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HIS is not a story about our modern world, 
but one of long ago, when strange creatures 

roamed the land, and Sorcerers possessed great 
power. As an adventurer, your Strength, Courage 
and Agility have brought you safely through many 
daunting quests in the past. And when you begin 
this adventure, you will need all these qualities. 
Below, you will discover ï with a little luck ï how 
swift and strong you are. 

You will need two dice, a pencil, and several 
sheets of paper: use the pencil and paper to draw a 
map of your progress. You may not succeed at the 
first attempt, and the map will be useful in future 
attempts. 

There is a Quest Sheet over the page, for you to 
write down your scores for Dexterity and Strength, 
and to keep a note of your rations, secrets learnt, 
and items discovered. You may prefer, before you 
begin your adventure, to use the printed Quest 
Sheet simply as a model for the things you will 
need to take note of, or keep a record of, during 
your Quest. If you do this, you will obviously need 
another piece of paper to copy down the headings 
on the Quest Sheet. 

Dexterity and Strength 
Roll one dice. Add 6 to this number, and make a 
note of it on your Quest Sheet. This is your Dexter-
ity score, and indicates your skill and mastery of 
swordsmanship. 

Roll two dice. Add 12 to this number, and make a 
note of it on your Quest Sheet. This is your 
Strength score, and it is a measure of your fitness 
and stamina. 

Your Strength and Dexterity ratings will probably 
change during the course of your adventure. You 
may lose Strength points in battle, for example, 
and then restore them by eating a meal. Your 
characteristics may also be affected by items you 
discover in the course of your adventure, and, in 
such situations, you will be told in the text what to 
do. 

You must remember, however, that your 
Strength and Dexterity scores must never exceed 
their Initial values, as determined by the dice rolls 
at the start of any one adventure. 

Beginning your journey 
You are dressed in leather armour, and are equip-
ped with a sword, shield and a short dagger. You 
carry a backpack in which to stow your provisions 
and any items you may discover. 

You start your quest with just two gold pieces in 
your pocket. However, you will be given more, and 
may also discover more, or have the option of 

spending what you have. It is a good idea to keep 
track of the number of gold pieces you possess, as 
your adventure progresses. 

Rules for fighting 
As you explore, you will encounter creatures which 
you may choose to engage in combat, or be forced 
to fight with for your life. Each creature will have its  
own Dexterity and Strength scores, given in the 
text. Make a note of these. 

To resolve a battle: 
1. Roll two dice, and add the creatureôs current 

Dexterity score. This is its Fighting Power. 
2. Roll two dice, and add your own current 

Dexterity score. This is your Fighting Power. 
3. If your Fighting Power is greater than the 

creatureôs, you have scored a blow and wounded 
it. Subtract two Strength points from its Strength 
score at that moment (unless told otherwise in the 
text). If the creatureôs Fighting Power is greater 
than yours in this round, it has wounded you. Sub-
tract two points from your current Strength score. If  
both scores are the same, you have parried each 
otherôs blows, and neither of you loses any points. 

The next round in the battle is done in just the 
same way. You repeat steps 1, 2, and 3 above. 
When either your or the creatureôs Strength score 
is reduced to zero, the battle is over. A zero 
Strength score means death, and you must begin 
again with new dice rolls for Dexterity and 
Strength. 

Losing and gaining points 
In some sections, you will be awarded extra points 
(for example, you may read ñGain three Strength 
pointsò). You add these to your current Strength 
score: but remember, these scores may never 
exceed their Initial values. When you lose points 
(for example, ñLose one Dexterity point and two 
Strength pointsò), you simply deduct these from 
your current scores. However, this may be only 
temporary ï for example, ñdeduct one Dexterity 
point for the duration of this battleò means you can 
restore the lost point if you win. 

Replenishing your Strength 
You are about to read of the start of your quest. You 
begin your journey with five fresh meals in your 
backpack. Each meal restores five Strength points, 
and you may eat a meal at any time, except during 
actual combat. 

When you eat a meal, deduct one from the 
number of rations you have, and add five points to 
your Strength score at that time. Use your rations 
wisely: your quest is not an easy one. 
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The small township of Fourways has been a 

meeting - place for travelers for as long as 

anyone can remember. Adventurers head at once 

for The Mill - Wheel and swap stories over 

bread and ale long after the sun has set, and 

sometimes until i t rises again. Humans, 

Elves, Dwarves, and one or two rather 

stranger characters pass through Fourways, 

and the proprie tor of The Mill - Wheel, a 

battle - scarred man called Elfric, changes not 

at all. A large, quiet man, he asks no 

questions and serves all a like civilly and 

silently; but on the rare occasion when a 

disagreement becomes a full - scale fight, he 

can leap into action and quell the trouble 

more effectively than a troop of the Kingõs 

guard.  

 

Since nobody asks questions in 

Fourways, it is a haven fo r all kinds: 

thieves, assassins, men with a price on their 

head; and it is to Fourways that you, a 

seasoned adventurer and soldier - of - fortune, 

now make your way.  

You are crossing a broad meadow in the 

early afternoon sun, pushing your way through 

the ripen ing maize, heading for a track on 

the other side. Fourways is not far distant 

now, and you look forward to a comfortable be 

for the night; it will make a pleasant change 

from sleeping under the stars, though you 

know the novelty will wear off after a few 

days.  

Swallows wheel in the sky as you reach 

the track, a solitary cloud drifts lazily 

across the sun for a moment; all is peaceful. 

You shift your shield on your shoulder, 

adjust your sword - hilt and amble along the 

track, a grass - stalk dangling from the co rner 

of your mouth. A signpost tells you that it 

is five miles to Fourways, but you are in no 

hurry, and amble easily along the country 

path in the afternoon sun.  

Entering the town, you walk down the 

main street and turn off for the road that 

leads to The  Mill - wheel. The sun has not yet 

set, and so you are not surprise to find the 

dining - room almost deserted. You book a room 

for the night, Elfric gives you the large 

brass key to your door, and you go up to wash 

and rest before the evening meal.  

That evenin g, as you finish up the last 

of Elfricõs excellent stew, and order another 

jug of ale, you lean back and look about the 

dining - room again.  
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Things are not as you remember them: 

you expected a group of Elves to be singing 

of their exploits, Dwarves to be s itting 

round the fire, telling stories of heroism, 

men playing finely - tuned instruments of wood 

and brass, and all calling for food and 

drink. But tonight it is quiet; the dining -

room is half - empty and small groups sit 

around speaking in low voices.  

You ar e puzzling over this, and about 

to ask Elfric the reason for the change, when 

an Elf moves over to your table and sits 

down. You eye him warily, and he smiles: òYou 

do not remember me,ó he says. This is true, 

but then most Elves look alike to men.  

òI was a friend of Aalandrin,ó he 

continues, òand I salute your bravery in 

recovering our Sceptre. We still sing of it.ó 

You raise your eyebrows. The adventure he is 

referring to took place some time ago though 

you will not forget the battle to recover the 

Sceptre  of the Elvenking, and the bravery of 

Aalandrin in that Quest. But the Elf is 

speaking again: òWhat is happening now is 

just as sinister, perhaps more so, he says, 

looking at you steadily.  

òIn a short while, it may be that 

Fourways will be no more, and per haps much 

more besides will be devastated. There is one 

called Liknud, who even now hides deep in the 

forest of Ardristan, North of here, and whose 

foul influence spreads wider each day .ó There 

is a pause, and then the Elfõs fine jaw sets 

in grim determina tion: òEildon failed, at the 

end,ó he says,  òbut she will be avenged, and 

Liknud will be destroyed.ó 

There is a short silence as you both 

gaze at the table, but at a prompt from you, 

the Elf, who introduces himself as Tamlane, 

launches into the whole story . Liknud, it 

seems, is a necromancer, an evil sorcerer, 

who is even now hidden deep in the forest of 

Ardristan, planning to subjugate the 

surrounding countryside to this rule.  

Necromancers, in fact, are not 

uncommon, but although powerful and to be 

treated  with a great deal of caution, are 

normally opposed by the sorcerers of good. 

òHowever,ó Tamlane tells you, òLiknud has 

captured the Orchid of Life. You may have 

heard of this plant ð it flowers only every 

hundred years, and is greatly prized for its 

power  of life - force. We had set a guard over 

it, but one day when others came to relieve 

them ,  the guards lay dead, their bodies and 

faces twisted in agony. We can tell by the 

movements in the life - force all about us that 

the Orchid of Life has flowered ð but i t h as 

been taken.ó 

òOur most powerful sorceress, Eildon, 

sought Liknud, but she has not returned. We 

sense she has been defeated, though she yet 

lives. In the morning I go, for time is 

short: as the Orchid blooms, so Liknudõs 

powers grow. Within two or th ree sunsets he 

will be capable of destroying Eildon and 

embarking on a reign of error. He must be 

stopped, once and forever.ó 
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It takes but a minute, as you think 

over the implications of all that Tamlane has 

told you, for you to volunteer your services 

in attempting to find and put an end to 

Liknud. Tamlane nods: òI expected no less.ó 

he says. òBut it will be safer if we go 

separately. I can tell you this :  you will 

need protection against Liknudõs more 

dreadful powers, and one of us must find the 

dagger of Telledus.ó 

 

By the time you turn in for the night, 

you have heard the whole story from Tamlane. 

In order to defeat Liknud, you learn that you 

will need the root of a Hellbane plant, and a 

clutch of the grape - like nuts known as elf -

fruit: these will arm  you against Liknudõs 

dark powers. The dagger of Telledus is an 

enchanted weapon, which alone will end the 

necromancerõs life; Tamlane tells you that an 

elf known as Telledus returned but two days 

since, near to death. Now much recovered, he 

explained that  the dagger was torn from his 

grasp in a battle with a loathsome creature 

deep in the forest of Ardristan, and he now 

has no idea of its whereabouts. It must be 

found, in order to put an end to Liknud.  

Tamlane leaves at first light, and it 

is agreed that you will make your separate 

ways in an effort to reach Liknudõs lair. The 

elf has given you a potion of Healing, which 

will restore your strength when it is at its 

lowest ebb and you have wished each other 

well. You have made up your rations and 

checked yo ur equipment, and you are ready for 

the quest ahead.  

You sleep well, and in the morning bid 

farewell to Elfric. The old warrior gives 

your hand a firm grasp and wishes you well; 

you sense he knows of your mission. Of 

Tamlane, there is no sign; Elfric tells  you 

he left before sunrise, and so you set off 

alone. Soon you are clear of the outskirts of 

Fourways, and heading North towards the 

forest of Ardristan, as the sun rises in the 

clear blue sky.  

 

 

1 

The ground rises steadily as you walk, until 

you reac h the brow of the long hill you have 

been climbing. The ground slopes gently down 

again before you, then levels off, merging 

into the dense browns and greens that mark 

the Southernmost edge of the forest of 

Ardristan. Ardristan was always a place of 

tranqu ility, and home to a myriad of small 

wild creatures; you wonder what changes the 

presence of Liknud has brought.  

As you descend the slope and approach 

the forest, you stop to adjust your shield on 

your arm, tighten the straps that hold your 

backpack, and c heck that your sword is free 

and easy to draw. Then, without any further 

delay, you hasten forward and plunge into the 

forest. At once, you sense evil; the refresh -

ing dappled light and scented air is no more. 

The air tastes acrid and aged as you breathe, 

the shadows now make you start in alarm as 

they seem to shit and change with 

unaccustomed suddenness.  

You move slowly forward, until you 

reach a crossroads, and stop to think. 

Although you have, long ago, spent the occa -

sional night sheltering in the edges  of this 

forest, you have never explored its depths. 

And you have no idea where Liknud s lair is; 

you consider: The path ahead of you is fully 

seven or eight feet broad, and travels 

straight as an arrow due North. The paths to 

East and West are less well - defined, but 

nevertheless fairly straight and seemingly 

negotiable. Which way will you go?  

North?  Turn to  139  

East?  Turn to  24  

West?  Turn to  118  
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2 

The corridor turns North and you follow it to 

an archway. You stop; in the room beyond is 

an awesome sight : Standing in the middle of 

the room, on a slightly raised circular dais, 

is an elfin girl.  Fine threads of light 

encircle her, running from the edges of the 

platform to the ceiling. There is a low 

humming sound.  

Just inside the room, a few yards from 

you,  is what looks like a huge diamond set on 

a pedestal glowing from within with an 

intense blue light. Behind the column of 

light within which the girl is trapped are 

three large, barbaric - looking men. You all 

stare at each other for a moment equally 

surpris ed, and then the girl shouts, òSwiftly 

ð smash the jewel! An instant later, the 

guards react, and charge towards you. Have 

you got a potion of Invisibility? If so, turn 

to 111 . If not, turn to 18 .  

3 

As soon as you drink the potion, your 

vitality and energy  return: restore your 

Strength and Dexterity scores to their 

Initial levels, as the antidote to the curse 

takes effect. Will you now:  

Try the yellow potion?  Turn to  16  

Leave?  Turn to  100  

4 

The potion seems to have no effect at all, so 

will you now:  

Drink t he yellow potion?  Turn to  77  

Leave?  Turn to  99 

5 

Taking the potion from your backpack, you un -

stopper it and drink. It works at once, and 

you walk invisibly into the room. But you 

must decide swiftly which way to go next, be -

fore the potion wears off. Will  you go out of:  

The East door?  Turn to  97  

The West door?  Turn to  67  

6 

You hurry onwards, the landscape becoming 

more desolate as you move. Soon the poor 

track bends around to the East, and you stop 

ð ahead of you, not far distant, is a cave 

entrance. Arou nd it is scorched earth, and 

you feel sure that this is the centre of the 

sense of evil that has permeated the forest 

since you entered. This, you are sure, as 

you hurry towards it, is Liknudõs lair. 

Turn to 188 .  

7 

You press on West with a good deal more 

care, but there are no further traps, and 

quite soon you stop when you see a path to 

your left. However, having come so far, you 

do not wish to go back South now; you feel 

you cannot be far from Liknudõs lair, and 

you press on West.  

Turn to 181.  

8 

You conti nue on the trail North with a good 

deal more caution, until you reach a small 

clearing on your right. Strange sounds eman -

ate from the shadows beyond, sounds like 

crystals gently touching, clear and soothing. 

Half - entranced you move into the clearing to 

in vestigate.  

Turn to 138 .  

9 

With nothing to offer the Dragon - men, and 

facing such overwhelming odds, you have 

little choice but to retreat, and back away 

cautiously. The Dragon - men watch you, im -

mobile, as you return East, eventually round -

ing the corner. Yo u head back South, past the 

huts and then follow the trail West until you 

are back again: at the first crossroads. This 

time, will you head:  

North?  Turn to  139  

West?  Turn to  118  

10 

A few paces into the tunnel, you stop again, 

your torch flares, but its lig ht has no 

effect on this suffocating blackness. Will 

you press on? Turn to 163  if so. If you 

prefer to abandon this direction ,  and return 

to the j unction to go North instead, turn to 

187 .  

11 

Sheathing your sword, you look about you. 

There is little of inte rest in the room, but 

you poke about among the rubbish and umber 

anyway. Discovering nothing, you consider the 

two exists from this room, one in the East 

wall, and a similar archway in the North. You 

glance down again at the body of the Shredder 

before you  leave, and notice for the first 

time a curious object on a thread about its 

neck. Looking closer, you see that it is a 

key, made from one the end carved into a 

small skull. You have no idea why the danger -

ous monster was entrusted with this key, but 

clear ly it may be of use to you in your quest 

and so you put it in your pocket. Will you 

now leave through the archway in:  

The North wall?  Turn to  127  

The East wall?  Turn to  30  
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12 

Within seconds of raising the bottle to your 

lips, pain grips your stomach, and  your 

throat burns. Lose three Strength points. 

Will you now:  

Drink the yellow potion?  Turn to  77  

Drink the blue?  Turn to  4 

Leave?  Turn to  99  

13 

The tall man says nothing and makes no move 

as you shamefacedly go back out of the room 

and shin back down the rope. You continue on 

your original way North.  

Turn to 112.  

14 

òQuickly,ó says Tamlane, looking around 

anxiously, òeat now. They will protect you.ó 

You obediently eat the bitter - tasting nuts; 

there is no obvious effect, but you have 

faith in the elfõs advice. Then there is a 

thunderous crack, and a smell of sulphur as 

smoke fills the room.  

Turn to 31 .  

15 

The corridor turns to the East and ends at a 

door, beyond all is silent, but you open it 

warily, and look into a small room; the only 

furniture is a round table and two three -

legged stools, and sitting on one is a small 

gnomic creature with a pointed red hat. The 

Gremlin seems quite unconcerned by your 

presence and, grinning, invites you to enter. 

Warily, you do so.  

Turn to 114 .  

16 

Your last thought, as you drink the liquid is 

that you have drunk a fatal poison. You slump 

to the floor as the room spins and darkness 

closes in . Y our adventure is over.  

17 

The passage beyond the door is short, running 

Nor th  until it meets an East - West junction. 

You look in both d irections, but there is no 

sign of the magician. Which way will you go 

now? 

East?  Turn to  2 

West?  Turn to  129  

18 

You have no choice but to fight all three of 

the fierce - looking guards simultaneously, as 

they raise long curved swords and leap to the 

attack.  

 Dexterity  Strength  

FIRST GUARD 9 10 

SECOND GUARD: 7 12 

THIRD GUARD: 8 12 

If you survive, turn to 71 .  

19 

You walk along a corridor North for a fairly 

short distance, then East, as it turns, for a 

rather longer way. Reaching a door at the end 

of this corri dor, you push it gently open, 

and look in on a slightly surprising sight.  

Turn to 108 .  

20 

The passage beyond the door is short, running 

due North, and ending soon at a junction. 

Will you take the way:  

East?  Turn to  28  

West?  Turn to  190  

21 

The tunnel ends q uite soon, at a junction. 

Will you now go:  

North?  Turn to  48  

South?  Turn to  160  

22 

You hurry along the track, conscious that you 

are now deep into the forest, although you 
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have not yet discovered Liknud s lair, or the 

all - important dagger of Telledus. Awa re that 

time is short you increase your pace as the 

path ends round to the West, you wonder what 

has become of Tamlane. It is this temporary 

loss of concentration that is your undoing. 

Your foot snags on something, and a strong 

branch whips out, knocking y ou to the ground. 

Lose three Strength points.  

As you stagger, gasping,  to your feet, 

here is a wild yell, and three tall, hairy 

men burst out from the side. Dressed in 

animal - skins, and brandishing daggers, the 

Forest - Men attack. You must fight all three 

at once.  

 Dexterity  Strength  

FIRST FOREST MAN:  7 8 

SECOND FOREST MAN: 6 6 

THIRD FOREST MAN: 8 8 

If you defeat all three, turn to 7.  

23 

The path is narrower, but fairly good, and 

you walk swiftly West and then South, as the 

path bends. A few paces down, your  ace slows, 

and a little further you sop, sword drawn. 

Circling above you are several huge flying 

creatures: they are Pterosaurs, gigantic, 

leathery - winged animals with long beaks 

filled with needle - sharp teeth, and 

possessing long, powerful talons. As you  

watch and wait, one detaches itself from the 

group and swoops down at you, climbing away 

at the last second. The wind from its great 

wings buffets you as it ascends again, but 

then, as t hough having inspected its meal and 

decided that it looks good the Pt erosaur 

gives a rending screed and swoops again: beak 

open and talons spread. You ready yourself 

for the battle.  

 Dexterity  Strength  

PTEROSAUR: 8 8 

If you win, turn to 40  

24 

The trail takes you East with very little 

deviation, but you have walked only a sh ort 

distance when a rustling, grunting sound from 

the undergrowth ahead and to your left stops 

you in your tracks. Before you have time to 

respond, a wild boar charges out of the 

tangle of bushes and leaves, head lowered, 

making straight for you. At the la st fraction 

of a second, you whirl aside, but the boar 

skids to a halt and returns to the attack. At 

once you draw your sword and await the next 

charge.  

 Dexterity  Strength  

BOAR: 6 8 

If you win, turn to 105  
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25 

The track is quite good this way, but a sh ort 

way East, you slow and, after a moment stop; 

there is movement ahead, on both sides of the 

path. As you wait, sword drawn a grotesque 

figure leaps out from the side and bars your 

way. Painted entirely blue, the head is 

completely encased in a mask rese mbling a 

dragonõs head. As you prepare for a fight, 

other men, similarly garbed, step out from 

the bushes. Some wave spears threateningly, 

while others raise bows, the arrows pointed 

at your chest.  

The leader approaches you slowly, hand 

outstretched; but t he Dragon - men do not 

speak, and you have no idea what they want. 

However you realise that to engage such 

overwhelming odds in battle would be madness, 

and so you slowly back away. The Dragon - men 

make no further moves, but watch as you 

retreat to the cross roads. This time, will 

you go:  

North?  Turn to  173  

West?  Turn to  57  

26 

You hurry East, along a path which is wide 

enough to pass with ease, although you have 

to duck under overhanging ranches and push 

aside foliage that is beginning to creep 

across the tra ck. You reach up to push away 

another obstacle ð and your hand closes about 

a bunch of hard, purple fruit. At once you 

stop, recognising what you have come across; 

this is the strange delicacy known as elf -

fruit. Although unsure what powers it 

possesses, y ou recall clearly that Tamlane 



 13 

considered it important, and cut away the 

bunch with your dagger. Once it is safely in 

your backpack, you continue along the path, 

senses alert, until it ends at a North - South 

Junction. You consider: South, the path soon 

deteriorates into a steaming swamp, the way 

North seems better. You head North.  

Turn to 22 .  

27 

 Dexterity  Strength  

GUARD: 7 6 

If you win, turn to 196  

28 

You follow the corridor East for a while, 

until it turns to the North. You can see that 

it ends at a door  some way ahead, and press 

on until you reach it.  

From beyond, as you press your ear against 

the door, you can hear low mutterings. You 

draw your sword and rush in, surprising two 

squat, ugly guards. They stumble to their 

feet as you fall on them, one wiel ding a 

double - bladed axe and the other a spear, but 

you have the advantage of surprise as you 

close with them, fighting both together.  

 Dexterity  Strength  

FIRST GUARD:  5 8 

SECOND GUARD: 6 8 

If you win, turn to 51.  

29 

Reaching the door, you stop: there is a  faint 

moaning sound from beyond. The metal door is 

solid, and shut fast ð but a bunch of keys 

hangs from the lock! Swiftly you turn the key 

and fling open the door. As you do so, there 

is a scream, which dies away as you enter. 

This is a prison cell, tiny  dark and dirty, 

and hanging in shackles from the wall 

opposite is a young woman, her clothes torn 

and ragged. She has obviously been badly 

beaten, but her eyes are still alert. I 

thought the guards had returned again,ó she 

says. Please, whoever you are, f ree me ð I am 

only a servant - girl, but I was kidnapped and 

brought here, for what purpose I do not know.  

Her pleas move you, but you are 

nevertheless cautious. Could this be a trap? 

Will you:  

Help the girl?  Turn to  83  

Leave her, and continue North?   

 Turn to  158  

30 

A corridor heads East, and you follow it for 

some way. After a while it turns to your 

left, and you head North until you see that a 

new way joins the corridor from the right. 

Will you now:  

Continue North?  Turn to  35  

Take the way East?  Turn to  65  
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31 

A tall man garbed entirely in black faces you 

as the smoke clears, his eyes burning in his 

unnaturally white face. His contemptuous 

expression changes when he sees that Eildon 

is free, but then he turns to you, his face 

full of derision. Raising his a rms, he calls 

out a short incantation and a stream of fire -

bolts hurtles towards you. If you have eaten 

elf - fruit, you are protected, and the bolts 

explode before you to no effect. If you have 

not eaten elf - fruit, roll one dice. The score 

is the number of fire - bolts that hit you each 

bolt causes four Strength points of damage. 

If you are still alive, turn to 144 .  

 

32 

You had hoped that somehow the brooch would 

give you a clue as to what to do, next, but 

nothing happens. Will you accept Dianaõs 

offer to tak e you to Eildon? Turn to 72  if 

so. If not, turn to 143 .  

33 

You have no way of reaching the mysterious 

door set so high into the wall and have to 

continue on your way North.  

Turn to 112 .  

34 

You hurry North until, about halfway to the 

end of the corridor, yo u see that there is a 

short passage off to your left. It ends at a 

metal door. Will you:  

Investigate?  Turn to  29  

Continue North?  Turn to  158  

35 

A short way along, another corridor joins 

from the left. Will you:  

Take the way West?  Turn to  54  

Continue North?  Turn to  156  

36 

Only a short way South, the path does indeed 

open out onto the shore of a lake. Tied up to 

a short stake is a rowing - boat, and since it 

is the obvious way forward, you untie the 

boat, climb in and begin pulling for the 

Southern shore. In qu ite a short time, the 

boat beaches, and you pull it up and begin 

heading South along a good track .  However, 

only a dozen or so paces down, your attention 

is caught by a sound from your left. You see 

that there is a small clearing, and from the 

edges of thi s comes the melodious sound you 

can hear, like crystals gently chiming. The 

sound is soothing and welcoming, and you move 

into the clearing to investigate.  

Turn to 138 .  

37 

The way South soon becomes a poor track, 

twisting and turning, narrow and difficult.  

But eventually it straightens again, and you 

emerge onto what you recognise as the broad 

main path through the forest. There is also a 

path to your left and so, not wishing to head 

back, out of the forest, you take the way 

East. Turn to 90 .  

38 

Although yo u have won this battle, you see 

more Pterosaurs circling high above. For the 

moment, they seem content merely to glide in 

the air - currents, but you have no desire to 

wait around until another decides to try you 

for lunch; and so you swiftly head North, and  

round the corner. You go only a very short 

distance East before you come to a junction, 

and stop to consider your surroundings: you 

recognise broad main path running North -

South, and, having no wish to return to the 

point where you entered the forest, you  head 

North along the main path.  

Turn to 92 .  

39 

The case, you see, as you examine it, is a 

simple affair, lade of slatted wood riveted 

together with brass strips, and there is a 

hasp at the front where you might expect a 

lock to be. It opens easily when yo u try it, 

but you are slightly disappointed by the 

contents; you have apparently found a tool -

box. There is an axe, a saw, several 

different sizes of hammer, a length of rope, 

and half - a- dozen different knives.  

Some of this may be useful to you in 

future, but you will not be able to carry all 

of it. You may take any two items from the 

case; when you have decided what to take, you 

are ready to leave, as there is nothing else 

to investigate.  

Turn to 124 .  

40 

Even as the great flying reptile slumps dying 

at you r feet, others swoop from the sky, 

their wings buffeting you and beaks and 

talons tearing at you. You stand your ground 

at first, defending yourself with sword and 

shield, but you are steadily driven back -

wards.  

A few minutes of this unequal struggle 

convi nces you to retreat, and you back away 

to the bend in the path. The Pterosaurs climb 

back into the sky, circling again over what 

is evidently their territory as you head back 

East along the path until you return to the 

main path and this time head North.  

Turn to 9.  
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41 

Staying deep in the shadows thrown by the 

stuttering torches set into the walls, you 

enter unseen. Will you now make for :  

The East door?  Turn to  78  

The West door?  Turn to  145  

42 

You head East confidently at first, but after 

only a short di stance, you stop; there is 

movement ahead of you, and you hear the sharp 

sound of a twig snapping. At once  you draw 

your sword and stand y our ground;  a moment 

later a startling figure leaps from the 

undergrowth to confront you. The head is 

encased in a hug e dragon - mask, and the body 

is daubed in blue from top to toe. As you 

watch, slightly taken aback, more such 

figures emerge, some carrying spears, others 

bows and arrows and all pointed at you. The 

man who first leapt out approaches you, with 

a curious sid eways gait, hand outstretched. 

He makes no sound, and you back away. You 

have no gift for him, and to engage such 

overwhelming odds would be madness. The 

Dragon - men watch as you retreat to the 

crossroads, but make no attempt to harm or 

follow you. Once bac k at the crossroads, you 

head North this time.  

Turn to 173 .  
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43 

The trail remains clear as you walk North, 

the trees shading you from the morning sun; 

you reflect that it would be a pleasant 

enough stroll, were it not for the 

indefinable sensation of ev il that surrounds 

you, and the slightly bitter taste in the 

air. Soon the path bends around to the West, 

and you follow it, alert for any sign of 

life, any hint of danger.  

Your alertness pas off, as, after a 

while, you see buses moving in an unnatural 

way on both sides of you ahead. You stop, 

waiting for whoever or whatever is lying in 

ambush to make the first move, and after a 

few moments, a grotesque figure leaps out 

into the path in front of you. Painted from 

top to toe with blue clay, the figureõs face 

is completely obscured by a huge dragon - mask. 

As you ready yourself for a fight, more of 

the warriors emerge from the bushes, some 

carrying spears, some bows - and - arrows. It is 

clear that you are heavily outnumbered, and 

you raise your shield and take a cou ple of 

wary paces backwards.  

However, the Dragon - men do not attack 

immediately; their leader approaches, with a 

curious, dancing gait, hand outstretched, 

while the others train arrows on you. If you 

have a gold coin bearing the image of a 

dragon, turn to 183 . If not, turn to 9.  

44 

The case is quite a simple construction, made 

of wooden slats riveted together with brass 

strips. Warily, you lift the lid with the 

point of your sword, but there are no nasty 

surprises, and you bend forward for a better 

look. Ins ide are a collection of tools: a 

saw, an axe, several different hammers, a 

good length of rope and half - a- dozen 

different kinds of knife. You realise that 

some of these implements might be useful to 

you, but you will not able to carry all of 

them. You may take any two objects from the 

case before turning your attention elsewhere. 

Will you now:  

Try the chest - of - drawers?  Turn to  60  

Leave?  Turn to  124  

45 

The box is barely the size of your fist, and 

opens easily when you lift the lid. Inside, a 

single gold coin  rests on some rags; you take 

it out ð it is no ordinary gold piece, being 

nearly three times the normal size, and with 

an unfamiliar raised design on both sides; an 

image of a dragon breathing fire. Whether or 

not this artifact  will be of use to you, it 

must be of considerable value in its own 

right, and you swiftly pocket it. Will you 

now:  

Open the case?  Turn to  44  

Try the chest - of - drawers?  Turn to  171  

Leave?  Turn to  124  

46 

The track is barely wide enough to pass, and 

you have to push aside snagging branc hes as 

you walk. However, you shortly emerge into a 

small clearing, in the middle of which is, as 

you thought, a pool of clear water, gently 

bubbling.  A sudden crashing noise warns you 

of danger, and seconds later a huge figure, 

fully twice your size and b randishing a great 

club, smashes out of the undergrowth. There 

is no question of what to do next, as the 

Ogre roars with anger and raises his club. 

You draw your sword and prepare for battle:  

 Dexterity  Strength  

OGRE 7 14 

If you win, turn to 151  

47 

Some way further East, the path ends at a 

North - South track. Neither direction looks 

particularly, inviting: the way to the South 

is darkened by overhanging branches, while 

North, the ground looks soft and treacherous. 

However, you must make a choice; will you g o:  

North?  Turn to  187  

South?  Turn to  122  

48 

The Way North soon turns to the East, and you 

have to crouch again as the tunnel narrows 

and the ground rises. Soon you can make out 

daylight ahead, and emerge through a natural 

covering of leaves and twigs, ligh tly spread 

over this entrance. A narrow track runs 

North - South, and you must decide which way to 

go now. Will you go:  

North?  Turn to  137  

South?  Turn to  37  
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49 

You creep silently in; but before you have 

gone ten paces, you stumble over a raised 

flagstone and  crash to the round. At once 

both guards leap to their feet; squat and 

ugly like the ones you fought at the cave 

entrance, each now wields a long, thick pole, 

sharpened to a fine point and studded with 

blades. You clamber up in time to draw you 

sword and p repare to fight, but you must 

fight both at once, as they close in.  

 Dexterity  Strength  

FIRST GUARD:  6 8 

SECOND GUARD: 7 6 

If you defeat both, turn to 196 .  

50 

The guards look at each other again, 

shuffling their feet awkwardly. Then one 

picks up a long sha rpened stake, studded with 

blades, and approaches; you are sure he has 

seen through your bluff ð but he merely says, 

òPass, then, messenger.ó Will you now go out 

the door:  

East?  Turn to  97  

West?  Turn to  67  

51 

You search the bodies of the guards, but find 

nothing of value, and there is little of 

interest in the room. There is a door in the 

North wall, and so you cautiously open it; 

the corridor continues for some way North, 

and you pass down it until it turns to the 

West. This passage ends at a half - open doo r 

not too far distant, and when you reach it, 

you see that a corridor also runs South. 

However first you investigate the door ahead 

of you, and look into the room beyond to see 

a slightly odd sight.  

Turn to 108 .  

52 

At once your energy and co - ordination ret urn 

ð restore your Dexterity and Strength scores 

to their Initial levels, as the powerful 

antidote takes effect. Will you now:  

Try the red potion?  Turn to  157  

Try the yellow?  Turn to  16  

Leave?  Turn to  100  

53 

You head West, and then North. Ahead of you 

the corridor stretches into the distance, 

straight as an arrow. You hurry along it, 

until you see an opening on your left. A very 

short passage ends at a metal door. Will you:  

Investigate?  Turn to  29  

Continue North?  Turn to  158  

54 

This passage ends at a North - South junction, 

so will you go:  

North?  Turn to  15  

South?  Turn to  66  

 

55 

You slowly regain consciousness. Someone is 

holding a bottle to your lips, allowing a few 

drops of bitter - tasting liquid to flow into 

your mouth. Almost at once you feel revived, 

and , as your eyes focus, you see that it is 

Tamlane who is cradling your head, giving you 

the revitalising fluid. You sit up. Around 

you are rock walls, giving off a sulphurous -

yellow glow, and in answer to your unspoken 

question, Tamlane says, òWe are inside  the 

cave. Liknud is here somewhere ð I can sense 

his presence.ó Tamlane stands back giving you 

a long look: òYou are well again, he pro-

nounces. Fortunately, I arrived just in time; 

those were Liknudõs minions who attacked you 

ð another minute and you wou ld have been 

dead. However, all is well now, and we must 

press on ð come!ó 

Before you have even got to your feet 

the Elf has darted away to the North, and 

when you rise, calling his name there is no 

sign of him. You take stock. You feel 

perfectly fit again  (restore your Strength to 

its initial score), and ready for action. You 

are in a roughly circular chamber, and to the 

South is daylight; that, you are sure, is the 

cave entrance you spotted.  A tunnel runs away 

North, and you follow it out of the cave; it 

slopes downwards quite sharply, and ends at a 
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pair of metal - studded wooden doors. You 

listen cautiously, but they are too thick for 

you to make out any sounds beyond. However, 

since this is the way that Tamlane went, you 

assume he must be beyond somewhere,  and 

gently push at one of the doors. Somewhat to 

your surprise, it swings easily and 

noiselessly open and you look in. A fair -

sized room Pies beyond, rock - walled and bare 

ð except for the shackles set into the walls 

every six feet.  

Two exhausted - looking men hang by their 

wrists directly opposite you, and two men you 

assume to be guards sit at a low table, 

lethargically playing some kind of game with 

dice. As you are taking all this in, you see 

that there are doors in both the East and 

West walls. The gua rds are half - asleep and 

the room is deeply shadowed you may well be 

able to reach either door unnoticed. What 

will you do now? 

Attempted to get past unobserved?  

 Turn to  195  

Draw your sword and attack at once?   

 Turn to  170  

Step in and announce that you  have   

a message for Liknud?  Turn to  115  

Use a potion of Invisibility  

(if you have it)?  Turn to  5 

56 

You make good progress North, conscious that 

you have penetrated deep into the forest of 

Ardristan, but you yet have much to achieve. 

You stop as the undergr owth ahead and to your 

right parts, and a scaly, lizard - like head 

emerges. Sword draw, you advance with caution 

as the animal emerges fully from the bushes. 

The head is crowned with three barbed horns, 

and the body and legs are squat and powerful. 

The beas t roars once, then lowers its head 

and lumbers towards you, and you at once 

prepare for battle.  

 Dexterity  Strength  

TRIDENE:  8 12 

If you win, turn to 174 .  
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57 

The trail is narrow and soon turns to the 

North. You have to duck under branches, and 

small twigs  snag at you as you go, but fair 

soon you see that a track runs off to th e 

West. It does not look much better, but then 

neither does the way North. Will you go:  

West?  Turn to  103  

North?  Turn to  182  

58 

Discoloured by the blood from the mighty 

battle, the wa ter is red about you as you 

push your way with relief to the North shore. 

Reaching the bank, you stop for a few minutes 

to empty the water from your boots and wring 

out your leggings before continuing North, 

and shortly you reach a junction. Will you 

go:  

North?  Turn to  126  

East?  Turn to  172  

59 

The box is quite small, not much larger than 

your fist, and you open it with some 

curiosity. Inside, nestling among some rags, 

is a gold coin. But this is not like any gold 

coin you have seen before: nearly three time s 

larger than a standard gold piece, it has a 

raised design on each side; an image of a 

dragon breathing fire. It is obviously of 

considerable value, and you gratefully pocket 

it. Will you now:  

Open the case?  Turn to  39  

Leave?  Turn to  124  

60 

The top drawer  of the chest is half - open, and 

old and rather shabby clothes spill out. You 

cautiously move them about with your sword, 

but find nothing to interest you. Moving to 

the second and third drawers you discover 

that they are similarly filled with old 

clothes, and are about to turn away, when a 

shaft of sunlight glints on something in the 

bottom drawer. You pick up the object; it is 

a small bottle, very similar to the one given 

you by Tamlane, containing the potion of 

Healing. However, as you move back into the 

sunlight, you see that this bottle has 

engraved in the crystal surface the words, 

òInvisibility potion ð one doseó. Pleased 

with this unexpected find, you pocket the 

potion and prepare to leave.  

Turn to 124 .  

61 

The ring glows with steadily increasing 

brigh tness, until you are standing in a dull -

red aura. Slowly, you feel your senses return 

aware that Zarko almost succeeded in 

hypnotizing you. You reach for your sword, 

and as you do so, Zarkoõs face falls, 

registering alarm and fear. With a started 

cry, he t urns and runs out of the room 

through a door in the North wall. At once you 

dash after him.  

Turn to 17 .  

62 

òAt last!ó cries the girl, òfreed from 

Liknudõs magical bonds. I sensed at once that 

you were an all ð I am Eildon, sorceress to 

the Eves. I thought to defeat Liknud, but his 

magic is stronger than mine.ó At this moment 

you both turn, as there is the sound of light 

feet running up the corridor. A second later, 

you both call out in welcome and relief as 

Tamlane runs into the room. Like you, he 

bears the  marks of battle, but is in no mood 

to discuss his exploits so far. òThe dagger,ó 

he gasps at once, òI have not been able to 

discover the dagger of Telledus!ó Do you have 

the dagger? If  so, turn to 107 . If not, turn 

to 131 .  

63 

You have no choice but to try  to continue in 

your weakened state. You search in vain for 

the secret panel in the East wall through 

which the tall man disappeared, and so you 

climb back down the rope to continue on your 

original journey North.  

Turn to 112 .  

64 

Taking the rope from your  backpack, you make 

a noose in the end and cast it up at a spar 

projecting from the remnant of the shattered 

staircase. At the third of fourth attempt, it 

catches, and you pull it taut. You tug at it 

a few times to test it, and then haul 

yourself up hand - over - hand, until you balance 

on the remaining steps before the door. But 

you at once discover that the door is firmly 

locked, and in your precarious position you 

are completely unable to force it. However, 

you notice a keyhole, fashioned like a skull. 

Do yo u have a bone key with a carving of a 

skull at its end? If so, turn to 84 . If not, 

turn to 95 .  
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65 

You head down the passage until you have to 

stop there is a dead - end immediately ahead. 

Puzzled, you search the blank wooden wall 

ahead of you, and suddenl y there is a click, 

and the section of wall and corridor revolves 

through one hundred and eight degrees, taking 

you with it! You are standing in a long 

corridor that runs North - South, so will you 

now go:  

North?  Turn to  34  

South?  Turn to  82  

66 

The passage l ooks familiar, and it is not 

long before you pass under an archway and are 

back in the room with the body of the 

Shredder. Slightly irritated, you turn and go 

back swiftly to the last junction. Once 

there, will you:  

Continue North?  Turn to  15  

Go East?  Turn  to  176  

67 

A corridor heads due West, and you hurry 

along it until it turns sharply North, ending 

at a plain wooden door. You can hear odd 

scraping noises beyond, and, sword at the 

ready, you fling open the door and rush in. 

Although prepared for a fight, you are quite 

unprepared for the foe that now faces you: A 

broad, tubular body and a small, blunt head, 

stubby legs ð and four powerful arms, each 

ending in a mesh of curved spikes. Evidently 

Liknud has been experimenting! You fight, but 

because this monst er has four arms, it 

attacks twice each round of fighting ð that 

is, you throw twice for the monster, and once 

for yourself, each round.  

 Dexterity  Strength  

SHREDDER: 7 12 

If you win, turn to 11 .  

68 

The tunnel North soon turns to the West, 

becoming low and  narrow. You have to make 

your way on all - fours, and the earth becomes 

dry and crumbly, creating fears of a fall in 

your mind. Then your hand presses onto 

something sharp and painful; and as you push 

on, more spikes press into your hands and 

knees ð lose f our Strength points, as you 

push past the thorns and follow the tunnel 

around to the left. Soon you reach a 

junction; will you now:  

Continue South?  Turn to  153  

Take the way East?  Turn to  184  

69 

At last you succeed in severing the rope, and 

drop heavily to the ground. Lose one Strength 

point. Now you can free your ankles, and, 

cursing whoever set the trap, continue on 

your way North .  

Turn to 8.  

70 

Going over to the chest - of - drawers you see 

that the top drawer is partially open. Old 

and rather dirty clothes s pill out, and you 

spend little time looking further. The second 

drawer and the third similarly contain 

various items of rather shabby clothing, and 

you are about to turn away when a shaft of 

light glints on something in the bottom 

drawer. Pushing the cloth es aside, you take 

out a small bottle. The bottle is almost 

identical to the one given you by Tamlane, 

containing the potion of Healing, but as you 

move into better light, you see that this has 

engraved into the crystal the words 

òInvisibility potion ð one  doseó. Pleased 

with this unexpected find, you at once pocket 

the potion, and look around again: Will you:  

Open the case?  Turn to  93  

Open the box?  Turn to  59  

Leave?  Turn to  124  
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71 

Bloody and panting with exertion you move 

forward and smash the pulsing di amond with a 

blow from your sword. The humming sound dies 

away, and the fine threads of light 

encircling the gown fade to nothingness. She 

leaps down at once from the pedestal, her 

eyes blazing.  

Turn to 62 .  

72 

You take Dianaõs hand, and she leads you to 

th e side of the room, and opens a door set 

into the wooden panelling. She beckons you 

through, and you walk into a dimly - lit 

alcove. But it seems to be quite empty. You 

turn back, and in that instant a strong steel 

band whips out from the side and snaps abou t 

your waist, pinioning you to the wall. More 

straps snap about your ankles and neck, and 

you call out in surprise and fury. Diana 

enters, and for a moment simply looks at you, 

satisfaction on her face. Then your struggles 

cease, you are  transfixed with ho rror  at the

transformation she is undergoing. Her head 

pulses and bulges, and you give an 

involuntary cry as it splits open ð and from 

within emerges a ghastly visage. A bulbous 

head, studded with a myriad eyes, and a pair 

of powerful jaws rises from the s houlders, 

dripping blood and slime. This awful vision 

is the last you will see as Diana the spider -

woman closes in to consume her prey. Your 

quest is over.  

73 

You had hoped that the brooch might give some 

indication of what is the best course of 

action to  take now. But nothing happens, and 

so will you now accept Dianaõs offer to take 

you to Eildon? If so, turn to  72 . If not, 

turn to 143 .  

74 

The passage ends not much further on at a 

plain door which opens easily, and you look 

in to the room beyond at an unexpected sight.  

Turn to 106 .  

http://turn.to/
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75 

òLucky!ó sneers the Gremlin. However, 

somewhat to your surprise, he reaches into a 

hidden pocket , and produces five gold pieces. 

òWell,ó he says grudgingly, òyou did win. 

Another game? ó You take th e gold pieces, but 

point out that you are engaged on a mission 

of some urgency. The Gremlin makes a face. 

òAll right, t hen, Iõd better let you go, I 

suppose,ó he says. He points to an archway in 

the North wall .  òOff you go then,ó he says. 

Although you are slightly suspicious, your 

instinct tells you that North is the 

likeliest way to go now, and you follow the 

Gremlinõs pointing finger out through the 

archway.  

Turn to 19 .  

76 

You continue South until the corridor turns 

to your right. After a short time, you pass 

under an archway and stop; the body of the 

Shredder still lies crumpled on the floor, 

and you realise that you have come full 

circle. You turn and go back East and then 

North until you reach the last junction 

again. Now will you go:  

East?  Turn to  65  

On North?  Turn to  35  

77 

Your vision clouds as the liquid trickles 

down your throat. Your limbs become heavy and 

useless, and you collapse to the floor the 

room is spinning, becoming dark. Your last 

thought is the realisation that you have 

dru nk  a deadly poi son . Y our adventure is over.  

78 

You edge stealthily round the wall, taking 

advantage of the shadows, and the fact that 

the guards are more interested in their game 

of dice than anything else. Reaching the East 

door, you slip silently out.  

Turn to 97 .  

79 

The tall man watches you complacently as you 

struggle. Will you now attack him? Turn to 

168  if so. Or swallow your pride, and go back 

down the rope and on Northwards? Turn to 13  

if so.  

80 

Both Tamlane and Eildon look worried. òIt 

will not be so easy for you, ó says Tamlane. 

òDid you find elf- fruit?ó If you did, turn to 

14 . If not, turn to 167 .  

81 

òI won!ó shrieks the Gremlin, bouncing on the 

stool, òyou owe me five gold pieces!ó There 

was no mention of this at the start, and you 

are annoyed. However, if you ha ve five gold 

pieces, and are willing to hand them over, 

turn to 141. If you refuse the Gremlinõs 

demand, turn to 180 .  

 

82 

The passage turns to the East after a while, 

and then  ends at an archway. You pass through 

into a room lined with wooden shelves. But  

what catches your attention is a nasty trap 

that has been set up; six loaded crossbows 

point to the door in the South wall, and a 

thread runs through them all to the door. You 

guess that anyone opening the South door 

would get a nasty welcome. However, yo u turn 

away from the trap to investigate the rest of 

the room.  

Turn to 177 .  

83 

It does not take long to find the correct key 

to undo her shackles and lift her down. She 

slumps on the floor, shaking, thanking you, 

and then looks up, as though seeing you 

pro perly for the first time, and asks who you 

are. You tell her that you are an adventurer, 

seeking Liknud. Her eyes widen in fear at the 

mention of his name, but you reassure her, 

and ask if she knows the location of the 

inner sanctum. She shakes her head mi serably. 

òI wish I could help you,ó she says. I was 

brought in from the South, and did not see 

him, so I suppose he must be somewhere North 

of here.ó She gets to her feet, grimacing 

with pain and you go together out of the cell 

and back into the corridor. You wish her good 

fortune as she limps away South, and turn to 

head North.  

Turn to 158 .  
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84 

Balancing on the step, and keeping the rope 

firmly wrapped around one hand, you fumble 

for the At last you are able to retrieve it 

and try it in the lock. It turns easily and 

you push open the door and step into the room 

beyond. You have time to briefly register an 

exceptionally tall, well - built man with a 

fearsome animal on a leash, the size of a 

wolf but with the head of an alligator. Even 

as you are taking this in , the tall man calls 

out, òKill, Brig!ó and lets go of the leash. 

As the creature leaps at you, you draw your 

sword and fight.  

 Dexterity  Strength  

BRIG:  7 10 

If you win, turn to 178 .  

85 

As he falls, the man staggers into the East 

wall of the room, and in t he blink of an eye, 

disappears, as a panel revolves. But some -

thing more important takes your attention. 

Lying on a table at the side is a velvet 

cushion, and resting on the cushion is a long 

dagger, jewels gently glowing. You approach 

it; it is carved wit h runes, and you realise 

that you have found the all - important dagger 

of Telledus. But as you pick it up, you are 

overcome by waves of nausea, and your limbs 

feel like jelly the dagger has a powerful 

curse on it ð lose three Dexterity points and 

five Stren gth points. But you have one chance;  

have you got a red, yellow or blue potion? If 

so, turn to 198 . If not, turn to 63 .  

86 

Gold?  Turn to  73  

Silver?  Turn to  96  

Bronze?  Turn to  32  

Tin?  Turn to  87  

87 

You had hoped that the brooch would in some 

way help you, a s you decide what to do, but 

you are disappointed. It seems you must make 

your own decision. Will you go with Diana? 

Turn to 72  if so. If not, turn to 143 .  

88 

The key fits in the keyhole, and you turn it. 

The door opens, and you feel inside, at once 

graspi ng a ring. You withdraw it, and see a 

ring set with a fine ruby; curiously, you 

place it on your finger, but there is no 

effect. However, you trust that this will 

protect you against those who would steal 

your soul ð whoever they may be ð and leave 

the hut , rejoining the main path North.  

Turn to 43 .  

 

89 

You kneel, and bend your head to take a long, 

refreshing draught of the clear water. 

Instantly, your throat feels afire! Like 

everything else in the once - idyllic forest of 

Ardristan the pool has been cursed  by the 

arrival of Liknud. Lose three Strength points 

as you return to the main path to continue 

North.  

Turn to 106 .  
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90 

You have not travelled far when you see a new 

trail to your left. Will you now go:  

North?  Turn to  56  

On East?  Turn to  47  

91 

You descend the steps, each footfall 

releasing a small shower of earth, until you 

stand in a narrow tunnel, high enough, just, 

for you to walk along without stooping. But 

soon you reach a junction. There is a tubular 

tunnel cut into the earth, running North -

South. Wil l you go:  

North?  Turn to  150  

South?  Turn to  123  

92 

As you continue, you notice that the path 

narrows ahead of you. The foliage, also, has 

become dull; although it is spring, most of 

the shrubs and bushes at the side of the 

track are yellowing, the leaves c urling; an 

occasional brown, dry leaf floats down in the 

bitter, motionless air. You stop; the main 

path ends at a junction. To your right, the 

track continues, still fairly broad, while 

ahead of you the path peters out into little 

more than a narrow passa geway that almost at 

once bends away to your left. Will you:  

Take the trail North?  Turn to  94  

Try the path East?  Turn to  90  

93 

The case is a simple affair of wooden slats 

riveted together, with a hasp where a lock 

might be. You open it a little warily, but  it 

contains neither a booby - trap nor anything of 

any great value: It is a tool - box. Rummaging 

about, you discover an axe, a saw, several 

different hammers, a good length of rope, and 

half - a- dozen different knives. Some of the 

contents might be useful to y ou in your 

quest, but you will be unable to carry all of 

them. You may choose any two items to take 

with you before you decide what to do next. 

When you have chosen, will you:  

Open the box?  Turn to  147  

Leave?  Turn to  124  

94 

The track is indeed narrow and t wisting, and 

you stumble more than once as you push and 

cut your way through. However, you continue 

in a generally Northerly direction, and quite 

soon the trail straightens, though it remains 

narrow. You press on at a better pace North, 

but stop after a sh ort distance; ahead of you 

is a great crashing and rending of branches ð 

some huge animal is approaching, and you at 

once draw your sword and adopt your fighting 

position. Turn to 186 .  

95 

Frustrated, you have little choice but to 

climb back down again, to  continue your 

journey North.  

Turn to 112 .  

96 

You feel a sudden sharp pain from the brooch, 

and feel distinctly uneasy. You are certain 

that you are in great danger, and you step 

back, drawing your sword. Even as you do so, 

Diana gives a guttural roar and approaches. 

Her eyes roll up, until only the whites are 

visible; her body shakes and quivers ð and 

then with a ghastly cracking sound, her face 

splits down the middle, and from the slim, 

pale shoulders emerges a huge bulbous black 

head, set with two great clusters of eyes, 

and powerful, snapping jaws, dripping slime.  

You feel as though you are driven by a force 

greater than yourself as the nightmare 

spider - women approaches, and calmly stand 

your ground. Then with a single stoke, you 

sever the head. The body  slumps to the 

ground, and you close your eyes, shaking. 

Then you move swiftly across the room anxious 

to get away from the horror. There is a door 

in the North wall which opens at once, and 

you hurry through.  

Turn to 130 .  

97 

Once through the door, you see  that you are 

in a corridor heading East, and you hurry 

down it, until it turns to the North At the 

end of this passage is a closed door, and 

when you reach the door, you stop and listen. 

All is quiet, and you reach out to inch open 

the door; but the secon d your hand touches 

it, it springs open, triggering six crossbows 

set up within. You barely have time to raise 

your shield as the bolts fly towards you, and 

you feel the first pierce pour leather 

armour. Throw one dice; the score is the 

number of bolts tha t strike you, and each 

costs two Strength points. If you are still 

alive, turn to l77 .  

98 

A short distance down this passage, you see 

that there is a corridor off to your left. 

Will you:  

Try the way East?  Turn to  65  

Carry on South?  Turn to  76  
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99 

There are two ways out of this room, apart 

from the booby - trapped southern entrance, so 

will you leave by:  

The archway in the West wall?   

 Turn to  53  

The door in the North wall?  Turn to  20  

100  

You try in vain to discover the secret exit 

in the East wall through whic h the tall man 

disappeared, and eventually give up. Climbing 

back down the rope, you continue on your 

journey North.  

Turn to 112 .  

101  

Some way further North, the path ends at a 

track running East - West. Will you go:  

East?  Turn to  175  

West?  Turn to  166  

102  

Although you are taken completely by 

surprise, there is no threat, and you smile 

involuntarily, as the young womanõs eyes meet 

yours. Wide almond eyes; long hair, a lime -

green tunic; you have met a female member of 

Tamlaneõs clan. The hypnotic eyes fix yours 

again, as she speaks: òI am Shadria,ó she 

tells you, ôand you have come far. But there 

is much still to do, and little time if we 

are to defeat Liknud. I await another. Go 

now, and may good fortune attend you.õ She 

melts back into the wood, and, feeling  a pang 

of regret, you turn and head East.  

Turn to 26 .  

103  

You push your way along the narrow path West, 

occasionally using your sword to make your 

passage easier, until the track ends at a 

better path running North - South. North, the 

trail runs straight as  an arrow into the 

distance, while South, the sun glints off the 

surface of what seems to be a small lake. 

Will you go:  

South?  Turn to  36  

North?  Turn to  126  

104  

The key fits snugly into the keyhole, but 

when you turn it, there is a nasty snapping 

sound, an d you are left with the shaft of the 

key in your hand. You have chosen the wrong 

door, and there is nothing to do now but go 

back out of the hut again or rejoin the main 

path.  

Turn to 43 .  

105  

You sheath your sword, puzzled. Although it 

was an easy battle, the action of the animal 

was uncharacteristic. Such unprovoked attacks 

are almost unknown, and as you turn to 

continue on your way, you reflect on this, 

wondering what other creatures are lying in 

wait ahead of you.  

The trail bends round to the North 

quite  soon, and you follow it only a short 

distance before stopping again; there are two 

wooden huts set back from the path, on the 

East side, and from the firs a wisp of smoke 

curls from the chimney. Uncertainly, you call 

out, but to no effect. Hand on sword ,  you 

move forward a little to examine them more 

closely. There is no sign of life so far as 

you can see. Will you enter the first hut? 

Turn to 119  if so. If you prefer to pass the 

hut by and enter the second instead, turn to 

125 . To ignore both, and press o n Northwards, 

turn to 43 .  
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106  

Back on the main path into the forest, you 

continue North until, fairly soon, you come 

upon a small clearing. Paths lead off North 

West and East, and you must decide which way 

to go next. Will you go:  

North?  Turn to  173  

East ? Turn to  25  

West?  Turn to  57  

107  

Triumphantly, you produce the dagger, and 

both their faces light up in relief. òWe may 

yet succeed ,ó says Tamlane. òDid you find 

Hellbane and elf - fruit?ó If you discovered 

the root of a Hellbane pant in your quest, 

turn to  133 . If you did not, turn to 80 .  

108  

The room is a hopeless clutter of books 

boxes, papers, piles of brightly - coloured 

silks ð and in the centre of all this, waving 

a wand and chattering away to himself, is a 

rather old man in a long flowing black cloak 

decorated with silver signs of the zodiac. 

Suddenly he looks up and sees you òAh come 

in, come in, my friend!ó he calls. òAn 

audience! Allow me to introduce myself ð 

Zarko the great illusionist and conjuror!ó He 

tosses the wand into the air, and as he 

catch es it, it bursts into a bunch of 

flowers. òWhat do you think of that, eh?ó he 

asks. òI have an immense repertoire of 

illusions ð allow me to demonstrate!ó Smiling 

at this slightly comic figure, you await his 

next trick. He fixes you with a stare, and 

you s uddenly feel uneasy. It is as though you 

are looking down a long, dark tunnel; you 

begin to feel light - headed, as though you are 

floating away. Are you wearing a ruby ring? 

If so, turn to 61 . If not, turn to 132 .  

109  

The potion trickles down your throat, a nd you 

at once realise ð too late ð your mistake. 

The room spins, you collapse to the floor as 

darkness closes in. You have drunk a lethal 

poison .  Your adventure is over.  

110  

Only a few drops of liquid have passed down 

your throat when your vision clouds a nd your 

limbs feel like lead. Your last thought is 

that you have foolishly drunk a potent 

poison; darkness descends . Y our adventure is 

over.  

111  

There will never be a better time to make use 

of the potion. You drink the liquid and the 

guards come to an abr upt halt searching all 

around in bewilderment. You slip invisibly 

past them, and with one mighty blow, smash 

the diamond. The humming noise instantly 

stops, and the fine threads of light en -

circling the girl fade and disappear. She 

leaps from the platform,  as the guards turn 

in alarm and calls out an incantation in the 

elfin tongue. The effect of her magic is 

immediate; the guards set about each other 

with their long, curved swords, with murder -

ous effect. In moments, all three lie on the 

floor, dead or dyi ng. Shortly you feel the 

potion of Invisibility wearing off and you 

approach the girl. Her almond eyes are 

blazing.  

Turn to 62 .  




