Sultoon before ” Ffor;: whence did/this horror come?” you ask.
realized that ))on? h a d hfsﬁg;: oi.rsg;liﬂssy‘s:lt;oo“ ' “It isia Davanian bat. Quite common among the
tthout Slate Mountains., The Davamans use them in place

: o L i
CImem m the te of i of horses—and sosshall you.” -} ;
5 op a smaﬂ hﬂl the ghost You shudder as you appmach the creature, but

i points out the Sultoon’s patace, Surrounded by h :
outer hattlements and ringed with tall mlna?e);:s :Sgg ‘ despite its ugly appearance it seems friendly. As

. huge dome. At the 'top, of the walls and each '

]

you get bn top of it, the ghost explains how it is

ridden. ! b

, | | minaret are’ thax;an archers;
1, Ewearmg tall pomted The, bat .carries you into the star-studded mght

i caps.. i Lo
; | sky of ‘Hitaxia. Inl moments you reach the outer

bt “The Su!toon ]aZeer ‘as beﬁi‘shis it, at palace
“the top, of the' great dome, pmte:toer:lci:y m: E}?;ttf?'ents,'()f.ithe Sultoons! ond drit over

,e"el'YWhBre As you
ters to you, the);'e issetﬁ; ﬁ:}gfa;;l ﬁotxl:leﬂ%:wt T;r Up close, the/palace is breathtakmgly beautlful
i You would be pincushioned by atrows, for: tglh.eo Sul built in grandiose proportions and composed of di-
toon employs: the:best archers in the realm.” . - aphanous mﬂky—wlute marble of unreal purity. Sur-
“If there is no way in, then h ik, rounded by minarets, the bulbous dome crowns the
With that, the“ghyosg letsnou?’:s;m zlto El:cceed?' entire palace likea halo. - SEERY
oud: whistle: and Pulling on the' bat’s reins, you' descend ‘to the

. smiles gleeﬁilly From 1abovve " Tn,
1 rgome_nts :w fut- great dome. Suddenly, you hear a shout from one of
" ! o :
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|+ the minarets, followed by the twang of 4 powerfy;
nEbOW T *a‘ K!\‘!?:!‘f“';_; :
' The arrows streak toward you. Flip ?the?paiges.six
times and take 2 hit pointseach time you flip a.4(ne
.matter what kind of armor you are wearing): 1
.. Nearing the dome, you hear the jarring clang of
‘alarm bells from high on the. minarets and see men

. scrambling about the courtyard. , RIE
‘ Landing on the dome, you: hitch the bat tdithe
.\ jcarved stonework dnd creepito the topiof the, great

' 'ball of marble, where you find a window and peer
; : g

inside. . ) ot esnt L R S
" Far below, in;the Sultoon's' throne room; & ban-
' quet is in progress. Seated at' 4 great itable, kept
cool by fan bearers, and. swrrounded by various
brightly -dressed, Hitaxian 'princes, emirs, ‘and, sa-
;- traps is a small, fat,;man-é with wine running down his
Hooface. pq ot e I
" iWithout doubt, this is, the Sultoon' Jazeer; Your
i anger peaks when you discover that seated next to
him is Ketza Kota, dressed:in the sparse costume of
i a dancing girl. 1 L el P
, . Your sword powered by anger, you smash| the
i window, and brightly colored glass showers down
on the dining table, causing the: guests to flee for
the door. - ey T
~* “How dare you leave me without my permis-
| sion!” the Sultoon shouts to his fléeing guests, "I
will have your cowardly heads forit.”

t
1

L
: [
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| sitting back .confident of the outcomel The Genie, ;

R TR
“You won’t be alive long enough to have my
pead,” one guest responds to the; fat despot. ol
In the confusion, -you drop the roperand shinny .
down until you.are low enough to-drop to :‘he»mble; N
Upon seeing you, Ketza Kota shouts, “Sagard! G
As you land on the table, you.draw your sword and y
prepare to make good your pledge fto:rthfe ghost. Tél g ;;
The Sultoon, much to your surprise, barely ¥
moves. He lifts a small oil lamp with-chubb)f fingers ¥
and gives you an oily smile. “Did you think it would B
be so easy to'steal my favorite harem girl;andr- shy
e, Ratiklan?” ., . T
m “Who is going toistop me?” you shout,;;'sltepping b
toward him. i, - meo A ;1:;‘.;1 o
Unperturbed, the Sultoon rubs his ruby-laden i
hand against: the lamp,.and, a thick green smoke !
rises in @ great pillar. Whienthe smoke clears, therf! |

stands a tall, turbaned Geniel 116 w1

“Destroy him,” shouts the/Sultoon, laughing and |

i

pulling aiscimitar that is:-nearly;your; height from his! i
belt, steps ‘over to attack you. You must fight; thef %
Genie, but knowing that iyou: have little chance o b
defeating him, you;try to connive a way to gral? the i
lamp from the Sultoon and thus turn the Genie on A
the Sulkoons [ * ' T d cwg L
Stealing the, lamp works inthe following manner:

7. He h time . .|
Fight as you would normally. ;Hwever,. eac e L
you flip a4, tyou the stunned the Genuai an ma)’*
- § oo 1 .!
g j i} H P




R L
therefore try to get the lamp by ﬂippmg atiother 4
Ify}(])l: have a stun stone, yol may also use it, ang
each time you successfully stun th
trytogetthelamp s ‘ y stun ] eGemeyoum ay
) ! : P
SAGARD (LEVEL3 o, w848 |
(20] [19] [18] (17] [16] [15]![14] [13] [32] [11] [10} {9]
-~ [81 (71 [6] [5] {4] [3] [2] [l] (Begln the book agam )
GENIE (LEVEL5 1/2, 2/3 3/3 4!4)|
[40] [39] {38} [37] [36] [35] [34] {33] [32] [31}: [30]
[29] [28] [271 [26] [25] [24] [23] [22] [21] [20]
(19]{18] (7] {16] {15} [14] [13] [12] {11} [10] [9] [8] [7)
[6] E5] [4] [3] (2] 1 (Go to Section 83, ) '

i i 5
If you istaal the Iamp, go to Sectxon 85 R
Youmaynotﬂee] S 'r I o

Mesa of the Giant Ea'gles- 3

[ %

The second; Glant Eagfe ts.wmg npped ﬁmn 1ts

| body, crashesqto the ground (with a hideous: scream. . ¥

(Gain 2 .experience marks.) Far below, your' men |
cheer, and you proudly raise your sword:: Suddenty, . °
the mesa,beneath you crumbles dropping you &
yard dm ' v

As you: struggle to: get out of the newly forme&
hole, you hear soft metallic: «dlicks. Looking down, .
you discover that you are up to your knees in trea- "
Slll'el " 5‘ K ;'H:,‘ ‘ i

Marveling;at: the genius of the p:rabe who buried
his treasure above the ground, you shower your °
men with plunder. (Gain 1,500 gold pieces.} i

At the bottom of the.chest, below the gold, jew- -
els, and 'pearls, iis :an:ornate iron breastplate and; !
shin greaves that must:have been made for:a king. ' °
There:is no question, in. your mind; or-in the minds ;
of your men,. who will get this, treasure; .,

The king's breastplate and shin greaves wﬂl make
you nearly :invulnerable to: low-level: attackets. As
long as you wear them, they will deduct 2 hit points’
from any attack on you, and if you are ever in, need
of money, the armor;will sell for. 1 000 gold pleces
Note :t on your status chart




For two days, the men revel on the Isle of Dreaq,
and you regain all of your hit points. Return to the
map (Section 39), much richer, and sail away.

i
: |
’ i

. SECTION 91
. Making an Ally *

ion RS N P oA
“Lsaw the fire in your eves, lad, and you did well
to douse it.” The old man rises, and you are hor
rified to discover that you can see all the. way
through him. “For even you, Sagard, cannot kill
those who are alreadydead. The Sultoon Jazeer
killed me. In life I was sultoon, but now I am a
ghost. For holding in your anger, I shall give you
~ the stun stone.” | o P
The old man gestures to ithe young: boy, who
. - I b

I

H " .
I ‘ i B

TR T LU
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> J‘r ' ‘ *l | \ SRR LL} liit
camper§ off and fle'tches ' box. Wlienl ghe;operlé: the ;
;ox a painful, blinding light: strikes:you, and you
are temporarily, paralyzed, =

In the box is'the stun stond.. If used properly, it' | |

will help you'in difficult combdt.-Any time, yon

show it, it will give you 2 free a_ttacks;;;iH‘oWevef, you :
must use it sparingly.. Each time you wish to usedt, ¢

flip the pages. If you flip a 4, flip again. Ifyonflipa’

3 or a 4 the second time, it has shattered andlyou}‘;ﬁ f
may not use it again., Note this on your status chart. .
“Beward,, Sagard./The girl shall be in grave dan-

ger should you atternpt to rescue her. Her life shall

be long i you dornot. Do you still want to attempt |

to rescue her?” (At thisipoint,' you may, still forget

about your:mission against the Sultoon and go, to

Section 96./If not, keep reading.) : R

“I will take my géhances,’,' you réspond. -

1

“Then I shall lead, you to. the:palace to‘ﬁghtﬂ;”




 SECTION92 . |
’I‘he Butte W1th 1 000 o |

With a deft whack, ;101;1 slice the serpent’s body in |

HOleS g ‘:' half. Instead of dying, the reptlle attacks you with
' ! 1 o : dripping fangsl !

The plrates treasure could be in aﬂY Of the Delivering a precise blow, you destroy the ser-
pocked holes which seem to watch over the isle like pent in midair, but there is no moment of ‘celebra- -
the eyes of a, skull. Approaching the butte cau. tion, for several more wing toward you. |
tiously, you order your men to search in pairs, As you struggle to save your companion, you hear

Entering a dark, dry cave, you brush away & | screams from- the other caves.. ’I'he samme terror
curtain of cobwebs. Your ears are first tickled by the strikes them as well.1 ¢
sound of fluttering wings, then by the hiss of ser- As you flee the eaves, flip the pages for each Shlp
pents. Warily, you watch the ground ; strength point you have and deduct one crewman | i

A few feet away, you hear a blood-curdhng for each 4 you flip.~ @ - g :
scream and see the pirate who accompanied you If you have less than 5 shxp strength pomts left

desperately grasping the body of a  winged serpent go to Section 82. Hyou have 5 0r more ship strength
that is coiled around hisneck. i 4 ¢ & pomts ® to Sechon 94 o ‘.E., N |
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SECTION 93
Horror from the Depths

Many .omens foretell the commgiof the .great
horror. The seas are calm-—perhaps too calm. The
graceful seagulls that foflow in your wake have van-
ished, and the red seaweed from which the Crim-
son Sea. has‘ gotten its name is particularly thick,
making theiocean look like an: unbounded pool of
blood. - - i i

Still, nothing but the peculiar legendls placed on
ancient maps has prepared you for the horror you
are about to face. | | [ :

Without warning, eight massive tentacles, as
thick as great redwood trees and covered with suc-
tion cups, pierce the ocean surface and wrap them-
selves around your ship. |

As the hull begins to crack al htdeous head wﬂ:h;
two eyes as black as death rises from the water and
begins to gnaw at the prow. Spmnmg around, you
narrowly avoid the grasp of a slimy tentacle, which
grabs a running sailor and carries him, screaming,
under the ocean,

Most of your men are hardened by the brutal
realities of the sea, but they panic and most flee
below decks. Gripping your sword, however, you
with but a handful of men prepare to do battle with

‘
L



||| TENTACLE #4[5] (4] (3] [2] 0] ¢

this octopuslike hoi'ror, this hbﬁor:fmm thi; aépths
You must fight the Serpent to the death: To de.

“stroy it, vou; must sever each of the tentacles.

Though in, most combat you may not divide damage
among different. opponents, you! may do so against

the Serpent. Therefore, ‘if;  you' flip a 4, doing 5

points of damage, ‘you may use3 of the: points to
polish off one tentacle and allocate the other 2 to

. the nextjtentacle. ; . g i N

In each; round of oombaﬁ, flip for each tenltacle
When you have destroyed a tentacle, it may. not

.ﬁght anymore The Serpent strikes ;ﬁrst' 1

i v e
: | l &

: P ’ I E
oy MIDNIGHT REAPER (12, 2/3, 34, 45y -
-~ {30] [29] [28}:[27] [26] [25]/[24] [23] [29] [21] [20]

[19) (18] [17] (16} [15] [14] [13}{32] [11] [10] [9} [8}]

- [7116] [31 [4] [3} [2] [1] ( sunk Goto Secuonss)

" -',THE!SERPENTM, 2/0, 3/1 4’1) i i b r

TENTACLE #1 [5]'[4] [3 (2] [I} ' '! gt
TENTACLE #2 [5] [4] [3] [2] [1] ,;E T
,ITENTACLE #3 [5] [4] [3] [2f () w . :
TENTACLE #5 [5] [4 31 (2] [1) | - -
TENTACLE #6[[5] [} [3] [2}f1}. ¢
i TENTACLE #7 [5] [4][3){2) (3]0 ©
. | TENTACLE #8 [5] [41[3} [21 [1] | ,

'
i
i

- ©

i

If you defeat the Serpent galn 6 expenence
marks, and return to the map (Section 39). I you

are badly damaged, sail to a port for repan-s

fi

Youmaynotﬂee o n,; S

SECTION 94

thhtl from the Flymg
Serpents._ i\g

i f
Regrouping after the’ v1cnous;attack Eof the fying
serpents, you must search again for the treasure.

ey
i

Knowing that no pirate, no matter how intent on .
hiding his gold, would have hidden it in the caves,
you have a_choice: of searching either among the .

boulders (Sectlon 86) or on top of the mesa (Sec-
tion 77) ‘ i A
SR PO L
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SECTION95 |
Tabu-Bel-Ab n

The sun hangs iugh ina pure bline bsky{ ias: the
Midnight Reaper ‘comes within sight of Tabu-Bel-
Abu. At first, the great city appears:as a thin:white
line on, the Hitaxian’coast, but; drawing closer .you
make out individual’ domes towers, mmarets, -and

~ pointed spires. ! oy

{ By late afternoof, thé shxp oofnes nem' pdrt A
mass of people of’ all races, from proud; kings of the
Momboddo Empire to white—halred Valzar barbar-
 jans, swarm about the docks like: insects, Never
' before have you seen battlemenlts astall or as sturdy
.as those that surround this city. Sy 5
Close to shore, you order a longboat dmpped and
. say farewell to your;traveling companions, for you
"have reached your destination and; they ssﬁ!l have
long voyages to make. 1 i i

. | A blistering midafternoon heat'rises oﬁ the doc](—

side: streets as you pushsyour way through the
clamor of the'crowd, = h T

Adjacent to the dock is the bazaax iHere, r‘ndr—
chants dressed like sultoons from childhood'tales
- call to you, inviting you to spend money in- their
stalls, which sell everythmg froms grotesque anlma]s
to dehcate pastrles !

Itis not long before a young boy dressed in bnght
garb and wearing a pair of pointed shoes with bells’
attached to the endsjapproaches you. You stifle a
laugh at his ridiculous garb’ as he speaks to you

through a long, drooping mustache, which is ob-

viously fake: “You look to be lost, Ratikkan. 1 show
you the city,” z

For several moments, you haggle over a pnce,
and he invites you to come out of the sun and into
his stall. . 4

With the rattle of Beads, yOukai'e led into the stall.
Once inside, yon discover a small orpate room.
Carpets have been fastened to the walls, and a
strange brass candelabra hangs from the ceiling. It
stinks of foreign scents which burn in a smail bowl. !

For a moment, you feel as though you are about
to be overwhelmed by the fumes. Lunging at the

bowl, you hurl 1t out of the room, and onto the

street. : '
Your guzde turns a.round in alarm “What have’
you done? - . .-

“1 will not 'be fooled so ea311y You intended
to brmg me in here and drug me wuh that foul
stench.”

“Oh no, my ﬁ'lend that is incense of sandalwood
musk, and myrrh,” he responds showing you more
incense. ,

Wlth that oud laughter erupts on the far side of
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the room, and you see a strange ﬁgune sxttmg in the

corner. Your flesh tingles, for the old  man, who

| wears a flowing silk; gown, wis not 11'1 the’ room

when you entered, and you did, not see, him arrive,

As the ;'Oung boy runs to recover his bowl, the

old man motions for you to;sit down. Graspmg the
hilt'of your sword, you remain standing.

“Very well, then, 'stand if you must,’ ihe says

- With long, bony fingers, the;old man reaches fora

deck 'of cards, which are emblazoned with strange

drawings. Chanting slightly under; his breath -he
lays them out in an odd order. L

. After laying out.the cards, the old man looks up

at you, Beneath a mane of white hair glow shimmer-

ing blue eyes, which seem to sparkle with a much

| younger age than his.own. “The cards told me you

;lvould come, and now they tell me what you wx]l do
ere.”. ' ' :

“I do not beheve lné ﬁ)ul southem' m’a'g‘ld,” ')'rou

‘ say, turning to leave.’ N

“You have come from, the nortlh to rescue a Shth
maiden from the palace of the Sulfoon Jazeer P

2

“How could you know that?” you ask drawing
your sword.

“In the cards, I see much more,” he says “1 see
tears of j joy but also tears of grief should you suc-
ceed.” |
At this point, you have ia choice."'You may end
your quest here and tally up your treasure and
weapons! (Section 96), or you may dontinue with
your mission. If you want to continue,’ keep read-
ing. il . ’

“Nothmg shall stop my questl you say \

“Very well,” he responds. “But do not say 1 did |

not warn you.” |

You boldly step toward the man, your sword
drawn. “If I let you hve, you might warn the Sul-
toon of me.”

“And if you stnke me you will have lost a valuable
ally. For I hate the Sultoon more than you do,” he
responds. 3

You must make a chonce ‘Either attack the old -
man (Section 76), or make him: mto an ally (Sec-
tion 91) i : o iy Rl
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' SECTION 9‘6"

| ; ’Ihles in the Hot Wind

E
by

A hot desert wind brmgs strange tales to the city
of minarets and dark sorcery. Deep in;the casbah,
. where swarthy-faced, turbaned: men Smoke,.ﬁ'om
" long pipes anditell tales of fantastic treasures, a man
all in black with a garish golden earmring beckons
you. “Come, Ratikkan, for I read your mind.”

You turn to seei his | beadyl .brown eyes starmg
deeply into yours. “Forget the small plunders you

" seek here, for there is a much greater, treasure’in

the deep ﬂmgles waiting for you if you have the

 strength to wrest it fromyevil hands.” Lo o

' “T have heard'of no such treasure,’ " you say

. -He waves his hand for you to sit. “Then stay- for a
‘moment, jand I shall tell you of the:,Lost1 Clty of
Ivory.” !

" Make 4 note lof the erperlence marfcs, the trea-
sure, and the weapons and armor you have gained
in this book, for they will help you as you search for
the Lost Clty of Ivory in Book 4 s

 SECTION'97.: i ;@ '
}éf-'-‘i'Flghtmg Rules "

Ixidtmctmnshalways make things seem more 5com- -‘
plicated, than they really are. If you have made it o
this far in:the book, the fighting rules should be aj:
snapy Basically, ithey are common sense. When n |
doubt about anything, consider what would happen
ina real—hfe s:tuatloq by e S

P BEFORE PLAYING
i' i

All you' really need td play thns game are1 thlS book
and a pencil. Some; playersifind thata four-sided die
will imake fighting quicker, but' the random num-
hers printed on the upper corners, of the right-hand ¢
pagqsﬂwﬂl generaté: the ‘combat ' results perfectly
well i i .i‘ ; }!l H l“u;': ;;‘i: -“’ff?‘“
If you have gotted to] this, page, you know the |
basics of moving fmm one sectlon to another. Now, *
all that is left to learn is how to fight and how to use
the Sagard status 3heeﬂ and status' chart b

I

i
i
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FIGHTING

In a numbbr of places in this book, you wil]
encounter enemies and choose to, or have to, fight
them. There can only be three possible outcomes to
a fight: you can win, lose, or flee. Lo

Winning a fight: You win:a fight when you have
reduced an enemy’s hit points to zero. Or, in situa-

tions when you are fighting more than one enemy,

you win when you have reduced all of the enemies’
hit paints to zero. : ‘; :
Los?'ng a fight: You lose a fightwhen your number
of available hit points falls to zero. ; :
Fleeing a fight: When you-feel that you might
1059' a particular fight, or that the fight isn’t worth
havmg,‘ you may try to flee, Fleeing is a 50-50
proposition. If you flip the pages and get an even
number, you have successfully fled. : :
You may only attempt to flee before your combat
turn, and only once per round. .
) Wg}en you have successfully fled, look !in the
flee” section of the combat page, and it will direct
you to another page. = l -
Be warned: Some adversaries are impossiblé to
flee from."[hey are specially marked. If you fail to
flee, continue the.combat normally. :

Vo
P
i

HOW COMBAT WORKS | '

N
it

b i; " G- PO :

_ Combat taKes place in rounds and is resolved by
generating random numbers from I to 4. The :tool
for doing this is included in the book, Note that

there is a pumber from: 1 to 4 printed on:the upper -

corner of each page. If you look away and flip ran- |

domly through the book, stopping before you getto!

the end, you will have a random number. |

To have combat, Sagard and his opponent (or
opponents), take turos., Unless otherwise stated,
Sagard strikes first, After he strikes, the opponent
strikes. That completes one round of combat. Com-
bat cen gojinto several rounds:and must end when
Sagard wins, loses, ior flees. When this happens,
follow :the  instructions. on that page. These will
direct you to: your next adventure., o

Every battle you fight'will be different. ‘The diffi-
culty of each, battle, will: bé determined:by ‘how
many hit points your opponent has and what!your
opponent’s fighting level is. ., Lo

i

R UE IR SR SR IR
Hit points are the;number of pointsJof ‘damage‘a’

player may take before being out of the combat. As
Sagard, you are given 20 hit points in, the beginning
of the game. (This number, will change in the course
of the game, though tin; this book Sagard may not
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exceed 20 hit points.) That means' you will have tg
take 20 points of damage before you are out of the
game. i N,

A typical Ba&ie sheet looks like this:
P o

SAGARD (LEVEL 3: 11,'2/1, 312, 4/3) | |

[20] [19) 18] [17] (16] [15] [14] [13] [12] (1] [n0] [9] -

(8] [7] [6] [5] [4] [3] [2] (1]{(You may fight no more."
Hobble to Section X.) . .
i .
Each time you score a hit or hits ori an opponent,
cross out the total number of boxes worth of
damage you do on the opponent’s chart, like so: .

ORC (LEVEL I: 1/0, 2/0, 311, 4/1) -
(2] (1] D] 08] [8] [7] [6] {5 [4F [3] [2] [} (You '
have successfully defeated the Ore. Go to Section'
X)) o

As illustrated above, different characters have dif-
ferent combat levels. Sagard begins as a Level 3
fighter. Combat levels go from 0 to 5. The higher
the combat level, the more dangerous the opponent
is. The important fighting information is included
in every melee so that you don’t need to refer to the

chart presented here except when you increase a
level. : - ,

S H

'FICHTING LEVELTABLE '

dr oy F]ipDieiBOll 2 l!”: l Ll.i

I A
’;lii: I . A i |!
G bt

3 S R L R 4
Level® .0 0, 0., 0 R
Levl 1 "liiio 00 Lt 1
Levelgi i 0, [/ 1 iy 2
Level3 711 1  #ieile & 3l i i3]
Level 4 SEE ST "531*
Level 5 4

L IR

These numbers; refer to hit points, or damage
points. ; For lixistarfce,;if: Sagard, a Level 1;3 ﬁghte?‘,
gets: a'i4; he does: 3 ‘it pointsj;(ﬂ; _:.damag? to his
opponent and crosses, them ‘off the enemy’s chart.

Likewise, if a Level 5 fighter getsia ], he'does 2 . |

points of damage. Just to: test yourself, Wh?t: hﬂl"‘_t .

i1
, bR

pens if a Level 3:fighter gets:a 2?

: ok A,.;'iff:w'm;
If you; said 1 point of damage, you are correct.. .. |

R
Sl

Therefore, the dangerousness of an opponent can :

be determined by looking at bath the:fighting level
and the number of hit:points the dpponent has.

Remember, there can only be three possible out-

comes to any fight: win, lose, .or flee. 1If your,
number drops to:zero, read the section after the hit

[
H




points and follow those instructions. Hit poihts are
pe(limanent but Sagard will frequently rest or eat
and regain poeints. Regai
and lg;;uth gbook .g ined pomts will be clearly
Bear in mind that' the number of Sagards hit
points will go up and down in the course of the
game. Sagard carries damage from battle to battle
After each battle, mark Sagard’s available hit pointé
on the Sagard status sheet (see opposite). Do like-
wise when Sagard regains hit points.
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CURBENT STATUS SHEET

o Conﬂlct# 0
i :I b ' ; 'ﬁ
123&4156..789?105
20202020202020202020;
s 19 19 19 19/ 19,19 19,19 19; 19
A 181818 18 18 I8 1818 18 18 -
G 171707 A7 17 1717 17 17 17
A 16 16 16 16 1616 16/ 16 16 16
R (15 15 15 15 157151 15 15 1515
D’ 14 14 14" 14 14 14 14714 14 14
$ 113 13 13 13 13 13 13 13 13 137
e 12 120120 12 12 12 12 12 12 5
H ulu 11 1.1 1 *11!11; 11
I 10 1010107 10 1010 1010 10
T 9,910 ,9:9 9.9, . 9
8 "8l 8 '8
P ‘1.71 77 7,"
o s 676" 6
1 5 5 8% I's |
N 4'4 4 Y4
T» 3‘3 3r i3
S 21252 2
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! 0.‘::‘10 0 0
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BONUSES

Along the way, you will pick up bonuses for your
journey. These come in three forms: experience
marks, weapons and armor, and special items. Each
of these bonuses is valuable to you in a different
way. )

Experience marks are permanent. Sagard will
take them with him from book to book. The pur-
pose of experience ‘marks is to determine Sagard’s
combat level. At the beginning of this book, Sagard
is at Level 3. However, once his experience marks
total 60, he immediately moves up to Level 4. .

Weapons and armor are valuable for combat and

will give Sagard an edge when fighting. The value -

of these weapons will be explained when the
weapon is awarded. |, |, . .
Special items serve their own purposes. Some

special items, such as shields, can be used to dbsorbj
hit points. Others, such as magic potions, can be

used to restore hit points when Sagard needs them.
Bonuses and combat results are recorded on the
Sagard status chart opposite. |
I I

R
4

SAGARD STATUS CHART

Experience Marks | Level Gold :
i . 1 ‘
. i i

Ship Strength Points |

co f
Cu;rent Hit Points
i Poow |
Weapons and Armor ;| Effect on Combat
Special Items . : ~+ Powers

Ship’s Crew Status

Lyt
',



Each time Sagard.is involved' in 'combat .or re.
gains ihit points, update this status isheet. Sagard
starts out with 20 hit points. Suppose he loses 8 of
them-—he is left with, 12, Then, let 'us say he:eats
and regains 5 hit,points in the next section;; there-
fore, he now has 17 hit points. Next: tlme you go into
battle, remember how; jmany hit ,pomts you_have
and modify your status sheet accordingly. Re-
member, Sagard may never have more than 20 ]:ut
points. SR . AT
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