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WARNING T

Do not 5tternpt any of the techniques or methods
described in this book. They would resultin :
serious injury or death to an untrained user, -

i * * o

i

;! I
Historical note

Ninjas are historical fact. Ninjas existed in Japan '

from the sixth century AD to the beginning of the

seventeenth century. For much of this period there

were struggles for power between the warlords or.

daimios who were the heads of the noble clans.
The Ninjas were unknown faceless men,
professional assassins and spies, killing machines
available for hire. All of the abilities and skills
attributed to the Ninja in this book are based on
reality. Historically, the Ninjas of Medieval Japan
were apparently able to perform most of the feats
and were expert in many of the skills outlined in
The Way of the Tiger.
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BACKGROUND

On the magical world of Orb, alone in a sea that
the people of the Manmarch call Endless, lies the
mystical Island of Tranqui] Dreams.

Many years have passed since the time when, as
an infant, you first saw its golden shores and
emerald rice meadows. A servant brought you,
braving the distant leagues of the ponderous:

ocean, from lands to which you have never re-
turned. Your loyal servant laid you, an orphan, at

the steps of the Temple of the Rock praying that :
the monks would care for you, for she was frail "
and dying of a hideous curse.

Monks have lived on i:he island. for centu_nes,
dedicated to the worship of their God, Kwon, He
who speaks the Holy Words of Power, Supreme
Master of Unarmed Combat. They live only to
help others resist the evil that infests the world.
Seeing that you were alone and needed care, the
monks took you in and you became an acolyte at
the Temple of the Rock.. Nothing was made of the'
strange birthmark, shaped like.a crown which you:
carry on your thigh, though you remember that
the old servant. ms;sted that it was of mystical
1mportance

The most ancient and powerfu] monk of them all,

* Naijishi, Grandmaster of the Dawn, became your

foster-father, He gave you guidance and training
in the calm goodness of Kwon, knowledge of men
and their ways and how to meditate so that your
mind floats free of your body and rides the winds
in search of truth.

From the age of snx, however most of your time
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has been spent learning the Way of the Tiger.
Now, you are a Ninja, a master of the martial arts

and a deadly assassin who can kill the most.

powerful enemies unseen and unsuspected. Like
a tiger, you are strong, stealthy, agile, patient in

the stalking of prey and deadly. In the Land of

Plenty and the Manmarch the fabled Ninja,
known as the ‘Men with no Shadow’, are held in
awe — the mere mention of Ninja strikes fear into
people’s hearts. But you are one of the few who
worship Kwon and follow the Way of the Tiger.
You use your skill as a bringer of death to rid the
world of evil-doers.

At an early age you hung by the hands for hours
on end from the branches of trees to strengthen
your arms. You ran for miles, your light-footed
speed enough to keep a thirty foot ribbon trailing
above the ground. You trod tightropes, as agile as
amonkey. Now you swim like a fish and leap like a
tiger; you move like the whisper of the breeze and

glide through the blackest night, like a shade.
Before he died Naijishi taught you the Ninja’s

Covenant.

NINJA NO CHIGIRI
‘I will vanish into the night; change my body to
wood or stone; sink into the earth and walk
through walls and locked doors. I will be killed
many times, yet will not die; change my face
and become invisible, able to walk among men
without being seen.’

It was after your foster-father Naijishi’s death that
you began to live the words of the Covenant. A
man came to the island, Yaemon, Grandmaster of

!
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Flame. Using borrowed sorcery he tricked the
monks into believing that he was a worshipper of
Kwon from the Great Continent. He was indeed a
monk but he worshipped Kwon’s twisted brother,
Vile, who helps the powerful to subdue the weak,
and wicked men to rule fools. Yaemon slew Nai-
jishi—no-one could match him in unarmed combat
— and he stole the Scrolls of Kettsuin from the
Temple. Once more you knew the pain of loss for
you had loved Naijishi as a father. You swore an
oath to Kwon that one day you would avenge his .
death . . . and you were avenged. i

You slew Yaemon and you learned of your ances-
try. Now you are King of the City of Irsmuncast.

You gathered advisors around you and passed
many new laws, some popular, others less than
popular, but you managed to govern the city,
playing one faction off against another until
Irsmuncast came under attack. Not for nothing is
the city named Irsmuncast nigh Edge. Its location
at the eastern edge of the Manmarch, the lands of
men, means that whenever the hosts of evil spew
forth from, the Bowels of Orb, the great Rift that
scores the world like a black pit in a rotten fruit, it
is likely that Irsmuncast will be the city they fall
upon in their search for new slaves. And so it was
early in your reign. The army repulsed them once,
but, prompted by your god Kwon the Redeemer,
you set out on a quest to recover the Orb and
Sceptre which are the traditional emblems of your
family’s rule. The quest was successful, but when
touching the Sceptre transported you magically
back to the battlemented tower of the Palace a
terrible sight met your eye. The city was wreathed
in smoke, torched by the evil hordes from the Rift.

1




1 .’Avenger - an old score shall be settled. The;

. As things stand you do not even have a c1ty tol
* defend.. Your people may all be slaughtered or '
Jcarried offto the slave pits of the Rift. Youmust try' .-

I toregain, control of the city at all costs, unless 1t

. already too late. Turn to 1 .

 Asyou stared in disbelief a great black raven, ever
-a bird of ill omen, brought you amessage which it.

T

. dropped from its yellow beak. It was;from yourold
adversary, Honoric, Lord of Doomoverand leader:
of the dread Legion of the Sword of Doom. He .
once tasted the Blood of Nil at your hands, but, his ¢
strong body hardened by the rigours of campaign-
ing, withstood that most potent of poisons. He has -
sworn revenge and the message which you still
hold in your tired hand could hardly be more dire.: '

Legion of the Sword of Doom shall conquer the: ;.
City of Irsmuncast and bring its people into slav-" .
ery. I swear by Sorcerak to kill you with my own'_ ;-
hands — Honoric. o

As Glaivas the Ranger-Lord once told you, 'the”‘}:
Legion is,one of the most feared armies on Orb. ! |
The warrfors worship the wargod, Vasch-Ro, He

“Who Sows for the Reaper, and they spread fear iy

about them in battle like a pall.




1

The smoke from the burning city obscures the

scene. It is difficult to make anything out from your
lofty vantage point at the top of the Palace. There is
no sign of Force-Lady Gwyneth nor of the Irsmun-
castarmy. You have no way of knowing whether all
resistance has been crushed or whether there is still,
hope of turning the tide. The Orb and Sceptre are
heavy in your hands. You have o idea whether, '
they hold potent magic that will aid you.or whether:
they are mere baubles, no more than the symbols of '
the overlordshipiwhich you have lost. Will you' : |
descend the staircase into the Palace (turn to 57) or
examine the Orb and, Sceptre on the battlements .
(turn to 45)? [ oo ‘
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2 _
You ride on, ahead of your troops. Soon you come
to the valley, where your scouts reported a sighting
of Honoric’s army. You continue up it, following a
winding river, the River of Beasts, that flows :
through the valley. You pass by-a village on the left
as you leap a small stream.:As dusk falls; a manor
house appears ahead. It seems deserted, and as you,
rein in your horse you see, the reason why. A
half-mile beyond, a great:army is settling down:for' !
the night’s camp. The rosy glow of the settingjsun i !
seems to; set, atlame the, gleaming steel of fifteen
thousand' spears, . and, the sound of many men
bivouacking, fills the, evening air, As you watch, -
your spirit sinks.at the sight,of such amighty army.. ;
You recognise banners not only of Doomover but of |
the:cities of Aveneg, Greyguilds, Mortavalon and
othérs.. Honoric has been hard at work - a powerful!
alliance of cities is ranged agamst you You must try
to learn more. Turn to 12. .




- 3 .
You meet no further resistance, casually almost
knocking aside two Orcs left behind in the stam-
pede, until you reach the steps to the great gateway
of the Palace itself. Unfortunately one of the Orcish
chieftains, using the foulest language you have ever
heard, curses his Orcs for cowards and rallies them.
Even more ominously for you, he has called up
reinforcements, a company of Orcs armed with
crossbows. Will you risk a feigned attack, instead
leaping high above their heads and vanishing into.
smoke-filled Palace Row (turn to 107) or hold up the
Sceptre and command the Orcs to bow down to the
rightful Overlord of Irsmuncast (turn to 95)?

4 ;

You invite suggestions from your commanders.
Gwyneth suggests a defensive formation with a
refused left flank. ‘The right flank should rest on the
Wickerwood, with Gliftel’s Elves in the wood itself.
Four hundred warriors of Beatan should occupy the
Old Farm, with some cavalry positioned on Col- )
wyn’s Mound, and then a line of units stretching to
the Greenridge, with the centre resting in Hartwig
Fell’s Farm. Antocidas and his mercenaries should -
be held in reserve on Tallhill, where the Overlord
Avenger's command post should be. Finally, T
would suggest Glaivas and his Rangers should wait
in ambush at the Old Bridge to hold it for as long as
possible should any try to cross it.’

‘No, I disagree,” says'Obuda Varhegyen, his voice
heavily accented. ‘We should use the terrain to our *
best advantage in setting up a defensible position.
Swordsmistress Hivatala should march now to hold
Ruric’s Bridge with her cavalry close behind to plug
any gaps should the enemy show signs of breaking -

14



through and to provide an attack capability. My
troops should hold the ford, while Gliftel’s bowmen
occupy Woodnugget Wood. Gwyneth’s troops and
those of Antocidas can hold the ditch from Wood-
nugget Wood to the Wickerwood, with her cavalry
close behind near Colwyn’s Mound. A thousand
men could be held in reserve along with Glaivas’
Rangers, who can be used to plug any gaps. Finally,
1 would suggest that the Overlord Avenger sets up
his command post on the Greenridge. That is my
counsel. Thank you.

Turn to 410.

‘ 5 :
Summoning your knowledge of the ways of the
mind and body, the ancient teachings of the monks
of the Island of Tranquil Dreams, you sink into a
trance that is like a deep hibernation. The spiders
crawl all over you. You are dimly aware of it, but
they will not use their poison fangs on an animal
they sense is dead. The Dark Elves have no such
qualms, however, and one runs you through witha
stabbing sword before you can come back out of
your trance. Now Honoric and the foxces from the
Rift will carve out the fate of Irsmuncast between
them. = - |

The Old One falls dead at your horse’s feet. You
look around to see that the Doomover Levies are in

15
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- ! full ﬂi%ht, routing goffi the field of battle. Your war-

A
r.

'i have appeared again and are running into the -

riors are shouting with joy. The cavalry and the.
women of Horngroth have been forced to retreat,
:but you can see them slowly regrouping some way:
' off, readying to renew the'fight, albeit depleted. To’
. your dismay, you can see to the left that the three
thousand strong group of soldiers from Aveneg, -

© Mortavalon and the Spires are now close to the'

. Greenridge, from where they can swing aroundinto
‘the rear of the defenders there, Antocidas’ merce-
naries and the men of Serakub. The battle hangs in"
the balance. Will you lead your cavalry in a charge’
against the forces that are regrouping ahead of you, -
the cavalry and the women of Horngroth, and send .
the Warrior Women of Dama marching as quickly as -
possible to the Greenridge (turn to 196) or leave the .
Warrior Women of Serakub where they are and lead:

your cavalry as fast as possible to the Greenridge,
with the Warrior Women of Irsmuncast hurrying as”
fast as possible to the Greenridge also (turn to 206)?" .
. 7 : . P

Youlook around. The pressure is still on. The far left
with the women of Serakub at Ruric’s Bridge seems:
secure enough. The soldiers at the ford are still

- grimly holding on; although they seem depleted by .-

a third. But the sight at Woodnugget Wood fills you.
with trepidation. The Monks of the Scarlet Mantis::

wood. The Elves can no longer keep up a steady:'
. volley of arrows at the flank-of the Legion, but must ¢
now be fighting for their lives. The situation at the:
farm has become desperate. The Legion is repeated- :
ly moving back to allow their crossbowmen to open -
fire before they charge back into the fray, and they -
are now applying heavy pressure all along the line '

16



from the farm to the wood. Not only that, but
Honoric’s cavalry has regrouped and, although it is
only half as strong, is readying itself for another
charge. The battle is in the balance. :

Will you lead your cavalry in a desperate attempt to
rout the attackers at the ford as quickly as you can
(turn to 268), order a general fighting withdrawal to
Bridgebeam (turn to 258) or ask Glaivas and his
twenty Rangers, experts in woodcraft, to circle
Woodnugget Wood as fast as they can and attack
the Monks of the Scarlet Mantis in the rear (turn to
278)? . : ;

P 8 ;

Before you can finish, a cry goes up from the
Doomover line and a small group of cavalrymen —
members of the élite Bringers of Doom - gallops
forwards amid roars of approval and cries of rage
from both armies. The cavalrymen ride towards
you. Those of your own troops nearest to you cry,
‘Back, my lord, back!” and you are forced to retire.
The cavalrymen sweep up Honoric, who, though
barely alive, is cursing them loudly for besmirching
his honour. You make your way through the ranks
of your cheering soldiers to your command post,
where some Healers of Avatar are waiting to tend
you. A similar situation must be occurring on the
other side: of the stream, for it is not until the
priestesses have used their magic to restore up to 10
points of any Endurance you may have lost that
battle is joined. If your allies are the men of the
Spires of Foreshadowing and of Fiendil, turn to 74.
If they are of Serakub and Aveneg, turn to 84.

‘ : 9 | o ;
He nods as if he believes you and then, as quick as a
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b
‘flash, rips off the eye-patch that is the part of your
disguise. Your face, adorned as it is, cannot be
forgotten by a trained assassin. He bids you begone;.
and you find that all your attempts to see Dom the -
Prescient henceforth are thwarted, for he will not:
believe that an Overlord would pretend to be a'
kitchen scullion. When Honoric’s wrath breaks
across Irsmuncast, your forces are terribly outnum-.
bered. You die defending the walls and Irsmuncast; .
is taken. ‘ P

b

by ER

‘ S : 0 ' ;o I
" You can see that Doré le Jeune is'angered by your. -
order, but he keeps himself in check and your men -
hold their position. Then a trumpet blast sounds: :.
The Jegion on the right, in order now, launch.an-:
attack at the men in and around the farm - a bitter,
vicious fight begins there, butifor the moment your !
left flank is holding its own with good support from
~ the Elvish bows. Then the crossbowmen, the Rain:
of Doom, advanke, followed by the massed allies of
Honoric, They halt and open fire on your cavalry.
The range is long and casualties light. Doré le Jeune -
looks up at you expectantly. If you tried to spy out
Honoric’s camp last night and found out the con-
tents of three large wooden boxes, turn to 180. If you, .
do not know what the boxes contain, turn to 19¢:

11 (R

Three days after your great victory, the fires have
18 Do
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been extinguished and the city is returning to some
semblance of order. The mood of the people veers
hysterically between despair and joy at being alive.
Few families have not suffered the loss of a dear
one, but all know that their fate :under the rule of
Shadazar would have been unthinkably black. The
task of repairing the breaches in the city wall is
begun immediately, and the laws that. youenacted
before your journey to seek the Orb and Sceptre are
in force once again. Gwyneth's troops are maintain- '
ing order. You have become, entirely dependent
upon her in the times of dire extremlty, but she is
busy re-forming an army and overseemg the repau-
of Irsmuncast s fortlﬁca’aons Turn to 2.1 ST
" ;E};'f . 12 P E ;
You decide’ to 'wait untll mght ‘has fallen before !
stealing into the camp. There you can ‘procure’ the
uniform of one of the soldiers and wander around
with impunity. There is much to be learnt from -
camp fire gossip, as well as the class and number of ;

troops you will be facmg in battle. S IR ;

Night faﬂs andi; heavy «clouds obscure the moon,;
ideal weather for one, such as you., You steal for- .
wards. unseen ;and, unheard, pleased to exercise’
after so fong. those skills at which you excel.; You i
come. to the camp’s: outposts, a circle of pickets.
Ahead of you two guards, with spears and chain-
mail surcoats; stand warming themselves around a
small fire. You crouch at the edge of the firelight. If
you act qulckly enough, you may be able to disable:;
both without, being spotted.' Will you creep. up
behind them, throw some Flash Powder on. the fire| !
and then attack (turn to 22), creep forwards and spit -
a Poison Needle, if.you have that skill (turn to. 32),
h'wrl a Shunken at one (turn to 42) or creep up




behind them and attack from behind (turn to 52)?

13

A crack, unnoticed over the years, runs around the
raised square of marble. Tapping the marble, you
find a hollow recess behind it. There is also a slight
staining of the marble as if caused by some noxious
substance. Warning the Seneschal to keep back, you
press the top of the square, holding a piece of
drapery as a shield as the marble square revolves.
There is the sound of shattering glass, and a spray of .
acid burns through the drapery although you are
unharmed. Turn to 111.

-

| 14 i

| Gwyneth smiles. ‘Victory may yet be ours, Over-
lord,” she says, and she rides away to organise the
disposition of the troops.

Dor¢ le Jeune and the White Mage decide to stay
with you on Tallhill, to await events before commit- ‘
ting themselves. So do Hengist and his two com--
rades. As your men move into position, so Honoric'
reacts. His dispositions are shown on the map
| opposite. Note this paragraph number, for you will
i probably need to refer to the map when the battle ,
: begins. Turn to 388.

, “ 15 '
- Cautiously you advance on one of the spiders, .
| which scurries quickly towards you across the burnt
J earth, zigzagging erratically and gravitating to-

| wards cracks in the earth and stones as if seeking

' shelter. You bend to pick up a piece of dead wood

' with which to flatten it, but as you do so the nearest
Dark EIf sorceror speaks a Spell of Immolation and

‘20
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2

the wood bursts into flames and asquickly'érumbles:
into a pile of useless ash. You retreat, hoping that
the paths of the other two spiders, which you have'
lost sight of, will have crossed, for if they meet, you
remember in a flash of inspiration, female execu-:
tioner spiders will fight to the death. Will you retreat.
to the tree and climb it (turn to 413) or.fall back
further towards the pier of rock (turn to 205)? :

? 16 S
The Old One falls dead at your horse’s feet.

You look up from your struggle to a glorious sight]. "
The opposing cavalry has been driven off and-is in
retreat, falling back in good order. Your presence *
and the presence of Doré le Jeune, who fights like a
whirlwind, was enough to give your soldiers the
edge over the élite Bringers of Doom. But casualties -
have been heavy on both sides. :Will you pursue |
Honoric’s cavalry] with your own (turn to]356) or
swing around to attack the Legion in the rear (turn
to 366)? -
H i{

17

. You decide to tell them no more than that ydu- are

travelling to Serakub and they lend you a reserve N

-"» mount. Many are curious about your glowing green |-

Orb of an eye, but they suppress their curiosity -
when you pretend that you are sensitive about it. Y

You learn much on the journey. There is no one

ruler of Serakub; it is a republic. A hundred Prod-
romese, each chosen by the vote of the populace, sit
in a council called the Boule where decisions of state -
are made. The followers of Beatan hold a few votes
more than either Dama or the nature god’s follow-
ers. It seems you will have to make a speech in the i
Boule. Turn to 27, ' ;

‘ ;
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18
Refer to the map at paragraph 14 for the disposition
of forces. You can make notes on the map at 342 if
necessary.

Trumpets blare harshly, and shouted orders echo
on the breeze to you from Honoric’s lines. The
troops near Ruric’s Bridge begin to cross it, headed
for the Old Bridge, where you hope Glaivas can.
hold them up for a time. The Legion of the Sword of
Doom begins crossing the ford. When the Legion
begins to march around Crossway Copse, Honoric's
cavalry and the Doomover Levies charge forwards,
the hoofbeats of the cavalry drumming like thunder
as they hurtle onwards. Turn to 106. i

i 19

The Troll’s body smashes to the floor and you whirl
to face the spectating Orcs. They blench and almost
fall over themselves in their haste to get out of your
way. They fear to chance their arms against a Troll-
slayer. The grey warty skin of the Troll ripples
unnaturally and your own skin crawlsas the Troll’s
oozes slowly over the bared bones to reknit, leaving
ugly purplish blotches where once the flesh was
rent. The Troll will soon have recovered, so you
decide to pursue the Orcs, hoping to escape the
Palace before they are rallied by some other power-
ful denizen of the Rift. Turn to 3.

! 20
As the men of the Spires retire to the stream they
begin to fall into disarray, losing their footing in the
ditch. The enemy is almost upon them, and your
heart leaps as it looks as if the men will be swept
away under the onslaught. But miraculously they
just manage to regain their formation when their

! 23

H e EEEEEEEE——




attackers reach the ditch. Battle is joined; and the

. |« clash of weapons and the cries of the wounded fill -
the air~but your men are holding, just. Desperately
you canter off to meet the now decimated cavalry,

i which is set toflee off the field. On the far left, the

Legion. of the Sword of Doom and its cavalry are!
charging the defenders at the farm repeatedly. The
fighting is desperate, but your men look strong '
enough to hold on for alittle longer. ', G

Towards you ‘come the fleeing horsemen, some -
thousand left. You rein in your horse and raise your, .
Sceptre high, calling on the power of the Sceptre, .

. your false eye glowing with light. ‘To me, warriors, © .
| to me. I can lead you to victory!” you cry. If you '
._ refused the challenge with Honoric before the bat-
'+ tle, turn to 40. If you accepted, turn to50. 1 ¢

Of the city notables who had been’se influential,
when you cast down the Usurper, four are either
- :dead or flown. Parsifal, the head of the monastery of :;
your god Kwon, was assassinated by Mandrake, the, .
i Guildmaster of Assassins from far away Wargrave -
' Abbas. He has been replaced by Hengist, a younger *
man who is adangerous martial artist. Togetheryou . .
have already begun to retrain your fellow monks so* -
that the martial arts tradition of the Temple toKwon ;
in Irsmuncast should be worthy of its name. The '
Lord High Steward, once the Usurpet’s instrument
of subjugation, is dead, and Foxglove, latterly the | :
shrewd and captivating head of the Order of the!
Yellow Lotus, the Secret Informers, has . dis-
., appeared without trace or rumour. The Order is no
" tmore. Golspiel and the other merchants are either,
dead or flown. You must look to trade if the city is to
feed itself. The other notables, the rabble-rousing;

I

i



Demagogue, Gwyneth, Greystaff and Solstice, the
High Priest of the inscrutable Templars to Time,
have all survived, but:your trusted servant the
geneschal now walks the paths of the Valley of
Death alone. Turn to 31. ‘

You ghlde up sﬂently behind the guards ancl then
dart forwards, throwing the powder on the fire
before they can react. You shut your eyes as a great
blaze of white light splits the night. The two guards.
stagger about blindly. You strike one down, but the
other cries out in,alarm.. The flash of light has . F
already alerted other pickets —shouts and the sound |

of many running feet come to you,on the night:
breeze. They will be upon you in a moment. Will
you give up your attempt to spy at Honoric’s camp |
(turn to 62) or continue w1th your mission (turn to
72 Co .

AR T i ' P
Shadazar‘ reahses tooilate what you are domg As
she racesi for the castellated top of the Temple to:
Dama on Cross Street so that she can regain her
natural form, you plummet down from above her ;
and break her back with the force. of your swoop
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The dragon-vulture body falls to the street and
resumes the true form of the Dark Elf Shadazar. She
is quite dead. There isa moan from the forces of evil,
who break and run towards the city gates as you
soar above them. You fly. down.to the Palace gar-
dens just in time, as the potion wears off;and you
resume natural form as if you had planned it. There
is a great cheer from the people. You have delivered .
the city from evil, and the popularity of your ruleis
assured if you govern WlSely Turntol1l, i

co2440 F vl
Obuda Varhegyen nods with grim satisfaction. ’So
shall the blade of Honoric be blunted on the shield
of our defence,” says Baal portentously '

Doré le Jetine and the' White Mage decide to stay:
with you on the Greenridge to await events before'|
committing themselves. So do Hengist and his two
comrades. As your men move into position, so

Honoric reacts. His dispositions are shown on the |

map opposite. Note this paragraph number You:
will probably need to refer to the  map when the

i “n! .

battlebegms Turnto388. . . . .
o ‘::T;E 25=es " el
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As you asdvance along the Avenue of Seasons, a

group of Orcs flees before you to bring the news of -
your.impending attack to the forces concentrated
around the Palace. At the corner of Belfry Street a
man you recognise as Radziwil, one of the members
of Foxglove’s Order of the Yellow Lotus, once the
Usurper’s Secret Informers, asks:to speak to you.

You beckon him forward, but Gwyneth draws her
sword and moves her horse between the two of you.

‘You can speak yourimessage to me, slime-worm.’

Rad2.1w1l looks offended Hls mock courtesy as he

P .27




Doom (turn to 368)?

defers to the Force-Lady jars horribly with the death
and extremity of human suffering all around you. ‘If
you attack now, Force-Lady, you will retake the
city. The Orcs have found the Palace wine cellars
and are too busy looting to fight.” Gwyneth motions
him away and then confides: ‘Foxglove deserted us.
She told the Dark Elves where to undermine the city
wall to gain access to the sewers. Thanks to her and
the Yellow Lotus we were taken by surprise.” Will.
you attack as Radziwil suggests (turn to 417) or take_
a path through the part of the city which has not yet
fallen and try to link up with Antocidas and the
mercenaries (turn to 405)? g

26
However, after you have issued the order, nothing
happens. A runner appears from the mercenaries.
Breathlessly, and not without a trace of guilt, he
says, “Ah, Overlord, Antocidas instructs me to say
that...um. .. hewil carry out your order if you
promise to . .. er ... pay us another talent on
return to Irsmuncast.” Will you stifle your rage and
agree (turn to 36) or refuse outright in disgust at this
outrageous demand and order your cavalry to
charge the flanks of the Legion of the Sword of

27
The City of Serakub lies on the banks of the beautiful
blue waters of the Ebune river amid richly fertile




—

fields. Everywhere flowers blossom and there are
clouds of many-hued butterflies in the meadows.
you are escorted through the city gates into the
peautiful City of Gardens. Many of the buildings of
the city have been built out of many different types
of stone of many colours. Most are covered in a
drapery of flowering creepers, clematis, Ra’s glory,
red ivy and widowfoil. You are taken to the city hall
in which is the Hall of Governance where the Boule
meets. Scribes fire a number of questions at you,
writing all the time with ostentatious flourishes of
their quills. Their version of the common tongue is
at first difficult to understand, but with practice this
improves. At length you are called upon to address
the Boule. Turn to 67.

o 28"
See the map at 34 for the disposition of forces. You
can make notes on the map at 342 if necessary.

Trumpets bray, orders are bellowed and Honoric’s
army begins to move. The cavalry and the Legion of
the Sword of Doom begin to ctoss the stream. When
they are on the other side, the cavalry gives a great
shout and charges forwards, hooves drumming like
thunder, heading straight for the men between
Talthill and Hartwig Fell’s Farm, the crossbowmen

: 29
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||f ' runningbehind, with the Legion itself following up.
| .. Honoric’s allies at the ford also charge forwards, but
L '\ meetstaunch resistance from the Wartior Women of
" Serakub and a bitter mélée ensues. On the far left,
the Doomover Levies stream across the bridge, but
. intheconfined space Gwyneth’s soldiers arecutting
| * ‘them down in droves. Some Levies try to run or
refuse to charge, but behind them the soldiers of
~ iHorngroth, are slaying any who refuse to obey.
i ! orders. i S . SRR
. i Your ' Corps’ of Bannermen, twenty standard-
N ' bearers with banners particular to individual units,
1 stand ready to signal your orders. Will you order
. yourcavalry to charge forwards and meet Honoric’s
«cavalry (turn to 236) or send your four hundred
.. reserves quickly to reinforce the men between:the
¢ farm'and Tallhill {turn to 246)? :
A P ; ! i

by o i ' ;5::3\"2;1
' ' : 294 gt nl T
You had expected to see a man whose' brow was
. lined with wisdom, a man with charisma redolent-of
J . great power, yet when you come face to face with
.. Dom you are surprised that you were completely
I 1" wrong. He is short and quite powerfully built, yet
Y, 7 ;obviously no fighting man. He wears a magnificent.
L' ' robe of many colours, but he is only in early middle
| ;age and his eyes twinkle merrily beneath a forehead
. unlined by cares. He sits on a throne thatiis carved’
- from rocks, of as many colours as, his robe, some-
', how welded together. The effect is of a colourful-
~waterfall of glass. ‘Avenger, you come to seek an|’
alliance against that braggart Honoric whom you"
have upset so deeply. You haven’t much time. The
1 Spawn of the Rift still covet your city, Overlord.’ He
doesn’t stand on ceremony and he has the airof one

! 30 ! ,




who knows everything there is to know about the
matter at hand. Turn to39. .

L3000

As the men of the Splres reach the dltch the alhes of
Honoric charge. Your men are flung backin disarray
and, losing their footing in the ditch, their formation -
begins to break up. To your horror, within moments
they have been swept.away, and the enemy comes*
pouring through, Suddenly the Monks of the Scar- ;
let Mantis burst iout:of the Old Farm, where they -
had crept, unheard, from the Wickerwood and
assault Colwyn’s Mound. There: aretwo hundredof |
them, and all: your. nearest tIoops are routed. You !
put up a strong defence, but itis not 1ong before you
are overwhelmed and slam i {

1l\

The ﬁrst audience that' you give' mﬁthe Throne Room :
this morning is to Force-Lady Gwyneth, captain of
the watch and general of what remains of the army.
Attired in well-worn armour as always, she strides
purposefully towards the throne and bows :low.
You have never seen her without martial accoutre-
ments,’ you realise, even at royal banquets. She
presses you to abandon the normal form of govern- ;
ment through your advisors and the council of Star
Chamber. You reply that you will govern just as’
your father governed and that the Councﬂ must be

: P - ; 3




reconvened. Just then the court chamberlain
announces that a messenger has arrived. ‘He says
he has come from the cities of the Spires of Foresha-
dowing and.. . . er . . . Doomover, Overlord. He -
looks no more than a strolling player. Shall I call the
scribe?” Gwyneth raises her eyebrows at the men-
tion of the City of Doomover and you bid the court
chamberlain show the stranger info your presence,
Turn to 81. :
: 32 s

The needle is on your tongue and hurtling towards
the target in an instant. Your aim is perfect. It
catches the guard behind the knee, where there is
no armour. He twitches and falls dead in moments.
The other guard turns in surprise and, unsure as to
what has afflicted his comrade, kneels over him
with his back to you. Instantly you leap forwards
and deliver a crushing blow to the back of his neck,
knocking him out. Hurriedly you don the armour
and surcoat of one of the guards. You are now
dressed as a swordsman of Vasch-Ro from the le-

- gion of the City of Aveneg. Turn to 122.

33
In the centre of the Square of the Seasons is Force-
Lady Gwyneth, swordswoman par excellence and

32




High Priestess at the Temple to Dama, Swordsmis-
tress of the Gods. Clustered around her, holding
aloft flaming torches, .are about two hundred of her
soldiers, mostly heavily armoured swordswomen,
some, like her, still on horseback. Townsfolk too are
there, and what looks like the remnants of a city
militia, led by the fanatical Demagogue who even

now exhorts them to fight on, ‘For to surrenderis to
die’. Greystaff too, the High Priest of the Temple to :;

Avatar the One, the Supreme Principle of Good, is

there with perhaps a score of his priesthood, who -

are using their healing magicks on the shield-
maidens. Gwyneth calls for silence and you choose

this moment to descend to the paving of the square |
and go among your people once again. Thereisa |
resounding cheer when you are recognised. Your ‘ |

miraculous appearance seemsito have given them
new hope. Gwyneth tells you that scattered pockets
of resistance still remain. The mercenaries under
Antocidas the One-Eyed have refused to throw

their lot in with the Spawn of the Rift and still hold |
the barracks. Gwyneth has retreated to the Temple
to Time to plead with the priests to use their potent

spellcraft in the fight against evil. But the doors to

the Snowfather’s Temple remain barred.. Her over-:

tures have been rebuffed. Now you must plan with
her a strategy for hitting back against the forces of
evil who, feeling the battle is already won, have
become scattered and fallen to looting. The enemy is
concentrated around the Palace under the com-
mand 'of Shadazar, whose infamous deeds have
made her one of the few dwellers in the Rift to be

known by name. Greystaff lays the Hands of Excel- .
lent Health spell on you and your wounds heal”

magically. Restore your Endurance to 20. Will you
march down the Avenue of Seasons and give battle

(AT L RO E R
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n Palace Row (turn to 25) or take a route through the
part of the city which has not yet fallen and try to
unite with Antocidas the One-Eyed (turn to 37)?

"'
Hivatala nods quietly to herself and rides away to
oversee the disposition of forces.

Doré le Jeune and the White Mage decide to stay

with you on the Greenridge to await events before -

committing themselves. So do Hengist and his two-
: comrades. As your men move into position, so
’| Honoric reacts. His dispositions are shown on the.
! map opposite. Note this paragraph number. You
I will probably need to refer to the map when the
i battle begins. Turn to 388. .

! 35
Your last Throwing Star has ricocheted faraway and.
" you have not killed the executioner spiders. Two
jump on you at once. You bat them off feverishly,
' but it is too late. Tiny fangs have broken your skin
and the poison courses through your veins. It will
take only seconds to die. Now Irsmuncast will be -
fought over by Honoric and the forces from the Rift..

i . 36
N The runner !'races away. Antocidas’ mercenaries
‘: charge forwards. The crossbowmen fire a volley, |
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o ;i.  charge personally (turn to 56)?

e TooED T
but the mercenaries, veterans all; pull up short and

 crouch behind their shields, minimising casualties

before charging. home to devastating effect. The
crossbowmen scatter and run as Antocidas leads his
mercenaries on into the flank of the Legion of the
Sword of Doom. However, elements of the Legion

Ny manage to turn to faceand receive their charge. The

rest of the crossbowmen begin to move intc a posi-

. tion to assault the flank of the mercenaries with a_
~ counter charge. Looking up, you see that the White

. ground safelyt . TR
. | The battle hangs in the balance. All you have left

Mage has slain all the wyverns, but his robes are
crimson with blood. It is alt he can do to reach the

‘uncommitted are the five hundred cavalry of the

. . Spires on Colwyn’s Mound. Will you order them to

“ charge forwards; swing right around Antocidas’

' but the mercenaries are ringed about with foes far'

mercenaries into the crossbowmen and then, with

-luck, on to the rear of the Legion (turn to 46) or will

you leave Tallhill and, with Doré le Jeune, léad the

]

37 Co AL
:Seeing that there are still some whose resistance is

A 5 - not broken, many more of the townsfolk rally to the |
* ! Sceptre as you march towards the barracks, until by

the time you sight the banner of Antocidas, the-

. golden sword and bulging money-bag, you have:a

force nigh on a thousand strong. Antocidas- has
defended the barracks cunningly, losing: few men,

| outnumbering your!:combined forces. The bugler!

sounds the attack and the calliis answered from the'

| barracks. Between you and Antocidas is an army of
i Orcs, but they are led by:a company of Dark Elves,

tall, lithe and. graceful, almost too beautiful to be
36 i ; i ) R




evil, but cankered of heart, shunned by all others of
their race. The charge is led by the swordswomen.
will you join them in the vanguard.and attack the
Dark Elves (turn to 289). or hang back and watch
(turnto297)? i - oo

[ ST

AR ‘11:38; E i;‘\aii,‘; z :
Refer to the miap at paragraph 24 for the disposition '/
of troops. You can make notes on the map at 342 if L
youwish. 0 Lo ; i 4

T

Trumpets blare hatshly and orders are shouted. The
battle begins.  Immediately Honoric's crossbow- +
men, the Rain; of Death, run forwards and two,
thousand; crossbow. bolts fly ‘at Antocidas” merce- . |
naries, The Legion of the Sword of Doom advances ! |
to the'ditch .to engage Gwyneth's warriors. The |
Bringers of Death charge forwards at the women, .
while the cavalry of the Spires charges at the merce- !
naries. A great battle cry goes up as the attack
begins.:: e SR B i vl by

Simultaneously Honot’. dllies:also begin'a: full-ii:
blooded assault on the men of Aveneg defending -
the. ford, but the Levies orl the far; left makeno'
attempt. to take Ruric’s Bridge! The Legion of the; i
Sword, of Doomiand thelcavalry become disorderedi
as they try to cross, the ford, and their attack loses |
impetus, enabling Gwyneth’s warriors to inflict
many-casualties as their attackers reach them almost .
in dribs and.drabs, But then the Monks of the Scarlet |
Mantis suddenly burst out of the Wickerwood tofall ;. -
on the flanks of Antocidas’ mercenaries with devas-"
tating | effect; Under: the :deadly rain of bolts, the
cavalry jattacki and; the crippling flank; attack, thei |
mercenaries, having lost over a third jofitheir men F
within a few iminutes, just break and run. Fleeing ;

!
i
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for their lives, they stream past Gwyneth’s cavalry.
Turn to 48. . ; ;

39 C '
Still you have not spoken as he asks you: ‘Did you
know, Avenger, that if I were to grant you aid the
City of Mortavalon would ally with Honoric? You
would face not only the Legion of the Sword of
Doom but also the Legion of the Angels of Death
and the élite heavy cavalry, the Wings of Death.’
Will you say that you know you will be victorious if
Dom becomes your ally (turn to 59) or ask him how
itis that he knows so much (turn to 69)? .

40
The cavalry streams past you, ignoring you com-
pletely. Their fear and their lack of confidence in
you are such that not even the Sceptre can affect
them. Disconsolately you return to Colwyn's

 Mound. Then the Monks of the Scarlet Mantis burst

out of the Old Farm, where they had creptunheard
from the Wickerwood, and assault Colwyn's
Mound. There are two hundred of them, and all
your nearest troops are routed. You put up a strong
defence, but it is not long before you are over-
whelmed and slain. -

e ot }Ri

. ) i
You smash your beak against the dragon-vulture
again and again, all the time raking her body

38



savagely with your claws, but Shadazar wraps her
tail around you and bears you down, still strug-

ling, to the ground, where, helped by her minions,
she finishes you off. Shadazar will be victorious and
the eastern end of the Manmarch is lost to man.

42 :
As quickly as a striking snake you send a Throwing
Star hurtling towards the nearest guard. Make a
Shuriken Roll. You must roll higher than a 7 since it
is dark. If you succeed, turn to 82. If you miss, turn
to 92.

' 43 L
Wargrave Abbas is a coastal city far to the north, -
with a strong military tradition. The Temple to
Dama runs an academy where would-be mercenar-
ies are taught the arts of war. The most powerful
soldier there is a woman called Alfrida Watchguard.
You spent time there on your return journey to the
Island of Tranquil Dreams from Quench-heart
Keep, and it was because of your presence that the
Grandmaster of the Temple to Kwon there was,
killed by Mandrake, their guildmaster of assassins,
but that is all in the past. It is at least a month’s
journey to Wargrave, and 'most unlikely that you;
could return from there with an army long before
the first of Grimweird. Turn to 261.

39
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. Before the council breaks up ydu tell them of the
- wyverns that Honoric will be using in battle. iEvery-
*one looks crestfallen:until the White Mage says, ‘|
. shall deal with these creatures myself, and with he
who controls them, or die trying, Overlord. As soon
as battle commences I will seek them out and keep
them at bay, using all the arcane arts I know, no
doubt.” Gravely you thank him, marvelling at the
strength and determination of your friends and
i allies.: Turn to 54. PR Co

E i .y 45 S
The Sceptre bears the hippogriff insignia: of ‘your
family, but neither it nor the Orb bears.any inscrip-
', tion nor any obvious means of activation. It would
. take a powerful magician to unravel their secrets for
| you, if indeed they hold any. The emerald Orb is
about the right size and shape to fit into the hollow
- eye socket where your left eye once was, the eye you
lost battling the Grandmaster of Shadows in the
Mountains of Undying Solitude. If you would like to
. try and fit the green Orb into the socket, turn to 123.

If not, turn to 135. : .

i

i O

oy 46
n * The cavalry canters off the Mound and cha"rgés

. ‘forwards. But it suffers heavy losses from the rest of
3 ' Honori‘c"s crossbowmen, and although these give
. way the cavalry charge is largely ineffectual, 3

.- Finally, the men of the Spires break and run, and the
Legion of the Sword, of Doom and the remaining

't cavalry pour through, wheeling around to roll up
the rest of your army. Soon it is a full rout. You are
i caught in the open, trying to rally your forces, by a:
squadron of the Bringers of Doom, and cut.down

! i
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almost in passing. But, perhaps, you will be remem-
pered in a song.

f 47 .

You swoop and turn, waiting until you have the
chance to attack without being caught by the dra-
gon-vulture’s barbed tail. At last you can strike, but
as your beak closes around Shadazar’s neck the
effects of the potion wear off and you resume your
normal form. You are left hanging by your teeth
from the scaly neck. With a threshing twist of her
body, Shadazar throws you off and you fall to the
street below. Lose 10 Endurance. If you are still
alive, Shadazar believes you dead. It is only the
depth of horse droppings and mud into which you
have fallen that has saved you. Turn to 113.

48

Dismayed, you are about to order your Corps of
Bannermen, twenty standard-bearers with banners
particular to various units, to signal the cavalry of
Irsmuncast to charge when the full force of the
Legion hits the outnumbered infantry at the stream.
The crossbowmen have wheeled around, poised to
unleash a deadly volley into the flank, when Force-
Lady Gwyneth, fighting alongside her troops,
orders a fighting retreat — she had no choice other
than to face swift annihilation.

41
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‘Desperately they givé ground rapidly, fighting
» + hard, retracking towards the gapibetween the farm
- and Woodnugget Wood. Quickly you order your
reserve, a thousand men of Serakub, forwards into
Hartwig Fell's Farm, giving Gwyneth something to
. fall back on.:If you infiltrated Honoric’s camp last
i night and discovered the contents of three large
- wooden boxes,, turn:to' 58. If you do not know the
. contents of the boxes, turn to 68. Ch
Lo S LT
Sy i e 49 Lol
‘You manage to tear yourself out of the dragon-
vultuire’s clutches, but only by diving down towards
the ground. Shadazar dives after you. She is right
¢ onyour tail. Will you try to turn sharply (turn to 145)
or rise upwards sharply, inevitably slowing down
asyoudo so (turn to 165)2 , ‘

: S b PR 1

, .1 5O SRR
. The fleeing men’s eyes fill with recognition and
+ ., ~many pull up, shame on their faces. Soon you have
.+ rallied about eight hundred of them. You ride back
to Colwyn’s Mound with the cavalry, where: their
.+ . officers begin to organise them into a single unit.
| . Youcan see Doré le Jeune fighting with the men,of
i, ¢ the Spires, defending the ditch bravely. Suddenly
. there are cries of alarm. From the Old Farm come
two hundred Monks of the Scarlet Mantis pounding
. up the hill to your position. “They must have come
_ ' from the Wickerwood!” cries Hengist, as he and his
¥ fellows crowd around you. The Corps of Banner-

men surround you as the Monks, in unnervin
silence, fall upon your position. Already the cavalry
! is coming to your aid, but the Monks seem intent on
only one thing, getting to you and killing you.
42 FE i & |
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guddenly.a man breaks through to face you. Your
Orb glows brightly — magicsight reveals that it is an
Old One, perhaps the same one you fought when

ou strove for the Crown of Irsmuncast in Usurper!
From its robes protrude, tentacles, and its mouth is.
rimmed with long tentacular appendages. One wri-
thing ‘hand’ is curled:around.a heavy glowing "
mace. Those battling groups: of :warriors nearby *:
back away, leaving a smallarena. . nt

Eob g AR
‘So, Avenger, you have come this far. BuEt this'is = |
where your upstart reign ends,” it whispers sibilant-
ly. You must fight it.. You cannot kick or throw as '
you are on horseback, but you'can use your mace-
like Sceptre and your fists. Willyou try aTiger'sPaw : |
punch (turn to 60), drive'your Sceptre atit (furn to .
70) or spur your charger forwards and try to knock '
the Old One to the groundi{turn to 80)? If you use
the Sceptre to.attack it, you cannot use Inner Force
to double the damage. ; R

o r i .-:':‘ I;,: ’51“{: e F A I
A crack, unnoticéd over the yeats, runs around the’
raised square of marble. Pressing the square next to!
a slight discoloration causes:itjto revolve. There is/: -
the sound,of shattering glass,;and a spray of acid .\ '
bathes your face. You fall back in agony as your |
flesh steams. and smarts., The Seneschal comes to
yourjaid but there is nothing he can do as you grit
your teeth.to. stop yourself screaming. When the
acid has finished doing its work, the;skin of;;your.
face is white and bubbled., Lose 3 Endurance. You' *
are horribly disfigured. Note that your face is horr-/
ibly scarred. The revolving marble has uncovereda”.
hollow recess'in which a; broken phial of acidinow -
lies. Turnbo T0L i ., 00 3 iy it hoab § i
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, : 52 i i
You creep forwards stealthily. They have still not
heard you when you stand centimetres behind one
of the guards. You unleash a crippling Tiger's Paw
punch at the guard’s exposed neck and he goes
down like a sack of potatoes. The other wheels
around in astonishment, a cry of alarm on the tip of
his tongue. You have only an instant in which to
silence him, as you step forwards and execute a_
Leaping Tiger kick. His Defence is 7. If you hit him,_
turn to 102. If you miss, turn to 112. :

53 s i
Using as a staff your Sceptre, which you have come
to realise, just by wishing to, you can use to in-
fluence people, you stride out. The first leg of your
journey takes you obliquely past the southern tip of
the Rift, the Bowels of Orb, that great chasm like a
rotting seam on the fruit that is Orb. In the caverns
and catacombs that riddle its cliffs and descend to
the centre of Orb dwells so much evil that the minds
of men cannot even begin to comprehend. Some-
where far from the light of day lurk the cities of the
Old Ones and others from the age before the coming
of man. You decide to give the chasm a wide berth,
but your eagle eyes notice a minute black speck
circling far above you in the clear sky. It is joined by
a mate, and you can guess from the patterns that’
they fly that they are carrion crows, as like as not
sent to spy on you by Dark Elves from the Rift. You-
press on, anxious not to waste time. Turn to 243.

54 :
Your army is in position. So is that of Honoric’s.
Everything is quiet — the lull before the storm.
Suddenly a trumpet blast sounds from the serried
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ranks. Your foe and a lone rider gallop out and
shout, ‘"Honoric, Lord of the Legion of the Sword of
Doom, challenges Avenger, so-called Overlord of
[rsmuncast, to an honourable duel on open ground
petween the opposing armies. Come forth and fight
or forever be dishonoured.” :

Doré le Jeune says: ‘You must :go, Overlord.” But
Glaivas says: ‘Don’t be ridiculous, Avenger — a
senseless risk.”

Will you accept Honoric’s challenge (turn to 414) or
refuse it (turn to 64)?
‘ -5,

The noise of chaos' is jall around: screaming,
fighting, the sounds of Orcs and of men in pain. A
bugle call rises stridently above the clash of arms
and the cries of the wounded, bringing new hope.
The great onion-shaped silhouette of the Temple to
Time stands out blacker than the darkness, and for
the first time you notice an orderly array of torches
in the great sundial square before it. Casting off the
hawser that checks the turning of the windmill, you
cling to the sail as it carries you high above the
highest roof, drop unseen on to a tiled gable and
leap from rooftop to rooftop until you look down at
the gathering in the square. What you see gladdens !
your heart Turn to 33. =

P 56

You and Doré le Jeune ride as fast as you can to
Colwyn’s Mound and take up a positior at the head
of your troops. ‘For Irsmuncast and Freedom!” you
shout, raising, the Sceptre high. Doré le Jeune
shouts, ‘For Rocheval?”, and you both charge for-
wards. If you fought the duel with Honoric before
the battle, turn to 76. If you did not, turn to 86.
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The staircase leads directly down #o the Throne
Room. Outside the great bronze doors you see the
Seneschal doubled up as if in pain. He has proven 4
trusty henchman during the difficult days of your
overlordship and his face as he catches sight of yoy
is an amusing mixture of surprise, joy and pity at the
sight of your lost eye. ‘Avenger,” he says, “You have
returned to be our salvation once again. [ knew!you
would.” He is wounded and bleeding, but not near
death. You motion towards the Throne Room: ‘Is it
safe?” The Seneschal nods, then there is the sound
of uncouth Orcish voices on the stairway below.
Will you carry the Seneschal into the Throne Room
(turn to 177} orleap down the stairs to do battle (turn
to 189)? o
58 o

You had told the White Mage of what you had seen
some hours earlier. Standing nearby, he says quiet-
ly, ‘My time has come, Overlord,” and then he
mutters something inaudible. Suddenly he takes to

- _ the air, to the astonishment of all those on Colwyn's
' Mound, and flies towards the Wickerwood.; Just

then three winged creatures, the wyverns, flap up
from behind Manor Ridge and streak towards the
men of the Spires. The White Mage, high in the sky,
his robes glittering in the sun, flies to meet them
with belts of lightning, words of power and potent
magic. The; wyverns encircle him, lungeing with

N theirjawsiand whipping their poison-barbed tails.

~ Antocidas and his mercenaries are fleeing theifield

completely, pursued by some of Honoric’s cavalry
from the Spires. The Bringers of Death are!prepar-

- ing to charge Gwyneth and her retreating infantry.
At the ford the pressure is increasing, and a courier
rreaches you;asking that you order the cavalry of

|
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Aveneg to charge in an attempt to throw back the
warriors of Mortavalon, who are trying to outflank

our allies there. The men of Beatan from Serakub
are now taking up a position in Hartwig Fell’s Farm.,

will you order Gwyneth’s cavalry to charge the
flank of the Legion of the Sword of Doom, to try to
make time for Gwyneth to pull back and order the .
cavalry of Aveneg to do as requested (turn to 78) or
order both units to charge the Legion in support of
Gwyneth (turn to 88)?

59
Dom snorts derisively. “Then you know more than |
do, Avenger. | have as yet been unable to unravel a
strand of the future in which you are fated to rule
I[rsmuncast into the next year.  am unwilling to risk
my city to save you. Fate has not vouchsafed me a
full view of what shall come to pass. One of the
other gods has persuaded her to hold the know-
ledge back from me, and so I can do nothing. I am
sorry, Avenger. You have no idea how much it
pains me to meet someone without hope, as indeed
you must be.” With that he springs up from the :
rainbow throne and strides out of his Throne Room. -
You are escorted from the Palace and asked to leave
the city. Burning with indignation, you set off for
Irsmuncast to look to the city’s defences. Turn to 99.

" 60
Your horse prances wildly as the Old One closes in,
and leaping out of the saddle you whip your hand
down at its head. ;

OLD ONE
Defence against Tiger's Paw punch: 7
Endurance: 22
Damage: 1 Die + 2
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- E?If you Have killed it, turn to 90. If it sh]l hves, it

swings its mace at your ribs. Your Defence’is 7. If it
hits you, take damage in the normal way and then

.turn to 110. If it misses you, will you use the Tiger's
.. Paw punch again (return to the top of this, para-
.+ graph), spur your horse into it (turn to 80) or hack at

it with your Sceptre (turn to 70)? i

L 61 . -t .
The scribes bring countless books and scrolls 1nto
the Star Chamber and begin to pore over them. One
of the first things you notice is that while the Man-
march looks mare or less the same on all of the
maps, they all disagree as to the precise geography
and even the names of the cities outside the Man-
march. Will you ask for information about Up-
anishad (turn to 351), Greydawn (turn to 381)?
Serakub (turn to 391), Wargrave Abbas (turn to 43)
or the Spires of Foreshadowing (turn to 401)? If you
are ready to make a decision as towhich city you will
seek as your ally, turn to 281.

1

62 ; i b
You turn on your heels and run into the nlght You
are closely followed, but you have soon lostiyour
pursuers — few can track a Ninja at night! Despon-
dent, you return to the encampment of your army.
Turn to-100.

| 63 Lo
AII eyes are turned aloft in awe as the battle; for the
sky begins. At the last moment before contact, you
fling your wmgs out wide and crack them down-
.. wards, surging above Shadazar the dragon-vulture.
" Your claws rake her shoulders as she sails beneath
you, and you turn more quickly than she can. The
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pattle rages for some time, and now that you have |

discovered that you are more manoeuvrable you are
gaining the advantage. The Trolls are attacking
pelow, however, and you must finish this quickly.

will you try to drop..on her from above like a -

swooping eagle (turn to 23) or try to close your beak
on her neck and snap it (tum to 47)? :

i P i,
|
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As you shout your refusal a gasp of surpnse goes
up from your own forces. You cannot help but feel
that your forces” morale has been affected. If your
allies 'are the men of the Spires of Foreshadowing
and of Fiendil, turn to 74 Ifthey are of Serakub, turn
to 84. o T |
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Two of your flashing Shuriken find theéir mark,
spattering: the remains of dead spider across the
bare earth. One, however, still remains, and you

f
il

have cast all your Throwing Stars. Will you climb

the tree and use one of your sleeve irons to stave in
the spider if it climbs the tree (turn to 143) or ple up
a nearby stone and hurl that'(turn to 105)? |
’E?Ei"‘=66§“i ,;'
The Old One falls dead at the feet of your cha‘rger
Looking up, you see that your charge has been
wholly successful. The Legion is now in full retreat.
Sensing aitaste:of victory, the rest of your army
moves to the offensive. Soor the whole of Honoric’s
army is in full retreat with the Doomover Levies

1 PSR ' Lo i’ !{‘\ By

1

completely routed and ﬂeemg pell~mell Your forces, ;‘E

are relatively well off. Somelelements are too ex-'
hausted, such as the defenders at the farm, but you .
begin i 1ssumg orders for orgamsmg a pursult mth
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those still ableito g0 on. ﬁIOte that you are able to
carry out a pursuit. Ium to 250. ‘

L em
You look around at the hundred Prodromese as you
nervously try.to decide what to say and in what

manner to say it. The Sceptre at your side lends you' !
confidence; The people seated in the tiered pews of

the oval hall could hardly look more different one

from another. Many proclaim the deity they serve | ;
through their dress. The followers of Beatan:are :
unmistakable. They:are spread evenly throughout

the hall, but all wear the badge of the five-spoked

Wheel of Myriad Possibility. Seated,opposite youis :
a body of men and women who wear the swordand =

lozenge-shaped shield .of Dama. On their rightisa ' |

group of strange-looking men clad in greens and;

browns, each wearing a sprig of oak in their hair,

You guess.them to be the followers of Illexkuneion,

the god of animals and plants. Beyond themyou are
dismayed to note fifteen or so black whirlpool -

badges, and next to these a like number of purple

and green spiders. Serakib has; its ‘share; -of evil- .
doers too., Fate' and Torremalku the Slayer are also! ! -

represented and there are six 'young priestesses’ |

bearing the symbol of a crescent moon, but the
identity of;their god ‘or goddess eludes you. They
are a. mixed audience indeed. There will be no
secrecy here:in the Boule. If you. are  hideously
scarred as a result of tearing the emerald Orb from

your eye, turn to 285. Otherwise, will you tell them.

of your father and ask them to.honour his memory:
by granting troops for your campaign (turn to 77),

make much:of theevil of the Legion of the Sword of *

Doom (turn to 127) or invoke the power of the
Sceptre, as you descnbe the ]ushce of your cause’
(turn to‘147)? !

§




; | ‘68 . A
Three strange winged reptiles flap up from the area
of Manor Ridge. To your horror you recognise
wyverns - enormously powerful beasts with
poison-barbed tails. They streak towards the re-
treating women and begin to wreak terrible car-
nage. Gwyneth’s cavalry charges to her aid but is
met by a volley of crossbow bolts. The Bringers of
Doom charge home, and before your very eyes your
best troops are torn to shreds. Gwyneth goesdown
fighting, surrounded by a score or more of Hon-
oric’s Cataphracts. The battle is already lost. You
can do nothing but order a general retreat. It is not
long before this turns into a rout by the unrelenting
pursuit of Honoric’s forces. You are cut down trying
to rally your troops, caught by a squadron of
cavalrymen and killed almost in passing.

e : i
. 69 o

‘Fate, who keeps the balance of all things, vouch-
safes me glimpses of the future so that I may rule
more wisely and to the greater glory of the goddess.”

- ‘Then everything you do must turn to good?’

‘Most things,” agrees Dom, ‘save sometimes Fate
herself will not show me the outcomes and then I
must decide for myself.’ 7

‘And what of me?’ you ask. “What is my future?’ :;
52 |



7

Dom shakes his head solemnly. “I have riot yet
unravelled a skein of the future which shows you as
the ruler of Irsmuncast into the next year. The only

ossibility is if I ally with you against Doomover,
put the vision of that future is closed to me. Another
god has prevalled upon Fate to keep this hidden
from me,

will you say that Honoric’s ambitions will turn to
the City of the Spires once he has Irsmuncast (turn
to 79) or implore him to help since he knows you are
his only chance (turn to 89)?

i 70
You hack at the Old One with your Sceptre. If you
hit it, you wilt do one die + 3 Damage.

OLD ONE
" Defence against Sceptre: 8
3 Endurance: 22
‘ Damage: 1 Die + 2 ‘
if you have killed it, turn to 90. If it still lives, it
swings its maceat your ribs. Your Defence is 7. If it

hits you, take damage in the normal way and then . -

turn to 110. If it misses you, will you use the Sceptre
again (retumn to the top of this paragraph), spur
your horse info it (turn to 80) or use a Tiger's Paw
punch (turn to 60)? t

71
It requires every ounce of your considerable
strength to rip the emerald from its nesting-place in -
your face. Blood spurts, and you reel with pain, Part
of the flesh of your cheek has been torn away in your
sudden panic. Lose 3 Endurance. You are now
hideously disfigured; note that your face is horribly
scarred. There is the sound of uncouth Orcish
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oices on.the staircaseibelow.You Have ‘overcome

“'the pain and are ready toact. Will you leap down the

L .. staircase to give battle (turn to 233) or, if you have

i 1:  the skill of climbing, you may wish to climb down

1" the Palace tower, to the smoke-obscured gardens
. below (turn to:247)., : . e

; ‘ : 72 I i ; ~

- . You run past the second guard towards the camp.,
" Several other guards arrive on the scene, but you
skilfully manage to avoid them. However, word. of
‘' your presence is spreading around the camp - you
I i arealone amid an army of enemies. You try to avoid
. the hunters and you,are successful until magicians
. and priests are brought in, using detective magic.
‘Try as you might you are soon caught, over-

whelmed and slain. = ' ‘

B G 734 ERRTI : S .
! Fires rage everywhere. The'bodies of your, towns-
.+ folklitter the streets, and the;gutters.run with blood,
. Your people have not,given uptheir city. without.a:
i struggle, but everywhere you look there are Orcs,
" Orcs sporting the emblem of a woman’s head cut off
7 atthe neck, dripping blood.. The Orcs of the severed
. head like nothing more than looting, despoiling and
. pillage. You are close to despair, forced many times
' to hide in the shadows as groups of Orcs rush out of
houses waving, treasures, heirlooms of the families
whose blood stains their maws blacker than night.







' At last you come to the windmill tower on Seven
Post Road, an easy climb. Hanging beneath one
of the windmill’s great sails you survey the city.
Turn to 55.

74 _
If you decided to follow Doré le Jeune's advice and
attack, turn to 104. If you followed the advice of
Gwyneth, to defend with left flank refused, turn to
94, If you followed the counsel of Hickling, to hold
out along the stream and river, turn to 114. -

75

All eyes are turned aloft in awe as griffon meets
dragon-vulture head on. There is a great clash and
feathers and scales float Orbwards. Shadazar’s beak
gouges into your bird-face and you try to peck out
her eyes. Lose 3 Endurance. If you are still alive, you
realise that the dragon-vulture is more powerful
- even than your griffon form. Locked together in
combat, you begin to plummet to the ground. Will
you try to break away (turn to 49) or continue the
battle (turn to 41)? :

76
A roar of approval thunders from the throats of your
soldiers and you charge into battle. 1t is exhilarating
as you plunge forwards riding hard and waving the
Sceptre above your head. The remaining crossbow-
men still on the field of battle are just appearing
around the rear of the Legion, but your hell-for-
leather charge carries you into them before they
have a chance to open fire. At the sight of you, Doré.
le Jeune and his Paladins, and the exulted ferocity of
your warriors, they scatter and run. You drive on to
slam into the rear of the Legion, cutting through it
like a knife through butter. Doré le Jeune fights like
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a whirlwind, and the legionanes, caught unawares,
beglntowaver ';5 C Z“ '( i\.‘ \4 Tobn o '!' . .

Suddenly, in the mtdst of the battle, a'flgure appears
pefore you. Your Orb glows brightly — magic sight
reveals that it is an Old One, perhaps the same one

you fought when you. strove for the Crown of |
[rsmuncast,'in Usurper! From its robes protrude: '

tentacles, and its mouth is rimmed with long ten-
tacular appendages. One writhing ‘hand’ is curled
around a heavy glowing mace. Those battling
groups of warriors nearby back away, leaving a
small arena. . \

‘So, Avenger, you have come thls fara But this. is
where your upstart reign ends,’ it whispers;sibilant-
ly. You must fight it. You cannot kick or throw as |
you are on horseback, but you can use your mace- |
like Sceptre and your fists. Will you try a Tiger's Paw
punch (turn to 168), drive your Sceptre at it (turn to
178) or spur'your charger forwards and try to knock
the Old One to the ground (turn to 188)? If you use

the Sceptre to attack it, you cannot use Inner Force‘: |

Aot
i’j :

to double the damage o

:
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You tell\ them of your ancestry dnd of y‘our struggle a

to restore the laws of Loremaster Szeged of Serakub,
your father. You describe Irsmuncast and its peo-

ple, saying how much they need military help, and ;::
then sit down at; the end of your speech in an .

orrunously s1lent hall. Turn to 157.. SR B

ST R thgg b1
Your orders are carried out. The assault on the ford
is temporarily halted, but the Irsmuncast cavalry is
intercepted by Honoric’s Bringers of Doom and a

cavalry sk:rmlsh ensues. Then, to your horror,







!

Force-Lady Gwyneth herself is slain and her war-
riors, outnumbered five to one, begin to break up.
Carnage ensues and they break and run.

The battle is already lost. You can do nothing but
order a general retreat. It is not long before this
turns into a rout by the unrelenting pursuit of
Honoric’s forces. You are cut down trying to rally
your troops, caught by a squadron of cavalrymen: .
and killed almost in passing.

B ~A]
79
Is yourleft eyeball an empty socket (turn to 119) or is
it filled with a glowing emerald Orb (turn to 139)?

; o 80 Pt -

You try to spur your horse forwards, but it rears
back in horror from contact with the strange crea- ©
ture, enabling the Old One to dart in and swing its
mace at you. Your Defence is 7. If it hits you, take.
damage in the normal way and then turn to 110. Ifit ;
misses you, will you try a Tiger’s Paw punch (turn to
60) or hack at it with your Sceptre (turn to 70)?

‘Naught but a popinjay,” says Gwyneth asa tall thin * -
man with a jerky step enters the Throne Room, :
kneels and touches his forehead to the floor. He
wears the harlequin garb of a travelling entertainer
and has a lute strapped across his back. His costume
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|Yf . ispinkand green, indicating that he has learned his
" skills, on the Island of the Magical Goddess at the
" school:of Dithyrhambo. He is either a skilled min-
* . strel or a charlatan. More important, though, is the
" ifact that travelling players such as he see much of
i+ Orb and customarily tell the news of the world: in
the taverns of the cities that they visit. ‘Whatis your
name, student of Dithyrhambo?’ you ask.

?f . 3:; . 'Fidelio, Majesfy‘,f heanswers, and he begirﬁs-fo tell
" you his news. ‘The Legion of the Sword of Doom is
. ' preparing forwar, Majesty.” He pauses. ':'. .
"What of it?’ snaps Gwyneth, . v :?_g!; BRI R
‘It is not éasy'to guess where the eye 'of Lord

' Honoric quests for glory, though I have, heard

. Tumours . . . Iknow notif they be true ... ." he trails

. - offintosilence. . | 1 .

i | “If inot true; then of no kise to me,’ you say;:
- bothering to conceal your irritation.  ..v .,

: NN
*1 'The vagabond wants money, Overlord,’ says
. .Gwyneth, and she shows her contempt for this‘man
" by using the spitoon. Will you offer Fidelio :gold
- :(turn to 91), command him to tell you all he knows
. (turn to 101) or invite him to play at the royal table
. this evening (turn to 121)? - o

il i
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|, The'Shuriken tears out the lguard's;throat and he
- i collapses to the ground with a muted gurgle. The
.+ other guard turns in surprise and, unsure as to what

.+ has afflicted his comrade, kneels over him with his
U, backtoyou. Instantly you leap forwards and deliver

. »'-a crushing blow to the back of his neck, knocking
v« him out, Hurriedly you don the armour and surcoat:
. " of one of the guards. You are now dressed as a

\




swordsman of Vasch-Ro from the legmn of the Clty ;
of Aveneg. Turn to 122 ; ‘

D 83
Shadazar’s lissom black form also charnges shape
pefore you. She sprouts green scaly wingsiand a . |
cruelly barbed tail. Her head  grows a hooked beak ;.

and her back.is covered with grey feathers. She has St
pecome a dragon-vulture, larger and much more .
horrible than your griffon form. She launches her- |
self into the ainand soars towards you. You are at ,

the same height, Will you meet her head on (turn to,

75) or tryto gam hexght (turn to 63)7 TN i

ERE : _ 584 V H}[‘ A ;,:zik :
If you de’cided to! follow | Force-Lady Gwyxllett{'si? o
advice and refuse the left ﬂank turn to 18. If you *
followed the advice of Hivatala, to refuse the right
flank, turn to 28. If you followed the advice of
Obuda Varhegyen, to form a defenswe line along &

the stream, tum to 384 G

spe ‘ y ' :
Throwing, Stars is a dreamto behold. The: sp1ders
remains are smeared across: ‘the bare earth. You £
encircle them,, watchmg the Dark Elf sorcerors,| but -
each! mounts. his.flying mount and they flap away
into the growmg dusk that seems to. well up out of .

; o P
You lead the charge, but : even’@allong‘ ‘fOr the
Sceptre you feel that your presence has not really:
helped theimen’s morale. It seems; they have lost!
conﬁdence in ;you: The 'cavalry canters. off the
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- mound and charges forwards. But it suffers heavily

from the rest of Honoric’s crossbowmen, and
although these give way before your cavalry the
charge is largely ineffectual.

Finally the men of the Spires break and run, and the
Legion of the Sword of Doom and the remaining
cavalry pour through, wheeling around to roll up
the rest of your army. Soon it is a full rout. You are
caught in the open, trying to rally your forces, by a
squadron of the Bringers of Doom and cut down
almost in passing. But, perhaps, you will be remem-
bered in a song,.

87 e
The crossbow bolt speeding towards you is a blur of

; speed, but even before its shrieking whine has been

perceived by the Orcs you have drawn up your legs
out of the way and swept it from its path with a
swipe of your iron-rodded sleeve. It buries itself in
the back of an unfortunate Orc, but you have
sprinted off into the haze of smoke and distanced
yourself from pursuit in a twinkling. Turn to 73.

88
Gwyneth's cavalry charges forwards, as does the
cavalry of Aveneg, sweeping around the swords-
men of Irsmuncast’s flank to get at the Legion of the
Sword of Doom. Gwyneth's cavalry is intercepted
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by me;Bﬂflgefs'offDoom and a ca

a;lry !s.g o, h
ensues. But the Legion of the Sword. of Doom is
forced:to turn.and face the threat of a cavalry charge

" from the men of Aveneg, and Force-Lady Gwyneth
' is able to pull back to safety. Instantly your cavalry

. breaks off its attacks before it is cut off and retiresto
', Crossway Copse. Gliftel’s Elves unleash a volley of
. deadly arrows from Woodnugget Wood and the
Legion of the Sword of Doom retires a few paces,

f ' assault Hartwig Fell’s Farm. _Turn to 98.

where they and their cavalry regroup, preparing to

' .
t
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Pl

. ‘Pity is no motive to expose one’s city to risk. I am

... sorry, Avenger. You cannot know how it pains me

to see one without hope, as indeed you must now
be.” With that he springs up from the throne and
leaves his Throne Room. You are escorted from the
Palace and asked to leave the city. Burning with
indignation, you set off for Irsmuncast to look to the
defences of the city. Turn to 99.

TR
FE i
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90 o T

. The Old One, its head shattered, falls in a hea‘p‘. at

. your feet. If you ordered your cavalry and men of

' ,i=if your men did not charge — turn to 150,

the Spires to charge the enemy at the beginning of

' the battle, or if Doré le Jeune disobeyed your orders

andled them in a charge anyway, turn to 140. If not

|
¢ .
[

91

' You tell Ffdéﬁc;é that grbu will pay a purseful of golcizi"

i

|
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. for his news, and he goes on: ‘Some of the rumours
" have perhaps more substance to them than others.
Honoric wishes for vengeance against you, Over-
lord, for what passed at Quench-heart Keep. Many .

L i




on Orb know that you triumphed there over the
Deathmage and Yaemon. Honoric has not forgotten
the humiliation. He prepares to ride out to war
against this fair city on the first day of Grimweird, a
day that is sacred to Vasch-Ro, his God of War. You
have until then to prepare for the onslaught.”

Gwyneth questions him as to the composition of
Honoric’s forces, but he knows no more than you
can guess, that it will include the dreaded Legion of
the Sword of Doom. He tells you some news from ;
the City of the Spires, the long-standing enemy of
Doomover. Some of the Tools of Fate are urging
their king, Dom the Prescient, to wage war against
Doomover if Honoric marches out, but he is re-
ported to be concerned that the Forces of Death
from the City of Mortavalon would join with Hon-
oric if he did this. When Gwyneth has finished her
searching questioning Fidelio takes his gold and
leaves. You have him followed in case he departs
the city immediately or acts suspiciously in any
other way, but he goes to the Hostel from the Edge
where he pays for a room for four nights. The rest of
the day is spent in inspecting the city defences, and
you tell Gwyneth before retiring that you will hold a :
council of war on the morrow. Gwyneth seems
almost pleased as she bids you good night. Turn to
131. ' i H

Py i 92 .

The Shuriken Wwhirs through the night air to strike
the guard’s armour-plated helm with a resounding
clang. Both wheel towards you, their faces masks of
surprise. Moments later they are shouting, ‘Alarm,
alarm!” and you can soon hear the sound of others
running towards the commotion. Will you give up |
i ; 65
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o your atten:ipt tor spy out Honorlc’ s camp (turh to 62)
ooor contmue w1th your mission (turn to 72)'?

i : T
. Unfortunately, the journey to Wargrave, through
'+ 'the Mountains of Vision, takes too long, and you

“ﬁ . realise too late that the passes through the moun-
' ' tains are impassable to armies;at this time of year.

¥ You are forced to turn back and fight without an
'+t " ally, The taste of defeat is:bitter, but at least you dme

: bravely on the field of battle. o o
. ! . i, i
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! See paragraph 392 for a map. of the current pogi.‘i_"
i tons. You can, add. notes to the ‘map at 342 1f=‘.‘
‘ 3 necessary. o : "

f

| ': .. THe sound of braymg h’umpets and shouted orders
comes to you on the morning breeze. Honoric’s,
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soldiers on the far left begin to ddvance over Ruric’s |

Bridge at a fast, trot. When they have reached
Bridgebeam, the Levies, the Legion of the Angel of
Death and the Warrior Women of Horngroth begin
to advance. across, the ford. Then a, great. guttural
roar goes up, from the Legion of the Sword‘of Doom

and the massed cavalry.: They surge:forwards, -

charging hell for leather for the men of the Spires :.

stationed: between: Hartwig Fell’s Farm and Col- -

wyn’s Mound,.: Yoit can see some of: Honoric's:’
officers cursing,— it seems his cavalry are impetuous:
and have moved too early. In any case, thelong line.

of cavalry led by the Bringer,of Doom Cataphracts, e [3

whose horses are clad from head to toe in gleaming .
armour, plunge forwards, howling — a daunting
sight. However, as they come nearer the ditch theYn

begirtito lose formation, some horses trip andl all is |

confused for a moment. '

Your Corps of Ban:nermen _some twenty standard-
bearers with.banners particular to individual units —
stand nearby ready: to signaljyour orders to your:
men. Doré le Jeune criesimpetuously: ‘Let melead. ;
the cavalry'to attack{ now, Overlord!” Will you 51gnal
for the cavalry of Irsmuncast and of the Spires. to:
charge forwards, with the Paladin at their head, to "
attack the enemy as they try to cross the ditch, (tum
to 308) or,order your: whole line to stand ﬁrm (ttu'n to
318)?. . .

%

Graspmg the Sceptre finnly, you thrus tit aloft and
declaim: ‘L.dm the: nghtful Overlord of Irsmuncast
nigh Edge. Ac:knowledge me:as your ruler,and I will
pardon your crimes.’ The Orcs, .appear ummpressed
by your words. The chieftain gives, the word to fire
and your body is peppered by the; Orcs quan‘els




Without you the city is doomed to evil and destruc-
tion. ; . 4

: 96 | L
If you infiltrated Honoric’s camp last night and
discovered the contents of three huge wooden
boxes, turn to 176. If you do not know the contents
of the boxes, turn to 186. :
' I
97 | l : :
You are past the Dark Elves who guard the doorway
before they even see you and you rush up the stairs
towards the battlemented tower. The only enemies
you meet on the way are Orcs who have discovered
the Palace wine cellar. They are too drunk to hinder

L you. Soon you are at the top of the staircase. Turn to”

339. ;_

98 ’
Then your attention is drawn to the ford, where the
cavalry of Horngroth has charged the defenders.
The men of Aveneg are taking heavy losses and are
beginning to give ground slowly, fighting every
centimetre of the way, but their position is looking -
more and more tenuous. '

The threat of attack from the cavalry of the Legion of .
the Sword of Doom is such that Hengist urges you
to move the command post to the knoll at Crossway
1 Copse., Hurriedly you prepare to do so, but before
68 ; : i

!




ou do will you order the cavalry of Serakub on the
far left to race across the Old Bridge to the aid of
Ba’al and his men at the ford (turn to 108) or order
the cavalry of Aveneg and Irsmuncast, now at
Crossway Copse, to do so (turn to 118)?

! 99 : i
Without an ally your forces are hopelessly outnum-
bered by Honoric's troops. Irsmuncast is overrun
and you die nobly defending its walls. !

‘ 100 '

You find your army encamped near the village you
passed when you first came up the valley. This is
where the battle will be fought on the morrow. You
go to your tent immediately to catch what sleep you
can before dawn, when you will meet your com- .
manders and advisors to decide a strategy. Turn to
342,

' : 101
Fidelio'does not seem ruffled by your peremptory
tone. He goes on: ‘Some of the rumours have more
substance than others. Honoric wishes for
vengeance against you, Overlord. Many on Orb
know what passed at Quench-heart Keep, that you
triumphed over the Deathmage and Yaemon of the
Order of the Scarlet Mantis. Honoric has not forgot-

e L | 69
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" ten theihumiliation. He prepares to ride ottt war

against this fair city on the first day of Grimweird, a
day that is sacred to Vasch-Ro, his God of War.-You

* have until then to prepare for the onslaught.” With

that he bows once more and backs towards the
door. Gwyneth would stop him but you decide to let

. 'him go, giving in to Gwyneth when she suggests
* thatan armed guard escort him to the city gates and

forbid him to return on pain of death., You spend the
rest of the day inspecting the city, defences and tell

' Gwyneth that you will hold a council of war on the

morrow. She seems almost pleased as she bids.you
good night. Turn to 131. : o RS
i ‘ | o
102

+  Your kick is well judged. The ball of your fodt takes

him on the chin, snapping his head back and bowl-
ing him over, where he lies on the grassy earth,
inert. Hurriedly you don the armour and surcoat of
one of the guards. You are now dressed asa swords-

. .- man of Vasch-Ro, from the legion of the City of
.. Aveneg. Turn to 122. . S,

| e 13 o
The announcement of your imminent departure
from Irsmuncast causes panic, but when you ex-.:
70, Lo o]




plain that youare going to find an ally who will help
to protect the city calm is restored. You declare a
state of martial law and leave Force-Lady Gwyneth
in charge, cautioning her to watch Lackland careful-
ly but not to force any confrontation with the re-
verencers of Nemesis. To Lackland you say before
you leave that you will fight for all the citizens and
that the supporters of Nemesis will not suffer under
your rule. After all, his forces outnumber
Gwyneth’s almost two to one. Antocidas is having a
hard time stopping his mercenaries deserting since
there is precious little gold with which to pay them.
In the interests of secrecy and quick movement you
decide to travel to Greydawn alone. Turn‘ to 53.
N - 104 ‘

Refer to paragraph 402 for a map of the position.
You may make any notes you wish on the map at
paragraph 342 also.

Trumpets'sound, banners wave and a shout goes up
from the enemy. Honoric’s massed cavalry, closely
followed by the Legion of the Sword of Doom and
the Legion of the Angel of Death, cross the stream at
the ford, which causes them to lose formation:and
become disordered. They intend to reform on your
side of the stream. Ahead of your cavalry, beyond
the ditch, lies open ground and then the enemy,
who wait unmoving. Doré le Jeune sits astride his
horse at the head of the cavalry, looking back at you
expectantly. Your Corps of Bannermen - twenty
men, each holding a banner particular to a certain
unit ~ wait in readiness to issue your orders. An Elf
stands at the edge of Woodnugget Wood, ready to
convey signals to Gliftel.

Willjyou order Doré le; Jeune to lead the .cavalry,
| o on

B —




-V followed byithe meniof the Spires in & charge at the
' Doomover line, with supporting flanking fire from
" the Elves in the wood (turn to 344), order the men of
Fiendil between Hartwig Fell's Farm and Woodnug-
get Wood to charge forwards and engage the
Doomover cavalry while they are still re-forming
(turn to 354) or give the signal that no charge is to be
: made yet and that the Elves are to pour flanking fire
H; ;on to any forces that attack the men of Fiendil
: +* between Hartwig Fell’s Farm .and Woodnugget

- Wood (turn to 364)? P

P 1105 R b

As you bend to pick up the stone, one of the Dark
Elves speaks a spell of transmutation. As you pick

. up the stone it turns to runny treacle in your hand.

" You scrabble for another, but the same thing hap-

4 pens again, Too late you try to flee, but.the execu-
 tioner spider has jumped on to your leg. Small fangs

- | "break your skin and the; poison;courses through
| your veins, Death takes only seconds. Now Honoric.

. .. .and the forces from the Rift will carve up the fate of.
¢ Irsmuncast. L

H

i 1e g
. Honoric’s cavalry begins to founder and lose gollle'-l"

 sion as it crosses the stream, but the men regroup

and charge on, followed by the Levies headed for
your troops :between ' the' farm and Colwyn's !

. Mound. The Legion of the Sword of Doom’s cross-

727- | Py Lo




powmen, the Rain of Death, unleash a deadly volley
of bolts at the defenders between the farm and the
Greenrldge and draw, back. The swordsmen of the
Legion then charge forwards with ajroar, assaulting
your whole left flank with frightening ferocity. A
bitter bloody mélée ensues, and your men begin to
falter and, give ground. Only the men in the farm;
itself are holding their position. Honoric’s cavalry, oy
with a blood-curdling battle-cry,islamsinto the War- ﬁ |
rior Women iof Dama with a resounding crash, the ;.
ring of steel on steel. The Warrior Women hold firm,
and the cavalry is flung back, but then the Levies,
four thousand strong, follow up their charge. The | -
women of, Dama stlll seem to be holding well -

A messenger arrives to see youl It appears that the e
Monks of the Scarlet Mantis, are trying to force a
passage through the Wickerwood, but the Elves are : |
holding them back. A deadly cat and mouse game is |
being fought in the wood.

Will you order thé men at the Old Farm and the :
cavalry at Colwyn’s Mound to swing around into
the flank of the Levies (turn'to 126)ior order: Antoci-. i‘”, ;
das _mercenaries 10 hurry forwards and reinforce; "~ .’
your hard-pressed left ﬂank (tum to 116)7

~-;ui i d a'zis f .
107 ; '
Only two of the»Orcs react quickly enough to chs~
charge their crossbows before you are sailing above
their heads in a leap:of supernatural proportions. If
you have the sklll of Arrow; Cutting, turn:to 87. If
not, one of the:bolts strikes' home, wounding you
deeply. Lose:5 Endurance., You stagger when you
land, but you are still able to sprint into the haze of
smoke and, dJ.stance yourself from your pursuers.,

Tum to 73




5 w0
As you hurriedly relocate to Crossway Copse, the
cavalry of Serakub reaches the ford just in time to
bolster up the flagging defenders. A brave, desper-
ate charge and the attackers are hurled back across
the ditch, only to come howling back again. As soon
as the cavalry leaves Bridgebeam, the Doomover
Levies charge across the bridge. The Warrior
Women of Dama are cutting them down in droves, -
but whenever the Levies try to run they are met by -
the swords of the women of Horngroth and are
forced to continue the assault. Your allies are hold-
ing fast, but they are slowly but surely taking casual-
ties. f

On the right, the Legion of the Sword of Doom
rushes to the attack again with a blood-curdling
scream. However, a light but deadly stream of
arrows from Woodnugget Wood causes them to
veer into the farmitself. Its wooden fences are much
easier to defend, and the Legion is not making much
headway, though the fighting is bitter and bloody.
But the Bringers of Doom and the cavalry of Vasch-
Ro come charging hell for leather around the edge of
Hartwig Fell’s Farm intent on swinging into the rear
of Gwyneth'’s already badly mauled infantry.

Doré le Jeune says that the cavalry of Irsmuncast
and Averieg have no choice but to intercept them
and asks you to lead the charge with him. Hengist
quickly advises you not to go. “You are too impor-
tant to risk, Overlord,” he says. Will you order Doré
le Jeune to lead the charge (turn to 138) or lead the
charge yourself (turn to 128)?

. 109 |
No sooner do you concentrate on the form of a

74
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iffon than you become one. It was a potion of
polymorphisation, and you have changed your
form. Now you tower above your fellows, a great
eagle-headed horse with enormous wings. The
Sceptre falls into .a flowerbed as your costume
changes. You flex your feathered wings and as a
magical beast, the beast of your house, you soar up. -
towards Shadazar as she holds her hands aloft, As* -
you approach she speaks a few words in a language:;,
you don’t understand and throws off -her purple '
robe. TurntoSB . 5 i o :
o ‘ j f |
Pl 110 : d
As the blow connects you feel a surge of sorcerous’ o
energy:that emanates from the black glowing mace,; =
threatening to engulf you. Make a Fate Roll, but:, :
subtract 2 from the dice for this Roll only. If Fate
smiles on you, turn to 120. If Fate turns her back on
you, turn to 130. .
; i 111 ‘ i : e
In51de the recess, beyond the remains of the, broken :
acid phial, lies a.leather pouch. Inside the pouch '
you; find.a tattered piece of parchment. Across its’
top in bold red letters of an ornate cursive script are
the words ‘The Sceptre:of Ruling Among Friends'.
Below these words is the griffon emblem and then ‘
more writing: “The rightful wielder of the Sceptre of
Ruling Among Friends shall be received as a bene-
ficent leader by all those who are not the wielder’s
enemies. They shall be disposed to follow the wiel-
der unto the.ends of Orb or even as far as the Valley
of Death if his.cause be just and righteous according
to the nioble precepts of the:Gods of Law. He need
only grasp the:Sceptre and wish to use its power.’
The parchment bears a signature: ‘Nebr'Volent of
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the Eyeless Face.” Perhaps this Nebr'Volent was a
court magician who fashioned the Sceptre as an aid
to the Overlords of the city. Your reverie is dis-
turbed suddenly. The uncouth Orcish voices and
the hammering on the doors stop abruptly, There is
silence, then an almighty boom as if a battering ram
is being brought to bear on the doors of the Throne
Room. The doors burst asunder and a’ great grey-
skinned Cave Troll, three metres tall and almost as
large as the great doorway, lumbers into the room.
It stumps ponderously to the attack. Will you use
Kwon'’s flail, if you were taught thatkick by Togowa
the mystic of Mount Gwalodrun (turn to 357), the
Leaping Tiger kick (turn to 347), the Iron Fist punch
(turn to 337) or the Whirlpool throw (turn to 327)?

: 112 ' .
At the last moment the guard manages to twist
aside; your foot grazes his cheek. Instantly he
shouts, ‘Alarm, alarm! A Ninja! Alarm!. Moments
later many men are rushing towards this spot. Will
you give up your attempt to spy out Honoric’s camp
(turn to 62) or try to continue with your mission
(turn to 72)? =
| 113 : Lo
The dragon-vulture returns to the ‘battlemented




: tower above the Pala¢e ahd turns back into'Shada.
; zar. Pausing only to wrap her cloak around her, she
- begins the Incantation of Heavenly Wrath: once
'y more, The Trolls are now attacking your troops. Wil
' you attack them (turn to 363) or try to slip past them

and sneak back into the Palace (turn to371)? -

hN

v : o ] L 114 ¥ R T
|, i See paragraph 412'for the map of current positions,

Trumpets sound, banners wave and a great cry goes -
up from the enemy. The troops at the ford charge
 forwards to engage the men of Fiendil there but not
. 'the Legion of Death; iwhich hangs back, As the
. troops cross the ditch; they lose formation some-
: ©_ what, taking the impetus out of their charge. It looks
it i asif themen of Fiendil are standing firm. The Levies
' onthe far left do nothing; the women of Dama glare
. across the bridge at them, shaking their fists. But it
- is on the right that the fighting is fiercest. The two
thousand crossbowmen, the Rain of Doom, run
*. forwards with military precision and open fire at the
" - men nearest the copse, causing many casualties.
.. Some of the priestesses of Avatar are busy there
. already. The Legion, all five thousand, advances
. close behind. An Elf emerges from the copse and
., signals to you - he is asking for orders. Your Corps
" of Bannermen, twenty warriors with banners, par-
ticular to;your units, are ready to.signal to units
+ anywhere on the battlefield. You order Gliftel to
|, openfire on the Legion of the Sword of Doom when
I |1 itlaunches anattack. Turn to 134. .

[ Xi v [P ; e :
SRR SN LR DURIEL O S b L. LowdT

: I'Youmanage to crush the spider with the sleevé iron
- and you jump down from the tree and spin around,,
. . looking from one of the Dark Elves to another. To'
! ;78 EL] 1 i< i : ”:EE:‘;L’:‘:". ;
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our joy and surprise, they remount their giant
crows, which flap away into the dusk that seems to
pour out of the Rift like a fog. Turnto 185.

g R [

ST & [ TR TR R SR
You ride forwards:and order Antocidas to'reinforce
the left flank, but he just/looks at you evenly and
says: ‘Yes, Overlord, if you pay us an extra talenton . -
return to Irsmuncast.” You gasp in outrage and.’

anger. Will you refuse and curse him for a money-':

grabbing swine {turn to 136) or swallow your anger ,
and agree (turn to0 146)?: . ;| e
Gty e b
B TREEAE T L AN R I A
No sooner do ‘you fix; your concentration ori ‘the |
form of a roaring bull than you become one. It was a
polymorph potion, and you have actually changed
your form into ‘that of a bull with fearsome horns
and a thick muscular neck. Your gear and costume
have changed too. Roaring mightily, you charge
towards the Palace gates as five great Cave Trolls;
lumber out todo battle. Your first charge knocksone

of the three-metre-tall Trolls to the ground and you -

gore it badly. Then there is a great crack in the sky
and a bolt of blue lightning strikes the ground right
next to you. Shadazar has called down a bolt from '
the heavens. It has not killed her Trolls, but several
mercenaries and shieldmaidens lie dead. Your thick
hide has beenibadly scorched. Only yourbull’s form
has saved iyou from, being turned into a icharred, .

husk, but you have lost 5 Endurance. If ﬁou arestill: =
alive, the shock has caused you to revert to your | : °

normal form, Taking advantage of the confusion, ::

you. recover  the Sceptre that had fallen onto a'. ' .

flowerbed and try to slip into the Palace once more. - -
Turnto97. . . . RN "




118 .
As you hurriedly move to Crossway Copse, your
cavalry reinforces the ford just in time. But then the
Legion of the Sword of Doom is unleashed on the
farm. The Bringers of Doom and the cavalry of
Vasch-Ro from the Spires, some nine hundred
_ strong, come charging hell for leather around the
| side of Hartwig Fell’'s Farm straight at Crossway
Copse. There are no troops available for you to call
on. Long before the cavalry of Serakub can come to _
i your aid you, Doré le Jeune and Glaivas have been
| overwhelmed and slain. Perhaps you will be.re-
‘ membered in a song. . '

| 119 o
“f "Your skein of destiny has been unhooked from the
loom, Avenger. The day of your death draws nigh. I
v cannot help you. Pity is no motive to expose one’s
.| : city to risk. I am sorry, Avenger. You cannot know
how it pains me to see one without hope, as indeed
youmust now be.” With that he springs up from the
i throne and leaves his Throne Room. You are
'- escorted from the Palace and asked to leave the city.
Burning with indignation, you set off for I'smuncast
to look to the defences of the city. Turn to 99.
! 120 ’
You manage to ovérthrow whatever magical force
threatened you. The Old One growls in frustration.

: 80 . f




will you try a Tiger’s Paw punch {turn to 60), hack at
it with your Sceptre (turn to.70) or spur your horse
forwards into the Old Orte (tum to 80)7

Y gy !

Dinner that evening is a quiet affair, ]ust yourselfi .
and twenty or so sycophantic courtiers. Indeed, .
there are more servants than guests, but you go -
through with this rigmarole:for the sake of morale.
Fidelio senses the prevailing mood and he sings thel. '
ballad of the ‘Honest Tinker, a fable about how a '

good man triumphs over adversity in the end be-
cause heleads his life according to the moral code he
believes in. Then he plays something more stirring

and you are soon marvelling at the skill of the bards

of the Island, of the Goddess. Looking around, you
see that he is well on the way to captivating the

hearts of most of the ladies present. Next he sings

the song of the Orb of Kings. The Orbis a green gem
that one of the erstwhile kings of Serakub placed in

his éye so that he could see invisible beings, but in. |
the end he was:killed in his sleep for the gem by

ruffians who did not know who it:was they killed,

At the end of the song he dedicatesiit to you. When, -
he; finishes his minstrelsy, there is rapturous: ap-

plause and you beckon him to join you at your table.

He tells you all of the news that may be of use to
you, or so it seems. ‘Honoric desires vengeance,
Overlord. Many on Orb know what came to pass at
Quench-heart Keep, when you triumphed over the
Deathmage and Yaemon, leader of the Order of the
Scarlet Mantis. Honoric has.not forgotten the humi-
liation.: He is. preparing to ride out to war on the first
day of Grimweird, a day; that is sacred to Vasch-Ro,
his God of War. You have until then to prepare for
the onslaught Fldeho also tells you that there is

I




much debate at the court of Dom the Préscient, the

+ king of the ancient enemy of Doomover, the City of

the Spires of Foreshadowing. Some of the Tools of
Fate, the chosen heroes of that goddess, wish to go
to war against Honoric if he marches, out, but Dom
fears that the Forces of Death from Mortavalon will
join Honoric if they go to war. You thank Fidelio for
his help and send word that you will call a council of
war in the morning. Turn to 141. :

: 122 i
Unnoticed, you thread your way through the camp
fires, among soldiers of many cities who are -
laughing and joking for the most part ~ it seems
confidence is high. Then you come to a camp fire
where a loud argument is raging between a woman
warrior, whom you recognise as a follower of the
goddess Fell-Kyrinla, the Man-Hater, from the City
of Horngroth, and one of the men of the Legion of
the Sword of Doom, from Doomover. An officer
comes over to intercede before the two antagonists
come to blows. You can see there is no love lost
between these allies. Turn to 132.

123 |
The emerald Orb seems to glow threateningly as
youraise it to your empty eye socket. It slides neatly
into place and the flesh around it begins to creep so
that the Orb is being sucked into place within your
head. Will you tear the Orb out before it is too late
(turn to 71) or leave the emerald to embed itself (turn
to 353)? .

5 124 ‘
Gwyneth stands and says, ‘First let us hear the
reports of our scouts,” and she indicates Glaivas.

82




Glaivas says, This is what we can determine of
Honoric’s forces,” and 'reads out a report. He then

hands it to you. ; ! .

THE ARMY OF HONORIC '
Legion of the Sword 5,000 swordsmen
of Doom 2,000 crossbowmen, the
; ‘ i Rain of Doom
‘500 cavalry ;
(Cataphracts),
the Bringers of
- ‘ Doom
Legion of Aveneg. . ! 1,000 swordsmen
Legion of the Spires © 1,000 swordsmen
Women, of Horngroth 1,000 swordswomen |

; . 500 cavalry
Men of Mortavalon ©~ 1,000 spearmen of;|
| : Moraine
. 1,500 Swordsmen of
‘ Death, the
Legionof the
o G +  Angel of Death |
L SOOLancers of Death,
o T thengsof
PR ' Death L
Monks of the Scarlet . =
Mantis : 200
Doomover Levies, - 4, OOO
Atotalof '  somel8, 200 troops

’We can field about 10, 000 men, heavﬂy outnum-
bered. And the Legion of the Sword of Doom are
reckoned to be the best troops inall the Manmarch,’
adds Glaivas. Turn to 382.
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' No sootier do you fix 'your concentrations 6n the

. form of a snail than you become one. It was g
.11 | polymorph potion, and you have actually, changed
*" "+ your form into, that of a two-centimetre-high snail,

_+ The Sceptreithat you were holding falls on.you., . .

1 LT
G

: i C L 126 ‘ ‘! G
¢ 1 Your orders are cdrried out to good effect and the
' Levies are forced to: withdraw with, heavy . losses.
! | But by this time the Legion of the Sword of, Doom
. has stormed the farm and your left flank is in full
~; ~ rout. Honoric’s cavalry regroups, and. soon your
| 1 whole army has been rolled up from the left and
.+ . routed. You are caught in the open, trying to rally
~.*+ your forces, by a squadron of the Bringers of Doom

- and slain out of hand. @ g

VR AL 127 it
As soonas youmention: Honoric:and the Legion

" the Sword of Doom there is a stirring among the:




worshippers of Dama and you remember how the
sage Vertégal describes the battle between Dama,
ghieldmaiden of the Gods, :and:Vasch-Ro, God of
Mortal Combat, the Sower for the Reapen,i in the
Book of the Gods. Warming to your task, :you-ex-
pand upon this to say that you feel you have been
born with a mission. Will you say that your mission |
is to check the spread of the followers of Vasch-Roin
the Manmarch (twn to.167) or that youfeel you‘
were born to make sure that the followers of Neme- * ;
sis within your city: do not sub]ugate the people L
agam (tum to: 207)" -i ¢ , L

i 1287
You galfop forwardd on your whlte charger, Doré le 5
Jeune and his Paladins beside you, to itake up a:
position at the head of your cavalry. ‘For Irsmuncast |
and freedom!” you cry, lifting your Sceptre high, as
Doré le Jeune shouts, ‘For Rocheval! If you fought
the duel with Honoric before the battle, tum to 158 i

If yougrefused to l1‘1ght,'tum to 148 P

Usmg ybur sklll of Shm-*Ren you_ can tellthat Peisis-. .
tratus:and Herris Alchmeonid are notitobertrusted.. .
Certainly youjudge thatwhen they finid outthat the ' ; .
lands you have offered border the Rift theyiwillnot: -+
be,useful allies. Ogg Red-hand the wolfen is far too
dangerous to trast. Accordingly you decide to try to

make Serakub your ally instead, but you will haveto
run all the way toarrive in time. Turn;to235. ., & - .

-You feel aicold 'numbmg in| your very soal r seme :’
part of. you has been sucked into the macei:Lose1 | |
pomt of fInner Force. 1f. you ‘have no pomts of Inner




Force left, turn to 334. If you have any Inner Force
left, will you try a Tiger’s Paw punch (turn to 60),
hack at the Old One with your Sceptre (turn to 70) or
‘spur your horse forwards in an attempt to knock the
Old One over (turn to 80)? ;

i
i

131 :
The war council consists of Antocidas the One-
Eyed, leader of the mercenaries who helped you to
defeat Shadazar, and the heads of the various ‘
powerful temples of Irsmuncast: Solstice from the
Temple to Time, Hengist from the Temple to Kwon,
Gwyneth from the Temple to Dama, Greystaff from -
the Temple to Avatar, and a man whom you have
not yet met, Lackland, the Lord High Steward's
successor in the Temple to Nemesis and head of that
- part of the Usurper’s army that is still in existence.
Gwyneth begins by summarising the threat posed
by Honoric and reviewing the troops with which
you must try once more to save the city. Gwyneth
herself commands eighteen hundred sword-arms
under the banner of Dama, shieldmaiden of the
Gods, eight hundred of whom are well-armoured
cavalry. High Priest Lackland, or, as he insists on
styling himself at the war council, General Lack-
land, commands three and a half thousand men and
Orcs, the remnants of the Usurper’s army, who
were not conspicuously loyal when Shadazar over-
ran the city, although they did not actually join the
forces from the Rift. They are all footsoldiers, and
less effective than Gwyneth's soldiers, who are élite
battle-hardened troops. In addition to these, the
Demagogue commands the affections of the hastily
assembled peasant militia, numbering perhaps ten
thousand but lacking discipline and weapons, and
uniikely to stand up well to the rigours of a cam-
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aign. If you have plafed Overlord! (book four) and
were protected by a Samurai bodyguard under Oni-
kaba, turn to 201, Otherwise turn to 221.

: 132 - L

You find yourself standing near a group’ of men
discussing the strength of their allies. These men are
from Honoric’s own troops, the Legion of the Sword
of Doom, from Doomover. They regard themselves
as élite warriors, the best in the Manmarch ~ and
you know this is probably true. They regard the
women of Horngroth as sound fighters but untrust- -
worthy. Their discussion goes on to the men of the
legions of Aveneg and the Spires: regular troops,
but not as good as themselves. The group then
derides the Doomover Levies, four thousand men,
well armed but of poor quality. They seem to have
particularly strong contempt for these, the militia of
their city. -

You are mulling over the implication of what you
have overheard when a loud voice sounds in your
ear. An officer-of the Doomover legion is addressing
you. ‘What are you, an Aveneg legionary, doing
here among the camp fires of the Legion of the :
Sword of Doom?’ he cries harshly. “You know it is
out of bounds for the likes of you!” Some of the
nearby soldiers look around with curious faces. You
will have to talk your way out of this one. What will
you say?: ; -

l am sorry, sir. I seem to have lost my way. I was
looking for the camp quartermaster. We need more
salt beef rations.” Turn to 142. N

‘I have messages from the captain-general of the
Aveneg legion for Lord Honoric, sir.” Turn to 152.
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. ‘Tam looking for a priest of Vasch-Ro to preside ovey
+. 1 a‘religious ceremony for my. troop. of the Aveneg
¢+ legion.” Turn to 162. b
v oo b e
' i ; 133 v
i The announcement of your imminent departure
from Irsmuncast causes panic, but when you ex-
plain that'you are going to find an ally who will help
to protect the city calm is restored. You declare a
~ state of martial law and leave Force-Lady Gwyneth
.. incharge, cautioning her to watch Lackland careful-
| ly but not to force any confrontation with the re-
verencers of Nemesis. To Lackland you say before
. you leave that you will fight for all the citizens
* and that the supporters of Nemesis will not suffer
under your rule. After all, his forces:outnumber
Gwyneth’s almost two to one. Antocidas is having a
hard time stopping his mercenaries deserting, since
there is precious little gold with which to pay them. -
In the interests of secrecy and quick movement you
decide to travel to the Spires alone. Turn to 163, -

' 134 i AR
-/ Suddenly the crossbowmen pull back in igood order.
... There is a great rippling shout and the Legion

* charges forwards with drill-like precision. The mas-

' sed cavalryalso: breaks - into a full-blooded charge
with whooping cries and howls. The Elves pour a
deadly rain of arrows into the flank of the Legion,
whose ranks begin to lose cohesion. As the whole
charge passes across the ditch, the Legion becomes

i ' furthen disordered. It is only because of this that
. your whole flank is not swept away instantly when
the charge crashes into the defenders with terrible.

.. - force. The priests and mages on each side are hurl-.
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ing spells at each other — a number of swords of the
Legion have sorcerous powers like the sword of
Honoric — and your Orb picks up waves of fear-
spells washing over your lines. Your men are
wavering, save those nearest the copse, where the
arrows of the Elves are proving decisive. If you
know of the contents of three large boxes in Hon-
oric’s camp and have informed the White Mage of
them, turn to 144. If not, turn to 154. :

: 135

There is nothirig more you can gain by studying the
Orb and Sceptre. There is a noise of uncouth Orcish
voices on the staircase below. Will youleap down to
do battle (turn to 233) or, if you have the skill of
climbing, you may climb down the outside of the
Palace tower to the smoke-obscured gardens below
(turn to 247).

Gob - 136
He 'smiles and begins to march'his men off the field
of battle. The Legion of the Sword of Doom has
stormed the farm and:your left flank is in full rout. .
Honoric’s cavalry regroups, and soon your whole’
army has been rolled up from the left and routed.
You are caught in the open, trying to raily your
forces, by a squadron of the Bringers of Doom and
slain out of hand. .

Tie P i
U : h

89




L

187y

[
i

s S
i Ly i iy ik
i hiaj .i‘! i A

. You spin round without warning'and terise your-
- self. There is a terrible pain in the back of your head
. as something starts to crush your skull; Whatever it

- was that attacked the Seneschal had not been trying
i ‘to get behind you;after all. Your skull feels as if it is

caught in giant nutcrackers. Lose 3 Endurance as
the blood pounds deafeningly in your ears. If you
are still alive, you manage to twist agilely and turn
to get a look at your assailant. Turn to 149,
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* Doré le Jeune and his Paladins ‘galiop' away, and
almost without pausing lead your cavalry ina break-
. neck charge. As the two sides close,ithe Bringers of
* Doom raise their swords high. For the first time you
notice that :many. of them have black’ glowing
blades. It becomesi clear that they have a, similar
effect to Honoric’s sword Sorcerak, for fear radiates
. from; them like a.wave of nauseous horror. The two
. sides come together with a resounding crash, the
.. clash of steel on steel. The cavalry of Aveneg is met
~by the Bringers of Doom and many of your men are
killed instantly, by the impact of the :heavily
armoured horses and their riders, But it is the wave
of fear.that finally ends it. The men of Aveneg break
and run., Gwyneth’s cavalry fights on.grimly, but
the Bringers of Doom charge on, virtually uncheck-
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ed, to s}am into; the Year ~0HGwyneth’s 1nfantry
Attacked from both sides, they fall apart and are
virtually . annthilated in seconds. Force-Lady
Gwyneth falls under a.hail of blows., The battle is
lost as the Legion of.the Sword of Doom begins to
roll up your whole flank. Your army is soon.routed,
and you are caughtin the open, trying to rally your
soldiers,. and, slain by a squad of the cavalry of
Horngroth.f--‘- w v :

’Very ’well‘,‘,.-:;Avenger Though 1 risk p!ungmg my
people into war against my two most powerful
neighbours I will be your ally. I will give you four of :
my most puissant Tools;of Fate,;Happening the .
Mage, Kelmic: the Warrior, ;Toller, his twin, and:
Hoitekhithe Priest. They will lead the Cavalry of the
Wheel, i five :: hundred ‘heavy ihorses, and, four kS
thousand: footsoldlers, among the best in the’Man-
march. In addition 1 will ask Whimsical the Theocrat
to send troops:from Fiendil to your aid. He is in my*,
debt., Iram sure.he will not refuse me this. His '
contribution, will not fall, far, short .of, myownif I |
know! Whimsical: He hates to be:cutdone.” When '
you';set:out on your return: journey to Irsmunicast
your step is; hghh and; yourgheart buoyed up W1th s




off the attacks of the Monks with kicks and throws.
They are the best martial artists the Temple of
Irsmuncast has to offer. Atlast the cavalry arrives on
the scene and the Monks, outnumbered, are forced
to fall back with heavy losses. On the left flank the
Legion of Doomover and the Legion of the Angel of
Death are still struggling to take the farm. All your
troops are engaged there now, and a vicious stand-
.up fight is going on, men trading blows and dying
where they stand. The men of the Spires are still -
holding the stream, but are being forced back "
slowly. : D

If you infiltrated Honoric’s camp last night and.
found out the contents of three large wooden boxes,
turn to 260. If you do not know what the.boxes
contain, turn to 270, C

141 I

When you retire to the royal bedchamber, the words
of Fidelio’s batlad of the Orb of Kings are running
around and around your head. It is strange, you.
muse, that you, Avenger, who has but one good eye
in your head should be the possessor of a green Orb
such as that in the ballad. You take it out and gaze at
it. It is roughly the right size to fit into your empty
eye socket. Will you put it in place to see if anything
happens (turn to 151) or stow it safely until you can
find out more about it (turn to 131)? ‘
‘Well, you're way off course, soldier,” he says. ‘The
quartermaster’s stores are near Lord Honoric's tent,
over there.” And he points away to the left. Thank-
ing him, you press on in the indicated direction.
You come to a large open area at the centre of which
. rests a massive red pavilion adorned with sword
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symbols of Vasch-Ro, obviously the tent of Honoric
for it is also surrounded by guards. A curiously
indeterminate figure in grey robes approaches the
pavilion. As he is about to enter, you feel a strange
itching in your eye socket where the green Orb
seems to pulsate under the eye-patch. Quickly you
lift the patch. The vision revealed is,of something
strange and inhuman entering the pavilion, but
there is not enough time to determine exactly what.
You are taking a terrible risk just standing near
Honoric’s pavilion, so you move on. Turn to 172,

t o S i f )

: . 143 :
Quickly you scramble up the tree and, tearing the .
cloth of your Ninja costume, slip out one of the iron
rods that you use as sleeve irons. The spider scurries
up the dead bark of the tree at undiminished speed,
and at the last moment leaps upwards at your
outstretched hand. Make an Attack Roll. If youroll 8
or more, turn to 115. If you score 7 or less, turn to
175. , : S

coh ! H

144 ‘ !

The White Mage, standing nearby, says, ‘My time
has come.” He mutters something inaudible and
then takes to the air, to the astonishment of all those |
on the Greenridge. He flies on towards the Wicker-
wood. Then, to your horror, you see the Monks of
the Scartet Mantis pour out of the Wickerwood and
into the flank of the men nearest the wood. Their
assault is devastating, and combined with the
Wings of Death and the cavalry of Horngroth, a
large block, about five hundred strong begin to give
ground desperately only moments away from a full
rout. If they break, it is likely that the rest will follow
under the awful pressure of the full might of the
Legion. Even now, all two thousand of the cross-
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bowmen are moving to Woodntigget Wood to flush
out Gliftel's Elves. & . 4 oo L4
Wil you order the cavalfy of thé Spires and Glaivas’
' . Rangers'to close in'an attempt to shore up the
i " fast-growing gap and then order up your reserves
' * ¢ (turn to 164) or order the whole line to.fall back on
t " “Hartwig Fell’s Farm (turn to 174)? FRIRFSEE

RN
| | 145, ¢ v bR
.\ You turn as sharply'as you can, 'but SKadazar
o . stretches out her long dragon-vulture head and
! . . catches your hind leg. Soon you:are embroiled in
‘1| vicious combat again and falling to Orb. Turn to 41.

[
]

! I i “t‘ v 1“46 | 1 k Ig \'_

1" 'He turns away and, bellows orders and l'us] men
. move off atia, run to reinforce the left flank, They
" arrivejustintime to stem the tide, The bitter strug-
... 8le goes onl. Honoric’s cavalry has charged once
again, and the Warrior Women ontheright flank are
beginning to give ground. Then to your left you see,
galloping towards you, Glaivas, with perhapsiten of
his Rangers left. He has held the bridge for as long
~+ . as possible, but now three thousand warriors, are
's * filing across. You will have to act quickly. Will you
i+ order the cavalry of Irsmuncast, the Dama cavalry of
"' Serakub and the four hundred men at the Old Farm
., to charge the Doomover Levies and their, cavalry-
I 1." -men (turn to 156) or ride forwards and personally
\| +1'; 1'lead them inia charge against the Levies (turn: to

LT 166)? e :

RO CoRp »

SR gy, 147 o ol i
~ * Soon after you' begin your speech, which is' an
. honest one summarising the difficult position you
' find yourself in as Overlord of Irsmuncast and your
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hopes and aspirations, you invoke the friendly
ower of the Sceptre. Your charisma is subtly in-
creased and your voice carries a compelling ring of
truth and understanding. Looking around, you can
see that your actions have polarised the feeling of
the Boule. The followers of Nemesis and Nullaq, the
Spider Queen, scowl at you with ill-concealed dis-
taste, Others seem receptive to your words, but it
may be that some of the Prodromese have detected
your use of magic. At length your speech is done
and you sit down to loud applause and some hiss-
ing. Turn to 217. . ,
' HR “ 148 Py :
There is silence'behind you, and the cavalry charges
forward. As the two sides close, the Bringers of
Doom raise their swords high. For the first time you
notice that many of them have black glowing
blades. It becomes clear that they have a similar
effect to Honoric’s sword Sorcerak, for fear radiates
from them like a wave of nauseous horror. The two
sides come together with a resounding crash, the
clash of steel on steel: The cavalry of Avenegis met
by the Bringers of Doom and many of your men are .
killed instantly by the impact of the heavily .
armoured horses and their riders. But it is the wave
of fear that finally ends it. The men of Aveneg break
and run. Gwyneth’s cavalry fights on grimly, but
the Bringers of Doom charge on, virtually uncheck-
ed, to slam into the rear of Gwyneth’s infantry.

Attacked from both sides, they fall apart and are, '

virtually annihilated in seconds. Force-Lady "
Gwyneth falls under a hail of blows. The battle is, .
lost as the Legion of the Sword of Doom begins to .
roll up your whole flank. Your army is soon routed,
and you are caught in the open, trying to rally your
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soldiers, and shain by asqua of: ;.the*
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H - ¢ Allyou can see is:a red glowbefore you. You take
©.1 " several steps back untiliyou are'stopped bya clam-
. mywallbehind you. Turnto 181. : . e
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L If the wyverns.routed your cavalry (and then you
i | . wereable to rally them), turn to 170. If the White
"', "Mage dealt with the wyverns before they, could
/| attack your troops, turn fo 160... .
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|‘W! . The emerald Orb seems to glow threateningly:as
yo¢ 4 youraise it to your empty eye socket. It slides neatly
~ into place and the flesh around it begins to creep so
that the Orb is being sucked into place within your
head. Will you tear the Orb out before it is too late
(turn to 161) or leave the emerald to.embed itself
(turnto:l?l)? S E‘L !ni?:;i‘kiL :5' T
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, The officer narrows his eyes suspiciously. ‘Indeed -

t1,where then is the insignia of the Corps of Couriers?

' . Youarenot dressed as amessenger. Show me these
;' * . messages ~ or are you a spy?’ The officer signals to
‘his men and some of them rise up and approach
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ou. lel you try to make a riln for it (tumlfo 202) or |

Zttack the officer (tum to 212)7

» 53
You vaxt Solshce, who prormses to make nme pass -
so slowly that you can arrive at Upanishad within a S
tenday and lead a.fleet to attack Doomover by sea, :

but he tricks you. The spell that he puts yot: under
makes everything happen impossibly fast for you to:

grasp. He has slowed down the speed of your: ' °
thoughts, and your powers of leadershlp and quick-
ness in battle are lost. So too is the city, for without " -
allies you cannot w1thstand the Leglon of theSword -

of[)oomm . L n e

Then, to yot‘n- horror, you see the.Monks of the
Scarlet Mantispour out of the Wickerwood andinto
the flank of the men nearest:the wood. Their assault . -

is devastating, and combined with the Wings of

Death and the cavalry of Horngroth,.a large block,

about five_hundred strong begin to: give ground ..
desperately only moments away from a full rout. If
they break, it is likely the restiwill follow under the . :
awful pressure of the full might of the Legion. Even’ .

riow, all two thousand of the crossbowmen are

moving to Woodnugget Wood to flush out Gliftel’s .- |
Elves. You:order the cavalry of:the Spires and.
Glaivas’ Rangersito close in an attempt to shore up:
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the fast-growing gab, and then:order up ydur re-
serves, Turn to 244, ' :

155 : -
The Cave Troll waves its club menacingly as you
step within range. It strikes, but you spin aside and
grapple its thick waist. The Troll’s momentum car-
ries it forwards and you succeed in toppling it over,
but it twists and powerfully changes the angle of its
fall so that you are pinioned beneath its bulk, It
gouges the club’s spikes into your back, and, just as
you are squirming free, two of the spectating Orcs
scurry forwards and bury their swords in you,
killing you instantly. :

_ 156 ; . :
The cavalry charges forwards, but it becomes bog-
ged down in a skirmish with the enemy and your
right flank is not relieved before time runs out. The-
three thousand swordsmen rapidly scale the Green-
ridge and envelop the flank of the warriors of Beal -
from Serakub. Inevitably, your whole flank gives
way and the farm is stormed. Soon your whole army
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is in full retreaf You are caiught in the open, tryihg

to rally your forces, by a squadron of the Bringers of
Doom and slam out of hand e

There is & stormy debate over what you have sald
but it becomes obvious before long that the vote willj,
go against you. The followers of Damaare unwﬂlmg

to go to war for the sake of your father’s memory, *;
and it was upon them you had counted for support.
After the vote the head of the Boule, alearned fellow
called Obuda Varhegyen, sympathises with you but
explains: that you will not find an ally in Serakub. :
You are forced to return to Irsmuncast to look to the *
defences of the city, but when Honoric invades his .
troops are, too many and too powerful. You die . .
defendmg the walls and Irsmuncast is taken. , !

Ah‘oar of approial thunders from theifhroats of your
soldiers and you charge into battle, 1,200 warriors at -
your back. It is exhilarating as you plunge forwards,
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ridihg hard and waving the Sceptre above your

. head.

As the enemy rides to meet you, the Bringers of

‘Doom hold their swords up. You notice that many

of them have black glowing blades. It becomes clear

that they have a similar effect to Honoric’s sword
Sorcerak, for fear radiates from them like a wave of
nauseous horror. But using the power of the Sceptre

to inspire loyalty, you sense that this is counteract- -
ing the effects of the fear-magic. The two sides meet -

with a resounding crash and the ring of steel on
steel. You find yourself face to face with a cavalry-

man of the Bringers of Doom, a Cataphract, clad

from head to toe in fishscale armour, but you man-
age to despatch him. The rolling mélée careers
around, a desperate and vicious fight with no quar-
ter given or asked. '

- Suddenly, in the midst of the battle a ﬁgure appéa.r.;'.

before you, strangely on foot. Your Orb glows
brightly — magic sight reveals that it is ant Old One,
perhaps the same one you fought when you strove
for the Crown of Irsmuncast in Usurper! From its
robes protrude tentacles, and its mouth is rimmed
with long tentacular appendages, One writhing
‘hand’ is curled around a heavy glowing mace.
Those battling groups of warriors nearby back
away, leaving a small arena.

‘So, Avenger, you have come this far. But this is
where your upstart reign ends,’ it whispers sibilant-

; ly. You must fight it. You cannot kick or throw as
you are on horseback, but you can use your mace-

like Sceptre and your fists. Willyou try a Tiger's Paw
punch (turn to 168), drive your Sceptre at it (turn to
178) or spur your charger forwards and try to knock
the Old One to the ground (turn to 188)?If you use
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h the Sceptre.to a;ft:éék'ih“ybﬁ cannot use Inner Force
' .itodouble the damage.. " . . . . .. .0

o L R 159 . o B
_* +:On the next day you are roused frott your bed with
unlooked-for good tidings. Your old friend Glaivas
* awaits you in the Throne Room with twenty Ran-
. gers who have come to champion your cause. You
.. rejoice, knlowing that if each has the wisdom and.
I; ¢ 'skill of Glaivas they are worth many times' their.
! . numberin battle. Glaivas proves invaluable in help-
. . ingyou to plan your strategy. He also brings news
1./ of troops marching north of the city from the Rift,
1. either to attack the city or to join up with Honoric’s
. 'forces, something you must prevent; at all costs.
- Later that day you feel as if you have been plunged
' | into a tale of olden times, as a company of two'
., hundred, Wood Elves joins your ranks from the
' " woods north of Sundial. They are few in number but
. 'each carries a stout yew bow, and Gwynethtells you
- i.that each one is probably a better marksman, than'
‘ ' . anyone in the Manmarch cities. Turn to 169.. i,
I : b P
DTN 160 A T
. Hengist and his comrades surround you, fending’
.. off the attacks of the Monks with kicks and throws. :
+They are the best martial .artists the Templegf;of‘:
.+ - Irsmuncast has to offer..At last the cavalry arriveson’
!l thescene and the Monks, outnumbered, are forced'
-, . to fall back with heavy losses. | i | o

' 'On the left flank, the Legion of Doomover and the. -
..Legion of the Angel of Death are still struggling to"
“‘take the farm. All your troops are engaged there
- now, and a vicious stand-up fight is going on, men.
. rading blows and dying where they stand. Toiyour, .
/i horror you see a line of horsemen, with the heavy:
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Cataphracts of the Bringers of Doom shod from

head to toe in glowing chainmail at the centre,

thundering towards you from the direction of Tall-

hill. They have circled around your left flank, driv-

ing straight for the back of your warriors at the

stream, aiming; to crush your,men as if between

hammer and anvil, the hammer the cavalry and the
anvil the Doomover Levies and Honoric’s allies. .
Already the ‘anvil’ has, crossed the ditch and is |
forcing your 'men back. They could, break at any

time. You must actnow, | b S

R L N
will you orderiall your cavalry'to charge backiand: '

meet the enemy cavalryhead on {turn to 240) or take - -

two-thirds ; of. the men and lead them yourself

against the enemy cavalry, with the remaining third
joining the battle at;the stream to help the be-
leaguered warriors of the Spires (turn to 210)? There
are about 2,000 enemy cavalry, and you can total
around 1,800, ‘

It requires -every :ounce, :of ‘;jr'b"g' .iconsiderable *
strength to rip the emerald from its nesting-placein -
your face, Blood spurts, and you reel with pain. Part~ .-

of the flesh of your cheek has been tornaway inyour. -

sudden; panic.; You are now hideously disfigured;:

note that your face is horribly scarred. You pass a'

tormented. night after the Palace physician leaves :

you, wondering:what would have happened if you' "’

had left the Orb inside your head. Turn

to13l. . -
’Whéfareyou doing here, then? Theré'aré plentyof o
priests among your legion,” says the officer.. Then . .~
his eyes narrow suspiciously. ‘Or perhaps you are a’
spy. You had better.come with me for questioning.’
1 Lo ‘ 103
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And he signals‘to'his men, some of whom rise up to
approach you. Will you try to make a run for it (turn
to 202) or attack the officer (turn to 212)? 3

163 SN

You decide to use your Sceptre as a staff on your
journey. You have realised that you can use its effect
of enhancing your charisma by merely wishing it. .
You travel to the Spires of Foreshadowing keeping .
well off the beaten track. There are no paved roads
leading to Irsmuncast, but you stay well clear even
of the beaten earth road that leads to the valley of
the River Fortune. There are no signs of Honoric’s
troops being on the move yet, and you are reason-
ably sure that you haven't been followed when you
finally join the road to the gates of the city. The
spires of the temples stretch to awesome heights,
each built to outdo the others and proclaim the
importance of the god or goddess to whom it is.
dedicated. The city is bustling and seemingly full of
well-to-do and powerful people. You decide to
make for the tallest spire of all, that of the great
hub-shaped Cathedral of Fate which dominates
even this, the largest city in the Manmarch. Turn to
397.

. 164 | ‘
Instantly the cavalry, led by Tollet, chargés for-
wards, as do the Rangers. Happening and the other
Tools are already moving to the danger point. Kel-
mic the Warrior is hurling fireballs and bolts of-
energy into the ranks of the enemy. Some get
through, others are dispelled by the Legion’s own
spellcasters. The fighting is desperate.

Just then, three winged creatures, the wyverns, flap
104 ‘
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up from behind Manor Ridge and streak towards
the men of the Spires. The White Mage, high in the
sky, his robes glittering in the sun, flies to meet
them with bolts of lightning, words of power and
otent magic. The wyverns encircle him, lungeing
with their jaws and whipping their, poison-barbed
tails- Ao »;: i Lo ’!‘_ : o :
Doré le Jeune ‘gives a cry:of, ‘For Rocheval!’, and'he;
and his comrades race away to battle. Quickly you'

survey the rest of the field. The Levies on the left’. - :

have not moved, but the Legion of the Angel of |

Death has charged in across the ford. The Legionis '
being held back but the legionaries seem to have no -,
fear of death and keep on coming. The men of:
Fiendiliare sorely beset — already their cavalry has™:

charged in  twice to throw back small break-
throughs. Will you send all your reserves to the far
right of the field (turn to 184) or lead the thousand
men of the Spires in reserve personally to the right
flank and send Antocidas’ men to the ford (turn to: .
194)?‘1 : ‘g;;[ i;i‘r i_ iy i . it
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Fﬁngmg out you‘r'ﬁwings to theirifullést extent and; .

beating powerfully downwards, you rise up sharp-

ly..The ground falls away from you at a startling rate:
due to the innate magic of your griffon form. Shada-
zar tries to emulate you, but the dragon-vulture’s
body is;too ponderous for her to mimic your man-
oeuvre; and she sails beneath you, looking back- -

wards and up atyou overascaly shoulder. Now you . .

can.dive on top of her while she is vulnerable as she

turns back towards the Palace tower so that shecan -~

resume her natural form:and use sorcery oncemore.
Turn to 23. If you would rathier try to break herneck
with yourbeak, tumto47. . cuiopnn Goan
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. 166

You spur‘your horse forwards and Doré le Jeune
accompanies you. Quickly you draw all your cav-
alry together on Colwyn’s Mound and take up a
position at the head. If you fought the duel with
{onoric before the battle, turn to 96. If you did not,
turn to 226. L

: 167 -
There is an energetic debate after you have finishe
speaking. One of the followers of Dama says that
the cause is a noble one and she calls upon the
followers of Beatan to vote with them to become
your ally. The head of the Boule, a learned man
called Obuda Varhegyen, a follower of Beatan, com-
mands rapt attention as he speaks, saying that to
become your ally would be to strike a blow against
law and that the rule of the wargod would bring
fatal stagnation and limitation of possibilities. The
nature god’s followers appear unconcerned, and
the followers of Nemesis are against you: one says
that to send forces as far away as the Manmarch is to
invite attack by the Spawn of the Rift. When the vote
is taken, however, it is marginally in your favour.
You are asked to a meeting of the Boule leaders
immediately after the other items of public business
are settled. Turn to 227.

: i ' 168 o
Your horse prances wildly as the Old One closes in
and, leaping out of the saddle, you whip your hand
down at its head.
- .OLDONE ' .
Defence against Tiger's Paw punch: 7

' Endurance: 22 ,

Damage: 1 Die +2

i
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- If you have killed it,: turn'to 198 Tf it still lives, it

| 'l swings its mace.at your ribs.. YourDefence:is 7. If it

.. ‘hits you, take damage in. the:normal way.and then

L't turn to 208. Ifit misses you, wilkyou use the Tiger’s

' ' Paw punch again (return to the top of this para-

. . :graph), spur your horse into it (turn to 188) or hack
., atit with your Sceptre (turn to 178)2: .. u

iy

T [

R . 169 Sen
,On; the fifth day 'of Grimweird more' information
. .. ‘comes in from your scouts. Honoric has marched to
[ apoint just south of the City of Mortavalon and will -
.+ i be at the walls of Irsmuncast within a tenday. The
. .: Rift forces have split. The smaller force is veering
+ north, apparently to join up with: Honoric.. The
. other, numbering atleast ten thousand and perhaps
;1 ) Mmany more, is marching directly,on Irsmuncast and
| ;o will arrive at the same time as Honoric’s force. The
' 3 carrion crows fly, hither and thither over the,city,
watching, your preparations. Glaivas suggests that
. 1 youmust try to defeat the:enemy forces piecemeal,
+«v since together they: outnumber fyouﬁ;heavi]y. He
.. suggests marching north to cut off the smaller force
-+ from the Rift to begin with. Gwyneth, however,
;would prefer to concentrate all your forces within
- the city and withstand a siege, attacking out when
-+, the::enemy forces begin to fall out, which, she
| argues, is inevitable. Antocidas suggests smashing
., the larger force, which would free more: troops to
7+ deal with Honoric later, since a force will be needed
- “to guard the city against the forces of ithe Rift who
. will in all likelikood lay siege to the city if they, are
~ not.dealt with first. Whose advice will you follow, "
. that of Glaivas (turn to 179), Gwyneth (turn to, 199)
i or Antocidas (turn to 209)? S I TR T e
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LA 1'70 ‘ o
Atlast the cava]ry comes to your aid and the Monks '
are driven back with heavy losses. Your decimated
cavalry, still a thousand strong, rests nearby await-
ing your:orders. Then Doré le Jeune, his armour
patteredjiand, stained ;with, blood,, rides up and
shouts: ‘We. 'must have remforcements at the ,
stream,:Overlord. The, mmen of the Spires cannot
hold out,much. longer.’ You look to the left. I-Ion- g
oric’s cavalry seems toi have pulled- back, but the: |.!
Legion of the:Sword of Doom is still trying to break'.
through. However, the wooden walls of the farm:
and the stout defence of Gwyneth’s warriors, the' '
men of Fiendil and, surprisingly, Antocidas” merce-
naries are holding them:at bay.: You notice that a’
thousand men from the Spires have not yet been ;
committed there. Will you order your cavalry to i
charge into the fray at the stream (turn to 280) or
order the men at the farm to the stream and keep
your cava]ry back for now (tum to 290)7 .

" : 1 i 171 v

Cold fear'gnps you as yow feel your ﬂesh knitting
around the Orb, which is soon:firmly embedded:in
your eye socket. The emerald presses.in,causinga '* "
sudden: pain:in your head, but this soon passes... ;' :
Running your hands overyour face you can'feel that; ! L

it has taken position just.as if it were a translucent '
green eyeball. The severed muscles of the old
eyeba]l regrow, tntil youare surprised torealise that -
the green Orb'moves in your head just.as your real, - !
eye. does. Then the whole:world, turns_ghostly'
green,; You are seeing through the ‘Orb. Opening

one eye ata time allows you to seeanormalworld or

a green;world of ghostly: planes and visions which .

are: supénmposed upon realxty ;Turn, to 191 e -




Co - 172 BT :
You have just decided that there is little more you
can learn when you come across an open clearing to
the rear of the camp. Three huge wooden boxes
with slat-like windows tightly closed are resting
side by side. The boxes are reinforced with thick
bands of iron and their doors are bolted shut with
great iron bars, Strange shufflings and other inde-
terminable sounds emanate from the boxes. The
Orb is glowing in your socket, registering the pre-
sence of magic here. Will you examine the nearest
box (turn to 192) or decide that the whole thing is too
dangerous and return to your own army (turn to
182)? _

\ 173 .
The Cave Troll has begun swinging its great brazen
club round and round its head, hoping to sweep
you off your feet when it finally strikes home. You
dart forwards and aim a straight-armed punch at its
midriff.

CAVETROLL o
Defence against Iron Fist punch: 4
ti Endurance: 20 :
Damage: 2 Dice
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If you have defeated the Cave Troll, turn to 19.
Otherwise the monster is now aiming a blow at your
own midriff. Your Defence as you step aside is 8.
ou are still alive you may counter with a Leaping
Tiger kick (turn to 195), a Whirlpool throw (turn to
155) or punch again (return to the top of this para-
graph).
; 174 - -
As soon as they begin to fall back, the attackers
redouble their iefforts and the orderly withdrawal
turns into a disorderly retreat, and then a full-scale
rout. The Legion rushes forwards and then wheels
around, its cavalry racing on to the ford. Soon the
whole army is in full retreat. You are caught in the ¢
open, trying to rally your troops, by a squadron of
the Bringers of Doom and slain out of hand. ‘

E |
e

Y 175 & B ‘
The spider jumps on you at the last moment and
you miss it with the sleeve iron. Tiny fangs break
your skin and the poison courses through your
veins. You die in seconds. .




o ‘ , 1176 -
You had told:the White Mage of what you had seen

- some hours earlier. Standing nearby, he says quiet-
- ly, ‘My time has come, Overlord,’ ‘and then he

mutters something inaudible. Suddenly he takes to
the air, to the astonishment of all those on Colwyn’s
Mound, and flies towards the Wickerwood. 'Just
then three winged creatures, the wyverns, flap up

- from behind Manor Ridge andstreak towards the

.. you race to battle wielding the Sceptre above your

‘men of the Spires. The White Mage, high.in the sky, .

his robes, glittering in the sun, flies to meet them
with bolts of lightning, words of power and potent

imagic. The wyverns encircle thim, lungeing . with |
their jaws and whipping their poison-barbed tails.

Meanwhile you raise the Sceptre high;énd cry, ‘For
Irsmuncast and Freedom!” Doré le Jeune shouts,
‘For Rocheval!” The Warrior Women give a roar of
approval and you charge forwards, a thousand
soldiers.at your back. The feeling is exhilarating as

head.

a .- Suddenly, in the midst of the battle a ﬁéure éppea';s
© s before you. Your Orb glows brightly — magic sight

! reveals that it is an Old One, perhaps the same one
~,you fought when you strove for the Crown of
" Irsmuncast in Usurper! From its robes protrude

N
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tentacles, and its mouth is rimmed with long ten-
tacular appendages. One writhing ‘hand’ is curled
around a heavy glowing mace. Those battling
groups of warriors nearby back away, leaving a -
small arena. : '

‘S0, Avenger, you have ‘come this far. But: this is
where your upstart reign ends,’ it whispers sibilant-
ly. You must fight'it. You cannot kick or throw as.
you are on horseback, but you can use your mace-
like Sceptre and your fists. Will you try a Tiger's Paw
punch (turn to 168), drive your Sceptre atit (turn to
178) or spur your charger forwards and try to knock -
the Old One to the ground (turn to 188)? If you use
the Sceptre to attack it, you cannot use Inner Force
to double the damage.

L1177
The well-oiled doors to the Throne Room swing
open soundlessly and you carry the Seneschal to a
couch and lay him down before turning the great
lock that seals the doors shut once more. There is
the sound of uncouth Orcish voices in the hallway -
outside as you cross the Throne Room to sit for a
moment on your carven marble throne with its:
griffon shield. The Seneschal says, “They will batter
the doors down within minutes, Avenger. What is -
to be done? You remember. the secret passage by
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. ‘which you first entered this roorh t6 dssassinate the

i1 evil Usurper. You tell the Seneschal that he is safein

. 'your hands, then you ask him what has happeneg

2;_i;inthecity.-Tumto_lS?.Hf ATEL UL SR

" You hack down with your Sceptre. If ‘you hit, you

willdo 1 die + 3 damage. AR

, . 'OLDONEI ' . . i
Defence against Sceptre: 8, i © ; b

I BT

Endurance: 22 L v
i Damage:1Die+2

; : ;o o
If you have killed it, turn to 198. If it still lives, it

S swings its mace at your ribs. Your Defence is 7, If it

. hits you, take damage in the normal way and; then
" turn to 208. If it misses you, will you use the Sceptre

E | again (return to the top of this paragraph), spur

your horse into it (turn to 188) or use a Tiger's Paw
punCh (tul'n fO 168)? . 1 L . i : M

. With a great parade and much fearful leave-taking,
> i you lead out your army in; full panoply of war.
* .. Gwyneth gifts you a magnificent white charger,.and

., you cut a right royal dash riding out at the head of

' your troops with your Sceptre and. your, glowing

. ; green emerald eye. Unfortunately, the crow scouts

‘. of your enemy see you coming and the Rift forces
- turn north to avoid you. Your troops are faster than
 they are, however, and they number no more than

six hundred, according to your scouts, so you order

your cavalry to cut them off and annihilate them.

' | When the cavalry return they report complete suc-"
.. cess, Those troops will not be reinforcing Honoricas -

o they had hoped. They also carry tales of fivefanatic-.-
o gy
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VSR o
al knights:wearing the red cross of Rocheval whci)
appeared as if from nowhere to join in the carnage
and then just as: mysteriously rode, away again. . !
Turn to239. T Lo Coh e

T 80 sy T
told, the White Mage of what you had seen

some hours earlier. Standing nearby, he says quiet- |,
ly, ‘My, time_has, come, Overlord,” and then he,
mutters something inaudible, Suddenly he takes to’
the air, tothe astonishment of all those on Colwyn’s |
Mound, .and flies towards the Wickerwood. Just.':
then, three,winged creatures, the wyverns, flap'up' -
from behind Manor. Ridge and streak towards, the
men of the Spires. The White Mage, high in the sky, !
his robes glittering inithe sun, flies to. meet,them; .
with bolts oflightning, words of power and potent ‘!
magic: The wyverns encircle him, lungeing with
their jaws:and whipping their poison-barbed tails.

Meanwhile Doré le Jeune, to avoid thebolts, hasled -

your cavalry back behind the'men of the Spires, who ; |

have moved up to the ditch, using their shields to '
protect themselves from the: crossbow, bolts. Then
the crossbowmen move.aside, heading for Wood- ,
nugget Wood, presumably to try.and flush'out the -+ |
Elves. The sound of eight thousand throats scream- .




ing a war-cry fills the‘air, and the men of the Spires,
Aveneg, Mortavalon, the women of Horngroth and
the Doomover Levies charge forwards at the wor-
shippers of Fate, who hold the ditch. They crash
into them with a resounding noise of steel upon
steel, but the attackers cannot hold their impetus
crossing the ditch and your men are able to keep
them at bay. Turn to 200. ‘

181 o .
Suddenly the invisible assassin takes shape before
you. It slithers onwards on centipede’s legs, but it is
three metres tall. As it approaches, you make out a
hideous human face with a gaping hole for a mouth
surrounded by feeding tendrils. It has four arms
and its body is that of a gigantic bloated centipede.
A wicked scorpion’s tail dangles a vicious poison
barb just behind the awful head. You recognise it
instantly as the most powerful and terrible monster
you have ever had to face — Mardolh, one of the
dreaded Sons of Nil, Mouth of the Void, the warped
offspring of a god. You once banished it from this .
plane in the city of Harith on the Crow river, but that
~was with the aid of powerful magic. You have no
‘such magic now. Will you throw yourself on the
mercy of your god, Kwon the Redeemer, and pray
(turn to 193) or give battle even though to do so
would seem hopeless (turn to 223)? - ‘

{

182 ;
‘Discretion is the better part of valour,” you mutter -
to yourself as you steal through the camp and out -
into the night, back towards your own encamp- -
ment. Turn to 100,

183
The announcement of your imminent departure
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from Irsmuncast, causes ‘panic;; but when yoir ex-
plain‘that you are going to find an ally who will help
to protect the city calm is restored. You: declare a
' state of martial law and leave Force-Lady Gwyneth
_ incharge, cautioning her to watch Lackland careful-
' ly but not to force any confrontation with the re-
verencers of Nemesis. To Lackland you say before
you leave that you will fight for all the citizens
and 'that the supporters of Nemesis will not suffer

~ under your rule. After all, his forces outnumber
. Gwyneth’s almost two to one. Antocidas is having a
hard time stopping his'mercenaries deserting, since
there is precious little gold with which to pay them.
In the interests of secrecy and quick movement you
 decide to travel to Serakub alone. Turn to.53, "y -
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TR i 184 | N
“You order your reserves into battle. Hastily they set:
. offatarun. They reach the right flank just in time} as"
JI: | the tired defenders there are falling back. Suddenly:
. the men of Fiendil at the ford waver and break,;
. pursued by the Legion of the Angel of Death. The:
... Levies charge across Ruric’s Bridge to engage the:
¢ ‘women of Dama. The Legion of Vasch-Ro, from"
' Avenegand the Spires, and the spearmen of Mort-
avalon swing around to attack the rear of your right
; flank.; Desperately you rush to the right to try to. .
rally your men, but to no avail. Your men, trapped:

i H
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with you, fight valiantly until, at last, only you and
Doré le Jeune are left, fighting back to back. Such is
your mutual prowess that Honoric orders his cross-
bowmen to pepper you both with bolts. ‘Farewell,
Avenger. You are a worthy warrior to die along-
side,” are the Paladin’s last words.

185 Pl
You carry on into the night, not resting until mid-
morning the next day. When you awake a few hours
later, the crows are wheeling far above your head
once more. If you are making for Serakub, you must
turn east (turn to 235). If you are making for
Greydawn, you head on due south (turn to 255). In
either case you have along journey to make through
rough wilderness, and the crows are watching you.

i A 186
As you hurtle down Colwyn’s Mound, three wing-
ed ireptiles flap up above the Wickerwood. You
recognise them as wyverns, vicious creatures with
poison-barbed tails and powerful jaws. They streak
down to attack you. Instantly your charge is thrown
into confusion as the horses, in terror, rear back
uncontrollably, throwing off riders everywhere.
You are struggling to control your horse when the
great sting of a wyvern'’s tail slams into your chest
and you fly back through the air to fall in a heap,

,’s ! ’ ) . ; 119
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dead from the :blow ?_leti alorie';flrgo:h}fi | thé' éﬁects of ;its
P virulent poison.!Suddenlyit,is allover. . . .
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- "After your departure, Overlord, the city was calm,

. . As a tenday passed without word; of you, those
i citizens who wished:; for:a new Overlord started a

.- Tumour that you would hever return, that you had

~ gone to seek the Orb and Sceptre in the:Rift and
been'swallowed up inside that evil place forever, Six

days ago, news came that a new army of evil beings
had issued forth from the Bowels of Orb to attack.

+ | the city. Still there was no news of your majesty.
i1, The merchants fled the city, taking with them such:
', - - waresas they could carry. The army and the militia,
. led by the Demagogue, manned the walls, but the’
. black tide of evil swamped them this morning and."
.. great Cave Trolls breached the city walli Orcs,and
i\ Dark Elves led by some terrible sorcerous monster’
., have taken much of the city and the eastern quarter
+ ', burns. The temples on Cross Streetstill hold outand -
i~ our forces have retreated to the Plaza of the Infinite .
'+ - Instant before the Temple to Time.” As he speaks -
“ | there begins a loud battering on the doors to the
Throne Room. At least you still have some troops .
. ! left who may rally to your standard, but it willnotbe
~ long before the doors cave in and you are both:
taken. Turn to 197. .- 1) S
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1881
You try to spur your horse forwards, but it rears
back in horror from contact with the strange crea-

ture, enabling the Old One to dart in land swing its -
mace at you. Your Defenceis 7. If it hits you, take - "
damage in the normal way and then turn to 208. If it .
misses you, will you try a Tiger's Paw punch (turnto

168) or hack at it with your Sceptre (turn to 178)? |

#8
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As yoﬁ leap down the stairéase and turn the corrler’

to the hallway outside the Throne Room, the

ThroneRoom doors are swinging shut. Youhaveno .
time to!find out who has just entered thereias the |
hallway is filled with Orcs who shrink back before::

you. Something is wrong. They are not so much in
fear of you as deferring to another being whose
ponderous tread you now hear mounting the stairs
towards the hallway. They pull back still furtherand
a dark shadow looms up towards you. If you are a

skilled climber and wish to retreat to the Palace roof - -
and despend that way, turn to 393. If you staritd your:,
ground ready to fight whatever may appear, turnto . ;

385.. .. Q.
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Suddenlythree winged creatures flap u[}iii:ifo theair

above the Wickerwood. You recognise them as

wyverns, ‘ evil creatures of great strength. They

streak out of the sky at the cavalry near the stream.

Mo
B

Simultaneously, . the crossbowmen; run forwards, i
fire, reload and run forwards again, firing:on the '
run 'before, turning. away, towards Woodnugget : -
Wood, presimably to try to flush out the Elves. The -~

wyverns, crash into the horsemen, lashing about .
with their tails and snapping jaws, causing havoc. ::
Many. die under the volley.of bolts ~ there are more:

ok
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crossbowmen than cavalry. Then there isa guttural
roar and Honoric's allies charge forwards. This is
too much. for your cavalry; despite Doré le Jeune,
the men break and run, harried by the wyverns that
are killing indiscriminately. :
You leap on to your horse to try to intercept the
cavalry — you will have:to rally it or the battle will be
lost for sure. Then the White Mage, behind you, .
suddenly takes to the air, flying by some magical
means. He engages the wyverns, casting bolts of
energy, : words of power and other sorcerous
weapons. The wyverns flap upwards, forced to
leave the fleeing horsemen to deal with the Mage.

The men of the Spires receive the charge of Hon-
oric’s allies and there is a resounding crash of steel
on steel. Battle is joined, and the clash of weapons
and the cries of the wounded fill the air — but your
men are holding, just. Desperately, you canter off to
meet the now decimated cavalry, which is set to flee
off the field. On the far left the Legion of the Sword
of Doom and its cavalry are charging the defenders
at the farm repeatedly. The fighting is desperate,
but your men look strong enough to hold on there
for a little longer. '

Towards you come the fleeing horsemen, some
thousand left, You rein in, your horse and raiseéyour
Sceptre high, calling on the power of the Sceptre,
your false eye glowing with light, ‘To me, warriors, -
to me. [ can lead you to victory!” you cry. If you
refused the challenge with Honoric before the bat- .
tle, turn to 40. If you accepted, turn to 50, S

i Lo191. L
The response to your new eye when you walk into
the war council in the morning is dramatic. You . -

122




certainly cut an imposing figure with your polished
emerald eye that swivels in your head in time with
your natural one. Turnto131. -

ST 192 ‘;.r;: T
You approach the nearest box. It'is dark here, and |
no-one is about. The boxes seem unguarded: save -
for a small unmarked tent nearby. Carefully you
climb the side of the box, slide back one of thesmiall-'
windows' and look; inside. Three things happen. ;'
simultaneously. You gasp.in surprise at what you ::: i
see inside: 'a huge reptilian beast — a wyvern to bei .. .,
precise —a smiall patch of its iridescent scales glow- |
ing in the shaft of moonlight that streams in through | h
the open window, lies asleep. The Orb seems to ' '
twitch as if some:magic spell had been;cast, and a' o
great distant clanging fills the air — a magical alarm.
The wyvern awakes, threshes its huge barbed tail .
and growls menacingly as you jump to the ground. l
Looking.around, you see the immediate vicinity
coming -alive, and a man in robes, obviously a : .
magician, erupts from the nearby tent, crying: ‘The. .
erns, someone is.at the wyverns!” You haveno ; . !

choice but to try.to,escape. Turn to 202. ; g

e T19BEI ;
Abandoning your self-reliance in the facé of uch a |
monster, yougo downonone kneeand callaloud to: -
Kwon the Redeemer tohelp you. You sense Kwon's’ * ¢
presence.,He is, watching over you in your hour of ..
‘need, but: hel is not pleased. Subtract 2 from your.
Inner Force, It seems that even your,god may be': .
withdrawing' his support. But; then his voice fills*: .°
your brain. “Your foe isino,demi-god.” Kwon's pre-. - i
sence leaves you' just as one .of Mardolh’s arms- -
smashes into your side. Lose 3 Endurance. If you, =
are still alive, you will have to fight..Turn to 223. Ly
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. 194 ; P
A wyvern plummets from the sky and you look up.
Two of the winged beasts are left, although the
White Mage’s robes are spattered with red. You
rush down the Greenridge to take control of the
reserve. Hengist and his men accompany ‘ you.
Quickly you shout at Antocidas: ‘Take your men to
the ford and hold it" But he only eyes you evenly,
‘Another talent when we get home, my lord, ormy
men don’t fight.” It is all you can do to smother your |
rage. Will you refuse point blank and order the
cavalry of Dama on the far left to the ford (turn to
204) or sullenly agree (turn to 214)? '

. 195 g
The great grey Cave Troll sneers at you and shakes
its club. The club’s black spikes are already dripping
with blood which the Troll wishes to mix with your
own. As it tries to smash you, you leap high and
drive the ball of your foot towards its chest. But the
Troll’s reach is long and it may catch you with the
club. '

CAVE TROLL

Defence against Leaping Tiger kick: 7
Endurance: 20
Damage: 2 Dice f

!If you have defeated the Cave Troll, tum to 19,

- Otherwise the Troll lumbers forwards and tries a
cunningly low sweep with its club designed to
knock your legs from under you. Your Defence
against this whistling blow as you leap high to avoid
itis 6. If you are still alive you may use the Iron Fist
punch (turn to 173), the Whirlpool throw (turn to
155) or the Leaping Tiger kick once more (return to

the top of this paragraph).
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196 I ;
You charge forwards to battle, but while you are
driving off the rest of Honoric’s cavalry the battle is
lost behind you. The swordsmen cannot move fast
enough and your whole left flank is overrun by the
Legion of the Sword of Doom, who begin tomop up
the rest of your forces piecemeal. You try to ride off:
the field, but your men are caught in a volley of
crossbow fire, and a bolt takes you in your eye,
forcing the Orb backwards into your brain and
killing you instantly.

e S

‘ 197
The Seneschal rises from the couch and you make
for the secret doorway that connects the Throne
Room to the dungeons beneath the Palace. Sudden- |
ly the Sceptre seems almost to tug itself out of your
grasp. Will you tie it to your costume and leave the .
Throne Room: {turn to 299} or examine it (furn to
311)? oo ;

‘ : 198 ¢

Your last blow caves in the thing’s skull and it falls
dead. i your allies are the worshippers of Fate from .
the Spires of Foreshadowing, turn to 66. If not, read
on. If your original plan was to defend all along the
stream, with your command post now having
moved to Crossway Copse, turn to 248. If your
original plan was to refuse the left flank (with the
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. Elves in- the Wickerwood,the ‘mercenaries in the

- Old Farm and Yyour.command post: at:Tallhill), turn

. +2/t0:6.]f your original plan was to refuse the: Tight

' iflank, with your, command post at the Greenridge

. and the mercenaries in Hartwig Fell's Farm, turn to
16. ... . : TRRTE DS A A
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T e g ,
. Your allies grumble that they did not come all this _
. way to be trapped bottled, up inside a city, but.you
' back Gwyneth’s decision staunchly. A tenday later -
.; the two enemy forces unite around the city walls
1+t jand you wait for the bickering to: begin. Unfortu-
1 nately, something that you could not have foreseen
"t I renders your strategy misguided. The forces of the

: ] eune fighting with the'menjof
the Spires,  defending the ditch bravely. Suddentl
there are cries of alarm. From the Old Farm come
twohundred Monks of the Scarlet Mantis pounding
. - up the hill to your position. "They must have:.come:
" from the Wickerwood!” cries Hengist, as he and:his
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fellows crowd around you. The Corps of Banner-
men surround you as the Monks, iniunnerving

silence, fall uponyour position. Already the cavalry

is coming to your aid, but the Mornks seem intenton -
only one thing, getting to you and killing you. . .

Suddenly a man breaks through to face you. Your '

Orb glows brightly - magic sight reveals thatitisan -
0ld One, perhaps the same one you fought when .
you strove for the Crown of Irsmuncast in Usurper! |
From its robes protrude tentacles, and its mouthiis ..
rimmed with long tentacular appendages. One wri- |
thing ‘hand’ is curled around a heavy glowing: .

mace.. Those, battling groups of warriors nearby:

back away, leaving a small arena. . . .

o
tlow !

‘So, Avenger, you have come this far. But this is
where your upstart reign ends,” it whispers sibilant-
ly. You; must fight it. You cannot kick or throw as
you are‘on horseback, but you can use your mace-
like Sceptre and your fists. Will you try a Tiger’s Paw
punch (turn to 60), drive your Sceptre at it (turn,to
70) or spur your charger forwards and try'to knock
the Old One.to the ground (turn to 80)? If you use:

the Sceptre to attack it, you cannot use Inner Force ..

to double the damage. ) e wd
BN bR

ol 2 )

Throughout these troubled times Onikaba and his |

hundred Samurai have remained courageous and

loyal. They have suffered some losses, but Onikaba -
has recruited and trained people from the city to "
replace those killed or;wounded. If only, you think,
you had. a thousand 'such troops. But there is no
time to send for help to the Island of Plenty, and it - .
would never arrive in time, Then when Onikaba .

dies, suddenly of a heart attack, his:men ask to be
S T T TR T
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allowed home. They have served you so well that’
you decide you must let them go. Turn to 221.

e 2020 0 ben

you turn tail and flee; but the!alarm is raised.’ You
run through the darkness using all your skills to |
avoid groups of blundering searchers. Then, direct- .
ly ahead of you, a line of legionaries appears in the * .
gloom. They are being marshalled in to order by '
several .officers prior to beginning a systematici ..
search: Will you run straight at them (turn to 222), " -
break off and cut to the left (turn to.232) or duck into:
the nearest tent (furn to 242)? | « i

SRR RN 71 T AR B
As night approaches, ‘one of the carrion crows caws
faintly and, then lets itself be borne away by the
wind in the direction of the Rift. Long before the last
light has.gone, your acute sense of smell alerts you
to something unnatural. All is peculiarly still, the
wind has changed and the taint on the air is coming
from the direction of the Rift. The world goes a
glassy green. For some reason yourbrainis concen- . .
frating on, the.vision it receives from the emerald. .|
Orb. You recoil in shock. Just a few pacesaway from
you is a creature from, your worst nightmares. Its "'~
body is'like that of a six-legged mammoth from
which the flesh has wasted away. It has three heads,
each totally. different and each overloaded with a
fearsome array ,of tusks, fangs and horns. Its shape
shifts as if it moved by floating, its feet not quite in .
contact with thejbare, earth. You can, see;nothing: .
through your natural eye; the creature is;invisible to.. -
normat men. Three misshapen serrated tongues.
slaver and:saw iat grotesquely: calloused. lips. Its . .
intention — to;kill you - cannot; be mistaken. It
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towers high above you. Will you use the Forked
Lightning Strike kick (turn to 213), the Cobra Strike
punch (turn to 263) or the Winged Horse kick {turn
to 283)? o

204 ‘
As you lead the reserve to the right flank, Antoci:
das’ men begin to march off the field. As soon as the
Cavalry of Doom moves towards the ford, the
Doomover Levies charge the bridge. They are
Y hacked down in droves by the women of Serakub,
k but they do not fall back, the Warrior Women of
Fell-Kyrinla, also hack down any who retreat. Casu-
alties among the women of Dama mount slowly.

The crossbowmen have entered Woodnugget
Wood and the Elves are forced to break off their
- withering fire to deal with the Legion. The men
| assaulting the ford redouble their efforts. Suddenly,,
before the cavalry of Dama has even crossed the Old
Bridge, the men of Fiendal break and run, pursued
closely by the Legion of the Angel of Death, de-
pleted though it is. ——

You ride into battle, but it is not long before your

. position has been attacked in the rear by the Vasch-
Ro legionaries of the Spires, Mortavalon, Aveneg

' and the Legion of the Angel of Death, Your men,
trapped with you, fight valiantly until, at last, only
you and Doré le Jeune are left, fighting back to back.
Such is your mutual prowess that Honoric orders
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his crossbowmen to pepper you both with bolts.
‘Farewell, Avenger. You are a worthy warrior to die
alongside,” are the Paladin’s last words.

i i o=
f i . 205
As you step back there is a sharp pain in your heel:
you have trodden on one of the executioner spiders.
Tiny fangs pump poison into your body. Death is
mercifully swift. Now Honoric and the forces from |
the Rift will carve up the fate of Irsmuncast between
them. © . =

As you gallop at breakneck speed with about nine
hundred horsewomen of Dama behind you, you
catch sight of the White Mage up above. He has
slain all three wyverns but is himself drenched in -
blood, barely alive. Just as Honoric’s allies are about
to fall on the rear of Antocidas’ mercenaries, you
charge home, scattering soldiers before you. The
sight of you, your Orb and Sceptre, Doré le Jeune
and the formidable warriors of Dama is too much for
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the attackers, and they are forced back; despite their

.. humbers. By'the time they are ready to attack once
' i»more, Gwyneth’s swordswomen, have:secured the
.. Greenridge, presenting; an .indomitable array  of

n

‘Meanwhile, Honotic’s remaitiing cavalry has been
. repulsed:by the Warrior Women, of Serakub once
"' . moreand the men are infull retreat, this time unable

'\ .toregroup. Turnto216,  , . S e

RN

_ Afteryour speech there followsan energetic'debate.
- It, appears that.some at least iof the followers of
Dama wish to ally with you. The followers of Beatan
‘are split and the. followers of the nature god indiff-
- erent, while:the' followers of Nemesis and; Nullag
-are against you. As:they are aboutto take the vote,
‘you sense that something you say now could swing
_the vote.one way or another. Will you say that you
'will come: to :theiriaid if ever they. are ‘attacked.
i+ 'turn to 277y 'or mention that you are in. the middle
1~ of acampaigrvagainst the Spawn of the Rift was well
* (turn to 307)? : T

R
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" Adthe'blow connetts, you feel a surge of sorcerou
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energy that emanates from the black glowing mace .
threatening to engulf; you.:Make a Fate Roll, but

subtract 2 from the dice.for this Roll only. If Fate
smiles on you, turn to 218. If Fate turns herbackon . ..

you,turntozzs., RIEEIE T

‘a._-l.::w“' 209 .q Cog
With 2 great parade and much tearful ledvé-taking, | |
you lead out, your army in full panoply;of war.'
Gwynethigifts you amagnificent white charger;and .
you,cut a right royal dash riding out at the head of ;i
your-troops with your Sceptre and ,your glowing
green emerald eye. Unfortunately, the crow scouts, ' |
of your enemy: see;you coming; and the Rift forces: .
draw back even as Honoric advances from the other: . - .
direction. "You cannot chase them downinto the', !
Bowels of Orb, for your troops would be hopelessly ° i
disadvantaged in the maze of catacombs and;
caverns in the Rift. Honoric, however, will never
retreat,f;_regarding Jit as dishonourable, so after
another'council of war you decide to march against | -
his forces instead. Turn to 309. : S

Y
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Quickly you shout;orders and'ca
your side,; Up above, the White Mage has slain all®
the wyverns, but the price is high. He floats earth-| i
wards, his white robes splashed with crimson, his ‘
face a contorted mask of pain..He may yet live. Y

Then, raising your Sceptré high above your head, ’
ou cry, “To battle! For Irsmuncast and freedomfor . . |
all’ Doré le Jeune shouts, ‘ForiRochevall’, and the G
men_and women behind: you, surging forwards, .
give a great shout of, ‘Avenger!” You are filled: with:. =
exhilaration as you charge forwards, athousand or |




more warriors at your back. Ahéad of ybu, another
line of black-clad horsemen race tomeet you.

The impact is shattering as the two lines meet. You
find yourself face to face with .2 Worshipper of
Death, a captain of the Wings of Death. You de-
spatch him quickly. Beside you, Doré le Jeune and
his Paladins are like a tornado, laying about to
terrible effect. What follows is a whirling, running
battle that seems to end as suddenly as it began.
Honoric’s cavalry is retreating fast, though in good -
order. You have led your cavalry to victory. It was
your presence, and that of Doré le Jeune, which
gave the men that extra vitality. But they are badly
mauled. Some way off, the enemy horsemen, bul-
lied by their officers, are regrouping for another
charge. Looking back, you see that your men at the
stream have been forced back to,Colwyn’s Mound.
The battle hangs in the balance. Will you lead your
cavalry back to charge the Doomover Levies and-
Honoric’s allies in the flank (turn to 220) or pursue
the cavalry ahead of you to finish it off (turn to 230)?

211 ‘
The grey-skinned Troll lumbers forwards, bran-'
dishing its great club. It is about three metres tall
and almost as broad as the doors to the Throne .
Room. You wait motionless as if paralysed with fear
until it is about to strike. Then in a blur of movement
you whirl like an uncoiling spring and lash. out a
devastatingly powerful Kwon’s Flail kick at the
surprised beast. ‘

CAVETROLL _
Defence against Kwon's Flail kick: 6
Endurance: 20 :‘
Damage: 2 Dice ‘
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" If you have defeated the Cave Troll, turn to 19.If it
.. still lives, you must now avoid a great.sweep of itg
. i, spiked club. Your Defence as you dodge,its cumber-
/v, . -some blow is 5, If you are still alive, you may now
‘i “'use the Leaping Tiger kick (turn to 195), the Iron
. | Fish punch (turn to 173) or the Whirlpool throw

‘l- . (turmtod5S). o 0 L o
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N‘; ¢ . You lash out at the officer, and he falls back stun- _
| i ‘ned. The soldiers ‘rush at, you, drawing their
- swords. You fight valiantly; but you are in the
.- middle of the whole of Honoric’s army and it is only
* a matter of time before you are overwhelmed and
' slain. . L e GE
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' The monster appears not to notice your feint, It is
* trying to bite, gore or rake you with each one of its;
. theads. You may not block as you try tododge rather .
¢ thandefend yourself againstit. &, . .., . |
o - THESPAWN OF THERIFT!# "' . |
i Defence against Forked Lightning Strike kick:4 -
SO , Endurance:24 . . | .
e ] Damage: 2 Dice+3° .. !
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i}, Hiyou win, turn to 303. Otherwise your Defence"
i Tagainst its three-pronged attack is only 6. If you |
.| survive, you may try the same move again (returnto .
! ., the top of this paragraph), try the Winged Horse
136‘ P B T SRS S R S P




Kick (turn to 283) or the Cobra Strike punch (turn to
263).

/ 214 .

Antocidas leads his men to the ford, ‘where they
arrive just in time to prevent a major breakthrough. -
you lead the reserve at a run to the right flank,
where the men of the Spires are giving ground
rapidly, poised to break and run at any moment. .
You charge into the fray on your white charger,
wielding the Sceptre of Ruling among friends. If you
refused the challenge of single combat with Hon-
oric, turn to 224. If you fought him, turn to 234.

Lo 215 : .
You may have cause to thank Kwon that you have
over the years of your training ingested small quan-
tities of certain poisons until you became immune to
them. One of these was the venom of the execution-
er spider, but this was so virulent that you could
never take more than a diluted droplet without:
falling unconscious. Make a note of the number 225 .
and, if you are bitten by only a single spider, turn to
that paragraph. Now turn to 373 and make your
choice. ‘ (o

b : H 216
Quickly you lead your stilt formidable cavalry force
and the Warrior Women of Serakub to fall on the left
flank of the Legion of the Sword of Doom. Sensing
the taste of victory, the rest of your army moves to
the offensive. Soon the whole of Honoric's army is
in full retreat with the Doomover Levies completely
routed and fleeing pell-mell: Your forces are re-
latively well off — some elements are too exhausted,.
such as the defenders at the farm, but you begin:
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issuing orders for organising a'pursuit with those
. stillableto goon. Turnto250. - + - ... ;
LI R SATEE: - A S R
i+ 1 After you have finished speaking theré is an energe-
-, tic debate. One of the followers of Dama says that
il yours is a just and noble cause and calls upon the
" followers of Beatan to vote with her and become
.. your:ally. The followers of Beatan, appear to be
f: 1 divided, and the followers of the nature god indif-
. ¢ i ferent. Those of Neimesis claimthat to send forces to
"1 | i youraid would leave the city exposed toan attack by
~; ‘the Spawn of the Rift. Suddenly a; priestess of
" Nullaq, the Supreme Queen who rules inMalicious
Envy and, whose touch is poison, stands up. and
i¢ . | jdenounces you: as a trickster who uses magic. to
.+ i beguile the members of the Boule. Will you, admit
_thatyou have used the power of the Sceptre (turn to
n 237)or ignore her, saying instead that you are alsoin
. "the middle of a war with the Spawn of the Rift (turn
e 10287), or say that you will promise under threat of a
- dire curse to come to their aid if they are ever
+ - attacked (turn to 377)? L

Fi

o 1 218" T G
' You manage to overthrow whatever magicaliforce
-, threatened you. The Old One growlsin frustration.
.+ Will youtry a Tiger's Paw punch (tarn to 168), hack.
', at it with your Sceptre (turn to 178) or spur your.
- horse forwards into the Old One/(turn to 188)? . .,

SN | 219 A
"By the time you reach Irsmuncast once more, it,is
-too late to stop the smaller force from the. Rift
reinforcing Honoric's army.; After a day’s rest you
Pprepare to march forth once again. Greystaff, the
! -




High Priest ofithe Temple to Avatar, introduces.to
ou a man he calls the White Wizard. He wears a -
white robe and. the tall conical hat wom by. wizards~
only in fairy, tales, but if Greystaff says you should;
Jet him join the army, you reflect,: you will be only
too glad to.agree. Turn to0 229, 1 14 ¢ 5oy v

CoE RN ‘,;-‘:L SR f.‘;’.” 5:’;5 i
You raceiback at.the head:of your cavalry and wheel
around into the flank of: the Doomover ‘Levies, + % |
Almost simultaneously, you see the crossbowmen | *.
retreating from Woodnugget Wood. Gliftel’s Elves, | ’
even outnumbered. ten to one, have managed to
throw them:out of the wood, ithe ([Elves’ natural. .
elemenit. Your:cavalry with you, Doré le Jeune and. .
his Paladins cut through the ill-trained Levies likea .. |-
knife through butter, scattering them before you. A
few minutes later, they break and flee. The hard-
pressed men ofithe Spires, sensing victory, fight
back with new strength, and soon all Honoric’'s men
on that flank are in full flight. The men of the Spires
are simply too exhausted to pursue. Thosesstill alive
can barely stand from fatigue. You exhort the rem-: i
nants of your cavalry to,one more effort ,and@Wheel' ‘
back to.support your men at;the, farm. However, to
your joy, the Legion/of.the Sword ofDoom and the
shattered cavalry are beginning aicomplete retreat..
TUEn 0 2500 116 . bt G5 b i A

| - 221 Ll U
Gwyneth reports thather scouts have watched Sha- - - :
dazar’s army, which, though beaten; was not pur- .
sued from the. city,. and thas now: returned: to the .-
Bowels of Orb: Though lacking a‘leader, they suf- "
fered; only ;small losses when: taking and, being
driven from thecity. "There is, no, telling when the
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- Spawn of the Rift ‘will issue forth again frém the
| dark places beneath Orb,” says Gwyneth. ‘Indeed,
: Fate would truly be smiling on us if they did not
attack us again when their carrion crows carry the
news of the advance of the Legion of the Sword of
e Doom.” Even the Demagogue agrees with everyone -
s that you lack the forces necessary to hope for suc-
cess. Solstice, the saturnine High Priest of the
\ . powerful Templars to Time, has said nothing yet.
. Will you ask him to send spell-casters to help your
army (turn; to 241) or ignore him (turn to 261)? ~ ;
l‘ o ' ¥ pro 222 P . )
= You sprint directly at the line of approaching sol-
diers, the nearest of whom stares at you in puzzle-
ment. Will you try to smash your way through them
(turn to 322) or shout: ‘Hey, lads, what's going on?’
(turn to 332)? . ‘ :

As Mardolh lurches: forwards; to strike, you have
- time only to duck and drive a Cobra Strike punch
+.. . below thestudded leather belt that covers the divide.
. " between his human torso and the bloated centipede
Jl~ body. Mardolh’s Defence is 6. If you have struck
~1 " successfully, turn to 231. If not, you are caught by
" one of the four pounding fists. Lose 3 Endurance
~ . iand, if you still live, return to the top of this para-
*graph. : : s

ol 224 ‘ Lo
i1 Despite your presence with the Sceptre and the
‘ arrival of fresh troops, the beleaguered warriors”
. flagging morale is not uplifted. You sense that the:
* rankand file have lost confidence in you for refusing
to accept the duel with Honoric. They were pre-
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ared to fight for you, but you were not prepared to
fight for them. A fresh charge by Honori¢'s cavalry
seals your fate and the right flank breaks and runs,
closely followed by the rest of your line. A rout
ensues, followed by a slaughter as the cavalry pur-
sues. You attempt to rally your men, but are cut
Jown almost incidentally by the heavy cavalry of
the Bringers of Doom. Perhaps you will be remem-
pered in a song. :

e 225
The poison courses through your veins, but your
immunity to poisons lessens the effect of the venom
of the executioner spider. You lose 8 Endurance,
however, before you have smashed the last of the
spiders to a messy pulp. If youare stillalive, you can
hardly believe your eyes when the Dark Elves re-
mount; the giant carrion crows, which then flap
away into the gathering dusk that seems to flowout =
of the Rift like a black mist. Turn to 185. '

| . 226 | !
You give a battle-cry as you lead the charge, but the |
response from your warriors is muted, despite the .
effects of the Sceptre. It seems they have lost con-
fidence in you. You charge forwards, but the war-
riors of Horngroth wheel to meet you head on., Their
charge seems ineffectual. It is almost as if your
presence is having an adverse effect on their morale.
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The charge is repulsed, and Honoric’s cavalry un-
jeashes another charge and this time breaks through
to fall upon the rear of your left flank. Within half an
nour your whole army is in full rout. You try to ride
off the field, but your men are caught in a volley of .
crossbow fire and a bolt takes you in your eye, -
forcing the Orb backwards into your brain and
killing yowinstantly. :

‘ 227

While you wait in the smaller council chamber, the
Prodromese are debating about how many troops to
send to your aid. At last the door opens and two
people enter. The first is the learned head of the
Boule, Obuda Varhegyen, dressed in a long yellow
robe bearing the five arrowed half-wheels that sig-
nify the manyways to do good deeds, central to the
theology of Beatan. Behind him is a most striking
woman wearing a plain kirtle and a blue shawl, her
coppery hair done up in silk twists. Her blue eyes
are warm and soft and she smiles as Obuda intro-,
duces her as Hivatala, the Swordsmistress of the’
Serakub Guard. Your surprise at her title is obvious,
and this pleases her. You sit around a small table

and they tell you what has passed in the Boule. Only
two thousand troops have been voted to help you in
the campaign, but Hivatala says that she will call for
volunteers to augment this. Obuda also feels that
the followers of Beatan at the City of Aveneg in the
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© ' Manmarchi ‘are sure tosend men if he sends 5

. {.. message to them, for they are strongly opposed to

" Honoric. By the time you leave the pleasant City of

| i+ i iGardens, you are beginning to feel that there is
. '+ hope. Hivatala herself will command the forces of
i/ Serakub, and she will arrive with two thousand
| ~ shieldmaidens, including five hundred mounted
| . troopsanda thousand swordsmen of the Army of

' . Myriad Possibility, followers of Beatan. Turn to 387.

I
'

S R I 228 ; 5:5 RE ?3;;
- You feel a cold numbing in your very soul. Some
* part of you has been sucked into the mace. Lose 1
+. .1 point of Inner Force. If you have no points of Inner
., Force left, turn to 334. If you have any Inner Force
. 1. left, will you try a Tiger’s Paw punch (turn to:168),
: -, hack at the Old One with your Sceptre (turn to 178)
"+ orspur your horse on in an attempt to knockithe Old

. One over (turn to 188)? I L
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., . Farly the next momning a messenger comes to the
* . Royal bedchamber. If you have played Usurper!
- 1 (book three) and a Paladin called Doré le Jeune
' 'helped you to defeat the Usurper when you toppled

¢ i him from his throne, turn to 249. Otherwise turn to

s 259, . AR R s
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You give the order and gallop forwards, flushed
with the taste of victory. Your cavalry surges after,
Doré le Jeune shouting gleefully. A fight to the !
death ensues, with your men getting the better of it.
Honoric’s cavalry is fighting desperately. It is only
the Bringers of Doom that are holding it together.
However, behind you the men of the Spires can take
no more..They break and run in full retreat. The
Doomover Levies stream after them, but the regular
soldiers' of Horngroth, Mortavalon and Aveneg
swing left into the back of your men holding the
farm.

The battlé s lost. The! men at and around, the farm
are virtually annihilated. Finally alance taKes you in
the throat as you try to rally your men and you are !

slain.

Sﬁrprlsmg!y, your blow causes the enormous Son of:
Nil to,convulse and slither backwards. Then he
seems to collapse in on himself like a shrinking
balloon and change colour until he is black all over.
When the process is complete you see before you
not a Son of Nil but a Vulcan Imp, a bemg from the
lower planes, the Seven Hells or the many layers of
the Abyss Such beings are able to reach into men’s

! =L=.‘|‘% By
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minds and dredge forth images of fear from the
memory. The Imp only appeared as Mardolh, but
your problems are not yet over. It grins malevolent-
ly and its skin begins to smoke. Soon the clouds of
i smoke will have completely obscured it and it will
L attack again. Will you return to the Throne Room

(turn to 245) or risk everything in a reckless attack
: ! into the smoke (turn to 257)? o

- | 232 oo

| You sprint away, avoiding all areas of illumination,
You make it to the edge of the camp, but suddenly a
large misshapen creature looms up in front of you. It
is an ogre, grotesquely dressed as a soldier of
Doomover. It growls menacingly as you approach.
If you have the skill of Acrobatics, turn to 282. If not,
turn to 292.

233 G
I As you leap down the staircase and turn the corner
to the hallway outside the Throne Room, a host of
' Orcs shrink back before you. But something is
wrong. They are not so much in fear of you as
‘ deferring to another being whose ponderous tread
1 you now hear mounting the stairs towards the
', hallway. They pull back still further and a dark
..~ shadow looms up towards you. If you would like to
retreat to-the-Palace roof and, if you are skilled at
climbing, descend that way, turn to 393. If you
stand your ground, ready to fight whatever may
appear, tumn to 385. :

' 234 ;
At the sight of you and the effects of the Sceptre, the
o ford defenders give a great shout of joy. Your fresh
‘ troops crash into battle. You, Doré le Jeune and his
|
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Paladins, -and Hengist irally the 350-0r-80-strong

' Spires cavalry andlead a charge. Morale high, ang

iwithisome of the finest warriors on the field at theijr
head, they crash into the cavalry of the Spires that is

+ allied with Honoric. The fight is short and bitterang

the enemy is decimated, Doré le Jeune striking to
left and right like a man possessed. They,break.and

. flee, taking many of the cavalry of Horngroth with
- them, Up above, the White Mage hasslain all three

wyverns, although he is forced to'retire to the
Greenridge, almost dead himself. - r

Suddenly, in the midstof the battle, a figure appears
before you. Youri Orb glows brightly — magic sight
reveals that it is an Old One, perhaps the same one
you fought when you strove for the Crown of
Irsmuncast in Usurper! From its robes protrude
tentacles, and its mouth is rimmed with long ten-

tacular appendages. One writhing ‘hand’ is curled

. around a heavy glowing mace. Those battling

groups of warriors nearby back away, leaving a
small arena. - R

‘So, Avenger, you have come this far. But this is
where your upstart reign ends,’ it whispers;sibilant-

. ly. You must fight it. You cannot kick or throw as
* Yyou are on horseback, but you can use your mace--

like Sceptre and your fists. Will you try a Tiger’s Paw
punch (turn to 264), drive your Sceptre at it (turn to
274) or spur your charger forwards and try to knock

. the Old One to the ground (turn to 284)? If you use
.-the Sceptre to attack it, you cannot use Inner Force

to double the damage. _ |
v : _ b
I 235 R L
Your stealth and such woodcraft as you have, in -
particular your skill as a tracker, are put to good use:
| i H o Lo
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as you turn eastwards through the wilderness.
geveral times you almost run into warbands of Orcs
returning from raiding across the plain of the Inner
gea. Evidently Irsmuncast is not the only city that
suffers at the hands of the Spawn of the Rift. You are
still two days out of Serakub, skirting the deeping
woods, when a party of twenty riders emerges from
the forest and gallops towards you. You are relieved
to see that they carry the familiar lozenge-shaped .
shields of followers of Dama. It is a patrok from the'"
city of Serakub. Turnte17. " i1 : .
i b . ;‘i:, 236 ; i‘iiéﬁ ‘i . | b a‘§§_5
As your cavalry surges forwards, Honoric’s reacts |
with drill-like precision. The cavalry splitsapartand .
the crossbowmen, the Rain of Doom, run forwards | !
to unleash a devastating volley of crossbow bolts. It -
is as if your cavalry had run into a brick wall, the
front ranks dropping in a tangled heap of horses
and men. Then the enemy cavalry closes;in again on
your disordered horsemen. The carnage is terrible.
Half your cavalry is slain in minutes and the rest; '
streams off the battlefield, utterly routed. The battle
is over virtually before it has begun. The Legion of ; | :
the Sword of Doom is able tojpick and choose where | *
to attack through the huge gaps in your defences,
and it is not long before the rest of your army is on
the run.. You are cut down trying to rally your
troops, killed almost in passing by a squadron of
ca e I |
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‘What naked admission of guilt is this? cries a
follower of Nemesis. The followers of Dama turn,
away from you. Only the followers of Batayan seem
unperturbed, and one argues that the facts remain
as they are stated. But the vote goes heavily against
you. Obuda Varhegyen, the head of the Boule, says
that you will find no alliance with the people of
Serakub. You return forthwith to see to the defence.
of Irsmuncast, but when Honoric attacks your.
forces are overwhelmed and you die defending the
| walls,

i 238 ‘
1l Gwyneth stands and says, ‘First let us hear the
‘ reports of our scouts,” and she indicates Glaivas.
| Glaivas says, ‘This is what we can determine of
‘I Honoric’s forces,” and reads out a report. He then
| hands it to you.

THE ARMY OF HONORIC'
Legion of the Sword 5,000 swordsmen
" of Doom 2,000 crossbowmen, the
o " Rain of Doom
PR - 500 cavalry ‘
’ (Cataphracts),
the Bringers of
_ ' o Doom
Legion of Aveneg :© ! 1,000 swordsmen
Legion of the Spires = 1,000 swordsmen
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women of Horngroth 1,000 swordswomen

500 cavalry !
Men of Mortavalon 1,000 spearmen of .
Moraine . !
Monks of the Scarlet R
Mantis 200 :
Doomover Levies 4,000 !
A total of some 16,200 troops

‘We can field about 10,000 men, heavily outnum-
pered. And the Legion of the Sword of Doom are
reckoned to be the best in all the Manmarch,” adds
Glaivas. Turn to 4. :

239 '
You return to Irsmuncast in case more troiops have
arrived to follow your cause. After a day’s rest you
prepare to march forth once again. Greystaff, the
High Priest of the Temple to Avatar, introduces to
you a man he calls the White Wizard. He wears a
white robe and the tall conical hat worn by wizards
only in fairy tales, but if Greystaff says you should
let him join the army, you reflect, you will be only
too glad to agree. Turn to 229. :

T 240
Your cavalry charges bravely to meet them. There is
a terrible crash as they come together and many are
killed from the impact. Minutes later the men at the
stream, outnumbered two to one and driven slowly
back, finally break and run. They stream past your
position, hotly pursued. At this, your army’s
morale gives out, your: forces begin to break up. .
Desperately you try to rally some men for a final
stand, but to no avail. At the end you are slain by a
group of Cataphracts, who do not even know who
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‘The trials and tribulationsof the rulers 'of cities are
beneath the notice of the Temple of the Snowfather,
who came before all and will endure after all, justas
the Temple to the Seasons would survive under the
rule of the one you call Honoric,” replies Solstice. .

. ‘And under the Spawn of the Rift” queries the
- Demagogue. ‘Even you, Solstice, who closets him-
- self away from the world must have heard the tales

of the City of Bone 'that lies deep below, the Rift.

. How would your precious Temple fare under the
..., rule of the Old Ones?” ‘ BRI

 'Solstice is unmoved by the Demagogue’s otitbuirst.”

There will be no help promised from the Temple to
Time. Turn to 301. R IR Bt
il : ; o
]; P i . 242 | i ; i ! ; .E ' Ef
You burst into a tent. Inside, a soldier withia bowl of :
steaming broth in front of him gawps at you in*

|
[
;

.-astonishment. Quickly you leave with a muttered

apology. A long line of soldiers is moving towards -
-you. Nearby, a cart loaded with weapons and other:
# gear rests next to a large siege engine. Will you dart -
'into the shadows of the engine (turn to 252), run to'} .

the left as fast as you can (turn to 232) or run straight

at the line of warriors (turn to 222)? oo
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243
o you have a green emerald Orb in place of your
Jost lefteye? If you do, turn to 203. If not, turn to 253.

. 244 4, P ey
mstantly the cavalry, led By Toller, charges for- -
wards, as do the Rangers. Happening and the other; :
Tools are already movingito the danger point, Kel- :
mic the Warrior hurling fireballs and bolts of energy - . :
into the ranks of the enemy — some get through, P
others are dispelled by the Legion’s own spellcas-,: | |
ters. The fighting is i4:iesperaite. i ‘

Just then three winged creatures, flying reptiles,
flap up from behind; Manor Ridge. To your horror, ,
you recognise them. They are wyverns. They streak .
to the attack, wreaking terrible devastation on the!
soldiers on the ground with their jaws and poison-
barbed tails. Within seconds, before you have time
even to issue orders, vour whole right flank crum-!
bles and flees in terror

Honoric’s cavalry pursues relentlessly,’ slaughter- | .
ing the remnants of the men from the Spires. The . -
Legion 'of the Sword: of Doom advances to swing ‘
around at the ford’s defenders. Minutes later, Anto-'
cidas and his men flee the field without even having
struck a blow. Doré le Jeune rides into the fray, but it

is hopeless. You try torally your men, but the whole
army is fleeing in disorder. You find yourself cut off
and isolated, to be cut down alone and without |
friends on the battlefield. Perhaps you will be re-.
memberedinasong. w, .| | ] -

; , 4 P

pit
i P .
il . "

!iiﬁ?;i'fitfi-lisii )

188




245 : S

At the staithead you pull the torch bracket whick
swings open the secret door into the Throne Room
and then you leap inside, surprising a sea of Orcg
and two great Trolls. They were intent on lootin
the room’s rich trappings of majesty, but now their
attention is turned to you. You realise that you will
never reach the door so you try to return to the
dungeon. To your dismay the secret door swings
shut andtry as you might you cannot operi it. The
demonic laughter of the Imp tells you that it is
swinging from the bracket trapping you. You fight
heroically, but at length you are overwhelmed and
slain in your own Throne Room.

Hurriedly the men of Serakub rush into position as
the cavalry, led by the Bringers of Doom, clad from
head to toe in gleaming steel, slams into the attack.
Your men reel back with the shock but they manage
to hold on. The Rain of Doom face off to the right,
facing Woodnugget Wood, while the Legion itself
follows close behind the cavalry. :

Honoric’s cavalry is flung back, but then the infan-
try charges in and a vicious head-to-head mélée
begins. The fighting is particularly bitter at Hartwig
Fell's Farm, where a staunch defence is going on
from behind the wooden fences. But the men strung
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out between the farm and Tallhill are threatened
ander the onslaught. Will you ask the cavalry of
gerakub and Irsmuncast to charge around the farm
at the Legion (turn to 256) or order the warriors of
gerakub at Tallhill to swing in at the Legion (turn to

266)?

247

You sprint back up to the Palace roof and peer over
the edge of the battlements to the gardens below.
The smoke thins to reveal a sea of brutish Orc faces
ljooking up expectantly. There is no escape that way,
so you leap down the stairs once more to the hall-
way outside the Throne Room. The Orcs have lined
up behind the Cave Troll, who had been about to
climb the stairs after you when you reappeared. It
sneers horribly, shaking its great brazen club. There
is no time to think. Will you use the Leaping Tiger
kick (turn to 195), the Iron Fist punch (turn to 173) or
the Whirlpool throw (turn to 155)?

, . 248 i ,

You look up from your struggle to a glorious sight.
The opposing cavalry has been driven off and is in
retreat, falling back in good order. Your presence
and the presence of Doré le Jeune, who fights like a
whirlwind, was enough to give your soldiers the
edge over the élite Bringers of Doom. But casualties
have been heavy on both sides. Turn to 7.

i 249 ;
The message is that a Paladin from Beyond the Rift
called Doré le Jeune and four companions, -all of
whom wear the red cross of Rocheval, Prince of
Knights Errant, Wielder of the Holy of Holies, are
requesting permission to join your army. You leap

155







out of bed and pull on your clothes, eager to greet
that great warrior who helped at your time of need,
forgetful for the moment of the great zeal that drove
him to the ends of Orb in a single-handed attempt:to
eradicate evil from existence. He is pleased to see -
you, and you say that you willbe honoured to have
him and his. friends ride beside you. You ask him ;
why he left without a word, and he replies: There
was more city without Irsmuncast than within. |
Besides, 1left you behind to take care of things.” You /
retort that things seem to be taking care of you since,,
he left and he smiles, the first ime you have ever"
seen him do this. Turn to 269. |
I ClE B h i ; '
S bt 250 ‘ o
In the distance you recognise Honoric himself on'
horseback; trying to whip the remnants of his army
into good enough shape for a safe withdrawal. But
then he puts something to his lips and blows. Itis a
hom. A .great, echoing blast of sound fills the
heavens, 'seeming to echo across all the planes of ©
existence:  Your heart and the hearts'of your army:
quail with fear. Doré le Jeune claps his hands over;
his,ears. Ther something begins to materialise in
frontof Honoric. A huge colossus, eight metres tall
and ebony: black, appears. In its hand it wields a
huge sword, the mirror of Honoric’s eldritch blade
Sorcerak; but many times larger. The black titan,
eyes aglow with lambent fire, lumbBers towards you, : ‘
an aura of pale nacreous light playing. about!its
limbs. Will you ask Doré le Jeune to accompany you,
and whatever cavalry you have available, to charge :
once more (turn to 376) or order your men to fall -

|

back before the monster (turn, to 386)? , |
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- 251 o
‘Then where would you have me go, Antocidas?’
you enquire of the burly mercenary.

‘Greydawn,” he answers. The others look up.in
surprise. ‘The forces of Moraine, God of Empire, are
ever seeking an excuse for battle. They live only to
fight, and half their troops, it is said, are not men at
all but beastlings, each as strong as two men.’

Greystaff says: ‘Might we not find that we had.
brought an even greater evil into the Manmarch?’

Antocidas replies: ‘We could bribe them with land-
to the east of our city. They would protect us from
the Spawn of the Rift then. Irsmuncast has always
suffered because it is the easternmost city of the
Manmarch, nearest the Bowels of Orb.’

Turn to 361, | o
252 |

You crouch hidden, jrour breathing as quiet as the

grave and your body unmoving. The line of sear-
chers passes past you without finding you. You wait
for the furore to die down, and you are just thinking
it is safe to come out when a sound alerts you.

. Suddenly the Orb glows once more, indicating the
- use of magic. Then somebody nearby gasps in sur-

prise and you realise a magician has used magic to
find you. You leap up and a young sorceror, of
Nemesis it would seem, stands before you, momen-
tarily surprised. You must silence him before he
gives the alarm, so you drive an Iron Fist punch at -

- his face. His Defence is 7. If you succeed, turn to

262. If you miss, turn to 272.

253 :
There is no rustle or scrape of footsteps on the earth
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' ‘to warniyou, nor even the soﬁndiﬁféﬁfeaiﬁing- You

stand tensely searching for a sign of the being that
emanates the rank smell. The first clae you get.is as
you are impaled on an invisible hom. Next you are
being slashed and clawed from all sides as if by a
‘horde of ravening monsters. Something lifts you off
'your feet on the end of the horn and you are soon
dead. Now it will be the forces of Honoric and those
from the Rift which battle for Irsmuncast. i -

[N

D
254 i -

~Toller of the Spires and the Whité Mage both state':‘-

their preference for Doré le Jeune's plan. Glaivas:
‘and Gliftel come out in favour of Gwyneth'’s plan.:

' Then Hickling of Fiendil puts forward his advice.

*'+ ‘We are outnumbered. Therefore our position must

be defensive. I counsel a defence using the terrain to -

~ best advantage, all across the valley floor. Lady .
.+ Gwyneth should march now to hold Ruric’s Bridge,

with her cavalry close behind to plug any: gaps; ;
should the enemy show signs of breaking through. :

. My two thousand footsoldiers and five hundred

cavalry should hold the ford, while Gliftel's bow- i
‘men occupy Woodnugget Wood. The men of thel'
Spires and their cavalry should form a line, from
Woodnugget Wood to the Wickerwood close tothe
ditch. A thousand of the men of the Spires and

Antocidas’ mercenaries should be held in reserve

. near the Greenridge, where the, Overlord should '

T
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osition his command post. Glaivas and his Ran-
ers could hold Colwyn’s Mound as back-up. This is
my counsel.” |

The other Toolsand Antocidas come outm favour of
this. ‘Well, my lord,” says Hengist. ‘What is, your
decision?” What orders will you issue? , ;,

To take up the position advocated by Gwyneth?
Turnto 392, NS IO |
To take up the positibn advocated by Doré le Jeune?
Turn to 402. | i

To take up the position advocated by Hickling? Turn
to 412, | 1 . 5

b
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From theibarren expanse of bare earth' that sur- !
rounds the Rift you pass into a land of wooded hills
and:then on into the deepest forest you have ever
seen. The tall trees are so close together that they
block out:almost all the sun’s rays, so that you can
hardly tell the difference between day and night.
These are the Forests of Passing, and it is said that
those who enter them pass from this world intoia .
twilight realm of dreams and are never seen again.’ ;.
After two — or is it three? — days you come to a- -
clearing where|a 'shaft. of sunlight bathes a gaunt ; |
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figure in a grey robe. You step forwards to ask the
way, but the sun passes behind a cloud and when it
reappears he is gone and all you can hear is the
solemn hooting of an owl. At last, however, the
trees thin out and you come to the banks of ,
beautiful green river. It is the youthful River
Greybones, and if you follow its windings it will
lead you to the fabied City of Greydawn. Turn to
265. -

! 256
Your cavalry surges forwards with a triumphant
roar, but it runs straight into a volley of crossbow
bolts ~ two thousand cavalrymen fall. It is as if they
had run into a brick wall - they are reduced to a
tangled mass of men and horses. Suddenly the men
between the farm and Tallhill break and run and the
Legion comes pouring through. The Greenridge is
overrun and you are cut down by a horde of wild

" legionaries. Itis over.

.
| 257 | '

By luck alone you cannon into the smoking Imp and
knock it to the floor, then drive several blowsintoits.
body. If you have the skill of Yubi-Jutsu, nerve.
striking, turn to 273. Otherwise the Imp squirms
free before you can kill it and it scampers out of the
room, still trailing smoke behind it. Turn to 267,
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you give the order for a general withdrawal to
pridgebeam. However, you simply do not have
enough men to do this. As soon as you give the
order, the enemy comes pouring around the flanks
and before you know it the orderly retreat has
pecome a full rout. You are killed in the fighting,

trying to rally your troops. o

£

w2
R 259 '

The message i that a Paladin from Beyond the Rift
called Doré le Jeune and four companions, all of
whom wear the red cross of Rocheval, Prince of
Knights Errant, Wielder of the Holy of Holies, are
requesting permission, to join your army. You
accept and ask Gwyneth to keep an eye on them. -
Next you call the final war council before leaving the! -
city to march against Honoric. Turn to 269.

260
Three winged creatures flap upwards from the area
of Manor Ridge. They are wyverns, vicious crea-
tures of great power. They streak down to attack the
men defending the stream, killing them in droves
with great bites of their jaws and whipping swings
of their poison-barbed tails. This is too much for the
men, who break and run in full retreat. The enemy
comes pouring through. Many of them swing into -
the rear of your men at the farm. Soon your whole:
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. amy breaks into a | frenzied rout. ,A‘s you désper-
' ately try to rally your soldiers, you are cut down
K B group of heavy cavalry almost incidentally —they dq

¥ noteven know who you are. But, perhaps, you wij|
1% | berememberedina song, somewhere, :, ..
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' 4 ‘Leave me now.  wish to be alone to think,” you'say,
' and the others file out of the Star Chamber, It is vifal
, that you make the right decision, If you wish:to
I} < consult the scribes for more information about the
1. .cities, turn to 6L. If you are ready to make your

|, choice, turnto28L. -~ ¢ . w0
B N P D262 il iy R EREIHN
Al single blow knocks the magician to!the ground.
. He goes out like a light. The sounds of the search are
* no longer in earshot, and it is a simple matter to
' make your way out of the camp unseen. You melt
¢ 1 iaway into the night, headed back for the safety of
" your.own forces. Turn to 100, & o e

]
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. ti If y’rou have .the skilliiof YuBi-!Jﬁ‘ts{x;: turn l’O 13231‘

! ! ¢ Otherwise you decide to smash one of the heads
i between the eyes as hard as you can., . . [
' |, THESPAWN OF THERIFT . i, il
Defence against Cobra Strike punch:/3

; . Endurance: 24 ~
" Damage: 2 Dice +3 | N

§
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Jf you win, turn to 303. Otherwise your Defence as
the three-headed monster tries toibite, gore and
jmpale you is 5 and you can only dodge for you
cannot block all of its attacks. If you survive, you
may use the Winged Horse kick (turn to 283), the.
Forked Lightning Strike kick (turn to 213) or you .
may try the Cobra Strike punch,again (return to the L
top of this paragraph). T
S

( : [ i ; |

i 264 L oo
Your horse fpprances wildly as the Old One closes in
and, leaping out of the:saddle, you whip your kand
down at its head. - p L

i

iy OLDONE " |
Defence against Tiger's, Paw punch: 7 :

- . Endurance:22 y
i+, /Damage:1Die+2 | ‘
If you have'killed it, turn to 294. If it still lives, it
swings its mace at your ribs. Your Defenceis 7. If it

hits you, take damage in the normal way and then
turn to 304. If it misses you,will you use the Tiger's

Paw punchiagain (return to 'the top of this para- o

graph), spur your horse into it (turn to 284) or hack
atit with your Sceptre (turnto 274)?2; v . |
P fogtio. 265 ‘

You have rounded the Mountains of Horn, the
southern boundary of the Manmarch, while inside
the forest, and now you have entered the Lands of
Beasts. :Men foo live here, but their rule is not
undisputed. You have little idea what to expect here
as you turn a bend in the river and 'spy a neat
patchwork of fields laid out around ia city part
shrouded in mist. As the day waxes, the mist lifts to
reveal proud gaunt:walls built in the style of the




ancient Emperors of the Blue Seal: Greydawn is
ancient indeed. To your surprise some of the fields
are tilled by slaves tied together in rows. Other
peasants are obviously serfs, toiling together on the -
land of their masters. Many are driven on to labour
harder by great hog-headed beastmen, naked to the
waist and revealing hugely powerful torsos, their
blue-black skin rippling on taut sinews. They pay
you scant attention as you approach the city gates., -
Turn to 275. i : .

s

i 266 - |

The men on the hill charge down its slope and
fifteen hundred of the Legion are forced to turn and
meet this threat. The mélée goes on, but now your

right flank seems to be holding its own. However,

Honoric’s cavalry is regrouping behind a screen of
crossbowmen. - :

i ' 8
Suddenly Hengist grabs your shoulder and points

to the left. Out of Reekfen Marsh burst the Monks of
the Scarlet Mantis, some two hundred strong. ‘They

: must have swum down the river unseen from Sha--

dow Forest,” cries Hengist. They dash forwards to
assault the left flank of the women of Serakub, who
are still bravely holding back Honoric’s allies at the
ford. But under this new onslaught the women;
begin to fall back, as many of them have to turn to
face the new threat. ;

Will you order the Elves in Crossway Copse to dart |
out and attack the Monks (turn to 276) or order the

“cavalry of Serakub to ride back and attack the Monks -

(turn to 286)? B
267 o

. An Imp’s smoke burns your throat as you feel your
* way through the subterranean passages. You are
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 forced to abandon:the chdse. Whért you Kave pas.
sed the tombs .of the dead lords and the JImp is
| 1 ;3 howhere to be found, you pass through the cell that
|1 "' hasbeen used as a Troll's lair and finally out into.the
i '+ graveyard next to the tomb of along-dead lord, Lord
- Kalmon. Stealthily you make your way unseen into

the city streets. Tum to 73. | Cpab

; ‘ K ERE T
L You charge the enemy at the ford and,lit proves
reasonably successful - the men are falling back, but
*  notrouted. However, in the meantime your right

i
i
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|, flank has been overwhelthéd and the Liegion,of the

' Sword of Doom comes surging through, rolling up’
i your forces. The battle is lost. You try to rally your
. ' soldiers, but soon your whole army has broken and

i+ run. Youareslainbya group of horsemen, caughtin
L! the open trylng t()é rally your men. it ; R
-“'l P Ty 2 it :
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| At the final council of war you miust decide how.to-
' split your troops. You will need a very strong force’

| to stand a chance of defeating Honoric, but at the

, /i same time as soon as you march out to do battle the

A

;  forces from the Rift will lay siege to the city so you'.

"1 'must leave troops behind to defend it. If you stay

', where you are the enemy forces will unite outside

your walls. If, as Gwyneth suggests; you feel.that is
the most sensible strategy, turn to 199., Lackland, -
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he leader of the troops who were once the Usur-
or's army, and High Priest at the Temple to Neme-

sis, suggests that you leave behind theitizen militia
ond perhaps a thousand followers of Dama to:
strengthen their backbone. Antocidas scowls iat i .
Lackland and says that he recommends leaving, L
Lackland and his 3,500 troops which he values less, i
highly than Gwyneth’s 2,000 to strengthen them.'
The Demagogue urges you to split your forces into

two, leaving half to defend the city. Whose advice

will you: follow, ithat of Lackland (turn to 279), i |
Antocidas (turn to 209) or the Demagogue (turn to
2 R AN o L S B
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You haditold the White Mage of what you hadiseen !
some hours earlier. Standing nearby, he says quiet-
ly, ‘My time has come, Overlord,” and then he ;
mutters something inaudible. Suddenly he takes to -
the air, to the astonishment of all those on Colwyn’s ‘
Mound, .and flies towards the Wickerwood. Just;
then three winged icreatures, the wyverns, flap up.
from behind Manor Ridge and streak towards the: '
men of the:Spires.: The White Mage, highin thesky, ' .
his robes glittering in the sun, flies to meet them . ..
with bolts of lightning, words of power and potent :' b
magic., The wyverns encircle him, lungeing with |,
their jaws and whipping their poison-barbed tails. !

t

The decimated remains of your cavalry'rest nearby;
awaiting your orders. The Doréle Jeune gallops up, -, |
his armour battered and stained with blood, shout- |
ing, ‘We;must have reinforcements at the stream)
Overlord: The men of the Spires cannot hold out';
much longer!’ You look to the left. Honoric's cavalry; -
seems to have pulled back, but; the Legion; of the:
Sword! of Doom is still trying to break through.|
T T O L S A R P
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However, the wooden walls of the farm and the
stout defence iof Gwyneth’s warriors, the men of
- Fiendil and, surprisingly, Antocidas’ mercenaries
: are holding them at bay. You notice that a thousand
v men from the Spires have not yet been committed
there. Will you order your cavalry to charge into the
fray at the stream (turn to 280) or order the men at
the farm to the stream and keep your cavalry back
for now (turn to 290)? ; a -

b 271 i ‘ §

{ Lackland is silent. You cannot tell what it is that he
wants — perhaps for Honoric to be victorious, even.
To your surprise, Solstice has a suggestion: “Up-
anishad. 1t is the largest city on Orb. The largest
Temple in the largest city is the Temple to your own

{l Redeeming God, Kwon. Itiis larger than the rest of

_ his Temples piled on top of one another. The next

i . largest temples there are the Temples,to Dama and

'\~ toMoraine. All of you could have your way.”

‘But,” says Hengist, ‘Upanishad is beyond the De-
sert of the Dhervan. At least as far as Wargrave
Abbas.’

‘There is not time, Solstice,” you comment.

, The High Priest of Time looks at you sourly. “There
| is always time,” he says, and stalks out of the Star
Chamber to lock himself iinside his Temple once.
oy more. ‘ i '

Turn to 261.

272 L
The mage stumbles back in horror — tuckily for him,
N as this causes you to miss him. Then he cries out at
ithe top of his voice for aid, fear all over his face. You
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despatch him quickly, but the searchers have re-
rurned within moments. This time there is no
escape and soon you are overwhelmed-and slain.

: 273

The Imp utters a high-pitched wail and then dies.
The smoke clears slowly and you see that it had
been clutching a small potion bottle in its hand.
There is no writing on it. It appears in the torchlight
to contain a brownish liquid. You may keep itif you
wish: note it on your Character Sheet. You make
your way quickly through the rest of the dungeon,
past the tombs of long-dead lords and past the
empty cells, through a room that has been used as a
Troll’s lair and finally out into the graveyard next to
the tomb of a long-dead lord, Lord Kalmon. Steal-
thily you make your way unseen into the city
streets. Turn to 73.

SRR EE 274
You hack down with your Sceptre. If you hit the Old
Ore, you willdo 1 die + 3 Damage. . .

‘' OLDONE ' .
Defence against Sceptre: 8 *; |
Endurance: 22 AR
. -, Damage: 1 Die +2 P

If you have killed it, turn to 294. If it still lives, it
| . 171
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swings its mace at your ribs.; Your Defenceis 7. If it |
hits you, take damage in the normal way and then |
rurn to 304. If it misses you, will you use therSceptre
again (return to the top of this paragraph), spur, -
our horse into it (turn to 284) or'use a Tiger's Paw ' |
punch (turmto 264)?, | X L ik
. H beonb bl ‘%:: 2 5::%! : bl
Lok §275i i‘%.‘f{ T
As you are approaching the iron-bound gates they -
are swung open and an impressive figure rides out
at the head ofa retinue of lackeys and manservants.
He rides a magnificently caparisoned black charger.
His hair is braided with cloth of gold and he wears
solid gold vanbraces studded with diamonds. But !
the strangest thing is that he is one of the fierce
wolfen, two'metres tall and covered in steely grey -
hairs, while his servants and lackeys are all human.
He reins in beside you and gives you a chilling stare.
You remind. yourself how remarkable you yourself
must look in your black costume, albeit tattered |
from the journey, with your glowing green gem of '
an eye. He speaks;words in;a barbaric tongue you *'
haven’t a chance of understanding. Will you:try to
talk to him in:the common tongue {turn to 295)or = .
ignore him and walk on into the city (turnt0i325)?

Y

R I '
S \]‘w? : 276
Gliftel and his Elves dash out of the copse and run as
fleet as deer. They open fire at the Monks as they
approach, killing’ many. Then a, skirmish ensues,
between them, but the pressure on, Hivatala’s",
swordsmen is lifted and ‘their, withdrawal stops,. .. .|
although they are still struggling to hold their posi- *
tion. If you infiltrated Honoric’s camp;and found .
out the contents of three huge wooden boxes, turn:
to 296. If youdo not know what they contain, tum to', .
306. : TR U I L "
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. Your offer of aid in the future is greeted derisorily by
" the followers of Nemesis, and there is further stor-

my debate during which you realise that you have
lost support. One of the older followers of Dama, 5
bald-headed woman, says that it is highly probable
that you will be defeated by the Legion of the Sword
of Doom, after which your promise will be as butter
in the sun, useless to anyone. The vote goes against
you. Obuda Varhegyen, the head of the Boule, says
that you will find no alliance with the people of
Serakub. You return forthwith to see to the defence
of Irsmuncast, but when Honoric attacks your
forces are overwhelmed and you die defending the
walls.

278 : '
Glaivas gallops away, his grizzled Rangers behind
him. The minutes tick by slowly. Your soldiers at
the farm begin to give ground, some legionaries are
now among the barn and outhouses. Suddenly
several red-robed figures burst from the wood,
Monks on the run. Glaivas and the Elves, both
masters of woodcraft, were too much for them.
Within moments a small but accurate hail of arrows
goes in the flank of the Legion — any that stray too
near the wood tend to get hit. This relieves the
pressure considerably, enabling Gwyneth to rotate
her warriors in the front line. o
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Honoric's cavalry!” someone shouts. Regrouped
and ready for another assay, the Bringers of Doom
and the cavalry of the Spires have swung around the
farm again. You will have to meet them once more.
Raising your Sceptre high; you lead another charge.
Make a Fate Roll. If Fate smiles on you, turn to 288. If
Fate turns her back on you, turn to 298.

279 o !
Lacklanid’s advice proves to be insincere, forin the
heat of the battle, when you have met Honoric's
{orces face to face, his troops turn against you, and
Honoric wins a crushing victory. You die trying to
take Lackland’s life.

S 280 , L

The cavalry gallops :away to crash into Honoric’s
allies.: But then, to your horror, a line of horsemen,
two thousand strong, with, at their head, the Brin-
gers of Doom clad from head to toe in shining steel,
wheel around the flank of the farm and charge heli
for leather for the stream. Desperately the reserve
swordsmen of the Spires at the farm try to intercept
them, but to no avail. You have no men to stop .
them, and they drive into the rear of the soldiers at
the stream; with terrible force. Your warriors are
crushed like a nut in a nutcracker. Soon your whole
army is in full retreat. Honoric's victory is total.
While trying to rally your soldiers you are cut down,

o ' - 175
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' { almostin passing, by 4 band of cav en; who
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| " notevenknow who you are. : e
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_ '+ The time has come for you to arinounce to your
f; people which city you will seek to make an ally
against Honoric, Marshal of the Legion of the Sword
i ;of Doom. Will it be Wargrave Abbas (turn to 93),
‘Greydawn (turn to 103), the Spires of Foreshadow-
; ing (turn to 133)or Serakub (turn to 183) or will you
h visit Solstice at the Temple to the Seasons and ask
| -~ him to find you time to return from Upanishad and
' ~ defeat Honoric before he takes Irsmuncast (turn to

. 153)7 . i -
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e ! 282 R
! .4 ; Without changing your stride, you dive forwards
i '+ and somersault high over the ogre’s head. You are
i ' up and running into the night before it even_ has
' ' ltime to grunt in sutprise. There is pursiit, but your
i mastery of ninjitsu enables you to avoid it with ease,
and soon you are running back to the safety of your

own forces. Turn to 100. S U

i [ i ! ! ;
R 283 R
:iThere is little point in using finesse against this
| .» monster. The Winged Horse kick will do as well as
. any other, you guess, as you drive your:heel at the
{'  nearest snapping head with bone-crushihg force.
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THE SPAWN OF THE RIFT
Defence against Winged Horse kick: 4
Endurance: 24 z
Damage: 2 Dice + 3

If you win, turn to. 303, Otherwise there is no way

that you can block'the attacks of all three slashing,
goring, snapping heads at once. Your Defence as
you leap back and try to dodge is 6. If you survive,: -
you may use the Forked Lightning Strike kick (turn’ *
to 213), the Cobra Strike punch (turn to 263) or the ..
Winged Horse kick again (return to the top of this .
paragraph). . ; o - |

: g i R T 28I4"G : )zgi: i : S ! :
You! try to:spur your horse forwards, but it rears '
back in: hotror from contact with the strange crea-
ture, enabling the Old One to:dart in and swing its
mace at you. Your Defence is 7. If it hits you, take
damage in the normal way and then turn to 304. If it.
misses you, will you try a Tiger’s Paw punch (turn to:
264) or;hack at it with your Sceptre (turn to 274)?

. i Ho, . :
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The republicans of Serakub do not take to your ugly ‘
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faceand you haven't the charisma to persuade them
'to be your allies any more. You are forced to leave
the city without the promise of support. Turn to 99,

! 286

The horsewomen cha%ge back to assault the Monks,
which proves effective in driving them back. But in
the meantime the Rain of Doom have pulled back,
and Honoric's cavalry, some 1,300 strong, .has
charged Gwyneth’s cavalry, alone by the farm. Out-
numbered two to one, the cavalry is swept aside by
the onslaught, and the Bringers of Doom presson to
crash into the right flank of the defenders at, the
ford. This is too much for them, and they break and
run pell-mell. Soon your whole army has been
routed. You are caught in the open, trying to rally
your troops, by a squadron of the Bringers of Doom
and slain out of hand. i

- 287 , i
You have excited them by the thought of striking a
blow against the Spawn of the Rift and you are
fortunate in that the Boule members become so
impassioned and wrapped up in their own oratory

. that they forget about the allegation levelled against
you. You interrupt to say that if you succeed against

Honoric you will then tum your powers against the
denizens of the Bowels of Orb. Turn to 307.
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This time you manage to rout the enemy cavalry
completely. A great cheer goes up as, the men
stream away in headlong flight. Quickly you swing
our tired cavalry around into the flank of the
Legion. Elite force as it is, even the legionaries
cannot hold against such an attack forlong. Some of
the units break and run, and the rest of the Legion
falls back in an orderly fashion. The Doomover!
Levies also run, despite the swords of the Horn-

groth.

soon the whole of Honoric’s army is in retreat. You
have a victory! Your army gives a joyous shout
which gladdens your heart. However, your soldiers
are too tired and depleted to pursue and finish
Honoricoff. Once again he has escaped with hislife.
Note that you are unable to pursue. Turn to 250.

X ,‘
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The enemy is taken by surprise, thinkirig that the:

mercenaries were the only force still offering resist-

ance. There is confusion and turmoil in the ranks.

The fear of death before the walls were taken has

already given way to relief. Thankful to be alive, the

Orcs are not prepared to face a new foe. The Dark

Elves, however, are made of sterner stuff. The

commander, a magnificently accoutred woman
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with walst~length raven tresses, has a blacksteel
sword that has already taken the life of Antocidas’
second-in-command this night. Will you. order
Gwyneth to charge the Orcs and see if you can
scatter them (turn to 305) or hurl a Shuriken at the .
commander and then charge the Dark Elves (tum to}
319)? v A o P i

po i 0 o ;

290 i
The thousand-strong force sets out at a run to
support their comrades at the stream. They arrive
just in time to stop a rout - indeed, the enemy is
thrown back briefly. Then, to your horror, you see a
line of horsemen, with the heavy Cataphracts of the
Bringers;of Doom shod from head to toe in glowing;
chainmail at the centre, thundering towards you
from the direction of Tallhill; They have circled
around your left flank, driving straight for the back
of your warriors at the stream, aiming to crush your
men as, if between hammer and anvil, the hammer
the cavalry and the anvil the Doomover Levies and
Honoric’s allies. Already the “anvil has crossed the
ditch and, is forcing your men back. They could
break at any time. You must act now. Willyou order |
your cavalry to meet them head on (tum to 240) or i
order Doré le Jeune and his Paladins tojoin youand '
lead your cavalry personally to meet them head on .
(tuml‘0300)7 o iil Lo ‘? sl i
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" ; 291

The Throwmg Star collides with the great sp1ked
club and ricochets harmlessly away, to be pickedup
by one of the Orcs. You have lost your Shurikenand -
the Troll is closing to do battle. You may, use the '
Kwion’s Flail kick if you were taught it by Grandmas- -
ter Togowa on Mount Gwalodrun (turn to 211), the |
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Leaping Tiger kick (turn to 195), the'Iron Fist punch
(turn to 173) or the Whirlpool throw (turn to 155).
o292 L
The ogre roars and tries to smash you with its
ham-like fists. You must try to block the blow, and
your Defence is 8 for this purpose. If you succeed,

turn to 302, If not, turn to 312.

! 293 -,
Shadazar throws her black arms aloft. She is utter-
ing the climactic phrase of the Invocation of
Heavenly Wrath as your Shuriken buries itself in the
back of her brain. She stumbles forwards to the edge
of the turret then tumbles over the battlements. She
is still able to shriek a curse as she falls to her death,
but she is speared upon the banner held by one of
her Orcs before the dying curse is finished. You
appear at the battlements just as both sides look up -
to see who has tumbled the commander of the:
Spawn of the Rift to her death. There is a great moan
from the forces of evil, who break and run towards
the city gates to the sound of delirious cheering from
your citizens. You have delivered Irsmuncast from
the forces of evil. Your support from the people will
be unwavering if you can govern wisely. Turn to 11. ;
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The Old One lies dead at your horse’s feet. You look
up to see that the cavalry charge has pressed on and
that the Legion is now beating a hasty retreat, in
some disorder. You order your men on, to swing
around Woodnugget Wood and attack Honoric’s
allies at the ford. However, at the sightof the Legion
falling back, the Doomover Levies on the far left
break and flee, despite the swords of the women of
Horngroth. Realising it is hopeless, Honoric’s army
begins a general withdrawal. However, your forces
are too exhausted to conduct a pursuit. Note that
you are unable to pursue. Turn to 250,

' '+ 295
You tell the wolfen that you are Avenger Overlord
of the City of Irsmuncast nigh Edge in the eastern
Manmarch. To your surprise the wolfen seems to
understand. He replies that he is Ogg Red-hand,
Lord of the mighty Cavalry of Resplendent Empire.
His language is the common tongue of a millennium
past, all but unrecognisable. You are able to convey
to him the reason for your visit to Greydawn, and he
says that he will take you to meet the rulers of the
city. He seems to believe your improbable story.

You cannot tell whether he is cunning or plain -
stupid, but he looks unpleasantly dangerous. Turn

to 335.

i
b

i 296

You had told the White Mage of what you had seen

some hours earlier. Standing nearby, he says quiet-

ly, My time has come, Overlord,” and then he ‘
mutters something inaudible. Suddenly he takes to

the air, to the astonishment of all those on Colwyn’s
Mound, and flies towards the Wickerwood. Just
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then three wiriged creatures, the wyvérns, flap up
from behind Manor Ridge and streak:towards the
, men of the Spires. The White Mage, high in the sky,
* his robes glittering in the sun, flies to. meet them
. with bolts of lightning, words of power and potent
.. magic. The wyverns encircle him, lungeing with
'~ theirjaws and whipping their poison-barbed tails,

' ! Then the crossbowmen of the Legion, the Rain of

Doom, begin to fall back, and Honoric’s regrouped

cavalry prepares to charge Gwyneth arid Hivatala’s -

cavalry positioned near the farm, and Crossway

Copse. Will youorder your cavalry to charge in'and

; meet them (turn to 316) or, taking Doré le Jeune with

r you, lead your cavalry personally; in a counter
i charge (turn to 326)?; g o :

i FERE b
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~ (The enemy is taken; by surprise, thinking that' the
[ . ~mercenaries were the only force still offering resist-
|, ¢ 'ance. There is confusion and turmoil.in the ranks.
:  The fear of death before the walls were taken has
% . already given way to relief that they still live. Thank-

§. :ful to be alive, the Orcs are not prepared to face a
. new foe. The Dark Elves, however, are made of
| v+ sterner stuff. The commander, a magnificently

"5, accoutred woman with waist-length raven tresses,

* ' hasablacksteel sword that hasalready taken the life
i of Antocidas’, second-in-command’ this night. She:
' ' shouts orders and then spurs her owrl horse 'for-:
1 ', wards. She points the sword at the nearest swords-
.. women and a bolt of purple flame erupts from it, -
4 killing several of them instantly. The other; Dark:,

, 1 Elves meet the charge and the Orcs; are rallvi g. o

| Gwyneth is about to be attacked by the Dark Elf' .
~commander. You are some way behind. Will you '
rush to her aid (turn to 315) or hurla Shuriken? You ' .
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may use Inner Force if you wish, but you mus't'
decide now (turn to 33%). : ‘

ool o
in the deadly mélée, you are cut down and tramipled
to death by a squad of Cataphracts, armoured from .
head to toe in gleaming scales. So does death come : i
quickly, visiting both beggar and king with equal * - i

ease. . . o o~ H i D
g o4 :];5( F ‘
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W Ci f;i ! . ! i
ianc A AU
" <SR I R I ‘
o
: ! r
| t 299 i

T !
The Sce};t'i'éii‘s secured in a moment and the 'secret
doorway creaks open, revealing rough-hewn steps
leading downwards in semi-darkness. The Senes-
chal finds a torch. in la bracket at the stairhead and,
striking flint and tinder, sets it alight. Turn, t0.329.

SIFL TR 5::'?; ! 0300 it i %i;i i‘“i% by .
Quickly you shiout orders and call Doré le Jeune'to '
your side.:Up above, the White Mage has shin all : *
the wyverhs, but the price is high. He floats earth- ..
wards, his white'robes splashed with;crimson, his . ¢
face a contorted mask of pain. He may yetlive. v .0

Then, raising your Sceptre high above:your head," -
you cry, ‘To battle} For Irsmuncast and freedom for .
alll’ Doré le Jeune shouts, ‘For Rochevall’, and the *
men and women behind you, surging, forwards, -
give a great shout of, “Avenger!’ You are filled with
exhilarationias you charge forwards, a thousand or
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more warriors at your back. Ahead of YOU; anothe,
line of black-clad horsemen race to meet you.

The impact is shattering as the two lines meet. Yo,
find yourself face to face with a Worshipper ¢
Death, a captain of the Wings of Death. You de.
spatch him quickly. Beside you, Doré le Jeumne ang
his Paladins are like a tornado, laying about ¢,
terrible effect. What follows is a whirling, runnin

battle that seems to end as suddenly as it began,
Honoric’s cavalry.is retreating fast, though in gooq
order. You have led your cavalry to victory. It wag
your presence, and that of Doré le Jeune, which
gave the men that extra vitality. But they are badly
mauled. Some way off, the enemy horsemen, bui-
lied by their officers, are regrouping for another
charge. Looking back, you see that your men at the
stream have been forced back to Colwyn’s Mound.
The battle hangs in the balance. Roll a die. If you

...scorel, 3or6, turn to 310. If youscore?2,4 or5, turn

to 320.

¥

| 301 I
It has become clear to ail present that you must seek
an ally, one with a professional army that can be
ready to campaign in the Manmarch by the first day
of Grimweird. All agree that only you have the
charisma to persuade another city to come to your
aid. Buttime is running out. You ask for suggestions
as to the best choice of a city for you to visit on a
diplomatic mission to enlist the support of another
army. Greystaff throws up his hands and says that

- he knows nothing of armies and war but that his

Temple will provide healers for the army, The De-
magogue makes the first suggestion: ‘Surely there is
but one choice, Overlord. The Spires of Foresha-
dowing have lived under the threat of war from
Doomover for all living memory. Their armies have
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cJashed three times this century. With the Tools of
Fate on our side we may yet win victory.’

Hengist speaks next: “The forces of Fate are not our
natural allies. At Wargrave Abbas, beyond the
Mountains of Vision, we may enlist the aid of the
monks of Kwon and the shieldmaidens of Dama,

who also have a temple there.’

Too far,” says Antocidas. “You could never return
from there with an army in time to defeat Honoric.
He would be defending our own walls against us.”

Turn to 251,

302
You leap over its scything arms and dart past the
Jumbering beast into the night before it even has
time to grunt in surprise. There is pursuit, but your
mastery of ninjitsu enables you toavoid it with ease,
and soon you are running back to the safety of your
own forces. Turn to 100.

: i 303 ; |
You call your challenge lustily. Shadazar whirls
around, her robe ballooning up to reveal lissom
black legs, but she has reached the final phrase of
the Invocation of Heavenly Wrath and the bolt of
lightning that cracks down from the sky is directed
at you. There is nowhere to take cover on the turret,
and it reduces you to a blackened husk. Shadazar
will be victorious and the eastern Manmarch is lost
to man. AN ‘
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. As the blow coninects you feel a surge of sorceroy,
© renergy that.emanates from the black glowing mace
threatening to engulf you. Make a Fate Roll, but
subtract 2 from the dice for this Roll only. If Fate
smiles on you, turn to 314. If Fate turns her back o,
. you,turn to 324. I ! L
305 Y

Gwyneth leads the charge on the Orcs personally,
. The Dark Elf commander soon divines your inten-
j  tion, however, and spurs her horse towards
' Gwyneth’'s. She points her sword and'leads a
, Charge.of her own against the footsoldiers who form
' the backbone of your force. The Orcs melt away
' ' before Gwyneth’s charge, only to re-form and rejoin
i the fray as soon as she turns to new quarry. The
Dark Elf commander's sword belches a gust. of
| __ purple flame, killing many of the swordswomen
" instantly. The Dark Elves have woven a powerful
enchantment that has caused the chainmail worn by
- the followers of Dama to grow red hot. Theisleeve
. guards in your own costume have burnt through
the cloth and are scarring your'armis. You wrestle to
| cast them to the ground as the main attack comes.
i 1+ Gwyneth has puta hundred Qrcs to flight, but your
it forces are split and defeated piecemeal, manyiun-
' able to fight due to burns. There is nothing you can

: do but die honourably, avenging your people. | .
. . o =i i
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Three large winged reptilian creatures flap upwards
from the vicinity of Sawdon Freeman’s Farm. They
are wyverns, fearsome beasts with powerful jaws
and poison-barbed tails. They streak down at Hiva-
tala’s soldiers, to wreak terrible havoc. Within mo- ;
ments the swordswomen break and: run. The
enemy surges across the ford. As the enemy charges
your cavalry near Woodnugget Wood, soHonoric’s
regrouped cavalry charges there also. Soon your
whole army:is in full retreat. You are caught in the
open, trying to rally your troops, by a squadron of "
the Bringers of Doom and slain out of hand. :
, e ‘
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Your words provoke another storm of debate. One .
of the followers. of Dama says that: the cause is a
noble one and she calls upon the followers of Beatan
to vote with them to become your ally. The head of
the Boule, a learned man called Obuda Varhegyen,
a follower of Beatan, commands rapt attention as he
speaks, saying that to become your ally would be to
strike a blow against law and that the rule of the .
wargod would bring fatal stagnation and, limitation
of possibilities. The nature god’s followers appear
unconcerned, and the followers, of Nemesis are
against you: one saysithat to send forces as far away
as the Manmarch is to invite attack by the Spawn of
the Rift. When. the vote is: taken, however, it is
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marginally in your favour. You are asked to a meet.
ing of the Boule leaders immediately after the other
items of public business are settled. Turn to 227.

_ 308 '

Doré le Jeune gallops away and leads the cavalry in a
full-blooded charge, giving a great battle cry of ‘For
Rocheval!” Force-Lady Gwyneth leads her Warrior
Women in an equally breakneck charge. They catch

. the enemy cavalry just as it is trying to re-form,
* There is a sound like thunder. as the charge slams

home - the whole line of enemy cavalry is physically
thrown back, many tumbling into the ditch. Unpre-
pared, the men suffer severe casualties and turn and
run immediately. Two thousand crossbowmen step
forwards to open fire, but Gwyneth sounds the
retreat and your cavalry returns to your lines in
good order. ; ; .
You have won a temporary victory. Although they
have lost some men, Honoric's cavalry begins to

re-form and the Legion advances once more. Turn
to 328, : '

309

At last you march to meet Honoric, the man who

has done so much to try to encompass your Doom.
You have cautioned the Demagogue to watch Lack-

land like a hawk and to defend the walls staunchly
until you return victorious. Unskilled troops are far
more useful behind city walls than in the field, and it
takes a sizeable supetiority in numbers to take a
walled city by storm. You make a fine array of
troops, footsoldiers, cavalry, archers, magicians,
priests and healers, with as rearguard Glaivas, his
Rangers and the Paladins, including Doré le Jeune.
After five days’ march your scouts tell you that you
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are nearing Honoric’s force, which outnumbers
our own., Morale is good and you decide to give
pattle. You make camp outside the village of Beech-
pridge in the valley of the River Fortune and tell
our commanders to see that your troops want for
nothing and are well rested for tomorrow. The
information you have about Honoric’s force and its
dispositions is fairly meagre. Will you put on an
eye-patch to conceal the glowing Orb and do some
scouting yourself (turn to 2) or save your energy and
rest well before the battle tomorrow (turn to 342)?

: 310

Suddenly there is a great shout of triumph. Youlook

to its source, and you are gripped, with despair.

Honoric’s men have broken into the farm, and

Antocidas’ mercenaries are retreating in disorder.

You lead your cavalry to the farm as quickly as you

can, but within seconds the rest of the defenders,

attacked in the flank, are fleeing hopelessly. The

Legion of the Sword of Doom and the Legion of the

Angels of Death surge forward. You meet them
head on, but it is not long before the regrouped :
cavalry of Doomover slams into your rear, cutting

your force to shreds. An unseen sword, thrust into

your back, abruptly ends your life.

1

The Sceptre seems to have a life of its own. It i
™




. wards the throne using the,

pointing towards tf\e'E throne: §16w]y 'you walk to-
Sceptre like a divinin

+ rod until the Sceptre’s head is resting against the

jedge of a raised square of marble on the throne,
which the griffon’s head on the throne is also facing,
If you have the skill of picking locks and disarming
traps, turn to 13. Otherwise turn to 51. L

. 312 ; byl
Its fist cracks a rib, and;you reel back to lie sprawled
on the ground. Already you can hear the sound of
approaching guards. You leap up, but by the time
you have despatched the ogre many soldiers have
arrived on the scene and 3Jou are overwhelmed and
slain.

[Pl . : i
313 P

+ Shadazar throws her black arms aloft as you cree};
I stealthily up on her. She is uttering the climactic

phrase of the Invocation of Heavenly Wrath. The
garotte wire flexes in your hands as you prepare to:
strike, but Shadazar suddenly senses your pre--
sence. She abandons the spell and whirls to face

you, her robe belling up to show lissom black legs. -
She has time to utter a Word of Power in a language -

you do not understand before the wire slices into

‘her neck. The wire slices ever deeper, but,even as ;
she dies she clutches you to her and you cty out ini*

B

pain. Her fingers have grown into red-hot pokers *.
which sheiis driving deep into your vitals. Thereisa '

_boiling and hissing from inside you, but you try to
192 T
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hang on grimly as your corded muscles drag the
wire ever deeper. Lose 9 Endurance. If you are stjy
alive, the pain lessens as Shadazar dies and he,
fingers return to their nérmal long-nailed form. Yo,
stagger back, and her body topples over the battle.
ments to lie sprawled awkwardly on the grass of the
Palace gardens. You appear at the battlements just
as both sides look up to see who has toppled the
commander of the Spawn of the Rift to her death,
There is a great moan from the forces of evil, which
break and run for the city gates to the sound of
delirious cheering from your citizens. You have
delivered Irsmuncast from the forces of evil. Your
support will be unwavering if you can govern wise-
w ly. Turn to 11.
314 :
You manage to overthrow whatever magical force
T threatened you. The Old One growls in frustration,
: - Willyou try a Tiger’s Paw punch (turn to 264), hack
at it with your Sceptre (turn to 274) or spur your
horse forwards into the Old One (turn to 284)?
| 315 R
\ You are too late. Gwyneth'’s horse shies in the face
i of the purple fire and she is thrown to the floor and
I trampled underfoot by the horses of her own
4 swordswomen. The Orcs, recognising her, cheer
‘ and, much-heartened, return to the attack. The
. fight is lost and the only thing you can do is die
honourably, avenging the deaths of your citizens.




V

316
your cavalry surges forwards and the two forces
meet with a resounding crash, the ring of steel on
steel. But the heavy cavalry, the Bringers of Doom,
the élite of €lite, wins the day, and your cavalry is
sent reeling backin disarray. The Bringers of Doom

cess on to crash into the right flank of the defen-
gers at the ford. This is too much for them, and they
preak and run peli-mell. Soon your whole army has
peen routed. You are caught in the open, trying to
rally your troops, by a squadron of the Bringers of
Doom and slain out of hand.

317

The Cave Troll’s momentum carries it onwards and
you succeed in toppling its balance. Unfortunately it
surges powerfully in your grasp and redirects its fall
so that you are pinioned on the floor beneath its -
bulk. It grinds the black spikes of its club into your:
back. Lose 5 Endurance. At last you succeed in

squirming free and returning to the attack. Will you

use a Leaping Tiger kick (turn to 347), an Iron Fist

punch (turn to 337), or, if you have been taught it by

the mystic Togowa on Mount Gwalodrun, Kwon's

Flail kick {turn to 357)? !

318 , -‘
Your warriors stand, ready to receive the charge of -
the Doomover .cavalry who, reordered, 'race at
breakneck speed, the sound of their hooves filling,
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the air like thunder: ‘Onthe Jeft, Glaivas™ Rangg,,

. ambush the vanguard of Honoric’s allies trying i,

i cross the Old Bridge. Fire arrows, pots of Greek iy,

; .and guerrilla-like raids by Glaivas’ Rangers, hay.

t 1t idened warriors, throw them back in surprise anq

', ' confusion, The Old Bridge goes up in flames. Th,

- enemy will have to build some kind of temporary

. bridge to cross now, under fire from Glaivas and hig

., men as well. The Doomover Levies and the Legion

©* of the Angel of Death are now approaching Cross.
way Copse. 11 TR :

Pl i bl 3 P
Honoric’s' cavalry comes hurtling, through - and
drives into the men of the Spires‘withi a resounding

3 crash, the clash of steel on steel.| Your men: stagger
I i back, and it looks for a moment as if they will break,

. butDoré le Jeune is there to rally them and they hold
: "on, just. Then, miraculously, the enemy cavalry is
thrown back. The men retire behind the infantry

| close behind them. Then the five-thousand-strong
swordsmen of the Legion utter a bellowing battle-

cry and charge forwards into the men of the Spires,

-1 1 who begin to waver under the pressure, i

P

w4 'Will you order your reserves forwards to reinforce
e your struggling soldiers (turn to 358) or order the
"}, cavalry of Irsmuncast and the cavalry of the Spires
!} tochargearound ina pincer movement at the flanks

‘ . of the Legjon of the Sword of Doom (turn: to 368)? .-
’ B : U IE I
Gwynethleads a charge as you pullout your Throw-
ing Star and the Dark Elf commander points: her
blacksteel sword straight at her, If you would like to
use Inner Force as you hurl the Shuriken at the Dark:
_Elf, turnto 349. If not, turn to 367,
g . :

t
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320

Quickly you survey the battlefield. The men at
Hartwig Fell's Farm are still grimly holding on. Will

ou lead your cavalry back to charge the Doomover
{ evies and Honoric’s allies in the flank (turn to 220)
or pursue the cavalry ahead of you to finish iit off. .
(turn to 230)? . ‘ I I

; i P o
coow 320 T

You look’ to Gwyneth next for her suggestions.
‘Return to the city of vour forefather’s avenger,
Serakub Beyond the Rift. I am sure that you could

ersuade [Ilivatala, the Swordsmistress of the
Guard at the Temple to Dama.there, to ride to our
aid. I will give you a scroll sealed by my seal and by
the seal of the Temple in which I will add my, own
words of persuasion to Your Majesty’s.” Turril to271.

T 322 i
You charge forwards but, at this, so do they. Within
moments,you have been surrounded and hacked to
bits by many men. Your adventure ends here.

Tl
G g 323y P ¥
The grey skin bulges where the three necks meet,"
high, up, on the beast’s body, as if there were an . '
important nerveicentre buried just beneath it; Your .
Cobra Strike punch hits home and your fingers sink
into a surprisingly soft flap of skin. The monster
' : o ! N
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convulses and collapses to the ground at your feet
Though invisible, its pulse can be felt and j
weakens gradually and then stops altogether. Yoy
decide to leave the corpse for the ants that will
detect it by smell alone and continue on your way,
This unnatural creature is a creature of the dark-
ness, most likely a pet of the Old Ones, you sur-
mise. Turn to 343.

324

You feel a cold numbing in your very soul - some
part of you has been sucked into the mace. Lose 1
point of Inner Force. If you have no points of Inner
Force left, turn to 334. If you have any Inner Force
left, will you try a Tiger's Paw punch (turn to 264),
hack at the Old One with your Sceptre (turn to 274)
or spur your horse on in an attempt to knock the Old
One over (turn to 284)?

325

‘As you begin to walk past the wolfen, trying your

best to ignore him, the pupils of his eyes narrow to
slits most alarmingly and most of his retinue begin
the Prayer of the Forgotten Hero, which can mean
only that they know he is going to attack you. You
duck instinctively as with a blood-curdling howl the
wolfen draws a sword and cleaves the air above
yourhead as if his sword were a natural extension of
his arm. He.leaps from his horse and presses home:
the attack ferociously. You are wounded almost to
death before the berserk beastman breathes his last,
but his death will avail you nothing. You havekilled
the commander of Greydawn’s cavalry. One of the -
servants gibbers in terror that you will be impaled if

: youenter the city. You still have time to retrace your

steps to try to win support from the City of Serakub.
Turn to 365. :
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326

you gallop forwards on your white charger, Doré le
Jeune and his Paladins beside you, to take up a

osition at the head of your cavalry. ‘For Irsmuncast
and freedom!” you cry, lifting your Sceptre high, as
Doré le Jeune shouts, ‘For Rocheval” If you fought
the duel with Honoric before the battle, turn to 158.
If you refused to fight, turn to 346. j; :

‘ 327 é
The huge Cave Troll shakes its great club menacing-
ly as you try to make it strike and miss before
dodging in to attempt the Whirlpool throw. Your
Defence as you provoke its attack is 7. If it hits you,
the black spikes of its heavy brazen club have
embedded themselves in your shoulder and you
have lost 7 Endurance. Whether it has hit or not you
are now close enough to try the Whirlpool throw.
Turn to 317.

- 328

This time the crossbowmen move in on foot. They
are able to re-form much quicker than the cavalry,
and the Legion is able to cross over behind the
crossbow screen. You dare not unleash your cavalry
at them, for they would be cut down in droves. On
the left, Glaivas’ Rangers ambush the vanguard of
Honoric's allies trying to cross the Old Bridge. Fire
arrows, pots of Greek fire and guerrilla-like raidsby |
Glaivas’ Rangers, hardened, warriors, throw them
back in surprise and confusion. The Old Bridge goes
up in flames. The enemy will have to build some
kind of temporary bridge to cross now, under fire
from Glaivas and his men as well. The Doomover
Levies and the Legion of the Angel of Death are now -
approaching Crossway Copse.
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" The crossbowmen fire'a volley and thenipart aws,
. toleftand right, split into two groups of thotisang
" men. A great drumming sound fills the air, and
- Honoric’s cavalry comes hurtling through ang
+ drives into the men of the Spires with a resoundin
. .crash, the clash of steel on steel. Your men stagger
', 'back: It looks for a moment as if they will break, but
' | DoréleJeuneis there to rally them and they hold on,
. The enemy cavalry, already dismayed by your pre-
- 'vious charge, is thrown back, again; the men retire
i’ behindthe infantry.; Then the ﬁve'—thousand-strong
i ; swordsmen ofithe Legion utter a bellowing battle-
. cry and charge forwards into the men of the Spires,
. who begin to waver. Quickly you order your:re-
1+ serves, another thousand men of the Spires, ,for-
! wards as reinforcements, and the situation stabil-
' ises. A bitter stand-up fight to the death is under-
way. The crossbowmen are guarding;the flanks-of
i} their infantry — you, are itching to send your two
! ‘cavalry units inwards in a pincer: movement, but
'y . they would run foul df the Rain of Doom. As this
' . goeson, Hartwig Fell’s Farm falls under attack from
“i | the Legion of the Angel of Death and the Doomover
' ‘ Levies. ‘ o

v If you infiltrated Honoric’s camp last night and
. 1 discovered the contents of three plarge wooden
'+ boxes, turn to 348, If you do not know the contents

i i

I of the boxes, tun to 338. "

‘ e g
i ; . i i i
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) | c39h
't The Seneschal pulls on the torch bracket and the.
- '\ .7 secret door swings shut behind you. Until the Orcs

. i can fathom its secret you are safe from pursuit. The.
"+ torch lights a chamber at the bottom of the stairs, v
i The chamber contains a table, arcane tomes and -

', . scrolls, and a parchment bearing strange hiero-
li{:! 200 ‘> . ; ;ié ix s E i;\ ‘. :’ H
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lyphs hangs on one wall.Hete it was'that you had
the misfortune to,encounter an Old One, one of the
nameless horrors of the deepest, catacombs of the
Rift. The Seneshalreaches for oneé of the scrollsand . .
anfurls it, but you caution him that there isno time
to lose. ‘But, Overlord, these may be magical scrolls! ;' |
of use against the despoilexs of our city.” A red glow, i !
creeps around the walls. The Seneschal screams, !
drops the scroll and looks at the spot where it falls as B
if it were a viper. His body jerks and he falls to the -
floor. The torch:goes flying and all is lost in dark-
ness. Ever the night vision of an owliis to no avail
here in the Palace dungeons. By the time you have
found the torch and nursed it back into flame the
Seneschal is already dead. The back of his skull has
been laid open, to reveal the pulpy morass of; his
mangled brains. There is the faintest sound of some- .
thingapproaching and you steel yourself, waiting *
for your unseen foe to attack. Will you turn around
suddenly in.case the thing that killed the Seneschal
is going to attack the back of your head as well (furn
to 137) or remain facing the fallen body (turn to 181)?
If you try to look through the emerald Orb all you:
can see is a confused mass.of light., : | ‘% Do
N LT TCE S S I ]
L3300 ]
You jump high into a somersault, drawing shouts of
approval from:your ownilines and surprising Hon-
oric,completely. He wheels to face you but you lash
out with incredible speed, a Winged Horse kick that
sends him staggering back. Note that he has lost.5 -
Endurance. He growls in anger and pain. Turn to. b
350. R h‘ Eff‘;‘\j .{ ’s ’ R, n .
cobbald NI 331 0 T
The Shiriken is whizzing through the air just as the
Dark Elf commander:is pointing her sword at
VI Y RS R 201
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(i;ryneth. it you used Inner Force to hurl it at the

Dark Elf, turn to,349. If not, turn to 367.

332 -
At this, one of them says, ‘There’s an intruder in the
camp, some filthy spy of that lily-livered so-calleq

3

' king of Irsmuncast, no doubt. Line up here, We've

been delegated to find him, and you can help ust’

"About time you Aveneg boys did something,” says
another, which causes a ripple of laughter nearby.
You join the ranks of men who are searching for

" you. It is an easy matter to slip away behind as they
- comb the camp, and it is not long before you are

running through  the night towards your' own
troops, laughing to yourself at the stupidity of the
men of Doomover. Turn to 100.

. : . 333 . o
The Throwing Star has buried itself in the Trolt's
face before it has even begun to realise what is
happening. It staggers but does not go down. Its
vision is impaired, however, and you may increase
your Defence by 2 during your battle with the grey
warted Troll. It is also wounded. Roll one die and
subtract the result from the Cave Troll's Endurance
of 20. The Orcs cower back in fear as you attack. Will
you use the Leaping Tiger kick (turn to 195), the
Kwon's Flail kick, if you were taught it by Grand-
master Togowa on Mount Gwalodrun (turn to 211),
the Iron Fist punch (turn to 173) or the Whirlpool

throw (turn to 155)?

: 334 ‘
All your will and volition have been drained from
you, You are now a zombie under the control of the
Old One.. It forces you to order a general retreat

202




pefore you are taken back to Doomiover as an object :
of ridicule, an amusing entertainment, before you
are finally executed. — o

s,
: ‘335

Ogg escorts you through the streets and squares of
Greydawn, each of which boasts an equestrian sta-
tue of Moraine, the God of Empire, majestic and
arrogant. Ogg tells you that some of the statues are
three thousand or more years old. As you pass a-
blackstone temple that is built in the shape of the
Whirlpool, of Nemesis, the Supreme Principle of
Evil, Ogg'Red-hand makes obeisance, describing
the shape of a whirlpool on his forehead. The sight
of the wolfen doing this seems strangely bizarre,
and it makes your flesh creep, At last you stand
before the most magnificent temple you have ever.
seen, Great columns rise up in row after row to-"
wards mosaic roofs of lapis lazuli and gold-leaf
somehow inured to the weather. Another shining
golden statue to the God of Empire stands astride
the enormous stairway that leads to the temple
gates. Inside you meet two whom Ogg says are
rulers of this strange city. Turn to 395.

: b 336 s
When Honoric sees your approach, he shouts an
order and out of the Manor House comes a small
force of Orcs, ogres and Dark Elves. Doré le Jeune
instantly cries, ‘Riftspawn!’ and charges to attack,
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-7 forcing'you to order your men to charge' behing
' :  him. While you are engaginig them, Honoricand his
;  remaining troops. make good :their escape. Sogp,
- your superior force has routed the:creatures of the
Rift, but your warriors cannot go on to -pursye
Honoric. However, his army will not be a threat t,
the Manmarch for years to come. Tiredly you set
about the task of setting your weary army’s foot-
steps on the road to Irsmuncast, still threatened by

. themen of the Rift. Turn to 420. L
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The Cave Troll has, begun whirling its, great brass
club around its head, hoping to sweep you off your
-« feet when the club hits home. The club’s black
- spikes whistle menacingly through the air as you
. dartinto deh’ver\a’ straight punch to its midriff.

CAVETROLL ¢ b

- {iDefence against [ron Fist punch: 6 .
P . Endurance:20. | 00
i Damage:2Dice +1 {jF i,

0 N . YU ow
‘If you have defeated the Cave Troll, tumn to 411,
3 Otherwise the club is whistling towards your own
_midriff. You try to leap high above it. Your Defence
is 8. If you are still alive you may try the Leaping
. Tigerkick (turn to 347), the Whirlpool throw (turnito
327) or punch again (return to;the top of this para-
graph).
. i o i 338 : T
Then three winged creatures flap upwards from the
, area of Manor Ridge. They are wyverns, vicious

LN

' 3 Lo
! i i

1 creatures of great power. They streak -down to

© attack the men of the Spires defending the line from,
the farm to Colwyn’s Mound, killing: the: men in.
droves with great bites of their jaws and whipping,
204& i ‘ b | i & lﬁr P
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swings of their poison-barbed tails. This is too much
for the men, who break and run in full retreat. The
enemy comes pouring through. Many men swing
into the rear of your men at the: farm, ;Soon your
whole army breaks into a frenzied rout. As you'
desperately try to rally your soldiers, you are cut ;
down by a group of heavy cavalry almost incidental-
ty. They do not even know who you are. But,
perhaps, you will be remembered in a song, some- i
where. P ae NNC P b e

'
1
o

4 ned
d N e 3390 .
Shadazar'sipurple robes billow in the breeze ab she
‘nvokes another bolt of lightningifrom the heavens.
She has her back to you and is intent upon her spell,
only fivemetres away. Will you creep up behind her
and use your garotte (turnito 313), hurl a Shuriken at
the back of her head:(turn to 293) or call out to herin:: |
the hope that this'will put her off her spell (turnto
303)7 v gt bano g w0
L

H
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Yot jump ‘to meet him. You' manage' o, grab his !
wrist, but when you try to throw him you find that’,
his stfength is stich that you cannot move him.He
whips his arm'across in a great buffeting blow and  *
you are flung back. Lose 2 Endurance. Turn to 350., .

The Demagogue knows little of the ways of war,
and in following his advice you have made a bad -

]: 4 S -'55) ( !.g i205




mistake. Dividing your forces in two leaves you tog
weak to defeat Honoric,; who inflicts a,crushing losg
on your army. You are killed while rallying some of
your troops, who are being pursued from the field,

AP
Dawn breaks. Examine the map opposite. Cur-
rently your army is encamped along the Greenridge
and Tallhill. As the sun rises you can see 2 stream of
village refugees hurrying over the Old Bridge and
down the road. The reason is obvious. Sprawled

-around the Manor House is the army of Honoric,

the leader of the Legion of the Sword of Doom, their
lines stretching from Sawdon Freeman’s Farm to
Squires Hill. Your scouts, Glaivas’ Rangers, are out
at the stream, as are the scouts of the Legion. Soon
they will return with news. You begin issuing

* orders to bring all your commanders together for a

council on this portentous day. If your allies are the
men of Fate from the Spires and Fiendil, turn to 352.
If they -are -the worshippers of Moraine from
Greydawn, turn to 362. If they are the warriors of
Beatan and Dama from Serakub and Aveneg, tum

to372.

- . 343
You have not gone much further when a new threat
presents itself. Three giant crows, each large
enough to bear a man, carry three figures towards
206 | .
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" Doré le Jeune gives a joyousishout and

' i
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you. Your excellent vision, not of the green world of

! the planes as seen through the Orb, for these ar,
. natural beings, allows you to tell at a distance tha;
* they are Dark Elves, probably spellcasters, for they

carry only short stabbing swords and,wear ng

| | armour. You decide,to take a stand. between ,

gaunt tree that has been struck by lightning, ang
a pier of naked rock. The crows glide clumsily o
the ground and the Elf riders dismount. at: three
comners of a triangle of which you form the centre,
Each wears a strange purple headdress with a blo-
ated green spider perched ontop. They:are instantly

~ @ recognisable as worshippers of 'Nullag, the Sup-
t . reme Queen that rules in Malicious Envy. ‘Each
. Places aismall purple executioner spider,on the
, : ground before them. The spiders areno bigger than
- a man’s thumbnail, yet their bite kills. a horse in

seconds. Each casts a spell upon the spiders.and

. then all three chant musically in unison your name,
Avenger. You have been named as the: one:the

spiders must attack. Turn to 373, wi
i i T A TR
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i

spurs his
horse forards. A great rippling roar goes up from
your cavalry and the men pound forwards, hell for
leather, jlooking fearsome with their swords high in

: the air and glittering, in the sunlight, The footsol-

, diers surge forward, soon outdistanced by the
. cavalry. It is,a magnificent 'sight. However,, they
'; have trouble crossing the ditch, and the crossbow-

men, the Rain of Doom, step forward with military
precision and unleash a volley of bolts with crip-

- pling accuracy.. The cavalry re-forms and charges

onward again at full gallop. But there are imore

' crossbowmen than cavalrymen in any case, and



they are the best crossbowmen in the Marnmarch.
yolley after volley crashes into them. Rank: after
rank go down as if they had ridden intoa stone wall.
The carnage is terrible to behold. Within seconds
our cavalry has been decimated. None reaches the
enemy. They simply break and turn tail, streaming’
past the infantry, which stops and wavers, uncer-
tain, as the cavalry flees. However, the Elves have
been pouring a withering fire into the flanks of the
enemy, nearest the wood, who are edging away.

T ! i
Suddenly the crossbowmen of Doomover, with
drill-like movements, hurry aside to enter the wood
in an attempt to flush out the Elves. Behind them,
the Legions of the Spires and Aveneg, the women of
Horngroth,; the ;men ,of Mortavalon and the
Doomover Levies utter;a throaty, roar and charge
forwards;—;eight_thousand men rushing ina mass, a.
frightening sight..; i ' T RS

) [

Will you drder your men to stand their ground (turn.
to 374) or order them; to try and fall back, to the

stream in good order, to take their original positions

and there make a stand: (turn to 384)2.In any case .
you have little choice but to try personally to rally
your retreating cavalry, so you mountyour charger
and ride off to interceptit. 1 < ot
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The bolt of lig tnmg causesone ofthé horses torear
and buck. Thehorse catckglesjts hoof in a flowerpot

[T
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and lands heavily on top of you. One of the Trolls jg
quick enough to tread on your head, squashing ;.
before you can squirm from beneath the strickep,
animal. Shadazar will be victorious now and the
eastern Manmarch is lost to man.

346 "
There s silence behind you as you and your cavalry
charge forwards. Despite the Sceptre you sense that
the men have lost confidence in you. As you draw

closer to the enemy, the Bringers of Doom raise their

swords high. For the first time you notice that many
of them have black glowing blades. It becomes clear
that they have a similar effect to Honoric’s sword

. Sorcerak, for fear radiates from them like a wave of

nauseous horror. The two sides come together with

* a resounding crash, the clash of steel on steel. -

Abruptly, amid the whirling mélée, a well-aimed
sword thrust takes you in the eye, driving the Orb
back into your brain, and you are killed instantly.

210 |




V

347 .. .
The Cave Troll waves its great brass club.;The black
spikes are already dripping with blood,; which it
wishes to mix with your own. As it strikes cumber-
somely you launch, yourself into the air and drive
the heel of your foot at its chest. Unfortunately, the |
Troll's reach is long and you may be caught by the, .
spiked club. g‘]é YR - L
o CAVETROLL i+ i+ '
Defence against Leaping Tiger kick: 7
.+ Endurance: 20
v+ ‘Damage: 2 Dice

If you have defeated, the Cave Troll, turn to 411.
Otherwiseit tries to sweep your legs out from under
you with a cunningly low-angled swipe of its spiked .
club. Your Defence is 6. If you survive, you may
counter attack with another kick (return to the top of
this paragraph), an'Iron Fist punch (turn to 337)ora
Whirlpool.throw (turn to 327). -

e i e
You had told the/White Mage of what you had seen
some hours;earlier.:Standinganearby,; he says quiet- -
ly, 'My;gtim’e' has come, Overlord,’ and then he &
mutters something inaudible. Suddenly he takes to
the air, to the astonishmentofaall those on Colwyn’'s
Mound, and flies, towards the, Wickerwood. Just

pr o de o ety
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then three winged creatures, the wyverns, flap up
from behind Manor Ridge and streak towards the
men of the Spires, The White Mage, high in the sky,
his robes glittering in the sun, flies to meet them
with bolts of lightning, words of power and potent
magic. The wyverns encircle him, lungeing with .
their jaws and whipping their poison-barbed tails.

Quickly you survey the scene. On the far left, the
enemy has managed to extend a wooden raft-like
pridge out across the river. Glaivas is still keeping
the enemy back, a remarkable feat, but it will not be
Jong before 'the men are across. The pressure is
mounting on Hartwig Fell’s Farm, where the Legion
of the Angel of Death is taking heavy losses but
simply keeps on coming ~ it is as if the Legion had
no fear of death at all, and losses are mounting
among the. defenders. The Doomover Levies are
attackingina desultory half-hearted manner.

On the right, a vicious struggle is going on as the

Legion increases the pressure all the time, its caval-

ry now joining the throng assaulting the cavalry of

[rsmuncast, near Hartwig Fell's Farm. The presence

in the Wickerwood of the Elves has turned out to be

vital. A messenger arrives, explaining that the

Monks of the Scarlet Mantis have been trying to.
penetrate the Wickerwood to fall on the Old Farm, .
and that a deadly game of cat and mouse is going on
in the wood between the two equally matched:
sides. ‘

The battle is reaching a critical point. Will you order
Antocidas’ mercenaries to wheel to the left and
attack the crossbowmen on the Legion’s flank (turn
to 398) or order your whole left flank to swing up
into the Doomover Levies, the Warrior Women of
Horngroth and the Legion of the Angel of Death

(turn to 418)? e
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“|‘E S The Dark EJf sé;-nses‘»;fathers_ithanisees,the Shuriken,
" cleaving through the'air towards her and she:brings
: . up her blacksteel blade to parry. Her skill is great,
. ‘The blade meets the spinning star with a clash, but
' ;' the force'of Kwon ‘the Redéemer: is behind the
., five-pointed steel. There is a grinding noise as of
| ' some infernal engine and the blacksteel blade: shat-
| ‘ters, covering her embossed armour ‘in. shards,

.+ There is a wail from the Orcs, for the sword was .
. their talisman of invincibility. \Gwyneth’s sword
.1 . claims the unarmed commander’s life, and the bat-

. tle turns against your enemies, who soonbreakand -
.+ ! run towards the,city gates. Antocidas, a burly scar-
- || faced veteran, strides out of the barracks courtyard
" where he had been fighting, kneels and beseeches
. you tolead him on to victory. Gwyneth:gives the

! Yorder toiadvanceéupon the Palace. Turn t0 375., -
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" Youycircle each other warily. Honoric’s features are
a mask of concentration, y the concentration, of a
. master swordsman. Will you try a Forked Lightning
. Strike kick (turn to 360), an Iron Fist punch (turn to
370) or a Teeth of the Tiger throw (turnito 380)2. =

1 L BRI B
Asg €:had said, it is generally held that Up-:
; anishad is the largest city on, Orb, with more than a:
. million souls. It is also called by some the City of the.
.- Redeemer because the followers of Kwon there are
- i :so;powerful. It caters for as many creeds as Goth, of
. Ten Temples, However, and twice as many species.,
.{The most powerful man in the city is reputed to be'
i " the Grandmaster of the Stars, whom people call.the -
.1+ Right Hand of the Redeemer, but he seldom leaves
b Lo b } Co R T b
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the Duomo monasterjf. Upanishad lies between the
deltas of the Great and Khesh rivers north of the

jungle of Khesh. Itis a hundred days’ jowrney. Even. .

a2 sea raid on Doomover could hardly take place
before the month of Pantheos, by ‘which time

Honoric would have taken Irsmuncast in your

absence unless Solstice can find you more time.’
Turnto26t. = = SRR
SEELE IR e 352 o |
A large trestleitable has been erected. You sit at its
head, the Sceptre in one hand. Around the table sit
Force-Lady Gwyneth, the four Tools of Fate - Hap-
pening, Kelmic, Hoitekh,and Toller - the comman-
der of the force from the Spires, General Hickling of
Fiendal, Glaivas the Ranger, Captain Gliftel of the
Sundial Elves, the White Mage, Hengist the Grand- .
master and Doré le Jeune, his Paladin, and Antoci-
das the One-eyed. Tum to124. + |
o - . RS T P !

353"
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Cold panic grips you as you feel your flesh Knitting
around the Orb, whichis soon firmly embedded in " .
your eye socket. The emerald presses in, causinga
sudden pain in your head, but this soon passes. ..

Running your hands over your.face you canfeel that - .

it has taken position'just as if it were a tfanslucent -

green eyeball. The. severed .muscles of your.old

eyeball regrow until you are surprised to realisethat .
the green Orb moves in your head just as your real . -
eye does. Then the whole world: turns™a ghostly

green. 'You are seeing through the Orb. Opening
one eye at a time allows you to see a normal world or’:
a green world of ghostly planes and visions which -
are superimposed on reality. There is the sound of
uncouth Orcish voices on the staircase below. Will
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you leap down to do battle (turn to 233) or; if yo,
have the:skill of climbing, you may wish to clim},
down the outside of the Palace tower to the smoke-
obscured gardens below (turn to 247).

354 :
The men of Fiendal charge forwards at your signal,
uttering a guttural war-cry. They catch the cavalry
unawares, but the Bringers of Doom, armoured
from head to toe and the finest cavalry in the Man- -
march, have regrouped and are able to fend off your
charge with a counter charge. Then the Legion of
the Sword of Doom, who reorganised themselves as
if they were on a parade-ground and not a battle-
field, pour around the flanks of your army. Your
men are on open ground, outnumbered three or
four to ore. Within moments they have been sur-
rounded and annihilated, You can do nothing but

.. watch the horrible carnage. .

You have lost the battle before it has begun. Honoric
orders a general attack, and your position is
assaulted from all sides. There are simply not
enough men to hold the left flank, and in a matter of
minutes it is swept away. Soon your whole army is
routed. You are slain by a group of Cataphracts as
you try to stem the tide of your fleeing men, almost

~ out of hand - they do not even know who you are,

216




N 355 & ::. SR

The bolt of lightning causes one of the horses to rear
and buck. It catches its hoof in a. flowerpot that
preaks beneath it, and you:use the cover of the.

rancing stallion to reach thePalace gates. You are
past the startled Dark Elves who guard itbefore they
know youjare there, and you race on up the stairsto
the battlemented tower. The only enemies youmeet -
are Orcs whohave found the Palace wine cellarsand
are now too drunk to hinder you. Soon you are at
the top of the staircase. Turn to 339.

You $pur your: mounted.troops on for another
charge. Sensing! victory, they cheer wildly. You :
catch the enemy cavalry trying to re-form; demoral-|
ised and disordered, they are not up to another
assault. They break and flee in complete disorder.
Keeping a tight rein on your cavalry’s desire to go
after them, you wheel them around and charge hell
for leather,into the back of the Legion of the Sword
of Doom. Caught unawares, the legionaries scatter
and run.; At;this, Honoric orders a general with-.
drawal anid his men begin to retire in the direction of
the: Manor House: Yout cavalry:is still! reasonably.
intact, Gwyneth’sinfantry on the far leftis virtually .
still fresh.. Note that you ware able to carry.out.a:
pursuit. Turn to 250. ¢ i . RN

oy Gl gey T T
The.Cave Troll brandishes a great brass club: with
black spikes as it lumbers to the attack. .The Senes- -
chal, backs:away, afraid, You wait as if paralysed - .
withifear for the Cave Troll to strike then you whirl
'your body and lash out with the devastatingly
powerfui Kwon’s Flail kick. e,

4
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;. CAVETROLL .

Defence against Kwon’s Flail: 6 :
Endurance: 20 L
Damage: 2 Dice T

If you have defeated the Cave Troll, ‘turn to 411,
"Otherwise the Troll is trying to smash you with itg
spiked club. Your Defence is 5 as you dodge nimbly
aside. If you survive the attack, you may counter
with a Leaping Tiger kick (turn to 347), an Iron Fist
punch (turn to 337) or a Whirlpool throw (turn to
327). :

: 358 DR

Quickly you order your reserves, another thousand
men of the Spires, forwards as reinforcements, and
the situation stabilises. A bitter stand-up fight to the
death is under way. The crossbowmen are guarding
the flanks of their infantry, You are itching to send
your two cavalry units inwards in a pincer move-
ment, but they would run foul of the Rain of Doom.
As this goes on, Hartwig Fell’s Farm falls under
attack from the Legion of the Angel of Death and the
Doomover Levies.

If you infiltrated Honoric’s camp last night and
discovered the contents of three large wooden
boxes, turn to 348. If you do not know the contents
of the boxes, turn to 338.- ;o
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359
The great grey warted Troll lumbers cumbersomely
forwards. It is about three metres tall and as broad
as the doors to the Throne Room. The Orcs cower
back, eager to see you smashed to a pulp without
exposing themselves to danger. The Troll waves a
huge brazen club above its head and sneers horribly
at you. Will you use the Leaping Tiger kick (turn to
195), Kwon’s Flail kick, if you were taught it by
Grandmaster Togowa on Mount Gwalodrun (turn
to 211), the Iron Fist punch (turn to 173) or the
Whirlpool throw (turn to 155)? '

sl 360 o,
As you close in, Honoric slashes at your head, but
you lean back and then drive your foot at his knee
and then up to his throat. If you have the skill of
nerve striking, you may add 2 to your Damage Roll,
but you may not combine nerve striking with Inner
Force. C

H
i

G THONORIC .
Defence against Forked Lightning Strike kick: 8
. Endurance:24
. " Damage: 1 Die+ 5 ’

If you have reduced Honoric to 6 or less Endurance,
turn to 390. If Honoric is not yet seriously wounded,

his sorcerous blade speeds towards your abdomen.
Your Defence is, 7. If you are still alive, will you try
another Forked Lightning Strike kick (return to the
top of this paragraph), an Iron Fist punch (turn to .
370) or a Teeth of the Tiger throw (turn to 380)?

L 361 .
You look to Gwyneth next for her suggestions.
‘Return to the city of your forefathers, Avenger,
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Serakub Beyond, the Rift. I am sure you coﬁ:;ld.- per-
~,suade Hivatala the Swordsmistress of the Guard a¢
i ' the Temple to Dama there to ride to our aid.’ Tum to
- v W P P PR

3
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. Unfortinately, you were doomed from the moment
- you entered Greydawn. You position your forces in
. asound practical way, but ds soon as the battle starts
" i the men of Greydawn march.away to the left to join
up with the thousand:men of Mortavalon who also
worship Moraine, Ogg Red-hand, laughing wildly
- .as he gallops away. The worshippers wait for the
_outcome of the battle, probably intending to attack
.+ . the winner, of which there can be no doubt. You are
... .. joutnumbered six to one, and Antocidas is already
leading his- men off the.field. Honoric sounds a
‘charge, and althoughi-you fight desperately your
. pitiful force is«crushed'and you are cut downe. It is

T
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Battle is joined with the fearsome Trolls, though -
they take a heavy toll. You have justfelled one thata -

RO 363g‘ ’

shieldmaiden on your left starts to torch when there - 3

is a great crack in the;sky. Shadazar has called dowri” :

a bolt of lightning from the heavens which has not
killed her Trolls but has turned youinto a charred .

husk. Victory-is hers and the eastern Manmarch is -
Josttoman, ., ., e Bl RIS

PRI B
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Rolla dieZIf ;dili score 5 or 6, tumn to 394. If you score
1to4, turn 010,

b iug 0 1365 |

Your wounds and the strain of making;up, time as |
you force your way through the Forests of Passing :
takea terrible toll, for there is no time to find a healer -
without falling into the clutches ofithose who would
avenge ;the wolfen. Subtract 1 from all, of your -
Modifiers, as your body is permanently weakened. -
But:at last you are south of the Rift orice more, Tumn -

to 235. Lo S TR TR ‘

t

You! lead your victorious troops;to crash into the
flank of the Legion., The Legion staggers back in
disarray and begins to break up. However, you had
not properly dealt with the enemy, cavalry. Re-
grouped,. it charges back. into the fray, and your

P oo . 221




cavalry is crushed between the Legion of the Sworq

of Doom. An unseen sword thrust in the back

abruptly ends your life. Perhaps you will be remem.-
red in a song, k

L 367 o v
The Dark Elf senses rather than sees the Shuriken
cleaving through the air towards her and she brings
up her blacksteel blade to parry. Her skill is great.
The blade meets the spinning star with a clash and

© the Shuriken shatters harmlessly upon her embos-
-sed armour. All you can do is rush to Gwyneth'’s

aid. Turn to 315.

! 368 ; :
The cavalry leaps forwards with a battle-cry, but it
has to pass across the front of the crossbowmen on
either side of the Legion. Two devastating volleys of
bolts hit the cavalry at close range, and before your

. . Very eyes your cavairy is a struggling mass of wri-
: 222 !
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thing men and horses, as if they had ridden straight
into a stone wall. The few survivors have fled in
terror. At the sight of this, the footsoldiers of the
Spires break and run, allowing the Legion of the -
sword of Doom to sweep around and roll up your
forces completely. Soon your whole army is on the
run. Pursuit and slaughter ensues. You are cut
down by a squad of the Bringers of Doom as you
desperately try to rally your forces. The horsemen
do not even know who you are. Perhaps you will be
remembered in a song some day.

; 369
Your return to Irsmuncast is celebrated with feast-
ing, and the mood of the people is lifted when the
news of your alliance with Dom the Prescient is
spread abroad. Messengers and envoys asking for
help have been sent to many places, but no-one has
yet joined your banner. Rumours that Honoric is on
the march reach you, and you double the scouting
patrols out to the west and also east towards the
Rift. 1t is still possible that your worst fears may be .
correct, that the Spawn of the Rift are waiting for a
chance to strike as Honoric does. The city defences
have been repaired and your troops are drilling
daily, though the rabble militia will never make an
effective fighting force in time. At last your scouts
bring news of friendly troops approaching. Thenext
day the streets are lined with cheering people as the
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© four Tools of Fate, Hoitekh, Kelmic, Toller ang
., Happening, 'lead a  magnificent force of fouyy
" “thousand . foot soldiers and . the' five hundred
. Cavalry of the Wheel into the city. They wear parti-
i coloured surcoats.in the four colours, blue, green,
- red and yellow, to symbolise the coats of many
~ colours that their priests wear. Indeed, Hoitekh and
- . Happening are wearing full dress robes of many
- colours which, together with the coloured stan- -
'+ dards.of their men, are a riot of colour. Two days .
later, similar scenes are re-enacted as Gerieral Hick-
ling from Fiendal, the city north of Irsmuncast,
+leads another three thousand men into the city and
., another five hundred medium cavalry. At 'last you
. havea fighting chance. Tunto159. | ; . .
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' . You try to drive your fist into his face as he slashes at
. you with Sorcerak. If you have the skill of Yubi-
Jutsu, you may add 2 to your Damage Roll, but you
..; may not combine nerve striking with Inner Force..

i i
| '

HONORIC |/ & i« %
Defence against Iron Fist punch: 91" i -l

1 Endurance: 24 ‘
t 't Damage: 1Die + 5

" Ifyouhave reduced Honoric to 6 or less Endurance,
1 1 turnto390.If Honoricis not yet seriously wounded,
I his sorcerous blade, speeds towards your throat,

.. Your Defence is 7. If you are still alive, will you try
"¢+, another Forked Lighting Strike kick (turn to 360), an
- #.* Iron Fist punch (return to the top of this paragraph)

| .. or a Teeth of the Tiger throw (turn to 380)?
i : f . . Vi
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Battle is soon joined with the fearsome Trolls, and’
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they begm 1o take & heavy t‘oﬂiigl ou ﬁiéﬁage to slip

- . unchecked behind them when there is a great crack

'in jthe sky. Shadazar has called down a boit. of.
lightning from the heavens which hasnot killed her

-, "Trolls but has turned some of the mercenaries and
» shieldmaidens into charred husks. Make a Fate Roll.
~If Fate smiles on you, turn to 355. If Fate turns her

back on you, turn to 345. o R
P , 372 l, :’

A large trestle table has been erected. You sit at its

head, the Sceptre in one hand. Around the table sit

' Force-Lady Gwyneth, Doré le Jeune, the White

. Mage, Antocidas the One-Eyed, Swordsmistress

Hivatdla, ‘commander of the women of Serakub,

..+ Obuda Varhegyen, commander of the _men, of
' Beatan from Serakub, the High Priest Ba’al, com-

mander of the men of Beatan from Aveneg, Gliftel,
captain.of the Elves'of Sundial, Glaivas and Hengist,
the Grandmaster of Kwon. Turn to.238, : :

i
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o ‘All around the rock and the tree is bare burnt earth.

= The spiders can scuttle quickly across the ground,

and it is,unlikely that you can escape from. the
triangle for you will be bitten. Will you'try to kill
them ata distance with your Throwing Stars (turn to
383), hurl a Shuriken:at one of the Dark Flves {(turn;.

- to 403), climb the tree (turn:to 413), feign death.
. behind the pier of rock {turn to 5) orladvance to-
+.;wards one of ithe spiders, keeping the rock and the'
' tree between you and the other two (turn to 15)2, I~

. 'i you have immunity to poisons, turn to 215, .

374

HNE R S ! B CRTARRP TR XS
‘The men of the Spires resolutely take a defensive '
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osture, but they are out in the open without the
benefit of the terrain. The horde of howling swords-
men crash into them with a resounding crash that
echoes across the battlefield. To your horror, within
moments, they have been swept away, and the
enemy comes pouring through. The Monks of the
Gearlet Mantis burst out of: the Old, Farm, where
they had crept unheard fromthe Wickerwood, and .
assault Colwyn’s Mound. There:are two hundred of '
them, and ‘ail your nearest troops are routed. You .. |
put up astrong defence, butitisnot long before you' -
are overwhelmed and slain.. ;- . = &, .0 5000 i

'
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The di'IF'l;Of pillage’ rolls unabated, but’ Gwyneth
holds yotr troops to their purpose and soon you are s
marching up Palace Row. The forces from the Rift .
are taken by surprise. Soon you:have gained the ;"
Palace gardens, while many of the Orcs and Dark; ;-
Elves have been put to flight. As you are about tor
sriumphantly make your entrance, Gwyneth draws .
'your'attention to a figure staringdown with hatred ~ -
‘from the;battlemented tower: It is the commander- . E
‘in-chief of the:forces from the Rift, Shadazar, a Dark
'Elf whom you recognise'from her likeness.in the

. Tome: of ' Maledictions in the.Palace library. She

i

- gathers her purple robe about herand begins to cast
i . o o W : :;{ 227







aspell. If you have a potion taken from a Vulcan Imp
and would like to drink it now, turn to 399. If you do
not have a potion or prefer not to drink it since it
could be poison, you may consider concocting a
plan (turn to 389).
. t

‘ 376

You and Doré le Jeune charge into battle once more
with two hundred of your bravest warriors behind
you. You;surround the creature, but your weapons
seem to have no effect on it whatsoever. Even Doré
le Jeune cannot dent its steely hide. But the colossus
lays about itself with its great sword, killing a score
of men with one blow. Two strikes of its sword and
you and your men are fleeing back. At the sight of
this your forces begin a spontaneous withdrawal. If
you were able to pursue Honoric’s defeated|army,
note that you are now not able to do so. Turn to 386.

3 : 377,
‘Who would believe the word of a trickster?” cries a
follower of Nemesis. The followers .of Dama turn
away from you. Only the followers of Beatan seem
unperturbed, and one argues that the facts remain
as they are stated. But the vote goes heavily against .
you. Obuda Varhegyen, the head of the Boule, says
that you, will find no alliance with the people of
Serakub. You return forthwith to see to the defence
of Irsmuncast, but when Honoric attacks your
forces are overwhelmed and you die defending the
walls. - .. . :




. ; o : o ‘:_‘, ‘378\ i ¢ '1: |
'\ Yoursoldiers fall back in good.ordet, taking up their
- former positions just in time:to receive the charge of
* '"Honoric’s allies, whose first assault is beaten off;
+ But they renew the attack and a desperate struggle
. begins. Your whole army is under attack, save the
: cavalry on Colwyn’s Mound and the mercenaries at
, the Old Farm. You have no option left to ry to save -
© _the battle other than to order Antocidas to take his
. | 'mercenaries and charge the crossbowmen on ‘the
+ . left flank of the Legion of the Sword of Doom.-Turn
t026. - . - | Co e e
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The Shuriken is hurtling towards the Troll'siwarted
face long before it even realises what is happening.
Make a Shuriken Roll. The Troll's Defence is only 4,

- If you succeed, turn to,333. If you fail, turn to 291. o

. : 1
|

T K

[ S W

el Ty
| . B

A j }:E! e E := i
o R 380 RN
You'leap up and try to twist your feet jaround
.+ :Honoric’s head, but he is much' too quick and ex-
* perienced a warrior to allow himself to be caught
*. ~out. He ducks and cuts at your calves with Sorcerak.
+ . Lose 1 die + 5 endurance. If you still live, the
i . burning blade fills you with agony. Will you use a
- 1. Forked Lightning;Strike kicki (turn t0.360) oran Iron
¢ iFist punch ¢turmto 370)? - = i
. : . [ IR
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. Very little is known about Greydawn; aicity often -
" literally shrouded in mist at sunup. It lies south of .
. the Rift and west of the Great Plateau. The only”
. other cities in the same valley of the River'
.| Greybones are the City of the Runes of Doom and .
i ' the Walls of Shadow, both cities of the dead. It was' -
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once a civilised city from where a large empire was
ruled, but that was long ago. The Temple to
Moraine is thought to dominate the city, but the
scribes find a reference to a Temple to Nemesis and
to beastmen. It may well be that the followers of
Moraine wish to have an empire again and the only
way they can expand is northwards into the Man-
march. Turn to 261. |

. 382

You invite suggestions from: your commanders.
Gwyneth suggests a defensive formation with a
refused left flank. ‘The right flank should rest on the
Wickerwood, with Gliftel’s Elves in the wood itself,
Antocidas’ mercenaries can hold the Old Farm, with .
some cavalry positioned on Colwyn’s Mound, and
then a'line of units stretching to the Greenridge,
with the centre resting in Hartwig Fell's Farm. A
thousand men could be held in reserve on Tallhil},
where the Overlord : Avenger's command post
should be. Finally, I would suggest that Glaivasand °
his Rangers should wait in ambush at the Old
Bridge to hold it for as long as possible should any
try tocrossit.” " ’

. i N | : ; T
. Doré le Jeune leaps up and says: ‘No, no. We should
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‘attack, though we are outnumbered! Take the figh
to Honoricand his black-hearted lackeys! Put all our
. cavalry and four thousand of lour best footmen
. before the stream between Woodnugget. Wood and
+ the Wickerwood., Gliftel’s fine bowmen. could
occupy Woodnugget Wood, to give flanking fire as
and my comrades personally lead the charge to
drive through to the open ground beyond :Marior
Ridge, from whence we can strike back to the ford.or
on to the Manor. The rest of our army should hold
Hartwig Fell’s Farm in case of a flank attack from
across the ford. The Overlord’s council' post should
. be on Colwyn’s Mound, from where Avenger can
. give support to the attack, along with the White
' Mage of Avatar.” NEIRLE
At this point, Doré le Jeune bows respectfully to'the
- old magician. Turnto 254. . . & . (. AT
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The spiders scuttle' quickly across the buint earth
. towards you, zig-zagging and darting wildly. They
' seem to:gravitate towards cracks in the ground and

‘stones automatically as if in search of safety, Note’
- how many Throwing Stars you have and then roll a

k single die to see how|good your marksmanship is.

Add. the die score to the number of Shuriken you:

. haveleft. If the total is 1 to 6, turn t0 35; 7t09, turn to
65;0r10to 11, funto85..; . i, ; :
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tod, turn to 30. |
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- You give the order. They respond to the signal with _
- alacrity and begin to give ground steadily, in good
iorder, but the enemy is approaching fast. Roll one ,
die. If you'score a2 5 ora 6, turn to 20. If you score a 1
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A greatigrey-skinnied Cave Troll, three metres tall,
rounds the corner and stands uncertainly before
you. The Orcs all .point at you and say ‘enemy’,

whereupon the Troll’s face cracks open in a horrible

grin and it begins twirling around its head a huge - -

brazen club with black spikes. If. you would like to
wipe the smile from its face using a Shuriken, turn
to 379. Otherwise you must depend upon the mar-
tial arts skills of the Way of the Tiger (turn to 359).

;A‘-_;.l i'.::.- ey ‘ 386-al i N S
As the, colossus, closes in, Gliftel, whom you are

pleased to see still lives; runs fleetly to meet it with _

three of his fellows., They stop some seven metres .
ahead of.it and begin to. murmur and move: their .

hands in complicated ‘patterns in the air, casting-. -

some spell. The ground before the colossus shifts. -
and it steps forwards, not on to firm fields of grass -
but on to a huge boggy patch of quicksand, It sinks.. -
to its chest:and begins toiflail about. Gliftel saysa -
word and the earth hardens, leaving evenacolossus - *.
hopelessly trapped. Gliftel dnd his companions run -

back, laughing gleefully. Youcannot helpbutsmile,
and Doré le Jeune, battered and wounded as heis, is

I




roaring with mirth. Are you still able to condﬁct a
pursuit? If so, turn to 396. If not, turn to 406.

387 -

~ Hivatala had estimated that it would -take her

perhaps a tenday longer than you to reach Irsmun.
cast with her army. ‘Gwyneth will be overjoyed to
see you at the head of your troops,” you had tolq

+her, but as you skirt the Bowels of Orb you all but

run into a warband of Orcs almost a thousand
strong. In avoiding them, you catch sight of another
even larger warband marching to join it. The signs
suggest that you may suffer another attack from the
Spawn of the Rift before too long. You only hope
that Hivatala manages to win through with her

. army intact. Turn to 409.

388 ;
If you went'on a mission to scout out Honoric’s
camp, came across three large boxes and managed

_to discover their contents, turn to 44. Otherwise

turn to 54.

- 389 ’ AN
While you pause to consider what to do, five great
Cave Trolls lumber out of the Palace gates to spear-
head a counterattack. Will youlead a charge against
them (turn-to 363) or slip: past them and try to get
inside the Palace (turn to 371)?, .

-390

Your last blow sends Honoric sprawling backwards
gasping in pain. Shouts of joy and anger rise up
from the warriors on either side. Desperately he
points at you with his sword and rasps, ‘Fly, Sorcer-
ak!"The sword shoots from his hand straightat you.
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If you have the ski]l of ;Arro;m} Cuttmg, frou are able

to deflect the rune-etched ;blade. \Otherwise it

gashes your shoulder and you lose 4 Endurance. If
ou still live, Sorcerak spins in the air and hurtles:

back to its master’s outstretched hand. Turn to 8. ‘

R ‘

Serékﬁb,éﬁié cxty of your forefathers, is also called | |

the City of Gardens. It is larger even than the Spires
of Foreshadowing, with perhaps as many souls
sheltering inside its walls. The scribes say that it is
hard to-understand their'version of the common
tongue.’ The largest temples there :are to Dama,
Beatan the Free, a god who despises law and order

but who is not evil, and to Llexkuneion, a strange |
nature, god whose priests call themselves, druids. '

The followers of Dama patrol the lands between the

city and the Rift. They hate the Spawn of the Rift.
more than all else. It lies a tenday_travel beyond; thei i

Bowels of Orb. Turn to 261.;

Gwyrieth smiles.. ‘Victory may, yet be ours, Over: .

Jord;’ she says, and she rides away;to organise the

disposition of the.troops. ., i ¢y, ;|

Doré'le Jeune ard the White Mage
with you on Tallhill to await events before commit-
ting themselves. So do Hengist and his:two com-
rades. As your men move into position, so Honoric
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reacts, His dispositions are. shown on the map

opposite. Note this paragraph number. You wil]
- probably need to refer to the map when the battle
- begins. Turn to 388. ; J .

|
393 _

You sprint back up to the Palace roof and peer over
the edge of the battlements to the gardens below.
The smoke thins to reveal a sea of brutish Orc faces
looking up expectantly. There is no escape that way,
50 you leap down the stairs once more to the hall-
way outside the Throne Room. The Orcs have lined
up behind the Cave Troll, who had been about to
climb the stairs after you when you reappeared. It
sneers horribly, shaking its great brazen club. There
is no time to think. Will you use the Leaping Tiger
kick (turn to 195), the Iron Fist punch (turn to 173) or
the Whirlpool throw (turn to 155)? ;

391 ) ¥
You notice' that Doré le Jeune is annoyed by this
order. In fact, he rides across the front of the cav-
alry, his sword high, shouting something. Then he
and his Paladins charge towards the enemy. A great
rippling roar goes up from your cavalry and the men
. surge forwards, hell for leather, looking fearsome
* with their swords high in the air and glittering in the
sunlight. You curse Doré le Jeune under your breath
as you helplessly watch the three thousand footsol- -
diers of the Spires hurtle after them, caught up in
the spirit of the charge. It is a magnificent sight,
although you had not wished for it. However, they
have trouble crossing the ditch, and the crossbow-
- men, the Rain of Doom, step forwards with military
precision and unleash a volley of bolts with crip-
pling accuracy. The cavalry re-forms and charges
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f onwards again at full gallop. But there are more

l' crossbowrnen ‘than;cavalrymen in any case, and

| they are the best crossbowmen in the Manmarch -

Volley after volley crashes into them. Rank after

-y . rank godown as if they had ridden'into.a stone wall,

' ‘The carnage is terrible to behold. Within secondg .

- your cavalry has been decimated. None reaches the

enemy. They simply break and turn tail, streaming

. :past the infantry, which stops and wavers, uncer.

L tain, as the cavalry flees. However, the Elves have

i+  been pouring a withering fire into the flanks of the
""" | enemy, nearest the wood, who are edging away.

"' Suddenly thel crossbowmen ‘of Doomover, with -
: ' drill-like movements, hurry aside to enter the wood
', iin anzattempt to flush out the Elves, Behind ‘them,
+ | ;the Legions of the Spires and Aveneg, the women of
' 'Horngroth, the men of Mortavalon, ;and - the
_ Doomover Levies utter,a, throaty roar.and ‘charge
.forwards - eight thousand ' men rushing in amass, a
i frightening sight. - o ST

, - Will you order'your men tostand their ground (turn
. to 374) or order them to try and fall back to the
~streamiin good order, to take their original positions
- ." and there make a stand (turn to 384)? In any,case

* you have little choice but to, try personally to rally
our retreating cavalry, so you mount yourcharger

~and ride-off to interceptiit, | .}

g g

- The two rulers to whom Og introduces'you could;

1. inot be less alike. One is a great ox of a man;with a.
,ruddy, complexion and the tan and, callouses of ai

5

. 'man used to sword practice in the sun, The other -

i has the olive-green pallor of one who shuns the sun. "
st Heis talland almost unnaturally thin, as though he;j’

i
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suffered from a wasting diseasé. Sttangest of all,
however,is theifact that seven spherical gems of
different colours hover above his head and move
with his movements as if attached to him by invisi-

ble wires. Both are dressed in the gold and azure, i
finery of Moraine.. When you talk of war you can’
sense their interest. Nobody would ever attack
them in this backwater region. Their nearest neigh- ,
bour is the fleshless king of the City-of the Runes of ' |
Doom.: They have nowhere to use their military ,
might. Yet Peisistratus, the thin one, says that there ' .
will be no reward for their defeating your enemies.
Remembering the words of Antocidas, you offer
them a large tract of land between the River of |
Beasts and the Rift, which you refer to as Barren
Lands. They. fall in with your plan!surprisingly
quickly and invite you to,review their troops. You
can hardly believe how well things are going: If you
decide o tell the truth about the forces from the Rift
and look, to Serakub for help, turn to 129. If you
brave it out in Greydawn, turnto 415. ..

BB R T
‘Come,” 'says Doré I¢ Jéune. “The day’s work is:not
yet done. We must make sire Honoric’s defeat is |
complete, and most of all try to slay that black-
hearted villain.” Will you order a pursuit (turn to. ", .
416) or decide to head for home (turnto 406)? . .
NI PN TR NPT P PR B ) A S
OISV ;. o . 397 : i :-3;‘; 1. Gy g
After a:while you realise you are being followed by -
aninnocent-looking old scribe wearing the paleblue
robes of the scholars’ guild., When you turn.away * |
from the great cathedral towards the Palace of Dom
the Prescient, ruler of the city, the scribe quickens
his pace surprisingly, and you wait warily for him to
ST R 239




catch you up at the steps to the Palace gates beyond
the huge stables. He rips off his robe and shows.you
the mark of the four-handed God of Assassins,
Torremalku the Slayer. ‘Fear not, stranger, if you
have nothing to fear. I serve His Highness whose
Palace it seems you wish to visit. Now declare your
business within the city. These are troubled times.”
Will you tell him your mission (turn to 407) or say
that you have come to seek work in.the Palace
kitchens (turn to 9)? ’
- 398

Before you give the order your attention is drawn to
the left flank. You see, galloping back towards you,
Glaivas with perhaps ten Rangers left. Behind him
come three thousand footsoldiers streaming over
the Old Bridge and headed for the men of Fiendal
and the Women Warriors of your city on your
extreme left flank, | .

They receive the charge of Honoric’s allies, whose

first assault is beaten off. But they renew the attack,

and a desperate struggle begins. Your whole army is

under attack, save the cavalry on Colwyn’s Mound

and the mercenaries at the Old Farm, You have no

option left to try to save the battle other than to

order Antocidas to take his mercenaries and charge
the crossbowmen on the left flank of the Legion of

the Sword of Doom. Turn to 26. ;

399 ‘f C
The potion tastes of molasses but has an acrid tang.
As soon as it enters your stomach you feel as if you
are on fire inside, then as if your flesh were melting.
Next, visions come and go of strange animals and .
beasts. First a griffon, then a snail, then a roaring
bull. Unless you can concentrate on one, you feel
you will go mad. The snail seems to, come most
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easily. will yoﬁ concentrateon that (turn to125), the
roaring bull (turn to 117) or the griffon (turn to 109)?

= 400 | . .
You lead your menin a charge in pursuit of Honoric.
After a time, he and perhaps a thousand legionaries i
still under arms, die-hard veterans, turn at bay, '
unable to flee any longer. The battle is short and
bitter, every one of them fighting to the last man.
You see no sign of Honoric in the fight as you battle
on, but at the end Doré le Jeune brings you his body,
inert and lifeless, the once powerful limbs still, the
arrogant, :always angered face calm and relaxed in
death. ‘How harmless :he seems now,” says the
Paladin. ‘No longer shall he terrorise the weak and
innocent. Of his sword, Sorcerak, there is no sign.’

So, at last, it is over. Doomover will not threaten the
Manmarch for years to come. Tiredly you set about
the task of setting your weary army’s footsteps on
the road to Irsmuncast, still threatened by the men
of the Rift. Turnto 420... TR RN

R g Blprp e R
The ‘Spires of ‘Foreshadowing, .even; larger. ‘than
Doomover:and Irsmuncast, is the largest city in the
Manmarch. The spires that give the city its name'are
awesome:to the newcomer. Itis a city that is full of
life and of many different types of people, ruled :
over by Dom the Prescient and the followers of the
goddess Fate. There is also a temple to the wargod -
Vasch-Ro, He. Who Sows for the Reaper, and the
followers of Fate see Doomover and the followets of
Vasch-Ro as their greatest enemy. The Tools of Fate,
heroes who, it is said, have been singled out by the
Keeper of the Balance herself, ;reside there and
command the famous Cavalry of the Wheel. The
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gpires of Foreshadowing lies between Irsmuncast
and Doomover, slightly nearer to the latter. It is two
tendays journey away. Turn to 261.

402
Doré le Jeune leaps up and shouts, Victory to the
righteous! We shall ride forth and smite the evil in
this world wherever we find it! To battle!’” And he
rides off to organise the troops, with a parting: ‘I
await your orders, Overlord!

The White Mage, Glaivas and his Rangers, and
Hengist with his comrades decide to stay with you
on Colwyn’s Mound to await events before commit-
ting themselves. As your men move into position,
so Honoric reacts. His dispositions are shown on
the map opposite. Note down this paragraph num-
ber. You will probably need to refer to the map
when the battle begins. Turn to 388.

‘ 403

Your Shuriken flashes through the air, but your
target breathes a spell of transmutation and the
Throwing Star becomes a feather that flutters harm-
lessly to the ground. With a shock you realise you
have lost sight of the positions of two of the spiders,
You look around warily, but one of them crawls
under a stone nearby and, as you step back towards
it, rushes out and sinks tiny fangs in your heel. The
poison courses through your veins and death is
swift. Now Honoric and the forces from the Rift will
carve up the fate of Irsmuncast.
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! Honoric, a great bull of a man in black-studded
| chainmail, rides up to the ditch opposite and glares
. atyou.5o we meet again, Avenger, you lily-livered
lackey of Kwon, the Babbler .of Half-Truths.” He
dismounts. as do you. ‘This time I will kill you,” he

. 4 says through gritted teeth. His hatred.for you is
.. almost tangible. He draws his sword, :Sorcerak, .
t -with a flourish. The black, smoking blade emanates

i anevilauraand you are riven,with fear, To throw off
'+ its effects. you must expend a point of Inner Force;

'+ otherwise the horror you feel affects your ability to

+ . fight. Subtract one from all your Modifiers for this
' combat only. Honoric bellows angrily and leaps

: | over the ditch towards you, swinging his sword. A
¢ cheer goes up from the serried ranks of his army. If

|  iyou have the skill of Acrobatics, and  wish to try
'+ Jumping highand somersaulting over his charger to
‘i land behind him, turn to 330, Otherwise you can
leap ‘forwards .to meet him and try: a Whirlpool

i throw as he comes down (turn to:340) or;you can
,jump back out of range (turn to 350), ., /¢ ,
P i P

EA . 405 . ' O W
You hear no more from Radkziwil. He'is reported
. 'dead soon after you change direction.. One of his
.. guards of Warrior Women has; been over-zealous,
', There are no more Orcs now to give your pposition,

HEIN

- away. Tum to 37; .‘

i I FIE A 'n%
. Honoric leaves the field of battle. His army will'not
> be a threat to the Manmarch for years to come..
. Tiredly you set about the task of setting your weary -
i, army’sifootsteps on the road to Irsmuncast, :still
*'. threatened by the men of the Rift. Turn.to 420.: :
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The assassin tells you to wait in a side chamber of
the Palace. You never see him again, but a page boy
comes to invite you into the presence of ‘Dom the
Prescient, he who sees all things that are to come to
pass’. As you walk through the final hallway before
that in which Dom the Prescient sits in state, the
page boy indicates a pedestal and says: ‘That is
where the bodyguard Everyman stood for three
centuries until he disappeared mysteriously -last
year.” At last you are entering the royal presence. .
Turn to 29. S

408 .
Unfortunately they do not make it back to the safety
of secure terrain and are caught in the open; Itis not
long before their flank is enveloped and a slaughter
begins, outnumbered almost three to one as they
are. Your forces break and run in a full rout. Itis not
long before the rest of your army follows as your
whole left flank is rolled up. You are caught in the
open, trying to rally your men, and slain by a
squadron of the Bringers of Doom, who cut you:

- down almost in passing. They do not even know

who you are.

409
Your return to Irsmuncast is celebrated with feast-
ing, and the mood of the people is lifted when the
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news of your alliance with the republic of Serakub is
spread abroad. Messengers and envoys asking for
help have been sent to many places, but no-one has
yet joined your banner. Rumours that Honoricis on
the march reach you and you double the scouting
patrols out to the west and also east towards the
Rift. It is still possible that your worst fears may be
correct, that the Spawn of the Rift are waiting for a
chance to strike as Honoric does. The city defences
have been repaired, and your troops are drilling
daily, though the rabble militia will never make an
effective fighting force in time. At last your scouts
bring news of friendly troops approaching. The next
day the streets are lined with cheering people as
Hivatala, Swordsmistress of the Guard at Serakub,
leads into the city a force as large as she had prom-
ised: two and a half thousand foot soldiers, shield-
maidens and reverencers of Beatan, and five hun-
dred cavalry whose horsemanship is a joy to be-
hold. Four days later another force arrives of two
thousand, six hundred of whom are the illustrious
Cavalry of Myriad Possibility, and similar scenes of
jubilation are re-enacted. The shieldmaidens fit in
well with Gwyneth's troops in their grey, white and
green, with the shield of Dama blazoned every-
where, while the followers of Beatan look equally
splendid in their yellow surcoats. Atlast you havea
fighting chance. Turn to 159. . |

410 a
Then Hivatala stands and speaks, her accent out-
‘ landish and strange. You are barely able to under-
1 stand her. She suggests refusing the right flank,
with Gwyneth’s swordswomen holding Ruric’s
Bridge. Her own troops would hold the ford, with

all the cavalry of Dama on their right up to Hartwig
o 247
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Fell’s Farm. Antocidas’ mercenaries would hold the
farm, with the rest of the troops in a line to Tallhill,
which would be occupied by a thousand men. Four
hundred men of Beatan could be held in reserve,
with the Elves occupying Crossway Copse. Your
command post would be on the Greenridge.

Antocidas and the White Mage favour this counsel.
Glaivas and Gliftel come outin favour of Gwyneth’s
advice. Ba’al and Doré le Jeune favour the counsel of
Obuda Varhegyen.

What orders will you issue?

To take up the position advocated by Gwyneth (turn
to 14)? : e

To take up the position advocated by Obuda Varhe-
gyen (turn to 24)?

To take up the position advocated by__Hivétala (turn
to 34)? i @

: Lo 411
The Troll’s body smashes to the floor and you whitl
to face the Orcs in the doorway. They draw back,
unwilling to attack one whom they have just seen
slay a Cave Troll. One of them, fatter than the rest
and wearing a makeshift iron crown, calls for cross-
bows. It seems they intend to pepper you with
quarrels from the safe distance of the doorway. The
Seneschal calls you to follow him. He is passing his
hand up and down the wall behind the throne.
‘Quickly, Overlord. The beast is coming back to
life.” Your own flesh crawls as you see the Troll's
tattered flesh stretching and crawling across the
bones to reknit itself. The wounds are disappearing
before your very eyes. In this case, you decide,
discretion is the better part of valour and you hasten
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to,join' the' Seneschal. A isécret’ doorway | creaks

il open, revealing rough-hewn steps leading down

. into semi-darkness, The Seneschal finds a torch in a

bracket at the stairhead and, striking flint.and tin-

der, sets italight. Turn to 329. .
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. iGeneral Hickling nods with grim satisfaction. ‘So
i . shall the blade of Honoric be blunted on the shieid -
t . of our defence,’ says Happening portentously. -

Doré le Jeune and the White Mage decide to stay
: with you on the Greenridge to await events before
; committing themselves. So do Hengist and his two
! comrades. As your men move into position, so
i, . Honoricreacts. His dispositions are shown on the
' map opposite. Note this paragraph number. You
L will probably need to refer to the map when the
|| ; battlebegins. Turnto 388. T
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. Quickly you climb the tree, but the ‘three 'spiders
' arrive at different sides of the dead trunk simul-
. taneously and they scurry up the pale bark with
" undiminished speed. You try to squash them with
the sides of your hands, but they all leap upwards:.
.1, onto your outstretched hands at the last moment.
| i Tiny fangs pierce your skin and poison courses,
"1 throughiyour veins. Death is lswift. Now Honoric’
- ', and the forces of the Rift will carve out the fate of";

i Irsmuncast between them. o
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414 :
You ride forward on your white stallion and ‘shout:
‘T accept your challenge, .Honoric!” A great roar
comes from your troops. They have great confi-
dence in their Ninja-lord in single combat. Honoric,
his three-horned helmet and studded armour look.
ing too heavy for any normal man to carry, rides
forth, his own troops also shouting frenziedly. Hon-
oric rides to the ditch between Woodnugget Wood .
and the Wickerwood and you ride to join him. The )
duel is on, and it will probably decide the battle.
Without you, your force will disintegrate. Turn to
404 o

5 415 P

The soldier lord of Greydawn, Herris Alchmeonid,
and Ogg Red-hand are justifiably proud of their
army. They drill with great precision and, resplen-
dentin their gold and blue, the troops look every bit
a match for even the Legion of the Sword of Doom. -
There is an élite corps of wolfen, called the Wolf
Warriors, legions of the powerful beastmen and
other legions of men. Peisistratus put Alchmeonid
in charge of four legions, each a thousand strong,
two of men and two of beastmen. Ogg will com-
mand the Cavalry of Resplendent Empire and the
Wolf Warriors. They will be ready to march within
days and will follow you on to Irsmuncast to where
you return forthwith in order to look to its defence
until their arrival. Turn to 419,

. 416 %
You gather together those warriors still able to
continue, some three thousand cavairy and footsol-
diers, and set out in hot pursuit of Honoric’s scat-
tered forces. You cross the ford and march on
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towards the Manor House. Honoric is still trying
desperately to rally some of his men. Did you man-
age to prevent any of the Orcs, ogres and Dark Elves
from the Rift getting past you? If you did stop them,
turn to 400. If six hundred creatures of the Rift
managed to get past you, turn to 336.

417

The city is strangely calm as you march into Palace
Row. As the gates of the Palace come into view, you
realise that you have lost the element of surprise.
Radziwil's advice has led you into a trap. The Orcs
are no longer looting. The commander-in-chief of
the forces from the Rift, Shadazar, a Dark Elf en-
chantress of great power whom you recognise from
a likeness in the Tome of Maledictions in the Palace
library, stands majestic in purple robes atop the
Palace battlements and begins to orchestrate your
ruin. Five Cave Trolls advance stolidly, and the Orcs
are forced to the attack by Dark Elves. There are too
few of you to survive the onslaught. All you can do
is sell your life, dearly avenging your subjects.

The cavalry of Fiendil and the footwarriors of
Irsmuncast and Fiendil charge: forwards. The
Doomover Levies turn to face them. For amoment it
looks as if your men will sweep them away, but
those Levies that break and run are cut down by the
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women of Horngroth who stand behind them. They
withstand your attack and a mélée ensues. .y

. Then to your left you see;. galloping back towards
"' you, Glaivas with perhaps ten Rangers left. Behing
. him come three thousand footsoldiers streaming
'~ over the Old Bridge and headed for the now ex-
posed flank of the men of Fiendil and the Women
Warriors of your city. They will be upon them in
moments. Your troops have no option but to, fall
! ‘back, Desperately they give ,ground, bitt 'the
¥ . Women Warriors of Horngroth charge forwards to
try to turn the withdrawal into a rout. Roll 1 die. If
youscore 1, 3 or 5, turn to 378. If you score 2, 4oré6,
iturn; to 408. ‘ ‘ SR
‘!‘ ‘ i 'j i 4191 - a l [ B
. Your return to Irsmuncast is celebrated with feast-
|1 . ing, and the mood of the people is lifted when the
news of your alliance with the forces of Greydawnis.
spread abroad. Messengers and envoys asking for
help have been'sent to many places, but no-one has
: ;.. yetjoined your banner. Rumours that Honoricis on
i "', the march reach you, and you double the scotiting
i o patrols out to the west and also east towards the
- Rift. It is still possible that your worst fears. may be
| .correct, that the Spawn of the Rift are’' waiting for a
i+ 'chance to strike as Honoric does. The city defences
i 'have been repaired and your troops are drilling
! " daily,ithough the rabble militia will never make an
effective fighting force in time. At last your scouts
. bring news of friendly troops approaching. The next
&+ day the streets are lined with cheering people as.
.-, Herris Alchmeonid, the general in command of the
i " Greydawn forces, leads a magnificent battle array -
into the city. First there are two thousand followers. .
of Moraine in glistening gold and deep blue,. the' :
B4 0 .
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colours of their God of Entpire. Their old-fashioned
golden breastplates blaze in the sunlight. The crowd

oes a little quiet when the next two and a half
thousand troops march in. These are the beastmen,
and a truly ferocious fighting force they look, bare to
the chest with mighty sinews rippling beneath their
blue-black skin, By the time Ogg Red-hand the
wolfen rides past at the head of the Wolf Warriors
and five hundred cavalry, the crowd has overcome
its surprise and cheers twice as hard. At last you
have a flghtmg chance. Turn to 159.

420 : ‘
The journey takes many days, but finally you are
near the City of Irsmuncast. An ominous pillar of
dark smoke reaches up to the sky on the horizon.
Gwyneth is looking worried as a murmur of disquiet
goes up from the soldiers. Quickly you lead a forced
march to reach the city as soon as possible.

When you de reachit, an army ten thousand strong,
mostly of Ores and Goblins from the Rift, surrounds
Irsmuncast. Parts of the wall are aflame, but the city
has not yet been sacked. It seems you have arrived
justin time. You begin to prepare for another battle,
but at the sight of you and your army the forces of
the Rift begin to pack up their camp and march
away, the Orcs snuffling and growling as they run
along. ;

You enter the city in tnumph haﬂed asahero. ‘The !
saviour of Irsmuncast,’ the common people call
you. But what trials await you next, now that you
have defeated Honoric of Doomover?
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