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ABOUT THE AUTHORS

Steve Jackson and lan Livingstone are internationally well-
known figures in the Fantasy Games world. They were
amongst the first Britons to become obsessed with American
Role-Playimg Ganmies like Dungeons & Dragons, RuneQuest and
Traveller ~ initially as players and later as co-founders of
Games Workshop Lta Their company was set up to promote
this new hobby and 1s now the largest U.K company
specializing in these games, lts activities include: publishing
both its own games and American best-sellers under licence,
publishing White Dwarf, a magazine devoted entirely to
science fiction and fantasy games; manufacturing Crladel
Muniatures, minsature metal figures which are used in the
games, and organizing Britain’s largest games convention,
Gantes Day, which 15 held in London every September
Based in London, the Workshop now has shops in
Hammersnuth, Manchester, Birmingham, Sheffield and
Nottingham.

Role-Playing Games, of the sort sold by the Workshop, were
the inspiration for The Warlock of Firetop Mountain Designed
for solo adventures, the book works ina similar way to these
games. Role-Playing Games are unique n that a ‘Games-
Master’, whoacts asa ‘god’ for the adventure pursued by the
players, 1s essential. In The Warlock of Firetop Mountam, this
GamesMaster 15 replaced by the book itself, using a tech-
nique familiar to those who have undertaken programmed
learning courses.

Steve and lan are both still active gamers, listing amongst
their own favourite games: Apocalypse, 1829, Intellivision
Baseball, Pisa and the ‘big 3’ Role-Playing Games. RuneQuest,
Dungeons & Dragons and Traveller
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ABOUT THE AUTHORS

Steve Jackson and lan Livingstone are internationally well-
known figures in the Fantasy Games world. They were
amongst the first Britons to become obsessed with American
Role-Playing Games like Dungeons & Dragons, RuneQuest and
Traveller ~ initially as players and later as co-founders of
Games Workshop Lta Their company was set up to promote
this new hobby and 15 now the largest U.K company
specializing in these games. Its activities include: publishing
both its own games and American best-sellers under licence,
publishing White Dwarf, a magazine devoted entirely to
saence fiction and fantasy games; manufacturing Citadel
Mumatures, miniature metal figures which are used mn the
games, and organizing Britain’s largest games convention,
Gantes Day, which 15 held in London every September
Based m London, the Workshop now has shops in
Hammersnuth, Manchester, Birmingham, Sheffield and
Nottingham

Role-Playing Games, of the sort sold by the Workshop. were
the inspiration for The Warlock of Firetop Mountain Designed
forsolo adventures, the book works in a similar way to these
games. Role-Playing Games are unique m that a ‘Games-
Master’, whoacts asa ‘god’ for the adventure pursued by the
players, 1s essential. In The Warlock of Firetop Mountan, this
GamesMaster 1s replaced by the book itself, using a tech-
nique familiar to those who have undertaken programmed
learning courses.

Steve andiIim are both stilllactive pamers, listne amontat
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275 The uracs e flick open and @ quikly st p 4t
T i gt

75279

75

A5 you move over fowards the second body, you

accidentally Kick the third corpse on the (loar. 1t

yes lick open and it quickly sits up and skishes al
15 with Is long, sharp fingernails

Fistyour Lusk. 1f you are Lucky, the creature misses
1 youare Unlucky, it has caught you aceoss Lhe log
and you suffer 1 5T NA point’s worth of dar
age. Turm to 230,

26
Tum to 182

77
You are in & short passageway which comes t
dead end several metres ahead of you. Yon may
Search lor seeret passages (14m 10246}, O you may
et to the crossroads and ther fallow the pass:
age ahead 10 the north (Lur 10 366), 0r tura to the
west (fum f0.73).

28
The passageway soon cames fo an end ata lacked
<wooden door. You listen at the door but hear
othirgg Will vou fry o charge the dooc daws? (150
£um 10 136. If you wrould rather tum round and go
back o the junction, turn o g2

79
The creature you are facing is 3 VAMPIRE! You
hav various lmes of attack. Your sword will dolillle
ceal damage. A Crucifix will hold himatbay but wil
ot kil him. 1 you have either of these you may use
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269
Youareive back st the unction and turn sesiwards
fum to 225

Voueater the cavern and look around to see duzens
of beautifully coloured staactites and sialzgmites
bordering the perimeler. Numerous drips can be
hemd, bu the swhole place seems Bke 3 magic
grotto, Nearthe back of the cavem, you come across
& pasr o boots, which seem foRave been made quite.
vecently. Will you:

Continue fnvestigating fhe cavern? _Tumto61

Try on the bools? Tumto304
Leave the cavern and retum to the
junction? Tumtos7s
n

The short passae begins to narcas and ends a fexs
metres ahead at a doorway. II you wish 10 g0
Ehrough the door, turn o 336. 1f you decide against
tus direction and go back to the iver, fum 10 214,

a7
He calms down, sskes the Gold (deduct this from
your Gold) and fows you across ta the north bank-
‘After mooring the boal he ambles off down a pass
ageway. Tur ta 7.

73
A seanch of the room reveals nothing of any valus,
although anold boxn the corner contains 2 wooden

a

‘mallet and ive short stumps of wood, sharpened al
one end. You may take Lhese i you wisl, and can
mowsfeave through the door i the north wall. Tura
0185,

7
You leave the cavern along a long, aarroy coridor.
After several hundred metes, it ends at a lage
ssooden door which i slightly afar. Catofully you
ease it open a little Forther and poke your head
around the side tosee whatis Inthe room. You seca
small old man sitting at a Lable on his ow, playing.
with = pack of cards, He looks quite a harmless old
Soul, grer-haired and bearded, He is seated What
il o o=

Burst thrusgh the door, sword
drasen, o surprise (heoldman?  Tum 0324
Knock on the door and enter
greeling the old man

courteously? Tumla3s6
Get down on all fours and uy o
reepinto the room unnoticed?  Tum togi
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ok oty

286-25-

85
The nasow stairease is cut o the rock and there
areabout tventy steps leadings dasen. Atthe baltom
of the steps a passageway leads you into a farge
open chamber. This charber stinks of putrelying
flesh. The smell is s0 bad that you are fempted (0
turn back. Three bodies lie in the chamber. You may
cither search the bodies, or tptoe quietly through
the room. What will you do:

Search the irstbady? Tuen w294

Search the second body? Tum to 275

Search the third body? Turmto s

Tiptoe through the rom? Turn to107
37

The passage continues for quite some (ime then
you reach the fool of a statcase cut into the rock.
You ascend the stacs and they end al a wooden
door with rusty hinges. Listening a the doos, gou
0 hear come seraiching sounds. You try the
handle and the toor ereaks open. You slep into
bare room scattered with bones, There s a dour on
the wall apposite. Grawing at the bares are thrae
GIANT RATS which stap o look at you as you
enter. Each is at east one anetre lonjg and their tatty
coatsindicate that they are fighters, Youwill have 1o
lake them on if you ae going ta et through the
zoom, as they no doubt see you a5 a fasty meal, If
ou have collected any Cheese ducing your advern-
ture, furn (0 32. Otherwise, turn t0 309
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0 get you through the west door (fun lo 380). 1
Sou are determined to kil the Vampire, you must
‘overpower it and drive a wooden stake through ils
heart.Tf you have a wooden stake and weish to by fo
Kl the Vampire, torn to 7. If you have none of
fhese, draw your sword and turn to 333,

a0
Youamive back at the jumctionand this time fake the
passageway 1o the east. The passageway runs for
Several paces eastvards, then turns nocth. Tarm o
311

a1
The nareowy passazeway eventually becomes too.
somall for yo ta walk alang. You get down on your
hands and knees, and crawl. Eventually, you will
et no further and fhere seems to be o way
Hhrough. so yeu decide Lo refurn 10 the main pass-
age. You head for the junction. Tum 1010

282
The four creatures shullling Kwards you are mind-
Tess ZOMBIES. Their vacant eyes suggest that
Lheir actions are controlled by a vell which 3= mot
their gwn. You ase <Hll oo dizzy to think properiy,
bt you enust act quickly. The irst Zombie reaches
Jou and prepares to swing s club, You must gt
him.

ZOMBIE sxivLg.

STAMINAS

83-285

1f you defeat the first Zombie, add 2 Luck points
a0 turn 10 foce the othee thice (ight each in furn):

ZOMBIE with seythe 6 6
ZOMBIE with pick 6 6
ZOMBIE with me s 5

I you defeat all four, furn o 115

283
You arrive back at the junction and progress west
rds. Tum to 251

&
e R
bkl B
P tht You ony rhurned by ok bt a0
el SR

i e e s i
T seat oo, Lo 046 1o leve o U south
i

285

You see a well-used door on the right-hand (east)
e of the passageway. With your ear o the

vhule, you listen and hear a man serearming for

nelp from inside. Will you apen the daor (turn 10
) or walk on (turn to 314)2
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295-206.

Enterthese on your Adoere Sheet and addz 1rex
point for yous find, You may now either:

Search the second body Tumto27s
Search the thicd body: Tumtorss
Tiptoe through the room

Rorthwards Tumtoso7

205
You find no secret passages. However, your explo-
Falions attract some sorf of creature, and as you
listen you can hear something coming down the
corsidar lowards you

To find oul swhat sort of wandering monster yons
have come across, tum to 261, You must fight the
creatute and, if you defeat i, you may press on
dovn the passageway by buening (038, However, 2t
saction 263 you veill not be £old where 1o progress o,
S0 wyrie doen 48" now <0 you will know swhere to
50 aller 361

206
The box contains @ small leather-bound book
entitled 11ie Moking and Casting of Dragonfive. You
open the pages and begia 1o read. Fortunatel
writien in your own language and 50 was probab
not understood by the Ores - otherwise trs treas
e would certainly not be as loosely guarded as it

The boolk is written i Ling handwriting by Farsigo
Di Maggio. Tn it he tels the story of s Le's sork:
the ercition of the Dragonfire spell with wwhich 0

296

fight exil Dragons. You read Tiow, in s st years,
Farmgo finally perfected his spell but by then was

oid to make use of it S0 he completed his book,
ed tina chestand hid itin the depthsof Firetop
untan, atraid that it might fll ino the wrong
s, The last page reads:

-€his bookyou heve
s wonty B your Namas,
5The poyer of destruction
Tyours 1f you wish it, but domot.
! Shaste it Unless yon use the
{ Spell for the purpése for- which
Lwas WMM%W shall be
L consumedty edil ilsel? and.
diic by the fire from your own.
 Remember: only when
theOragon breahes isfire
at you siould you reise yous
arms ond sy
} R Crif
! S
{ Zrif Srik
¢ “OF Maggio’
H

these svords slowly and soffly, Suddenly
s seem to gloswand as his glow disappears.
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288
T o 182.

=t
Youlook franticlly zound e room bul can sce
nthing o mid you. Suddenly vou eyes stop on the
pack of cards he was ingering as vou cotered, and

o romamberthe rumonrs and storcs he viligers
14 yous: The Warlock's power comes from bis
cards The sarccrer sees your inurestin them and
e both push for the fable. You gt there st
Ceave fhoss alone,” he screams, ‘or you risk my
fulleat wiatht Bt you move bockisardsand setfre
16 one with your lantern. He cries out wildly and
then besin to piead with you to eave therm alon
Gne by one you burn the cards and, 25 you do 0.
the Warlock fimmishes in slatare. As the ast card
coes up in faaes, he stands facng you, 2 broken
an, ‘My bookt he croaks, and he ries 10 urlock
the dovr o the fr side, Yot race aczoss o him with
Vo sword drawn and spring a hin, Resolve this
batlle

WARLOCK sarey

I you win, tun o 396,

250
Turn t0 198,

21-204

20
You are standing i the middle of an east-west
comdor. To the east 15 dead end, sohich you can
investisate by fumins to 315. o the west toa famn
hiar funcion. To 5o this way tum & 52 Another
rasszeway - quite a shart oae - leads off w the

nd eruls in a arze wooden door. 1 you wish
1ty the door, turm 10.227

202
Northsvards the passagesay ends ata solid wooden
door. You listen at the door but can hear nathing,
There appears to be aa choice but to upen the doar
and cater the raom, which you do. [t a fanse
Square raom. You flzsh your Tanter azuund the
zcom and catch a quick glimpse of il emptiness -
Although there are muals an the wall before your
ddenls goes aut. You tey o ee-lightit, but

Al mo cateh. In the blackness you hicar a succes-
sion of iiahiful naises. Howls, sereams, rics and
il are getting louder and lavder wntil they reach
e pilch where vou must cover your ears. Do you
o2 Blue Candle? IFso, e t0:239. Lo, furn to

253
vive back at the function in the passage and.
walk siraight on eastwards Tura (0 113

254
You find 5 Gord Pieces i the pockets of the corpse
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302304

302
Turn to 198,

303
Vouarive st the end of fhe passage, where i meets.
anotlier going cast-vesl, But an fron portculli
blocks your way and noamount o chargins 5 going
budgeit. On the wall to gour rightare twa levers
2nd it scems ikely that these levers have something
o with raisin the portzulis, Do you wish to pull
the right lever ar the loft lever?
Right Torm o128
Left Turnto23

304
ol man s Rurious at veur Killing his dog! His
cves fum white with anger. He slowly tises from bis
<catand s he stands he appears fo gain in siz¢ 4
sre. He 1s changing In front of your eyes. Tle
outs huir on his face and forearms. His nose
ngthens and becomes doglike, His teeth are
cinted. He fsa WEREWOLT and he advances
orvards you.
o1t can Fscape only theough the door bebind you to
the south (tra (0 66). Ofherwise you must light

WEREWOLF  sxir8 sTaminag

=

1% you defeat him, turm (0 203.
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S0 do the words on the pages of the book You
repeatthe spell to yourself o memorize it and lease
he room. Juum to 42

207
~ouareinan cast- west corridor with a T-junctionat
both ends, To ga westwards, tura Lo 150. To g0
eastwards, turn (0 256.

The bridge i slippery from the splashings of the.
waler. AF one point you sip on a tull of wet moss
covering the fimbers, Roll ane die. A rull of 6 means
you slip from the bridge into the swater below and
Start swimming for the nearest bank — turm to 86
Any other oll S Tucky; you managed o hold on and
you reach the north bank (tura 10 7).

259-301
299

s east for several metres and.

aorth, You walk a lang way narfhwards.

s may chck for secrel passages along the way

1 t0 260) or simply proceed narthwards (turn 10

359)

300
On the east wall of the passage you sce anothee
doar, his time made of solid metal. Listening atthe.
r you hear the sound of tortured screams
coming from within. I you wish to ry opening the
o, urn to 102. If yol decide 10 fgnore this room
d continue up the corridor, furm 10 303

3o
' yourleft, on the west face of the passage, there Is
rough-cut woaden door, You listen af the door
o can hear a rasping spund which may be some.
ort of creature suoring. Do you want 1o oper the
boor? I s0, turn to B, Ff g wish to press on
noctiwards, turm 10 208.
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FIGHTING FANTASY
Steve Jackson

The world of Fighting Fantasy, peopled by orcs, dragons,
Zzombies and vampires, has captured the imagination of millions
of readers world-wide. Thrilling adventures of sword and sorcery
come to life and the reader is the hero, dicing with death and
demons in search of villains, treasure or freedom. Now you can
create your own Fighting Fantasy adventures and send your
friends off on dangerous missions! In this clearly written
handbook, there are hints on devising combats, monsters to use,
tricks and tactics, as well as two mini-adventures to start with.
The ideal introduction to the fast-growing world of role-playing
games

OUT OF THE PIT:
FIGHTING FANTASY MONSTERS

Steve Jackson and Tan Livingstone
Edited by Marc Gascoigne

From the darkest corners, from the deepest pools and from
dungeons thought only to exist in nightmares come the Fighting
Fantasy monsters - the downfall of many a brave warrior. Two
hundred and fifty of these loathsome creatures from the wild and
dangerous worlds of Fighting Fantasy are collected here — some
are old adversaries, many you have yet to meet — each of them
described in minute detail. An indispensable guide for Fighting
Fantasy adventures!

TITAN:
THE FIGHTING FANTASY WORLD
Steve Jackson and lan Livingstone
Edited by Marc Gascoigne

You met the monsters in Out of the Pit - now meet the rest of the
Fighting Fantasy world! No adventurer should be without this
essential guide — it contains everything you need to know, covering
the turbulent history of the world, from its creation and early
civilizations — through the devastating War of the Wizards — to the
present-day wilderness and anarchy where the delicate balance
between Good and Chaos could at any moment be overturned . . .
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33

3
The passageway ends in 2 door at which you listen
but hear nothing. Trying the handle, you find that
he door apens to reveal a large, square room, The
fvormis completely bare, bt the floor s covered ina
‘mosaic of ties. Two shapes stand out on the floor;

ar-shaped tles and hand-shaped ties. A door on

spposte wallis heanly way through, Willyou!

Walk across the roont o the door?  Tura 10305
Walk across the raom stepping

only on stars? Tumtozz8
‘Walk across the room siepping,
sl on hands? Tumtaes
32

You follow  long, narrow passageway which goes
north, then west, then north again and you eventu-
ally find yourself at a crossroads. T fo 308,

313
You check over the bady. The poor wretch was
cbviously caught in the same way that you were,
but his weaker skull shattered under the club's
blonw. Fie wears a suit of leather armaur mo better
than your own, holds a wooden shield on one wrist
and dutches  steel bladed sword in his other hand.
In his pockets are 8 Gald Pieces and around his neck
s 3 slver crucifix,

You may take any 40 of these iterms you wish
Write them on your Equipment Listand turn (0 221
Also add 1 1UCK and 1 SKILL point

EoE e —r
s o e
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229
You arrive back at the junction and this time turn
right. Turn to 69.

230

The creature now standing before you is a semi-
decayed man. His quick eyes dart from side to side
watching you. His long tongue flashes out with a
hissing noise. His teeth and nails are sharp and he
doesn’t seem to be afraid of your weapon. He is a
GHOUL!

GHOUL SKILL 8 STAMINA 7

He has the ability to paralyse you if he scores four
separate wounds on you during this battle, so
beware! If you defeat him, turn to 390. If he kills or
paralyses you, turn to 64.

231
Turn to 182

232
Almost exhausted after your awkward fight with
the Spider, you set to work on hacking the boots off

- with your sword. Eventually they come free and

you may leave the cavern down the passageway
and back to the junction. Turn to 375

233-236 :

233
Turn to 198.

234
You find no secret passages. However, your rum-
magings attract the attentions of something sinister
... Turn to 161 to discover what has appeared in the
passageway in front of you. Fight this monster.

If you defeat the creature, you can continue up the
passageway by turning to 43. Write down ‘43" so
you will know where to go.

235

You follow the passage westwards, then it turns
sharply to the north and, some metres further on, a
passage runs off to the west. If you would like to go
along the westwards passage, turn to 176. If you
want to carry on northwards up the passage, turn to

5.

236
The battle commences. The Skeletons attack you
one by one:

SKILL STAMINA

SKELETON A 6 5
SKELETON B 6 6
SKELETON C 5 5

1f you win, turn to 395.
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305
Test yowr Lk three times, If you are Lucky each
fime, you make it acoss fa the far door and can
Jeqve the room, Turn o 262, On the firs thross that
you are Unlucky. you step on a hand file— turn to
108,

306
You sl find no secret passagewass. But coming
towards you down the corndor you can sce 3
ereature-ike shape. To find out whal is coming
towards you. turn to 162 and prepare to fight.

1f you Kl the creature you encounter. you can g
back alang the corridor, Turn fo g1, Write down
this numsber so you knaw where 1o relurn .

307
The passage twists and furas and eventually endsin
 solid from door. You listen but hear nothing. You.
‘an try 10 apen the door (twen t0 134) or you can go.
back to the junction (1 to 8.

308
You are standing at a Crossroads, Ta the west the
passageway o< on a few metres and turns north-
tvards. To the north the passageway ends ata door.
Ta the east the passage continues and eventually
turns Zouthwards, Looking south, the passage goes
o0 as far as you can sce

309-310
Togowest Tumo187
o ganorth Turn tass,
Togosouth Tunto 160
Togacast Turnta 334

309
You draw your sword and wait for the Rals to
ing. As the leader propares to jump, you shout
Ioudls and leap forward at it Yourcry frightens off
the other two and they seamper back a fow paces.
ight each of the Rafs in turn

SKiLL sTamINA
First RAT 5 4
Second RAT B 5
T 5 5

== j‘mrm
¢ you i, you may leave through the door i the
b sl Furn 1o 12,

310
mething is rot quite right. You landed a fairblow
on him, but he appears not to have noticed the
wound! You dediuce that this Undead creature s nol
Sulnezable & normal weapans. You may chaose a

¢ weapon. Armed with this, or your old weapon,
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Ring. There 15 a small aft in front of you on the
bank with a long sfick resting beside - you coold
punt acros the siver, A ickety old bridge cro

he right, 1F you dan't trust any of these. you may
suwim_ Which will you choose?

Ring the bell Tomtos
Punt the rait across Tumto385
Risk the bridge Turn 10 209
Swim Torn ko 336

a9

turn 1o 182,

e i enraged by your plessanries. He waves fis
hand in the s, mumbles  few strange syllables and
then points at you. You fecl your head spinning and
pass aut. Yo awake in a dead-end passage. Tun o

E

Whal are fhese mysterious flems you have col-
Tected? Which have you seritten dawn st on your.
Equipment List:

The arnouc? Turntorz
The shield? Tumlozsz
The sword? Turmtozy
The gold? Tumtono

he cructfix? Tumtozzo

2236

You walk up  long corrdor, round a sharp hairpin
bend at the top and finally along an east-west cor-
fidor, castards [0 a crossroads. Tuen (0 85,

3
The door is firmly locked You may uy o force it
open {turn o 53) or you may continue along fhe.
comidor (furn £ 300]

22
As your eyes waich the creatun’s movements, they
Suddzly make conlact with its pierciag siare, You
are mesmerized and, as it beckons you towards f,
Sour will disappears. Turn to 128

Ihe passageviay confinucs westwards and then

Forth. Same way up, youteach a junclion
where » marros passage rums off o the west. Will
Sou continue narthwards (ten 0 77) or take the
Svest way (urm 1 63)7

226

You walka short distarce south and find yourselfat

3 crossruads. Turn 0 267,
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=5
You arrive back at the junction and this time turn
right. Lumn to 6o.

50
The creature now standing befare vou 5 a sermi-
ecayed aman. His quick eyes dart from side 1o side
watching; you. Tl ong tongue fashes out with =
bissing uise. His teeth and naifs are sharp and he
doesn seem 1o be afraid of your wweapon Tle is 2
GIOULY

GHOUL

sxiLLg

——— E‘:Im

Tie has the ability to paralyse you i he scores four
separate wouinds on you during this batle, <o
beware! 1f you defeat him, turn to 390, If he Kills or
pasalyses you, tum 10 64

3
Turm to 382

32
Almast exhausted after your awkward fght wi
the Spider, gou set to wark on hacking the boots off
with your sword. Eventually they come frce and
you may leave Lhe cavern down the passageiay
and back to the junction. Turn & 375

233236
=33

Turm 0 108

234
o=, Towever, your rum:

< attentions ol samething siniter

Turm 0161 to discaver what has appesred in thi
geway in frant of you. Fight this manster.

1 you defeat the creature, you can continue up the
v by b 35 e
Sou vll know where 10 g0,

35
You follow the passage westwards, thea it turns
Sharply to the north and, same metres further on, a

Funs offto the west. I you would lie Lo go
e westwards passage, 1o t0 a76. 1f you
wvant o carry o porhuvards up the pasage, Lura (0

=56
The battle commences. The Skelelons attack you
one by one:

SKELETONA & 5
SKELETONB 6 &

SKELETONC 5 5

It you win, turn 10 395.
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27
‘The door opens and you lind vourself in a small,
smoke-filled room. Siting in the soom around
“ooden table are four finy men, each about one
‘metre tal, but al are apparently fully mature, with
weathered skin and long, bushy beards. They are
Cursing, laughing and joking a5 they play a card
fame. Each one is leaning back on his tiny chair,
puifing a lang clay pipe. On the table are a numer.
of copper coins and four musgs of ale.

‘A you walkin, theie mecriment stops. They are or
their guard but don't appear o be oo dangerous.
One stands up and makes some comment aboul
yourlackof manners, not knocking before you came
n. The others niod their agseement. Do yous:

Chat to them and fry fobefriend

them? Tum 0131
Apologize, bow and leave the

room? Turn 1o 291
Offertojoin in theircard gamne?  Turn to 100
Draw yoursword and go for the

Leader? Tumtoz

1f you have already been in this room, you nd it
empty Tum to 291

228
You find no secret passageways. You are careful not
to make too much noise in case you attract any
wandering creatures, You stop and [isten but can-

227 Stlng s s s arod 5 - ot hear anything, Yo return to the crossroads
i, i ot S G s et Tum to 85
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As you attack the portrait with the wooden stake,
your feel a vwiench of pain in your wrist. You arc
foroed by some unsuen power to dzop the stake!
Youudecide toruin and eave through the north door.
Turnto.90, butlose 1 mare St pointinaweof the
Warlocks power

242
The door opens to reveal  small, dimy He room.
The walls are hung with armate curtains, laced in
Silverand gold. & single flame burns in ore corner,
thrawng light on & low fable i the middle of the
floor On this table 1 a Jarge chest. You siep up o
investigate the chest and from all araund, yet from
nowhere, 3 nystetions sound flls the room. 1L
Sounds ke the rumbling f thunder clouds prepar-
ing to make storin

ou approach the chest and can see that it s held
shutby three lacks, A< you approach, the noise gots
Touder. Will you:

Hack atthe b with yous sword 10
1y to splital apen?

Search through your bags (o seeif
sou can tind keys to A

Tusmtosrs

Tumtsis

245
To your horror, you realize thal thus dummy fever

wasa trap! Allhaugh it looked ke a
161106t wa-costed

244

Sour hand badly. Did you use your ightor your left
Fand?

Roll one die. [f the number you roll is add, this was
Sour sword and and your fighting provwess as
beon severely hampered. Lose 3 sx111.painfsand ¢
STAMINA. [ you rolled an even number, you used
your ofher hand, and o the injury is not quite so
important. Lose 7 SKILL pofntand 2 STAMIN AL If
o nos wish to pull the right lever, turn 0128, 1f

u don'e seih to pull the right lever, you wan'tbe.
Eetting much further — and remember which hand
ou wll use!

The passage runs northiwards, and ahead you can.
hearthe splashingsof an underground river, The air
becomes coal and fresh. You snor, reach a wide
Gpening of a fiver bank but despair as gou lool:
acruss £ see o sway through on the other side, To
the east the river flows Lhrough a cave in the rocl.
You may either s, rest and eat Provisions (1 ta
143) o contintie by what sems t be the only way
tomward, jumping inta the fiver and swinuming
downsizeam (lurn (0 399).
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at yur

237240

7
Youmove swittly dowa the passage and arrive back

at the junction, Tum northuards this me - turn lo.
a8,
38
You are at a three-way function.
Togoeast Turnio70
Togowest Tumtoaso
Togomorth Tum o329
25

You think back (o the wards of the old man. "Yais
might e it sooner than you think _ * You grope

ck and putl out the candie. Tmmediately it

it own accord. The howling stops and

thed in a blue light lrom the

candle. On the walls, the figures in the mural are

¢! They ate mouthing silent sereams as i trap-

pedina two-dimensional hell. On the wall opposite

s another door, which you may [save theough (tuen

£088), or you sy stay to nvestigate (turm o 140)
Add 1 1 e for your foresight.

0
“The box s light, but samething ratiles within. You
open thelid and a small SN AKE darts out ta bite at
yous wst! You must fight the Snake

AKE kL sTAMINA 2
1f you Kill the Snake, turn 80 145
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h You returm 10 the crussroads and his
fime contiate stzaight ahead norlhwards. Turn to
366

The passsgeway twists sharply northwards and
ahead you can hear water flowing. You eventually
reach the south bank of an underground river, As
‘voustand on the pebbled bank you hear a fluttering
of wings and look up fa see three GIANT BATS
Swoopiig down on vu 10 attack. Fight these three.
a5 single creature:

GIANTBATS  sxizré STAMINA

1 you win, turn 0 344. You may Escape by jumping
into the river (furs to 399)

‘You pull the levee and, with a great groaning noise,
the rock face i front of you and the ground you are
Standing on start 1o mave. As f you were on a giant
catating fable, you spin round undlyou stand on the
oiker side ol & rack face 1n a north-south passage.
Willyou go narth (furn (0 312) or south (turm (0226

53
The passagewas ends in anather wooden door, this
fime a sall ane with  carved bone handle You
lister but hear nothing coming from insade. You try
the handle and the door opens into a pear-shaped
“oom st a rough stone floar, making walking
2coss 1t someswhal awkward. In ane comer of the
room 152 pile of rubble, mainly stones and dust, but

00 tundo e ped ek o e o i
i ok 5 1055 e Gians Bt oo o
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25
Turn ta 198

26
You set off south lang a cobbled passageway. It
swings west, then south, then sest again unl you
find youestlf at  three-sway function.

Togonorth Tumtozag
Togo st Tumto 180
T go back cast Tomtoz

247
e s a litle statled by your onslaught, but simply
satses his hand. As he does so, you suddenly collide
heavily inlo. .. apparently nothung,. You st on the
floor in a heap. rubbig your nose. Lose 2
514114 poinis. The old snan chuckles and says,
“You poor foal. Did you think 1 was defenceless m
such g den ol evilas this? You will egret your folly.”
Yourise 1o your feet and seturn 1o the passsgeray,
tuning nosth up the cordor. Turn 13 263,

248
The creature that has just awakened s an ORCHe
serambles t s feet and (U to grasp at a ro
wehich is probably the alarm bell. You must attack.
P quickly

oRc sxii6

= 3jm

249-250

T you defeat him, you may continue up the passage
- tum to 301

249
Ihe dog springs as you move. I hideous black

i are coming. straight for your throatl [wo
metres from you, 2 blast of fire shoots from its
‘mouth right a vour face? You duck just in time but
must now fght the beast.

poc sxitey

STAMINAE

In addition tajts narmal attack, throw one dic every
Attack Round forils fiery breath, Ona roll of 1 or 3,
tscorchies s for point of damage - subfract rom:
vour STAR 1A —buton aroll of 36, youavold the
blast. You may use your Luck against the fire Tho
only Escape open is traugh the south dove (tura 10
&)

The old man watches (i fight but does not move
rless you kil s dog, T you kil the dog, you may
4 through the south door (tum fo 66), but you
il not have time fo take anything with youl. 1 you
wish to stay, furn 10 304, Add 1 LUCK point any-

250
You are in 3 short passageway which comes 10 a
ad end several metres ahead of you. You study

ok face carefully but there appears 1o be 0o
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As you swim Lo the bank away from the Crocodile
you ook back to see fhe mysterious ‘orbulence”
approach the reptile’s bod, breakinto a frenzyand
fhen move off, leaving fol 2 frace of the animal.
Thankful that you were not there 1o find out whatit
w525, youliftyourself autof the water on to e morth
bank. Add 1 sxILLand 2 LUCK poinis, [vm 7.

260
Yot find no secret passages. f youare on your way
narth, turn to 359- If you ace going soulh, furn to

39
61

You reach the junction and continue castwards.
Turm 10 345

262
Some way up the passage, you reach another juri
Hon where you may eithér go castwards (1um &
199) or tuen westuwards (furn to 251)-

243
You shout: “You are freed, old mant” 2t the top of
your voice, Instantly, bis rantings ccase. 1e stops
ez in his Uacks and sinks 1o the floor, weeping
loudly. As he gradually composes himsli, he
{hanks you many fimes. You talk with him m the
hope of discovering some of the secrers of the
emuntain and he begiss to 61l isstory. Many years
aga e was an adventurer like you in search of the

264

Warloek's tressure, He was captured by the Ores
and throvwn into his solitary cell as a sort of pet for.
the creatures. You ask whether he would Iike (o
accompany you into the mountain, but hie simply
wanis toleave and see the worll again. You ask him
for advice but he says he knows little, He advises
St to pay your respects t the boatmin. He tells
o that you must pull the right-hand fever on the
Svall ahead to open the iron gate at the end of the.
passage. He has ako learned that the keys (o the
Toat House are guarded by 2 man and his dog. You
shake hands, leave the foam and go your separate
ways. Add 1 1uck Tura 10 314,

263
There is no way you are gaing t charge the door
down, a5 i IS twvelve cenfimetres of solid 0ak! You
bruise your sword arm at the allempl -Tose 1 SXILL
point. Youcan only getthrough the door f you havts
e Bost House key (if you have this key, wra (080,
and more fool you for nol using it straightaway)
Otherweise you will have to return to the riverbanlk
d fry again. Tuen t 129,
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fhere arcalso tvo odd-shaped pieces of svood and =
ength of rope. A door in the north wall leads on.
Will you:

Examine he bt of wood? Turnto 338

Study the length of rope? Tumto125

Leave through the north door? Tumtozs
254

“The silence is deathly. A slow drip starles you as
o creep around the coffins. The alar is ornately
Carverl and studded with jeseels. Beautifully woven
drapes hang from the walls although they =re
threadbare in places. There are thece coffins in the
roum. A creaking noise makes you whirl round and
thelightfrom yonurlantem Tl on the largest coffin.
Itis opening!

s you wateh, a lall man with a white face sits
upright, His eyes open and fall on you. His expres-
Sion changes from one of tranquillty fo one of bject
hatc. His mouth opens and a ferrifying hiss comes
froun his thriat, His teeth are wolf-Tke. e beckons
You to come over. Do you:

Approsch Him as he wishes? Tumtoss:
Traw youe ssvord and prepare fo
fghty Tomto333
Reachinta your bag foranother
means of attack? Tumtozzg
Tun for the west door” Tarnto380
255

The prssageway ends in & sturdy wooden doar. If

a56-258

you want to try openin it turi 10193, If yau want
1o goback o the junction and s anofher route, turn
o5

256
You sre st furction swhere you may go norlh (1
0398), lthough this passaseends shorl ina dead

om may g west (1 10 297)or you may 80
South (tum 129

7
Ihe passageveay runs straighl for several metres
amd then eads at 2 wooden daor. You isten at the
oo and hear anry shouting coming from within.
Will you invesligate (farn to 168) or turn back (turn
103837

8
You sort through the broken pots and find ftdle of
fnterest. The liquid looks, smells and tastes like
svater. The coms in the pol aze 4 fraud. Eight
genuime Gold Pisces lie on the surface of the pile
(amd yous may Lake these) but underneathare merely
painied pieces of pot

As yors tip the vase out ¢ slips and breaks. A red-
coloured key appears, hidden inside a falsc bottom
e bowl. Yo may take this key. Itis inseribed

¢ rest here and cat Some Provisians. You
i = t uex poinis for defeating Lhe Minotaur.
o Teave the room. Turm £ 53
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265-268.

265
You grope around the length of the wall and find a
ooz, Quickly you fumble with the handle. Itapens!
Tum to.55

266
The case opens casily and Inside you find a magnif-
cent boww and ane silver arvaw. A insceiption on
the case says: “The giver ofslecp ta those who never
on’. You putthe bow, armow and case i your pack
andlcave the room, bul you may eat Provisions first
—and add 1 Lucx paist. Turn 10 237.

267
You now stand at a erossroads.
Togonorth Tumntozma
Togo south Tumto=46
Togowsst Turn o 7p
Togoeast Tumio349
268

Theie vocabulary Js limited to a serics of moans and
sroans. They appear nol to be intelligent at all
Furthermore your conversation merely serves to
sttract their atteation (o you, They grip their
wweapons and it Tooks a5 though you will have tb
Eghtthem. However, thereisa slim chance that you
could make i to the doar you came in througl. I
you want o ty for that dor, turn to13. I you have
Fesigned yourself 0 2 batle, turn o 282.
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367
You arrive at anofher junction i the passageway. .
ou wauld Bke o tum westwards, tusn 10 235. 1
Fou wish (0 go east, w10 323,

388
‘The Warlock's Laugh resonates ir his chamber. ‘We.
will see which of s s the mauset” he erics, and he
holds his hand in the air. As he snaps his Angers, a
blue flame sireams from his hand at yoil Lose 3
sTaxIva points. You will have (o try something

else:

Draw yourswordandadvance  Tum fogz
Tey something clse fom your

‘Tucksack Tamto105

369
Vou sweallone some of the liquid {turm [0 z0g).

30
The door opens (o revesl a small raom. The room i
dirty and unkempt, A siraw mattress lies in one
comner. Tn the centre of the foom is @ wooden fable
upon which a candle burns, ighfing the room with
15 fickering flame. A small box rusts under the.
able. Seatcd around. the fable are two small
creatures with warty skin, decssed In leather
armour. They are drinking somesartof grogand, by
% the way they stagger to their (eel on you arrival,
370 Sostot o e o o sl crstares i sy o assume they are very drunk. You may either
Sk, dessa s ather grriar.
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359
You ate at a rosseoads:
Togonorth Tumta g0
Togosouth Tumtoss
To go east Tumtozas
Togo west Tarmto38s
360

The door slams shut with 2 loud bang behind you.
You find yonrself 1n a passageway running ahead
northsvards. You follos it for several metres, onlit
bends to the west, and continue onwards. Some
svay down the passage you come across a farTow
opening in the norh wall and decide to go through.
Turn to 8.

360
You snatch the key from ts hook. It has the number
135 wascribed on it But yourlungs are bursting. Roll
o dice. 1 Lhe number s less Fhan or cqual 10 your
SKILL séore, you make it acrass the room 10 the
door (turm t0 136). IF st exceeds your sxivt score,
youace forced 1o ke abreath of poison gas. Reduce
Jour st Lscoreby 2 and your STaMINAscoR By
3 and dash for the door (furm to 136)

32
As you try the walls up the passageway, = secret
door opens up alang the west wall. Turm 177

363
Further up the passage on the west wall you see
another similar door You listén at the door and

364-566
srimace to heas the worst singing you have ever
heard n your lfe: Do you want o go nto the toom
15 muesigat this idzous di (rom to 370) o walk
o up the passageway (tn 10 237

36
A you push the knob, & smallstane doorway slides
open. You can either ignore it and return to the
junction (furm & 256) oe you can climb theough (furn
t0373). You must make gour decision quickly, as the
door shuts of its own accord in 3 minute’s fime.

365
The Orcs attack you one at a time
First ORC 6 .
Second ORC 5 3
Third ORC 6 3
Fourth ORC 5 :
Fifth ORC 3 4

16 you win, turn to 383, 1 you wish Lo Escape during
the batle (don't forget your penalty for this), tuen 10
257

366
Youare following a passageway which leads ahead
tothenosth. After several metres it bends sharply 1o
Ihe east. You confinue eastwards until you eventu-
2lly come across 2 narrow apening the north wall.
Yo may go through this opening (rurn to 89) or
continue eastuards {tur 10 62,
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Stepping pyer the bodics towards the tble you
finchat he foul stench of he creatures, Youpickup
the box from under the table and examine it Ttis =
srall wooden box with crude hinges. The name
Farrigo Di Maggio" is inscribed on a brass name-
plate on s Td, If you svish Lo open the box. furn to
296, I you detide to leave it behind and leave the
o 42

79
As you prepare to strike the bux, the rumbling
sound gels louder. You Lit your sword high 2nd
preparc 1o srike. As your blade comes down on the
bax, aload crack deafens you and, from one corner
of the room, a small bolt of ightning darts through
the air o the sword hilt. sending you recling across
the roam.

Test your fuck. 1 you are Lucky, your sword has
shattered and lies o the floor, but you managed to
elesse your grip fust before the lightning struck. 1F
you are Unlucky, your charred remains have
Tonneda smallblack outlne on the floor. Next ime.
donattry to srike the chest! IFyou were Lucks. you
may try 0 usekeys from your rucksack. Turn to139

380
You are in 2 nasrow east-west coridor. Looking
wwestwards you can see a qosstoads ahead. You go.
on 1o the crossronds Turn to 37

emgnn
55
The passage ends at a wooden door, frimmed in
. Varios inseriptions adorn the door, buit none
fmakes sny sense o you. You Hsten, but hear
Rothing. You may either open the door (torm to84)
o retum 10 the junction (turn o 280).

E
You hold the Eye up in front of him and the jewel
gives offa dull glow. You point it fowards him and
Fe shrieks! He backs avay infoa comer and a beam
of light shoats from the jesel. As it falls on him he.
Sinks 10 the floor and a remarkable fransformatian
takes place, He startsto shefvel and grow visibly old
in front of you. His skin wrinkles and cracks and he
Slossly becomes an amorphous heap in the comer.
After some moments, the jesvel stops glowing and
ou approach the feless bundle of cloth; his robes
are il that remain, Tur to 36,
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e your sword and leap forward at ther (turm

116) or slam the door quickly and run on up the
passige (nurn o 43).

sl
Safefor the moment, you investigate the cavern and
ind. passageway which continues to the wes
urn to 274, Yo may rost and eat Provisions before
you contintie, and add 3 LuCx paines for defeating
the Dragon.

a7
The battle commences!

ORC CHIEFFAIN 7 6
SERVANT 5 3

Fight them one at a tine. If you defeat them both,
bt ar

373
You are at the south end of & north-south pas
ageway - at a dead end. If you go northwards you
will reach a crossroads. Turn t0 85

7
The Skeletons da nat natice you and disappear
through the door inta the Boat House. Breathing a
sigh of reliel, you press on to fry the door at the

375378

ot end of the passage. Buf before you go, you
‘may eat some Provisions and you may add 2 L0k
‘points for evading the Skelelons. Lurn to 207.

375
You arrive back at the junction and this fime torn
morthuvards, Tum fo 5

3
‘You may collectall the capper pieces on the table
They are worth a tatal of 4 Gold Pieces. Then vou
an leave through the door. Tuen 0.293. You inay
pause to eal Provisions, and you may add 3 1ucK
points.

77
s you deaw your sword, the WINGED GREM-
LIN flaps into the iz and attacks you, while the old
‘man rushes over Lo the baokshelf, touches a book.
and escapes thraugh a seeret duorviay thal opens.
for him. But yau must Aght bis pet.

WINGED GREMLIN Skiils  STAMINAZ

S llipuc

1 you beat the Gremiin, fum 0 196.

378
Youwipe yourbloodied Sword on the mattress, The
green blood leaves a slimy stain on the staw.
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and bobs up and dosn dangerously. You realizeitis
allemptiog to capsize iself and thros you into the
iver! You may eilher trust your strength and luck o
hold on and keep punting 1o the north side (turn to
55) orjump nto the water and attempt foswim back.
{0 he south bank. (turm 10 166).

E
You try the keys, Not ane will turn, AS you try to
turn the thizd key, small catches drop and yourlast
memory 15 sin of pain as three small darts pierce
your skin, Each is treated with a quick-acting
poisor.
Remember 1ot o use this combination of keys next
time!

388
Your sword fles out of gour hand, into the air and
you must leap aside as it comes dawn on you. It
grazes yourcheck asitfalls.Lose 3 STAS N A point.
You decide you'd better leave the room, Pick up
yoursword and torn togo. Lose £ more SK(L point
in fear of the Warlock's power.

39
Testyour Luck, 1f you are Lucky, turn 1o 28 1 you
are olucky, torm to 122,

390
The Ghoul tuatches and dies at your feet. You

arch it body and find ltleof interest A coupleof

391393

estrings, warth 1 Gold Fiece between thein, e in
one of its pockets. You may take these. I you
Baven't already searched the firstbody, you d so
0d find 5 Gold Fieces, which you may 150 lake
You may alsostap here, estand eat Provisions. You
an 3dd = Lucx points for killmg fhe Ghodl. Now
Soumay ether press on northuards

Search the second body (1ura to 395,

391
You are at the south end of a north-south corridor’
Looking nocthwards, you can sec'a passage coming
off from the east wall. Do you wan.

To g0 up o this passage? Tumiwos2
To check for secret passages as you

wealk northwards? Tum o362
Togo south, following a bend to

e w Tum 48

362
You are in a north-south comridor You may go
ither northvards through 2 lasge woaden door
(twm 10 206) or south (trn t 329).

393
You search the pockess of he atier body and find §

Gold Fieces, a botle of liuid and an old piece of
pacchment. You may take these tems Ta read the.
parchment. tur o 222 To tes the Hiquud. tien ©

365
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2 ot of scmne s

393386

55

A signabove the door reads Toat House!, The door

s fiemly Tocked bt a small barred window allows

you o look oside. You can see a nuaber of
. warking on building a boat of some

nove in a series of quick, erky actions,

Sather insect.

Ifyou have a key leariy labelled

“Boat House' Tum oo
1 you want ta ey 1o break the door
down Tura 1o 264

IFou want b refurm to the
Avesbank and fry another roule  Turmto 129

8

2 passage which you fellow
s reach a bend and follow it
ris on, you reach
- either go rarth (form (o
ard {furn (0 307).

round to the east
fanction at which .
262) or continue

35
sestwards for several paces, then the
s o the noeh. Somme way up, you reach
You sy g South (1 0 124) or west
L passage ends shorly
wish 50 up Here, ten t0 398,

356
You b on the raft and start o punt your way
across the fiver, The goings isnat easy, In the midle
of the river the raftseems Io take an a will ftsown
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39

With the Warlock now defeated, you know your.
quest s almost aver. You approach the door with
two locks There are no keys around. You retrieve
1o keys from your pack and ey them in the loc
They turnl Yo open the door and peer round. Tam
t0 242, 1 you have no keys, you may try (o break
town the door, and this you will do at the cost of
almostall your SAn1N & Reduce your STAMINA
by 5 and enter the Toom. Turn to 242

397
The doar opens to reveal a small oom with a stone
floor and ety walls. There s astale smell in theair
In the centre o the room i @ makeshift wooden
table on which is standing; a it candle. Under the
table 3 small bo, In the far corner of the room s
strasy mallress. You may either open the box (turn
0240 or leave the room (twr 0 363).

398
You feel around the rock face at the end of the
passage. One rock comes free and reveals 3 small
knob yrith a handle on the end. Will you push it
(ten 0 36¢) or pull it (uzn to 22)2

399
The current & strong and takes you swiily down-
stteain. You are washed along throush 2 namow
opering and out 1o a large cavern sith banks an
both sides. The current washes you on (o the south
bank Turn to 218
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394
The Boats are well-fashioned in a deep red Jeather.
They are much stusdier than your own and fit you.
seell. You try a few steps bui are hornfied to find
that you cannol move, and e boats seem fo be
‘2cipping your feet with considerable force. As you
Siruggle 10 free yourself, you hear a crack and 2
smash as a stalactite falls (rom the roof; you crane
rousd ta see a large biack shape shilling towards
sou. As It approaches, you furm cold. Several
netresaway ina GIAN [ SPIDER, atleastametre
across, advancing lowards you on spiny legs,
mandibles dlicking rervously in anticipation of f1s
fiext meal. You draw your sword to dofend yourself
2 1 stalis you. You cannot move and this auust

btract = from each dice roll you make to caleulate
ur Allack Steength.

GIANT SPIDER sicey sTamivA
I you win the balile, (ura 10 232

395
You slep over the boneson the flpar o take a closer
Lok atthe Boat House, You pick up and study afew.
of the tools scattered araund: hanuners, nails,
chisels and the ke, but they apptar very ordinary”
You hear a banging sound coming from beyond the
north door and have tme for ane further search
before you must react. Do yau look thraugh the
drawers of the beaches around the room (fum to
322) ox check the taols more carefully (turn o 347
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of doing 2 points of damage it has dome only 1), If
you are unlucky. ou have taken & more sericus
blow, Sublract 1 exira STAMINA poin.

Remember that you must subtract  point from your
OWN LUGK score each fime you Test yaur Luck

Restoring SKill, Stamina and Luck
Skl

Your st score will it change much duringyour
adventure. Qecasionally, 3 page may give insiruc-
fions L0 increase or decrease your sxivL score, A
Magic Weapon may increase sour sxii, but
femeatber that only one sweapon can be used at
fmel You cannot caim 2 s 1 1. bomases for carry-
ing 10 Magic Suords. Your skt score can never
exceed its Iniial value unless specificaly instrscted.
Drinking the Potion of SKI (see Tater) will rstore
your sKite Lo is Intil level al any time.

Stamindand Provisions

Your st 1 A score willhange ot uing your
adventore a5 you fght monsiers aad undeake
arduous fas Ax you nesr soun godl your
STASIN A level mag be el ows and bt
mag be paricuary risky, <0 b caref!

Your haversack contains enaugh Provisians for
cals. You may restand eat orls when allowed by
the instructions on a page, and you may eat only
onc meal at a time. Eating a meal restorss §

n

STAMINA points. When you cat a meal, add 4
points & your 51 Awix A score and deduct 1 point
from your Provisions. A separate Provisions Reriain-
boxis pravided on the Adsenture Sheat for cecord-
ng details of Provisions. Remember that you havea
Tomg; way o 5o, S0 use your Proisions wisely !

Remember also that your STAMINA Score may
never oxceed s Jiafal value unless specifically
instructed on a page. Deinking the Polion af
Strength (see laler) will restore your STARINA 0
s Tl Tevel at any ime.

Additians to yaur uck scoreare awarded through
the adventure when you have been particularly
Iucky. Details are given on the pagos of the book;
Remember that, a5 wilh SKILL and STAMINA,
sour LUK score may never exceed ils il value
‘unless specfically instructed on a page. Drinking.
the Potion of Fortune (see later) sill estore your
Luek b its Inifal level at any time, and increase
‘our Inifial toCx by 1 point.

-5
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Escaping

On some pages you may be given the option of
runvisyg away from 2 batile should things be going
badly for you. However, if you do run avas, the
creatore automatically gets in one wound on you
(sublracta a1 points) s you llee, Suchis the
price of cowardice. Note thal You may use LUCK on
{his wound i the normal wa (see below). You may
only Escape i that opion is specifically giver o you
on the page.

Fighting More Than One Creature

If you come across more than ane creature in &
particular encounler, the instructions on that page
will il you how 1o handle the batle, Sometimes
you will teat them 25 2 single monster; sometimes
you will fight cach one fn furn.

Luck

At various times during your adventare, eilher in
battles or swhen you conne across situaticmsin which
you could either be Tucky or unlucky (details of
these are given on the pages themselves), y

cell on youi luck t mrake the aulcome more favour-
able. But beware! Using luck is 2 isky business and
3 you are wntucky, the resulls could be disastrons,

The proceduse for using gour luck i as followse ol
tivo dice.IFthe number tolled is sl & or s tian

your current LUCK score, you have been fucky and

e cesult will go in sour fvour. [f the number

rolled i sgher than YU CUsTenl LUCK scOre. you
fucky and you will be penatized.

have been 1

This procedure is knosn as Tisting yowr Lick- Fach
time vou Test your Luck', you must subtract one
‘point from your current LCx score. Thus you wil
scon realize thatthe more sou ely on your uck, the.
more risky Ihis will became

Ui Lk in Batles

O certain pages of the buok sou will be old to Test
sour Lk and will be told the consequences of your
being lucty or unlucky. However, in batfles, you
alisays have the opfion of using your luck either to.
Inflicta more serious sound on a creature you have
Just wounded, o to minimize the effects ofa wound
the creature has just inflcted on you

Ifyou have ust wounded the creature, you may Test
vour Luck as deseribed above, If you are fucky. you
have inflited a severe wound and may subtract an
xtra 2 points from the creatune’s STAMIN A store
However, ifyou are unlicty, the wound was a mere
7272 3nd vou mustrestore  point o the crealure’s
STana (ie. Instead of scaring the normal >
points of damage, you have now scored only 1)

1 the ereature has just wounded you, yon may Test
suter Luck o try to minimize the wound. (£ you are.
Tucky, you have managed toavoid the full dacnage of
the bloss. Restore 1 point of STAMIN A (. instead

3
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The Warlock of Fizetop Mouniain is no more and
Sou are now he owner of the Sorcerer’s riches. At
east s thonsand Gold Pieces, jewellery, diamnonds,
rubles and pearls are in the chest. Hidden under
these you find the Waslocks spell book and as you
Ieaf hrough the pages, you realize that his tome i
probably more valusble than all the treasue
Insiructions are given far the cantrol of all the
Secxete — and the creatures — of Firetop Mouniain
With this book, unlimited pawer s yours and the
Safety of your return to the village s ensured. O, f
ou would prefer, you could remann s aster of he
‘Gomain of Firetop Mountain
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EQUIPMENT AND POTIONS

You willstart your adventiie with o bure minfmam
of equipment, but you tray fnd other terms during
your travels. You are amied with 2 sword and are
ressed In leather armaur. You have 3 rucksack
(haversack, backpack) on your buck to hold your
Provisions and any treasurs you may come across,

You also carry a Tantern which lights your veay.

In addition, you may take ane botile of a magical
pation which vl aid you on yeur guest. You
choose to take a boll of any of the following:

A Polion of SIl  restares sx1it points

A Ption of Strongth —restores STAMINA points.

A Potion of Fertiine — rostores 1.4
adds 1 to lndfal Lucx

cints and

These pations may be taken st any fime dusing your.
adventure. Taking a measure of potion vl res
SKILL, STAMINA or 1UCK scores Lo Uheis Jiotil
Tevel (ant the Potion of Fortune vwill add 1 pornt o
your Tuiial 1 uCx score before 1 is resiored).

Tach botle of potion contains enough for £
measures i e. the characteristc may be restorsd
tiice during an adventure, Fach time 1t is used
make a note an yous Adveniure Sheet

Remennber aluo that you may aly choose.ns af he
threepotions to ake on your ip, sachoose v
16

HINTS ON PLAY

Ihere is cne true way through the Warlock's
Gumgeon and it will take you several allempts to
find it. Make nctes and dray a muap as vou explore—
s map will be invalusble in Fature adventures and
enable you to progress rapidly throngh to unex-
Flored Sections:

Not alf rooms contain treasure; many merely con-
t5im raps and creatures which you will no doubtfal
foul of. There are many ‘wild goose chise’ passages
and whilst you may indeed progress theough the
dungeon, vou will not fake the Warlock's treasure
e you have picked up certan speific tems or
the way.

Several keys will be fourd n dungean rooms. Only
by areiving ot the Warlock's freasure with Lhe correct
Kevs to open his chest will you get to his treasure,
You can expect many [rusirations in Firelop Moun-
ein,

The one frue way nvolves a minimum of risk and
any plaer, no matter hory weak oninitial dice olls,
Should be able (o get through faily easily.

May the Tuck of the gods g0 with you or the adven-
tuse ahead!

t
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At Iast your twvo-day hike is over. You unsheathe
yaur sword, lay it an the ground and sigh with reicf
asyouloser ourself down an o the mossy 1ocks o
Sitfor a moment’ rest, You strelch, rub your eyes
and finally laok up at Firetop Mountain

The very mountain iselFlooks menacing, The steep
face in ront of you looks (0 have been savaged by
he dlaws of some gargantuan beast, Sharp rocky
‘crags jut out at unnatural angles. At the (op of the
Prountain you can see the serie red calourin —
provably some strange vegetation —which has given
the mountain its name. Perhaps no one will ever
Kooy exactly what grovis up there, as limbing the
peak must surely b impassible.

Yourquestliesahead of you. Across the clearingisa
dark cave entrance. You pick up your sword, get o
your feet and consider what dangers may lie ahead
of you_ But with determination, you thrust the
sword home into its scabbard and approach the

You peer into the gloom 10 see dask, slimy walls
with poals of swater on the stone flaor in front of
sou. Theairis cold and dank. Youlight your Lantern
and step warlly into the blackness. Cabwebs brush
your face and you hear the scurtying of tny feet:
Tats, most likely. You set off into the cave. After a
few yards you arrive at a junction. Will gou turn
sest (rurm to 72) or east (turn 10 278)7
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RUMOURS

Ol a foolhardy adventurer would embark upon
Such a perilous quest without first finding out as
‘much a5 possible about the mowntain and its freas
ires. Before your amival ot the oot of izctop Moun-
i, you spent several days with the lownsiolk of
local village sonue tiva days’ jousney from the bise.
Being a likeable sort of pecson, vou found it easy
get on with the local peasants. Although they old
sy staries about the mysterios Warlock's sanc-
fuary, vou could notfeelsure that all—orindeed any
of these were based on fact. The villagers had scen
‘many adventurers pass through om their way to the
inountain, but vers few ever seturned. The jousaey
ahead was exzemely dangerous, that you kneve for
Centain, Of those wha refurned t the village, none
conternplated going bock Lo Firetop Mouniain

There seemed to be some muth in the rumour that
he Warlock's reastre was stored in  magniicent
chest with 3o locks, and the keys o these locks
Wwere guarded by various teatures within the
dungeans. The Warlack hnsell yvas a surcerer of
et power, Some described im as old, others 2
Young. Some sud he power came om an
enchanted deck of cards, othees rom the siTky black
oves that he wore

The entrance 1o the mouniain was goarded by a
pack ottty fced Gobling stupichesture; fond
Faltela i s e
s, e st bocans oz ereome, Toeatn
i mmer chabers you ould bave 1o cossa v

e e
crjoyed s soad bater, 0 v showld e 4 Gold
e Sty
keep good map of your wanderins, ot wilfout
iy el Snd 9 ey ot ik e
S

When it finally came to your day of leaving, the
sshole village armed autto wish youa safejourney
Tears came 1o the eyes of many of the women,
young and old alike. You couldn't help wondering,
wehether they were lears of sorsow shed by cyes
which would never see vau alive again

Now turn oxer.
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svall. Yau Tisten hard, bist can hear no sound. Do
¥0u want to open the doar (o investigate? I  farn
10223, Jf you want to walk further up the passage
i o 300,

355
The dead-end appears fo have no secret pass-
Apeways, but you can check by lurning to 306 L you
don't want to dauble-check for secret pascages, fum
0292

16
“The yeater s icy cold. You start o swim and mofice.
hat your splashings are allractins 3 moving “tur-
bulence’ in the weater. Will our strength and
stamina hold out? Roll tsva dice. 1Fthe ol i aqual 2o
orless than your STAMINA score, you believe you.
an male itand swim furiaudly for the north bank -
lum 0 151 1 the rall lowls more than your
STAMINA scote, you decide ot (0 isk it and return
0 the south bank— twm 0 238. You may eat Pro-
isions on the south bank

57
You cut dinwn the Dwaré. He is, 25 you guessed,
tliad. Going throngh fhe pockete of the fivo ol
lins, you find a large piece of sweet-smelling
Cheese. If you wish 1o fake this with you, put it in
your pack and leave the room northwards. Torn 10

203

e passageway ends s dead end. Youmay either
et to the crossroads (turn to 85) or séarch for
“ecret pussagenays (6 (o 223).

319
o find the secrel of the second ftem you have col-
fected, tum 10 22t and investigate. If you have
slzeady investigated bolyiterns, (uer to 81

320
You run out of the room and stim the door shut
ind you. You fumm aorthwands up the pass-
ooy passing a simibr-looking door furdher up,
rn (o363

a1
Tomn 1o 266,

322
The deawers are all ful of nails, facks and miscel-
acous bils and pieces. In one drasver 1 cupper-
<olouzed key, Inscribed with the number 68 which
ools interssting. You may keep this key if you

rd one item of equipment you are carrying,
st your Equipment on your Aoenture Sheel il
want 1o lake the ke, The noise from the nocth
== louder. You goto the north door o investigale.
e 096,

323
Afier & feus melres you reach another three-tway
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K (turn to 35) orleave it and return £ the junction
{tum to 225]2

327
“The body on the floor s visibly olderin front o
stour eyes. The face looks fity, then minety, then
Svellovera hundred years old. The skin zotsand the.
eyes docounpose as you walch, You notice a move-
ment coming from the creatun’s chest. As the
seinnants of the Vampire decay, a small black face
breals through is chest. It esembles a small black
shresy, butas it frees lselfand unfurls s wings vou
vealize it a bat, You lange at i, but it flaps away
into the darkness.

You search the whole chamber quickly (remerniber,
there are several other coffins there!) and find 50
Gold Fieces, a baok, anda Y-shaped stk You may
take these flems (enter them on your Adoemiure
Sheel) if you wil leave behind ane stem ol Equip-
ment you ate already carying.

ou can leave through fhe west door Tum to380. 15
you are hungry you may take Provisions heré, and.
Jou can add 3 L Cx points for defeating the Vam-
pre

328
Both pieces of wood are Y-shaped and smooth, as f
weashed up from 2 river. You mas put fhesein your
pack and then either leave through the north door
{turn to 73) or siay and examne the rope (tum to

329-331
123).H you take the pieces of wood, you must leave
behind one item from your pack.

Nou set off and find yourself in the middle of a
north-south passageway. There is a door in the
term veall of the passage, Opposite the door1s a
rassaige going olf eastwards. To the north you can
 door some metees ahead, Ta the south you ean
<oz junction. Which will you choose:

The doorin the westwall? Tumtassy
The door o the rosth? Turmto 392
Eastwards? Turnta2e9
Southwards? Tumtoz38

30
e barrls contain s learbrownliguid. You snif it
Tt smells ke rum. You taste . i rum. You cup
yourhands, poursomein and take a swig. Yougasp
b golly, < pood: Restore 6 points of STAMINA
and 1 LUCK Tum to81

53t
The creature s man-sized but its long arms ook
very paweriul. Resalve this baille:

TROLL ki sTasina b

[Fyouwin, you may head northuwards (turn 10 287).
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juncton. You may go ether norlhwards (e 108)
or castuwarnds (s fo 255,

323
As you burst through the door, he ld man tums t0
Tookat you, notinthe least perturbed by your intru-
sion. Suddenly he vanishes! He reappears aga
the ysall and, as you spin round (0 see him, he
Laughs. Not the fecble cackle of an o1d man, but the
booming laugh of a much younger man. Again he
disappears, and reappears in anather comer of the
room, glasing at you and taunting you with his
el laugh. You swirl round fustin ime to see him
disappear again. This fime he reappears in the
air above you and slowly floats down to you. His
glaring eyes make you shiver as they approach
Tom 0 358.

325
ou place the helmet on your head. It its well, A
glow begins to Al your body and. you seem ko pos-
Ses5 2 power and confidence beyond anything you
have felt before. The helmet s blessed with magic
and will allow you to add 1 point to all fufure dice
rolls when computing your own Attack Strength
Guring combat so long s you wear it N this on
your Equipment List and retuen to the junction
(wen 1087).

35
You enter a small room with bare, rocky walls. On
the far wall hangs a solden key. There appears (obe
£oway through the room. Do you want to g for the
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35
fura to 182

336
You are in a small. foul smelling room. You netice

v doors: one to the west and one behind you (o
the soutl. Th fumiture in the room is sparse and,
123 been made zuostly fram bits f old bots. There
appears o e nathing of value in the soom, bul a
bunch of kess hangs on the wall. An old man in
casged lothes s slumped asleep on a ‘bench’ made
From halta rawing boal, snoring loudly. Next to i
s a vidious-looking brown dog with red eyes and
Black leeth, swhom you bave awakensid and who
o s eyeing you suspiciously. A deep growl is
coming from 11s throal, You miay
Tiptoe an exit through the south
door Turn 1066
‘200 the door behind youand.
feve"Ahemrs’ o wake up

theold man Tum o172
Leap across the raom with sword
| drawn o cut dowa the dog Tuentozgy
37

You find o secref passages, but as you press the
veals, you hear 2 click. You feel dizzy and shump tu
the ground. When you come to, the surroundings
Took sizange. Turn (0 267.

338
e = —— You approach the statue cautiously. A seampeng
1336 ol s paggedclhes 5 Slped seep o enc

it o i & e ot
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332
Youlind yourself at a door blocking the east end of
an cast-sves! passage. To go through the door, lum
10320, Tooking westwards, the passae turns fo the
Torth. To go this way, Wi t0.3

333
As you swing your sword at the creature, it reaches

ol and catehes the blade inits hand! Your wezpon
Jo almost ineffective against the considerable.
sisength of the creature. You realize this and pari.
but you must fight on.

VAMPIRE

Ifyou defeatthe Vampre, turn t0327. Tf you wish o
try 1o Escape, which Sou may only do after 6 full
‘Attack Rotunds, you wil have o be lucky. Test your
Luck. 1t you are Tucky, you may Escape through the
swest doer (tuen 10 380). 1 you are Unlucky, you
must conlinue this fight for 2 furlher 6 Atiack
Rounds before trying t Fasape again. 1f you roll an
12 o 12 and you are Unlucky (ie. your cmeat
Lucx score is below 1), then turn t0 224,

334

33
A you speak the old man rises o his feet. ‘Oh any.

uy, a stranger! e stasts. ‘Well, do come . the
7p i< open. What can | get you? What would you
e to buy? What takes your fancy? Which way are
o headed? North? Wel?” You tell the old man
Sourstory, Helistens intently and replies, ‘Oh yes
2 that case you will undoubtedly need one of my
Blue Candles. That will be 2 Gold Ficces please.
i you don't mind. s, | know IUs expensive,
t sn't everything these days? Nt o long g0
e were only 5 Gold Pieces cach; but you know
what has happened to the price of candlewax since
he Lons Dark Night — of, but you probably don't
nce you don't come from these parts. Never mind
Lean guarantee I sell worth the peice. You might
ced 5t soomer than you think

1£you decide to buy a candle, pay for tand addlit t
our Equipment Lis. You are getting a litle tired of
constant pratting. Leave the room and o
rthwards. Turn to 202,
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some Kind? Luckily the pitis not parsicularly dep.
and youTand in1a heap less than tvo metses dowa.
Tose 1 57aM134 point for your bruises, dlimb out
of the pitinto the toom and feave through the door,
heading westwards. Tura 10 2

341
You sheathe your sword and walk up to the water.
Is 3t safe o swim? Although you cannol see any
ummediate signs of danger eifher in the water or
arouad iis banks, there is no way through an the.
norih sideof the river, You suddenly notica gleam-
ing sword fying on the river bed several sieps n.
Youwadein toretrieveit. i Bghtin yourhand, far
less cumbersome than your own weapon, and it has.
a keen edge. This marvellous weapon will add 1
point 1o your sx11L swhilst you use t. Nofe thison
your Bquipment List. A mysterious voice speaks

direcly 1o your mind seems 0 be telling you ‘o
Hhrow your own sword mta the river. Wall you? it
50, UEN 1056. 1 you yant o keep both swords, rurn

10153,

315
au follow the passage castards for several
metres, then it tumsfo the north Shartly you reach
anather punction where you may either g0 straight
on (tum o 381} or you may furm right, it an e

wards passage Hhat soon urns sorth (tarn 10 31)

346-347

316
The luck of the cacds may or inay fot be with you
You have bwo chaices,

ou may leave allluckto the cards. Throw tvodice.
IFthe numbe s even, then you loss this number of
Gold Pieces or all your Gold I you don't have
enough 1f the rumber s 0dd, then you win this
sumber of Gold Pieces.

Altematively, you may use your Lucx to help you
win. Testyour Luck. 1Eyouare Lucky, throw b dice
o see how many Gold Pieces you win. If you are
Unlucky, thraw tio dice 1o sce how many Gald
Pieces you lose.

Make the apprupriaté alterations on youe Aduentire
Sheet_ I you won, you may add 2 1UCK paints for
ar good fortune. When this & done, tur © 131

347
Turn to 282,
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hehind you makes you flash round .. butitisonlya
fat. You feel at the jewdl, but it & solidly in place.
You fry o work your sword in behind it and 2
you wrk, you hear an ominous creaking noise. To.
Jour Rorrar fhe statue is beginning to movel You
jump down and draw your sword. The IRON
CYCLOPS cranesits head round towards you and
steps down from its pedestal. You must fight!

IRON CYCLOPS

1 you swin, tn 1o 75. f you want to Escope during
combat, you can run through the door back to the
Junction, Turn to g3.

339

The lock was obviously inadequate; it fes off and
Lands o Ehe Aoor several mefres away. You it up.
the heavy Iid and your eyes widen s you se the
gold sheen coming from within. A fair number of
‘Gold Pieces are inside. In one corer fies = small
black botle with a fight glass stopper, containing 2
Tiguid of some Kind. Alsin the chestisa silky biack.
glove. Bul as you are admiring this reasure you
Hear a soft click and wince in puin 26 2 smal dart
shools forward inlo your stomach, Roll ane die and.
subtract this murmber of paints fram your § 1AM 14
o determine the effect of the poisan on the dacttp.
I you are sl alive, furm to 201

340343
310

You try various fems of equipment against the gaze

of the paiating, but Aone scems o work You may.

5 2ny of the following if you have them;

Slash the painfing with your sword - Turn 1o 368

Hold ajewel upn front of 1 Tum 1631
Plunge s wooden stake into t Turn o241
Throw cheeseatit Turn 45

342
The old man glares at vom as you enter the room.

‘o may vitherapologie, explain that you lost yotie
wag and leave through efther the docr i the west
(tum 0 46) or south furn 10 392) walls, or alterna-
tively you may try o talkto the old man. Ifyou want
0 1K to him, ou can either be pleasant (furn to
220) or you can devanud that he answers your ques-

s (s o0 793),

352
The Werezat slumps Lo the ground. You search his
body and find = Gold Pieces, his fare from the last
crossing. You curse him for frying o avercharge.
Sou. Add the 2 Gold Pieces o youis Gold and row
vourself across the river. Add 2 LUCK poinis. As
sou moor the baat on the narth bank you loak back
the body. It has vanished! Turn o7

343
The door bursts apen and you fall headlar into a
coom. But your heart jumps as o realize you are
notlanding on the floor, but phinging dawn a pit of
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ot the Piranhas go for you. Tf you throw 2 3-
majurity attack fhe Crocodile

, the

Treat the Piranias asa single creature. T, 3s aresult
of the above, the moriy of the fish allack suu, their

PIRANHAS  sxuns stasiNas

1t a8 & result of the above, the majority attack the
Crocodile and the remainder attack you, they have:

PIRANHAS  sxiLis srass

1 you win you can swim to shore. Tum to 7. You
may et Provisions here ~and sestore 1 LUCK poial.

=
Yousrve bck at he jundion and e esswands
T o7
h 351‘ by e
A you approach you fd is eyes bum int you
. Sorbrabl powen, You begin ® weaken
e s e Loce 1 STAMINA point. Yo re
iy g o oo wil, W o e 0 draw
ot it anc Bt i (074 o ook 1
Lo o méan of ateck i your b (m to
2797
25
Vo age o the od man s e e et v

354355,

with outstretched arms — and ru him through the
chest with your sword. You cusse as you realize that.
he sas making no attempt to attack you; his wild
excilement must merely have been telief after
Having heen imprisoned for what had appascily
een 2 verylong time. You will now getno nforma:
tion outof him o the perils of the adventute ahead,
Turm to 314 (o progress up the passageway.

35
Youare standingatabend In the passage where you
may go either yest or south
To go west
To g south
Ifyou want to check for secret
passageson the way westwards  Turniozq
I you wantto check for secret
passagges as you go south

Tumn 10 308
Tom tosz.

Turntozs

E
You grope along the wall but ean find 10 way of
escape. The noise is catsing sou 1o scream in pain!
‘Subract 1 st 1 point. You may try cither the east
svall (turn 10 282) or the north wall (rarn fo 265

356
The old man Taoks at you, accepts your greetings,
andbids yousit down. Yousital the tableand natice
that he s glaring at you. His piercing stare Is be-
coming hprotic, but you realize this and breakeye
contact. He opens is mouth 1 speak and o your.
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38

Youarein a pit, a e bruised but nol too seriausly
hust. You loak around as you get back on your feet
and can see fo passageways: a short oo to the
south which opens into a small chamber, and
snother heading northwards. You are 2 litle
woeried about the crash your fall has made, and
even more by the gruntings you can hear coming
fzom the chamber (o the south. efore you can col:
lectyour thouzhts, a farge, ugly head pokes around
the ‘comee and u TROLL emerges from s
chamber. Your ankle is bvisied and you cannot
move quickly, but the Troll s ready for a fight. You
will have o face the brute. Tum t0 531 - but if you
have a Potion of Invisibility, fum o 51

349
You walk a fesw metres darwn the passage and find

fourself ata dead end. You may either refurn bo the
roads (turn 10 267] or Investigate the endLof the
(tum 10 30),

pos

350
As the ‘turbulence’ sureaunds you, you can feel the
joatlings of many small fish. They startripping your
lesh wath vicious bites and you realize thal yoii are
sumounded by deadly PIRANHAS!

I, ducing your struggle with the Crocadile, you

sounded it you are lucky and most of the ish.
allack thebleeding reptle fyou have notwounded
the Crocodile, then the fish may go for either youor
. Throw one die. If you thraswa 1 or2, the mafority
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3577358

amazement, instead of an ald man's voice, the.
iwhole raom resanates (o a poserlul voice wwhich
Seems lolbe coming from the walls themselues. Yors
throw a glance back at the man and can see him
changing belore your very eves. He is of imposing.
eight. His tttered old rags have become robes of
velvet and gold. His black eyes are fixed divectly
Sours. He has been expecting you
Tum to 358,

37
The passage ruas for some distance northwvards and.
then Starts 10 open int a large cavern with rough
wvalls There appears o be no eay through. Wil you
cetumn to the junction (tum to 269) or enter the
cavemn (tum 0 5772

358
The Battle il callupan all v reserves o strenth
and cunning. Your adversary bas disappeared, and
o stands at the ar end of the room in lzonl ol a
oo wath tueo Tocks. Hows will you approach kim

ip yous sword firmly and

advance towards him? Tumto 12
Look through your pack fora
\weapon tause? Tum © 105

Lok around the room for another
‘means ofatfack or defence? Turm o389
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PUFFIN BOOKS

"THE WARLOCK OF
FIRETOP MOUNTAIN

The Warlock of Firelop Mountain is a different kind of book. As
well as the book itself, you will need two dice, a pencil and an
eraser: then, armed with these tools, you can become the hero
in a perilous quest to find the Warlock's hidden treasure. The
treasure is hidden deep within a dungeon which you must
explore, populated with a multitude of underworld monsters
which you must fight and kill — or be killed in the attempt.

Part novel, with its exciting story, and part game, with its
elaborate combat system, this book holds many adventures in
store for you. Each page presents different challenges, and the
choices you make will send you on different paths and into
different battles. You may get lost in the maze, have your
strength sapped by a hideous Wight, die in a battle with Orecs,
or fall to any one of the dozens of creatures guarding the
Warlock's treasure-vaults. Or, with courage, determination and
a fair amount of luck, you may survive through all traps and
battles to the innermost chambers of the Warlock's domain
where the treasure is hidden.

Magic and monsters are as real as life in this sword-and-
sorcery treasure hunt which will keep you spellbound for hours
on end!
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THE WARLOCK OF
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HOW TO FIGHT CREATURES
OF THE UNDERWORLD

fore embueking an gour adventure, you must st
Getermine your ewn sirengths and weaknusses,
You lizve in your possession a sword and a shield
topesher with 2 mucksack canlaining provisions
(food and drinik for the p. Yo have biva propar-
sour quest by fraiming yoursell i swardplay

jaxously 1o build up youe stamina.

ande

To see hanw effective your preparations have been,
you must use the dice 10 delermine your tnitial
SKitLand STAMINA scores, On pages 18-1g there
s an Aliesbure Sieet which you may use 10 record
thedetails of an adventure. On it you willincboxes

ording your SKILL and STAMINA scores.

4 b cither cesord your scores on the.
¢ Sheet i penci, or make phatucopics of
i futare adveatures.

SIll, Stamina and Luck
Koll one die. Add & to this number and enter this
totalin the SxiLL box on the Adsenture Shic
Rell both diie. Add 12 (0 the numbee rolled and
enter this toial in the StA MINA Dox
There s also s uex box. Koll ane die, 3dd 6 t0 s
umber and enter this total in the LoCK box.

3
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For reasons that will be explained below, sxiLL,

AMINA and LUcx scores. change constantly
Guring an advenfure. You must keep an accuraie
record of these scores and for this reason you are
advised cither to write small in the boxes or o keep
an eraser handy, Bul never rub out sour [
scores. Although you may be awarded sddifional
SKILL, STAMINA and LUCK points, these totals
may never excee your nifal scores, excepton very
Fare occasions, when you wil be instracted on 2
particular page.

Yot sx111 score refects your swordsmanship and
goreral fighting expertise: the higher the beter.
Yo STAMINA score reflects your seneral constitu
ton, your wil to survive, your determination and
overallfitness; the higher your sTas 15 A score, the
longer you sl be able o survive. Your L cx score
indicates how naturally lucky a person you are.
Luck — and magic — are facts of I in the fantasy
Kingdom you are about fo explore.

Battles

You will often come across pages in the book séhich
instruct you fo Rght a creafure of some sart. An
oplion (o flee may be given, bul if not — or if sou
choose 10 atlack the creature anysvas - you must
sesolve the battle s described below.

Fisst rucord the creatune’s sx11L and Sraniya
scores in the first vacant Monsier Encvunier Box: on

‘our Adoenture Sheet The scores for each creature.
are given in the book each time you have an
encouner.

The sequence of combat is then:

1. Roll the two dice ance for the crestare. Ad ity
Skiir score. This toal is the ceeature's Allack
Strengii

2 Rall the o dice once for yoursell, Add the
nuember rolled o vour urrent s K11 score. This
tofal is vour Alack Sirengih

3. I you Atk Soengile is igher than thatof the
creature, youhave wounded it Proceed tostep
I the creature’s Allick Strength s higher than
‘youss, it has wounded you. Procead 1o step . I
ol Atack Sterth totals are the same, you Have
avoided cach other'sblows - start he next Attack
Risend from step 1 above.

4+ You have wounded the creatore, 50 sublract 2
puints from i1s STAMINA score. You may use

Jour 1uex here to do sdditional damage (see

over).

The ereature has wounded you, so subtract 2

poiins from your own TAMINA score. Again

o0 may Use LUCK at this stage (see over)

6. Make the approprate adjstmens to cither the
creature’s or voue own 1AM N scores (and

ous £uCk seare f you used LUCK -see over)

Begin the next Astck Round (repent steps 1-6)

This sequence continues uatl the S7AbINA

score of cither you o the erature you e fight.

ing has been rcuced to zero (death)
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A g jaw yawns opea i tront of you. By the <ze
it the CROCODILE you are swimmng
rsvords must b af lenst theee miekres long: The
| et dips il e ey and glides towe

o You must fight tivo Atiack Rounds.

CROCODILE  sxuii? sraninab

859

Your combined thrashings attract a ‘turbulence’ in
the water that you had noliced before and this now
‘makes ts way (owards your part of the river. Outof.
the comer uf your eye yon nofce this and must
decide what ta do. IF you believe that the Crocodile.
s onts st legs and you wish o continue the battle,
then do o, Jf Fou win, fum t 259, Ofherwise you
can keep the beast occupiod in the fant hope that
hi mysterious visitor il help you in some way.
FHave ume mare Attack Round and furn o 350

L
You arrive back at the junction and this time turn
northwards, Tun 1o 362

a5
You enter ancther small room, bare except for a
fountain in the middle. Not a pacticularly grand
affar, the fountainis  small carveel fish, and a short
Jetof weater comes [rom s mouth A woodden sign
Fangs from fhe fish an this bears & message. It s
weritien in Goblin torsue, at which you are not very
profigent. The first word you cannot understan
but the others read: *.. 07 DRINK. But you are
extremely thirsty. Will jou drink [rom the fountain?
50, (urh t0 216 Ofherise you can pass IL by and

thaugh a doos i the north wall tum to384).

You climb through the openinyg and ind gourselfac
the top of a narrow staizcase leading downwards.
Cautiously, you descend the stairs  Turm (0 286
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A noise starles you, prompting you (o leave the
room quickly. Yo walk up fo investigate the north
door. Turn to 205,

5
The door opens Lo reveal a small, smelly room. In
the cente o the room s  rickety wootlea table on
which stands 2 lit candle. Unidecneath the table is a
smallvooden box. Asleepona straw mattress n the
for commer of the rom s 3 shart, stocky crealure
with an ugly, warty face: the same sort of creature
that you found asleep at the sentry post. He musbe
the gad for the might wateh You may either
return o the comidar and press on northwards (tumn
10208) orcreep nfo the roam an Ly to take the box
wethonst weaking the creature, IF you wanl 0 lry 0
<ceal the bo, Test your Lk, 1f you are Lucky, he
does nat wake up— tum ta 147. f you are Unlucky,
turn lo 33,

8
Test ey Luck. If you are Lucky, you make i ont
through the north doos — tuen [0 360 If you are
Unlucky, fum to 154.

8
“The doar opens into a small room, comfartably fue-
hed with  table, several chaics and 2 large book
ehich covers ane wall. Seated at the table is an
1d man with a long grey beard, and squatting on
the old man's shoulder s 2 small winged beast. This
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o7
A voice bids you Come 1nt” and you walk 1010
Small room fumnished with a lable and chair,
Shelves, cupboards and the like, all of shich hiave

- belter days. Plates, bowls, cups and hundreds
of old book fire the shelves. 1 the midst ofal this
. you see a lille old man m a grubby white
Swaving to and fro in 2 rocking chair, st
ming happily (o himself, hus eyes fxed on you,
bt seeming at peace with the world. He bids you
“Good day * Do you:

Start to make canversation with

1in? Tura lo 334
Drav yoursward and charge at
Him? Tumto 247
Deside not to waste time with Kim
andleave, going northwards?  Turnkoags
8

s yous craw into the foom, a voice hooms oul
“Welcome, adventurer. 1 ave been expecling you.”
You stop, luek around and ise o your fect. The

= old man has changed. Hess not soold and grey
sy more, and he's of an imposing height. His cyes
are deep and black and they are fixed on you relent-
fessy. Turn to 358

The passsgeway runsenstivards. Ahead of yau, you
can see thata salid-loaking door locks the passage
Yo step up to imvestigate Turn (o 393
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Yo apen e doorinto s namow passaeand [olowe

T atds, Some metres up the passagevay, it
e thiscast, hen furns to the north, Hovever,

s sccond bend, there 1 a small alcove in fhe
o Csvarns a convenient luding place ad 2 large

T fomm a comfortable seat. You may stop here
‘When you have

nd eat Progisions il you wid
Sestiat, continue nortwards, Turn 0 253

o
1 you ace lucky, your cheating vl oot be di>
& Tt your Luck. 1f you are Lucky, you gl
it t, Roll fwo dice to see how many Gold
ot youwin, Mark thes on your Adsesture Shest

and hrn 0231

16 you are Untucky, the four notice you aze desing
ram the bottom of the deck. They pick up axes from
Iebin their chairs and tum on you. Torn (0 22

o
o active back at he junction in the passage. You
oot 1eft o sec he cave entzance in the di distence
it wialk straight on. Tum 10 73

9
oo ative back ot the jonction and this tme you
fura northwards Tum 108

51
ou walkalong a passageway that runs dve south,

9596
B e e
ey focon, Yo chec o2 i
ages aloni the way (tush 10 360) or gostraight o
junction (tur to 329). : L

z 95
You fndnotting remaranle oo thewespons, n
fact not a single weapon Iooks more uselul than
e sord. & yor seacch ths debei, you hear
eep thumping from fhe north fallowed By ascream
e *:\J“ hiver down your spine. You rush
e north door ta fnvestigate. Turn ta 205,

-
The deoeepens o ashot corlor sbout fieen
an Thee o ol xchend
Sou o i i s o o Mo Sl
ot Fourf e e vl sosds, e

down the comridor tawards you. SRS

Thydente
e e
slight recess in the wall which e
M
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107

ou sill Rave to stoop to gt through. On the other
Side ofthe arch you pause and ok around. You are
in 3 large cavern swhich disappears into distant
blackness. The cavern is partialy it by matural ight
tohich streams in throush 4 hole in the roof Yo
cannol see a way through.

As o shine your lantern around the cavern, you
heara rumble. A dull glow lickers n Lhe blackness
Suddenly, 2 et of fire Shaots from the depths af the
cevern, narosly missing you and singeing the

rowths i1 You theow sousselfon
£ the ground and loak up fa see a large DRAGON
stallin out of the dasknies towards you Smoke
omits nostris,I1sscaly red skin glistens with
an aily covering. The besst is some fifieen nclres
fong! How wil you attack the cxcature?

Drax

sword and prepare fo

attack? Tumitaaze
‘Search vour memory for anather.
means ofattack? Tun 0126

Youtiptoe through the room, upa parmow stalrcase,
ending up atthe fop of he stairs 11 passage “That

sy’ you think, ael pou begin & have secona
iaghis abaut whether ¢ wauld have been worth-
sohile o search the bodies. 1f you want o return.and
Search the bodies, stasting with the third, turn @
245 1 you want (o press on, trn 10 197
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Hestanly, they sgree (o let you joinin. Asyou play
and chat, they loasen up and eventually you are all
Toughing and exchanging stories

They seem quite harmless. You may play cards
exthr Laily or you may ry [0 cheat. 1l you wish &
lay firly, e t0 346, 1F you wish o cheat, tumn o
0

Nour lucky theorw catches the Vampire unawares
and he shries in agony as fh stake sinks into fus
heart. You leap over and theast it further inlo his
body His death crics grov weaker and his ieless
body slumps to the floo. Turn o 327

The doors notlocked and opens. The zoom in front.
of you seems o be a small torture chamber, silh
Satlous torture devices around the walls, In the
cene of the room, two small, huachbacked
crealures are having, ther fendish way with 3
Daearf, who s fied ta 8 hook in the ceiing be his
wwnsts. The twa hunchbacks are poking and Culling
him viciously with Lheir swords. The Duwari Iets out
a final scream and fals silent, eves dosed. His cap-
fors. make disappointed noiscs and look round
angrly at you as f it were your faul that the D
has collapsed, You must act quickly. Will you

Close the duce quickly and
contisne up fhe corridor? Tumio.

103-106

Draw your syord and bry o fight
the creatures?

Stride oer o the Diearf, givehima
jab with your sword and put on
an evil laugh tor the toriurers?

tumto g

Turn o 68

Youeelastonemove and behind ityou indalever
901 you pull heoer, or el anl reurn o the
cxosrand? I you dasepull e levr,tom 0 252 1
$00 50 back {0 he crosmoads, 10339

104
You find yoursslf in a short, Basrov passageway.
svilh a door ahead 10 the norih. You try this door
Torn to 45

w05

You rummage through your haversack, Wht s in
7 You may attempt o use ang af the [ollowing

s i you have themm on your Equipment List

Porion of Invisibilty
The Eye of the Cyclops

Tumtazs
Tumta 382

A piece of Chesse Tuen 0368
Fows with Silver Ao Tum 0195
A¥-shaped Stick Turntoa1s

106
Ihe passagewas ahead rons northwards for soime,
fime. Yaou may rest along the passage [0 eat Fro-

s I then bends to the west and begis 10 get
quite narrow You reach a small rocky arch which
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x5
The poor wretches lying dead at your feel almost
Took happy to be selieved of the bucden of ife. Butas.
‘o loak down at them, v sense that you are nal
B only one Lo knasw of their deaths Tonking
araund the room, you may:

Invesligale the weapons lying.
around Tumtoss
Goover to the dead body in the
north-cost corner
Check the barrels

Tumtosss
Tomm 330

16
The twa drunken ORCS you now face are obri-
ously startled af your entrance and, a5 quickly as
ey are able, they fumble around of the sweapons.
You must atfack each one i tum, Their drunken-
s allows yout0 add 1 pointto your dice roll when
solling 1o work out your Aliack Strength, during
cach Attack Round

First ORC s s

Second ORC 5

1# you win the batlle. furn o 378. If you wish to
Escape during the batle, you may dosoby furning (o
-

17
You are in an eastowest passagesiay. To g0 east
tum 10 354. To go west, furn ta 308

18
5 you approach e rises from his coffin, spreads
his cloak and takes you under it Your lust living
memory s a lash of pain as his sharp feeth sink into
yorur neck. You shuuld never have let yoursell get
nto eye-contact with a VAMPIRE!

119
Youtapen your pack and reach fnside for something
suitable to throw across the cavem, Check your
Equipment Lis, choase ane tem o throw and cross
it off your List. I you have no Equipment yau will
Fave (o thraw » Gold Piece. You thraw the objecl
acrons the cavern, where [t lands with a latter. The
Ogre looks towards the roise, and goes over (0
Investigate. Meanwhile you creep out, down the
passage and back to the junctian. Turs to 269

You leave the charnber, walk down a short passage
and reach » staizease going Up. You cimb the stairs
and arrive at the fopin a passageway Turn (o 197

The corridor goes east for several melres, then
South, then east again, where il finally ends. Wil
sou investigate the dead end (turm to 203) o Fetuen
10 the crossroads (turn t0 359)2
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108
The moment your foottouches aliand e, you feela
yice-Tike grip on your ankle and look down o sce
ghostly while hand gripping your leg. You fight for
your balance and manage fa regain i But (6 sour.
hortor you see that, fram every hand-shaped il in
the floor, a smilar spparition Kas appesred, and the
flooracross to the door is nuw scatiered with ghoul-
ish hands, flexing and snalching in the air. You
dravwyour sword and chop al the hand. Resolve this
battl

TIAND sk 6

¥ you win, turn o 185,

09
The liquid is smooth and watery and, as you drink
i, you begin to glow. You feel euphoric and a litle
drunkat the same fime. Your confidence growsand
your weariness disappears.

Ihe botle contains HOLY WATER, ble
Lhe Overpriest ofaylesh-ha. Tthasse
sraniia almost to Rl strngth. Increase
STAM 1A o= puints below your Inifial STARINA
(iF your 81 AMINA was alveady Higher than this,
leaueitasitis -you are strang enough!). AGd points
10 your current sxILL (o take the fofal to 3 point
wnider your luitsl $%111. You may add 4 1vex
poias for masing such a lucky find.

t1a-1ng.

you have alreads looked af the parchment, you
lcave the oo northssards (turn 1o 120). If you
t, you may lookat I (turi 10 212) oryou may

i
forgel aboul it and go northwards anyway.

You are now 8 Gold Pieces richer. You alsa find
nother 2 Gold Pieces in his boot, hidden there for
Safety Turn to329. Record the Gold on your Adoen-

He swill notbe pacified. As you shift uncasily around
theroom. he shoutsa sard at the dog. Tum to.249.

You see nothing in the raom lkely to help you in
your batdle. Will you

Drae your sword, grit your et

and advance? Tumtazge
Search your rucksack fora weapon
o use Tumta z05

e
You arrive at another junction in the passage. You
may eilher go northsards {turn to 265) or continue
eastuards (turn to 78),

1
The passage goes south, then east and you crentu-
ally find yoursell at a crossroads. Turn o 359.
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You follow the cobbled corridor eqst, then narih

then east again and finally north until you wind up
at2 crossroads. Tum 267

7
“There is a ight-hand L to the north In the pass-
5. Cautiously you appraach a sentry pust on the.
‘comer and, as vou look in, you i see @ strangs.
‘Goblin-lke creature n leather armour asleep at his
post. You lry to tiptue past him, Test your Luck, I
vou are Lucky, he daes nat wake up and remains
Snoring loudly arn to 301, [fyon are Unlucks, vou
step with a cranch on Sonie [oose ground and his.
eyes fick open — turn 10 248,

You now have a fresh sol of armour, equivalent (o
your oven. Decide which ot the Lo you wish 0
2p, Lhrow the other away, and R & 319,

he passage ahead leads you northwards. The rocky

vor becomes sands unél eventually you ane walke

ingma sortof coazse sand. You otics the passages

identing and head you can hear 3 Aowing fiver,

You contime until you find yoursclfina large cavern
ousgh which a river flows. Tum fo 216.

i Lk, Ty aze Lk, you break s gave
2nd can propare to attack. Tue 10 279, If you are
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&
You contie along the passageway 10 the cast.
After some ity metzes It furms fo the south.
Tollowing it round the bend you cventually come to
a stop at 2 large armoured door. To ty the dear,
Fum 10 6. If you would prefer to colam along the
passage and go throvgh the namow opening,
fo g

&
s you walk slong the corridor, you can see ahiead
Lhat i s gotting naroweer. At one poinl you Sioop)
and as you o so, 2 deep, resonating laugh siarts up
around you. Do you wish o continue? l{ o, torm &
22, 16 you wish to tuza back, tuen 1o 70.

65
Ihie Ghaul dances with glee around your body, lays
i nent to the othess on the ground, furas you over
and sinks its leeth into your ramp. 11 is 7ot often it
gels fresh meal 1o feed on.

Your sdventuee s aver.

6

As you sprin at Lhe Chiefain, his servant fises fo
i feet, picks up » hefty wooden stick and s the.
elee, Bt to your disappointient he aftacks yout
Ungrateful wretch! Secing this, you may Loape
g the door down the corridor (trm t 293) oF
contime the ight (e 1o 372). Tf you choose fo
Escnpe, you suffer norme] escaping penalfics.

6669

&
The doorpens and you find yoursulfn the passage
leading back to fhe siverbank. You return [0 the
rver and may now cither go for the door in the
eniddle of Lhe rockface (fum t 104) o go down the
passage running off castwards along the riverbank
(tun 10 69).

You pull on the zope and 4 smal door swings open
reveling a passage nto @ north-south corridor.
¥illyou retuen to the crossroads (1urn 10.267) 0 g0
theough the sceret doar (tur to 177)7

5
The two GOBLIN forturers look at cach other
amazed, then look at you. They chaler t0 them-
Selves and then Indicaie for you to wait while they
20 off and get another Dwast 1o give them some
fmare fun_ They disappear out of the raom and you
et down the Divarl who B, a5 you guessed, quite
dead. You decide it best 1o leave and priss on
rarihivards up the corridor. Turn (0 303,

69
Some way along the passage, the corridor bends
Found to the nasth and you follow it untilyou reach
another junction. At this Junction you ses an aow
cut into the rock, pointing fo the north, and you
decide 1o try this direction” Turn to 244
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Unbucky, you are under his control and drop your
sword at I command — turd f0 5.

You it back and rest trom the exhaustin battle.
Yot may et Provisions here. You prise the jewel
Iz0mm the sl statve. 1113 heavy in your hand and i
svarth 50 Gold Pieces. You put i in your pack. A
Yot exploxe the roorn and th statue, you notice that
S of its breastplate sections is loose. When you
‘open i, & stal key i inside. You examine this
S notice the number 211 on it, With a sniile you
Pt She jewel and the key in your pack and sel off
Back to the janction. Torm {0 g3, ater adding 3
" Dex points - you ave a valuable arefact here.

7
Youarrive at anotherjnction. Anamow on the el
poins northsvards and you decids to proceed inthis
direction, Tues to 244,

=
Several metres up the passageway you amive &t =
Janchion where you may furn either westvreast. Set
1 the rock on the north veal sa sl recess sehere.
Joumay restand eat Provisions without being scep.
1f you swish 1o take Pravisions here, do so. After-
wasds you may sel o either castwvards (5iea 10 345)
o westwards (turn to 18),

7
The passags endsata solid sooden door with metal

79-80

Hinges, Lisiening at the door, you hear stange
mutterings and the datter of what could b pots
pans. Whatever = in there, thete are several of
them. Do yons weant o go Hhrosgh the dour (turs b
139) or turm back (turn 10 23717

»
e pussgoway endsin Gontof you i desi nd
Tryouwih tostaeh for secret prssagervays, b 0
237, 1 mot. retur o the erossconds at 267

50

The key fits the lock and opens the door You find
sourselt in 3 large buathouse. Various boats. i
Gifferent stages of construction. aze Jging around
Apartfrom the door behinul you there s another i
the norih wall. As you enfer, the Skelerons sop
their wwork and crane their bany necks around to
ook at youu. They pick up planks of srood and ham
mers and advance towards you There are five ol
them. Do you:

Smileneevousty s back autot
ne door ntothe prusege?

Tellhem you ve corme oot
T et

Tell et youe heineseboss
s oo e back t eork?
battle? R

Tumazg
Turato 12
Turm 10195

Tuma g
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nofice hat your strength is ebbing; Lose 1 K1t
poiat. You deduce that this is yel another masical
Power of this foul creature and you feel  shiver of
panic. Will you continue or run? I you want
Escnpe, pay the penalty and tum 0 360 o flee
throngh the north door. Othenwise the BhE oes

Tfyou dofeat lhe creatuze, tom o 135, But from now
o every third wound fhat the beast inicts takes <
point from your sxILL.

a5
The paintings ate poriraits of men. Yous spine shiv-
s 05 you read the nameplate under the cne on the
west viall it s Lhat of Zagor, the Warlock whose
treasure you are seeking. You look at his porizail
and reulize you are pitting yourself against an awe-
Same adversary. You have the feeling that you are
being; wached and notice the piercing cyes

ing, you 25 you move. You find yourself drawn
fowards his portrait and your fear rises. Lose 1
sxins. point. Do you have fhe couzage fo iy o
Contbat the Warlock? Yo may cither leave through
Ehe north door straightatay (R 10 go) — but frcat
fhis as an Escape. Or you may look through your
pack for  weapon 10 use against the Warlodk's
poswer - turn 10 340.

5
You remember Di Maggio's small, leather-bound
book, and silently mouth the spell ontained within
ils pages

7

You shout Towdly at the Dragon and it stops 15
tracks. 1t cocks i1s head & one side and eyes you
Suspiciously. You fing  stone at its head, and the
rock bounces oif s nose. Thebeast lels outan angry
ey and breathes decply, a roasing sound beig
created from within s Ehroat. The Dragon exhales,
and trom between ifs feeth you can see anorher
Freball building up. You prepare yourself, and us
c ball of flame comes fom it miouth, you cry

Exi Pt
Eam Enit
Edf Frif

Di Maggio

e freball contimues no fulher, With an agonized.
scream, the Dragon ties tashake the flames fromits
Smout. But there the burning continues

Squealing in agony, the Dragan turms s buck and
Teaps into the Llackpess, i i head from side.
o side. Lo to 372

27
hanted and will aid jou i baule
long 35 o use this sword, You may Increase
s Irital Sx3LL by 2 points, You may also add 2
‘polntsto your cumrent sx 11 value. Add 2 points to
Sour LuCx for inding Uis ssvord. Throw your old
Sword away and turn [0 3%9. IF you would rather
Keep yaur aven swoed, leave your sxiv1 asit isand
just fake the LuCK bonus

word i
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s vou step into the room, the door swings shut
behnd you. As it closes, there s a click and a hss,
From the centre of the culing, a jet of gas s illing
the room with an acrid vapour, You breathe and
‘cough decply. You loak at the door and then Lhe.
Key- Wil you returm to thedoor and escape quickly
(1un 10 136) oc hold your breath and dash for the
Key first (rurn to 361)7

3
The locked door bursts apen and a naustating
stench hits youi nosuils, Lnside the oo he flooris
‘covered with bones, rotting vegetation and slime. A
svild-haired old man, cothed in ags, rushes at you
Scrcamuns. His beard is lang and grey, and he Is
waving an old wooden chairleg. 15 he simply
Insane as he appears, or has this been some Kind of
202 You may either shout at him to fry fo alm him
down {tun to 263) or dranw yaur sword and attack
bim (fm 0 353)

37
Standing at the crossroads you may go either narth

(rum £0366), west (rurn bo73) ar south (furm 0 277).

»
the door to find the Werewolfs lrder, @
misceliancous collection of bones and decaying
meats. The smell & nausealing, although a jar of
Pl egs seerns to offer fisly palatable ood 1

You o
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The mighty Giant lies dead! You search his cavern
and find litle of use, although a pusse in his belt
cantains 8 Gold Pieces. You are 3 ltfle concerned
about the second chair; to whom does it belong?
You decide fo leave he cavern the way you came.
Tumito351. Butadd 2 Lucxand 2 skiL L poinisfor
your victory,

2
Apact from the boots, which you decide to ignore,
thene appears to be Ltk of value n the caver. You
decite 0 head back the way you came. Turn £0375.

30
Aloose stone falls out o reveal = rope in the rock. 1
youwishto pullit, o toé7. I you fec it wouldbe
wise o leave iL alone, Yo can refurn t the cross-
rouds (tuen 10 267).

3
1f you have the jewel from the Eye of the Cyclops,
souhold it n ront of the Warlock. s mtimidating
Slare turns to an expression of pain. He obviously
feels he jewel's power. Suddunly His eyes tam
white and his expression goes limp. Your confi-
dence gains as you realize you have won your first
real baitle: Gain 2 5111 points. Pt the jewal into
Youe pack and leave thraugh the north door. Tarn to
.

3231

2
You toss the Cheese across the roomat the Ratsand
they scramble for it Alpping and scratching cach
othier 25 they fight for it faving distracted them,
ou pass through the room and leave by the doorin
the north wall Turn & 124. Add 2 LUEK points for
‘your good fortune

£
The sleeping creature awakens startled. Tle fumps
p and rushes at you, unarmed. With your sward
‘vou should be able to defeat him, but his sharp teeth
ook rather vicious. You may Esaye (hrough the
Goor (turn £0 320) ar stand and fight the ORC who
s attacking you

orC skiti6 sTaMINA 4

1 you defeat the creature, you may take lhe box.
Tom o147,

Uiic}

Looking through the tools you conte across a allet
swih  hardwood head and a chisel with 2 solid
silver blade. You may keep either o theseif you are
prepared 10 [orfeit one of the items of equipment
ou are carrying. If you wish £ do so, make the
appropriate adjustments to your Equipment List
The noise from the nosth door gets louder and you
flove up to investigate. Turn (0 96.
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4
Panting after the siriiggle. you sit dowa 1o collect
yourself and finish the Provisions yuu siaried.
Eventually you pack your bag and wade into the
streamm. Tuea 10 399,

5
The Cheese hils fhe portzait and bounces off. You
hearan evil Lnugh coming from the walls and cealize
theWarlockis mocking yoo. You decide toleas:
voom by the north daor, Tarn  go

5
Yo are sianding in a short cast swest passagenay
with a door blocking fhe way to the east. To &
wvest, the passage turs southvards after several
metres. To o zound fhis bend tuen (0 4. To 5o
through the door, fam 10 206

7
1 the middle of the river, the brid;
fro as it strains 1o lake your weight. The handrl
comes away suddenly as you leanonit. Rollone -
Aol of  sends you plunging inta the fver below
L Lo 358, A roll of 1-5 means you regain your
balance. To go on, tuen 298,

e swings toand

8
Youare inan east-west coredor. Ifyou go east, you
will turn a corner notwards. To go this way, fum
10 391, Ta go west, furd o 60

9-52

2
The door squeaks openon rusty hinges. The room is
Gark and your eyes begin ta adjust therselves as
o close the door behind yov, You hear a shuffing
i the room but before you can reacl, 2 blow o your
hesd knocks you seaseless, Lose 2 STAMINA
points and lurn (o 122

The siain creature crasties (o the ground, You 5o
eough his garments and find notling, buta small
‘ponach hangs eround his neck, Inside this povich isa
Sonallbrone ey, wilh the mumberg castinto it You
‘may take this i vou wish. Nothing else isof value in
the cavesn <0 you leave and head back to the junc-
fon. Tum o269

st
Yo drink the Posion and can see the look of aston
ishinent spread across the Trall'sface. He comes up
0 you and feels for vou, but you step asideand e

the air fruiflesly. He thashes around,
Gutching or vou, but you are easily able to sidestep
bim. Eveatually Fe gives up and returos 1o his
chamber, justin time, as you el yoursel reappear-
ng. Add 2 1.UCK poinis, You may leave alon the
pazsage Lo the north. Turm to 287.

52
Youare standing ata T-junction where.a passage (0
the east comes af a north-south corridor.
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you wish 10 take these, there sl be enough for o
meals; add 2 points to your Provisions,

Back in the room you may now go out through the
south door. Tun to 66.

3
Your apponent is surprised 2 you disappear in
front of i, buthe raises his hands as ffa coverhis
eyes and he scans the room with an intense glare.
He can sense your presence but canmof make out
exactly where you are. You draw your sword snd
advance. He flls his head and seifs the air. You will
have to [ight him from  distance as, if he gets his
hands on you, your invisiblity will be no dsan-
tage. Bul whilst you remain invisible, you have the
lowing advaniages:

Yourmayadd s toyourdicerallwhen deterniining.
your Atiack Strength

Each successful allack sill cause i 3 points of
damage as, since he cannat see you, he cannot
defend himself properly.

Each tane he inficts a sound on you, throw one.
die. If the nuber is dd, he wounds you as
avrmal. 1Fthe numberis 2 6r, he only inficts

1-point wound. TFyaurallas, Sou can parry the.
blaw and he does no damage.

4043
Resolve the battle:
WARLOCK  skiicm
1 you win, tum to 396.

STAMINA 1

0
The ear-piercing sound gets louder and Iouder. The
pain i unbearable. Reduce your 511 score by 1
for the agany. You begin to grope in the dark for 2
w531l Do yoi head for

The westwall? Turn to 355

The north wall? Tum 0265

Theeastwall? Turnto 81
5

Hoisa powerful adversary —a WIGHT! He s large,
Strong and evil. The battle commences:

WIGHT switey SramivA S

You ight sith your sword. After you have inflicted
‘your first wound on him, 1ra 16 350

s
You eventually amive at the end of the passage, ata
thoe-way junetion. You may tum either to the west
(turn 10 257) or 1 the cast (ture 2 133).

3
Yousareinanorth-south passageway Togonorin,
furn (0 354. To go south, tum o33
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£l
Cautiously you creep slonys the passageviay. Aftera
Short fime it tums sharply to the narth At the
Cormer there I a bench of solid wood and above
bench a sign reads ‘Rest Yo Flere Weary Traveller
Here you may stop and eat Provisions f you wish
{tumn 10 15) or continue (s 1 367).

5
You walk westwards for some tine, then north
round 3 peculiar bead which haipins straight
round to the sauth. Eventually you wind up at a
three-way function, Lurn fo 250

2
You walk along the corridor, only fo find that the.
way vwestwards is blocked by a heavy poriculls
You ssalk back 1o where you were Tura 10 48,

&

s you investigate the cavern, you suddenly hearn

Scurry of steps behind you and swing round to face.

the grotesgue black shepe of a GIANT SPIDER

sehich has been stalking you. The Spider'sbody s at

east 2 metze across and you quickly draw your
vord to defend yoursell

GIANT SPIDER skiiry STAMINAS

1f you win the batfle, furn to 29. You may Faiape
from the fight down the passageway o
AttackRounds and willond up atthe junction —turn

0375

e soer e b i
2 stop and et Provisions if you
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To go south 1o to 391
Tl chick for secret passages

on the vway southiwards Ton 10 362
To go nurth Tum to 354
To check for secret passages.

n the way notisrards Tum 10234
T go cast Turn 0 291

53
o charge the door, Hitting it squarely with your
Shoulder Roll= dice. 1 the rumber rolled s squal ta
orless Hhan your k1L score, the door apens (furn
o153}, IFthe number exceeds your SKILL score, the
oo <hutders but does not budge, and you winee
I pan a5 yons it the door—lose 1 STAMIN A poiat
and contiave up the comidar {turm to 300)

5
Youare standingoutsidea doasat he north endofa
north-south pacsage To o south, turat (o 308. To
20 through the dodr, turn to 279,

55
Roll o dice, 1 thes total ralled isless than or eqoa]
o your 1DCK score i 1 150 less than or equal o
Voiur STAMINA score, then you manage 1o hold on
And manucuvre the raftacross fothe norh bank (9o
ot teduct a 1.uCK point). You amive safely but as

ns step on o the bank, the rall drifte away and
makes s own way across the sver {0 the south
bank Tum 107,

5657

1F you excesd your LECK andjor STAMINA tofals,
the raft thiows you into the waler and you start to
Svwim back to the south bank, Tum £ 166

5
s your sword splashes nta the water, a bubbly
“uricesays, Thank you!" It o scems that the anly
seay onweards is to swim dosenstream £ the casl
You plunge into the water. Turn (o 399.

57

s you enter the cavern you hear loud footsteps
‘behind you, crunching; heavily on the rocky floor
You cronch dovin beside the entzance in a small
alcove in the rock. The steps getlouder and you see
2 grest O G RE enier the cavern! He stands over two
metees tall and is dressed in ill-ftting garments
made from some sort of bide, He cames a larpe
wwooden club. You may:

Attack i as e enters tum to 16
Tey 1o creep out without him
noticing you Tom to 2

Tey o diseract b by thiowing
Something Inle a far corner
of the cavern

Tum fo 139
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Raise from behind the north doar and realize you
will have to hurry!

You arrive back af the function and tura north-
svard. Turn to 77

You follaw the passage westvards unéil ¢ turms

ound 2 cormer to the south.Just befoce the bend isa
‘post which reads Under Canstruction” In fronc
of you s the beginning of a stalrway leading dawn:
swards, Oply thiee steps have been bulll o far, A
Dumber of shovels, picks and other tavls wene ying
o the ground by the steps but, 25 you furmed the.
comer, fhey suddenly flucried o action and began
svarking on the sieps. You are now walching
warious tools digging and hammering s i being
bandled by fmvisble workers. A humiming chant
becomes louder and you recognize i as: TIeigh-ho,
Heigh-ho, I¢s off to work we 5o ..* AS you stand
wratching you start ta chuckle ~ the seene is quite
Srmmssing. You sit and watch and even manige &
chat (o some of the magical fools. Gain 2 STAKIN A
poits and + skiLL point whilst you relax. Then
furn back up the passageway fo the crussads
wwhere you may go either Rorhsvards (tum 10366) or
southwards (i o 250}

A5 you pull the knob, 2 deafening clanging noise
sings through the passagewags, You frantically
‘push the knob back fo stap the alarm, but « has
Slready had its effect. You can hear footsteps
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o Luch, T you are Lucky, you escape withou!
attcacting the Ogre’s attention. 1 you are Unlucky,
you curse as you kivk a saall stone which goes
Skidding across the caver floor. You drav Your.
ol in ase the Ogre s heard it~ turn 0 36, 1
you swere Lucky, sou creep dows the corridor back
1o the crassrasds. Tun to 26,

Test

“The bull ives a dul lans and after a fow moments
¥0u sbe 3 withered ald man climb info 3 small ros-
ing boat moore on the nosth bank. He rows slowly
eross o you, movrs the boat and fimps tawards
you. Tie asks you for 3 Gold Pieces, When you
Protest at the price he mumbles some fimsy excuse
abaul “inflation’, He begins 1o get angry at our
protestations. Do yon pay him the 3 Gold Pieces
(1en 10 272) or threaten Him (turm 10 22712

2
You find yourself in 2 north-—satth corridor. Ta the

north the passage turns east some metzes ahead. To
investigate, furn fo 46. To the sonfh, the pass-
iy alss s cast. Turn £ 332 2 50 south.

5
A rough taber doorivay s o the cast wall of the
passage. You listen at the doar and can hear a jolly
Sort of Humming sound. Do you want fo knock on
the door and go in (1uen 1o 97) or will you continue
northuards (m to 29217

oy

5
The large sofid door has no handle. You charge it
but 1o 1 avall. The doaris not going to budge. You
decide to give up and ga thraugh fhe opening you

ssed i the eastowint passageway some way
back Turn 1o 85,

Youare o the nosth bank ol a ast-flowing riverina
e umdergronnd cavern. Turn 1o 224

5
‘The passage ahead endsata sturdy door. You isten
but hear nothing, You ey the handle, It luras, and
vou enter the room. As you look arornd you heata
Toud cry from behind you and s round to seea
s6ild man leaping fawards you wielding a largs
batlle axe. He is 2 mad BARBARTAN and you
st fight himnt

BARBARIAN  ssiey STABINA 6

There i+ 2 doarin the north wall opposite, Lhragh
swhich vou may Lsovpe during the batile (furm fo.
189). 1 you defeat the Basbarian, tura (0 273

5
Amazed at the success of gour bluf, you decide to
push your Juck a lifle Rurther. You can either
examine the Skeletons' ook or pretend ourte look-
ing forwork-sheetsand look through the drawers of
the various benches.If you choose the lools, Lura o
. 1f o search the drawers, furnto 322 Youheara
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You walk wesiwards along the passageway. After
fifty mefres orso, the weay turns northweards. Tseo or
hree paces up the passage, yau hear a crumbling
beneath your fee and you ey 10 leap back as the
ground gives way. Tis! yo [uck. 1f you are Lucky,
Sou manage to leap quicdy backwards before 2 pit
opeas. 1you are Unlucky, you are too slow and you
Bl over o metzes dovn info a pit — lose <
STAMINA point, I you were Lucky, you had better
Fefum to the junction (1urn 1o 263 IF you were
Unlucky, turn t 348

3
These twa evil creatures are GOBLINS. They
attack you one at a time,

Tirst GOBLIN 5 5
Second GOBLIN 5 s

1f you Kl the Goblins, turn t0 317

The skirmnish commences. Yo Have your sword,
they have theiraxes. They comeat gouoneatatime

Tirst DWART 7 3
Second DWARF 5 i
Third DWARE 7 5
Fourth DWARE 7 5

21ny

in, luem 10 376. 1 the batle is going badly
3 zpe throuigh the doar. Turn to 291 — bt
Gon'torget your Escaping penalty

The green blood of the dead Orcs smells foul as it

cps from their bodies, You step around the
corpees and imvestigate the chest. 1L is a slurdy
affalz, made of strang oak and iram, and it is irly
Licked. You may try & smash the lock with your.
s 125110 335) or leave it slone and o through
the apen door (furm to 263).

o poke argund Tooking forsigns of secrut duoes
but cas find nose. You patise o ponder your silua-
tion and  small et of gas hisses from the celling,
You cough and choke 1o clear gour lungs, bt
Collapee to yaur knees. Your head spins and you
fiop 1o the floor s an unconsclous heap, When gou
come to, you look around in an wnfamiliar place
Tumtog

=
The passageway ends in 3 solid doorway and you
are surprised to see a leather skirt tacked along the
bottom of the door. You listen but hear nothing,
Wil you enter the raom (fom fo326) or retorn fo the
Junetion (turn t 229)7

2
After you have suffered your third wound, you
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coming coser dova Lhe corrdor. Turn to 1620 find
wwhat gou have atzacted. Note down the aumber 12
S0 that you may return to this section after Bhtng
your batile.

When you have defeated (his creature, gou may
cither zelum o the junction (rurm .256) 0f you may
push the knob (tam t0 364).

&
Your head huris and you feel dizzy as you rise to
your fest, The four men St fnto action and move
Lowards you in single e with their weapons eady.
Vo grope your way down the swall Fo the south
oot but it wil be fauch and go whether you make
it. Your foot slips on a foose pebble and you fall o
Ehe ground. Before you ean regain your footing, the
creatiites are upon you. Tum to 82,

1
There are no sigas of any secret passagies, but you
suddenly hear footsteps cominy towards you: To
find ont whatis coming, turn 10 161, You must gkt
this creature.

1 you defeal the monster, furn to 17 Note this
reference so gou know whire 10 return to.

Asyousiton thebenchand cat your food, youbegin
tofeel deeply relaxed and the aches from your body
e to be sonthing themselves away, This restng
place is enchanted, You may restore 2 additional
v m1 A points as well s the normal smount (but.
oy if his does not exceed your biltal sTABINA

617

score) and restore 1 sKILL pomt if any have been
lost. When you are ready ko confinue, move along
the passage and tum [0 367.

6
You draw your sword, and as you do so the Ogre
hears you and prepares to attack:

OGRE sxies

If you defeat hin, tum o 50. Affer the secand

ck Round, you may Fscape down the passage
(tum t0 260).

a7
Using the wooden stake and mallet (or makeshift
‘mallet if you aren't careying ane), you form 2 cross
and move towards the Vampire, backing Il inlo &
comer. Tt hisses and snatches at gou but canniot
come near you. However, It s going (o be tricky
geiting the stake through its heart

A5 you advance, youstumble and all forwards, As
luck would have i, the stake ies [orward and
‘Plungesintothe shricking creature, Test yorr Lk, 16
You are Lucky, the stake pierces the Vampire's
heart If you are Unlucky, the Vampire is merely
grased by the wound (deduct 3 points from ifs
SrasiKca) and it fings you backwards acrass the
room torwards the west door To Escipe through i,
tum 1o 380, To keep on fighting, urn to 144. 1Eyou
swere Liicky and killed the Vampire, you may look
for s treasure — tuen 12 327
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7
You have entered a large square room, Braken pot-
tery lies scaltered all about. One large clay vase Is
wntouched and is full of lear liquid, A large bow i
fall of zold coins, As you eater the room the door
Sms Behind you and you swing round fo face a
Strange-looking creature, hal€ mar, hall bullviho

Slaring at sou. He s a MINOTAUR, and he

He Towers his head, homs pointing at your chest,
and charges. You must fight kim:

NOTAUR  sxitry stasavag

Allerthree Mttack Rounds, yor maneuvre yoursulf
Found to be able to run through the door. If you
s¥ih Lo Escape at this fime, furm 10 54 and pay the
penalty. f you continue fighting and Kl him, tura
£o255. I you have already been in this oom on this
adventure and lilled the Minotaur, you find it
empty. Leave and tumn to 55

50
The passagervay goes westand then south. Finally.
o come @ 2 stop ata dead end. You may return to
fhe three-way junction and go cast (turn o 70) or
o (fum 0 329), o you may investigate the dead
end ftura to 22).

P

Yourun along the wall searching for a door but find

279 You sving ed o foce st Joking e, Ml none. Your ears are on fire wilh the agony! Lose 1
Tl i 15 St
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7
The crucifi is sold silver and worth 4 Gold Pieces.
Record thison your Adventure Sheet and furn 10319,

7
You are standing al the noeth end of a short
northsouth passage. You are at a dead end. To
investigate the wall, tuen £ 337. 10 go southuvards,
tam to 167,

Ihe old man's eyes flutier open. He s
grabs for a half oar lying by his bench. You tell im
v mean him 1o Raria bul he remains on goard
and eves yon cautiously, Alfhough he looks harm-
Jessenuugh, his dogeould be dangerous. Theman's
baots are undone, Wil you:

Rush the dog with your weapon

dran? Tumtoasg
sk the man questions regarding

vour quest? Tum to 1y
Tellhim his boots are srdone?  Turalo165

el
Silver weapons only swill be effective hers. When
the creature inflicts ts hird swound on you, turn o
24 T you defeat t before (his happens, turm 0135,
of you may Fecspe thraugh the north door (e Lo
360). If you can use “The Giver of Sleep’, Test vour.
Lk 1 you are Lucky, you hitand the creature dies.
instantly. IFyou are Unlucky, you iss

74178

73
Tuen t0 155,

75
Vou are standingin a e corsidor. Behid you
| 2 secret door to the cast. Ahead of you & a cross-
rosds. To go through the door. fura fa 177, To walk.
o the crossroads, fem ta 267.

276
5 you wall up the passage, i wisbly swidens and
exentually you find yourself standins t he mouth
ofa roush cxvern, a ralual cavein the rock, As g
Tock into the darkness, the caver appears 1 be
about 30 metces decp, with no visible exit. Do %00
Waneso g0 nto he cavern (s b 270)or o bk to
e juncion (uen 1o 3757

77
Youare standing in a north-south passage. To the
north you can see a passage off fo the szst. To
investigate, furm to 52 To the south, the pussage
furns westivasds. You may go ta the southera end

e by burning; f0 391, In the westwall in
o s asecret door. To gothraugh Lhis, Lut

278
You tiptoe precariously across the room {0 the door
i the north wall. You open the door and praceed
through it Tum to 162
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The door opens into a short carridor which ends
Several metres ahead at another door, simllar © the
ane vou have just come through. You listen and
hearnothing. You ry the bandle anditturns, allow -
ing you fnto another room of a similar size. But 1hus
room s splendidly decorate, wilh  polished mar-
ble tloor and zouizh walls painted whife. On each of
the foursealls hans a painting, and there s another
door in the north wall, You can cither g straight
through the room (tur t go) or you may siap 0.
look at the paintings (1um [0 35).

190
Youare ina marmow north-south carridor, There s a
dead end to the north. You may cheek the dead enl
(tumm to 367) or give up and relim Lo the crossroads
(tum 10 359).

0
He shrieks and hides behind his desk eis terrificd
‘of rour aggressive manner. His squcaky litle voice
explains that he is the Mazemaster in charge of The
Maze of Zagor. You ik to him and reassure fum
that you mean no harm and he eventually comes aur
fzom behind the desk, He sts down and as s
confidence returns, @ srange Lhing happens (s
‘manner becomes firm and self-assured. He refers o
2 book, points his finger and the book slips from
the shelf and floats on to the desk in front of i
You deduice that he s Wizard of some poser, per-
haps even the dungeon Master himself, come ©
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Sx111poiat. You may tey either the west veall (rum
£355) or the nrth wall (v 0 265), butyou must
find a way out soon!

82
T of the keys fi the locks perfectly. The other
doesi, Youleap to one side 3¢ 3 et of lear liquid
Spurts from the chest. I just misses, but you lose
2 STAMINA points 55 the liquid wrmits an acdic
vapour which makes you cough and choke.

You setum ta the dhestand fry another combination
of threc keys. Add the key tofals and tum to that
section.

i you have no more keys to v, ou sit down
exhausted and in despair alter haviny ot so near o,
your goal. Remerb:

enter the dungeont

85
Vo search the bodies of the dead Ores but ind ol
afevy teeth, ails, bones and koives in heir pockels.
Vou scarch the cuphoards around the foom but find
Gl crude bols, plates and spoons. But uader the
serving hatch yon find a thin lesther cose hal
metre fomg, You may open the case (furn 10 266) or
you may leave it behind and salk oul of fhe dour
{Rarn £0:237). Yo are prolid of saur vietory and may
add 1 $xers and 5 51AMINA point

285
YVouare alonein the Boat Houseand have some fime
o search before the Skeletons will inewtably return

185-188

You may eithir search the drawers (lurn 10 322) in
fhe room, or may investigate the ols (fum 1o 31)
before théy come back, As you begin (0 search you
hearanoise fram behind the door i the north wall.

285
‘The hand withers and shrinks backnto the floor. At
the same time, the ofher hands stop dead wnd
Slawly fade away dowmwards info the files. You
decide this fime o stepon the star-shaped tes, and
tep carelully across 1o the door In the north wall
e door opens. Add 2 1 UCK points. Turm to 162

86
Tusn to 168

157

You are standing in the carner of a bend in the

passage. To the north the passage ends in a dead
o imvestigate this, fum 0 171. To g cast-

v, fum 10 308

5

He now stands just umler two metres 1ol He

e Tie by s hairy. 1 tosth

are pointed. Hiseves fash. His lngernailsazesharp

His nose has become a rat-like snou, He s
WERERAT!

AT saes stamINAS

Resilve your battle with him. IF you win, furm o
3¢2. I you decide o Excape, you may run over the.
Fickety bridge (1urn to 209).
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flies throvgh fhe air directly at him, staps ceati-
metres fram s chest and falls to he Hoor. He looks
p and smiles al you with an evil, glosting smile.
Whal can you do!

Drewyour swordandadvance?  Tumtongz
Try samething else from your
backpack? Tumtoz05

05
“Ths s  rather okl story; considering thal they
see very fow humans araund. Nevertheless, Skele-
tons ate pretty dim - you knew this and that's why
you ied the story. Roll ane die. If you roll a1 or 2,
they don'tbelieve youand keep on advanding. Tum
0 140.

Asory means hatthey aresure, and send w0 of
i romberoff through the morth door whilt the
et Mol you at. bay with heir secapons, Tom &
264

Al o means they've beficved youand they
Slget back tawork Tarn to, Add = LR poin

a6
You search the roorm. Try a5 you may you cannot
find the secrel switch to open the door in the book-
shelf - the old man must have locked i from the
nside You do find 5 Gold Pleces in 2 érawer in the
fable. You dedde f return 10 the junction t the
south Tusn 0 280

s97
Atthe top of the slars the passage turns sharply o

198-199.

fhe east. As you pause (o get your bearings, you
hear a creaking in the rock behind you. You spin
Found i time to see 2 heavy portculls drop to seal
olf the passageway behind you. Your only way now
s forward ! Yo mmay cither press on forward (furn to
48) or may check the walls for secret passages (turn

o 265)

58
One of the keys furms, but the other two will oLt
As you stragsle to ry to make them turn, you hear
v small clicks and then pings” 35 0 miniature
darts shoot from the chest at you. You leap back-
swards to try to avoid them, crack your head on the
swall behind you, and slump 1o the floor, uncon-

Test yor Luck. 1o ave Lucky, the dasts miss you,
and you awake with a sore head. Lose 2 STawINA
‘poins, If you are Unluck, the darts strike and you
never resiver canscipusness. I youszere Lucky, you
may try diferent keys (remember —one of the keys
ou just used fits perfectly). Add the key totals and
fumm o tht page.

ve tried all combimations for the keys that
e, you bury your head In your hands and
alter having got so far. You are e ncat o
achieving your objective, but you will have to Ly
again. Re-¢nier the dungean—but remembertolook
For keys a5 you progress!

299
The passagerway ahead widens and you can sce
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192194

investigate vou. You ask him the way out of the

& Fle rells you to eave by the south duor, walk
Pasta dovron vour sightuntil you can ga no fther
and fum left. Go over 2 crossruads and fum Jefe at
Ihe mext ume.

TFyou take his advice, leave.
Uirough the south door and keep
oins unsil you reach the second

roa: Tuntos08
‘ouleate through the south door
Butintend to make your own
weay round Tarm o392
I you leave via the west door Tuent 46
192
Tuem 10 169,
33

The door opens and you enter a small room, Your
eves widen as vou look around 1o sce that the
walls of the roorm are covered in arnate stonetvork,
Mosaics and enarble inlays give this room a kind of
beauty you have never seen before, In  corner of
the room is  farge meal statuc of a one-tyed crea-
ture. [n ts single uye s a sparkling jewel, As there
2ppear to be no other ways through the room, you
will have to g back to the junction - but that large
jewsel is very templing. Will you leave it alone and
20 back £ the junction (fum 093) ot try to ake the
Jewsel with gou (turn to 3382

Youload the bow and fire, but despar as the arrow
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205-207

- 205
The dooropens and you find yourselfina dark crypt
of sorme kind. The roam s very large Atone end is
. and verious coflins are strewn aboult the

door hehind you i the south wall,
i the westweal. Lo wané o investi-
fate the ruom further, (urn 1o 254 1 the place gives
ot canleave via the west door (fum

206
You enter a large square toom. I the centre of the.
foom s a grey-faized old man sitting ata desk. His
Geskis covered in papersand parchments of various
Sorts and he holds 3 long quill pen. He is sur-
rounded by boaks. Thousands of them line the
Shelves around the walls, Fom floor 1o ceiling. As
‘ou snter i luoks up at you. Wil he recognize you
i you have been in this roorm before, twm (0 2b4; f
o, um 1o 341

207
Goiag through the door you enter a large room.
Various bits of waoden debris are strewn untidily
actoss the floor. Apart from your entrance daor,
there isalsoadoor in the narth wall. Inone commeris
= crude wooden desk wilh a box on it. In another
=pparently asleep (or dead), is a hideous-
Iooking man-sized creature with warty skin, wild
hair and long dlaws (or fingemails. Will you Upioe
out through the north doar {lurn 10 83) or tptoc.
across to the desk (0 look at the box (turn 10 154)?






index-55_1.jpg
ead 2 large cavern. As you shine your lanter
around it you can see crucle stone tweapons on the
floor and a smouldering fire in the centre of the
cave. But you see no way fhrough. As vou turn lo.
make you way back you stop in you tracks o see
two Neanderthal CAVEMEN barring your exit
Tey grunt agsressively at you. You draw Your
sword and must prepar to fight

Fist CAVEMAN 7 6

Second CAVEMAN 6 4

Fight them one at a fime. If you swin, leave the
cavern anil retdn 10 the jonction. Tuen 10 285,

3
—— s
{

Turm (0 387.

You sink to the floor. You pull the dart out and
decide to bandage the wound. This gives some
relet, but you stil feel weak. You decide (0 take it
easy and examine the conlens of fhe chest, but if
v wish you miay eat some Peovisions here, There
are 25 Gold Pieces and the label on the bortle shows
11 0 be 5 Pation of lavisibility, good for one d
The ilove is 2 mystery, You may put any o al of
these into your haversack and leave the room. Tum
10293,

202-208

You place the helmet on your head. It fits well
‘Suddenly a searing pain flashes across your [ore-
head. You cannot think siraight. This helmet is
cursedand. try as you might, you cannot remove it
Redusce yonur SK1L1 score by . The pain soon sub-
sides, but you stil cannol shift the helme, You
stasger back o the junctio, trying desperately (0.
compose yourself. Turn 10 87.

203
Add 3 point to gour Luck for defeating the
Werewolf. You may rest and cat Provisions if you
svish. As you look around fhe roam Hhere appears (o
b ltfle of use, although the bunch of keys looks
interesting, particolarly the one marked “Boat
House". None are numbered. You may fake the
Kess if you wish. There are doars to the west and
South. If yon apen the west door. g0 10 38, If yau
wwant 1o go south, tum 10 66,

204
The old man does notlook up fror the table, bu his
dexilish litle pet eyes you suspiciously and starts
chattering in a small squeaky voice. The old man
Erunis and asks you whether you are game (or a
swager. Wil you accept (you may only do o f you
have atleast one Gold Plece with you)? If o, tua o
139 16 ok, you may ither leave the room {tumn to
20) or sttack the man (sicn (2 37)
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‘Another passage runs outalong the
fiver eastuvards. To follows this

along the riverbank Turm 099

215
You reachiinta your pack or the stck only to find ¢
spltintwo picces 1t has broken dii your acvers:
Lire. IWhat vlee can you fry

Draw your sword and advance?  Turn (0 142
censthins else o your
pack?. Turn to 105

225
The water s refreshing. As sau drink more o, feel
2 glow spreading through yous body s i ¥ou wece
drinking at the fountain of ffe. Add 4 STAMINA

d restore your SKILE and LUCK scores 0
their ntnl lovels. The lountain o 1fe or you must
5 the founiain of death for (he evil Gablins You!
may eat Provisions here 1¥hen you have rested
Tease through the north doar Tien 10 384

227
The stase namarwly misses the Yampire's head As.
0u walch i travel, you pick up the creature’s gaze.
Sgan. He beckons sou towards him once more
Vour will has gone Turn to 118

a5
Youare on the sauth bank of an undecgrotind e
facing across it black depths There appear o oo
four ways of erossing. To your loit,  rustea boll
bears the sign “Ferry Service 2 Gald Pieces - Please
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208
Furthur up the passage along the west wall you see
another docr. You Bsten at it but hear nothing. If
youwantlo lry opening the door, turn to397. 1 vou
wat to continue northeards, furm 10 363.

209
The limbers of the bridge are rotting and decaved
trom years of neglect. A single plank snaps under
your fot. Roll one die. A rollof 6 sends vou splash
ing into the river below — tum t0158. A roll of 15
means you togain your footing, Tura 10 47-

Shartly along the passage you amive at anoiher
Junction where you may go either straight ahead
westwards tucn 1o:225) o nosthwards (torm i0357)

Wights are velnerable orly 1o weapons made of
Solid slver. i the weapon you are usin < nol made
of slver, have one more Atiack Round, Remember
that any wounds he inflicts on you will count, but
‘your wounds vill not harm his, and he allstill be
3t full strength (sK1LLG STAM1NA 6) unless you
nave closen 2 silver wweapon.

1 you have » stver weapon,
o s e 10175 you bave ot ol you have
ilered enbgh daimage. you'd betir rum or the
Sorh oot fo 3. Remermber it 50w are
Eeapig b e i  fnal seound 2 34
s

pa—

The parchment s well worn and almost legible. It
52 map of some sort, headed The Maze of Zagor'
You can make litle sense of it althaugh  room ta
the north is marked *... GER” and another to the
castis marked “SM..__ D._ LT

Youfold up the mapand putitin your pocket. Ifyou
have not yettested the liguid and wish to da so, rn
10369, Otherwise, you can make your was noih-
srards (tum to 120)

13
Thedoorislocked, Youmay y tocharge L down by
rolling tsvo dice I the number called s equal to ot
liss £5an your SKILL score, the door bussts open —
turn 1036 I€the mumberis greater than our SKILL
score, the door remains locked, you lose 1
Stascia point for your brused shoulder and you.
must progress up the passage — hum [0 324.

213
Facing northwards, the rock face is smaoth and
listeniig with moisture. Moss of many dilferent
Rues gravws on the surface, There s an cori silence.
punctuated only by the splashings of the river as it
flows behind you. You have three oplians:

A passag

uns off o the northosrest,

1 you take Ihi route Tum to 271
A large imber doors directly In

frontaf youn the middle of the

rock face. Ifyou open thedaor  Turntozoy
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67

You find a sectet door which apens into the bend
swhere two pussagesays meel, To the morth a shurt
Passage runs into a dead end, and 10 the east, the
passageway reaches 2 crossroads. If you will step
fhrough this secret daor into the passageway, lum
10287, 1 you decide against going through the sec-
ret door, close itand return dow the passage o the
crossroads - lurn 10359,

168
You epen the door 10 a large reom. A lasge chair
behind a salid-loaking table suggests (o yau that
Somsome, or someig, of rank uses this room, A
chest in the centre calches sour eye. In a corner of
the room stands 3 man-sived creature with a warty
face, standing overasmaller creature of similar race.
‘With the whip in hishand, the ORC CHIEETAIN|
has been beating his servant, who is whimpering
beneath hiny Will you

Attack them bath? Turntozza
‘Spring atthe Chiettainin the hope.
hathis servant will aid you? Tuento 65
Leave the room and head back far
the junction? Tuentozgy
163

One by oneall the keys dlick and turn in the locks,
You have placed them all carrectly] As the las key
furns, (he lid of the chest comes free and you open
it Tur to 00 t see what ios within
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dice once for yousself and once for the old man. 1€
your total 1 higher, ¥ou win the amoun of aur
Stake from the o1d man. IF his total i higher, you
lose yourstake. You may continue for as long as v
have Gold Pieces, and then leave through the door
and return to the junetion. Add 2 poiats fo your
SKILL sTAMINA and 1uCK scores i you win
T fo 280

5
o it about various things and they seem cager
o be fiendly. They feellancly i the durigeon with
s much evil about and are happy (o speak 10
“asitors of a lawul disposition. They tell you that
youare in The Maze of Zagor. The only way outis
o decper inlo the dungeon. They tell you that the
way (hrousgh the maze 3 10 leave the coom, fum
right, ight, Jeft, keep going straight -  and then
Uiey begin 0 gol a bit vague. Thes're nol entirely
sure i 5 coprect

You may i you sish, eat a meal from vour Pro-
wusons, but you swill have o share it with them and
{hns will only gam lalf the normal sTAmINA

32133

points. Eventually you thank them and leave the
room. Go to 291

2
The shield is 5 standard wooden type. You may
Keep it or thrarw it away. Tuen to 339,

133
You are in 3 north-south corridor which ends in 2
dead end. Youloak sround the rock face forsigns of
anything interesting, vwhen suddenly a rock breaks
Toose sbove o and lands on your head. Although
theblow was not particularly hard, you find you are
feeling iz You fightto reiain consclous, butare
‘anab ta do s0. You shump to the ground, When
you apen your eyes, you are al a junction. Turn to
5
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The passage widens and you realize you are about.
o enlera large cavern. ¥ou can hear noises coming
from Lhe cavern ahead and you proceed cruriously.
Asyou approach, you can make outa large figurein
fhe disiance and you are overayed a you realize
that this aversized human must be at least three
metres alll Dressed ina esther tunic, the creatures
absorbed in 3 meal he fs cating at a table.

e covemn s a st  huncred etz scross and
et o o s GTANT. A argetableand
o et are st o of e wals, and 5 bere
e e b it on hiomeat o arge i,
el o ey Arownd the ressf e
o e see i s matoss ot fuey
S may e hisankator s shavl and ahuge
B i e, i sou ol vt >
o o oitng. e s n e comer of the
B it ol e celig, Tereagpesrsto
e ot way gl he cavern Wil you ke
o i o 23 o i o he Junchon
)

130
During your adventure, 5ou swill have come across
various keys and should have collecied some of
these. Yoau niay ow use three of these kexys oty &
open the locks ox Lhe chest.

Each key s dentiied with a numbe. To determine
whether you have the right keys, add their three
mumbers together. Now fura 10 fhe section which

140

has the same number 25 this fofal, where you will
discaver whether you have used the correct keys.

T¢ you do not have three numbered keys, this Is the

e of yuu journey. You it on the chest and weep
sou realize that you will have to explore the

mounisin once more in trder t (ind the keys,

10
e Skeletans advance and foree you back 1o the
The feader approaches, with o behind, and.
e final o berind theen. Resolve the batte by first
fighting the leader

SKELETON

sxitey sTamIvA 5

and then Bighing the pairs. Both mebers of a pale
il e scpagte Stk on you i exch Atck
Rounil, bt you mustchoose which of e o you
il gt Aback yous hasen Skeloon a5 8 horal
e Aguinct 56 oihes vt il I [ sone
ik Sitenighi th nermatway, b el ok
o 1 fot Afack St the s, you
e i it o e it
Sipini i Blow. Of cours i 5 Allck Suengih s
e

pan SKELETONA 6 5
WESKELETON B 6 §
iTan. SKELETONA 5 5

T SKELETONB 5 5

1 you win, tum o 395.
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The room is smoccupied and there seeins to be 1o
ther means of et Ln the centre of the floor stands

2 table, and an this fable are wy helmets; ane of
oronze and one of iron. Bolh are about your size
Will you Fry ame an, ar s this sworth the risk?
Tey on thebronse helmet. Turata 202
L5 on the ron helmel Tumo 325
Retum to the junction Tur 1087
35

The Wight les i a heap in the carner af the roam
You spproach his desk and open the box. Thire are
18 Gold Picces within the box. You may (ake these
with you —enter them on yuur Adsertare Sheet. Yau
<an add > ek poinis for defeating the creature.
and may resta while to take some Provisians, When
you are ready, you may leave by the north door
Tum 0 360,

136
You arrive at the door, struggle with the lock and
pen the doar. You burst aut, clasing the door
behind youand (ake several deepbreaths. Returmo
the junction (tarn to 229)

17
You find no secret passages, but as sou press the
wall, you hear a clck. You feel dizzy and slump 10
the ground. When you come 0, you do R0l recog:
fize your sumoundings. Turn to 354

| |

231 On fhe bl here are o et ef b nd o
& o B o oot sour 520
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st short, spiky teeth, opens in what must be its
head. You must do battle with this creature.
GIANT SANDWORM

sy srasivaz

1f you wein, tun 10 44. 1 you want to Escipe, after
(hree Attack Rownds, you may dive inlo fhe river
and ssvim downstream (rurm 0 399), but you have
Tost the Provisions you started [0 eat

9

E——

|

1
The creature catches youe eye with ts own gazeand.
you find yourself tinable 10 control your own
‘actions, Tt beekons you forward. You move slawly
towardsitwith your mouth gaping open. L ells o
o fhrow down the stake, 45 you ook down at the
stake, you suddenly feel  surge of power relura fo
vour own will, and you fling the stake at him from
Close ranye.

Test yousr Luck. I yo are Lucky, furn 10 702 1 you
are Unlucky, tur t0 217

a5
The box has fallen to the ground during yous fight
with the Snake and out of it has fallen 2 bronze-
coloured key with the number 59 carved ntof, You
may take Ui key with yau (note it on your Equip-
ment List) and leae the room Add 2 Lucx pomnt
and tun t0 363,

6148

46
Youfind no secret passages. Youreturn to the cross-
toads and proceed either nosthwards (1en 10 366)
or westieards {rum to 12).

Youle th I‘V the b th
bkt erescron
o, which st e boe the e pt
s e
SEee i SO e
Poins and e 1 208

us
s you seorhthe bods, youfy o i looking ot
el face, rey i desomposig: NaRGHS
o o s s and cuouth, You fanp back
Sared ehen s epes el fick opent st
e you o 3 vicious siach oo 18 o Sha
SEE e e
i s e sprding scross s et T
o0
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When the old man learns of your quest for treasure
e becomes angry and bids you begone — he'll have
nathing to do vaih forture- husters. His dog senses
bis amer sl snarls menacingly. You may either
<onile, thank him and et throvgh the south door
(tumm t066) 0 o1 may séay totry €0 pacify bim (turn
toxar).

12
This booming vwice calls out, ‘Poar fool. Do you
think you could mafch my power wilh your puny
sweapan?’ You continue with determination. ‘I(1Lis
= imple brave yor wan, stzanger, then [ shall give:
siom your Tast!” and with these wards, he varishes
2nd reappears behind you. You ssving round foface.
i and the fight starts. But ths is 2 battle 10 Lhe.
death. There & no escaping here

WARLOCK  sxum sTasina®

1 you win, fum t0 396

3
You squat on the sandy bank As yau prepare yous

ice amovementIn (he sand acouple of
metres to your Isf. The movement becomes quile
turbulent and you spring fa vour feet, sword al the
Suddenly a large tubular head breaks
fhraugh the surface, buisis around in the air and
piks Up yous scent. The srmooth, segmented bordy
6f a GIANT SANDWORM rears up and sways
vern your direction. As it does soa arge oritice,
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from one wall lighting up 3 small acmouey foom
stocked with swords, shields, helmets,
bressiphtes and the ke You examine the
sveapony and find Rathing appeating SUPerioE ta
Sour ovn sword. However, a circular fran shield

ith a golden crescent s centre catches your eye.
‘You pickitupand feelitsweightan yourarou. fyou
svish to takes this shield It will aid you in battles by
helping 1o fend off waund damage nflicted by 1
reaturion you, 1, in fulure duringabattieln swhich
‘Yo are using fhis shicld, 4 creature ywounds you,
ou may throw one dic. IF you throw a 6, the.
creature inflicts only 4 paint of damage insteal of
the normal 2. I, for some reason, e creaturi
svould normally only inflct « point of damage, then

iccessful roll of & tould mean that no damage is

done. However, the shield is heavy and you will
have to leave behind one ltem af equipmert (adjust
‘your Equipment List) to be able ko carry it

You now leave (he toom and confinue up the.
corridor Tum to 300.

56
You charge the door with your sholder. Rall two
ice. TF the mumber rolled is less than o equal o
Your SKILL score, you succeed — fum f0 343, 1f the
umber rolled s greater than your SKILL , You Fub

ur bruised shoulder and decide against trying,
gain. Tum o 92 tu return o the junction
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s you walch the Hving mural, you are unaware of
the speed with which your candle is bumin:
Suddeny @t flickers and goes out! You aiain begin
{0hear the piercing screams and thei pitch growsto
an unbearable level. You drop to vour knces cutch-
ing your ears and crawl fowards the svell. Which
wall il gou crawl towards:

The vast wall? Tumtos8s
The north wall2 Turn to265
The westwal? Tumto3ss

You are al o three-way function.

Togonosth Tum tozz2.
Togoeast Tumtoey
To go south Turm o133

Yot gain ground on the ‘turbulence’ in the water
bl few metres rom the north banle you notice two
sinister reptilian eyes on 1he Surface of the water
watchin you. Youare swimming siraight for them,
1 yous decide you'd rather not face the awnerof the
eyes, you may tura round and head stzzight back i
the south bank st fullspeed - you amive exhausted,
Lose 1 sTAM1A polt and urn to 218. Allema-
tively you can risk the eyes ahead —furn 0 86. You
fmay try 2 detour which w1l send you nearer the
“nucbilence’ ~ torm to 138,

1520155

52
Resolve your batile:

DRAGON

1 you win, tuen 10 371

153

5 you put the fwo sworde nto sourbell, your new
one seems o take om mind of fts v, Tt culs your.
leg (lose 1 5TAMIN A poinl) and, as you draw itout,
it lume rubbery in your hand. [t's useless now s
you fing tinto the nver. [t seems that the orly way
forwand is for you lo swim eastwands dawn the.
Fiver. You plusige in and start swimming. Tarn to
3%

251

As you move, the creature’s eyes lash open. He

Sees you and slowly gt t bis feet. TTis breathing

becomes heavy and he stalks towards you. You
and fight him. Turn o 41,

55
The doorsplits along is ength and you can wrench
the tmbers apart to Tet yourself in. A lorch hangs
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62
The passagevay ahead rums northwards and you
follow this unsil you reach another junction. Here
you may either eomtinue northovards (torm fa23) or
Vou aiay tum vestwards (R o 6.

263
You draw your sward and enter the casern.
Gianl staps in the middle of a mouthful, raises his
head and sniffs the air. He swings round and
catches sight of you appraaching. Roaring loudly,
e fings fhe pif's carass at you. Test your Lick If
souare Lucky, it misses. If you are Unlucky, it hits
o sith quite some force —[ose 2 STAMINA point.
Then he picks up his hammer and prepares fo dub
o vt ft. Resolve this batdl.

GLANT

1 you win, Lur 10 28, You may Fecape after theee
Abtack Rounds down the passagesway. whers he
will not be able 1o follaw (Rurn & 352).

s g staminag

65
You reatize that the (o Skelelons who have just
Tt o will soom return and expose your Blufe. You
must react quickly, Will you beat a hasty retceal
{hrough the door behind ¥ou (turm 10 129) or dravs
yous sivord and lash out a the remaining Skelelons
{turm to 2367

65-166

165
‘The old man thanks yon and rather sheepishly tes.
4p s boats. You explain that you mean no harm
and he calms dowa, calling offhis dog, He tells you
hat this area s the only passageway through 16 the.
inner chambers, Same years ago th river swelled
after 3 particularly severe spring thaw and cut off
from the oulside svarld, All the area’s
Tnhabitants starved (o death but the Master, realiz-
g e meedded defences against the outside world,
pitacurse on thearea. The last remaining creatires
became the Undead and now guard the pass-
ageways thiough

He s

to inguire about you. Will you:

Bestraight with him an
your qusst?

Thank him for the chat and leave.

tellbimof

Tumn ta1gn

theough the south door? Turn to66
Tey to grabthe keys and go forthe
‘fearest door? Turnta 29

65
You land In the ey water and frantically swim for
the south bank. To your smazement the raft turns
round in mid-<tream and makes fs own way back fo
e south bank You quicken your pace, aware that
our splashings may at any fme attract the atten-
Fonsofany undenwater creatures ivingin theriver,

Rollone die. Ifyourolla, 2,3 0r4 you makeitsafely
Backio the south bank, Turi fo.213 If you toll a5 or
5, tum to 158
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157
‘The door opens into an casl. west passase, which

turns marth after seversl metres. To follow this
direction, turn to 4. 1 you decide against golng.
through he door, turn £ 325.

8
The water around you brisles with activity, 2sif an.
inuisible hand is drappins unseen pebbes into the
siver. Yon gulp— PIRANTAS —ad you begin o
e theiz sharp Leeth biting o your flesh. You kick
53ith o hmbs and slash with you weapans fo.
Keup theat off untl you reach the soush bank. Treal
the Piranhas as 3 single creature.

PIRANHAS
Resolve s battle.

sxis sTasinas

Ifyou win, you manage fo scramble out of the water
and lie panting an the south bank. You may eat
Trovisians here, Turm to 228,
=

Youopen the duor into s larie oo which can anly
be the dining raom of the same warly-laced
realutes you now recognize. it round a large
lable are five: ORCS busly drinking and dribbiing
fheirbowls ol fal-gizzard soup. Allareinvolved ina
oy argument as to b il get o chevw the rat
o Left n the large soup cauldron, so they do not
see you enter. You may be bold and prepare 0
attack then {firm to 365) or ¥ou may oot relish the
prospect of aking o five of these creatures and ry

160-361

o escape. 1 you swish o leave the raom, Tost your
Lk IF g ave Lucky, you gel out without them
Doticing (tim 10 237) fhere s o penalty for escap-
ing TFyouare Unlucky, they notice you. Prepare for
Eaifle and turn t 365

160
You follow 2 Tong, narow passajgesay which goes
South, thea cast, then south again uatil you eveatu-
ally find yourself at a crossroads, Tum ( 267

260
Make sure you have noted the nference as
instructed on the hast page! You will eturn t that
reforence after dealing with the crealure sou ate
about 1o encouner.

Your tappings and scrapings at the rock face as you
Search for secret doors and. passagesvays resaund
theough Lhe dungeon comdors. Varinus creatures

reely thraugh e underviorld and your
e justalacled the attenfions of one of the

Roll ane die, Consult the fable below and over 0
has come o Investigate, Fight the.
Greature 3 normal. Wanderiny monslers. never
oy any tressure. 1 you deleat this monster,

cettien o the rolerence 5ou have nated
Dieroll Creature SKILL STAMINA

5 GOBLIN 5 3

2 oRc s 3

5 GREMLIN 6 3
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12125
runming through the dovr ia the north wall, leavin

o slone in the Boat House. Add 2 Luck points
and turn fo 184

A 4 or 5 means they're not sure. They sead fywo of
theix memibers through the north door vrhilst the
ofbie. three watch you with therr makeshift
wweapons. Tumm o 164,

A voll of 6 means they definttely don't believe you
and Keep on advancing, Tum fo 10

224
The door opens Into 3 wide passageway and you
follow this for some distance before roaching a junc-
fiom. Here you may either ga norhwards {am to
38) or tum (0 the cast (furn 10.76).

25

You pick up the rope. [{1ooks normal In fctitlooks
251 it might be quite usefu, You open your pack (o
Put it in. Suddenly, it comes alive in your fngers,
Enales quickly up your arm and attempis (o wrap
el around your neck, You siruggle o cut the fope
wilh your sword before its grip tighfens. Test woir
Lk, Al you are Lucky. you cat the rope and itdrops
tothe ground IFyonsarenot, therope lightens -lose
1 sTa st A painl. You must Testyour Lick again {0
by 1o cut the rope, and keep fying until you do.
Each time you {a, you Jose another STANINA
‘point and reduce your 1 gex score). If you finaly
Hefeat the rope, you may lesve through the north
door. Tum 1073

126-130

126
Does the name “Farrigo Dt Magigio” miean anything
f0 o2 If not, you must fight the Dregon. Turn to
52, I t does, tum (0 36.

27
e docsttake atall Kinully to your threats. As you
argucand his anger uilds, you naficea tansforma:
Hon tkin place. He begins 10 staighten up and

Jes physically stronger i frontof your very eyes
i face and arms grow hairy. Tis teeth become
1 and pointed. You must make a quick
Gecision. Will you offer him 5 Gold Ficees [0 Galm
him dows (deduet s from your Gold and lum fo
272), or prepare to atlack him (fure (0 168)?

28
You hear 2 deep sumbling noise and the ground
begins to shudder, Siowly and noisly the portcullis
rises inlo the ceiling. You may now walk to the
junction. Wil you frn sest (tuen to 210) or cast
(tum t0 552

125
Yo return to the riverbank and decide fo try the
door in the middle of the rockface. Turn to 105,

0
The ol man asks you your stake. You mey bet
belyween  and 20 Gold Pieces (but not more than
‘o pussess?)., He tosses the wehite dice he has been,
playing sith to you and asks you to roll Rl two
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You aswake vith a throbbing liead aad look around.
The raom is about ight mefres square, with doors
0 the nosth and south. You have been dumped in
the soulh-jeest comer. Standi motionless in the

Atteast theyappenr
colou. Therr
d they are all
staring vacantly at the cefling. One carrics a club,
Scythe, one an e and ane a pick. hey are
ignoring you completely.

room are vatios peasant

. and several bareels, In the.
comneris a huiman carpse with a sword in
one hand and 2 shield fn the other. You move your.
hand up Lo your head to feel for sigas uf bload and
you are relieved & find you are not bleechng, Dt as
Sour hand moves, the strange creaturts n the
Eentre of the oo turn thelr eyes down fowards
you. Do you:

155 o flk fo them? Turn 10268
Juimpta your feet and charge them

 your sword? Torm to 2tz
ran exic frough the
2 Turmwo 3

123
S¥ll they belfeve your story about buying a boat?
‘Skeletons ase pretiy simple-minded, o olione dre
3,207 means they believe you, and they all go

o2 T sk s & ey s Ther ot ar
e o o





