Scanned and complled by UnderdogsEt
Home of the Underdogs ~ | ?
http://www.the-underdogs.org/ | L
o i S T

E

 Jamie _‘l‘libhi;son_"= .

 ETERNAL CHAMPIONS‘;

. AIV!HWIE’ @ GAMEBOOK
THE

cYBER
WARRIORS

'

. PUFFINBOOKS |,


Underdogs 
Scanned and compiled by Underdogs
Home of the Underdogs
http://www.the-underdogs.org/


| | PUERIN BOOKS _ o /. CONTENTS:
: Published by the Penguin Group = R R
.. Penguin Books Ltd, 27 Wrights Lane, London w3 57z, England E . . RERE s .
Penguin Books USA Inc., 375 Hudson Street, New Yotk, New York 10014, USA - W e - B SELE o g
. Penguin Books Australia Ltd, Ringwood, Victoria, Australia ) . T , . ;. o ;
Penguin Books Canada Lid, 10 Alcom Avenue, Toronto, Ontario, Canada,m4v 382 T . et v [ 1(;1’1
Penguin Books (NZ) Ltd, 182—190 Wairau Road, Auckland 10, New Zealand . i : Cl‘eatlﬂg YOU!‘ Own Eternal Champ D
Penguin Books Ltd, Registered.Offices: Harmondsworth, Middlesex, Engiand _ P T S SN NNE T T ER ot

o

i

Firstpubfished 1994 | . E ; ‘ ‘. c‘ RV "':"H"‘Ad{/e.n[‘u‘I'ETSHEéE: : :g.“
. 13570108642 : R  12-13 i

"l'é:ctcopyright@]amie Thomson,gzgqiui . o o [ e T T i . o
Eternal Champions ) Sega Entetprises Ltd 1004 = . o ‘ N o Introduchon_ vk
Licensed by Copyright Promotions Lid ’ : T ’ 4 -

THlustrations € Penguin Books Ltd 1904 . . : ) T P,
All right ed ST } L0 R A , .
P mais reser T g The Cyber Warriors. . |
! i . TR L R SO : : .o
This fncral right of the author has been asserted =~~~ . . L . a1 9 .

Filmset by Datix International Limited, Bungay, Suffolk L K
‘ Printed in England by Clays Lid, St [ves plc ' . ; .
Set in 12/13 pt Monophoto Palatino S : o A N R

Except in the;United States of America, this book is sold subject - E TR ¢
to the condition that it shall not, by way of trade or otherwise, be fent, : o : L ‘
* re-sold, hired out. or otherwise circulated without the publisher’s . Ciovar L f
prior consent in any form of binding or cover other than that in : i ‘ ‘ SRR S T
. which it is published and without a similar condition including this condition ! R } ‘
‘ being imposed on the subsequent purchaser - ! o Ty :




For Jamie and Jonathan.
Special thanks to Dave Morris.-

Warning: Do not try any of the techniques or
methods described in this book. They are based on
the imaginary skills of martial arts films and compu-
ter games, and could result in serious injury if tried
in the real world.

CREATING YOUR OWN -
" ETERNAL CHAMPION

T

|
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Before you can play The Cyber Warriors you must
first choose the type of champion you wish to play,
fill in your Adventure Sheet (see pages 12—173), and read
the following rules. R

Ratmgs

Every champlon is glven a Rahng in six areas: Speed,
Endurance, Power, Recovery, Defence and Equilibrium.

Speed: How fast you are., |

Endurance: How much starnina you have and how
much damage you can take. :

Power: How strong you are, and also how much
damage you can inflict on your enemies in combat.

Recovery: How healthy you are. Also affects how
fast your wounds 'heal. o :
Defence: How good iyou are at dodging and
parrylng ; .

Equilibrium: Your sénse of balance — #ffects actions

like crossing hghtropes and so on.
o i

You start w:th 3 pomts in each Ratmg and you can
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" add 3 more points in.any way you like to create your |

idea of your Champion. This means you can have one
Rating at 5, one at 4 and the rest at 3, or three Ratings

at 4 and the rest at 3. This way you can decide -
whether you want a really strong champion, or one

. who is very fast, or whatever. Now fill in the scores

' on your Adventure Sheet. (If you are planning to play :

this adventure more than once —and you will be very

lucky if you complete it at the first attempt! — either
use a pencil to record your scores,or photocopy the

Adventure Sheet.y Generally speaking, when. you need
to do something that depends on one of your Ratings

(you'd have to test your speed in order to dodge out
of the way of an arrow, for instance), you roll one dice -
and try to score less than or equal to your score in

that particular Rating. Anyway, it’s all explained as

you go along. One point to remember: although your’
Ratings can go up and down, no Ratmg can ever be.

hlgher than 2 T ; :
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s Life. Pomts represent how much darnage you are able 5‘:

" to take in combat before you drop dead. Multiply
~your Endurance Rating by 3; this is the number of Life
Points you start with. Fill the total in on'your Adventure

Sheet at the place given. When an enemy hits you, you: ..
will lose a certain number of Life Points (usually equal. : .
to your enemy’s Power Rating). When your Life Points'

reach zero, you're dead! . . -

I R T TR S
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Combat '

When you have to battle an adversary,: you must fight
in rounds. In each round you attack once, and your
opponent attacks back (or the other way round, depend-
ing on who goes first). The procedure is simple. You
roll one dice, hoping to get higher than your oppo-
nent’s Defence Rating. If you hit him, he loses a
number of Life Points equal to your Power Rating. If
you roll lower, your blow misses. Then it's his turn.
Roll one dice for your opponent — if the number rolled
is higher than your Defence, you lose the Life Points
equal to his Power Rating.iYou keep going until one
of you runs out of Life Points; this means that the
other wins. Now, there are other things which can
affect combat (what Special Move you are using, your
Fighting Style, special items), but all that is explained
as you go along.

Inner Strength

This s the Yin:and Yang energy of your mind.
Whenever .you. want to.use a Speaal ‘Move (see
below), you use up one point of; your Inner Strength.
You start with 5 points of Inner Strength so that, if
you run out of Inner Strength, you can't use any
Special Moves. Your starting total is already written
down for you on your Adventure Sheet. Inner Strength
goes up and down as your adventure unfolds. It can
go as high as you can get it. il :

H : ' N H



| . Specml Moves
There are three Specral Moves. -

J
a H

Power Stnke::Usmg your-mterrial energy, you can
make yourself stronger for a moment.. In combat,
when you hit an opponent you can add'z points to
the damage you do if you are using the Power
Strike. Usually you will have to' roll one dice in

combat to find out whether you manage to hit an

enemy — you must decide to use the Power Strike .

before you roll that dice. Power Stiike could come in
useful in other ways too, like smashmg down a door,
for instance. : i ;

Monkey Heart: T}ﬁs:techn!ique aﬂowirs you‘ to become :
much more agile for a short while. In combat, whenever .
you have to roll a dice to beat an enemy’s Defence,
you can add 2 to the score. Again, you must decide to

use the Monkey Heart before you roll the dice. Monkey _

~ Heart might also help in other ways. .

_ Revitalize:. Using the power 'of  the Emimd,:iyou can
"+, heal your body of its wounds. Whenever you feel the! .
. need, use the Revitalize to restore lost Life Points. The ’

* number of Life Points you recover s equal to your :

Recovery Rahng .

" Choose one Specral Move only arid write'it on yohr
. Adventure Sheet. It costs 1 pomt of Inner Strength to'
use a Spec1aI Move. _ : :

There are other Special‘.Moyes_‘you _inay Be able to

10

learn, but' 'you ll have to ﬁnd out about them durmg
the course of the adventure. :
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Flghtmg Styles R

This represents the kind ofi martial art‘ your character ;
knows. It affects combat, but you don't have to worry
about that now. The styles are explained in greater
detail at the back of the.book if you want to learn
more about them. Gerierally speaking, a kickboxer will
be better at kicks than a master of, Aikido who special-
izes in throwing techniques, and: vice versa. Choose
the. style .you: like,: and rnake a note of 11: on your
Adventure Sheef v F

There are seven st‘yles to choose from Savate Kung
Fu, Karate, Aikido, Jujutsu, chkboxmg and Ninjutsu.
' IR S
L Mtems
Keep a record of anyfhmg you find On your quest in
the relevant box on your. Adventure.Sheet. You'll notice
that some items have already been written down —

these . wrll bm expiamed, to you, once ,you 've started
playing. PRI I

When you ve, ﬁmshed creahng your character (don't
forget ‘to give him or her a-namel) and have checked
out the, rules and the Infroduction, you re ready to
start playmg and can turn to'paragraph 1. -




Encounter Boxes

Abvenfuveé&eet

NAME:

Ratings

Speed : Recovery :
Endurance : Defence :
Power: Equilibrium :

Life Points (Endurance x3):

Special Moves = : P

Inner Strength Moves =

Fighting Style = ‘ ! : t

NOTES

ITEMS

Personal Time Beacon
Electronic Dossier {100)
CyberClone Beacons Collected [[] () [

s

Power =

Defence =

ifte Points = .

b

Power =
Defence =
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Power =
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Power =
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H
Life Points =

Power =
-
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Power =
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Life Points = -

v

Life Points =

1
o

Life Points =
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Several hundred years from now ... tééhnoldgy has

. taken over. The human spirit has become sapped and

humankind is threatened. with extinction; we're no

 longer needed to run the world. Why? Because human-

kind, in their pride and ignorance, have created their
own nemesis. Early in the twenty-first century, science
came up with the ultimate solution to man’s problems:
the Administrator program. All the world’s computers

and machines were: put under the control of a:single,
. vast computer program,. the Administrator. Soon, all
" the day-to-day drudgery ‘ of human existence was
 being carried out by . machines. Humanity entered
‘into dn age of peace and pleasure. Food and drink

was available, free and in unlimited amounts.

Everything .a human :could wish for was to be had :
at the touch- of a button — the Administrator saw to -

that.‘,..‘ ;.I PRI i . { oy I

i i

I

inistrator.

" Except that it no longér called itself the Adm
i Now it called. itself ‘Overlord’. And. slowly it .was
- destroying the human spirit, slowly it was 'taking

t f
i
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complete control. The '‘Overlord ‘began to ‘replace‘
human beings with its: own creations, called: ‘Cyber-
Clones’ — clones that were human on the surface but .
undemeath were automata, ;controlled by laser~r.om.
chips and cybernetic hardware wired into their brains.
The Overlord had a vision, a vision of a world
inhabited entirely by ‘organic machines’ that would be

)

totally subject to his will. 5 ;

T P i
i i :

Humanity was too weak to resist, too lost in a'world
of pleasure. Those who guessed the truth were killed
or replaced by the CyberClones. Without the need to
strive, humanity was wasting away, and the Overlord
rejoiced. ' S ‘ PR

T T R PR N
Man's last hope is theiEternal :Champion, an amalgarh
of all the masters. of ‘the martial ‘arts who'in their
wisdom foresawthe grave danger faced by humankind. N
The Eternal Champion is the Guardian of the Human :
Spirit; he took nine:of the greatest warriors in history -
and brought each: of them into the future just before
the moments of his or her death. In Fortress-‘Etemity,
the secret complex of the Eternal Champion, he trained
and tested these. nine .warriors and, wheni they were

. {; E f; |15-'
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read.ir, returned them to- their own times, to live on
and to change .the course of history for the better.
Now the nine Champions are living back in the past,
striving to improve the human condition. :

t H

These events have come to theiattention of the Over-
lord. It cannot allow the reshaping of humanity’s past.
The Overlord can already sense that the Human Spirit
may be growing stronger, and that the Fternal Cham-
pion is moving against it. So the Overlord has con-.
ceived a plan. CyberClones have been created, each an,

identical replica of one of the nine Champions, and .
each fitted with special cyber-chips programmed with’

the fighting style of its human counterpart. The Over-
lord has sent these Cyber-Champions back into the

past to destroy and then take the place of the real’

Champions. Once in place, these powerful Cyber-
Clones will be able to redirect the course of human

history to suit the plans of the Overlord. This will

weaken the power of the Eternal Champion and allow
the Overlord to destroy him, once and for all. -
16 L e ‘ :

|
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The Eternal Champion cannot be defeated so easily, :‘
however. He needs another Champion; one _well.versed :
in the martial arts,, cunning. and strong. :I‘hls new

Champion will be sent to protect the others, to defeat -
the CyberClones before they can replace the human
heroes, and to find and destroy the. factory where the
CyberClones areimanufachlréd. But first the new Cham-
pion must be tested and trained in theéHalls of Determi-
nation to see’ whether he or she is‘worthy to be an
Eternal Champion. You are that Champion. Can you
prove yourself worthy and save ‘humankind: from the -
Overlord? Turn to paragraph_L,_ e :

sl b
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You have been a student of the martial arts ini Fortress
Eternity for -many years now, along with countless
others. Your home'has been this complex for nearly as
long as you can remember. A vast citadel, the Fortress
contains kitchens, a hospital, an armoury, a training
hall, and so on. He has not yet found a student
worthy to be made a‘ Champion, so he has plucked
warriors from the timestream to help him against the
Overlord, nine of:the greatest. At last, however, he
has found a student who has the potential to be the
greatest champion of them all . . . you.

There is one last test you must pass before you can
become a Champion:’ you must prove yourself in
combat. Not the combat of the training room where
protective padding is worn, but combat in the Battle
Room. Real combat. Turn to 224.
. Y o

Without warning you suddenly hurl the metal disc: it
whistles through the:air and neatly slices the tube in
two. Greenish fluid: gushes out and the spider droid
shudders, then jerks to a standstill. The head screams,
a horrible sound made worse by its human appearance.
Then it slumps, the legs folding in on themselves. The
spider. droid disappears down the central shaft, and a
few seconds later you hear a resounding crash from
below. No, this cannot be!.the mouth on the monitor
screams. You walk over to the hole. The shaft plum-
mets straight down, but iron rungs are;set into its side.
You climb down. Turn to 193.- .



ok

i) ~
/"//:
f;/,;%?f-

/,/ é ‘}5

:

g
P 3 ’A;i.‘ i:.: L
Nausea and sickness give: way to shivering cold. You
are standing in the middle of an endless white iplain of
snow and ice. The sun shines wanly down, but does not.
warm your chilled flesh. It is way below freezing, and
you will die of exposure if you linger here. About a°
kilometre away, a great gleaming complex of steel
rises out of the bleak landscape. It is a factory, built by
machines for machines. Chimneys belch smoke, flames
and chemicals into the sky. Gantries, storage tanks,
pipes, girders, cranes, ‘satellite dishes and the like |
abound. At the front of the complex there are several
strongpoints — stubby concrete towers, with revolving
domes, out of which protrude laser-cannons and banks
of rocket-launchers. Helicopters and oddly designed
jets are buzzing round the tall central tower like bees
round a queen. You hurry towards it. If you have a
bearskin, turn to 65. If you haven't, turn to 177. '

B LN U B R P
There are nine time-zones to which 'you may travel.
When you choose to visit a time-zone, tick the box
provided. below. This will help you to’ remember
which zones:you have already, travelled to, since you
cannot go to a,zone more than once. - i
To examinie the Electronic Dossier, ‘make a note of this
paragraph number, then turn to 100. When you have
finished examining the files, you will have-to return to
the paragraph you came from — so always. remember
to note down the number of the paragraph you were -

at before turniﬁg_:t:o 100.% - §. i ST :
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If you have three5CyberClone Beacons, turn to' 288.
Otherwise, when you are ready, choose which time-
zone to travel to ... ;- :

O AD 1920.. . Chicago ... Larce.n- Tyler. Turn to 20.
00 25,000 BC . . . Prehistoric . . . Slash. Turn toso. ~
0O AD 1094. .. Tokyo. . . Shadow Yamoto. Turn to 75
[0 AD z101... London. .. Midknight. Turn to 130. |

[J AD 2345 ... The Cyberdome, ... RA.X Coswell.
Tum to 140. ' !

[0 AD 1899 ... China. . . Jetta Maxx. Tum to 170.
O AD 1692 .. . Salem . . . Xavier. Turn to 200.,

0O AD 2030... New York ... Blade. Tum to 230.
O 110 BC. .. Atlantis . . . Trident. Tum to 260.

i [ 5 . i

You push pés'f a throng of slaves at the doorway and
make your away. along the passage beyond. This is
where men prepare themselves for their moment of
glory or death out in the arena. The air is thick with
the smell of damp brickwork, oiled leather, steel and

.stale sweat ... but under those smells is another. It

takes you a moment to identify it, but then you

 Tecognize it: it is the sweet reek of fresh blood, néwly
'washed off the marble flagstones. .

Passing a doorway, you hear agonized gi‘dans, as
though someone is being horribly itortured, coming

Car '. 6_7

{rom within. If yolsiwant to take a/look, turn to 110, If
you prefer tocontinue along:the passage, turn to 33.
CER T N A .

Exerting all your strength, ‘you force (;.her hands up
until you have enough, leverage to twist your body
away from the knee in your back. The chaln" comes
free and you gulp, in lungfuls of air. Still holding her
hands, you heave the CyberClone over your ‘ishoulder
and let go. Giving a cry of dismay, she hurtles through
the air, to land in a heap a short distance away - s.he :
loses 3 Life Points. If she is down to zero or fewer Life
Points, tumn to z15. If she is still; alive, she gets to her
feet while you pause to catch your breath and massage
your aching neck. She steps warily towards you, still
holding the chain in both hands. é'I’ll make you suffer
for that,” she growls. What will you do now? Will you:

Try to grab' her wrists, then fall backwards to the
ground, putting a foot on.to her stomach, and throw
her over your ‘head.(turn t0,281)-?S

Lash the ball of your foot in-a straight kick at her solar
plexus (tUITIrItO 251)?55; f‘ Paie 5 1 :’ R b
Try a right anda left jaB in quick successin, aiming at
her head (turn to 29577 | Y
g .
Suddenly, both of them notice you at once; bo_th pairs
of eyes flicking simultaneously in your direction. Hl,i
buddy,’ says the one without a grapplingihook.
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" The other Larcen steps back and:readies his grappling
hook, looking 'at you through narrowed eyes. ‘Ah,
right,” he says, smiling at you now, ‘you must be the
one the Fternal Champion has sent to get this Over-
lord’s crony. clone,” indicating the other with a nod of

his head.

b p b .

- ‘Don't listen to him, replies the other. ‘He's the .only

goddam CyberClone around here, pal.

There is a pause. Then the one with blood 'on his
shoe-blade says, ‘Come on, get him. Together we'll
make short work of him.” The other blows a bubble of
gum out of his mouth and bursts it, staring at you.
Will you attack the Larcen. Tyler with the grappling
hook and blood on his shoe (turn to 131), attack the
one who has lost his grappling hook (turn to 86), or,
wait a little longer to see if anything develops (turn’
to 297 j N :

% PR
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You approach the CyberClone carefully, making sure - |

you don't slip on the muddy ground. He waits expect- '
antly. Suddenly you explode into action, firing a low
kick at his groin. He blocks with a low forearm sweep.

- You kick again, this time at his head. Again he blocks,
' twisting the same arm up to intercept the blow. Then

you lean forward and bring the back of your knuckles

down in an arc at his fanged face. Roll one dice, '

adding 1 to your roll if your Fighting Style is Kung Fu

or Karate. If you score higher than Midknight's De- |

fence of 4, turn to 83::If you score less than or equal |
to 4, tum to 105. :

. g1

i
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Your last strike catches the Dire Wolf full on the snout
and it turns tail and flees, yappinig in pain‘and fear.

Turning your attention to the children, you see they
are watching' you in awe.— obviously they are im-
pressed by your display of skill at unanned;?ombat.
However, the plucky girl-child is still not certain as to
your intentions; she eyes: you warily, jabbing the small
spear at you aggressively. After all, she has never seen
someone like you before. You smile and hold out your
arms in a gesture that shows you mean them no harm,
The children respond well; the boy runs up to you and
hugs your legs, laughing and jabbering. The girl alsg
smiles, revealing an impressive set of teeth. After it
becomes apparent that .neither you nor the children
can understand each other's language, the girl takes
you by the hand and leads you down into the valley.
Tum to 266.. R : o
o et ge
‘Before you plant the bomb, you must find Xavier, who is
being held prisoner there, the Eternal Champion remi n,ds
you. ‘If he is still:alive, take him with you. Once you're
both outside the factory, make sure you are holding him
when you activate your Time Beacon. That way I can
bring you both back.” The briefing over, he wishes you
good luck and sends you on your way. Turn to 3.
= P

Taking'up a defensive position in the doorway, you
wait for the ninjas to attack. Therelisn't enough room "

: i ;
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* for therr both to get'at you, so yoﬁ'onlj have tdﬁght

them one at a time. They have a Defenceiof: 3 each,ia .

Power Rating of 3 and 8 Life Points. You attack firski:
I you beat them both, tum to 148.. S

cr L g

’12.

Trident turns and glares at you in 51lence as ‘you step

through the door and push it to behind you. You
know that all humans look alike to Trident and that he

has little time for any of them, s¢ you waste no words

on greeting, ‘simply filling him in on why you've

come. You finish by saying, The CyberClohe will:

probably try to get to you in the next fewt minutes,
before you enter the arena” ¢ _' , .

In all this time, Trident has still ]r;ot said a word. Tf Yc‘m :‘_
have a bearskin, cloak, turn to 24s. If: you haven't, turn

to 41. Do _ o ;

Sy Lo

- " _.

‘You wait untib the last moment then step aside; grabbingi .
.. one of the Sumo wrestler’s huge arms as you do so. It is -
" as if you have grabbed a piece of wood: the sheer size

and power of your opponent makes throwing him
impossible. Not only that, he is well versed in throwing

and grappling techniques. He grips your wrist and spins:
. right around, so that you find yourself pulled into the':

air, then slammed to the ground. Lose 4 Life Points. If

you are still alive, you use the momentum of his throw °

to roll away and regain your feet — just in time to see,

the Sumo wrestler bearing down on you with a look of

malicious intent. What will you do now? Will you:

14'—'15'_; ;

Leap into the air and ‘launch a ﬂymg srde—k:ck at his
head (turn to 76)?

Try to dodge 'aside, fhen counter With some punches
(furn to :.77)?

Dive aside, and: try ‘a foot-sweep to: tnp hlm (turn
to 102)?
i S P ,
14 t i
Trudgirig through the freezmg darkness and w:th the
wind and' rain lashing at your face, you follow the
path. Headstones and statues seem to crowd in on you
on either side, every tomb and slab a hiding-place for
a concealed assailant. You are debating in your mind
whether you: would be safer among ithe graves or on
the path when a black shape suddenly rises up in front
of you as if out of the. very ground itself. Two
glowing red eyes stare down at you. lt.is Midknight —
but which one? If you have a crucifix, turn to 146. If
you haven't, will you react instantly and attack with a
double fist strike (turn to 265) or wait and see what
happens next (tum to 198)? N Co
N

You throw yourself backwards, .but =eme ‘you fast

enough? Roll oneidice. If the number rolled is less than

or equal to your Speed, you get away: If it is greater

than your Speed, the club catches you on the legs and -
you lose 5 Life Points. o ‘

If you are' still alive, you execute several Baék—ﬂfps to .
get out of range of his assault. The:5Slash clone roars .
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with! rage ‘and’ chases after" you: madly. “"When you
come to a halt, he lowers his head and charges: like a
bull, trying to butt you into'oblivion. Will you wait
for his charge, then bring 'your knee up into his face
and an elbow down on to his neck (turn to 244) or'try
to grab his head and throw:him (tum‘to:;zsé)?. e

) 16 i LR :
The next %hmg you lcnow isy. you are standlr@ ina
rsmall cubicle;, there is'a toﬁet in it. You:realize that
you have arrived in ‘one..of. the lavatories, at .the
Cyberdome. . You step; out. of the cubicle: into the
washroom. Two ladies, idressed in: outlandish, ciothes
stare at you in surprise. You make hastily for the exit."

The door leads out ‘into the Cyberdome proper You-._
find yourself in one of the many galleries that run’
round the edge of the dome. The floor of the dome s’
huge, like a giant shopping mall, People are milling’

- about everywhere, dressed in all sorts of bizarre fash-
- ions. Looking up, you can see at least five. or six floors

'going up and another, three going down. There' are’
shops; bars, discos, restaurants, snack bars and more, )
all over the place. Down below, in the centre’ of the

floor is a, circular ring, at least fifteen metres across.

Two ﬁghfers are, battling it out even as.you watchi
'One seems to be a swordsman, while the other uses:
‘two short sticks. The ring is surrounded, not by rope,
;but byibarbed wire. Nearly eVerywhere you look are’

"TV screens, showing the fight in progress, so that the
spectators can watch the action wherever they are.

+ ' You wander around ‘until: you find :a desk with a big

L1y,

sign above, it reading ‘CONTESTANT REGISTRA-
TION'. A fat, balding man sits behind the desk. He
doesn’t even look up when you approach. ‘Name and
Fighting Style? he asks. You tell him. ‘Anyone in

partlcular you wish to fight?’ he asks next. 'Yes, RAX

Coswell,” you tell him. He looks up, eyeing you up
and down. Then he smiles knowingly. R.AX the
cyborg, el The Champlon Well, it's your, funeral. As .
it happens, -you can fight him tonight. Itll-make a nice
extra bout/ . He gives you an identity card which
shows that vyoiu_ are scheduled, to fight;and should be
accorded:special. privilegesiin the dome. ‘Look around.
Enjoy yourself: For tonight you die!’ He laughs uproari-
ously at his own joke. Als you leave, he says, ‘Report
to the, fight preparahon room at seven tomght Tumn
L T

Drawmg on!"your last reserves of strength 'you try |
once more to dislodge your assailant. Roll one dice
(you can use the Power Strike Special Move, if you'
know it, to subtract 1jfrom the' dice roll,:but you must
cross off the Inner Strength point before you roll the
dice). If the number rolled is less than or equal to your
Power Rating, tum tto 6.If it is higher -than your -
Power, tum to 150.

v _‘: P _==‘f!__-f_sl



W7/
2,

4

18—19

fo S (L
You step into another, smaller room whose walls are
covered in machinery and circuitry. To your surprise,
you find Xavier here, strapped to a large X-shaped rack
at the far end of the room. Wires. run from his head
and body into: the walls. Xavier's usually: delicate
features are ravaged by fatigue and pain. In: front of
him is a console marked like a calculator pad. At the
sight of you, hope fills:his face and he- croaks in a
weak voice, 1 am most glad to see ;you, my friend!
The Overlord has been trying to. extract the secret of
my marvellous energy discovery.” You step forward to
disconnect Xavier but he shouts, No, don't touch me! I |
am wired to-explode if anyone tries to release me. You !
must input the correct; number-code into the console.
That will release the rack. You examine the console.
On a small screen a message reads: ‘Security Number
— 5. 'Umm;, by the way,” Xavier adds, ‘if you get the
code wrong, the whole room will blow!” What number
will you input? ‘5" {turn to 57)1.°55" (turn to 3917 ‘56
(turn to 697 A
o } 19 !i
i v Ch o
S Larcen Tyler | - P
Fighting Style: Praying Mantis Kung Fu 7
‘ e}
Time-zone of origin: AD 1920, Chicago . . :
Appearance: Looks like a typical private detective of
the period — save for ‘cat’s claw’ hand weapons,
grappling hook and shoe-blades. Pt

iy i
Mannerisms: - Constantly | chews something he calls



* them back —

:-19 o
i ; Bazooka Joe gum Wakches everythmg sdently hke a
hawk. : S .

Speech Chumcteristic: Whén he does speak, QWHich ism't
very often, it is with slow deliberation,and a nasal
drawl. He stares intently at the person he is speaking '

to. . o i L

L:kes/ D;shkes Larcen hkes ]'etta Maxx A ]of He ad-
mires her for her ideals and her hatred oE tyranny. She

admires him for his unswerving refusal to kill unless he.

really has to.'And they admire each other quite. often.

Larcen keeps himself to himself most of the time and is

neither liked nor disliked by the rest of the Champions.

He hates pasta, especially tagliatelle, as it reminds him"
of his old boss. Usually calm and unflappable, Larcen

has developed a neurosis about sudden loud bangs 'or

explosions — every time he hears one, it sets him,

trembling. ' got blown to ¥7%>x once,” he'll mutter
under hls breafh when asked about it,

vt i
g

Nofes o e

Tyler returned to hls own time and was ablea to
prevent the death of the Police Chief and of the staff
and patients in the children’s: ward of the Chicago -
General Hospital. At the moment he and the Chief are

fighting a vicious battle against the underworld gangs -
of the Mob. His philosophy is: ‘If. they hit you, you hit ¢
twice;as hard.” His ‘current mission is to *

find the hideout of Tagliani, the mobster who betrayed
him. Tyler hopes to destroy his operation and bring
Tagliani, to: justice (Tyler's personal code forbidding
killing ‘forces him to bring Tagliani in alive). If Larcen;"

A
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succeeds, crime will be set back a hundred years. -
However, the; Overlord wants :Larcen dead and re-
laced by one of his own, so that the Tyler CyberClone
can kill Tagliani and take over as: the greatest crime
boss in history. . L

L TS A R
When you have finished, turm back tolzco.:;
Cet ’ . : f [ i i !

b
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You suffer a few' momients of nauseous disorientation
as the Eternal Champion sends you back into the past.
The next thing you know, you find yourself standing
in a dark alleyway flanked by dirty brick buildings. It
is night-time. A bitterly cold wind plucks at your
clothing, its chilling touch an unwelcome cortrast to
the warm security of Fortress Etemity. Behind you, the
alley ends at a wooden fence, against which a mound
of refuse is piled up. Ahead of you, the alley leads to a
road, poorly :lit by an occasional street lamp. The
whole area seems utterly - deserted and unnaturally
quiet. You are suddenly startled by a loud clatter, and
you spin around, legs apart and fists ready, but it is
only a cat, foraging for food in an old dustbin. Larcen
Tyler — or, at any rate, his Time Beacon — must be
near by, but where? You step out into the street.
Suddenly you are bathed in such: a bright light that it
makes your.eyes water. Instinctively you step back as a
large machine roars past, enveloping you in noxious
fumes. A man’s head, wearing a cloth cap, leans out
through an'open window in its side and shouts at you
in passing, ‘Hey! Watch your step, pal — you wanna
die or ... The rest of ;his sentence is lost as the :
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" machine trundles 'on down: the street. I¥'sia car ‘or a

truck, of course — the twentieth century is renowned
for its primitive forms of ground transport So dl.rty as

well, you think to yourself.
E E 3

Lookmg around, you dlscover that you are in an
industrial area 'of old Chicago. A huge and ugly
complex of pipes and giant holding-tanks occupies one
side of the street. Most of the other buildings seem to
be factories and warehouses, labelled with strange
signs: Green's Meat Packing Co., Kowalski Auto Re-
pairs, and so on. One building does draw your, attention,

however — Tagliani Industries Ltd. Tagliani, Larcen
Tyler's crime boss, the man he swore to bring to justice.

It is a large wooden warehouse, two storeys high and

with a few lights shining out through its upper windows,’
As you draw nearer, you notice two men leaning
against the large double doors at the front. They are.

both dressed in raincoats and snap-brim hats, quite
similar to the way Larcen dresses. One seems to be

holding a small white stick that is smouldenng at one
end. Much to your surprise he ' puts the other end of it -

in his mouth and inhales. Seconds later, he breathes out
a cloud of smoke! Are these creatures aliens, or geneti-

cally engineered humans, unable to breathe earth’s
atmosphere without help, you wonder to yourself. You

cannot be certain about this, but you are sure what the

bulges under the coats of these men signify: they are
carrying weapons, probably hand-guns that use a chemi-.
cal explosion to propel small pieces of metal at high,

velocity. Primitive, but potentially deadly

You will have to get mto l‘hlS bu.lldmg arid check 1f' !

H
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out. W1H you sneak around to! the back and see lf you
can find a way in there (tum to ,68),.climb on to the :
roof and. find a skylight (turn.to 211), or walk:boldly

up to the guards:and use:surprise to try and take them ‘

out as qu:ckly as posmble (turn to 165)7 -: S
Tt N
RTINS Y & ' i
The CyberClone swirigs his: grapphng hook around at
your legs. You try, to cartwheel forward along the
beam, avoiding the: hook, then drop down into a
crouch, punching -at his midriff. It will take perfect
timing to dodge the hook, however.:Roll one dice, and
if the number rolled is less. than oriequal to your
Equilibrium; Rating, tumn to. 178..If it is greater than
your Equlllbnum,v tum to 23% 4
i R 322 P ?!:'_". :
You place wthe electromc device you found in Mid-
knight's lab. over the: door ilock.. It: hums and: whirrs,
then there is a loud dlick ‘and ithe door swings open.
Congratulating Midknight. on his ingenuity, you enter

cautiously. It seems deserted — no one is working at - _
the Shogun: Corporation today! You have entered :a S

complex laboratory, stacked, to‘the gunwales with ‘all
kinds of weaponry from the twentieth century. Rifles
and pistols of ‘new and innovative designs abound.
Lasers, tazers and the latest in anti-personnel mines are
scattered about, a. veritable treasure-trove of -arma-
ments. Little here is of interest to you, however, for -
yours is not the: way of gunsi and knives — anyone can' .

pull a trigger .but you have turmned:your own body . -

into a deadly weapon to equal many of.those in this .
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room. Two things here are .of interest, however. You
find a beautifully crafted titanium disc, razor-sharp at
the edges. It is perfectly balanced and would make an
excellent throwing star to rival 'any of: the ninja
shuriken. You may take it if you want to. You also
come across an area of the lab dedicated to making
combat drugs of various kinds. You pick up ‘a bottle of
pills labelled Reflex Enhancer’. If you want to take one
of these pills, turn to 45. Otherwise, you leave the lab
and carry on up the stalrs Tum to 169 C :

23 EF

~ Paﬂ of the ninja training comprises cllmbmg tech—

niques. It is nevertheless an arduous climb, but your
skill and endurance help you complete it. Near the top,
you gain some purchase on a thin ledge that runs
round the tower. You still haven't found a way into
the tower, but then you notice a ventilation grille just
below the rim of the glass dome. The grille comes
away quite easily, and you climb in. Tum to 30.
H 24 : i
Alter a short journey, _you come out of the trees near
the source of the smoke. Between you and the river
there is a small village of several huts made of mud
held together with branchés and leaves. The village is
surrounded by a low ‘wall composed of rocks,
branches, piles of earth, and dead treetrunks. In the
middle of the village you can see a large bonfire

" buming merrily and a fresh deer carcass is slowly

roasting on a spit. As you draw near, several figures
step out from behind the wall Like Slash, they are

25

large and- pow*erful they are meldmg wooden clubs or
spears tipped with; flint blades. They are; obviously of
the same race as Slash: neanderthals from a time before
Homo sapiens. At the sight of you they begin to jabber
and gesticulate, talking among themselves. When you
move closer, one of them turns and.growls at you, -
clearly threatening ‘you with"his'spear. The others
follow suit. A fight looks inevitable. Then you hear a -
great bellowing voice coming from one of the huts in
the village, shouting something at:the men. One of the
warriors runs back to a hut, then returns a few'moments
later. He beckons. you forward.; You approach cau-
tiously, but they seem:friendly enough now and soon
you have attracted the attention of most of the children
of the village. They prod and poke at you curiously.
They are especially fascinated by your small jaws and
teeth, and by your lack of body hair, compared to them.
The adults lead you towards a large hut at the rear of
the village. You duck under the deerskin flap that acts
as its door, to be greeted by, a strange sight. Inside,
lying on a bed of moss and leaves, lies Slash himself!

He sits'up in surpnse "What are' lyou doing here? he
splutters in a voice like a growling rhino. You notice'that
Slash is badly injured. One of his legs is broken, as also are
afew of his ribs. It isobvious that he cannot stahd. One of
the other tribesmen follows you in and whispers into.
Slash’s ear. Slash nods and sends him out., Tumn to 114.

. K
i i

i X 25 : i g|_
If your Power Rating is 5, the;gauntlets will have no
effect — turn back to 143 and choose a different
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enhancement.. Otherwnseﬁ after a four-hour. operation

* you come round with cyber gauntlets over.your hands.
- They are wired into; your central nervous system and

give you much greater:strength. in: your hands and
arms. Add 1 to your.Power Rahng permanently. Tum
to 248 N

5 £

Wlth a m:ghl*y heave’ you tear the’ snake away from
you and throw it from you. Suddenly it snaps straight,

a staff once' more. You make a grab for it but' to your

astonishment, it flies away, back into the CyberCIone s
hands. He; chuckles, saying,: "You re sl'rong, but you're
nomatchformysklllsh-- 5 R i ST

‘We shall see,” you reply tersely You have notlced _

that his staff is no longer ‘glowing — perhaps its
~ energy is now used up. The CyberClone starts twirling:
the staff rapidly round his, head and shuffles towards:
you. Will you concentrate on wrestling the staff from:
him (turn’ to:166), close. in and attack him with fists -
and feet {turn: to 93) or ‘wait for him to attack again

and then‘try to throw him (tum.to 129)?

The clone leads you to a'clearing in: the forest outside
the village: T don’t know why you interceded on my -
behalf in that: pathetic charade the people: of Salem call
a trial. Perhaps you seek knowledge from:me. But you
will leam nothing, for I will slay you, and then the
Overlord’s victory will be complete!’: He stands with
his staff poised to, strike and edges towards you. His
staff seems to be glowmg with energy — you'll have
to watch it carefully Sfor it may; possess hidden powers.
You assume;a martial stance and’ both of you,circle
each other, warily, looking for an opening. Note that
the cyborg Xavier has g Life Points. Holding the staff
in both hands, ihe;suddenly. lowers it so that it;jis
pointing at; you. There is a loud «lick and:the end of

the staff telescopes out with lightning :speed,ithe
snake’s head hurtling towards you. Roll one dice. If
the number rolled is less than or equal to your Speed,
tum to 154 If it is greater than your Speed turn
to 103. :
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Leaving the herbalist, you make your way through: the
carnival crowds to the circus tent. You find that it isn't
open to the public yet, and a tall man dressed in the
Mandarin style, complete:with long fingernails and a
drooping moustache, blocks your way. He says some-
thing to you, but you cannot understand what he says.

. He points back the way you came, raising his voice.
Just then you see Jetta inside the tent and you lean in

and shout her name. She comes over, somewhat sur--
prised to see you. The fact that she recognizes you
probably means that this is the real Jetta Maxx, not a.
CyberClone, but you cannot be entirely sure. She and.
the tall man start having an animated discussion in:
Chinese, but after a httle persuasion from Jetta he lets:
you in.

The tent is busﬂing with activity inside as the perform-
ers prepare to give a show. Chinese acrobats practise
their moves and dances, wielding swords, spears, flags
and ribbons in remarkable displays of athletic prowess.
Trapeze artists and tightrope walkers perform high: up
above the ground — several of them appear to be

Europeans. The only animals you can isee are a. few

horses and monkeys.

‘What brings you here? Jetta asks in her stem: heavily
accented voice. You explain the situation to her, but
she says that everything has been pretty normal
around here. She has been having some trouble with

agents of the Russian Tsar who have tried to kill her, -

but she has seen neither hide nor hair of a CyberClone

version of herself. You both agree that a CyberClone

29
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may arrive to terminate 'her, but-she seems to think:it -

unlikely. : P

It's possuble she is a CyberClone and that the real ]etta is

already dead, you think to yourself;: but’she seems

convincing enough. Anyway, would a CyberClone stay . -

here in the circus, once it had killed her? Who knqws? Jetta
says she canalways get you a job in the circus if you want
to hang around, just in case. Will you stay (turnito 141) or
decide that you cannot waste time here, activate your
Time Beacon and return to Fortress Eternity (turn to 84)?

L 29 : . .
You wait. So do the other two. No one seems prepared .
to commit himselfnyet ‘ . *

R I L I
1 o i

You better dec1de qu:ck, says one..
“Yeah, ;make up your mmd we havent got aﬂ day,
says the other. b .

You must decide. W1ll you attack the Larcen Tyier
with the grappling hook and ‘blood on his shoe (turn
to 131),:or attack the one who has lost his grapphng
hook (tum to 867 .' o |
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You crawl through the hatch into a glass-domed icham-
ber at the top of the tower. The walls are lined with
mechanical devices and electronic circuitry: of all shapes
and sizes; robot arms and unidentifiable machines click
and whirr in constant activity. The only other object
of note ini the chamber is a circular hole in the middle
of the floor: it must be a shaft leading down to the
foot of the tower. : '

i

Suddenly:a TV screen is extriided from one of the
walls, telescoping out a little way on the end of a
mechanical arm. it flickers into life, and a large eye
appears in black and white. The eye stares at you,
blinking regularly.; Then another monitor appears from
among a seething mass of machinery. It too lights up,
also in monochrome, displaying just a mouth that fills
the whole screen. The mouth opens and shuts, and a
voice comes out of speakers set round the room. You
have been an annoyance. A very greal:!' annoyance. But
you have made a fatal error in coming here. Now I,
the Overlord, will destroy you!’ The voice is flat and
mechanical. C - ST

There is a loud ‘tearing sound, and something rips its
way out from one of the walls, something half-mian,
half-machine. Wires, apparatus and broken tubes spill-
ing liquids fall away from its body to reveal a power-
fully built figure. The head is mainly mechanical, save
for the face which is human — but obviously mad, with
staring eyes and a fixed snarl. Two human arms
protrude from a human set of shoulders. The rest of
the torso is machine, with two metal tentacles writhing
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: frorh lt's mldnff The tentacles end one'in a sword and
the other in a spiked mace. The creature walks on four
' spider-like legs, again of metal. A flexible cable or tube
runsifrom the back of the monstrosity to the wall — its
only connection to the machinery that :created it. It
scuttles forward and stands over the central shaft, its
reticulated legs ﬁndmg purchase on the floor round

e theedge

" "You humans. have no- hope of defeahng me. As for
you ~ my spider droid:will carve you into pieces,” says
the mouth on the monitor screen. You weigh up your
chances: of defeating the spider droid. Things do not
look good: those metal tentacles look fast and deadly.

Will you at’tackx the spider droid (turn to 73) or try to
sever the cord that connects it to the wall (turn to 85)7

i 3
Ct
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You will have to wait until the last moment beforef
making your move: that way the tracking blade will
_have little chance of correcting its trajectory.. When it-
.+ does swoop down, you dive aside. Roll one'dice. If:
* you score less than or equal to your Speed, turn to

108. If you score more than your Speed, turn to 155.

Yhe

You bow in the ,boxe‘rs dlrechon 'Iand he nods his :

head, moving with you into, ithe centre of-the hall. You

circle each other,. the boxer light on-his feet, ducking .
and weaving. You face him side on, presenting as
small a target as possible as'you edge closer together, :
watching each other carefully, both looking for an .

3534 -', |

opening. Note’ on your Adventure‘Sheet that the boxer N
has 1o Life Points'and a Power: Ra’cmg of 3. You must
now decide on: your strategy Will you ;.

Y SRR

Close if, and h'yl some jabs and chops to' h15 face and
neck(l'urrit0113)? SRTER L

Wait For h1m to attack then counter w1th a throw
(l’um to 194)? i foa :w;,“,_\:--._ -‘;1,: L g .

Try some hlgh lekS tor your opponenl:s head (tums
to zz'_r.)? ' TR . e
Try some 10w klcks to" your opponents legs (turn
to 291)? = ; _

You come:toa fork in the tunnel. One:branch leads to

the main ramp exiting into. the arena. There are side-
rooms here where gladiators sit, waiting to be called.
A sentry, standing in-an antechamber catches sight of
you, loitering at: the comer of the; tunnel. If you are
wearing: Atlantean: ofﬁcml s.robes, tum to 203, Other-
wise, turn: to 11‘6 el LTI P EERR Y ; a?!;-

VR34l Sa i §
You spin; keepmg your eyes on her kmfm It: is ]ust as
well you did; for it turns in the air.and comes hurtling -
back at ‘you., You dick and spin. The: bladerang’
passest‘you and 'heads for :thei Jetta® clone' and i she
catches it mrnbly, ‘putting it away' on. her belt. She
smiles ‘wryly. "Worth a: try," she says with a shrug.
Ther she iedges:closer and assumes: a position you .
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- recognize from Savate She: stands, presenting her
right side to:you, legs braced wide apart in a half-
crouch, hands open and held low down, ready to
parry any incoming attacks to the lower half of her
body. She looks powerful and fast; but she is quite
small. You notice that the, gold chain'she used to
strangle the real Jetta is wrapped round her waist.
Note that she has 8 Life Points. ‘Come on, then, let’s
see what you.can do,” she taunts. Wha’c will you do
now? Will you: o ¥

Try a stamping. snde-klck at her rlght knee (tum to
204)

E

Drive your mstep up and around in a roundhouse klckg

aimed at her head {turn to 189)?

Step right up to her and swing your elbow round at

her head (turn to 66)? z P PEo

g

T TR

The crowd roars hungrily, out for blood, :assyoﬁ and

your opponent circle each other. Suddenly the cyborg
spins and drives a whipping back-kick :at your head
with the heel of his foot. You duck under it, and he
follows up with a right cross. You bend backwards to
avoid it, and the CyberClone turns and smashes a low
kick at your knee. With: superb reflexes you flip back-

wards to avoid his strike. You land on your feet just as:

the cyborg, enraged at your skilful .dodging, lashes a
straight thrust kick with the ball of his foot at your
. chest. You try to catch his foot with your left hand,
then step in and hammer your right fist down at the

inside of his thlgh where he doesrit have any armouir.
Roll one dice, ‘and: add .1 if your style is:Kung Fu or
jujutsu. (Remember, if you want to.use ary Special -
Moves like: Monkey Heart. or : Power  Strike, do so

before you roll the :dice.:If you score higher than his R

Defence of 3, turn'to 196 I you score:lower: than or
equalto3,tumto1z5 e 'r.‘:_:.:,..l Lo

From th~e base of the chff you look upwards The

young man Slash sent as your guide tells you that, far
above, is a ledge of Tock that marks the opening in the
cliff-face leading into.Sacred Mountain. It does not
look too:difficult in terms: of hand- and foot-holds on

your way:up. There are sturdy-looking shrubs to:grip, .

as well ias 'rocky ottcrops. But it will bei a gruelling
test of stamina and strength. If. you decide against the
climb and take: the easier route;upriver, tum to 159..
Otherwise,roll one dice, and subitracf 1 if your Fighting’
Style.is Ninjutsu! (ninja’ climbing-tools will aid you in:

this task). If. you score less than or equal to your' | .

Endurance Rating, ‘turn'to 88. If you score;more than -
your Endurance Rating, turn to z72. . oot e

!
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The figure grabs you round the throat in a vicelike
grip and you choke in shock: Definitely a CyberClone,
Quickly, you smash your hands into his forearms but
- the action seems to have little effect. His staring :red
eyes are glowing more brightly, .and you feel a sleepi-
ness stealing over your limbs.;His eyes appear to grow
. larger, and you find yourself less and less able to exert
* your own will. You realize that he is using some kind
of hypnotic command, but you are powerless to resist.
The Midknight clone leans forward and sinks his fangs
into your neck. Soon you are dead and gone, a lifeless

- husk, drained of energy. Your adventure ends here.

. ! ' 38 C c T,
You dick under the ninja’s kick; catching his arikle as
he flies overhead, and help him on his way with a deft
flick of your wrist: He gives a’ cry of horror as he
plummets down the stairs, fanding in a heap at: the
bottom. You won't be hearing much more from him!
However, there are two others to deal with, both of
whom are racing towards the doorway. One wields a
ninjato sword, the other a kyotetsu-shoge’, a length of
rope with an iron circle at one end and a twin-bladed.
knife at the other. Will you charge out to meet them

(turn to 214) or face them here in thef doorway (turn.

to 147

3940

S - A
You input. the number ‘55°. There: is:a Clle,‘ﬂ'lEH
blackness: You and Xavier have been blown: to smither-
eens in a $plit second. Your adventure is over.

b AT

wh

o .
A low wall surrounds the4ﬂat roof of thg 'warehouse,
and you pull yourself over it, making as little noise as
possible. There is nothing much up here, except a few
vents and a skylight window. As you near it, you see i
a prone figure near by. It is an unconSf:ious man — one
of Tagliani's guards by the look of; him. He k}as been
professionally tied up and gag-ged{ Thl..? s.kyh'ght h}EllS
been-opened and a grappling hook is sticking into the
outer woodwork. A rope from; it dangles down into .
the dim interior of the warehouse. You know that
Larcen Tyler has a grappling hook — the question is,
which one has been this way, the human or the
CyberClone? All seems strangely quiet below.: You
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-+ lean infor ‘2 better look and see ‘that the rope hangs
down all the way to-the: ground floor. Beams and
‘pipes criss-cross the: ceiling ‘of the warehouse, creating
a web-like ‘structure of wood:and steel, wreathed, in
shadow. The upper storey . consists of. offices .round a
large central area that is open to the ground. A gallery

" on the upper storey overlooks the floor of the ware-
house, and the rope passes close to:it. Will you climb
down the rope all the way to the bottom (turn t6 144)
or use it just as far as the upper-floor offices.(furn to
o . .

ST

A fi’sHy'glinEt in Trident's eyes ,isi‘ your only! warning’
that he is about to attack. ‘Asssasssin! 'he hisses. Do

you think I do not recognize Roman liess? I shall sslay

' you!’ o ! i
: i :

'His righti arm, éndiﬁg in; his,éharp}; bronze trident,

. comes jabbing towards you. You barely have time to -

react, much -less dodge aside. Roll one dice. If the:

number rolled is higher than your Defence, the prongs -
jof the trident tear your flesh and you lose 4 Life -

Points. If the dice roll is less than or,equal to your

Defence, you twist out of the way: of the sudden

'

attack. If you are still alive, you realize:that it would |
be fruitless to get into battle with the real Trident, so -
you turn and run away, into the maze of tunnels under

the arena. Turn to 226. :

- - & : K i

Roll one dice for your opponent. If the number rolled
is less than or equal to your Defence Rating, you step
back in time. If it is greater, the Slash clone catches
you a nasty blow and you lose 5 Life Points. If you are
still alive, you leap into the air with a shout, propelling :
your outstretched foot at your opponent. Roll one

dice and add 1 if your style is Karate or Kickboxing.
His Defence is 3, as he tries to knock your foot aside
with one brawny arm. If the number rolled is higher
than 3, you have hit him and he loses your Power
Rating in Life Points. If it is less than or equal to 3,
you have missed. If you have reduced your opponent

to 3 or fewer; Life Points, turn to 283.! o

Otherwise, he staggers back from the force of your
attack but then lowers:his head and charges — aiming

¢
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~ 'to butt 'you intosubmission.: Wil “you wait forhis
charge, then bring one knee up into his face and an
elbow down on to :the: back . of: his' neck (turn:to
244) or try to grab his ‘head:and. throw him; (turmn
toaséy . o TIPS N A

L]

ieit
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As you approach the CyberClorie, he, steps forward. to
meet you, and you both wrestle, each seeking to find
the best purchase tosthrow the other. You both wheel
in the mud, thrashing and heaving at each other, The
" stronger will win. Roll one dice. If the number rolléd is
less than or equal; to your Power Rating, turn o 24a2.
1f it is greater than your Power, the CyberClone|gets a
‘hold round your shoulder and arm, then turns, throw-
.ing you across his hip. You fly, head over heels, into
‘the mud. Lose 4 Life Points. If you a're’ still alive, the
cyborg lets you get up, waiting for your next attack
Will you now try some kicks. to his upper body and
. head (turn to 134) or try. to get in,close enoligh to use
. your fists (turn to 296)7 . SR G

Your opponent: whips up a forearm,’ trying to sweep
your legs up and over his head before they can reach
his face. Roll one dice, adding 1 to the roll if your
Fighting Style!is Savate or Kickboxing. If you score
higher than his Defence of 3, he misses the block and,

o
i I
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you buffet hitn backwatds, He loses your Power Rating

a ooy
in Life Points. If he is down to zerotor fewer Life
Points, turn to 294. If you score less than or:eq-ual tg
his Defence, his block pushes you up into. the air an

ou sail over his head, completely off balance?. 'You
jand badly and lose 3 Life Points, before:getting to
your feet. - - N
If you are still ilélikwie, He turns and you face each other
once more. Now, will you: R

PN TN ) :
Run at him, igrab his-left arm, place a foot. on hl? left -
thigh and pull yourself up on top of him, hammering a
chop at his neck with your other hand (turn; to 280J7 ”
Wait' for hiHﬁzfq attack, and attempt a throw. l(_turn !
toasBR Y e

|I!-' i -ii.,, E :.‘ N .i]:

ii,i [ ;A.'. o

A PR | b
The pilf’%lié! ‘sthall arid green. You' pop it in.your moujh
and swallow. Instantly, you feel as if your;enw}'\ole body
were on fire, 'every nerve-ending ‘burning in agony.
You sink to your knees, barely able to stay conscious.
But the pain.soon passes. The drug hz?s enhanced ymlxr
reflexes: ‘add 1 to your, Speed Rating: permanently.
(but remember thatiyou cannot have? a Speed, Ratm'g
higher than 5. If it was already at this l.evel, you gain
nothing). Unfortunately, drugs are notorious f01: havmg P
unwanted side-effects. You feel drained anc! weakene
— lose 1 point. from your Endurance Rating pem}?- ‘
nently. Note that this effect will also r:edfxce_ your Life :
Points permanently by 3. If you are'still alive, you
stagger up the stairs. Turn.to; 169. o A ;

; itk
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The interior of the big top is‘dimly lit: by lanterns
hanging round the edges. In the murky gloom you see
a figure standing next to the central pole of the tent,
waiting. You:walk forward warily, and the figure
speaks. ‘S0, Jetta has a protector, has she? Her voice is
identical in pitch and timbre to the: real Jetta’s, but
there is an emotional dryness about it that chills your
blood. As you draw nearer, you sce that the Cyber-
Clone is holding something shiny in her hand, and
you pause. She looks you up and down. ‘The Eternal
Champion was :really scraping the barrel when he
picked you! she sneers. Tll enjoy taking you apart
and, once that's'done, T'll finish off that pathetic whelp
you're supposed to be protecting.’.

‘T'm not here to protect people,’i you reply. ‘'m here to
take that:Beacon off your hands.’

She narrows her' eyes at that, then without waming
throws something at you.. An oddly shaped throwing
knife whistles through the gloom towards you and the
CyberClone breaks into a run, closing the distance
between you rapidly. The knife is going to miss you by
a couple of metres, it seems. Will you ready yourself to
meet the incoming CyberClone (turn to:161) or watch
to see where the knife is going to land (turn to 347

! T A 3
You step forward and spin. around. The CyberClone -
yanks the chain taut round empty air where your head
was just a split second ago, and she snarls in frustration.
You have the initiative. Will you:
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o Try to ’ér-abgi herwnsfsand falfbackwardstdthe
ground, putting one foot on to her stomach, and
throw her over your head (turn to 2817 ]

Lash the ball of your foot in; a straight kick at her solar
plexus (turn to 251)7, ‘
Try a right and a left jab,: aimed: at her head, in quick
succession (turn to 29517 et : i -

pre P SONEC I PRI N
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The air grows noticeably’ warmer as you approach the
factory. The snow and ice surrounding;the factory: has
all melted away, revealing the bare grey rock beneath.
As you leave the snow, you can feel the heat rising .up
from the ground. The rocket-turrets and laser-cannons

ignore you: they must be there to defend against-

attack from the air and assaults by ground troops and
tanks, not by a lone human. You thread your .way

through a maze of storage silos, pipes and machinery:
~ in search of some kind. of ;entrance. Eventually you.
. arrive at the huge’tower that- dominates the factory. -
Conduits, pipes and buttresses'run from the sides of .
the tower to'other areas of the complex. There is a ;
single door, made of tungsten steel, set into the base -
. of its grey, concrete walls, the only door in the whole -

 place: Beside the door is a small slot. If you have a
Security Access Pass, turn to.257. Alternatively, if you.

have an Electronic Pick Lock, turn to 118 If you have '

neither of these items; you cannot open the door. You

will have to climb the tower in the hope of. finding a
way in at the top. Turn to 286. [N Lo P

: " .. Slash o ';.‘_u:;

Flghﬁng Sfyle: Pain! : b 5 Bt ' . NI

. A L,

Tirme-zone of origin: 25,000 BC'

Appearance: Huge, hulking ape man; dressed iri the skin
of a bear he slew in single combat. - o
Mannerismis: Gruff and rude. Picks his ‘nose, teeth, etc.
inpublic.. " S .

Speech Cha;acfer'ish:c; Speaks in: g_ul:tufal pidgin: Growls
alot. &+ . b i i L

Likes/ Dislikes: Slash is fascinated lbyI fire. Whenever be
sees fire, he will stop whatever he is doing and ‘wdl
gaze at the flames for hours. His rude mannerisms
belie his unusual intelligence. He is cunning and, while
he does not understand much of ‘modern technology,
it does not scare him and he.is not easily, fooled. He
also loves to inflict pain on his enemies, which .he does
with great skill and gusto. He has become a gogd
friend of Trident the Atlantean. As both are not quite
human, it is only natural that they should hit it off.
Slash is very fond:of Jetta Maxx — unfortunately she
doesn’t feel the same way about him. He gets on well
with RAX. (both enjoy fighting), but he doesn’t like
Midknight or Xavier. . _ L :

Nofes | ! fow b S z.‘ i
Slash returned to his own time; where he had (:.]lSC(?V—
ered the secret of making fire. The shaman of %us tribe
was about to have Slash stoned to death for this (Slash -
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being a threat to his power over the itribe), but now
Slash hopes to defeat the shaman. and. pass on the
secret’ of fire to early man, thus' making’ the path to
civilization easier and quicker. The Overlord will do all
in his power to change this. If he can replace Slash
with a CyberClone,- he may be:able to delay the
discovery of fire ifor: many centuries: or use it to

conquer early civilizations. : -

When;ybu are ready, tum back t6 100! " .

i
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‘Suddenly the air is filled with the scent of pine, a ﬁure:
clean smell that is quite at. odds with the waves, of
nausea you are experiencing. You expect the nausea,
however, as it is part and parcel of travelling in time.
A few;seconds later and the discomfort is gone. . ; .

You look around.. You are standing’ on’ the forested
slopes of a;range of hills. that make up the side of ‘a
deep valley. Pine trees marchin all directions around-
you. Down below, the trees begin to thin out and you.
can see a river glittering; like a silver snake: in the.

E“F:"Is:[ )

afterrioon sun, winding its‘way actoss the valley tloor.
You also notice a: plume. of smoke curling lazily up
into the sky, as.of a camp-firé' burning — which is odd,
as fire ‘isn’t" supposed to have been'invented yet.
Perhaps' the' blaze was starfed by lightring, you think-
to yourself, but that' seems wailikely as the sky is clear
and bright, without a cloud in sight..On the other side .
of the river, the: valley rises up into a near sheer cliff-
face. ‘Atop the cliffs, rising still higher and dominating
the skyline, towers a great mountain, its slopes:blan- , *
keted by pine trees. It is volcanic, judging by the faint.
wisps of steam billowing from the -top, although it
must be quite a while since-the last eruption, ‘otherwise
the trees would have not taken such a hold round its
base: Just then a sound disturbs your reverie, off into
the woods to your left. Was it a scream? Then you
hear a throaty growl like nothing you have ever heard
before. Despite your traming, it raises the hackles on
the back:of your neck;,.and a thrill of fear runs up your'
spine. Will. you investigate: the noise (turn to 122) or
head. for the fire;'down in the valley (turn to 24)7vi. =

d A . Hi

The Midknight ‘clonel:doubles ipi‘as your foot slams’
into his stomach. You follow up:with 'another kick that

catches him on the chin, knocking him on to’his back. -

He loses Life Points equal:to your Power Rating. If he
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is down to zero or fewer Life! Points, turnito 147, If he
is still alive, you both get to your feet to face each
other again. The: clone shakes his head to clear it. Will
you now try to grapple and throw him (turn to 43) or
try to get in close and use your fists (tum to 296)7

!
H

- o Lo
At last she falls, defeated. Searching the clone’s ‘body, -

you find a small black box: her Time Beacon. Note it
down on your Adventure Sheet. You also find one of
her Flash Pellet smoke-bombs. You may take it if you
wish.

. ] i | A ' 3
Retumning to: the floors below, you meet the real
Shadow Yamoto. She has another bandage round her
head and carries some nasty bruising on her legs, but
at leasts she’s alive. 1 managed to defeat the Grandmas-
ter, she whispers proudly. ‘The Black Orchid are no
more!” You tell her of your successful mission, and she
smiles warmly at you — for the first time you feel that
this smile may be genuine. She tells: you to report back
to the Eternal Champion while she cleans up here. You
activate your Time Beacon. As you fade to the future,
the last thing you think you can see is Shadow
Yamoto blowing you a kiss. Turn to 153. |

5354
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The CyberClone crouches and spins, sweeping his
right leg around in an attempt to knock your feet out
from under you. You step smartly-over his attack and
Jash a straight kick down at his ‘face, but the clon-e_
somersaults backwards to his feet. He draws back ;l_us
right fist and launches it at your face, activating ajet
motor strapped to his wrist. The speed and force of
the blow are augmented considerably by this ‘cyber
punch’. Roll one dice, adding 1 for the enhanced cyber
speed. However, you can add 1 to your Defence, for
this attack only,:if your Fighting style is Jujutsu or
Aikido (but; remember that your Defence ‘cannot' go
higher than: 5). If the number rolled is greater than
your Defence, turn to 26y. If it is less than or equal to
your Defence, turn to 207. : o

T : >:Z54: f.G:i_:;-‘z:"‘
You twist aside, avoiding the fan by.a matter of .
centimetres. She pulls it back then swings it at your
legs, but you leap high over it. As you come down,
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she reverses her éwing and’ whips it ‘towards ‘your
. neck. Frantically: you drop: to .one ‘knee. and:the fan
- whistles harmlessly over your head. ‘Glaring at you in

. rage, she thrusts it straight down at your face. With

remarkable precision bomn iof desperation; you clap
your hands together:in front of you, pinning the fan
between. them. You throw yourself into. a backward
 roll, ripping the fan out-of her hand and taking it with
you.. Coming to your feet, you close the faniand tuck
it into your belt, in one deft motion. The clone stares
at you in angered amazement. Will you now attack
her with a series of kicks (turn to 279), close with her
and punch (turn to 104} or close and try a throw: (turn
to 24707 T U L

T . - S [
You duck down under his strike 'and try to grab his
wrists as the staff comes whistling down at your head.
_Roll one dice and add 1. if your Fighting Style is
"Aikido or Jujutsu. If you score higher than the Cyber-
Clone’s: Defence of 4, turn to 292. Otherwise, the: cut
at your head was a feint. The CyberClone pulls his
 staff up short and strides forward, driving both his
fists down at your face with a victorious shout. Lose 4
Life Points. ¥ you are still alive, your head is driven
back and you throw yourself into a back-flip, and
cartwheel out of range. Turnto 87. - . .

. 56-58
VRPN IR AC PR i [t _'iix i fi_"';ii‘gﬂ“él‘ ’ , h |
rcen ‘agrees. "'We'll iget up there and: get! mel® he
ijkes. Bo%ll; of you race off in search of the rope. Just
then, out. of the:comer of.your eye you notice a
movement: the CyberClone:is swinging do.wn out of
the shadows on the end: of: his rope. He is }}ead{ng
straight for: Tyler, feet first; the Fshoe-bl‘ades -gllttepng
wickedly. The real Larcen seems transfixed: the,sng.ht
of himself swinging down out of the:air to attack hu-n
has left him, momentarily: in shock. The C!one is
getting near, a look of malicious glee. on his face.
Desperately you throw yourself at .the real. Larcen, L
trying to barge him aside. Roll one dice and add 1, as
you have both been taken by surprise. If you score
less than or equal to your Speed, turn to 2x0. If you
score more than your Speed, tumn:to 202.

SR SRS i
You input the 'number ‘5. There'is, a +click, fthen 3
blackness. You-and Xavier have;been blown:to smither- :
eens in a split second. Your adventure is over, | ;

When you arrive in'the gardens; you find that there is * .
no sign of Blade.You search for him among the
beautiful trees and rock pools, but he'is nowhere to bg .
found. You meet a couple of students and ask them if .
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‘Blade has been here, but neither of them has seen him
at all. Curious, you ithink; to yourself. :\Will: you now
give up looking for Blade (tumn to 128), or search for
him in his quarters (turn to'go), in the dining hall (turm
to 243), or in the armoury (turn to 197)7

Y ' 59" : ‘ E

' iThe shaman continues to chant and gesticulété,';but

you take no notice. You push on, into the cave, and
the shaman troubles you no. further. Inside, you find
that the floor slopes downwards into a huge cavern.
Daylight streams in behind you but, as you advance
deeper inwards, it begins to fade. The cavern rock is
twisted and contorted.like a liquid that has suddenly
hardened. Stalactites and stalagmites form strange,
warped columns and chandeliers, sinister shapes in the
shadowy twilight of the cave. Up ahead, you can see
that the floor is bisected by’ a great chasm out' of
which rises a stifling heat and a reddish glow that fills
the cavern'with a dim rosy lighti It is spanned by a
bridge of wooden planks lashied together with, vines. -

/At 'the edge of the chasm you patise and look down.
A great wash of hot air billows up out of the depths,
and far below you can make out a river of red-hot
lava. This side of the chasm seems empty, so you have
little choice but to cross the bridge. Gingerly you set
out, knowing that you are in a vulnerable position
while negotiating the rope:bridge. However, the bridge
is quite sturdy and you make it to the other side

safely. You press on further intoi the cavern. Tum
to 183, -

6o
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You step forward ‘and drive a s’ide-lkick_'up‘ at, the head
of the one on the right. As soon as he sees YO}l;l. move,
he heaves at the other-Midknight, breaking lSF grip,
and twists away. He utters a.‘_wordless sqggm.o rage
and darts away into t_he-da‘rkness.= N l

ining Midknight puts an arm on your ;ishcn'u -

g;e, ‘r\f\fnelﬁlrzlorgle, you hgve [::hosen correctly. I(nowm(g1
that the real Midknight would not have run off, an

that the CyberClone would have attacked you in-

stantly, you smile at him,,though,_the touc: ?‘f\r }}111st
rotting flesh fills you with a, creeping Flrea - ad
was that thing that attacked me? Mndkfught asks avl\}
you fill him in on your mission. T see, ht?i says. ‘We |
must find and destroy that monster, then.” He p.omt?
to a clump of trees, saying, "You go in that direction,
will take the opposite way. Before you can say .any-

thing, Midknight rushes off, diﬁappearipg:"intoé the ! i

darkness like a shade: 1. . _‘ 3

You are  alone. Sc;mehow it feels bett_er {I{;hét. way.
However, Midknight has made an error in rushing off

on his: own,.as you face the same; problfm dgain o; ¥ :
telling whichi is which. But what's doneiis done, an

you'll have to make the best of it. You set off in the L

direction of the clump of trees.! Turn t°~”'5,' o
, "!‘i‘ S . g;f .E i S
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The steel girders are close enough together to make it
an easy climb. Surprisingly, you are not attacked on .
the way up. However, you have just got anarmand a
jeg on to the platform when she: says with.a laugh,
'Here — a welcoming present!’ The clone:iflicks her
hand in your direction and a'deadly throwing star
hurtles towards you, glinting in the light of the power-
ful arc-lamps that illuminate the dish. Roll.one dice and
add 1, as you are in a vulnerable situation. If the
number rolled is greater than iyour Defence, the
shuriken has hit you, and you lose 2 Life Points..
Otherwise, you manage to drop below the platform in
time and it goes sailing over your head, to clatter on
the helipad below. Quickly you roll on to the platform
and leap to your feet. You observe that the platform is
made of:wood, and measures about six metres square.
The satellite dish is to your left.

The Yamoto clone grins evilly at you. I didn’t break
my word! You'd reached the platform!’ She laughs
manically, as if this was a huge joke, although it is
hard for you to see the funny side. Either the program-
ming of this one is slightly off, you think to yourself,
o it is very accurate and the real Shadow is a little
weirder than she makes out.

Your iopponent stops laughing and falls into a martial
stance, presenting her left side to you, putting most of
her weight on her right leg: She eyes you through
slitted lids. Note that she has ¢ Life Points, Will you
wait for her to make the first move (tum to 135) or.
will you execute a series of forward flips and then
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attack with a straight thrust Kick at her head
- to 206)? o g; flrw -14'!;:?a-:t__:her ;-hea\d--' (fum

. R T Y TR R b
* Your last blow has 'sent the .CyberClone reefiﬁg back
‘You follow up, hammering his knee with.a low sweep.
.+ ing kick. He:is. too stunned to. parry, and he ?plummeli?s
off the edge of the beam with a-shrill-cry. He lands flat
on his back on top of a large; wooden crate; which
collapses under his weight. The box contained bottles
: of- some spirit, most, of which, are also shattered
spilling alcohol all ‘over the place. Your opponent'
;  groans: he is still alive but is barely conscious. If you
© want to drop alighter or:a match (if you have one) on
tq the fallen CyberClone, turn to 119; If you prefer to
climb down and finish him off, turn to 541. :
P A i

i i 63 ' ;
You must ha.ve guessed right. As you grab your foe
and swing him around, the real Trident stabs. him in

the vitals and follows through with a. twisting motion

: th‘at rips a hole in the clone’s midriff. Reptilian entrails
, mingled with sparking wires and: broken: gears are

i) ' :
:}izlﬂ :o:.s the Overlord's afeature slumps, lifeless, to

You retrieve the clone’s Time Beacon and reach for
the button that will propel you: back:to the future. At
that moment, the distant sound of a gong signals .thal-
the moment has ‘come for Trident to go,out and face
the‘ Ron}an'champion in a iduel. to}he"death. After
‘s;velei-;r;jge }}2? in action, you hé,veano dogbt that victory

, .
Lo
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Wait! Tﬁdenti'c‘:al.ls,‘-céfchiﬁg jroﬁr.'am.ii".(_duifnusé\té tell
me what hassi been+going on.:What wass. thiss iclone
ssent here for?’ 4 T R S S TR AL NN

Ve v e g . Coad

R i [E3E . i A ._.ig"“ :3"‘1, y AN :} R
‘We're -out ; of time, yousay, activating ithe; Time
Beacon. Your surroundings :shimmer and, .go murky,
then drop away into the past. Tum'to 153.

T T 7 P
The Boxer collapses, but before he hits ‘the ground he,
fades out of sight as if he had never existed. Looking
around, you see that the Sumo wrestler, too, has faded
away. Then the Eternal Champion himself ‘appears ' :
from niowhere, radiant with a glowing light. He speaks, "
as if inside your head. ‘The boxer was merely' one.of .

the many facets of my inner self, for I am theimaster = .~

of all martial arts. But_you have defeated him and have
passed the test. You *have proved yourself worthy to
be my' tenth Champion. Now, rest. Tomorrow, meet :
me in the Temporal Travel: Chamber at noon, when I
will instruct you further. ‘Then he.is gone: As ever, he
is mysterious, terse to the: point of rudeness, and
unsettling in the: way he just appears ‘and disappears,
seemingly at will. But you know he is humankind's last
hope - he and all. the Champions, including yourself
... Yourself. That's right-— you are now- one of the '
Chdmpions of Fortress Eternity! rhe e

A R R T T B N &
Congratulating’ yourself, ‘'you repairito the:Gardens; of
Meditation forirest and relaxation. You meditate in an
attempt to increase your Inner Strength: Roll one dice. . -
If the number rolled is. less than ior. equalito your.

_ Dt
H
i
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| Recovery Rating, -you may add. 1 to ‘your ‘Inner

Strength total. Also, the day’s rest will:help if you

- " have been :wounded. Restore Life Points equivalent to
your Recovery Rating (but you cannot exceed your
initial score): P ’ .

" The next da;r, you('};ead' for the Te:leporfal :Tr:;;rel
Chamber at the appointed hour. Tum to zo1. .

. . 65 : ‘ x L
- You wrap the bearskin round you, fondly remembering
the warmth. of Slash’s bonfire. Trudging. through the
freezing snow, you head for the factory, protected
from the worst effects of the cold by the: furry pelt of

. the bear. Turn to 48, | ¢ - : ‘ _

; 66 : ; N

The Cyborg:Jetta tries to hop, crab-like, back out of
- range of your elbow strike. Roll one dice, adding 1 if
your Fighting Style is either Kung Fu or Jujutsu. You
must beat her Defence of 4. If you:succeed, she loses.
your Power Rating in Life Points. If:you fail, she has:
dodged back in time. If she is down to o Life Points,
turn to 115, . e :

if she i§ still alive, her eyes seem:to’ 'glia'ze!'OVer-:%for“a -
second, ithen: she Jaunches a iseries of iopen-hand! palm
strikes at your face with .superhumm_speed—:(somehow: -
she is using Inner Strength to enhance her reflexes. i
You will have to. act: fast to block;in time. You mus.t :
roll less than: or equal to your Speed on one, dice (if  ;

you have a way of increasing, your Speed, such as the
Phase Special Move, you'll have to decide to use it

= ' 6‘7% -

beforeryouroll the dice). If you succeed, tum to 176. If ;¢¥ .’F

you roll more than your Speed, turn to. 163. o

You' havé iabort ,;§Si:;::f f |
much to see and'do in the dome; from video'games to-

education centres. Your pass allows you free food and: -
drink, and access: to::some i of ‘the relaxation areas, ‘',
including; some: private imeditation:chambers. You can =
restore up to 2'Life Points for the rest; and, ¥ you rc?ll i

less than or equal to your Recovery Rating; you gain .-

1 point-of Inner Strength. Several people:are interested -

R R E

hours beforesthe fight. Theré is -
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in yoﬁ. when' they see, your paés, mainly because they
want to bet, either on you or: (more often) on your
opponent.. I #oyd -

A w‘oman‘approa‘ches:you. She looks about nervously
then speaks to you in'hushed tones. Tm a cybertech. |
have :access to the cyberlabs and I can enhance a
fighter’s abilities with cyborg parts. All the fighters do
it nowadays, and I can do the same for you. Unofficial,
of course, if you ‘catch my meaning. How'd you like a
cyberfist, or :superfast reflexes, eh? Itll cost. you,
though.” If you decide to take her up on this offer, turm
to 143. If you don't trust her, or you don't want to
have janything to do with cyborg technology, tum

; to 248.

|
68

You move like a shadow in the night, as quietly as
you can, to the rear of the warehouse. You find a
door, and another guard, but only one this time. This
guard seems to be sleeping on the job, however. You
draw nearer and then realize that he’s not asleep ...
he's dead. Examining the body reveals the cause of
death — he has a puncture-wound in the side of his
neck, probably «caused by a small knife or blade. He
also has claw marks;across his chest. The neck wound
could have been caused by one of Larcen’s foot-blades,
and the claw marks are consistent with wounds in-
flicted by Larcen’s ‘Cat’s Claw’ hand weapons. Looks
like he's been here — but which one, the human or the
CyberClone? : : .

y
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The back dooriis already open and you step through it
into the dimly lit ‘interior. of the warehouse. It is
strangely quiet. Looking up, you see that the second
floor consists of offices and a gallery that surround an
open central area and overlook the ground floor.
Beams and pipes criss-cross the ceiling of the ware-
house, creating a web-like structure of wood and steel,
half-hidden in shadows. It all'seems quiet and deserted.
Near by, a stairway leads to the upper floor. Ahead of
you, a narrow corridor leads to the storage area of the
warehouse. Will you go up the stairs (turn to 94) or
check out the ground floor (turn to 144)?

' i #
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You input the number ‘56'. With a click the bonds
holding Xavier to the rack fall away and he slumps to
the floor with.a gasp. 'Well done, and many thanks,”
he groans. You drag him out into the large chamber.
You find that the tungsten gate ican’ be opened by



’ 70 .

‘hand from the inside, ;‘so;\'y"duitélla:Xaviéf:“to; ‘wait here

while you climb :down the shaft to the Generator

Room. Tumto zps. «° 0 " v o e
e e
One of the figures' spots you, and the other follows
‘his gaze. In the dim light of the streetlamps you can
see their faces, pale but handsome, free of:the decay

that inflicts the rest of their:bodies. Their red eyes .

stare at you, unblinking. Just then sheets of icy rain

start bucketing down from the skies and you shudder.
_involuntarily, perhaps from the cold. The two: figures
| | pause in their struggle, though neither relinquishes his
~ grip on the other. | . L " 3

' Welcomne, my friend, to London,’ says the one on'the
right, in a rich, clear voice. ChfaE
‘Are you going to stand there all night; you fool?’ says
the other, in an identical voice. ‘Help me!’ s

‘Don't listen to him, | am the real Midknigh, s.iys__!thié;
one on the right, shaking his opponent vigorously.

‘If that is.so, then who, among the Champions; do.1

hold asia friend,": asks: the left-hand Midknight of the’

other. i

’Xavief, of course; réplieé the nght-hand oné, and he
grins horribly, revealing fanged teeth. The one on the *
left snarls back at him, displaying fanged teeth of his |

own. ,

This is going.to be 'Eri‘cky,: ybu think to.j‘{our'seli’. If ybﬁ‘_ 5
have a crucifix, tum to x71. If you do not, will you

71—72
attack the one on the. left (h.u"h'to_ 92) or the one on
the right (turn:to 60)7 o i

SRR - S - i
Your timing is perfect: you drive. the end of his staff
into the ground with your left foot. Moving fast, you .
step up the staff with your right foot, and your weight
wrenches. it out of his hands. A split second later, you
smash; your forearm into his face and he falls back, -
arms wide. You come to a rest with his staff held ¢
securely under your feet. The CyberClonellooks at
you as if he can’t believe his, eyes. Without his staff he
is a poor fighter, and it does not take you long to
finish him off. Turn to 239. :

i

' ' f :
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The clone reacts sluggishly as’ you dash in' and islide
towards him. A well-aimed 'kick, driven upwards into
his knee, is enough to send him stumbling backwards.
With a cry he topples over the lip of the chasm. After
several seconds'you hear an ominous hissing sound as
he hits the river of lava far below. You are congratulat-
iné _yourself on your victory when you suddenly
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realize what: you have done. Although you have de-
stroyed the : CyberClone, you have lost: its, Time
Beacon! o R T
i Yot return to the village and tell the real Slash what
happened. He thanks you for helping him and his
people. Later, after you have activated your own Time
Beacon and have returned to Fortress Etemnity, the
. Eternal Champion berates youifor your stupidity,. re-
- minding you what your mission really is: “Your failure
has cost us valuable time. You will have to continue
your quest immediately. Bring me the CyberClone
. Beacons!' Tuntog4. = | Y L

§

Y
Yo

Do S S 73 c
" You move forward, but the steel tentacles whip to-
wards you at incredible speed. You manage to dodge
past, them to attack the spider droid's face, but it
guards itself with: its :human arms. It attacks with one
leg, trying to push you'down the shaft, and meanwhile
its tentacles lash in at you from behind. There are
simply too many limbs to:deal with. andone blow.
from the spiked mace splatters you all over the inside
of the glass dome. Your adventure ends here. § oy

: P
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TheBlade clone doesri’t:seem to be using any particular

martial arts technique at the moment; he'is just trying .

to pummel you to death, with no regard. for_his own
safety. He closes .in, swinging his fists.in a. whirlwind

of savage punches. You:back up, desperately blocking

and :dodging, using all ‘your speed and energy to
evade his blows. Roll one dice and subtract 1, as you
are-concentrating on parrying. Ifithe number rolled is
higher than your Defence, one of his flailing fists lands
home and you'lose 5 Life Points. If it is not, you fend
off this assault successfully, |

Eventlally he rins ouf of dteam and steps back, pant-

ing. At least it looks as if he has no Inner Strength left
for another ‘wild fury’ assault; you guess as you wipe

the' sweat off your brow with ‘a sleeve. The Cyber- | |

Clone’s chest'is heaving while he gulps in air; Your;
brief respite does not last long, however, for he raises
one arm; and points with the device strapped, to his
forearm again. This. time, a beam of green: energy

lances towards you,and you'd better.dodge it if you -

can.. Roll one dice. If it is less than or equal to your
Speed, turn to 2xy. If it is greater than your Speed,
turnto 81. A
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You rematerialize in total darkness; Feeling around
with your hands,: you discover that you are standing -
in a small cupboard full of brooms, mops and other
cleaning equipment. Some short,. clipped. shouts echo
from outside the cupboard door; followed by a loud
crash. Carefully you edge the door open, and a line of
yellow light penetrates the darkness of your closet.
Peering out, you see a'long room — clearly a conference
room, to judge by the large table that runs the entire
length of the room and whjchiis surrounded by many
plush-looking chairs. However, it is clear no conference
is in progress at the moment, for three figures are
engaged in a desperate fight on the table. One is the
lovely Shadow Yamoto, in a life-or-death struggle
with two black-clad ninja assassins. One ninja is wield-
ing a vicious-looking ninjato, the ninja sword — she
has disarmed the other. A dead minja lying on the
floor offers mute testament to her excellent fighting
skills. However, a nasty sword-cut on her forearm
shows that she is hard pressed.indeed. The question is
— is:this:the real Shadow or the CyberClone sent here
by the Overlord to take her place? Will you attack the
ninjas (turn to 299) or help the ninjas’' against Shadow
(turn to 82 v ;
s g ¥ 5;765-\_":-- L
Springing into the air to meet the charging Sumotori,
you unleash a powerful kick with a:martial shout,
driving tthe outside edge of your foot at his face. Roll
one dice; and you may add 1 if your Fighting Style is
Karate, Savate or Kickboxing. If you score higher than
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the ‘wrestler's Defence, of 3, your foot leaves a nice
print on his face, and he loses Life Points equal to your
Power Rating. (Remember, if you want to use a Special
Move like a Power Strike, you must :decide this before
you roll the dice to attack.) If you score less than or

equal to his Defence, the Sumotori has batted your

foot aside with one massive hand. If the Sumo wrestler
is down to zero' or fewer Life Points, tumn to. 97
Otherwise, read on. - S E

Unfortunately, since the wréstler ‘Was charglhg forWérd_
and you leapt to meet him, you, find yourself crashing,
into him because the force of your kick is not enough -

to halt him. The impact is one-sided: you are sent
hurtling off to the side, stunned. Lose 2 Life Points.

Desperately you try to control your fall — roll one -
dice. If the number rolled is less than or equal to your
Equilibrium Rating, you manage to flip in the air and ¢

land safely on your feet. If you 'roll higher than your
Equilibrium, you land badly — lose 2 more Life Points.

If you are still alive, you clear your head, only to see
the Sumo wrestler charging at you again, roaring -

madly What will yom do now? Will you:

Stdestep hxs frontal assault and then attempt to throw

him (tum to 137+ . '

Try to dodge aside, and counter w:th some punches{

(tum tO 277)? : . % i per

\ i

Dive aside, and try a footsweep to‘ {'np hmn (turnl. :

to 10277

: 77 Cot e
Halfway up, you loose your footing on the slick metal
of the cooling pipe. You plummet to the ground
below. Death is instantaneous. So: near, yet iso far —
your adventure ends here.. : -

The RAX. clone chokes in pain as your -fingers
hammer his windpipe. He loses your Power Rating in
Life Points. If he is down to zero or fewer Life Points,
turn to 149. Otherwise, as you draw your hand back,
the CyberClone brings his knee up into your ribs, a
blast; of fire from his jet boots giving the blow added
impetus. You double up in pain and ree! back. Lose 4
Life Points. If you are still alive, you realize that it will
be difficult to get in close enough to:punchthis expert
kickboxer, so will you wait for him to strike, and hope
to counterattack (turn to 35), try a series of kicks (turn
to 164), or try to get in close andigrapple (turn to 53)?
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P ShadowYamoto ’

| nghhng Sfyle Nm]utsu/Ta:]utsu
sze-zane of ongm 'AD 1993, _Tokyo e

i

Appeamnce iLong, ﬂowmg, black hair,’ black mask over
beautiful porcelain features. Her hair and long leather
boots conceal many ninjatools and weapons.

Mannerisms: She appears coy!and mysterious, almost
childlike — quite charming in an innocent, schoolgirlish
way. Naturally this is all a show, for undemeath sheis
ruthless and. calculahng E S L

Speech Chamctertshc Her voice is soft but ‘insistent. She
doesn’t expect to have to repeat herself. The accent is
strange and varied — it is 1mposs:ble to tell her country

of birth from her voice. i

Likes/Dislikes: Since falling from a Tokyo tower block
she has developed a fear of great heights. (The Eternal

Champion rescued her before - she hit the: ground) She
particularly dislikes missions;in which she has to abseil

.or climb. She also has an unlucky number:. 101. She

‘likes. to make fun of Slash and Trldent and"in:such: a,

way that they dont even reahze she is'doing it. As for

79

R.AX, she teases him crisélly — his”discomfort is her
amusement .. Secretly, however; she:is flattered :by: the
attention . he. gives Her. ‘Heavens. forbid: that he find ..
out, thought she’ll: say to: her friend, :Jetta: Maxx.
Shadow cultivates ar air: of mystery,:shrouding herself
in a. web of lies and contradictions — few people ever.
get to know the real’ Yamoto .

Nates :';:*35 l‘i “ v X !
Back in Tokyo in 1993, Shadow defeated the assassin
the corporation sent after her and thus prevented her
own death. Shadow is now struggling against her old .
ninja clan, the Black Orchid. They have swom to kill
her and they have a lot of financial backing from
several corrupt corporations. Hers is a difficult task,
made all the worse by the CyberClone the Overlord
has 'sent after her. If she is successful and wipes out the °
Black Orchid, she will have destroyed the most evil
corporate—sponsored terrorist assassins in, the world.
The Overlord would like .the. CyberClone to rejoin the
Black Orchid as ‘their leader and then step up thelr
campaign of corruption, .. »

SURRE

When 'you are ready, turn. back to 100"

OELHI e aghy oy
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You kneel and compose ;your thoughtsl in prayer.
Despite the urgéncy of your quest, you feel a sense of
calm and tranquillity sweep through you, invigorating
every fibre of your ; belng Add .1 to your Inner
Strength. < ¥ SR

You rise to your Feet not sure wtlether the benefit
truly came from the deity Nakarak or whether it was
just the effect of your own renewed determination.
Seeing a few Roman coins left on the altar as:an
offering, you snatch them up. You have better use for
such things than any ancient god. Turn to 107.

by : Py
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You are too slow: you are bathed in a blast of emerald
energy that crackles and coruscates all over your body.
Every nerve-ending seems momentarily on fire, and
your reflexes have become sluggish and slow. The
CyberClone grins and walks over to you. Desperately
you try to put up-a guard, but your muscles won't
respond. With cruel deliberation, he pulls back his arm
and unleashes a punishing right hook. You are power-
less to stop it, and the impact of the blow launches
you into the air. You sail backwards and land flat on
your back with a bone-jarring crash. Lose 6 Life Points.

82

If you are still alive, the CyberClone saunters over to

whereiyou are lying, barely: conscious. The effects of

the stun-beam are wearing off, however, and as the

cyborg drives his fist at your face you find the strength

and speed to roll away. Getting to your feet, you tumn

to face him. “You're tough — I'll give you that,’ he
mutters begrudgingly. The CyberClone takes a stance, -
side on, with his left leg facing you, his fists held at

mid-level, left arm forward and knees slightly bent.

What will you do now? Will you:

Run at him, grab hxs left arm, place one foot on h1s left

thigh and pull yourself up on top of him while hammer-

ing 'a chop at his neck with your. other hand (tum

to 1800 o ;

Wait for him to attack, and- attempt a throw (tum
to:2587 - b

Run‘at him, leap into the air, then drive Both feet at
his head in a hlgh clropkjck (turn to 44)?

i ; Ssz;ss'la o
Vaultmg on to the end of the table, you Isllde towards
her, and kick her feet from under her. She crashes to
the ground, and the ninjas leap after ther. Before she
can get up, a ninja sword has been buried.in her chest
and she. dies instantly. The two ninjas step back,
regardmg you suspiciously. Suddenly the large doors
at the end of the room swing open and several more
of the ninja sweep in, wielding various kinds ofistrange
weaponry. After they have secured the area, someone
else comes in — it is the other Shadow Yamoto! Thank
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~‘You for helpirtg,":she says. Then ‘she gestures;“anid the
ninjas attack. Thereiare too many of them; and. you are
overwhelmed: and slain. iquite:quickly. . It* seems: that
you made'ithe. wrdng chome - fhe ﬁrst Shadow was
: fherealone A R L R I R

83
+ The Mldkmgh’c clone steps back, his face a mask of
- . agony as you crack him, across the bridge of his nose.

With his guard down, you give a cry and 'smash a

side-kick into his chest, and he flies through the airzHe
lands flat on his back with a:splash in the mud. He
~ loses your .Power Rating . 1n Life, Points. ¥ the Mid-
kmght clone is down to zero or fewer Llfe Pomts, turn

If he is shlI ahve he staggers to H:s feef dnp'ping wet,

and :eyes you balefully. :"You dre good, I've =got to
admit,” he says Tum to 237 S .
HIE. E : k P S T R
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- The Etemal Champlon answers yout: szlgnal and| brmgs_'
you back. He seems a little worried by your decision:
to return but agrees' that it miay. have been a waste of

time to stay there. He urges you to get on with:your
- next task. Tumto4J ‘ o ot

8586

L e

If you have a titaniumidisc or the blade from a circular
saw, turn to 2. Otherwise, you 'realize you have ' -
nothing that will help you damage the cord from this
dlstance You will have to ﬁght 1t Turn to 73. oy

Suddenly you make a, d::rsh at the Jone w1thout a hook

and.leap into the air, !dlrectmg a flying kick straight at

his chest. ‘No, you idiot! he screams as he rolls aside.
You land safely but suddenly feel a sharp; paini in your -
back. Looking .down,; you see’'a rope wrapped round
your waist, and; stee] barbs digging into your flesh.
You, ‘turn in horror, as the CyberClone Tyler, holding -
the other end of the grappling Hook, ipulls you towards

him. He got you while your back was, turned and, as .
the rope tightens, the barbs dig in painfully.. You try
to,struggle, but the pain is too great. The. Larcen Tyler
clone finishes- you off with. a kick before- the real -
Larcen can help Death is sw1f‘c “You have falled
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Using his ‘right hand the Xavier clone throws some-
thing at you. ‘Before” you' can react; a small pellet &

explodes: at ;your.feet and ‘a, yellow-coloured gas bil- - "'

lows up all round you. It clears almost immediately,
but niow you feel dazed and disorientated, confused by
the strange gas. Your opponent runs forward and digs
his staff into the ground in front of him..Using it as a
pivot, he vaults into the air, driving both feet at your
chest. Desperately, you try to shake off the effects of
the gas. You have only a second or two in which to
react. Roll one dice. If the number rolled is less than or
equal to your Recovery Rating, tumn to 2s54. If it is
more than your Recovery Ratmg, turn l'o zy3
NI 88 TR

After a wthe your muscles begm to ache abominably.
Hand: over hand, you, pull yourself up, until every
movement is a burning agony. You have to rest — but
there is nowhere:safe to do so. In desperation you
struggle on; reachmg deep into/your reserves of energy
and determination, until at last you reach the ledge of
rock. Hauling yourself tp and over takes: the last ‘of

your strength, and you collapse on the ledge,; panting -

like a fish out of water. You are toughened by the .

climb, however < add 1'to your:Endurance Rating '’ ;’

permanently. (However, your Endurance Rating cannot
go 'above 5, so if it is-already at that level, you gain
nothing.) Don't forget . that this. addition. will also

increase ‘your Life Point total by 3. After you have - . :

rested,: you take stock of your surroundings. Looking
out over the valley, you are treated to a quite breath-
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taking view of. prehis;t"orick earth. It is virtually all
forested, ;as far as the eye can see, as if a gigantic
green blanket had been laid across the land. - :

. Behind you, a tunnel worms its way intd the rock-face;

it is just wide enough for you to crawl down. You set
off, on hands and knees, into the darkness. It becomes
noticeably hotter as you press on forward and the
tunnel seems to be sloping downwards. After a while
you notice a dull light ahead of you at the end of the
tunnel, and you emerge at a concealed alcove in the
wall of a huge caverri. The cavern rock is twisted and
contorted like a liquid that has hardened suddenly.
Stalactites and stalagmites form strange, warped col-
umns and chandeliers, sinister shapes in the shadowy
twilight of the cave. The floor is bisected by a great
chasm out of which rises a stifling heat and a reddish
glow that fills the cavern with a dim rosy light. The
chasm is spanned by a thin bridge of wooden planks,
lashed together with vines. Beyond the bridge the
floor slopes steeply upwards towards. the' cave’s en-
trance, through which bright daylight streams.

You have just taken a few steps into the cavern when
you notice something glittering iin the /dirt at your
feet. Searching in the grime, you find a large diamond!
Make a note of it on your Adventure Sheet, then tumn
to 183. _ : : i

, 89 | ;
Slash has a bowl of stew brought to:you and, if your
are wounded, the tribe’s doctor, a toothless old woman,
administers to your wounds with herbs and poultices.

89

You miay regain up to 2 Life Points. You explain why
you_have come, and Slash tells you a very interesting
story. After he returned to his own time, he was able
to convince the people of his tribe that fire could be
useful to them. Having listened, they appointed him
chief of the tribe. But there was a price to.pay. The
shaman opposed Slash: all the way and eventually left
the . tribe in; disgust, to live in the caves of Sacred
Mountain (the :volcano at the top of the dliffs). But
then, imuch to everyone’s:horror, he came back with
another. This other looked just:like Slash, and the
shaman claimed that this was the rightful Slash, sent
by the gods to punish the heretic Slash. Naturally,
Slash knew that the other was a CyberClone, but he
also knew that his people would never understand. So
a trial by combat was fought, a long and savage duel.
The false iclone was. finally knocked unconscious by a
punishing head-butt from Slash. Unfortunately Slash
had sustained. a broken leg and some cracked ribs from
a particularly nasty club strike and so, before he could
finish off his: ehefny, he passed out. The shaman
dragged the CyberClone away, leaving Slash.still chief, .
but unable to pursue the foe. Now Slash fears that the -
CyberClone is holed up in Sacred Mountain, getting
up to who knows what. You suggest that Slash should
return to Fertress Eternity where the medics can heal
him quickly, but he. insists that he cannot abandon his
people — after all, he is their leader. - :

You' will' have to go to ;thl;? ;v}::nlf:ar‘io! arid find the
CyberClone if you want its Time Beacon. Slash tells
_you that the shaman is not a warrior but a priest and
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should prove:to' be no'problem: He also: explains:that
there are two:ways to reach the caves.There is a path
upriver that leads to the top. ofthe dliffs. From there it
is an easy journey to the mouth:of the cave. at the
base of the Sacred Mountain, Afternatively, a, more
dangerous but less obvious route exists. A small tunnel
runs from the interior of the;cave and out of the cliff-
face, below the mountain. If you can scale the cliffs up
to the tunnel mouth, you'can get into the caves that
way, but it will be an: arduous climb. : &

‘Ah, ' wish I could come w;th you,z;"Sla'sh: wailé. 1
inflict some serious pain on ‘those two.” Will you go
upriver, and take the path to the caves (tumn to: 159) or
essay the near- sheer cliff climb (tum to 36}? :

90i";’:-‘. o S :

Threadmg your way through the comdors and halls of
the Fortress, you: arrive at Blade's quarters; a-white
. cross-hair symbol :on the door marks it as his. You
knock and try the handle. butit is locked. You hammer
on the door; shouting his name. No answer. Where is
he? Will; you give up looking, for Blade (tum to 128);
or search for him in the dmlng hall (tumn to 151) or the
armoury {turn to 197)? :

. 9i?

: .- 91
A nihja: yourself you are framed in mariy areas, mclud-
ing picking locks. Part of the tools of the ninjaiincludes
specialist pick-locks, and you use these:to good ‘effect: °
With a click the door springs open. Carefully you push
it open and step in..It seems deserted ~ no :one;is’
working at the Shogun Corporation today! You have
entered a, complex:.laboratory, apparently stacked to
the gunwales with all kinds 'of weaponry, from the -
twentieth.century. Rifles and pistols of,new and innova- .
tive designs abound:, Lasers, tazers and: the :latest in '
anti-personnel mines are, scattered, about, a, veritable

treasure-trove: ‘of arms. Little is. of interest to you,

however, for yours is not the way of .guns. and knives
— anyone can pull a trigger, but you have made of .
your.own body a deadly weapon to equal many of -
thoseé' in: this ‘room. There lare two 'things of interest,
however.. You notice a beautifully crafted - titanium °
disc, razor-sharp at the edges; it is, perfectly balanced
and .would make an excellent throwing star to,rival
any:of the ninja, shuriken. You may-take, if it you, ‘wish. -
You also find an area of the lab, dedicated to makma
combat drugs of various kinds. Here you find a bottle

of pills labelled ;Reflex Enhancer’. If you, want to

swallow, one of these pills, turn to 45. If you do not,
you leave the lab and carry on c_hmbmg the, staxrs turn
to 169 , - _ : ‘
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You step forward and drive, a side-kick up. al; the head
of the one on the left. As:soon as he sees you move,
he heaves: at: the other Midknight, breaking his grip,

and twists away from your strike, shouting, “You idiot!
Can't you get anything right? .-, .., . . &, -

As you bring your foot dowh, the other one backhands
you across the mouth and you stagger back, slipping
in the mud. Lose 4 Life Points. If -you still live, you
lose your footing and fall into the thire with'a sodden

:splat. The real Midknight. moves to cover you,’but the

CyberClone turns and darts away into the darkness,

leaving only the ‘echo of a sinister laugh. ‘Oh, well
done, well done,” Midknight says sarcastically, as he’

helps you to your feet. o

i
i

' ’ v i S [
‘How was' I to know who was who?', you reply-

testily. ; T T A P
Well, anyway, what was that thing that .é‘ffgékéa* me?
Midknight asks, and you fill him in.on your mission. ‘[

see,” he says finally. ‘We must find and destroy that

monster, then.” He points to a clump of trees, saying,

"You go in that direction, I'will take the opposite way,’’
Before you can say anything, Midknight rushes off; :-

disappearing into the darkness like a shade. .-

You are alone. Soméhow_ it feels better that way,
. However, Midknight has made an error in rushing off .

on his own, since you now face the same problem. of

having to tell which is which. But what's done is done
and you'll have to make the best of it. You set off in-

the direction of the clump of trees. Tum to 225.

oy
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As your-close, you kick ‘the ball of your right footup!
and around :at: the: side of his head: He:blocks with the
staff, then snaps .it 'straight down at your head. Roll
one ‘dice. If the number rolled is - higher -than-your

Defence, he cracks: you painfully on your forehead — -
you lose 4.:Life Points:If it is: less than or.equal to
your. Defence, you cross your forearms in i_‘ront_ of
your:head 1and: parry. the blow. If you are -still alive,
you are finding it verydifficult to get past'the reach 9f
his staff. You will have to try:adifferent tactic. Wlll

you concentrate. on getting . the staff away from _hlm .
(turny tor166),- or! wait: for him -:to‘attack‘lagam, then try

to:throw him{tun to 12707 - crele gl ity :

You reach the gallery- without incident. Looking down, - :
you can see that most of ‘the warehouse_floor is

covered with crates;ihunchreds of them, piled on ;tgp of .
'one another in no. sort: of order,: creating a veritable |

H . i i i . )
maze of corridors:and clearings. i .
maze,

;-:Enteﬁng; the! nearest_d‘obﬁ as silently as yoq can, you
'now -find: yourself in an empty room. Doors, lead. off -~
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on either side, and you thread ‘yoﬁf way through
'several rooms, some empty, others full of . filing cabi-
nets, papers and office paraphemnalia of the period. Still

you haye met no one. Soon you comeito a large office-
| with a'quy slumped outside the door. It is another.
- guard, quite dead, probably from a broken: neck. On'

the door a gold-painted sign reads ‘Mr Tagliani. Man-

ager’: Cautiously: you listen at the door, but you hear:
nothing. Stepping in, you meet a grisly sight. Sprawled

across a large desk is another body, a man of middle

age, dressed in an expensive suit. Judging by the'

phc?tographs on the wall, this is Tagliani himself, and
he is quite dead. It Iooks as if he was stabbed to death
by a knife or blade of some sort. A few objects litter
the desk, and you may take any or all of them. You
find a petrol lighter, a brass eagle paperweight, and a
gold fountain pen. There is nothing more to be done
i}:ere, so you decide to search the ground floor. Turn’
0144. . . :

95-96

y e e T e
There are three tightrope walkers, led by a Frenchman,
Jean-Claude Vaubin, who can . even cycle across a
tightrope while juggling at the;same time. Over the
next few days he shows you some useful, techniques. ;
Your martial art skills help you to learn fast, and your
sense of balance improves dramatically. Add 1;to; your;
Equilibrium Rating permanently. Flowever, your Equi-
librium cannot go higher than 5 (if it is already 5, then
you gain nothing). As you are also getting food and
rest, you may also regain up to your Recovery Rating
in Life Points, if you are wounded. After four days
you begin to wonder whether the CyberClone is
going to turn up at all. If you think you are wasting
your time and decide to return to Fortress Eternity,
turn to 84. If you decide to stay with the circus a little

longer, tum to 133. ‘

i

ERE é 96 - - o
Roll one dice, addingI 1 if your Fighting :Style;is
Kickboxing, Karate or Savate. If the total rolled is
higher than the CyberClone’s Defence of 3, your kick
strikes it on the, chest and :sends it bouncing back
against the wall; reduce its Life Points by your Power
Rating. If+this reduces the CyberClone to zero or
fewer Life Points, you can strip it of its Time Beacon

and return to the Fternal Champion’s'sanctum (turn to - -
.~ 153). If ithe clone still has 1 or more Life Points,



97

however 1% ]unges forward brmgmg 1ts knee up mto
" your middle;at the same time :as. it. sweeps its .elbow
down in an arc towards your neck. Roll one:dice:if the

number rolled, is:less than or equal ‘to: your Defence,
. you manage to push the knee aside with-a crossed-arm:

block:while at the same time leaning. away from: the

.+ elbow strike.:Ifiit is: higher: than your Defence; both'

" attacks strike, homeI and you 'must lose 6 Life:Points,

1 :
Assuming you are still ahve you are now closé encmgh.f
_ to,try an elbow stnke at your enemys face (i:um to'_

16:.) ora throw (tum to 173).

’ The Sumo wrestler topples like a tree, but before he h]i-s '
the. ground he fades from sight as if he had never -
. existed. Looking .around, you see thatthe boxer has
“also faded away. Then the Eternal:Champion himself )
appears from nowhere, radiant;in a glowing light. He! .
" speaks, as. if inside 'your head. ‘The! Sumotori.. was.

. ‘merely dnel of the many facets,of my. inner self, for I am’

the master of all martial arts. But you'have defeated him: -
and so have passed the test. You have proved yourself. -

) worthy to be my tenth Champion. Now rest. Tomor-

' row, meet me'in the Ternporal Travel Chamber at noon,
when I will instructyou further” Then he is gore. As .

98

ever, he is mysterious, terse to the point'of rudeness,
and uhsettling in the way he just appears and disappears,
seemingly at will. But you know he is humankind’s last
hope — he, together with all the Champions, including
yourself. Yourself .. . that's right — you are now one of
the Champions of Fortress Eternity! - o

Congratulating yourself, you go to the Gardens of
Meditation for rest and relaxation. You meditate in an
attempt to increase your Inner Strength. Roll one dice:
if the number rolled is less than or equal to your
Recovery Rating,, you may add 1 to your Inner
Strength total. Also; the day’s rest will help if you
have been wounded' Restore as many Life Points as
the number of your Recovery Rating (but you cannot
exceed your initial score). :

The next day, you make for the Temporal Travel
Chamber at the appointed time. Turn to 201.

If your Endurance Rahng is 5, the arhﬁcml 1mplant will

have no effect = turn back to 143 and choose again.
After a four-hour: operation,: you come round feeling

fine, tougher and fitter. Add 1 to your Endurance

Rating.. Remember, this will aEso add 3 to your Life
Points total. Tum to 248. CoT
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Youhave entéred a large circular ‘chamber, dimly litby -~
lights iset into: thie ceiling. Inthe: middle of the room a -
ladder disappears through a hole inithe ceiling. At the
far.end of the room, is another door. . o

R
Suddenly a TV screen onone wall flickers into life. An’
eye, filling the whole screen, stares out at ;you in black
and‘white. Then another screen lights up on the other
side.’A large: mouth appears, also in'monochrome, and
a.voice sounds from speakers set: somewliere in the
walls..’T never expected to ;see,.you -here., You have
fought. well. But you have become an annoyance ;..a .
very great annoyance.” The door at the, far end slides . -
‘open _and ‘a. Samurai - Warrior steps into the room;
wielding ‘a gleaming sword. Its armour: is shining
chrome and it reflects the light like a mirror, so that it ;"
seems to flicker like a strobe.. To your horror; you: ™
‘recogniize "the face beneath_ the ‘shining. helmet — it is
your ownl - .. . .o _31 ‘

‘The mouth laughs. My last and: best ‘CyberClone —
you!" it declaims. ‘As you can see, I've given it some =
armour; and a_sword to give it that much-needed”
edge. Now all 1 have to do is watch the fun. What a
‘pleasing diversion this will be’ the mouth of the e
'Qverlord muses, =~ E R R

AR DAY PRI I TR O WS 0 NP SR 1 EE AR,
“You will have;to fight the' CyberSamurai. Notethat it
 has: 12 Life Points. Will you wait for it to; attack, and -
“hope to throw: itt (turn to 145), try.a kick for the head! -
(turn-to232).or hope to get iniclose past the.reach of =

X Cw | ".:its blade and use your fists {turn to 101)? ST T
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The Electronic Dossier bleeps into life:as you tumn 1t
on. The screen lights up, showing nine entries.

You may examine the dossier at any time by tummg
to this paragraph.

File No. 1. Larcen Ty'Ier. Tumto 19: ' = %
File No. 2. Slash. Turn to 49.

File No. 3. Shadow Yamoto. Tumto 7y, | o
File No. 4. Midknight. Turn to z09. © . * '
File No. 5. RAX. Coswell. Tumnto 139. ' '
File No. 6. Jetta Maxx. Turn to 129. k

File No. 7. Xavier. Turn to.19g.

File No. 8. Blade. Tum to 229. :

File No. ¢. Trident. Turn to 259. Coh

When you are ready, tum back to the paragraph.

whose number you made a note of.

‘ 101 : i
You advance. The’ Samurai thrusts its sword in an
attempt to disembowel you, but you jump back. Then
it slices at your legs, and you leap high towards it, .
coming down virtually face to face in front of it. You:
smash your elbow 'at its throat where it has no
armour. Roll one dice and add 1 if your Style is Kung:
Fu or ]u;utsu If you score }ugher than 4, your blow

o 102

lands and the Samurai:loses your Power Ka:ting:in.Lifé-
Points. It;it is down, to.zero or, fewer Life Points, tum
to 191. If youfail, it backs off, avoiding your strike.

The Samurai suddenly leaps into the air with'a shout,
flying over your head. As he passes, it chops down at

you with the sword. Roll one dice. If the number

rolled is greatersthan your Defence, you lose 4 Life.
Points as the sword slices into your shoulder. If the

score is less than or equal to your Defence, you are

able to dlve to one snde "\;

In: any case, if you are;still alive, will you wait for the

‘Samurai to attack and hope to throw it (tum to 145)

or try to kick for the head (tum to 2.32)? |
i PR . o R S E | i
C o 103 ?‘ T :
You throw yourself down to the left, landmg neatly as . |
lf doing a press-up! As the Sumo closes, you scissor
one leg at his shin, and the other into the back of his -
knee, then you twist, trying to bring him down. Roll

" one dice, and you may add 1 if your Fighting Style is
-Aikido, Kung Fu or, Jujutsu. (Remember, if you want to
‘use ‘a Special, Move like a Power Strike, you must’
" decide to do this before you roll the diceto attack.} If
‘you score :higher than the Sumo’s Defence 'of; 3, you
.bring the large man crashing fo the: ground. He loses .
.your Power Rating ,in Life Points.;If, you score less
-than: or equal to his Defence, you find that the Sumo
" uses your attack to bring himself down on:top of you!
: In this case, roll one dice again, If the number rolled is

less than or equal to your Speed, you,are able to roll
aside, and the Sumo hits the floor, losmg your Power,
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: Ratmg in’ Llfe Pomt:s If thie' number rollecf is: hlgher
than your Speed, he catches :you with: an arm: before -

you can get away. You lose 3 Life Points (but the!.
Sumo wrestler also: foses: your Power Rating. in Life:
Points), If the. Sumo wrestler is. down l'o zero, or,; fewer

'Life Points, turn to 97..

‘Otherwise, you both get to your feet,and the Sumoton
charges at you again, enraged. It seems he has no'~
other tactic! You cannot. try another foot~SWeep immie-

dxately, so w1Il younow: ‘- Pooe

Leap into the air and launch a ﬂylng mde-klck at hls

head (turn to 76)7

Vi
i

| Sidestep: his frontal assault and then atfempt to throw B

him (turn to 13)?

..',-

Try to dodge aside, and counter hlS attack w1th some

punches {turn to 277)? i

.m
] f

i :‘.103 : R et

YO“ are: taken bY surprise’ and the end ‘of the s‘taff :_' .
“cracks into your face. Your head rocks back and you

* lose 3 Life Points. If you are still alive, the staff retracts:

and your opponent presses home his advantage, thrust='
ing the pole straight at your ribs. You sidestep, and he -

then whips the staff down and across at your knees.

Desperately you throw yourself into a backflip over . .

the whistling staff, landing upright just ih:time to Jean:
back out of reachtias he swings the staff in a vicious
backhanded swipe at your neck. He steps forward after

‘'you and brings the staff.down at your head in a greati

‘!",'i i':LS;‘ ..... .

"104—'105 .

twoihanded :cut! Will 'youinow- continuer fo dodge,
hoping to get in:a counter-attack soon (turn, to 136), -
sidestep and counter-attack immediately with a kick
(turn to 195) or try to catch his wrists and throw him
(h-lm t055)? _ Fh o R oot
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Moving in, you drive the heel of your nght palm at
your opponent’s chin, followed by a left then a right
palm strike, stepping, forward with every blow, forcing
her backwards. Roll one dice and add 1 if your Fighting
Style is Kung Fu, Savate or Jujubsu. You must beat the
CyberClone’s Defence of 5. If you succeed one of
your strikes gets, through and' she loses your,Power
Rating in’ Life Points. If you fail, she gives ground,
batting your, punches amde with her hands ‘and

forearms. : o SR S

1f she'is down' to iero or fewer Life Points, tumn to 5a.
If ‘she is still alive, she leans back, away from your

‘hand, ‘and snaps her right foot up at your head in a

straightthrust kick. Roll one dice and, if it'is greater
than your: Defence, you Iose! 3 Life Poirts. Otherwise,

she misses: !

‘What will you try next? Wlll you attack w1th a series
-of kicks (turn to 279) or close with her and try a throw
(tum to 2.47)7 5 g |

105.:" : |

As your fist hurtles: down towards. him/ the Cyber-
Clone, catches your wrist in one hand and grabs your
upper; amm with the other. Then he turns and gives a :
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heave, throwmg'you head first sinto the: ‘ground 1You
“ lose 4 Life :Poitits.  If-'you rarei:still ialive, “you- drive

forward - through ‘the! mud, < just- avoiding; Midknight
- - who is leaping up. irf the air and stamping down: on

' the spot where you were moments ago. Desperately:

you scramble to your feet and turn‘to face him — no

‘flashy acrobatics in this rain and:mud. But the clone is
not following ‘up his attack. Instead he stares at you'

‘ oddIy Tmn to 237

The battle with the Slash clone hae reached .a crltrcal

stage. Both iof you .are; sweating ;profusely in,.thet

. humid \closeness of the .Java-heated. cavem, as- you:
- circle each:: other: warily. : Suddenly your . adversary

. jumps: forward.and brings his club down'in.an overhead.

. smash aimed at _your head. Roll one dice and if the:-
- number rolled is higher than ‘your Defence, your. at-.

“tempt fo sidestep his attack fails;: and you take a
crushing blow to your shoulder; lose's Life Points. If it .

s less than or equal to your Defence, you step mrnbly’-

to the left as his club smashes the ground where you

. were just standmg

v = ,]i:

If tyou aré’ atill ahve ydu swmg your nght leg up and
across in an arc from left' to right; cracking the side of! -
_* his head with the heel: of your foot beforé he can:dift’ -

1.

.167..:_'~

his club again. The giant'neanderthal clone, falls.at last.
Part of his face has come away, under the force of your
blow, revealing delicate ‘machinery as; well :as.;facial -

muscle. “What dn abomination: these half-man,” half-

machine creattires really are. The Ovetlord has alot to
answer for. Searching the body, you find-a small black
box -with ‘a-buttor. on top: — the CyberClone’s Time
Beacon. Note that you have lt on: your Adventure .
Sheef. : :

You make your way back to the v1llage where: the
people welcome - you joyfuliy Slash thanks .you for
helping him and his people, as well as congratulating
you .on ‘a mission well accomplished. Saying your.:
farewells to the twenty-fifth. century BC, you actlvate-’ |
your Tlme Be'acon Tumm' to 153h codie g g b

ﬁThe walls here are shmy and c0vered W1th rnould and'
the vaulting casts Jong, gloomy shadows. You can hear .

the sound of running water; it is. coming from under"

your feet..Glaricing to one side of the corridor, you see -
: a metal grating out of which a dank draught is blowing.- o
‘When you take a torch iand step oni to theigrating, you ..
+find yourself gazing down into a huge, flooded chamber. -

o
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" You remember hearing how the arena was sometimes’

flooded for mock sea-battles. Obviously this water: is

punped up to: the arena floor on such occasions. i

Suddenly a sharp sound comes from further down the
tunnel: it is the scrape of a2 metal boot on stone. If you'

have a ‘Roman legionary’s breastplate, turn to 152.
Otherwise, turn to 182. «

' 108 P ;"-':" B
You feel a rush of air on your cheek as ithe knife
arrows past your face. It slams into the ground, where ;

it explodes with a bang. Blade turns around, his visor

glinting in the brief flare of the exploding missile.

Getting to his feet, he says angrily, 1 see I'll have to

deal with: you myself before I blow thls place to

oblivion.’
“And you with it, you pointout. -

1 am quite ‘prepéred to die for Thy creator, the Over-

lord,” the CyberClone replies, flexing his fists., You'
. realize that Blade is big and powerful, but he looks

' quite slow. Note that he has 12 Life Points. .

Suddenly he breaks into a run and charges towards .
you. As he gets closer, his visored face becomes a -

mask of rage, and'he screams in wild fury, flailing his
hammer-like fists. This looks like an all-out effort, ia

109

tornado of violence you will'be hard :pressed to deal
with. Will you back up and. concentrate on parrying
his attacks until his assault peters out (tum to 74)
wait and . then try:.to throw, him (tum to 16y), or
meet his furious attack thh ‘one: of your own (turn

to: :'74)? oo N " o k

thhhng Style Aikido - :
Time-zone of origin: AD 2101, London i i
Appearance: Regal and dignified of bearing, his: face is

cleanly - handsome. However, the. rest of his 'body

“appears to be in an advanced state of decay And his .
;eyesarered.‘-'wu R ; :

Mannerisms: If you could gaze at Midknight's fnghten-
ing red eyes for long enough, you would notice that
he never blinks. He is studied and careful in; his
movements, reserved and thoughtful.

Speech Churhcteristics: Midknight speaks W1th a rich,
bell-like voice, using precise, clipped grammar..

Likes/ Dislikes: Midknight hates the sunlight an'c{?;vﬂl go! .
out during the day only if he: has to.iHe also hates -

!
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garhc andvis mncomfortabie; in; the presence’ of CTOSses
(this last dislike is-Jargely psychologlcal +as Midknight
. is not:a true vampire). He loves fresh blood, provided
~ he can get:it without harming anyone. He; is a; brilliant
~ scientist but has sworn never to work with magnesium
again, ever ‘since ‘his. unfortunate encounter with a

- magnesium :stake. He hangs' around: with:: Xavier —

together they work onv-various projects whenever they
can. ‘Xavier is the only other Champion Midknight
. speaks to, other than making polite conversation. Mid-
- knight keeps himself to himself. Indeed, most people
. would have it no other way, for Midknight makes

. people feel uncomfortable, what with the rotting flesh, -

the fangs and blood-red eyes. Xavier, .of .course, rather
enjoys this side of deknlght $: character LR

Notes Ly ISR

Midknight constantly- yeams for fresh human bIood
and he controls this urge with an iron will, for he has
. sworn never to kill a person for their blood.:Sometimes
his vampiric side becomes too strong and, he. will lose

control momentarily. — his; eyes will redden and his
- fangs extend; etc. Fortunately, he has never.completely -

lost control — yet. In the: past Midknight has avoided

- .the magnesium stake, and is very close to.a break- -
‘through in the curative process. If he is successful;
- thousands of human lives will be saved. The Overlord .
hopes otherwise, .If he can replace, Mldkmght with
~ another M.ldkmght under. his control,; the QOverlord:
would institute a relgn of:;terror with Mldkrught as

prince of vamplres
¥

“When you are ready, turn back to 100. i

‘e
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A THRRAE ¢ 7\ ; :
Entering a long, sparsely furnished room, your gaze
falls upon several' dozen men; stretched out on simple -
wooden beds. All are sorely wounded and are moaning -;
or mumbling about their ‘condition in: voices of sullen
complaint. To one side you see a gladlator who must
recently have) been ir the arena; he:is’ having 'the |

stump ‘of one arm bandaged by a surgeon. : i, i

You ‘wait, to speak to the surgeon.. ‘The gladlator" %
finishes having his bandage, seen to. As he turns to go
past you, you murmur: ‘Sorry about the arm.’

He shrugs. “You should see the other bloke: Bandagmg
won't do him any, good He gives you al wry gnn and
walks' off S

“What 'are 'you washng my tzrhe for? thé surgeon
demands, looking you up and down. You've barely a_
scratch on you! Here, take this . ./ He thrusts a herbal
tonic into your hands. With other injured men waiting,
you have no choice but to drain it down hurriedly. :
Immediately a wave, of energy: pulses through you,! !
and you restore your Recovery Ratmg in Life Points.
‘Come back when you've taken a real injury!, snaps the
surgeon. Next' S L F TR LA

As a ' hulking' great fellow wnth a pulvenzed face. comes
trudging over for;treatment, you leave the room and
continue along the comdor Turn to 33 s
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The flght pﬁ?parahona ‘foom 'is basmally a thangmg;

room. An official is waiting there to brief you. He: 5

explains the rules, to you: ‘The rules are that there are
no rules. Anythlng goes. When_the bell rings, you
keep ﬁghhng until ‘only one . .of 'you. is left standing,

OK? He seems. quite bored with it all, but you can *
already feel the adrenalin rush of imminent combat, At "
730" he leads you out to;do battle. You jcome out :
through a tunnel into the ring. The dome rises up * |

above you, gallery''upon gallery.: The place is even :

fuller than before, and the hubbub is deafening: Around . -

the ring'a-great crowd has gathered, vying for ringside:

seats. Huge 'TV screens show. your image to the
thousands of watchers — you can watch yourself walk-

ing into. the iring. Camerds zoom,in on your face, so.
you smile gamely. The: crowd cheers: and ‘boos, iin'
roughly equal proportions, Suddenly ‘an iron portculhs :
slams .shut over ;the: way, out behind, you. A voice 5
bellows out. over the loudspeakers announcing, who |
you are and what your style is. Then afigure. walks
intothe; ring, on,the: other side, from another tunnel |
similar ito yours, The commentator, announces him as
‘R.AX. Coswell,; Cyborg champion of the domeianda
bell rings. You move:towards the centre of the ring, as |
does your opponent, - until you are near enough to .

i

talk.+ “So, -another poor fool tries. to challenge my .

power,’; the clone: boast& 'What makes you tl'unk yous ?:':ii |

have a chance? !

Ill show you, is ybur reply He ’narrow*s hxs eyes at7;'1 ‘

thiis: and {readiés. himself: for battle, facing you,.right
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side og'n,.hii's fists fte]d up" ina bqké}'é gltard Note that
R.AX has 15 Life Points (because of his protective
armour plates). R .

Will you wait for him to make the first move, and
hope to counter-attack (turn to 35), move in and try
some punches (tun to 188), essay a series of kicks
(turn to 164) or try to.get in close and grapple (turn
to 5307 S S

'

; )
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112 :

Without w’amintg,ﬂ you execute a side-kick, catching
the left-hand guard on, the chin and sending him flying
! backwards, already out cold. The side-kick enables you'
to lean into the right-hand guard with the Test of your

body, and you drive an elbow against the side of his
head. He drops, poleaxed, before the other guard has

even hit the ground!

g v i

Congratulating yourself on'your skill, you cautiously

enter the dim interior of the warehouse. It is strangely
quiet. Looking around, you see that the upper floor
consists of offices and a gallery surrounding an open

- central area that overlooks the ground floor. Beams

‘and; pipes criss-ctoss ‘the ceiling; of the :warehouse,

- 1a3

creating a- web-like . structure of wood: and steel,
wreathed in: shadows.: It seems quite:deserted. Near -
by, a stairway leads to the upper: floor.: Ahead of you,
a door leads to the.storage area of the warehouse. Will
you go: up the stairs (turn to 94) or check out the

T

ground floor (turn to 144)7 i

' - w3 .
You step forward and drive: your: fist at the boxer’s
face, but he blocks then counters with a righticross.
You are surprised at his speedy reflexes and have no
time:to avoid or block the blow. You stagger back,
your nose bloodied. He has a powerful punch: Lose 3
Life Points. The boxer closes in, a triumphant look on
his face,: but you somersault backwards out of range. It
is obvious that he is a master of fist fighting and you

" cannot ;match him in this area. You'll have to try a
different tack. What will you do.now? Will. you:

Waﬂ: for hlm ‘t6 -attack, ‘then coimter" with ;a throw

(hlrn'l'0194)7 L ": L ! : oL .’
“Try some 'highikickskt“o his head (fumn to 223)7" .

Try some low kicks to his legs (tiurn to 291)7 !

[
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. Slash'has a bowl of stew: brotight to iyouriand, if ;you
are wounded, the tribe’s doctor, atoothless:old womany,
administers to your wounds with herbs and poultices.

;- You may regain up'to 2 Life Points.-You explain why
~ you have, come and Slash tells you a very interesting.
story. After he returned to his own time, he was. able
to persuade the people' of his tribe how useful fire

could be. They listened, agreed, and appointed him
chief of the tribe. But there was a price to pay. The

 : 'shaman’ opposed Slash all the way, and finally left the
! tribe in disgust, to live in the caves of Sacred Mountain
~ | (the volcano at the top of the cliffs). But then, much to

" everyone’s horror, he came back with another. This

other looked just ke Slash, and the shaman claimed

that this was the rightful Slash, sent by the gods.to
punish the heretic Slash. Naturally, Slash realized that

the other was a CyberClone, :but his people: would
never, understarid. So a trial by’ combatwas. fought, a -
. long and punishing duel. The false clone was finally.

knocked unconscious by .a punishing head-butt: from
Slash. Unfortunately, Slash had sustained a broken-leg -
and some :cracked ribs from .a particularly nasty .club. -
strike and so, before he could finish his enemy, he -
passed out. The shaman dragged the CyberClone

, away, leaving Slash still chief but unable to pursue his

foe.. Now Slash fears. that the CyberClone is holed up
- inj Sacred -Mountain:'and’ getting up to who knows
~ what. You suggest that Slash return to-Fortress Eternity

Bt TR

You will: have :to"igo ito the ‘volcano” and findthe -
CyberCloneiif you:want its Time Beacon.Slash tells; -
you that the' shaman'is not a warrior but a priest; and
he shouldn’t be:a problem. Slash also explains that -
there are two ways to reach:the caves. There isia path !~ -
upriver that leads to'the top of .the:cliffs.' From there it
is an easy journey to.the mouth ‘of the icave at ll'he .
base of the Sacred Mountdin. Alternatively, there is a
moreidangerous but less obvious: route:: Assmall tunnel
runs from the interior of 'theicave and out of theidiff-
face, below the mountain. If youican scale the cliffs up
to the tunnel mouth, you can get into the caves that
way, but it will be an ardudus ¢limb. . . T |
‘Ah, T wish'! could come with you,’ BémoahslS‘ash.' T
inflict some_serious pain on those two.” Will you go:
upriver and take-the path to the caves (turn to 159) or -
essay the near-sheer cliff climb (turn to.36)7 ..

_ Vieg el
;R

- where the medics'cantheal him quickly, but he insists; -
that he cannot abandon his people —-after. all, he: is .,
their;leader. H SEIEN ! SR R R A F'

:.%I':he,-C'):‘rbErCldne:‘bf Jetta iMaxX!slumpstd‘ the floor of - '
‘the circus, tent; ‘defeated! at last; The body begins to . |

: £
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spark and crackle; :blue.' fire playir\'g“ up and down its

limbs. Quickly you search the cyborg and find what.

you are looking for: its: Time Beacon. Make a note of
it on ‘your Adoventure Sheet. You hurry back to the

caravan, where you run into the weal Jetta Maxx,

stepping out, rubbing her neck and coughing. She:
thanks you gravely for saving her life and wishes you

luck on the rest of your mission. You make your
farewells, then :you activate your own Time :Beacon, :
signalling the Eternal Champion to brmg you back to 2

the future. Turn to 153

T & (¥
Hey, you' What are you doing here? the sentry calls
out in a brusque voice. This area’s off-limits to the
general public. Lo

Rather than get embroiled in squabble you nod to
show you understand, and hurry off along the other
fork in the tunnel. Turn to 226.

| ;_ K oy . P fe
From the stairwell, you: note that the Conference -

Room was on the tenth floor. Not knowing how'
many floors there; are, you set off resolutely up the

: v *”'.

- ) ‘_'1‘18—119&:: :

stairs:. After some fen imore floors; you begin to feel -

slightly:out of breath, but you: are. supremely fit;and

the exercise will do you good: When you: reach the ] s

twenty-fifth floor,. you come across a door marked

‘Research Labs ~ Entry. Prohibited”. You try the handle

experimentally. Not - surprisingly, it:is locked.:If you
want to try to get into the lab, tun to £8x If you

decide .you do not have the time and. prefer to hurry

on upwards turn to 169

You pldce the elecfromé plck lock whlch' ybu found in
Midknight's lab over the slot. It fixes itself into: place
and begins to click and whirr. Some ‘time passes and
you-are just beginning to think it will not work when
a‘light winks on, and the door slides upwards with a
mechanical hum. ‘A rushiof hot"air gusts out' of the

dark opening. before you ,You can mow enter the .

factory Tum to 99

R “‘[E -

119

L

You realize’ 'you ihave made a mlstake You versaved

:Larcen but failed to get the CyberClone’s Time Beacon. -

The ﬂames 1gmte the ‘alcohol and the Cyber‘Clone
“goes up like a fireball!’ Unfortunately, the flames spread
to the warehouse as well, and you.and the real Larcen
only just manage:to get out in time, Standing, outside, -
‘you .watch as the warehouse turns .into. a raging =
_inferno., 'Well,” ‘Larcen, says, ‘T ‘guess that’s Tagliani’s =
_operation fixed: for. good. ‘You didn't get his Beacon
:though, dld;a? That's gone up in flames as well’
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The Chlcago ﬁreﬁghters arrive on’ large red fi e-trucks
Time for you and Larcen to leave. T R

Later, after you have activated your ov'.:n Time Beacon
and returned to Fortress Eternity, the Etemal Champion

berates you for your stupidity, .reminding you what
your mission really is: “Your failure has cost us valuable
time. You will have to continue your quest immedi-
ately. Bring me the CyberClone Beacons!” Turn to 4

Vo i ": 120 T :
You race out of the armoury and along a corridor. The:

tracking blade chases after you but cannot catch up. ¢
After a short time it runs out of fuel and clatters to the.
floor of the corridor. Quickly you sprint back to the

armoury, but a sudden loud explosion reverberates
throughout the whole Fortress. You are too late: the

cyborg Blade has set off his bomb, destroying himself -

in the process. The walls shudder and shake ominously,
as if a massive earthquake had struck. There is another
explosion, more powerful, than the first, and the ceiling
starts to cave in! Great cracks appear in the floor, and.
roaring flames leap up out of them. The whole Fortress

is collapsing, and it is not long before you are crushed '

beneath a heap of rubble, killing you instantly. It is all
over and the Overlord w1ll ‘rule the world for
evermore'

E’: t T

ot

. 131
Pushing the door wide open, you step down some
moss-covered stairs into the light, glad to be out of’
the punishing wind and rain. You enter a low-ceilinged

B T £1 1

stone' chamber. . Behind several iron ‘gates -round ‘the
walls you can see stone coffins, some obviously hun-
dreds of years ‘old. Other stone coffins stand in the.
chamber itself, but they have been'turned into workta-
bles and desks; the tomb is being used as a laboratory
of advanced design. Computers and :scientific equip-
ment are all over the place but there is no one here, it
seems.. Searching through some papers, you discover
that it is indeed Midknight's lab. You also notice that
one of the coffins has been left open and, looking
inside, you see blankets and a pillow. This vampire
virus must be really getting to Midknight if he’s taken
to sleeping in coffins now, you thmk wryly to
yourself. ‘ : o

Looking around you ﬁnd two ;artiéles of interest. The
first is a small, flat rectangle of metal covered with
tiny spikes and flanges on: one side. It is an Electronic
Lock Pick, one of several projects Midknight has been
'working on., If you wish to take it, note it on your
Adventure Sheet. The second is a bottle of red liquid,
labelled ‘Muscle Tonic'. If you want to drink it, turn to
'282. Otherwise, |there is nothing else here for you to !
do, so you walk back out of the chamber into the
wind and rain. Outside the crypt, a path cuts through
the cemetery. Will you follow the path (turn to 14) or

. investigate that part of the !cemetery lying on the

other side of the path (turn to 213) ¥ ) .
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You make your way ‘through the trees towards the
sound of growling. Suddenly you hear a scream that is
definitely human — or almost. You hurry on and burst
out of the trees into a clearing, to be greeted by an’
unexpected sight. A large beast, like a giant hyena but
as shaggy as a bear, is-growling and snarling, poised
to leap. Its intended prey is a girl child, clearly of
Slash’s race. She is standing behind the protection of a
fallen tree, gamely wielding what is nothing more than
a sharpened stick. Cowering behind her is a small boy,
no more than five or six years old, also of Slash’s race.
The girl is shouting something in a language you
don’t understand, but the meaning is clear: Help!

The beast, a wolf-hyena the size of a modern horse,
slavers hungrily and takes a pace towards its next
meal, staring at the girl with relentless, predatory eyes.

Will you help them (tum to 238) or-decide ‘that your
mission is too important, and head for the camp-fire in
the valley below (turn to 24)7. C :

- CA2% AR _
The biting cold freezes your lips together and blights
your hands and feet with frostbite. You run as fast as
you can towards the factory, but;you are growing
weaker; lose 3 Life Points. Tum to 48.

£ . 124 - y
The old man’s eyes widen and he nods vigorously,
practically snatching the diamond out of your hands
(cross it off your Adventure Sheet). So pleased is he that

' sl
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“he gives you two draughts ‘of the potion. Note down
the Celestiaf Elixir on ‘your' Adventure Sheef, and that it
. “has two uses. Each time you use it,'you'can add 1 to
- your Inner Sl'rength total. Now turn to 38 :

’/ﬂ}a'ﬂ -2

You mlstlme your attempt to catch his foot and 1t
slams into, your chest, propelling you backwards. Lose -
4 Life Points. If you are still alive, your opponent,

chuckles moronically. “You mlght as well glve up now4 :

scumbag he jeers. 2

: i

Will you'now move in' and try some punches (turn l"o '

188) or a series of kicks (turn to 164), or will you try,

to get in close and grapple w1th hlm (l'um"co 5300

31:6-&;27‘-‘ ‘

W e i s
HaIfway up, your ‘grip on the: dramplpe shps ancf you
topple backwards. Lookirig down, you:see the ground,
rushing up_to meet you at an alarming.speed. Lose 2
Life Points; If you are istill alive, you: pick;yourself up
rather sheepishly. If you want to try again, turn back
to 211 If you have been put off the idea of climbing,
you can sneak round to the back and see if you can
find a way in there (tumto 68);7or you can walk :
boldly up to the guardsiand use surprise to try and:
take them out with; as hbtle fuss as. p0551ble (turn
to 165) Cy

He SWeeps the staff towards' your Iegs, but you }umpij
over it. Next he strikes down.at 'your‘neck, but you
step back to-avoid the blow. Then he swings the: staff
high at yourhead, ‘and: yot dive fofward, ;throwing |
yourself in a sideways roll at his legs. Roll oneidice and :
add 1 if your Style is :Aikido or Jujutsu. If! you score
higher than the CyberClone’s Defence of 4, turn to 262.: -

If you score less than or equal to his Defence;he manages - -

to, leap over your body: You, roll past him‘and get to’
your feet as -he: tums to: face you: Will you concentrate.
on getting the staff away from him (turn to 166) or close”
in and ‘attack him with fists and feet (turn to'g3)? = . :
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- You are mulling things over in your mind ' when:a
sudden loud explosion reverberates throughout . the
whole Fortress: the walls shudder and shake ominously,
as if a massive earthquake had struck. Then another
explosion takes place, more powerful than. the first,
.and the ceiling starts to collapse! Wide cracks appear in
the floor, and roaring flames leap up out of them. The
~ whole Fortress is crumbling, and it is not long before
- you are crushed beneath a heap of rubble, killing you
instantly. Somebody has sabotaged the Fortress and
you were too late to stop them. It is all over and the
Overlord will rule the world for evermore!

i o JetaMaxx
* Fighting Style: Savate/Pentjak Silat

* Time-zone of origin: AD 1599

Appearance: Blonde and beautifil, dressed as a‘circus -
acrobat, but with razor-sharp discs at wrist and ankle

Mannerisms: Cold and; distant, :but also efficient ;anzi_ _

- business-like g

L 139

IR

Speech ' Characterisfic: Deep, ' $urprisinglyl warf 'voide,

with heavy Russian accent

Likes/ Dislikes: Hates monarchies, kings and queens and
any despotic tyrants. ‘A; strong idealist, and fanatical
about fulfilling her mission. She has formed an attach-
ment to Larcen Tyler, who is also an idealist. She
dislikes Slash,; who seems brutish to her, and she
detests Midknight utterly — she cannot see him as
anything other than a vampire. ;.

Notes ; ,

Jetta was active as a revolutionary in Russia, plotting
against the tyrannical Tsar. She was forced to flee to
Indonesia, where she leamed Pentjak Silat to add to
her: knowledge of Savate.. Going undercover as a
circus acrobat in China, she met up with other revolu-
tionaries and planned a return to Russia. However,
agents of the Tsar caught up with her in China and -
arranged for her untimely death in a circus ‘accident’.
Now she has returned to 1899 and has avoided her
death. She is preparing for the great Russian revolution.
With her knowledge of the:future,'she hopes that the.
revolution will now be altogether much more peaceful
and bloodless, with a safe transition from monarchy to
democracy. Thus:Russia will never become. a totalitar-
ian state, ruled by men like Stalin, and:so millions of

i lives will be saved. The Overlord hopes ‘to prevent
; this — Stalin being one of the Overlord's role models.

When you are ready, turn back to 100. |

I
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The Eternal One sends you back into the: past and for
a few seconds you feel a sense-of .dislocation and
nausea. Then you:find yourself in; the dark, shivering
with cold. You are buffeted by a chill wind that seems
to reach right inside you and grip your:bones with
frosty fingers. With a thrill of horror, you realize that'

you .are standing inside a cemetery. Behind you a .

broken iron gate hangs drurkenly, créaking rustily as
it swings to and fro. Near by, an old oak tree rustles
eerily, its branches shivering in the cold breeze. Tomb-
stones loom out of the dark like grey shadows, dimly
lit by the streetlamps that mark the perimeter of the
cemetery. Their bright electric radiance barely pen-
etrates the gloom that seems.to hang over the grave-
yard like a shroud. You notice the smell: a: stench of
wet earth and unwholesome decay. To make matters
worse, a thin drizzle of rain drifts down, coating you
in a dirty. dampness. Looking up, all you can see is
utter blackness; clouds cover the sky. A sudden rum-
bling -crash of thunder rolls across the heavens, and =
you start in surprise. The place is making you jittery
already. I ‘ ‘ ‘

You: hear something: moving, deeper. within_the cem-
etery. With cautious, measured steps you creep forward
to.investigate, your heart thumping in.your chest like
ai ipiston hammer. The!sound grows louder, .as of °
someone shuffling about irthe mud, but you cannot
see a thing. You pause, sheltering behind a tall grave-
stone, unsure of where the sound is coming from. The
hairs on the back of your neck begin to rise and you!.
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horrors may lurk in the hidden comers of this place.

Absently, you notice the inscription on the tombstone:

‘Here lies R. Scrivener, died AD 2045,

Suddenly a bright fash of lightning illuminates the
whole scene with white light. For a moment you see
two figures, locked together in a struggle, pushing and
heaving. The sight of them fills you with terror for

they look Tike a couple of living corpses; patches of:
 bare, rotting flesh show through their tattered clothes
i and their eyes glow redly like demons, from hell. Then
the vision winks out, and everything.is plunged into,
darkness once more. A shattering crescendo of thunder*
directly overhead almost makes you jump out of your
skin with fright. You are about to turn tail and flee for -
your life when you come to your senses. The two"

figures must be Midknight and his; CyberClone, bat-

tling for supremacy. As your eyes recover. from the
lightning’ flare, you are able to make out’ where they’

are, and you move towards them, steppmg out from

behind the comforting protection of Scrivener's grave-»-‘-’

stone, dead though he may be. Turn to 70.

<._”:_ N :( I
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Suddenly you ru:n at the one with blood on hlS shoes-

and leap into the air, directing a flying, kick straight at

his chest. ‘Alriiight! shouts the other Larcen. Your.
target reacts immediately by hurling his igrappling -
hook up into the gallery. Before your attack can land, -
he pulls himself rapidly out of range, climbing swiftly, -
hand over hand. From the gallery, the clone moveswp -

‘cannot help but feel a rush of fear at'what unknown

CEE A

O ‘_;':13'-3.: ._

into the'rafters-near the’ ceiling, using:the same tech-
nique. He .disappears; out nofis1ght in the shadows 1up e
abOVE ?-“—5 I NG [ i‘.a','?f- SEE R A G R

‘Damn’ says Laarcen beside you, ‘I can’t follow hin: up
there without my own hook.” He thumps you on the
back and adds, Thanks for guessing right,. anyway.
The two of us together shouId be able to whxp tl'us

cyborg fake

E”E-' ]"ﬁ:‘}:“’i“-! ’ “rif;i E‘i‘ H .
Larcen: tell& youy; briefly what's | been gomg on. He
explains thatithe clone got-here first and killed Tagliani
and a. couple of his guards. Larcen. himself came in
through the, skylight,  using’ his grappling hook to .
climb straight:down. He tells you it's still there and "
could be'used to get up into the rafters. You niod. Wills
you now ask Larcen what ke would do if he were up -
in the rafters like the clone (tumn to 187) or tell him to
take you tol the rope (tum t0; 56)?' L - )
SHC A Hagan T |
Your foot lashes at empty air, for the CyberClone has ‘
dropped into,a crouch, He sweeps a leg; straight out :
along the. beam knocking'your other leg - out from
under’” you. Roll; one dice.’ If . the .number" rolled is -
greater, than your Equahbnum Rahng, turn to '186. If it

is less' than or equal to your: Equilibrium, you are:
swept off the beam but manage to grab it with your - .
hands as you fall. The Larcen clone makes to stamp on =

your ﬁngers but you lift one hand and grab his foot. .
You give a great heave, and he 'topples backwards |
with ‘a.cry but manages to stay on the beam. Quickly -
you:vault backup on to the beam, just as the Cyber-
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Clone is getting back to his feet. will ’ym;i wait for the
Larcen clone to attack:(tum to 21) or move forward
and launch some punches {turn to 249)?

133 C
The circus puts on a few shows, but you are not good
enough yet to do anything but be a clown. Jetta
. remarks that you make a very good one, though, and
Wang Tsung-yueh agrees. Ignoring the temptation to
change careers and become a ‘clown permanently, you

wait with ever-increasing vigilance . . . and impatience. -

One evening, asleep on your pallet in your half of Jetta’s
caravan, something awakens you. Rubbing the fog of

sleep from your eyes, you sit up, convinced that

something is amiss. From the other side of the caravan
you hear a gurgling sound — Jetta’s in trouble! Acting
instantly, you dive into the partition, knocking it flat, and

roll to your feet on the other side. In the dim light of a -

single candle, you see a dark figure bent over Jetta's

sleeping form. To your horror, you recognize Jetta’
Maxx, strangling the supine Jetta with a golden chain, -

Still half asleep, for a moment you think you, are:
dreaming and you hesitate, giving the CyberClone Jetta
(for that is who it is, of course) time to hiss angrily at you
before darting out through the caravan door. Quickly

you check the condition of the real Jetta. Her eyelids -
flicker open weakly and she gasps like a fish out of water. -
Fortunately she is still alive —just. T'm all right, she gasps -

weakly. You reach down to help her but she shakes her

head. ‘Get after her, you fool - I'll be OK,’ she whispers. °

Pausing to throw on a few outdoor; clothes, you dash

L 134-13K

out of the caravan: Several lanterns' mounted on poles
light up ithe camping grounds of the circus, but you .
cannot see’ any sign of the clone.:Casting:around
desperately, you notice that a flap of canvas over one
of the side-entrances to the big top is swinging to and
fro. Lifting the flap, you step into the tent. Turn to 46.
O A o
oamg v P :
You run forward and leap, throwing yourself in a flying’
kick at the CyberClone’s head. He reacts by stepping
back and slapping your foot down. As you land, you use
your momentum to drop on to your side, sweeping your
leg out in an attempt to trip him. He leaps up, but, as he
comes down, you drive your foot up from the ground at
his midriff. Roll one dice and add 1 if your Fighting Style
is Savate, Karate or Kickboxing. If you score higher than
his Defence of 4, turn to 51. If you score less than or
equal to 4, the clone catches your foot with both hands.
and twists, viciously. The pain is excruciating and you
lose: 4 Lifé Points. If you are still alive, you roll in the
direction in which he is twisting, tugging your ankle
from his grip. You get to your feet, limping slightly, and -
the CyberClone turns to face you. “You will have to do
much better than that!” he mocks. You look around to see
if the real Midknight is near by, but there is no sign of
him. You'll have to deal with this on your own. Will you
now try to grapple and thréw him (turn to,43) or try:to
get in close and use your fists (fumn to 2967
> E ; o s .
P 135 P Py
Seconds tick by in silence. Your: opponent’s eyes ..
flicker for a moment, then she runs forward and flips, -
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throwmg herself hlgh iinto - the air. She somersau!ts-

then hurtles down, towards you, screaming wildly, left.

leg extended in:a crushing kick aimed;at your head.-At
the last moment, you:throw yourself on,to your:-back
and drive both feet up to meet her, hoping:to propel
her; over jyour head and ioff .the platform behind :you.
- Roll one:dice:— you must;beat her Defence: of 5.

’ :(Remember if you:want. to :use a Power- Strike: sor.;
~ Monkey Heart,: you must decide to: doiso before. you,
- roll the dice.) If you succeed, turm:to ay2. If you score:

“a 5 or less, she lands' on: your.:shins before ‘you, can

‘raise themi and drives: them painfully down on, tothe
wooden platform. Lose. 3 Life Points. If - you are stlllf
alive, tum to 28%. i SIS B S

i

136 oo '":'E 3

The cut at your head was a feint. The CyberClone“_.

~ pulls his staff up short and strides’:forward, driving

~ both his fists at your face with a victorious. shout: Roll-
‘one, dice. If the number rolled: is less ithan ‘or equal to

your Defence, turn to 209. If it is greater than ;your

< Defence, you are:taken in by his feint and his fists
" crash’ into your face. Lose 4 Life Points. If you are! still

- alive, your head:is driven back, and you instinctively

- throw yourself. into 4 “back-flip,” and cartwheel out of "

range Tumt087 L B

/ 137 ‘ PO
Threddmg your. way through the corndors and halls off-
the Fortress, you finally arrive at Blade's quarters; a- -
‘white cross-hair symbol’ on the door marks it as his.
" You knock and try the handle, but, it is locked_. You:

S gé_

hammer on the door shoutmg hlS name-. No answer.
Suddenly aloud explosion, reverberates ‘throughout
the whole Fortress. The'walls shudder and shake omi-
nously; as'if- a -massive earthquake had. struck.. Then
another explosion:occurs, more powerful than the first, .
and:the ceiling starts to collapse! Huge cracks appear.
in the floor, and roaring’ flames leap. up out of them.
The whole: Fortress is' crumbling: and it is not long -
before you are crushed under a heap:of rubble, killing .-
you instantly. Somebody; has’ ;sabotaged: the'Fortress,
and you,were too late to stop them. It is all;over and
the: Overlord will rule the world for evermore' |

Grabbmg Xav1er, you help hlm outr 1nb0 the cold ‘air of ’E‘

the snow plain and activate your Beacon..As you;both

fade ‘into the. timestream, the last thing you see is a -
huge ball of fire as the factory: explodes, throwmg
debris for; kﬂometres in all, directions. You also catch, <
sight.of ah a1rcraft jetting away. from. the destruchon
Tum to 300 : : SR "
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U RAX e
‘F:ghtmg Style: Muay Tha1 I(:ckboxmg ‘
Time-z0ne of origin: AD 2345, C}Jberdome

+ by

"F'

- Appearance: Half-man, half-machine, with several cyber'
~ enhancements: robotic sighting device, armour plating,-
cyber exoskeleton, etc.. . - i

Mannerisms: Walks ‘with a jerky robo~galt accompa-

nied by the electronic hum of his locomohve servo-
motors : :

Speech Characteristic: Short-tempered and‘crotchet'y, hie

speech patterns are curt, short and rude. This is because’
his cyber enhancements have left R.A.X. in constant, :

though minor, pain.

Likes/Dislikes: He tends to hang out with Slash and.

Trident, because there is nothing RAX. likes better

than a good, hard punch-up. This isn't just because he's -

a bit of.a thug, but when his, cyber suit goes into
Combat Mode it cuts off certain nerve-centres that

control the pain he feels. In Combat Mode, he doesn’t .
hurt any more (until someone -hits him, of coursel).
R.AX has developed a crush on Shadow Yamoto. He'

would do anything for her, and she knows it. He is
constantly trying to impress her in all sorts of way.
R.AX. being RAX, this tends to be in rather crass,
physical ways (Look Shadow, T smashed him’ good
for youl). On the plus side, R.A.X. is. fearless, Joyal, -
reliable and a good, tough fighter. He loves Thai food.

Notes =l iAo N
RAX successfully tretumed to: hlS own-et:me, w1thout o
the deadly software - his old boss had: had wired into
his neural net. Now he is about to; ﬁght in the final
bout - after he: has_won, he . plans to expose the, -
corrupt ﬁght-ﬁxers at the World Cyberdome. The
Overlord wishes to replace RAX and. send his clone -y
into the future, where he will betray the Eternal ~ °
Champ1on . {‘;-_ R wooh ,

When you are ready, furn back to 100. .

. _ 140 J,, o ; -
‘Walt" says the Efemal Champlon Someone 1s sxghal— :
ling to me that they wxsh to return,’ < e o

1 \
: 19

The Ete:‘nal Champlon i cdn’stanl' radlance dims for a
moment, then R.A X. Coswelbappears in the:chamber! He
is lying on the ground, barely conscious. Hisface isamess
— he has takeri a:severe beating and is covered in cuts and
bruises fromhead to/foot. The Eternal Champion calls for
the Fortress Medics; and you kneel at RAX's side. .
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- ‘What hﬁppened, RAXY you ask quietly. .

He groans but mariages'to say a few words. “The

Cyberdome . . . the owner of the Cyberdome has been
trying to get nd of me. He'. .. sent a robot against me’

in the ring ... a Cyborg vers:on of myself! Totally
cybemetic. It was too much forme ...l had to use my
Beacon to get back or it would have ]ulled me .

" it sounds as if the CyberClone of RAX. has }omed;

forces with the corrupt owner of the Cyberdome in

AD 2345. Now the CyberClone is champlon of the

dome — - just what the Overlord wanted.

: iRAX grabs your arm. *You've got to go back there -
 he says through the pain, ‘Challenge the cyborg and

avenge me!" Then he passes out. The medics arrive
and haul the battered R.A X. off to the hospital.

The Eternal Champion agrees with RAX's sﬁgg‘esti'dn:

“You must go back in time ‘to the Cyberdome and

fight the duplicate of R:AX. in the ring. Defeat it and

~ bring me its CyberClone beacon. Good luck!” With -

that he sends you into the past. Turn to 16.

: ; . 141
]etta has a word ‘with the tall Mandarin' whom she
introduces as Wang Tsung-yueh, the owner of the
. travelling show which combines elements of traditional
Chinese and European circuses.: He makes it known
that he is allowing you to join only because Jetta,
whom he evidently respects, has asked him to. .

Jetta lives in a brightly painted wooden cdravan, behind -
the circus tent, She will let you stay there with her for
a few days, partitioning the caravan with a bamboo
screen for decency’s sake; ¥

You watch. the day’s show and enjoy it enormously,
marvelling at Jetta's skill as a trapeze artist and acrobat.
During the evening meal, while you are chatting idly
to Jetta, you are approached by Wang Tsung-yueh.
Jetta translates what he has to say. Apparently he
expects you to work, just like everybody else, and you
should choose which area of circus performance you
will be trained in. Will you work with the tightrope
walkers (turn to 95), the Chinese acrobats (turn to 221)
or with Jetta and the trapeze artists (turn to 253)7

After a short while, a figure.comes striding out of the
tunnels towards you. It looks like Trident and his
green scales are glistening like polished jade in the
lamplight. ‘Let me by, he demands in a gruff croak,
gesturing towards the door: ‘I musst prepare for battle.’
If you stand aside and let him enter the inner chamber,
turn to 298. If you attack him as he walks past, turn

to 276. :
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She grins.. ‘What<have ‘you got to pay: me :with? ishe
asks. She will accept either a diamond, ‘a bag of gold
dust; or:some: Roman coins (worth a lot in AD 2%345!).
If: you don’t have.any:of these items, .or you don't .-
want to part with them, turn to 248. Otherwise; cross
the item you are giving to: her off your Adventure
Sheet. She leads you via the lower levels of the.dome. -
to.her cyberlab; it:looks like an:operating room in a..
hospital, save that machine tools and parts are hung *
everywhere ’and computers line the walls. .She will
perform: oné service for :youw:'What would: you like
done: cyber gauntlets that'increase your: Power (turn
to 25), a cyberchip brain-implant that speeds up your
reflexes (turn to 1pg) or artificial implants that will
increase your Endurance (turn:to 98} Lohn b

B i)'. i I‘
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The ‘warehouse . floor 'is littered “with . hundreds of
wooden packing 'crates, piled on:top of one another.
The crates form a‘maze of corridors and hiding places,
and ‘you miake' your way ‘carefully towards the interior. -
You notice that many of the crates' are empty; ‘others °
seem to contain bottles of alcohol: whiskeys, brandies, .
beer,; mostly Canadian in origin. 'Remembering your::’
history, you realize that this'is the time of: Prohibition -
in America. Alcohol is ‘illegal and Tagliani‘ has been
smuggling it in . . . This on top of the usual extortion,
racketeering and murder, of course. ' © . .

Aftefia few: minutes, you hear; §dll.jiidsd_ commgi from!
‘behind. a.wall- of ‘crates. You creep forward and take a
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guarded look': round the corner. Larcen TylerF And’

another man, edch circling the other warily. The other
man looks like .

.. well, Larcen Tyler! You've found
them both, CyberClone and human Champion, but.
which is which? Each has his full attention on' the
other, so you have a little time to observe. There are

few differences between them: one Larcen has lost his:

grappling hook, while the other has blood all over one

of the knife blades that is protruding:from his right :

“shoe. |Other than that, they look identical. Both of,
them even seem to be ichewing gum. If you have a'.
firecracker or a flash ‘pellet.and want to set it off, turm

to 289. Otherwise, tumtoy TR Y

s

The Cyber Samurai hops forward jand cuts dlagonaliy :

down at your neck. You step in and try to catch its

wirist with your hand. Roll one dice, adding 1 if your
Style is Jujutsu or Aikido. You must roll higher than; |

your opponent’s Defence of 4. If you succeed, turn to

290. If you fail, you grab his arm, but: the Samurai '
smashes you in the face with the, mailed gauntlet on

its other hand. Lose 4 Life Points. If you are still alive, -

the shock of the blow forces you to releasé your grip,
and you fall back from his sword thrust. Will you now

try a kick for the head (turn to 232) or get in close,

| past the reach of its blade, and use your fists (turn :

to 1o1)? s |
. 145 S &,%E.

You thrust the crucifix into the face of the iapparition

in front of you. He cringes back, raising his hand to his

- gy

face. You know that: the real: Mdicmght"has a !psych& : -‘:
Jogical aversién to the crucifix, .and that a:CyberClone : -

would have no isuchsemotional aesponses. You relax;

sure: that lt is. the real Mldkmght who sta:ndwbefore ‘

- .\‘?-"n.;‘ f E . __.. .‘!_?

you.

‘Put that thmg away,F for Heaven s sake why fio you K
keep torturing, me. w:th 1H he shouts angnly over the; :
sound of the storm T , o

‘Somry,” you say, puttmg the' cruc:lflx away sfmeeplsl‘lly,
‘but .it’s. the. only way I have of, tellmg the dlfference
between you and the. CyberClone.’ * E

“You have not found;him, then. Well nor have I Keep :
searching! .With that last comment Mldh’ught d15ap-
pears into.the mght once more. ;. RNy

‘Wait!"” you shottt at the {:op of your lungs, knowmg :
that it is better for you both to search for the cyborg’
together, but your cry is. lost in' the howling wind. -
You dec1de to mveshgate the graves on the other side.
of the' path Tum to 213 A e

Yéur'3 adversary hes unmovmg, “In’ ‘the mud The" red o
eyes. dim to blackness, much to’your. relief. Searchmg o
the body, you find, his CyberClone; Beacon. Note it, <
down on your Advenfure Sheet oo :

You set. offirsearch of ithe reaI Mldkmght When you:= Y

find him, he takes you to'the warmth of his lab, inside’ =
his family -tomb. -He thanks you for defeating' the = -

CyberClone and apologizes for not:being around when .

;
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the chips were down: Theri he asks;an unusial favour.
“You wouldn't, ummm, give me some of your blood,
would you? he asksiyou tentatively. If you are pre-
pared to donate some blood to Midknight (it-will cost
you 1 Life Point), tum to 280..If you refuse, he.is not
offended but.shrugs resignedly. You make your fare-
wells and activate your own Time Béacons, signalling
to the Eternal Champion ithat you are ready to return.
Turn to 153. -

i - i 148 , A
The last Black Orchid ninja falls at your feet, defeated.

You take time to look around. The top of the Shogun
Corporation building; is extensive, with room for some
gardens, a heli-pad and, rising up from the centre;of the

roof, a tall radio,tower climbing about another ten
metres or so into the night sky. It is an ungainly-

structure of steel girders; bolted together. At its very

top is.a wide platform, upon which is mounted a .
sophisticated satellite dish. Looking over the side of -
the low wall that surrounds the roof, you can see the -

bustling Tokyo streets far below. You are about to
search the rooftop gardens when you: hear a low,
derisive laugh coming from up above. | Pl

i

i 148 :

Standing “ori the:radio tower; platform:and 'lookin’g:
down at: you:is Shadow Yamoto! Andiher arm is not
bandaged - it, is- the- CyberClone ‘you have been
searching’ for . . v

“You frust be the Eterna] Champlons latest puppy,. |
she says mockingly. "You may be able to deal with
those Black Orchid fools, but can you deal with me?
Why don’t you climb up here, and we'll fight it out;
after I have had. the pleasure. of killing you, I'll finish
off the real Shadow. And then I will lead the Black
Orchid ninjas into a new era of ev:l dedlcated to the
glory of the Overlord"

You consider your pos:tlon You Tikve' to. get this
clone, but will she allow you to climb the tower
unchallenged? You will be ‘vulnerable on the way up,
yet:it is difficult to see how you will be able to lure

her down. Even if you enlist the help ‘of the real
Shadow, there is little chance that she will be able to
ﬁght at such helght given her fear of heights. .’ N

‘Come on, my friend,’ the clone taunts ‘Don't. tell me.
you are scared' Ah, of course you are. I tell. you ‘what,




[ give you my wo‘rd I sh:ill not attack un!‘[l you have'

- reached this platform.’ § S

" Well, you don’t have much chorce and, although you.

are unsure that the word of a CyberClone can have

any worth, you decide to climb the tower. Turn to 6L

3
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The RAX CyberClone lies motionless. The crowd

can hardly believe it and a hushed silence fills the

dome. Then they go into an uproar, shouting and
cheering ~ you are the new champion of the Cyber-
dome! You walk over to the body of the clone,

intending to search for his Beacon, but then you pull
up short. The clone is starting to sizzle and sheets of
blue, crackling energy are playing up and down its
head and torso. Suddenly, it explodes in a ball of

- smoke and flame. You are thrown backwards by the

* force of the blast. Lose 1 Life Point. If you are still

alive, the crowd gapes in astonishment .and fear, back-

ing away from the fire that is threatening to spread, as

gobbets of burning matter drop on to people and

furniture. Panic ensues and you take the opportunity

‘to use your own Beacon and signal the Eternal One

" You return to Fortress Etermty and deliver your report

The Eternal Champion compliments you on your vic-
- tory, even though you failed to get a CyberClone -

- 150-1851

Beacon. :He understands: that you did' your bestiand it
wasn't your fault.: He tells you that: thei real RAX. is -
healing well in ‘hospital and suggests you too get
some rest before starting your next mission. He grants
you a day’s rest in:the Gardens of Meditation. You .
may restore your Recovery Rating in lost Life Points -
and, if you score less-than or equal to: your Recovery -
Rating on one dice roll, you. gain:1-point of. Inner
Strength. Now tumto 4. . s o: i o

' ' 150 ' o :
The. pressure is too great, and you can feel the strength :
draining from your muscles like water, You black out,
never to_.come round. You have been defeated and

your adventure ends here.

T R L F a1 AR ‘
You are on your way | to ‘the hallnwhere the students
and champions take their meals when a;sudden loud
explosion reverberates throughout the whole Fortress. .
The walls shudder and shake ominously, as if a massive
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' eafthquéké had struck: Then'there is_'anéther ex:pldsion,
more powerful than the first, and the ceiling begins:to

- collapse! Great: cracks.appear in the floor, and roaring

- flames leap up out.of them. The whole Fortress: is
“crumbling, and ‘it is not long before. you: are crushed
beneath a heap of rubble, killing: you instantly. Some-
body has sabotaged .the iFortress, and you were too
late to stop them. It is all over, and the Overlord will
rule the world for evermoret 1 sovtir o ey

Pl
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Trident is approaching ... AF léast, it looks: like ‘Tri-
“dent, but when he opens his mouth you know 'that
~ you are face to face with the CyberClone. ‘Quickly,” it
says to you, ‘tell me where the real Trident is waiting.
I must take’his place before the final bout” It must
~ think you are one of its (Roman: allies. Seizing the

+ chance for a surprise attack, you open your mouth as -

Cifto reply, then without warning you leap into the air

‘and deliver two quick kicks to either side of your foe's -
 rib-cage. The clone gives a sibilant ‘grunt of pain and
© staggers, back, but it is not: beateni yet, Reaching to
one side, it pulls a lever on the wall — and: the metal
. grillé under your feeti dropsopeniBoth: you :and: the -
 clone are: falling down into, the darkness. of the cavern -
‘below. | S TR T CLonbi o _;_: w o

S
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Note that the. CybErClone'now;has 8 Life Points, then
decide ‘whether you :will:brace: yourself for: the drop:
(turn to:fz34)_ or:lunge .out. at- the clone, while still
falling (tumn to:284).., - % 43 - Gy S
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The Eternal Champion: brings. you ‘back to.Fortress
Eternity.. You hand:over the Beacon -to him and tell
him what has happened. Although he-doesn’t actually -
say so;iyouget the impression: that: he is ;pleasedi. by .
your success. If you, have now found three Time
Beacons, turn to 288. Otherwise, the Eternal Champion
allows yousa day’s rest in; the Gardens of Meditation.
Restore the same number of Life Points as the number
of your Recovery Rating and, if you score less than or'
equal to your Recovery Rating; on one dice roll, you*
gain 1 point of Inner Strength. Now:tumn to 4... . .

P

i SRRt NEREE I 7 SERNE T RS B AN R T
You twist your. head to one side and the staff. whooshes
over your shoulder. The staff retracts and.your. oppo-
nent.advances, thrusting. the pole straight at your ribs.
You sidestep, -and; he:then whips the staff down and
across at «your knees.: Desperately you throw ;youfself :
into a blackflip over. the:whistling; staff, landing upright '
just:in-time to lean back out of reach as he swings the
staff in a vidious backhanded swipe at your.neck. He



1585

‘sté‘.ps forward after iji)u and brings’ the s‘taff pdc')w.n‘ at

your head in a great:two-handed cut.' Wil you inow.

continue to dodge, hoping to get in a counter-attack
soon (turn to 136), sidestep and counter-attack immedi-
ately with a kick (turn to 195) or try to catch his wrists
and throw him (l'urn to 55)? ' ‘

: 4155 T O O R
The trackings blade slams into you, as you mistime

your evasion. It digs:in and then explodes, blasting a:

smal] hole in your shoulder. Lose 4.Life Points. If you
are still alive, you give a shout of agony and Blade
turns around, his visor glinting in:the brief. flare of the,

exploding missile. Getting to hisifeet he says angrily, -
‘Still alive, eh? I see I'll have to deal with you myself _

before blowing this place to oblivion.".

‘And you with it,” you point out.

1 am quite prepared to.die for rny creator the Over— :

~lord,". the . CyberClone Teplies, flexing his fists. You
 realize that Blade is big and powerful but he looks
quite slow. Note that he has 12 Life Points. . -

Suddenly 'he breaks into a run and charges- tbwarCiQ |

you. ‘As he gets closer, ‘his visored face becomes a'
mask of rage, and he screams in wild fury, flailing his

hammer-like fists. This locks like an' all-out effort, a

tornado of violence that you 'will' be hard pressed to

deal with. Will you back up and concentrate on parry-i-

ing his attacks until his ‘assault peters out (tun to p4);
wait, then try to throw him (turn to 167), or meet his

furious attack with an attack: of ‘your own: (turn -

t0274)? Pe TS FT S
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Cross off i e piomt of Tnner Strength Summonmg all
your Ki, your spiritual power, you hammer the lock
with your fist, uttering a guttural cry as you unleash
the force years of- l'rammg and meditation have given
you. The lock shatters and the door swings open. You
have made a lot of noise and so you enter swiftly, but
the -room is deserted — no one is working at the
Shogun'Corporation today! You have entered a com-
plex laboratory, seemingly stacked to the gunwales
with all kinds of weaponry from the twentieth century.

Rifles and pistols of new and innovative designs
abound. Lasers, tazers and the latest in anti-personnel
mines lie scattered about, a veritable treasure-trove of
arms. Little is of interest to you here, however, for
yours is not the way of guns and knives; anyone! can
pull a trigger, but you have made of our own body a
deadly weapon to equal many of those in this room.

There are two things of interest, however. You notice’
a beautiful crafted titanium disc, razor-sharp at the

edges; ‘it is perfectly: balanced and would make an’

excellent , throwing' star to rival any of ‘the niinja’
shuriken. You may take it if you wish. You enter an
area of the lab dedicated to making combat. drugs of
various kinds and here you find a bottle of pills
labelled ‘Reflex Enhancer’. If you want to take one of:

these :pills, turn to 45. If you don't, you leave the lab ‘

} i
! !
LS

and carry on up the stairs. Tum to 169.

iy
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The priest’s, eyes: widen .in:shock.. ‘The:; bishop- ... .
murdered?. He tums to the CyberClone.. "You will rot
in hell for this, you fiend!’ The villagers start: shouting -
among, themselves, and ;soon; they are; chanting in
unison: ‘Burn him!:Burn him! Burn the warlock; Xavier!"
The CyberClone starts to:struggle, but several militia-
men grab him and ‘haul:him outside before the: judge
has even jpronounced. him - guilty! You follow- along, .
with the'rest of the crowd. The Xavier clone is fighting;
all theitime: and it takes many men to hold him down, :
but soon they have: lashed him to a stake in the
cobbled .market-square. ‘A heap of straw and: wood is
stacked round his feet and set alight. The CyberClone
stares: silently-at you ‘as the flames rise round him.. .
Soon, he is burning merrily and his clothes and flesh
fall away, revealing a steel skeleton.. At this the wvillag- -
ers back ‘away,:plainly #errified: and now quite con-
vinced that he ust be ani agent of the devil. Suddenly,
the metal skeleton lurches out of the flames:towards
thei crowd. This is too ‘much for. them, and-most of:
them flee in’ fright. However;: after a few stumbling
steps, the cyborg collapses, smouldering. It is then that
you.realize his Time Beacon,must have gone:up jin’
flameswithhim!: . ..« . . i s oo . '

IR
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Later; after:you have activated your.own Time Beacon
and returned to Fortress Eternity, the Eternal Champion :
berates you for. your stupidity, reminding you ,of the
real nature of your mission: "Your failure has:cost us
valuable :time: You:will have to continue :your. quest

immediately. Bring, me the CyberClone Beacons. — it is' .
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_ even more urgent now. You are Xavier's only hope of
rescue!’ Tum to 4. ; g
o it 158 o '
Holdmg on to his nght arm and shoulder yod push
him down and to your left, simultaneously:sweeping
his legs out from under him with:your right leg. In
this way, you are able to slam him to the ground with
considerable force. He loses Life Points equal to your
Power Rating. If he is still alive, the CyberClone twists
to one side, wrenching his arm out of your grip just
before you can twist it into a crushing armlock. He
rolls away then leaps to his feet, panting. It looks as if

you have taken the sting out of his hurricane-like.

assault. At least it seems likely that he will have no
Inner Strength left for another ‘wild fury’ assault, you
guess, wiping the sweat off your brow with. one
sleeve. The CyberClone’s chest heaves as he gulps i ine
air.: "You scum-ridden maggot! he gasps. ‘Tl rip your
" heart out: for that! He pauses to catch his breath, but
. your brief respite does not last long when he: raises
. one arm and points at you once more with the device

~strapped to his forearm. This time, a beam:of green

energy lances towards you, and you'd better;dodge it .

if you can. Roll one dice. If it is less than or equal to
your Speed, tumn to 217. If it is greater than ,your
Speed, turn to 81 o N

159 | L
aHeadmg upnver you come at last to a mlghty water-.

'fall, a roaring cascade of white water. You are able to :

make your way up the side of the waterfall with

. !_E 160 . o

relative ‘ease until you: ‘are' level iwith'the topof the
cliff. A ‘woodland: path leads back the way you came
towards the great mountain and, after half an hour:or
so, you arrive at a wide cave moith at the base of the
volcano. Carefully. you approach: the' cave. A figure'
steps out'of the darkness; he is wearing the skirt of an -
animal, some kind of wolf,’ judging by the'fangs and
claws, and he is holdirig a carved stick surmounted:
with a humanoid skull: At his belt swings a collection -
of small skulls, bones, feathers and other trinkets of
sorcerous significance. Thls must be the shaman Slash
spoke of.

The shaman begms to chant h0pp1ng from one_foot
to the other and shaking his totem stick at you. He
make various gestures in the air, then throws some -
reddish .powder in your direction. When you move
towards him, however, he becomes quite agitated and
shakes his stick, furiously. Will you ignore the shaman
and enter the cave (turn, to 59} or decide to. pummel
him into unconsciousness (turn to 208)7

A I © -1 SRR SRR DN
You seem unable to- control iyour own body, and you
walk slowly towards your enemy. Step by step you
draw closer to him. He waits with eager. anticipation,
his fangs ready to bite. Drawing on all your reserves
of willpower, 'you force yourself to a halt. and shrug
off the insidious mental assault. Suddenly the pressure
on your mind dlsappears You have won. The Cyber-
Clone snarls resentfully, waiting for you to make the -
next ‘move. Will you try to:grapple and, throw him
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. {turn ito: 43) try -some kicks to- his: upper: bbdy‘saﬁd
. thead:(turn to 134) or.try to. get in close in order to use
| your ﬁsts (turn to 296)? : ; ST
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: You prepare for battle, but the Jetta: clone comes;l'o
_'a halt:two or three metres jaway from you, smiling.

- Suddenly; somethmg slams;into your back. and ;you
gasp in agony. The throwing knife has: turned in the
air like :a boomerang. and embedded itself in your
shoulder! Lose 2 Life Points. ‘Good old bladerang!’ the
- CyberClone laughs.:Ripping the blade out costs you
~ another 1Life Point, but you' have: to remove, it. If
you're still alive, she edges closer and,assumes a
position you recognize from Savate. She is. poised,
presenting her right side to you, legs braced wide
apart in a half-crouch, hands open and held low down,
ready. to parry any incoming attacks to the lower half

. - of her:body. She looks powerful and.fast, but she is

“:quite small. You notice that the gold chain she used to
strangle the real Jetta is! wrapped 'round her waist.
Note that she has 8 Llfe Points. SR,

‘Come' on, then, let's see what- you can do, she taunts _

‘ What w1]l you donow? WIH you . o
A Try a stampmg 51de-k1ck at her nght ;lcneet (tum?
: to 204)7 _ ao

Drive your mstep up and around ina roundhouse klck
aimed at, her head (turn to 189)7. .

Step nght wp to her and 5wmgl your erow round -at
her head (turn to 66)7 T T S ‘

:?5 lh.-:‘-_,
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Roll one idice, addmg 1 Jlf yourd Frghtmg Style is |
Karate,. Jujutsu or Kung Fu..If the;total rolled is;higher
than the: CyberClone’s. Defence of 3, you have suc-
ceeded in landing a couple of good, hard blows to its.
jaw and you can reduce its Llfe Pomts by your Power
Rating. :

If the CyberC}one is riow defeated you ‘can srnp it of .
its Time Beacon ,and return to the Eternal Champion’s
sanctum, (turn to 153). If the, clone still has 1 or more
Life Pomts, however, ‘it ‘retaliates by, seizing, you by
the throat and stabbmg its trident towards your face,
Roll ‘one dice and, if the number rolled is less than or
equal to’ 'vour Deferice, you manage to wriggle free
and jump back. If the score is higher than your Defence,
the sharp tines of the trident rake your face, scoring .
painful ‘gouges ‘in your skin, then the clone hurls you

contemptuously agamst the wall — lose 4 Life Points. If
you are still alive,.you‘can now attempt a side thrust .
kick as your foe comes: chargmg in for another attack .
(tum to 96) or try a throw (tum to 173) o :

A

RO S D .‘;163 ch T :
Wl.th each stralght armed. thrust at your head the. L
CyberClone steps in-and shouts, to: give added power -
to her. blows. Desperately you, back .up. and block,
slappmg her arms aside as qulckly as you can. Unfortu-_
nately, her attacks are corning in fast and furious, and"
a single strike gets through, catching you on the chin. "
Lose.4 Life Points. If you are still alive, the force of the
blow:lifts you off your feet and you:have to throw. -
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. yourself into a backwards somersault to'stay ‘upright.
- When you land, she visibly slows down as the power
she has invoked is: beginning to wear off. However,
shei doesn't intend .to let up ine her attacks Turn
'toz4.o‘ . .

' ‘;‘;‘!E‘w;?‘:‘? P
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You drlve a stampmg left 51de-k1ck at, lus knee then

snap the same leg at his midriff and follow up by .

- whipping your right instep. around in a roundhouse
* kick aimed at his head. The CyberClone blocks your
first kick by putting his foot on your shin, jamming
your strike. Then he slaps your second kick aside with
the palm of his hand. Now roll one dice, adding:1 if
your Fighting Style is Karate, Savate ‘or Kickboxing. If

you beat his Defence of 3, turn to 250. lf you score
less than or equal to 3, turn to 228. :

i 4
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Adopting a swaggering gait, you stride u:p"t'd the two

*-men at the gate of the warehouse. At the sight of 'you,
they push themselves off the wall and separate a little,
standing at either side of the gate. Both have a hand
- under their coats, .no doubt. grasping their guns. One

of them drops a smoking white -stick -into a'pudd]e'
where it dies withahiss.: . .~ T

"Whadda youse want? the one on the left ¢ says, eyeing

you, up and down suspiciously. Both of them have a:

- certain air about; them — ruthless thuggery, you would
call it. '

Thave a message for the boss you say P ‘“4.‘ Y

-{_r'if; ;Eesg
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The one on the right relaxes ws:bly but* the ore on;
the left is still suspicious. You decide to take him first.

Yeah?’ Who e Befofe'hfe' has ‘finished his sentence, .

you make your move — but you will have to be fast.
Roll one dice, but remember: if you know the Phase

Special Move, you must decide to use it ‘before you
roll the dice. If you roll less than or equal to your

Speed, tum to 112. If you roll more than your Speed,
turn to 270. ¢ SR e R N

Cow b 166 ., . :;{!.l
You face him sideways on, your left leg forward.
Whirling the staff, the clone darts:.in and suddenly
swings his arm round, whipping the staff at your head. _
You duck under the blow and it flies harmlessly over -
your head. He then grips the end with both'hands and
thrusts it like a sword down at your left knee. You lift
your leg over the strike, then stamp down at his staff,
trying to pin.it to the ground. Roll cne dice, adding 1
if your Speed Rating is 4 or higher. If you score higher
than his Defence of .5, tumn to 71. If not, he pulls the
staff back before you can hit it then drives the tip into
your midriff, propelling you away from him. Lose 4
Life Points. If you are still alive, will you now close in
and attack him with fists and feet (turn to 93} or wait
for 'him to attack agam and try to throw hun (tum
to 1271 C e e :

‘ ‘ 167 b
The ‘Blade clone doesn’t seem to be usmg any’ specsﬁc
martial arts technique right now; he is simply hoping
to pummel you to death mthout regard for hlS own
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- safety: He closes in,iswinging this fists ‘irt-a whirlwind
of :savage punches.: You back up, parrying with your
. forearms, waiting for the right moment to try a throw,
Roll one dice and:-add 1 for, the ferocity of his attack. If
- the number rolled is higher than your Defence, one of

.. his punches thuds into, your chest, cracking a rib. Lose

* 5 Life Points. If the result is less than or. equal to your
- Defence, you are'able to keep his fists at bay

. ' Either way, if 'you. are still alive, you l-ry to grab his

. right arm and shoulder with both your hands, in‘order
to throw him. Roll one dice; adding, 1 if your Style is
Aikido or Jujutsu. You have to beat his Defence of 3.
If you succeed, turn to 158. If you fail, the CyberClone
spins around, pulhng his arm out of your grip,’ and
steps back, panting. His attack has run out of steam.
At least it looks as if he has no Inner Stren’gth;left for
another ‘wild fury” assault, you guess, and you use a

", sleeve to wipe the' sweat: off your brow. The Cyber-'
.- Clone’s chest is heavxng as he gulps in-air. "’ ‘

" Your brief respite idoes not last: long, hOWEVGl’, for hef
' raises onearm and points with the device strapped to.
© + his forearm again. This, time,.a beam of. green .energy.

*+ lances towards, you,.and you'd better dodge it if you

~ican. Roll one dice. If it is lessithan or equal to your

Speed, tumn,to 217, If dt s greater: than your Speed

tum to 81 PR
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jRestmg in l'he Gardens of Medltatlonnallows you Eo'

. regain some lost Life Points if you are wourided. You -
. get back up to your Recovery Rating (but remember,:

g 168 _‘

you: cannot exceed your initial “total m - Life: Pomts)
You'may al§o:gain 1 point of Inner. Strength by rolling

less than or equal to your Recovery Rating w1th one
dice. - L , :

After a day s rest the Etemal Champlon summons you

to the Temporal Travel .Chamber. ‘My technicians.

have studied the CyberClone and leant much. iFrom o

its memory chips we have learnt that the real Blade
was set up by his clone, and that he ended{up in a

police. cell. Now that I know exactly where Blade is
imprisoned, I can bring him back through time to the
Fortress. I'll just let him stewya little longer as punish-

ment for allowing the Overlord'and his minions to put.

one over on him.’ : P

You worfder ‘what the Eternal One woﬁld do to y'ou if | o

you were to foul up on yoiu- mission badly enough!

“The gold card turns out to be'a Security Access Pass
to the Overlord's clone factory. Here it is” The gold
card appears at your feet; note .on your Adventure Sheet

that you have a Security Access Pass.“The pass will
prove useful when we know where the factory is; you

will certainly need it to gain entrance. For now, I still

neeéi a total of three: of the Overlords Beacons. Youi

must continue your quest.” Turn to 4. oy
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Finally you reach the thirtieth floor. The stairs beyond
lead a short-way up to a small wooden door. which °
must open on to the roof. Opening it, you step out. It
is night-time, but that is about all you can see: as soon
as you open the door, you spot a Black. Orchid ninja
standing a couple of metres away! At the'sight of you,
he shouts and leaps ‘straight:at you in a, flying kick.
Two more ninja appear behind him, cartwheeling
across the rooftop towards you. Will you step back
and slam the door shut as fast as you can (turm to 235)
or duck and try to throw the ninja over your head and
down the stairs (turn to 192)? :
. t it

. wo . i, S
The Eternal Champion sends you back to the ‘outskirts - :
of Shanghai, in China, in the year AD 18g9. You find
yourself .rematerializing under some bushes in the
middle.of a copse of trees; Looking around, you see
you have arrived inear a large meadow, in the.centre of |
which stands-a great.marquee made of: multi-coloured
canvas. The whole area is: teeming with hundreds, of
people of all ages, but mainly children. Save for a few:
Europeans,, most of .whom: appear to; be British,: they
are nearly;all . Chinese. The: teeming crowds throw out
a great deal of noise, with; many. different spoken
dialects — none of :‘which you can understand. ‘Stalls
and shops abound, selling food and drink. There are

also puppet shows, singers, :dancers, jugglers, freak -

shows and much more. Youistep: out of the bushes, ,
surprising.a man dressed in dirty ragged robes:who is
swigging from a bottle of rice wine. He steps back in
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| - shock at the snght of you then shambIes off throwmg
‘the bottle away in dlsgust g ' .

 You walk towatds the; large {'enl' dearly the circus of
' which Jetta is a member. A loud banging of drums and

" cymbals draws your attention. . Looking .over, you. see

" -a colourful paper dragon with several people inside it
leaping, and dancing to the music. A delicious smell
wafts to your nostrils from a nearby, food stall. It
-~/ makes, your stomach rumble with hunger until ‘you

“see what it is the chef is frying in his wok: snake!’

‘Probably tastes pretty good but this is not your idea
of food. E : :

You pass another stall which draws your 1nterest - a
. Chinese herbalist. The herbalist is an ancient-locking
- man with a long, snowy beard and bushy white
eyebrows. With gestures.and the few words you both
have in common, you are able to work out what it is
he is selling. Most of the potions, pastes and powders
don't seem to be of use to you except for one, which
he calls ‘celestial elixir’. The ancient one claims that a
single draught of the elixir will increase your Inner
Strength. If you have a diamond and want to offer it
. in exchange for the elixir, tumn l:o 124. If you want to
' offer a bag of gold-dust, if you have one, tum to 275.

. If you don'tihave either.of these items, or if you don't.

" want to buy the ehx1r anyway, turn to 28

1-17%

You hold out the sﬂ’ver crur.’lﬁx The one on the left
shrinks back:-momentarily, turning: his head away from '
the 'sight of it. ‘Put.it. away,.please, he:says‘in a
strained voice. The other Midknight looks at-the cross
theniat his opponent, a puzzled expression .on his face.' "
You ireplace the’ crucifix; and'the left-hand Midknight -
sighs in relief..Now, will 'you attack the one on the left: :
(tum to 92) or: the one on the right (tum to 60)7 ~

) B 172 o =
You catch her oni the’ back of her legs and she loses
your Power Rating in Life Points. If she-is still alive,

she. gives a gasp of pain but is able to throw herself .-
into’ a backwards' somersault, rolling away from you =

before you can complete your attack.:You're on your
back, but :you spring-to your feet. m ai smgle ﬂl.lld" .
mohomTumtoz61 L Fe BETR RN

b "Z:I" CoEE Ry 173! R TIETE LA
Roll one dlce, addirig. 1'if your:Fighting Style is Aikido
or Jujutsu. If you score higher :thaniyour: opponent’s .
Defence of 3, you: manage. to’ grab it by' itsi gill-like ’

B
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ears, and: slam it into the“other wall: reduce its Life
Points by your Power Rating. If this reduces the
CyberClone to zero or fewer Life Points, you can strip
it of its Time Beacon and return to the Eternal Cham-
“pion’s sanctum (turn to 153). If the clone still has 1 or
‘more Life Points, however, it bounces back off the wall
and smashes a head-butt at your face with a gurgling
roar. Roll one dice. If the number rolled is higher than
your Defence, the blow lands right on your nose,
splattering blood everywhere; you lose 4 Life Points.
If it is less than or equal to your Defence, you sidestep
your adversary’s assault. Will you now close in for a
series of elbow strikes to the head (tum to 162) or
stand well back and try a straight kick from the hlp
(turn to ¢6)? ; P

' 174

The beast is a Dire Wolf, a prehistoric predator. It hasi
12 Life Points, a Defence:of 3, and a Power Rating of .

5. You may attack first, and must score higher than a 3
to hit it. The Dire Wolf then replies, biting viciously.
Roll one dice for it, if it exceeds your Defence, it
inflicts 5 Life Points’ darnage (it's a large and powerful

predator, after all).: Continue rolling until either you -

are dead or the wolf has been reduced to 3 or fewer
Life Points. In the latter case, tumto 9. - i

~:175"1.-76%5 ‘

' SRR V4 o
You step out into the afternoon;sun. Salem is; quite a
large village at this time in hlstory iAs you wander -
through. the :central :marketplace,; you are surprised to .
find no one about. The blacksmith’s forge: is. empty,
the tavern closed and the streets deserted. As.you:
round a comer, you spot a young.boy, playing with a
ball. You ask where everyone is, and, he replies in a-’
thin piping . voice, ’Why, sir, they all be in the court- :
house, at the trial.” : . SR :

Trial?, What trlal?' you ask

‘Why, the trial of Xavier. fhe Warlock of course — who
else? It seems that the CyberClone has upset the:locals
already. Still, you will have to find him if you are
going to get his Time Beacon. Having asked directions
of the boy, you soon arrive at a long wooden hall. The
doors are open and you sidle in. Turnito 278.

; 176 ,
Roll one dice for Jetta. If the number rolled is hlgher
than your Defence, tumn to 163. Otherwise, with, each
straight-armed thrust at: your head, the: CyberClone
steps forward and shouts to: give added power to her .
blows. Desperately you back away and block, slapping
her arms aside as fast as you can. Just when you think -
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$ you cannot keep’ upragamst ‘tl'us onslaught her attacks
begin to'slow andiyou launch yourself into.a back-
"::wards. somersault,:beyohd; her reach for now.. When
you land;she visibly:slowsidown as:the power she has

* invoked wears:off. However, she: doesnt intend to . let

5 upmherassaull' Turni'oz4o CoF L edp s v

Lo

. . wy ‘ :
Brea.kmg mto a ]og-trot you set‘ off for the factory
knowing you' must generate your own' heat if you
wish to stave off the punishing effects of the cold. Roll
+ one dice and add 1 as it is so cold. If the resu]t is/less

than or equal to your Endurance Ratirfg, turn to 212. If
Vit is greater than your Endurance tum to 1:3 b

15The grapplrng hook whlstles past under you as you

¢ fall forward: over it.. Yourimanoeuvre is :a success, and
' you'drop down into a, crouch; hammering a fist :at his

gut. Roll one’dice, adding 1 if your Fighting Style is

- KungFul If you :score higher than: the CyberClone's"
"' Deferice:iof 4, you have hit him and he loses: your

" Power Rating:in:Life Points. If hie is reduced to 2, or
:fewer Life Points, tumm'to 62.. . i ldnd G

179—180 S

If you don’t‘ beat his Defence he does F backﬂjp along :
the beam, out ofi thé way:of your strike.. Either way,
will you now.move forward and. latinch some ‘punches
at him (turn to 249) or. try a lek towards hls head
{turm tow:g;;)? i ';_ : ‘ S
iy i 5’;‘ Tl d i o
Ce e 179 ho b
If your Speed Rating is 5, the, braln rmplani: will have
no effect; turn back to 143 and choose somethmg else.
After a four-hour:operation; you ‘come round feeling
fine and your reflexes have beenienhanced.*Add 1 to
your Speed Rahng, and turn to. 248 :

cuda

S
' . 4% 180 : S
Roll one. dlCC, addmg 1 if your Style is Kung Fu or’;
Jujutsu. You riust score higher than Blade’s Defence of
3. If -you succeed; your move ‘catches:the' CyberClone
by surprise’ and *you climb up him° like' a* monkey,

n
i

hammering ‘a couple of chops down at his neck.and: =

shoulder. He loses: Life Points equal td your Power
Rating 'before’ he tf\rows -you; over, hls head If you_
have defeated ljhe clone turn to 294. :

et

r'»v

If ydu miss, he uses lns other hand to plh:h you: over .

his head while you are pulhng yourself up his'leg. In"
any - case, you tum in the air whlle berng thrown |
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forward, to land nimbly-on your feet behind him; Just
~ then he spins and charges, trying to bowl you off your
feet with his shoulder. Rolk one dice, and: if the number
. rolled, is greater than your Defence, you lose 5 Life
. Points as his shoulder thuds into your midriff. If it is
. less than or equal to your Defence you are abie to
sidestep his attack. - :

If you are both still allve what w:l] you try nexi?’ WIH
you: i :

© Wait: for, him to] atl:ack, and. attempt a throw (fum
‘to 258)7 : .

Run at him, leap into the air, and dnve both feet at hlS
head in a high dropkick (tum to 44)? :

181 o
The door is. securely locked. If :your F1ghtmg Style is
- Ninjutsu, turn to:91. If you have an Electronic Pick
Lock, tumn to 22. Altematively, you can try a Power
Strike to smash. the lock, if you know that: Special
Move; tumn to 156. Otherwise, you have no way of
opening the door — even a well-placed kick will not'
work. You continue upwards Tunto 169. ., .

: -1:8:}5‘ .
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A harsh, reptilian howl tips out of the gldom;igiving
you a split second’s warning. Your head snaps around
in time to see a huge green figure charging towards
you. One of its arms ends in a lethal bronze trident
that is aimed straight at your heart. Roll one dice and
add 1 because you are unprepared. If the:total is less
than or equal to your Defence Rating, you manage to
throw yourself to one side:in time ‘and the Cyber-
Clone’s attack scrapes harmlessly off thesbare stone |
wall behind you. If the total is greater:than your
Defence, the trident inflicts a deep cut on you and you
lose 4 Life Points. ; o

Before 'you can launch a counter—attack the elones
mouth widens in a hideous, lipless gash that must be
its attempt at a smile. ‘Let uss take thiss fight into my
clement,’ it hisses. Reaching up, it pulls a‘hidden lever
on the wall of the corridor and the metal grating drops
away from under your feet. Both you and, the clone
plummet down into the unlit cavern below.

Note that the CyberClone has' 12 Life Points, then :
decide whether you will brace yourself for the drop
(turn to 234) of lunge out at the clone while you, are
both still falling (turn to 284). Lo

A ANIE

213
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A bnght glow illuminates the; darkness ahead and ia
rhythmic banging sound begms In-the: middle .of .an
open area in the cavern you stumble across the Cyber-* ~ =
Clone Stash. who is working over an. anvil, hammering' -
at something: The light is;coming from i large fire he .
has ‘built: The. Slash clone appears:to.be making iron " -
weapons! Withs thisiadvanced technology (advanced for - ; :
this time, that is), the.clone will be able to'take over from
the real Slash all the more easily. The. CyberClone
turns’ to plunge  the sword: blade, he:was. working on
into a pool-of water and looking up, sees you. :

; _ - g Instantly “he. dmps ‘the ired-hot. blade" and grabs his

- ey R massive spiked club.<'So; the Eternal Champion is still:
2 /AT SRR trying ‘ to ; meddle* in-:the: plans: of my' ‘master,’ the

=% 3 4 Overlord; the clone says. “Well, I see that I shall have

Aot o ) £ to eliminate this problem once:and: for all.” The clone

oo b 'S / Wy 1) . may look identical to. Slash,: but-he -certainly doesn't .
/L prs7a g A — talk like a neanderthal!. You ready yotirself for battle as |

: {8 \ ; - the Slash ‘clone’ advances readymg his club to strike.

N S : - Note that the Slash- clone has 12 Llfe Pomts and a;__" :

R o FRW (I \) i Power Ratmg of 5. o _ R

e

SR 0l A AR _ Suddenly he:screams, a wﬂd pmmhve howl of rage,‘ PR
s 4 Ly andcharges at you. He leaps into-the. air and spinstto
Z ( the:left,- whippinghis club around in .a murderous arc:." -
=\ | at .your head. You ‘manage 'to 'step: back just in time..
C X and the club whistles past your face. You are aboitt to "
- counter-attack when the: clone throws- himself into.
, _ another spin without pausing, swinging ‘the club with - .
S ] even ' greater force and speed at your upper body. Will =
you step forward into the arc;of his swing and try to-".
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" block his forearm ‘with. yours ({'urn 'to 297) or try to
fhp yourself backwards out of range (turn to 15)?

i ‘184
Reacting mstantly at the sxght of hlm,. you throw
yourself into a back:flip, on the way over kicking
‘Midknight in the face with both feet.: His head rocks

back and he gives a gasp of surprise and pdin, while

you tumn in the air and land safely on your. feet
despite the slippery mud. = T

“That was rather pamful, says Midknight, “and in
return | will drain ‘your life away! Once you are dead,
the real Midknight will be next, and then I will spread
the cult of vampirism across the world in the name ‘of
the Overlord!' There can be no doubt in ‘your mind
now — this is obviously the CyberClone, and you
were right to react as you did. Note that he now has
10 Life Points. « : -

Despite his threat the CyberCione does notlung he

just stands there casually, his arms at his side, coldly
. observing you. You circle round him. He tumns to
follow you with his eyes. A flash of lightning throws

‘everything into stark brilliance for a moment, followed

a second or two after by a peal of thunder. Will you
. wait to see if he’ll attack (turn to 23%) or close in and

attack with a combination of lekS and punches (turn.

to 877 i

: i _ . ‘%'
185 ' "
As you approach the Sumotori he bows and his

3
1
Ee

glittering black eyes look you up and down. You dlasp .

f 186—187“ '

your rlght frst in your left hand and bow ‘i return.
Then, without warning, your opponent charges at you
with a roar; arms spread wide and his face a mask of
savagery. You know that if he catches you he will
crush you to death with ease~ just colliding with him
would be like being hit by a train. Note on your
Adventure Sheet that the Sumo. wrestler has 13 Life
Points, and a Power Rating of 4. He is bearing down
fast! What w111 you do? WllI you - deeod
: I : i [ w
Leap 1nto the air and launch a: ﬂymg s:de-krck at his
head {turn to 76)? S

Sidestep 'his frontal assault and then attempt to throw
him (tirn to'13)?. i .

Try to dodge aside, then counter wrth some punches
{tum to. 277)? R ] 3 . ;

coorl

Dive aside; then try a foot—sweep to trip- ‘him {turn

to 102.)? : '.=;' ,

186
You cannot control your fall. Giving a cry . of despair,
you tumble off the beam and plummet to.the ware-
house floor, far below. You hit the ground head first,
breaking your neck. You are killed instantly. Your
adventure ends here. | ...

T

‘Well, now,” Larcen muses, ‘if I'was up fhere, hmm, I _
guess I'd ... He stops in mid-sentence, realization
dawning on ‘his face, and he looks up into the darkness
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" of the'rafters. You follow his: gaze ‘ﬁbwards. Suddenly

you spot the CyberClone iswinging down: out of the
shadows on the end of his. rope. He is making straight

for Tyler, feet first, shoe-blades glittering. wickedly.

The real Larceni seems transfixed: the: sight of himself
swinging: down'iout: of :the air to attack thim has left

. him momentarily in shock::The: clone'is nearing, a look
- of malicious glee .on his. face. Desperately, you throw

¥ s yourself at the real Larcen, trying to shove:him:aside.
:, Roll-one dice and subtract 2 from the result. If you

score less thansor equal to your Speed, turn to 210. If

: you score more than your Speed, turn to 202.: ;.-

. ' I
As you move in, he fires a side-kick at your head. You
take the blow on your left forearm and step in, driving
a straight-fingered jab at his throat with. your. right
hand. Roll one dice, adding z if your Fighting Style is

.. .- King Fu or Karate. If you score higher than his Defence
S of 4, turn to 78. If you score less than or equal to 4,
" tunto 218. . SR

L
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it "The Jetfa clone tries to duck under your high}k'kfick..‘ Roll
~ onedice, adding 1 if your Fighting Style is Kickboxing,

- Savate or Karate.'You must beat her Defence of 4. If

you succeed, she loses your Power Rating' in Life

. Points. If she is down to o Life Points; turn to 115, If

. you fail, jzour'foot:saills harmlessly over her head. .

If the: clone s still alive; her: eyes seem to glaze over

for a second,: then she: launches a series of open-hand

. 190-161' L

palm strikes at your:face iwith superhuman speed. —
somehow she-is using Inner Strength to enhance her
reflexes. You will have to act fast to- block in.time. -
You must rolliless than or equal to your Speed on one
dice (if you have:a way of increasing your Speed, such
as the Phase Special Move, iyou'll have to decide to
use it ‘before you roll the dice). If you succeed; tum to
176. If you roll more:than your Speed,turn to 163.

. i S L |
e 9o v
Chetkingi to see that no one;is looking, you try the
door. It is, unlocked and :you icreep in. All:sorts of
things are- stored here; ifrom: stationery' to combat
clothes. You do find a couple of articles of interest.
One is: a circular 'saw blade. that could be used as a
throwing weapon or ‘a cutting tool. The other is a
medical kit. Every time you use the kit, you get back 3
Life Points, 'but it can be used only twice before it is
used up: Note down what you take on your Adventure
Sheet. Carefully you step back: out into the:corridor

and go on your way; tum to 111! © v

P
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The Cyber Samurai falls. You cross to the door through
which it came. ‘No, don’t! screams the mouth on TV.
If you have the diary of Xavier, turn to 18. If you do
not, you step into another, :smaller room where the '
walls are covered in machinery and circuitry. In: the . -
corner of the room a shaft leads straight ‘down into
the bowels of the factory and to-the Generator Room.:’

You climb down. Turn to 271 . B
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~ Roll:one dice and add: 1 if your Fighting Style is either
* Aikido or Jujutsu. If the: result .is  greater than the
" ninja’s Defence -of 3, tumnuto 38.°If it is.less than or
- equal to 3, you:are noti fast enough :to.avoid the
. ninja’s kick, andihe strikes: you' with full force, on the
“chest, Lose: 3 Life :Points. If you are still alive, you
must fight .the ninja here onthe stairs. He has ::a
_ - Defence of 3, a Power Rating of:3 and & Life Points.
. You may attack:ﬁrst..i;;' feif e S

© o UF 'you 'win, * you ‘seé-the other two ninjd waiting: 'to
~ + attack you. Will you chdrge out to meet them (turn to
i 214) or face them here in the doorway (hirn_tofru)?« ¥

. : i L R E T S N N P T
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Halfway; down, the mouth: appears. on a TV screen
located on the far side; of the shaft. ‘What; are you
doing? You realize you; can’t succeed, whatever it ist
You continue to climb, down, ignoring the .voice.; The
ladder brings you down into the middle of.a large,
- circular chamber that is dimly lit by lights set into the
- ceiling. At one end is the ‘tungsten door through
.- which you ‘could not pass, leading to the outside. At
', the other end is another door. Other than the wreckage

of the Spider Droid, the room is empty.

Suddenly a TV screen 6n one ‘wall flickers into:life. An
ieye, filling the' whole screen; stares -out at you. Then.
‘another screen lights up on the other side. ‘A large
mouth appears; and the Overlord speaks. “You defeated
the Spider Droid, it is true, but now I have:something -

. des

special for you. T think it will resolve. the-prol.)fem‘l am .
having with you.” The door at the fariend slides open
and a figure - steps .into -the toom. It .looks like a
Gamurai warrior from seventeenth-century Japan, and it
is wielding a gleaming sword. Its armour :is shining
chrome and it reflects the light like a mirrot, sor that it .
seems to flicker like:a strobe.: To your horror, you
recognize the face beneath the shining helmet — it is .
your ownl i y o j ,_ -
The mouth laughs. My last and best’CybeérClone —
you!’ it announces. ‘As you can see, I've given it some
armour, and a sword to give it that much-needed
edge. The Cyber Samurai walks towards you, its
sword held out in front of it. ‘Now:all I have to do is
watch the fun. What a pleasing diversion this will be,’
the mouth of the Overlord muses.

You will have to fight the Cyber Samurai. Note: that it
has 12 Life:Points. Will you. wait for it to attack, and
hope to throw it (tum to 145), try to kick for its head
(turn to 232) or try to get in close, past the reach of
its blade, and use your fists (turn to 101)?1‘ i

. s
) - Loiogk
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You circle each other until the boxer siuddenly attacks
with explosive. force. You fall back, desperately block-
ing, as the boxer lashes out with his fists at your face.
Roll one dice, and add 1 because of the boxer's skill. If
the number ‘rolled: is higher than your Defence, the
boxer has caught you with one of his punches and
you must lose: 3 iLife Points. If it is less than or eqt.lal
to your Defence, you have successfullyblocked with
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your hanids and forearms. If youiare ‘stilialive; yoir can
now .try a counter. move. Roll one dice, and add 1 if
your: Fighting ‘Style is either Aikido or Jujutsu as. these
- styles.use alot of throws. (If you want to use a Special
- Move like,a Power Strike; remémber ithat. yow must
© decide:on:this: before you' rollithe:dice to attack ) you

~ roll higher than :the boxer's' Defence of 3, then you
manage:to get hold of his. wrist, ;spin: .and drop:toione
-knee. Using his :.own: forward momentum; you: hurl
him: over your head. He lands on his: back, stunned.
The boxer ‘loses Life ,Points equal fo .your ,Power
_ Rahng before leaping to his. feet again (if indeéd he
- survives!). If you didn’t roll higher than his Defence,
you failed to throw him. If the boxer is down to zero
or fewer Life Points, tum to 64

Otherwise, what tactic w1ll you try now? Wlll y‘ou.; _. &

Close in, and try some }abs and chops to hls fade and
“neck (turn to 113)7- - ;

Try some high lekS to your opponents head (tum
to 22307 . o

Try ‘some: low' kicks to “your opponents legs (turn

-‘:\ i : o N 2‘ J i,a;! i
: J_The cut at your head was a feInt You szdestepr buh,
' instead of following through, the CyberClone pulls his

staff up short .and strides forward, driving both. his

fists at your face with a victorious shout.: You. lose: 4 -
7+ Life Points. If iyou are still alive, your head is:driven’.

i 196

back and you throw y0urs€lf mto F back ﬂlp, and
cartwheel out. of range . Turn to 8z. . B

£ -
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You manage’ to “catch . his fool‘ and your ; other fist
bruises the muscles of his thigh.'He grimaces:in pain °
and loses Life Points,equal to your Power Rating. If he
is down to: zero: or: fewer Life Points, tumn to 149.
Otherwise; you' Kave:the cyborg: by his left leg —
suddenly. a jet of flame shoots ot from under his right
foot, propelling him straight, up into the air. As he
rises, he brings: his leg up and lashes his right foot at
your face. Roll one dice. If the number rolled is higher
than your; Defence, he kicks you in the head, and you
lose 4 Life Points. ‘Cop for that, punk,’ he grunts. You
stagger backj lethng go of his foot, .and he:lands in;
front of you, ‘grinning.'If he scores Jess than or equal

to your Defence, you jerk your head out of the'way in

time, but he follows the line, of his kick and spins in

mid-air, wrenching his left leg: out, of your grasp, and

lands mmbly in ﬂfront of-yous i h

In either case, 1f you ,are both shlL allve, the ‘crowd
goes wild at this exchange of, blows, and you:consider
your next move. Will you step in and :try some
punches (turn to 188) or-a series of kicks (turn to 164),
or will. you l'ry to get in;; close and grapple (turn
t053)? O T R

P
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St Vagyr o
You take one of the elevators down ito the;basement
level of the Fortress. where :the armoury is situated.
You meet hardly anyone on the way except for one or
two technicians working in the Generator, Room. The -
armoury is a large hall, full to overflowing with weap-
ons of all sorts from all times, ranging from bows and -
clubs to light-swords and laser-rifles. There is also an
extensive;supply of explosives. The Eternal Champion
believes in being’ prepared for all situations.
The armoury appears to be: deserted; until, you come
to the section where the explosives are kept. Here you

find Blade: he is kneeling down, working at something. '

As you ,draw closer, you realize he is wiring up an
explosive device — a bomb here could blast the whole
Fortress to smithereens! This cannot be the real Blade,
it must be the CyberClone, sent to sabotage the
Complex. You wonder what has become of the real
Blade, but you have little time to worry:about that
now, for the CyberClone has spotted you. ‘Meddling
idiot, he .sneers, pointing one arm at you. A. steel
projectile shaped like a knife launches itself from the
mechanical device he has strapped to his forearm. The
knife surges forward, powered by a tiny rocket-motor
at its back. It hovers for a moment, then locks on to
you. You retreat, but the knife follows you and then
speeds up, hurtling téwards you. Blade tums back to -
his bomb-making, and he seems to be getting ready to

detonate it. Will you race back the way you came and. .

try to outrun the tracking blade (turn to 120), or try to’
dodge it (tum to 317 - : T
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: ’Any sign of ? the cyborg7 the . red~eyed appanhon
casks. P :

You relmcn for th:s is, the'real Mldkmght ’No, nothmg
" And you really shduldn't creep up on people like that —
- I was about to give you a fist i in the face!’ you reply

‘Sorry, I just can’t help it,” he,: says belatedly. He goes
on, "You have not found him, then. Well, nor have, [,
Keep searching!’ With this last, comment; Mldkmght
disappears into the night once more. ' ‘

‘Wail!" you shout at'the l'op of your lungs, knowmg 1t

is' better for you to search for the cyborg together, but

your cry is lost in the howling wind. You decide to

investigate the graves beyond the path. Tum'to 213, -
. i

199§ ‘ ;;Q;.-si‘-:.
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Xavier ‘

éhl[‘“'

t P:ghtmgiSter Hapkldo cane ﬁghtlng; N HEW J r
. Time-zone of origin: AD 1692, Salem, Massachudett"s

Appearance: Xav:er iwears Voluminots hooded robes
and carries a snake/dragon staff, so most of the time
he looks like some kind of medieval wizard. Add to
that the pale skin and elf-like ears, and it's not surpris-
ing that the people of Salem thought he was a warlock
~ and wanted to burn him at the stake' i

Marnnerisms: Xavier. moves, with grace and style, like,a
dancer. 'He ithinks of himiself as elegant and .distin-
guished ~ others call him arrogant and self—oplmonated
. He does have a certam dlgmty, however e

]

Hi L
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Speech Chdractenshcs He speaks qulckly, the words
tumbling over one another, and he speaks- a lot. He
always has somethmg to say and always thmks he -
knows best.

Likes/ Diinkes:‘ Whereas "Sl'ash is :faséinaté'd' by fire,
Xavier is terrified of it: — especially of being burnt
alive. He also hates horses and anything to do with
horses, especially horseshoes. iAlthough garrulous and .
a bit of a know-all, he is a brilliant scientist/alchemist.
He and Midknight are close: friends — well, the closest
thing to. friends these: two. characters .could ever
become. Midknight is fascinated by Xavier's work with
energy systems, and Xavier is fascinated by biochemis-
try and genetics; it is their mutual love for science that
has brought them together. Xavier has little time for
the ignorant or untutored,: he: is impatient and full of
nervous energy, always wanting to get on:to the next
task. He has contempt for all the other heroes, especi-
ally Slash and Trident. Xavier likes, to sneak up behind
Trident and bellow into his ear - in Latin, He likes hot,
spicy food and playmg pratical jokes on people. .

s Storn IR

Notes .
In the past,: Xavier has managed to' ‘convince the
people of Salem that he is not a warlock He hopes to
introduce his new energy—source to the world, but is
unsure whether the world is, ready for it yet. The
Overlord wants him replaced and the clean energy-
source destroyed for ever or used for his own ends.
When his mission is over, Xavier hopes to return to -

L
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. teaching science’and alchemy. : .
o :‘When you are ready, turn bacI( 1-0 aoo o .

Cn ety 1300

the’ ﬁxmre and set: up - ani: academy w1th Mldkmght

:After a short period of nausea that always scomes. wn[‘h

lT"‘e-';d“y ;;5 T i-:-:-

~  travelling through time, you :come to your senses in

a seventeenth-century; wattle‘and-daub, cottage. Look-
ing around, you:find::iyou are in:a relatively spartan
‘house with few fumishings. There is no one at home,
but it . soon; becomes. obvious : that this is. Xavier's
house: you find: a diary written. in. his flowing hand.
Reading the: iast few: entrles;z fills you w1th asense: of
unease., : R R IT

]

Monday, 1 7H1 September 1692'

On this day, I saw a thmg miost dread and temble
" As I walked by the river, I'am certain 1 saw a mar
' observmg me from the trees. This is of little conse- "
quence in itself but ‘twds the tountenarice and bearing
of that man: which grxppevf4 my heart in"a vice of
terror for I would swear on the blood of Christ that if .
was none other.than myseIff Is madness my lot,.or is .,

: this other Xavier a demonic simulacrum, the doppel-

. ganger, spoken of only .in fireside tales, come to slay;f:

e and take my pface amldst the warld of men? .

Feél ﬂnuBeIl“ chk 1 bel:e’ve I have been drugged

The last entry has been wrlt'ten ina dnfferent sfyle S

201,

Wednesday

This is the ﬁrsf day of my.. new Iafe Tani’ reudy to
take over. The” human has been, sent back to the *
factory so fhat the Over!ord can extract the. secret. af
the new energy. source. AII goes acr:ordmg to plan C

Clearly; the fmal enfry was ‘W.ril:'t'en':by the CyberClone

Xavier. It seems #hat: the real Xavier isia prisoner:ofithe .

Overlord! held ‘at his ‘dione factory. You wilk have to* L
free h1m whert -+ and if' you reach ’thesfactory o
CERTL EE R I R -sr‘-h.,w ,; !
You take Xawer s diarjr make a note of it on your
Adventure Sheet. You also find a bag of gold dust in a -
drawer and:a-silver ¢rucifix hanging on the wall."You
may take these items ‘as''well, if ‘you’ .wish. - There is: :
nothing -else here, so you leave the cottage to explore .
the vdlage Tum to 175 R BT SR

You ..make your way through thef trairung halls -and
corridors -of ‘the - Complex., to, the. Temporal Travel
Chamber.  Students ,and, admmlstratlve -staff all. wish
you luck.and congratuiate you On your: quahﬁcatlon as,-
a Champlom .The:.Chamber -itself .is. a large. circular. - .
room, completely, bare of ‘machinery or fumniture; ithe, -

walls, floor and oellmg are all,  uniform white, The' o

only light comes from; the: Etemal Champion, himself, -
who floats. in. the middle of ithe room, legs folded '
beneath him, l'us hands on his knees., S

Welcome mY Champ‘lon”“he says You bow respect-

[E
§d




201,

fully. He continues, his' voice seeming to .reath’ yolr
ears without ‘crossing the distance between you, ‘As
you know, I myself do not have the power to travel in
time since 1 am a being of only partial physical form.
But I can send others. The other nine ~Champions are
back in fheir own time, righting wrongs to make
humankind stronger, so that we may be better able to
overcome the Overlord.: This ithe Overlord. cannot

allow, and he seeks.to replace my Champions with his

own, for the Overlord does have the power to travel

in time, Each clone is programmed with the skills and

traits of the true Champion, and is part-human; part-

machine. Their machine parts give each of,them greater.-
strength and endurance than their human equivalents.
You cannot possibly defeat all these CyberClones. No,
our best strategy is to find the location of the; Over-:
lord’s CyberClone factory and destroy. it. Not .only .
will this prevent the creation of, any more clones,

those clones still in existence will cease to function, as
 they are controlled from the, factory. . : .

~ ‘Now, you should know that every' person or clone'
", that the' Overlord or I send into the past is given a

:. Time: Beacon. ‘This device enables: us to locate and
place’ them in 'the timestream. It ‘also: enablesius to'

- retrieve those we have sent back. | need to obtain

some of the CyberClone's Beacons in order to trace -

 their signals back to: the factory. Unfortunately, -we
" cannot use'the Overlord's Beacons 'directly to takeius

to his factory since each of his clones uses a special -

code to activate its unique Beacon and we do not -

know those:codes. All we, can do is.locate the factory

0%

and send you there by riormal means. I'need three of -

those Beacons so that can get an accurate fix.. You
will obtain them.for me. He pauses, waiting for you
to speak.

b

‘Uh, ves, Master, "'you reply dut:fully

Satisfied, the Eternal Champion, conhnues “One, prob-
lem you may face is that of, telling the difference
between CyberClone and the real, human Champion.

This Electronic Dossier may help you.” A small portable,
computer appears in front of you and you pick it up.
(It is already marked on:your Adventure Sheet, together
with the paragraph number you, should tumn to when
you wish to examine, it. When you have finished
studying the files, you will; have to return to the
paragraph you came from —:so always remember to
make a note of the paragraph number you were at

before you turn to 100) B '

The Electroni¢ Dossier contams background mforma—
tion on, all nine, Champions. It may provide clues that
will help in differentiating between human and clone, as
well as other useful information. It is up to you which
time-zones you enter to search for the CyberClones,
but I urge you to examine the relevant dossier before .
doing so. I will lock, on. to the Time Beacon of the
Champion you have chosen and will:send you as close
as possible ito him or; her. The CyberClones will also
be seeking; out their human counterparts, 50 this is the
best way of finding them. You will also need this.” A
small metallic sphere appears in front of you. It is quite
plain, except for a single button. T}us is your Time
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Beacon, Pressmg the: button mllmsend a; sngnal across
time and space to me; I: will then bring you: back: to
Fortress: Eternity. Do not lose it!: Without  the Time
Beacon, you will be lost: for .ever in the past. The
. '‘CyberClone Beaconsi are. different: — they\ are’ smaIl
*. black boxes, and are not round like ours.” %

“What happens when we ﬁnd oul‘ where the factory is,
Master? you ask k L L

“You: w111 be sent to destroy '1{',; of;ceGrSe} ;
matter-of-factly. ‘Does that worry you?’ ST

Why should T take all ‘the 'risks ‘and’ do aﬂ the d]ﬂ'y

‘work, you think t6 yourself — all very well for the

Eternal Champlon safe here in the Fortress. You don’t

tell him what you're thinking, of course. ‘I am honoured"
that you deem me worthy of tlus great task Mas—

ter, you reply dlpIomahcalIy

speech. ‘Remember, . the fate: of humankind rests. on

.  to 4.

‘a0z

Aé fhe CyberClone “hurtles past,’ e Tashes but ai"'
Larcen with his foot, cutting him badly, ]ust beforej
you can reach him. Larcen gasps in agony, then'slumps’

. into unconsciousness. To your horror you 'realize hé is”
‘bleeding to death. His only chance is'the Medical Bay -

~ at Fortress Eternity — you will have to take him back

- now. Picking him up, you activate your Time Beacon
and signal the Eternal Champion. The last thing you'"

ol

3 Hmmm, muses the Eternal One, unconvmced by your

your shoulders, My blessmgs go w1th you Now turn-

e 4“:503 i

hear in’ Chlcago s the mOCkmg laught’er‘ of 'the S

CYbeI‘CIOI\e Comin B R SRR ““ i" .""i‘;’} ! ? |

After a few moments of djzzmess you find yourself in
the Time, Travel Chamber The Eternal, Champion is

floating, in the, .middle of the:room, bathed in white -
light. Larcen .is rushed to the hospltal by a: ‘Fortress '
Eternity mecflcal team and they assure you that he will -
live. Affer you have told the Eternal Champion all that
has transpired,, ‘he says, “All is. not lost. You,did: the .

right thing ‘in_saving Larcen’s. life. If you can still find
the factory and. destroy it, the Tyler CyberClone will
cease to, funchon anyway. Nevertheless, this failure
has cost us valuable time. You will have ‘to continue
your quest’ unmedlately Bnng me, the CyberClone
Beacons' Tum to4

Balye T g :"‘:!"' SRS
. L W e 103*. t, A

The Sent-ry acts“as if h‘e was expec’cmg you: You guess
he must have been on duty forusome time: Probably
the real official who:was supposed.to come to relieve
him- has got engrossed irt watchxng the ﬁghts and lost,
trackofhme. O RINE SRERE AT ERTE B

TR ST N r A

OK, you lmow)whal: to.do he says,. pomtmg to.a .
closed door. behind h1m “When you_ hear -the gong,‘i';

announcing; the final bout ‘knock on the door and tell,

Trident; it's time. Dont put your head round the door - :
unless_ you ;want, it snapped off — Tndent can, getln_‘
pretty ‘bad- tempered before a flghtr s '

You take‘up position by thé door: i“b‘ l'hee tmner'-chaxhber =
After“lthe sentry rhas gone; w111 you enter Trident's" .
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. changmg—room (t'urn to 12) or stay where you were
told (turn to: 142)? bt L N SR
Y 204 T :
" In response, the CyberCloné sweeps her.arm across,
pushing your:leg aside with her forearm. A split
second later, she shouts and snaps a straight kick with
~ her left leg into your midriff. You double up and
. stagger back. Lose 4 Life Points. “You can't'do very
- much, can you? she mocks. Then the clone’s eyes
 seem to, glaze over for a second and she launches a
_ series of open-hand palm' strikes at your face with
- superhuman speed — somehow she is using Inner
Strength to enhance her reflexes. You will have to act
fast to block in time. You must roll less than or equal
to your Speed on one dice (if you have a way of
increasing your Speed, such as the Phase Special Move,
you'll have to decide to use it before you roll the
dice). If-you succeed, tumn to 176. If you' roll more than
yourSpeed tumt0163 SR TIRETENCE R HI
Wk panE o i v
- 205 “E v ) !‘
' Your foot smashes into. its face with pumshmg force
The Samurai loses Life Points equal to your Power

Rating: You get a strange feeling, kmkmg what looks

like your' own face. If the Cyber Samurai ‘is down to
zero or fewer Life Points, tum to 191. Otherwise, it
swings its sword at your arm. Roll one dice, if the

number rolled is greater than your Defence, it cuts-

you nastily, and you lose 4 Life Points. If the result is

less than or equal to your Defence; you flip backwards

out of range. If you are still alive, will you now:wait

664207 ;

for it to attack andihope to’ throwist (tum toi 145) or
try to get.in close, past the reach of 1ts blade, and use -
yourﬁsts(tumto 101)? S PRRREE

: I 206 .
It takes three forward ﬂlps to brmg you w1thm range= ;
of your opponent. Using .the momentum you have
gained, you drive the ball of you' right foot at her
throat. Roll one dice and add: 1 if-your Fighting Style -
is Savate, Karate or chkboxmg (Remember,: if you:
want to use the Power Strike or Monkey Heart, do so

before you roll the dice.) You must beat her Defence of

5. If you fail, she ‘drops intoa crouch, ducking, under

your leg, and kicks out;. sweeping your left leg out

from under you. You fall. flat on your back-and lose 3,
Life Points. Turn to 287. If. you succeed, your blow :
lands before she can duck and she staggers: back,.
losing, your; Power Ratmg 1n Life' Pomts 1If she's still -
alive, burn to 261, . . ;

.
#_:
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You SIdestep 'his fist “with perfect' hmmg and his arm
flies past your shoulder. The force of his. blow, sends

him careering - past you, off- ‘balance for a moment, and
you seize: your opportunity. You step forward, slam-
ming your right arm across his throat. It's as if he had-
run into a brick wall, and;he is flung/ to the ground,

flat on- his back.: He loses Life Points equal to: your
Power Rating. The crowd gasp in ‘astonishment — a
few of them even start cheering. If he is down to: zero
or fewer Lifé Points, turn to'149: Otherwise, RAAX. is
lyingi : slightly dazed; and you jump up in the air, .
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intending .to stampidown on him with both feet. He
comes to his senses and rolls aside, leaping to his feet.
He shakes his head, and the battle continues. Will you
wait for him to attack, and hope to counter (turn to
35), move in ‘and throw some punches (turn to: 188) or
try a series of kicks (turn to 164)?

208

With great determination you stride up to the shaman,
He steps back fearfully and shouts something you
don't understand. Then he swmgs the stick at your
head. Your left hand comes' up and grabs his wrist, —/
one deft twist, and the stick drops from his nerveless
fingers. You follow up with a forearm smash to his
. neck. The shaman drops, out like a light. Rather ¢asy,
really, you think to yourself. You may take the
shaman’s totem stick, if you wish. Searching his uncon-
scious body doesn’t reveal anything else of use. -

You push on, into, the cave. :Inside; you find that the
floor slopes downwards into a huge cavern. Daylight
‘streams in behind you but, as you advance deeper
inwards, it begins to fade. The cavern rock is twisted
and contorted like liquid that has suddenly hardened.

Stalactites and stalagmites form strange, warped col- -

umns and chandeliers, sinister shapes in the shadowy
twilight of the cave. Up ahead, you can see that the

:'zc;g .

floor is bisected by a greatﬁchasm out of which rises a
stifling heat and a reddish glow: that fills the cavern
with a dim rosy light. The chasm is spanned by a'thin
bridge of wooden planks lashed together with vines.

At the edge of the chasm you pause and look down.
A great wash of hot air billows up-out of the depths,
and far below you can make out a river of red-hot
lava. This side of the chasm seems empty, so you have
little choice but to cross the bridge. Gingerly you set
out, knowing that you are in ‘a vulnerable position
while you are negotiating the rope bridge. However,
the bridge is quite sturdy and you make it safely to
the other side. You press on further into the cavern.
Turn to 183. !
209

Usmg your left: hand you, sweep his fists aside, then?
step wide to the right. Simultaneously you hammer
your right'fist at the side of his head. The CyberClone
Xavier i5 sent staggering off to one side by the force
of your blow. He loses Life 'Points equal to:your
Power Rating. If he is down ‘to zero or fewer Life
Points, turn to, 239. Otherwise, he steadies himself,
eyeing'you with newfound respect. Tum to 8.

4 :
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You slam into_ Larcen arid send Hin sprawlmg How-
ever, your action leaves. you' ‘'standing directly 'in the
path of the'attacker. ‘All right, buddy,”'says the clone,
‘you'll do!’ Desperately you ‘attemipt a quick block but
you realize, just a moment ‘too late,' what the Cyber- -

Clone is planmng Instead of slicing at you with his -

feet, he crashes into you,-head on, and ‘wraps his legs: -
round your waist'in a vice-like grip. Your are 'swept off

your feet and carried up into, the air as the arc of his

swing takes you’both. back ‘up to the rafters’ “You |’
meddling fool!" the clone grates through ‘gritted teeth.
Il shred you for thist Before you can reply, you see a
wide wooden bedm rushing, towards you both; as you
swing upwards. Without warnihg, the clone. reléases
his grip, but you are just able to twist and grab the
beam  with: one. hand before you would have plum-.
meted to the floor below.: The clone lands nimbly on
the beam and slackens his rope. Quickly he hauls in his
grapple, ‘while you swing up on to the beam. Now
you are-facing each other with. little room for man-
oeuvre. The bearn you are. standmg on'is only a metre
or s0 w1de SR : : ;

From; below you ‘can | hear the real Larcen shouhng, -
I-Ioldoun,IlIﬁnclav.«\.'ayu[:ttherer St

The CyberClone smiiles. "I'l'have ty ﬁnlsh you qulckfy,z

then;” he says. Note'that' the Larcen Clone has a Power .

Ratirig -of 4.and 12 Life Points. Will you wait for the
Larcen ‘cléné to’ ‘attack (furn to z1), move: ‘forward and
launch some punches (turny to 249) or l'ry a kick at his
head (turn to :.93)? IR L , &
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Moving down a. s1de-alley, out of snght of the guards
you look up at the rooftop, silhouetted against the
night sky. It looks like a difficult climb. If your Fighting
Style is Ninjutsu, you have been trained to climb using
‘Cat’s Claws’, spiked tools, affixed to your hands and
feet. You are able to climb straight up the vertical wall
like a spider, — tum to 4o. Alternatively, if you have
the Monkey Heart Special Move, you can use it to
enhance your agility and so climb, the:wall that way;
tun to 40, but don't forget to cross off 1 point of
Inner Strength. If you have neither of these talents,
you will have to use more traditional methods -
hauling yourself up a drainpipe. Roll one dice and if
you score less than or equal to your Equilibrium
Rating, turn to 4o. If you score more, than your
Equilibrium Rating, turn to 126.

212 b

It is colci but you are' tough' enough to w1thstand its
effects for. now. Jogging across the ice, you draw
closer to the factory. Turn to 48. ‘ »
;o g i ;

: . 213

You step into the ordered lines of | graves beyond the
path. The freezing wind dashes icy rain into your face,

and your feet slosh over the muddy ground. Some;

¢
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sixth sense sets your nierves ‘on edge and you feel a- -,
presence behind you! Spinning:around; you findiyour-

self face .to face with;a tall; dark figure whohas .
stepped out from behind a.tombstone. ‘He fixes iyou :
with a red-eyed stare, then;smiles, his fangs, glistening
wetly. The, question is, which:: Midknight is this, the :-
human or the: CyberClone? if .you have a,crucifix, and -

you want to use;it, jturn to.246- Otherwise, will: you R

wait to, see: what; happens:riext :(turn; to, 37) or: attack i:
immediately (turn to 184) IR T R S R

. ,} ‘.é.‘:‘ : 214 . - : . I
You Hash ot itk the chill night air. You'find' yourself
high up above the city of Tokyo. The view is breathtak-
ing, the neon lights of the city glittering in ‘all direc-
tions. But you have little hme to take in the‘view, for -
two ninjas, are closing in on you. Both have a Defence ~
of 2, a Power Rating of 3 and 8 Life Points, and you .
have -to fight them. both ‘at once..In each round:of |
combat, roll 1 dice for each of :your opponents when .
they: attack, but you get your full Defence:against each
attack: However,: you can attack only.one:of them in
each . round. They attack first. You soon.realize you
would have’ been better off facing: them.in. the, door- . -
way. If you beat them both, turn to 148 vis
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You ﬁnd a sultable branch with lots of dried leaves on
one end, and set it alight. Then you run-at the beast,
shouting and waving the burning brand like a sword.
. The animal tums in surprise and begins to back away
" uncertainly. The two children act in much the same way,
staring at you in shocked surprise. The creature sniffs at
you and takes a step forward, but you thrust: the fiery
branch into its massive face, singeing the fur round its
_toothed jaws. It gives a whining squeal and paws at its
“muzzle, before turning tail and fleeing into the trees.

Turning your attention to the children, you see that
the plucky girl-child is still not at all certain about you.
She stands, jabbing the small spear at you aggressively.
After all, she has never seen anyone or anything like
you before. Dropping the branch, you smile and hold
out your arms in a gesture showing your peaceful
intentions. The children respond well, the boy running
up to you and hugging your leg, laughing and jabber-
ing. The girl smiles too (revealing, an impressive set of
‘teeth). After it has become apparent that neither you
nor the children can understand each other’s language,
the girl takes you by the hand and leads you down
into the valley Turn to 266. . :

- 216-217

; :j-“t- HE 216 I T AT S

Roll one dlCEJ Because of the: awkward angle of the
blow, you must subtract 1 unless your Fighting Style
is Karate or Kung Fu. If the total rolled .is higher than
the clone’s Defence of 3, you can subtract your Power
Rating from:its Life Points. If the total isless than or
equal to its Defence; it twists. aside and avoids the
brunt of the blow; but you can stlll reduce its Life
Points by 1. S ‘

If the clone now has zero or fewe? Life Poinfs, you can
take its Time Beacon and return to the future; turn to
153. Otherwise, the:clone 'lashes down at the top of
your head with a powerful clubbing blow; it is trying
to knock you down into the water. Roll one dice. If
the result is higher than your Defence, your grip
loosens .and you fall (turn to 234). Otherwise, you
manage to hold on and can now attempt to pull
yourself up for a head-butt (tum to 269).

: SRR VLS SR T O PR A

The bolt of emerald energy ﬂashes past your chest as
you dodge aside. The CyberClone wrinkles his. face up
in disgust.” “You're pretty fast, that's for sure, but let's
see how you, fare againsti my. Kenpo:technique,” he
says. He:takes'a stance, side on, with his left leg facing .
you, his fists held at mid-level, left arm forward and .
knees slightly bent. What will you do now? Will you:



"“z&;sti-g

‘Run at him, grab his left.arm, place one foot on his left
" thigh and;pulk yourself up on:top-of him, hammeririg a
o chop at his;neck with your other hand (turn to 180)?
: Wait foi' hzm to. attack and atl‘empt a throw {turn
o 258)? L C

~ Run at hnm leap into the- "a1r,. then dnve both feet at
hms head dn a; hlgh drop klck (turnt to; 44)? S e

: 218
- He pushes your jab aside with hls Ieft' hand ‘and: bnngs
*his knee up into your ribs, a blast of fire from his jet
' boots giving it added impetus. You double up in’ pain
~ and reel back: Lose 4 Life Points. If you are still alive,
~ ' you realize that it will be difficult 'to’ get in"close
. enough to punch this expert kickboxer. Will you: now
- ' wait for him to.strike, and hope to counter-attack: (turn
"' to 35), try a series of kicks (turn to 164), or try to get
in close and grapple w1th hxm (turn to 53)? -

: tf "H-- ,2,19 6 SRR Lh 3g
Larcen teachese you the EagIe Claw Speaal Move it
involves usingsthe fingers of your hand in a vicious
clawing ‘attack.' The Eagle Claw :Special Move works
exactly like the' Power Strike, except that you do only
1 extra point of damage, not 2. You;must decide :to

- use the Eagle Claw before rolling’ the dice in combat,

© 220~221

a5 with the Power Sﬁike.‘Eaglé' Claw andiPower Strike
can both be used :at the same time, costing :2 points of

Inner Strength and: inflicting: an .extra 3 points: of
damage, if you hit. Afterwards, you sayigoodbye to
Larcen and return to the Fortress; Turn to 153. -

220
He is too slow too react and Vour blow lands home,

nearly knocking him off his feet. The CyberClone . |

loses Life Points equal to your Power Rating. If he is -

down to zero ior fewer Life ‘Points, tumn to 147:
Otherwise, he reels back, spitting blood. Will you now

try to grapple and throw him {turn to 43), or aim ,

some kicks to his upper body and head (turn to 134)7

R s
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The Chinese acrobats are very advanced in the skills

of acrobatics and the dance, swords, spears, staves, *

hoops and the like. The techniques they teach you
prove very useful to your martial prowess. You learn
to use leaps and dodges that will make it: harder for
you to be hit::Add 1 to your!Defence Rating, perma-
nently. However, your, Defence cannot go any higher

than 5. (if it is already: 5 then you gain nothing). As '

you are also getting food and rest during your training,
you may regain up ‘to ‘your Recovery Rating in Life
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Poirits)if: you: are woinded i After fouri ddys:you begin

" to wonder whether ‘the: CyberClone'is*going ito itum
up at all. If, you'think you are‘wasting your. time and

- :decide to.return to Fortress Etemity, turn to. 84 If you

- decide to stay: with the circus a little longer, turn to
133. S SRS

L 2132 i o

: The CyberCIone stepsback and balances ‘on one leg
. then whips both hands down at the sides of your neck.
.. He is holding his fingers pinched. together, striking
" with the tips of his fingers and thumb — the famous
crane’s beak; strike: of the Kung’ Fu masters. Roll one
dice. If the number rolled is higher than your: Defence,
you must lost 4 Life Points. If it is equalto or;less than

your Defence, you are able to protect your: neck with

~ a double forearm block against his wrists: In any case,
" if you are still alive,. will you now: wait for the, Larcen
. clone to attack (turn to 21) s0r try a klck at hrs head
j\)(tum to 293)7 TEF I TR AP e

. P'lvotmg o your feft: leg, you whrpf syour. nghf xfoot;
~“around and up at the boxer’s‘head, then down to his

“side, fthen up to, the:head: again, in; three rapid: strikes.

- Roll onedice; tandi add 1 if 'your Fighting Style:is
“Savate Karate or Kickboxing (remember rf you want '

to use a Speciai Move lrkei'hePMverSérlke ﬂyo ;rhuzst

decide to do so before you roll the dice). If your score
is higher than the Boxer's ‘Defence of. 4 (he is well
trained in protecting his head and torso), one of your
kicks gets through and he will lose Life' Points: equal to
your Power Rating. If the'number rolled is less than or
equal to his Defence, the boxer ducks and blocks with

ease. If you have reduced hrm to zeto or; fewer [Life - ‘

Points, tum to 64.

Otherwrse ‘the boxer \'now closes in fast a; lool( of

grim determination on his face, and tries a flurry of
blows to your stomach, -followed by a vicious uppercut.

Roll one dice and add 1 for the boxer’s skill. If this is..
higher than your Defence, you lose 3:Life Points when .
the uppercut ;sends you ireeling.:If it is less than. or.

1

equal to your Defence, you are able to cartwheel out” .

of range before he can get close enough to hurt you.
You'll have. to,try something else before YOu can use.

another hrgh kick, however will you1
Close in, then try some: jabs and chops to hrs face and
neck (turn to 113)? BRI L

iH H

. O P e
de :l mi... WY i?! o

Wait for him to’ attack, then: counter wrth a throw ;;_

(tumt0194) . NI

B 5

Try some: low krcks to your opponents legs: (tum '

to 291)7' ot

e
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The Battle Room of the Fortress complex is a élong', _

vaulted hall, one wall of which is of transparent plas-
tiglass. Beyond the windowed' wall lie. the tranquil
Gardens of Meditation. The quiet scene outside con-
trasts sharply with the violent purpose of the Battle
Room. I ' o

boote— e

Looking down the Hall, you see two figures' waiting.
You walk forward, your footsteps echoing lightly on
the finely sanded wooden floor, and the figures become
clearer. One is a, giant of a'man, at least.two metres
tall, and he is hugely fat. Great rolls of the stuff hang
over his mighty, frame like dough. Nevertheless it is
not difficult to make out the heavy musclature under
the fat. He is naked save for a white loincloth which is
held up by a heavy belt. The man,is a Sumo wrestler
and, as you approach, he begins to shift. his weight
from one foot to the other, bringing his tree-like legs
up and down with a crash, one after the other, glaring
at you the whole time. You can feel the wooden floor
vibrate under your feet. -

The other man in the Hall is qﬁite different. ii{e is tall
and well-muscled, and is without an inch of fat any-
where on his lean, powerful body. He wears only

black trunks and boots and is obviously a2 Western- -
style boxer, judging by the way he is holding his fists .
up to guard his head. No'boxing gloves, of course,
just bare knuckles. He jabs and dances a little as you

look him over, staring a challenge at you. =~ '

A voice sounds in the air, coming asif from nowhere; |

-
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it the Etéimal Chimpidn. ~You must choode whic
. ' manto fight. Battle Room Pro;echles w111 not be
* armied. Gcod luck.’ Ol [

| Thats a relief, you thmk to yourself — no magnetm
mines, electrlc bolts, buzz-saws and so on.to worry
about for. this fight.' Anyway, | whlch opponent will
you take on: the boxer (turn to 32) Or the Sumo
- wrestler (turn to 1857 IR g i

- You reach the trees w1thout coming across any'szgn of
- the CyberClone. The torrential rain makes the poor
- visibility even worse, and the biting wind freezes your
' blood. How you wish you were back in the warm
comfort of the Gardens: of Meditation at the Fortress,
rather .than blundering around in a cemetery in the
middle’ of the night with only vampires for company.
Then you notice a faint light near by. You steal
towards: it. The light is coming through a "half-open

door in a large mausoleum of grey marble! Engravings

' over the door reveal that this is the tomb of the

" Knight family. Midknight’s real name is Knight —
. this his burial place; you wonder. Beyond the;crypt
. door, a path cuts.across the cemetery. Will you enter
the lighted mausoleum (turn to 121), follow the path
-(tum;to 14) or investigate the areaiof the cemetery on
1. the far side of the path (turn to 213)? ; :

2 I ALY S T S ‘ : :
Cie . 2260 L)

* Youw enter a Iong corridor that leads underf the very

" centre of the arena towards:.the . opposing. side’s

V. opoe327

changing-roorﬁs_-iFlfci(erhIg torches in brackets Sputter
and flare along the walls. There:isino: one.in; sight.

pausing to listen, you can hear nothing — not even the -
shouts of the mob reach down this far. ... | ST

A shrine is set in an alcove on one snde of the’ éorridor:

an altar to Nakarak the All-conquering, the Atlantean
God of Warfare. If you want to pause at the shrine,
turn to 8o. If you hurry along the corndor w1thout :
stopping, turn to 107, !

Paon Foa s 22F Y Foooad

Roll one dice. If the number rolled is greater than your
Defence, you are unable to duck under the attack in
time and must lose 5 Life Points. If the roll is, less than .
or equal to your Defence you crouch down without

getting hit.

In either case, if you are still alive, you roll forward ‘!
and come up on one knee just as the Slash clone lands.
From your crouching position you drive your right fist
at your opponent’s belly, using all, the forward momen-
tum of your manoeuvre. Roll one dice and add 1 if
your style is Kung Fu. The CyberClones Defence :
against this strikeis only 2. i ¢ iE

If you have reduced your opponent to 3 or fewer Life -
Points, tum to 283. Otherwise; he back-ﬂ1ps away
once more, then lowers his head and charges — aiming
to butt.you into submission. Will you wait for his
charge, then bring one knee up iinto his: face and an
elbow down into the back of his neck (furn'to 244) or
try to grab his headiand throw/him (turn to 2562 = 1 .
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 He slams his left forearm into your: shin; blockmg your
- strike and causing you considerable pain‘in the process.
You hop back; rubbing your shin..‘Call that an attack,
¢ he mocks. T've had -worse from old women!" He stands
- ‘back and adds, Tve got_.something, spec:al for, you
now! The robotic 51ght1ng device over his. rlgh’c eye
begins to whirr and click, .and a bolt of .energy. leaps
" out of it. You hear the crowd screaming, ‘E-bolt, E-
" bolt, yah, yah, yah! Roll one dice. If the numbser rolled
: is higher than your Defence, the bolt hits you.and you
~ lose 4 Life Points. If:it is less than .or equal to your
. Defence, you dodge the: energy blast: - bk

If you are still alive, will you now, wait for hlm to
make a strike and then try to. counter-attack (turn to
.* 35), move in and throw some punches (turn to 188) or
try to get in close and grapple (turn to 53)? o

O . . zig, ‘:: .(l .
0 m:g'Bh@*“
B thfmg Style Kenpo ‘fist method’
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FILE NOT FOUND. i
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' It ‘seerns that the ‘Electronic Dossuer cannot access the

I

8 z;du :

file on Blade. ThlS seeinis; oddj ever: Susplcwus b, try
as you will, you cannot load:Blade’s: ﬁle Perhaps it has
been wiped, but by whom? o

a1 "-. IR I

Turn back to 100. _' ; o

The Eternal Champlon ﬂoa‘cmg m ’the m:ddle of the
Temporal Travel Chamber, tells. you that Blade re-
turned to ‘Fortress Eternity about a half-hour ago, 50,
there is little point in going to his time. Blade has
reported that he defeated his CyberClone in battle and'

that he also resolved the problems he was fac:mg in his
own time., Seemg no ‘other purpose in remaining in the L

past, he returned to the Fortress for some rest zmcl=
relaxation in the Gardens of Medltahon. ' :

‘What happened to the CyberClones Beacon? you _

ask. . IR TR

Tt seems’ that Blade destroyed the cyborg totally,,
beacon and all,’ the Etemal Champion replies, this time

using his -voice which ‘echoes and-resonates in- the -~

Chamber. ‘Obvidusly,: Blade didn't know . about my
plan to f'md the Overlord's clone; factory, he adds. L

Will you choose another el‘a= to visit' (turn to.128).0r:°
go to l'he gardens to have a chai* thh Blade (tum .
to 58)? ¢

ey _l_‘_z‘i‘i: ‘ "i ot
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" You twist {aside, avcudmg the: fan by a matter of

centimetres. She pulls it back then swings it at your
legs, and you try to leap high over the fan. Unfortu-
nately,-you are not. fast enough, and the razor-sharp
fan slices: into your calf. Lose 3 Life Points. If you-are
still alive, as you come down,she reverses her, swing
- and whips it towards your neck Frantically .you drop
to one knee and the fan whistles harmlessly over your
head. Glaring at you in rage,; she thrusts it straight
down at, your face. With remarkable precision born of
desperation, you clap your hands together;in front -of
‘you, pinning the fan between them. You throw. your—
iself into a backward roll, ripping the fan out of her
hand and taking it with you. Coming to your feet, you
close the fan and tuck it into your belt, in a single deft
motion. The clone stares at you in angered amazement.
Will you attack with a series of kicks (turn'to 2g9),
close with her and try some openthand strikes (turn to
104) or close and try a throw (turn to, 247)?

i f i " i 232 . ; : -
'The Samurai: slices an overhead! cut at your head

Deftly, you step-to the left and hammer your right

Cassiase

foot up and around: at its-head.:Roll one dice'and add™
1 if your Fighting ‘Style is Karate, Kickboxing or:
Savate. If you roll higher than a 4; turn to 20s.

Otherwise, the:Samurai’s helmet takes the blow; and it

swings its sword: at your arm. Roll:one dice: if the!

number rolled is;greater than youriDefence, it cuts
you nastily, and you lose 4 Life Points. If the result is

less than or equal to your Defence, you flip backwards
out of range. If you are still alive, will you wait for it | _
to attack, and hope to throw it (turn to 145)'or try to
get in close, past the reach of its, blade and use your
fists (turn to 101)? :

. CoLaRs i e
You mistime your move and the hook smks mto your
calf. The Larcen clone laughs and yanks, on'the rope
sharply. You are pulled off your feet and fall heavily
on to the beam. He yanks again and you tumble off it,
to plummet to the warehouse floor, far below. You are

killed instantly. Your adventure ends here. !

i', ; .:ZL;“‘E_E“:'!EU,"I‘

i Sty e g 234 ; .
Your feet strikeithe water and you'! p[unge into ?he
cold, dark depths. With flailing arms, you strike up
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. towardsthe surface. The chill is sapping: your strength

~and you had/no time to take a breath before you went

under, so. you know you must hurry. If the. clone
attacks now, you are doomed ESEN S

,,,,,

7 swim towards it hopmg to see ari  exdt el that will

. carry you back 1 up to the. tunnels’ above. ... but then
L w1th a:shock of horror you see that it is your -foe! The
; CyberClone has activated its stun’ ﬁeld power. It ‘ex-
" tends its trident towards you and: \you are instantly
~ paralysed. Helpless, you drift back. down to the bottom
. .of the underground lake that: hasl now become ‘your
* last resting- p]ace Thls is the end. Eat :

235

With 4’ resounding "bang you' 'slam ‘the ‘door’ shut
_before the ninja can: reach you and a cry of -dismay
comes' from the'other side. Suddenly a black-clad leg’
comes crashing. through, then the whole door bursts"
apart in a shower of splintered wood as the rest of: the
ninja's body hurtles, full force, into it. Knocking aside
- the remains of the door, you grab the barely conscious
ninja by the lapels of his, costume and casually toss’
him down the stairs. He lands in & heap at the bottom.
You won't be hearing: much more; from him! However, E

x:jéﬁ‘ |

there are two others to deal with,"both;of whom are - :
racing towards. the doorway. One; wields a ninjato
sword, the other a kyotetsu-shoge a length of. rope
with an iron circle at: one end and:a twin-bladed knife
at the other. Will you charge out toimeet ithemi(turn *
to 214) or face them here in, the doorway (tum to 11)? o
Lo § 23& . :1;; 2 :;~._
The CyberClone starés at you Susplc:ously You know
that, if you were-to condemn him, he would be burnt;
at the stake — and 'his Time Beacon with, him. You

need to get. him: on.his own, so you can get from him
what it is you came to collect. :

The pnest seems surpnsed at your teshmony,*‘but he -

goes along with, it. After some more legal wrangling,
the judge 'pronounces Xavier innocent. . .The crowd.

disperse, disappointed that there won't be,a burning,: = -

and the ‘clone is unchained. He walks proudly to the

door and lingers there to stare you in the:face ‘I know
where.you are from," he whlspers 'Follow mie; and we
w1ll fight. 2 duel away from these' superstitious villag-
ers.” Then he:leaves. You follow, ‘but thereg are :too

many people around for:you. to. 'make a move' yet,

even if you wanted to. The CyberCIone fetches his.
staff (a long stlck carved with a snake’s head) from the,
jailhouse, then sets off out of town. Tum to 27.! by

. i vl
; i IR !
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A beam of ruby hghh shoots out fr‘om l'he i‘eyesi: of G

the CyberClone. sstraight into your own. It seems' as -

if the light is boring into your brain, and:-you feel a
growing sense: of weakness as if your . will were:not
your own. The. cyborg’. Midknighti s susing his .
powers to’ dominate.. your * mind! Desperately you
summon: up 1all: your ‘mental: energy in an attempt to-
repel hist hypnotic-spell. Roll one dice; ifi the number
rolled is less.than or equal to your Recovery Rating, =
turn to.160. If it is greater than .your Reccvery, turn
to 255. L

The creature hasnt noticed you yet If you have some
matches or a llghter you can set llgi'lf to a branch and
try to drlve it away with fire (turn to 215). If you
don’t have either of these, you will have to ati:ack the'
beast (tum to 174) S

TR I ;239 T
You have deféated the CyberCIdne Xavier Searchmg
the body, 'you find:alittle: black: box: with a small:
button oniit: a: CyberClone Beacon.. Make a note of . °
it on your' Adventure: Sheet. You also’ find a computer
printout which reads: ;'Prisoner Release Code:: Multi- -
ply Security Number! by iten:«Add: six. Input code.’
Obviously this is important, iso' you'd better write it
down. Anyway!: you are filished here,. so you signal
to the Etemnal: Champion 'to bnng iyou home. Tum
t0r153|. hfj:‘ .:ég:u"mi BT a,,,..‘ : .' ’
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With ia prachsed movement your opponent unhooks
the golden chain from round her wiist, holding one
end in each hand. She jumps,high, into, the air, executes
. a twisting somersault in mid-flight, and comes down
behind you, attempting to wrap the .chain round your
throat as she lands. It is only at the last moment that
you realize what she is trying to do; roll .one dice. If
the number rolled is higher than your Defence, turn to
268. If it is less than or equal to your Defence, turn
to 47. C 5 £ o
. 2471 ‘a‘ ;
By the time you get down, you ﬁnd that the reaf

Larcen has finished off the cyborg. ‘Well, that's that

little problem dealt with,” he says, blowing a bubble

out of the gum he is chewing. The clone lies ‘dead and

you take his small black box, 'the Time Beacon. You
may also take his grappling hook. Note them both
down on your Adventure Sheet. Larcen thanks you for
your help and offers to teach you a. Special Move

from his Praying Mantis style of Kung Fu. You can
learn the move only if your own Fighting Style is’

Kung Fu, Ninjutsu, Jujutsu or Aikido. If you want to
learn it, turn to 219. Otherwise, you say :goodbye to
Larcen and return to the Fortress. Tum to 153. | |
: il
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You are face to face with the red. glowmg eyes and
razor-sharp fangs of a. mechanical vampire. You head-
_ butt him hard and he ‘gasps, relaxing his hold on you

for a second. It's all the time you need. You grab;a

243244

wrist, then twist, bendmg hls lwhole body backwarda_
Then you, smash the heel of your palm ‘at his chin,
driving him to the, ground.;He. loses Life; Points ‘equal
to your Power Rating. If he is down to zero or fewer
Life Points, turn to 147. If he is still alive, he rolls -
away, throwing up a spray, of rain and mud, and gets
up, looking at you .with new respect. Will you now
aim some kicks to his upper body and head (turn to
134) or try to get in close and use your fists. (turn
to 296) ; C by i

. , 243

Makmg your way along the main comridor of the
Fortress, you come at last to the. dininghall., One or
two students and :administrative staff are taklng late .
meals, but there is no sign of Blade, and the catering
staff haven't seen him either. Will you give up looking .
for Blade (turn to 128), search for him in his quarters |
(turn to 137) or in the armoury (tumn to 197)?

: » A N I S
e e 244 i
The CyberClone hurtles towards you. Roll one dice.
and add 1, for; his speed and miass. If the score is
higher - than your Defence, you are caught in the
midriff and lose 5 Life Points. Not only that, you are
sent flying backwards and cannot execute your planned
attack. If Slash misses, you are able to twist aside from
the brunt of his, assault. Roll. one dice- and add 1 if .
your Fighting Style s, Jujutsu.: If: you beat: Slash’s
Defence of 3, you time it just right, hammermg his
head with your elbow and knee: as he thunders past.!:
You may also add 1 to the damage you inflict for.the

t
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double stnke i your. dont beat‘ a j he blocks your
: .knee with hﬂs hand; throwing you off your fiming: .

R your opponent is down to, 3, or fewer Life Points,
. turn to 283. Otherwise, both of you turn to face each

_:' ~other. The CyberClone, runs at you, bellowing, then
" does a sudden back-flip, lashmg both his feet at your

head on the way over. Will you drop into, a crouch,
roll forward and come up on: one knee, ready to punch
. your adversary when he comes down (turn to zzy) or
“step back -and then unleash a ﬂymg snde-klck at his
chest (l'um to 43)? Lo :

USRI
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" Slash is a a good friend ‘of Trident, arid the Atlantean

knows that the gift of the bearskin :cloak marks iyou
~out as an honoured ally! He decides to:trust you. 'In a
few minutess I musst fight the Roman champion,” he
‘says in a bubbling voice like. gas seeping through hot

- mud.“If I win, the Romanss will be deterred from their

* plan to invade' Atlantiss, but tf I Iose they wnll ‘think
.uss weak.’

‘i »,:g‘j LA i Ly i ‘,-

You' nod. ‘The Overlord's plan is clear now.. I the'

'+ CyberClone took Trident's place in the arena, it would

 deliberately throw. the ﬁght and.so bring about the'
destruction of Atlantis. ‘If you wait here,’ ydu tell hlm, '

I'll see if I can find the clone and ‘deal with 1t

" “Good,” Trident declares: Your wordss haVe left me:.
brimming with righteouss’ wrath. Ssoon 1 shall sslay,:
theii Romanss’+ champion ras: reward i for: their:

treacheryl. LooE Nt

You leave the room. Will: yaﬁ. we.i't«"outsicle;_ to-see if -
the CyberClore shows up (turn'to 142), or explore the .
tunnels-under the arena stands (tum-to 2267 .

3]
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co | 246
You hold it the érudifix between Y& md Mldkmght o

He raises an _eyebrow,, seemingly confused by your - - |

actions. ‘Why do -you *keep showmg me that cross?’
What isits significance? Is it a weapon of some kind?
he asks.’ You know ‘that the real Midknight has a | ©

psychological aversion to crosses and garlic, caused by * ©
the virus that;has turned: him into a kind of vampire. ; ']

However, this Midknight's;reactionis clearly; not that

of a man with a psychological; problem Therefore this

must be; the CyberClone.; To prove your point, he

thrusts- two - taloned hands at. your: throat.;and leans -

forward. to_bite your neck. You .are ready for him,

however, and you throw yourself 'into a’ back-flip,’ " :

leaping; out of range. ' You only just land safely on"
your feet, though — the muddy ground is very slippery -
indeed. The CyberClone growls in: &ustratlon as his ..
hands close round empty air. Co :

LI
ey r\

But: then he does nothmg He 1ust stands thel‘ei casmally,

his: arms' at his side, coldly observing: you. You circle . -
round him and he tuins to follow you ‘with his.eyes. A
flash . of lightning throws everything into ‘stark: bril-" - ;-
liance for a moment, followed a second ‘or two later -
by a peal of thunder: (Note that he has 12 Life Points) . -
Will you: wait ‘to: see: whether he'll: attack iyou (turnitoi. "+

2137) or close in and attack him with a combination of " -
klcks and punches (tum to 8)? C FERTL PR
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The CyberClone Yamoto steps towards you -and
smashes a right cross aimed at your head. You try to
sidestep into the attack, so that her fist will fly over
your right, shoulder while you hook your, right leg
behind, her and use your arm to throw her over your
hip. Roll one dice and add 1 if your Fighting Style is
Aikido or Jujutsu. You must beat her Defence of 5. If

_you succeed, she is slammed on her back and loses Life _

‘! Points equal to your Power Rating. If you fail, she
. anticipates your attack and twists out of your grip.

If she is down to zero‘or fewer Life Points, turn to 52,
If she is still alive, she stamips down at ithe inside of
your knee, then up into your solar plexus. Roll one
dice and, if it is greater than your Defence, you lose 3
Life Points. Otherwise, she misses. :

Now, will you attack with a series of kicks (burn to
279) or close with her and try some open-hand strikes
(l'urnto1o4)? Co _1_;‘ S
' 248 -
;Saylng goodbye to the cybertech, you spend the
remaining time hanging @around in the dome. At a
quarter; to seven you make for the fight preparation
room. You come to an area guarded by security men,
. dressed in full battle .armour! You show them your
. pass, and they let you into the rooms ‘backstage’; as it
were. This is a maze of corridors, and you follow the
signs to fight preparation. On the way, you pass a
storeroom. If you want to 8o 4in, turn to 190. Other-
_ wise, turn to 111 : R AT v
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You close in and dnve the heel of your palrn!at your'

opponent’sinose. He blocks, then retaliates by clawing

at your face with his fmgers_lYou duck and: drive a
straight-fingered jab up: under his ribs. Roll one dice,

adding 1 if your Fighting. Style is Kung Fu:or Jujutsu.

You must‘beat a Defence of 4. If you succeed, your' *
attack .gets home; he gives a cry of agony and loses: '
Life Points: equal to your .Power Rating. .If -he is -
reduced to -2+or fewer Life Points, ‘turn: to 62.:lfiyou -
score less than or equal to his. Defence, he. sweeps |

your hand as:de w1'ch hls own, ell'her way, fum to 222.

P . : 1 b B
The CyberClone is: too. slow to parry, and. yourifoot_

P

smashes, into the side of his,face. He loses Life Pomts :

equal to your, Power Rating. If he is down to zero or :
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' fewer Life Points, tumn to 149. Otherwise, he gives a

~ gasp of pain and backs off fast. Not bad,” he says, but
let's see how you like this' The robotic sighting
device over his right eye begins to. whirr and: click,
and a bolt of energy leaps out of it. You hear the
crowd screaming ‘E-bolt, E-bolt, yah, yah, yah! Roll
one dice. If the number rolled is.higher than your
'Defence, the bolt hits you and you lose 4 Life Points.
If it is less than or equal to your Defence, you dodge
the energy blast. P Lo

If you are still alive, will you now wait for him to
make a strike and then try to counter-attack (turn o
35), move in and throw'some punches (turn to 188), or
try to get in close and grapple (turn to 53)7

:E C 251 : b
Roll one dice and add 1 if your Fighting Style is
Savate, Kickboxing or Karate. You must beat a Defence
of 4. If you succeed, you catch her off her guard and
she staggers back with the force of the blow,: losing
Life Points equal to your Power Rating. If she is down
to zero or fewer Life Points, turn to 115. If you don’t
score higher than her Defence, she reacts with blinding
speed and wraps the gold chain round your extended

‘253

foot. Stepping forward, sheikicks’ youriother leg 5frqm
under you, and you fall to the:ground.-You lose 4 Life.
Points. If you are still alive, she releases your foot and'
stamps down at,your head. You are just: able to roll
aside in time and get to your feet. . o

Now what will you do? Will you try to grab her
wrists' and fall backwards to the ground, putting one
foot on to her stomach, and throw her over your head
(turn to 281) oritry a right and a left jab in quick
succession, aiming at her head (turn to 295)?

: : .
o P Lt

B 252 . R T
You gdieéséd wrong. As the; real Trident turns with an
angry roar to face you, the .CyberClone lashes out
with .an' unprovoked blow ithat rips a deep, bloody
gash across your back. Lose 4 Life Points, If you are
still alive, you .tum in'time to see the clone: running
away. A moment later, the distant sound: of a gong
being struck announces the final bout of the day in the
arena. Trident fixes you with a withering' stare of his
deep-set, pebbly eyes and says: ‘Now I musst go to
fight the Roman champion. Perhapss you can be
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' l‘russted bo tfac'k;;.my,;clone; dowﬁQWhi‘lé_I ,gdo.that, eh,

g !'. .!human?’ ; f, { ! B i H

. You follbw:‘thefl sound of thé clone’s footstéps éli)ng a
. corridor that leads urider the arena towards the oppos-
ing side’s changing-rooms. Flickering torches. in brack-

' : ets along .the walls, sputter and.flare.  The, clone is -

nowhere to be seen, Pausing to listen, you:can't hear a

;.. thing — not even, the-shouts of the mob reach down

‘ “this far. The walls are slimy and covered with mould,
- and.the vaulting casts long, gloomy shadows. You can

‘_ hear the sound of running' water; it is. coming from
" under your:feet. Glancing to. one side of the- corridor,

you notice a metal grating from whichi'a dank draught
is coming. When you take a torch and step on to the
grating, you ffind yourself gazing down: into 2 huge,
-flooded chamber. You remember hearing how the

' arena is, sometimes flooded for mock sea-battles. Obvi-

-ously this water is pumped up to the arena floor on

. - such occasions. If youithink you, have 'wasted enough

time in this era and decide to activate your Time

~ Beacon, tum to 84. If you prefer to hang on and see if

- you can flush the clone out of hiding, tumn to 182.
“Youispend the nextifew:days training with, Jetta::As
'you are also getting food and rest, you may regain.up

L O R T SO

. :to your Recovery Rating in Life Points, if ;you are

~wounded. Jetta Maxx doesn’t: show: you how ito

~ become a trapeze artist; instead, she offers to teach

 ;you onejof ther Special. Moves called. the ‘Phase’. Note
‘it under Special;Moves on your Adventure' Sheet. With

j“;‘-::254. :

the power of Inner'Strength, you can’speed up your
reflexes for a short time. Phase will cost you 1 point of
Inner Strength tofuse and will increase your Speed
Rating by 1 temporarily. Wheneverjyouhhave to make
a test against your Speed Rating, you .can’ use.the ‘
Phase technique to increase your Speed, for that single
test only. Make a note of this paragraph number, so that
you can always turn to it and check what Phase does,
if you rieed to. After four days you begin to wonder
whether the CyberClone is going to turn up at all. If ;
you think you are’ wasting your time-and decide to
return to Fortress Eternity, turn to 84. If you decide to
stay with the circus a little longer, turn to 133.

L]
~—

e 254 s
With ‘a ‘supreme effort of will you throw, off the ",
confusion that is afflicting you. You drop on to your:
back, bringing: your knees up to your chest as you do-
so. The clone flies ' over: you, landing a metre or so-
away. You snap your legs forward and spring to your
feet, twisting in the air to land facing your enemy.
Without giving you a moment’s respite, the Cyber-
Clone throws his staff at you like a spear. You prepare
to sidestep, but it changes shape in mid-air! It is no
longer a staff but a writhing, flying snake! The sight of
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. itimakes you hesitate.in shock ‘and it ;slaps intosyou,
. wrapping its coils round your body, its head swinging
- around, jaws.agape, to bite at your face. You must get
. it off before its coils, tighten. Roll.one dice. If the
number rolled s less !than' or’ equal to your Power
Rating, turn to 26. If it is greater than your Power,
“turnto 263, . - o

e 255 LA '

You seem unable to’ control your own, body, and you
ywalk slowly towards your enemy. Step by step you
.draw nearer to him. He waits with eager.anticipation,
. his fangs ready to bite. Try as you might, you cannot
. throw off his mental domination, and you'are power-
i less to resist as the CyberClone. sinks his teeth into
you, draining your life energy —lose 4 Life Points. I
- you are still alive, the pain shocks you out of your
‘trance and you simply throw yourself backwards. into
the mud and scramble away from the horror of a
i;.'_blood drmkmg cyborg.: . RIS

The: CyberClone smlles a cl’uﬂmg smlle and beckons
you over. Well, you're: certamly‘ going over there, but
. not in the ‘way the, cyber vampire. expects' Will 'you
try to grapple and throw him (tumn to 43), ‘try. some
kicks to-his upper body and héad (turn to 134) or try‘
and: get i in close to use your ﬁsts (tum to 396)?

UEREE
i H

i 25& i

. The Slash clone closés‘m like' a rarnpagmg bull At the;.

" last :moment, you twist,: ;your back towards your

_:; ~enemy, and grab at his head wath.your right arm.,Rolt

o 256—257,

one dice and add L lf your. Frghhng Style is. esther
Aikido or Jujutsu: If you beat Slash’s Defenceof 2, you
get a good grip round his head, then you: somersault - -
forward. The direction of your movement, using Slash’s’

own momentum, brings him head over: heels to. the * .

ground: while you iroll;away to:the;left, ithen up to-
your feet..He loses your Power Rating: in Life: Points.: . .

If you don't beat his Defence, you have: misjudged the:. S

move, and 'Slash’s: head .and shoulders slam like -a
freight train into. your back Lose s Life Points.s s )

If you have rediiced the CyberClone Slash to 3 or
fewer Life Points, turn to 283. Otherwise, the neander—
thal CyberClone runs after you then performs asudden
back-flip, lashing ‘both his' feet: at your 'head on the -
wayover. Will you drop into.a, crouch; roll forward
and come up:ion: one;: knee, réadyisto punch.your-
adversary- when he lands (turnto 227) or ‘step back .
and then. runleash a ﬂymg s:de-klck at hlS chest (tumi’ i
to4z)? oL e

Taking out the gold card you ‘dcquired: from the Blade
CyberClone, you insert it into the; slot."A light: winks

on'and. the door slides upwards emitting a mechanical
hum.; A:rush of hot air gusts out of the dark opemng .
in front of you You enter the factory Tum to. 99 e

RETEHI
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The BIade CyberClone edges closer. With a shout he
suddenly steps forward, driving his right. fist at your

head. Roll one dice and add 1 if your Fighting Style is -

Aikido or Jujutsu. You must beat'a Defence of 3. If
you succeed, you step to the left, grab his: wrist with
your right hand, and tum your body, swinging your
right arm around in a great arc. The circular movement

. forces the clone’s body into a head-over-heels somer-

sault; and he lands flat on his back. He loses your
.. Power Rating in Life Points. If he is reduced to zero or

‘fewer Life Points, turn to 294. If you fail to score
higher than his Defence of 3, you miss his wrist, and
his fist slams into your face. You stagger back, clutch-
ing your nose, and lose 5 Life Points. .

It you are still alive, what will you do nOW? WiIl you: :

. i : ; :

" Run at him, grab his left arm, plaée; a foot on his left

. thigh and pull yourself up on top of him, hammering a
chop at his neck with your other handni(tum to 1801

Run at him, leap into the air, and drive both feet at his
head in a hlgh dropkick (turn to 44)7 :

" 259
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. Trident " * . .
Fighting Style Gladxatonal martial art. Uses a tndent in
combat. ‘

Time-zone of i orzgm 110 BC} Atlanhs e

Appearance: Genetically :engineered' half-man alf-am-
phibian, greenish-scaled skin, gills, and golden armour

Mannerisms: Arrogant and proud. Often stands'’ per—
fectly still and unmoving, like a lizard. Needs to be
fully immersed in salt water at least once a day.

Speech Characteristics: Speaks in a sibilant whisper

Likes/ Dislikes:; Distrusts all humans at first. Hates
Romans, from any time-zone! Has an unnatural fear of
stone pillars. Likes all seafood and everything to do
with the sea. Friendly with Slash, but hates Xavier ever
since he heard hlm speakmg Latin.

Notes '

Trident was killed when tHe Romahs l"oppléd agigantic
stone pillar on to:him. This pillar also held up the
Great Dam of Atlantis and, with its collapse; the sea
rushed in and washed all Atlantis away. However,
Trident has retumed to 110 BC and was able to
prevent the destruction of the pillar, thus saving him-
self and Atlantis, Currently he and the Atlanteans are
negotiating a peace treaty with the Romans. If success-
ful, Atlantis will survive, along with its advanced
culture and science. The Overlord will seek to replace
him with a bio-unit and then destroy Atlantis.

When you are ready, turn back to 100.
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The Etémal One dispatches you back into the mists of
history. Swirling: colours surround you for a moment,
then with a sickening wrench you feel yourself being
cast along the timestream. ' :

In place of the brightly: it sanctum of the Eternal One,
your surroundings ‘are now dingy stone walls. The
soft whirr of air-conditioning has been replaced:by a
dull echoing roar, which, you slowly realize, is the
sound. of ten thousand voices screaming, for blood.
You are in a room adjoining some tunnels that lead
out into a vast, sun-drenched arena. Looking out from
the tunnel mouth and. shielding your eyes against the
glare, you can see two gladiators: they are warily
circling each other on the sand-covered field .of battle.
One is-armed as a retarius, with net and trident — the
traditional weapons of the Atlantean army. The other
seems to be a.Roman; judging by his heavy breastplate
and short, iwide-bladed sword. Their panting breath
can be heard icoming in ragged gasps:in between
shouts from the.spectators. - . -~ - . -
With a sudden,"l:"urs‘t of ‘e’ffort‘the' Rldihfari:s'teps forward;
evading the net swung by his weary’ opponent, he
drives his :sword in a downward stroke to the heart.
There is a gasp from the crowd, followed by groans of

D
NN

— oy ——

stadium is the result greetedt.with;merrirmmt.T Seeing
one of the arena officials standing near by, you ask -
him what's going on. z G ‘ '

1y
ER | E

‘What's the'score, you mean?’ he asks. The Romans'
are one ahead now. And if we can't beat them here in. .~

woe. Only in a small section at;the far end of the - |
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" the arena’ foday, ‘we canexpect ‘their fleet to t‘ilil{fade

tomorrow! It all hinges on the last two.bouts. Luckily
Trident’s is the final bout. If we can't count.on: him for
victory, then it really will be time to give up!” -

As the penulﬁmate bout, begins, you 'turn, batk into

. the maze of tunnels'that rim under the arena. Near by
+ is a vestibule, and here: you spot some’ spare’ cloth-

ing: ‘there is a2 Roman legionary’s’ ‘breastplate ‘which

-+ would add 1 point to your Defence if ‘you took it

 flash of blinding light: A cloud: of;smoke obscures

(up to a maximum Defence of 5). Alternatively, you

might dress yourself in the robes of an Atlantean
official, though these, ‘give no defensive benefit.
Decide which set of clothes you will take (if elther)

" i then tum to 5.

[V
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With a flick of her wrist, the: CyberCIone tosses
something to. the: floor. : There isa loud;bang.and .a

your vision, for a second or two; whem it clears, your
adversary has disappeared! You look around in, surprise
but she is no longer on the radio tower plafform

‘Down here, " you fooly she shouts. Looking : over'the
side, you see her waiting for yoli on: the rooftop

below, hands on, hlps, jeering at you.'Without hesita-
. tion you . climb'!down, -then  jump; - somersaulting

‘through the air, to land nimbly - a_cotiple of metres

away from her. A spht second after you hit the ground;,
she lifts her right hand above her head .and snaps open
a fan, Its not an ordmary fan, however —it’s made of

262-263

steel and is raZor—sharp' She smiles atyou;! then throws =
herself into'a cartwheel towards: you but without her
hands touching: the :ground. As' she comes: up, 'she
thrusts the fan straight at your face while uttering a
shout. Roll one dice. If the: number rolled is higher’
than your Deferice, turn toi 23x. If it is less: than or
equal to your Defence.tum tosq. v

262 = .
Your: opponerit is too slow in- reaciimg amd*I you take 2
his légs away: from unider him. He falls flat on his face
in the dirt and loses Life Points equal‘to.your Power
Rating. If he is down to zero or fewer Life: Points, turn
to 239. If he is still ‘alive, you both ge’c to your feet to
contmue the duel. : _-4- - BT ©

will you concentrate now. on gettmg the staff off him
(turn to,166), or; close.in and attack him with. fists and;. . -

feet (tum to 93)? :

Try as you may, you cannot prrse ‘the snake off you It
tightens . its coils. round -your nbs and. sinks its. fangs
into your. shoulders, ,the pain is excruciating. Lose 4 -
Life Points. If you are still alive, fhe whirring sound it; "
makes dies down and, much; to your relief, the snake’s,
grip- weakens. Then it snaps straight; a staff once more.
You' grab. for-it but. to your astonishment, it flies E
away, back into'the CyberClone’s hands. He chuckles,
saying, ’You are no match for my skills!’ : -

‘We. shall St!e, Vou reply. You haVe nohced that hls.._ |

A
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-staff is no longer glowing — perhaps now its energy is
used up. The CyberClone starts twirling the. staff
rapidly round his head and edges towards you. Wil
you concentrate on getting the staff away from him

- (turn to 166), close in. and attack him with. fists and
feet (turn to 93) or wait for him to attack again and try
to throw him (turn to 127)? L

. i 264 ol ,
It is an-arduous climb. Near the top, you find some
purchase on a thin ledge that runs round the tower.
You still haven’t found a way into the tower, but then
you notice a ventilation grille, just below the rim of
the glass dome. The grille comes away quite easily,
and you climb in, Turn to 30. :
265.? i i.‘ it Pono
Without hesitation you punch both fists straight at the
staring red eyes. You, are rewarded with a satisfying
crunch and the figure staggers back, holding his hands
over his face. : B

‘Aaargh, 'my face!’ screams Midknight, ‘Ow; ow ow.’
He hops from one foot to the other, rubbing his nose.
Tt's me, you idiot!” he bellows, ‘How could the Eternal
One be so stupid as to choose you as the tenth
Champion! : I '

Tm sorrjr, but you shouldn’t sneak up on people like
that especially with a psychotic CyberClone wandering.
about,’ you reply angrily. A

Yes, well ... :perhaps,ﬂ he admits. grudg:mgly “You

o E L : |
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' . : Nor have L -Keep
haven't found the icyborg; then Nor' ve L. K
searching?” With this last comment Midknight  disap-
pears into the night once more. . ST

"Wait!" you shout at the top of your lungs, knowing:
that it is 'better for you to search for th.e cyb.org
together, but your cry is lost in the howling wind.
You decide to investigate the graves beyond the path. -
Turn to 213. : o ‘ Co

= Co266 o .
After a short journey, you emerge from the'trees near
the river. Between you and the river stands a.village ,
composed of several mud huts that are held together
with branches and leaves. The village is surrounded by
a low ‘wall’ made of rocks, branches; piles of earth, and

dead ‘treetrunks. In the middle of the village you'can -

see a large bonfire burning merrily and the carcass of a
large deer slowly roasting on a spit. As you draw"

near, several figures step out from behind the, wall

They are large and powerful like Slash and are wielding
wooden clubs or, spears tipped with flint blades. The :
two children: run to meet them, shouting and;jabbering
and pointing at you. The adults look at you in surprise,

and one: of them gestures at you, clearly calling you - :

over. You, approach cautiously, but they seem friendly ‘-
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enough and soon you have atl'rac’ted the attenhon of
most of the village children. They prod and poke at
'you curiously. They are especially fascinated by your
small jaws and teeth, and by your lack of hair, com-
pared to them. The adults lead you to a large hut at
the rear of the village. You duck under the deerskin
flap that acts as its door, to be, greeted by a strange
sight. Inside, lying on a bed of moss and leaves lies

‘Slash himself!

. He sits up in. surpnse ’What you are domg here? he
_splutters i in a voice like a growling rhino. You observe
‘that.Slash is badly injured. One of his légs is broken,
and so are a few of his ribs. It is obvious that he
. cannot stand. One of the other tribesmen follows you
i+ in and whispers into Slash’s ear, then he leaves. - -

Slash lobks at you gratefully. ‘Grend say: 'yeu save

.+ children. Girl my niecei:[ owe:you. Here — take, he

says, handing you alarge pelt. It's ‘2 bearskin. Note
‘that you have'it. 1 klﬂ bear‘ smgle»handed SIash adds.
. Tumtosg Lot SO B

You try ko SIdestep his. fist, but you ‘are caught by‘
surprise iat the speed and power of the blow and the:

+, punch catches you right in the face, throwing your head
"back and sending you tumbling head over heels back-' _

. _"368‘1

wards through the air; You Iand ina dazed tangle of arms _
and legs. Lose 6 Life Points. If you are still alive, you heal: ‘
the crowd howling and chanting,'RAX, RAX, RAX!
The voice of the commentator comes over the speakers,
shouting in ‘a low voice ‘but rising to a crescendo.
‘Cybertr Puunnchh! Yes!’ The CyberClone struts:around
in the ring, arms raised high as if he'd already won the .
bout, smiling and. taking in the plaudits of the crowd.
You heave yourself to your feet.and he looks over: at
you, alittlesurprised. ‘Still not done yet, eh? Want some
more, do you? he jeers with a derisive smile:on his face.
“You'll be laughing, on the other side of ‘your face in a
minute,’, you threaten., Will you now wait for him to
attack, and hope to counter {turn_ to:33), move in and
try some punches; (turn: to 188) or try a senes of kicks
(tuml:0164)? R N B B SRR R I

ith a Cl’Y Of .trlumph the CyberCfone yanks the chain -' §

taut round your neck. Your hands reach up instinctively . °

as she tightens the chain cruelly and she whispers into
your ear through. gntted teeth, Now ['ve got youl’
She drives her knee into thessmall of your. back, then .
heaves. Struggling for breath, you reach:behind and .
grab her hands.. Desperately you' exert all your :
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strength, trying to lift her hands up and’ over 'your
head. Roll one dice (you can use the Power Strike
Special Move, if you know it, to subtract 1 from the
dice roll, but you must cross off the Inner Strength
point before you roll the dice). If the riumber rolled is
less than or equal to your Power Rating, turn to 6. If it
is higher than your Power turn to 285 b

Roll one dlce If the! result is hlgher than the clones
Defence of 3, you can subtract your Power Rating
from its Life Points. If the total is less than or equal to
its Defence, it manages to get its free hand agamsl'
your chest and holds you back.

¢

If the clone now has zero or fewer Life Points, you can

take its Time Beacon and return to the future; tum to

153. Otherwise, the clone rakes its talons down your
chest. Roll one dice and, if the result exceeds your
Defence, you lose 4 Life Points. If you are still alive
after this, you can hold on to the clone with your legs
while you try to knock it senseless (turn to 216)

i : i :

g0
Wlthout wammg, you execute a s1de~k1ck, catching .
the left-hand guard on the chin and sending him flying
backwards, already unconscious. The side-kick enables’

you to lean ml:o the right-hand guard w1th the test oF |

your body, and you. drive an elbow at the side of his

head. Unfortunately, you aren’t quick enough; he steps,

back out of range, his eyes wide with surprise, tugging
at the gun under his coat. Bringing your left foot
down, you turn and drive it in a thrusting straight kick
aimed at the guard's face, just as he raises his revolver.
Your, foot slams: home first: and'ithe guard topples -
backwards. But the gun goes off ‘and‘a bullet grazes
your shoulder —lose 2 Life Points. If; you ‘are still alive,
the : shot was. like a' thunderclap in the" quiet of the
mght and. you expect guards to come bo:lmg out of
the warehouse at, any moment. . .

Not}ung happens All is quiet. What is gomg on, you

wonder. Cautiously you enter the dim interior of the =

warehouse, It is strangely quiet. Looking around, you: .
see that the upper floor consists of offices and a '
gallery surrounchng an open central area that overlooks
the' ground: floor. - Beams -‘and, pipes; criss-cross the
celhng of ‘the warehouse, creating a web-like structure,
of wood and steel, wreathed in shadows.; It seems
quite deserted. Near: by,.a stairway leads to the upper : -
floor. Ahead of you, a door leads to the storage area’
of the warehouse.. Will you go.up the stairs {tum to, -
94) or check out the ground floor (turn to 14407 S
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Cod ey Y
On the way down you pass many side-entrances.; :
The shaft is filled with a cacophony of sound from
these side-tunnels: hammering, grinding, engines
thrumming and so on. Finally you reach the bottom -
and emerge in a huge, vaulted chamber. Great
ower-generators roar with.sound, leeching energy
from beneath the earth’s crust. The heat down here
is intense, so you hurry about your business. Noth-
ing gets.in your way — the place is fully automated
and there are several maintenance droids, but they
aren’t programmed for combat so they simply ignore
you. oo S RIS S T A
As you place the Megablast'bomb, the mouth of the
Overlord appears on a TV near by. Please don't! Stop

what you are doing! Join me, instead. 1 will make you .

my chief, my lieutenant, and I will give you kingdoms

to rule over!’ : : _
; tores i

You reply that you would:not:wish to rule over a
nation of CyberClones.; And: anyway, how -could you
trust. a machine? ‘But I can. make.you rich; give you-
anything you want,’ says.the mouth.. . : ‘

‘What [ want is tlirb"cle.-%{trcio‘y E;you,' yoﬁ!' replywach'\fratmgl _:
the bomb. Quickly you'run for the shaft, knowing you

only have fifteen minutes to get out. I

‘ T T T R
At the top, the. voice of: the Overlord:speaks from ithe '
TV in the: main chamber: “You cannot destroy: me so .

easily, you fooll Already I have placed my memory = -

banks ini a computer on board a heli-jet. I shall trans-
fer myself via: the computer, cybemet — L can: hide . :

A
Co
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+ anywhere, inany computer system.: You, may have
destroyed my clones, but I will:have my revenge!
With' that ‘the TV screens go dark. If you' have the
diary of Xavier, turni to 138. Otherwise, you run out
into the cold air of the snow plain and activate your
Beacon. As you fade into’ the, timestream, your last

vision is of a huge ball of fire as the factory explodes,
throwing debris all around. You also glimpse an aircraft
jetting away from the destruction, Turn. tozo00.

v do2F2 ST

After a while your muscles begin to ache abominably.
Hand over hand you;pull yourself up, until, every
movement is a burning agony. You must rest — but
there is nowhere safe to do so. In. desperation .you
decide to turn back, but.you: are becoming too weak
even for that. Finally your arms and, legs .cannot hold
you any longer. With a cry of despair you fall -away,
hurtling down the unforgiving rock to your death. At
least the end is quick.: + .« 4y, .

; o
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' You stagger drunkenly, your mind a fog ‘of indecision.
Suddenly you feel aicrushing impact on your chest,

+ and you are unable to control yourself as your body
~ flies , backwards. - You crash to’ the :ground, : rolling”

- backwards before ‘coming to 4; stop. Lose 4 Life Points.
If you are still alive, the painclears:'your brain of the'
 debilitating :effect of the strange yellow gas, and ‘you:

. rse hurriedly to your feet. The Xavier cyborg is

striding towards you. Without giving you a moment’s .

Voo
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respite, he throws_ his: staff,at ;you like-a spear. f_:'Y'OIl:; B
prepare to sidestep, but it chang_es shap.e m-nud-;;‘n_l;h
is no longer;a staff but a writhing, ﬂymg?snal_ce. e .
sight of it makes you hesitate in shock: and it slaPs .
into you,; wrapping its. coils :round . your ‘body, its
head swinging ;round, ready: to bite -at your fa;e. It
hums and whirrs with energy: and: you must .get; it off
before its coils tighten. Roll-one dice. If:the nurrfber.‘
rolled is.less than or-equal to: your Power Rating, ©
turn to 26.:1fit.is greater:z:thanf;your“Power, turn
to 263. Ry ENFREE O c

S ot 2740 b st
Charging forwai‘d'to:;";meet Blade,_,jrou-.-launcl’:: a flurry
of kicks and punches at his head. In his tum,’ f.Slade is .
flailing ‘wildly: at: you,-with :noi; regarfi -fo‘; !hl§ own
safety. : You, first’ side-kick . catches: him fall in the
face, and:he ldses: Life ;Points equal to_;_your;Porwer
Rating. However, he ignores your blo‘nf--:.andg Iays. into
you like* a. whirlwind, fists and feet ﬂa‘llmg.:‘:TC?Oi lake
you realize . your -error:, you cannot. mqtchutlus raw
violence.: He' purrimels: your head and shou}ders; with
voracious' power, and you cannot block altthe blows.
Lose 6 Life Points. If you are still alive, it'is only, the |
force of his last kick that saves your life: it sends you . |
flying backwards, - out. of range. Groggily you get .tol -
your feet,;as the CyberClone begins to ;slow;,,dowq. At
least; it: looks as. if he has no Innerl;;Stre,ngth. :;Eeft- for
another, ‘wild fury’ assault, you guess; spitting a:broken

iy

tooth :out of your battered mouth. The CyberClone’s -

chest theaves ;as' he ‘gulps. in “air:. ‘Leenjoyed,, that_,'-:---:h&
pants.. - | R A _‘-"-  RN S
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Your brief respite does not last long,' however; for he
raises one arm and points with the device strapped to
his forearm. A beam of green energy lances towards
you, and you'd better dodge it if you can. Roll one
dice. If the number rolled is less than or equal to your
Speed, turn to axy. If it is greater than your Speed
turn to 81.

! . 29 i k
You offer the gold dust and the old man nods agree-
ably. Cross the gold off your Adventure Sheet, but add
~ the Celestial Elixir. You may use it once to increase
.your Inner Strength total by 1. Turn to 28.

276 ¢ :
You grab the door frame above your head and, bracing
yourself, kick at your foe with both feet in a daring
acrobatic manoeuvre. Roll one' dice. If the result is
higher than your opponent’s Defence of| 3, your attack
lands solidly.

.\‘

Now you know for sure you -are facmg the Cyber-
. Clone, because it gives a wet, throaty growl and
snarls: ‘Meddling fool! I have travelled acrosss the
centuriess to do the Overlord’ss will. Do you think. I
will let a puny human deter me?

The clone has 12'Life Points (minus your Power
Rating, if you succeeded in. klckmg just now). Decide
whether you will now close in for a series of elbow
strikes to the head (turn to x62), stand back and try a
straight kick from the hip (turn to ¢6) or try to use a
throw on him (tumn to 173).-

TR A
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The Sumo wrestler closes and you step w1de to the
right, firing three qulck punches. to: the side ‘of his -
body and head as you do so. Roll one dice; and you . .
may add 1 if your Fighting Style is Kung Fu or I(erate
(Remember, if. you want to use a Special Move like 2
Power Strike,: you must decide on this before, you roll
the dice to attack.) If you roll higher than the Su‘mo-‘ |
tori's Defence of 3, your punches:land; the Sumo
wrestler loses: Life Points equal to;your Power Rating;
If you. roll: less: thare or: equal to his: Defence, your
opponent.moves past too quickly. If the:Sumo wrestler
is down.to zero.or fewer Life Pomts, turn to. 97 ,

Vg et b ;

Otherwise,  as. he charges past you, she. tums and .
swings., his. nght hand around .in a crushing ,open-." :
handed ‘slap. Roll one; dice: If the number rolled is -
greater. than your Defence he has struck home, and )
you lose 2 Life :Points. If it iis less, than or equal to
your Defence, you execute: a nimble back-flip to ta.ke
yourself out of range. The Sumo wrestler roars angrily
and charges at you once more.. What wrll you do now? .
Wlll you : = :

R
i' R I Sy

Leap into the air and launch a ﬂymg srde-kick at hls-_'
head (tum to 76)’? :

N I‘:]fj L= .
Sldestep hls frontai assault and then attempt to, throw ,
h1m (tum to! 13)? Iy L :? L

Dlve as:de, then try a Eoot sweep to tnp hun (
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The hall is packed with villagers, from common: peas-
ants to the well-off merchants, all sitting on benches
or standing around. At the far end, in the dock, sits
the CyberClone Xavier. His hands are chained together
and he is flanked by three burly militiamen. He sees
you come in, and his eyes narrow at the sight of you.
The judge is sitting on a:dais, and a priest, dressed in
long white robes:and flat-topped cap, is interrogating
the clone, asking him questions about familiars, satanic
rites and black magic. Xavier's answers are flat denials:
he seems confident and unafraid. After listening to: the
testimony of the defendant and various witnesses, it
looks to you as if the trial could go either way. If it
goes against the clone, he will be burnt at the stake;
otherwise, he will be set free. b

When the prosecuting priest asks the assembled crowd
if anyone wishes to speak on this matter, you decide
to intervene. You step forward and say, 1 am Tobias
Smith, assistant to the Witchfinder General of this

county.” Everyone turns to stare at you, induding the

CyberClone, and he looks decidely worried.

. The priest looks you up and down, clearly disturbed
by your odd clothing. ‘T know the Witchfinder General

quite well,’ he says, ‘and I didn't know he had .an

assistant. Tell me, how is he?

Taking a chance you reply, ‘I.am but newly appomted :
As to his condition — he is in good health, save that

his gout still troubles him.’

i k

The priest stares af you for a few seconds, then he -

‘ ‘zyyg—zsoi

nods, apparently satisfied that you are who yot1 claim |
to be. ‘What is your testmiony?’ heiasks. ' .

will you say that Xavier is wanted by the Witchﬁnder
for murdering the bishop by means of black magic
(turn to 157) or that the Witchfinder has sent you to
vouch personally for his innocence (turn‘_to; 236)?

. !
S

Stepping forward, you drive a side-kick with' your left
foot at her midriff, following up with a spinning back-
kick: pivoting on your left leg, you whip the heel of
your right foot in a 360-degree arc at her head. Roll
one dice and:add 1 ift your Fighting Style is: Savate,
Kickboxing or Karate. You must beat your opponent’s
Defence of 5. If you succeed, the spinning: back-kick -
cracks the clone and she loses Life Points equal to
your Power Rating.; If you fail, she blocks your side-
kick and manages to duck under the spinning kick.

If she is down to zero or fewer Life Points, tumn to 52.
If she is still alive, the Shadow clone lunges at your
throat with a straight-fingered jab. Roll one dice ard if
the number, rolled is greater than your Defence, ;you
lose 3 Life Points. Othermse,'she misses.

What rext? Will: iyou' close .with her and try some
open-hand strikes. (turn. to 104) or c105e and try a
throw (turn to 24.7)7 ;

i b a80 AR ” .E-i;
Midknight thanks you gravely, then'takes 'some of

your blood.:Lose 1 Life Point. In retum, he gives you



almmg at her head (tum to 295)? P

§ 28‘1—1'8‘2 '

:a serum wh:ch nnproves the genera], health, of your

body and mind. Your Recovery Rating goes up by |
permanently  (but it:can ;go-no higher than 5). Yo,
make your farewells and: activate your own Time

* Bedcon, signalling to the Eternal Champlon that you

are ready to return. Turn to 153
' C | ~281 s '

Roll one dice and ‘add 3, if 7 your Flghtmg Style is

Aikido or Jujutsu. You need to beat a Defence of 4. If

you succeed, she lands .on:her back.iwith a;crash, and

. loses Life Points equal to your Power,Rating. If she is

down to zero or fewer, Life Points, tun. to, 115..If you
fail, you pitch her over iyour head, but she rolls with

, :he force of your throw ﬂlppmg herseIf back on to: her
o teet, P Sy

Spnngmg to tyour feet, you turn to' face the Cyber—
Clone just as she fires one side-kick at your chest, then
another up to your head. Roll one dice, and if the

. number rolled is higher,than your Defence, the. second

strike jerks your head back:.and you.lose 4 Life Points.
Otherwise, you are able to parry both kicks. | :

The fight goes ori. Will you'lash out with ‘the ball‘of
your foot.in a straight kick at her solar plexus (turn‘to
251) or try a right and aleft ]ab iin qulck succession,

'.f;' ,‘ . «I‘. L :.:.'.. K
2.82 :

VPuttlng the bottle to your hps you, take a deep sw:g

of the red potion; it tastes rather bitter, aitart, chemical
flavour. Nothing; happens;at first, but after a minute or

| 285—284

two you ‘experierice  a gradudl warmth spre‘admg
throughout your body. It's as if your muscles are -
pursting with energy, and you feel much stroriger.
Add 1 to your Power Rating permanently (but your
power Rating cannot go any higher than s5; if it is
already 5, then nothing happens). There is nothing

else here for you to do, so, you walk back out into the
wind and rain. Beyond the crypt, a path cuts through,
the cemetery. Will you follow ithis path (turn to 14) or
investigate the area of the cemetery on the far side of
the path-(tum to 213)7 l

Py
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Your last attack sends the clone staggering backwards
grimacing with pain. He eyes you balefully, fingering
his club. “You. are a tough fighter, he says begrudg-
ingly. As he speaks, you notice that he has strayed
close ‘to.the edge of ‘the chasm. If you want to run at
him, throw yourself into a slide and kick at his knees
in ari attempt to topple him over the edge, turn to 72.
If you, wait_for him- to rnake the next move, l-urn!
tol106. f_ S i C
S O R SO F S A
'fi.ﬁ 5 ;‘ia‘i !284';: ; .
Roll 'one dice and add 1 if your Flghhng Style is -
Jujutsu. If the total is less .than or equal to your
opponent’s Defence of 3, then you have failed to
grapple it; turn to 234. If the total is 4 Or more, you
seize the shaft of the clone’s weapon arm in a vice-like
grip, ' then you' twist it. round and jam the prongs
between the bars of'the metal grille ‘that is now
dangling from the lip of the pit. The prongs catch fast,

i - iy
o ! I L
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bringing the dénéto a jerkrng halt in mrd-alr Sus-
pended by its-arm over,a sheer drop Vi

To bredk your own_ fall, you wrap yourr arms ‘round
' the clones walst It responds by jabbing its. . taloned
fingers at ‘your eyes, but it is, hampered by having
only one arm free. Roll one.dice and subtract 1. If the
total is less than or equal to your Defence Rating, you
deflect: the attack.’ If 1t is greater you, ‘lose’ 4 Life

. If you-are still ahve you can elther ho[d on :to the
clone’s belt with one hand' and' drive a rabbit-punch
into’ his groin: (turn to'216), or haul yourself upwards

fOI‘ a head butt (l‘u.l'n l‘O 269) I T i i ‘_.;I__ D

I 3 “‘ r; i 285! : : S .
" You cannot make the. CyberClone’s hands budge nor

| " can you breathe, and your strength is fading fast. Roll
. one dice; if the number rolled is less than or equal to -

J your Endurance Rating, ‘tum. to 17. If rt is greater than
o your Endurance, turn to 150. Cwiiotig ;
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' You gaze up the sides of the tower There’are! plenl'y

‘."‘ . of pipes and buttresses to, ascend by, but it:will: still be

a dangerous climb. Ifiyour, Fighting Style is Ninjutsu,
turn to 23. Otherwise, you clamber up;a cooling:duct

23‘7__ .

that runs the Iengfh of the forwer Roll one dice, but
you may use'the Monkey Heart Special Move, if you
now it, to ‘reduce -the roll by 1. If you have a
grappling hook, this will ‘also reduice the roll by 1. If -
the result is less than or:equal to your Equilibrium:
Rating, turn‘to 264 If #-is’ greater than: your Equlhb-
rium, turm to 77 : . e A

Rt izsy) Y

You are lymg Hat on your’ back; wrth the Shadow
clone standing above you. You spring to your feet to
face her and whip your right elbow around.at her chin,’ . -
then, 'straightening your arm, you swing youn fist back -
like a hammer at her head. Roll one dice; adding z if"
your Fighting Style is Kung Fu or Jujutsui You must'
exceed her Defence of 5. If you succeed, she steps:
back to avoid your-elbow strike but is.caughtunawares -
by your follow-up hammer ifist. You catch the clone' )

on the chin, sending her reeling backwards: She loses ‘:‘:

Life Points equal to your.Power Rating. if she is still:
alive, .turn: to 264. If you fail, the clone steps back to #
avoid your elbow strike, then: spins:away from your
hammer fist, putting some distance between you. W1ll
you: now. wait for her to make :a;move (turn.to 135) or’
execute a series of forward flips’ and then attack:with a
straught thrust kick at her head (tum to 206)? (RS



288

w88 L o
The Eternal Champion; is pleased with your progress
- He can now send you to the Overlord’s cloning
factory, and he briefs you on your final mission.

. ‘1 will be able to:send you to within a couple of
kilometres of the factory. Unfortunately I cannot place
you inside the factory itself: it is protected by an
energy shield which prevents any intrusion using my
time and space travel technique. Nor ido-1 know what
the terrain will be like once you arrive or how you
will get into the factory — you will have to use. your
own initiative to gain entry. We shall have to trust to

. luck that the factory is not under water, or is in orbit
round. the planet or some such thing,’ for then you

would probably die on arrivalf ”

You don't find this very reassuring at all, but you have
little choice:in the matter — the fate of humankind rests
on your shoulders and you have already:proved your-
self ready to die for the.cause.

The Eternal Champion goes on. ‘I do know that the
Overlord is using; geo-thermal energy to power his
factory - his machines have sunk shafts deep:into the
ground, tapping the magma below the earth’s crust.
You will have to get inside the factory and put an

explosive charge in the generator room, in the lower

© levels. This will blow his power plant to bits and will
unleash a torrent of lava to destroy his base. With any

luck you will destroy the Overlord as well. I will give .

you the necessary explosives.’

28

A small box, about the isize of a 'cassette: recorder,
ears in front of you. It has a timer read-out and a

?e'E buttons. You take it. : |
Do not be deceived by its size,’ the Eternal One says, ‘it
is a megablast cobalt:bomb and is extremely pm?rerful -
indeed. Once you! have set it, you will have fifteen
minutes to get clean out of the factory. Once you are out,
activate your Time Beacon immediately and I will Ibring
ou back home — I cannot bring you back while you are
still inside the factory, because of the energy shield.”

If you have the diary of Xavier, turn to 10, Otherwise,
the Eternal:Champion wishes you good luck and sends
you on your way. Turn to 3. :

o

. 289 o :
Cross the firecracker or flash pellet off your Adventure
Sheet. You throw it between the two Larcens and it -
goes off with a loud bang and a puff ‘of smoke. The
one without blood on his shoe gives a start ,of surprise
and swears under his breath, tumning to look at you
with an expression of momentary shock. The ‘other
Larcen steps back ‘and readies his grappling hook,
looking at you through narrowed eyes.: ‘
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‘Ah, right, says the one with the hook, ‘you must b,

++, the one the Eternal Champion has sent ‘to.get this

Overord's crony clone,” indicating his adversary with
" anodof his head. - ' - = '

" Don't listen, to . him,’, the ;othe;' grepiie.s,:‘;\’he's;.the only
goddamn CyberClone around here, pal’ " . -

There 'is a pause. Then the' ?oné!ﬂwithlf;BIobH; on his
. shoe-blade says, ‘Come on, get him. Together we']|
‘make short work of him." The other blows a bubble of
gum out of his mouth and bursts it, staring at you,
‘Will you attack the Larcen Tyler with the grappling
‘hook and blood on his shoe,(tum to 131), attack the
one who has lost his grappling hook (turn. to 86), or
wait a little longer to see if anything new develops
(turn to 29)7 : P -

‘ . ‘290 o T
You catch its wrist, forcing its arm up., You twist then
whip its arm down over your shoulder, throwing the
clone on to its back. It loses Life Points equal to your
Power Rating. If it is down to zero or fewer Life
Points, turn to 191. The Samurai Clone twists aside as
you stamp down at. its head, then leaps to its feet,

201

sword at the ready. Will 'you trya'= kick for the head
{turn to 232) or get in close, past the reach of its blade,
and use your fists (turn to 1012 : ’

©izeL v By

You drop prone, spinning around as you do so, and
unleash a whipping back-heel strike at the side of his
legs. The boxer is not usedito this kind of attack and is
at a disadvantage. Roll one dice, and add 1 if your
Fighting Style is Karate, Savate or Kung Fu. (Remem-
ber, if you.want to use a Special Move like the Power
Strike, you must: decide to do so before. you roll the
dice.) If you score higher than the boxer’s Defence of
2, your blow connects and he will lose Life Points
equal to your Power Rating.. Otherwise, he is able to
dodge back just in time. If the boxer is. down to zero
or fewer Life Points, turn to 64 :

As you spring to your feet, your opponent, who: has
been driven back by, your attack, rushes forward and
tries a swinging right hook, but you have plenty of
time to attempt a block. Roll one dice. If the number
rolled is higher than your Defence, his fist crashes into -
the side of your head — lose 3 Life Points. If it is less.

than or equal to your Defence, you catch the blow on’

the inside of your left forearm. You can’t use another °
low kick straight away, so will you:

Close in, then trywsome ja:bs and d1dps,:fc; his face and
neck (turn to 1133 o . :

Wait for him to attack and ‘counter with a throw (turn:
to 1941 ‘ ‘
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~ Try some ., high lekS to your opponents head {turn
to 22.3)7 : ¥
R 29:.

Graspmg hls wnsts.‘ you turn around, rising to your
~ full height and pushing his arms upwards. Then, with
your back to the clone, you lean forward, bringing his
arms ‘down over: your shoulder, and throw him over
. your head. He lands on his back: with a: yelp, .and he
loses Life Pointsiequal:to your :Power Rating. If he is
. down to zero or fewer. Life. Points, tum. to 239
Otherwise, he rolls forward and gets back to: his. feet,

~ angrily spinning to face you Tumito87. . .

' : . E“s A A E_;;_"E_g_!?a'
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% You step forward and unleash a; pumshmg sxde—klck at
~ his forehead with a shout.:Roll one dice, adding 1 if
vour Fighting Style is Karate, Kickboxing or:Savate, If

* you score’ a 4 or less, turn to, .132. If, you beat a

' Defence of 4, he is deceived by your speed and your

. foot slams home, sending him staggering backwards.

'He loses Life Points equal to your Power Rating. If he
" is reduced to 2 or fewer Life Points, turn to 62. If he

still has 3, or more Life Points remaining, you may
- now wait for him to attack you (turn to- 21) or throw
' f_some punches at him’ (turn to 249) S

RN ' - : 294 : o

‘The CyberCIbne lies ‘unmoving. His vnsor rolls away,
: revealing robotic eyes that' glow with an‘eerie green
 light. As you watch, their light dims into jopaqueness.
You: search the body and find a gold card, covered in

o '19555'::'f

parcodes and: numbers and a Tlme Beacoh Unfortu- s
nately, it is not one of the Overlord’s Beacons —it is a
small round sphere and is evidently, the real Blade’s
Time Beacon. The CyberClone must have’ used it to
infiltrate Fortress Etermty o

After disarming the Bomb that was' meant to, dedl'roy
the Complex, you report back to the Eternal Champion.
He is shocked to hear what has happened but congratu- .-

lates you on saving the Fortress. ‘I fear for Blade's life, &

says the Eternal-Champion,. ‘for- he would not have
given uphis Beacon without a fight. It makes sense
that the, CyberClone Blade would not:have a beacon
of his own, as.it is clear that he 'was on: a suicide
mission ;to, destroy our. base.” The ‘Eternal Champlon
pauses in thought for a moment then says, ‘Go now

to the gardens and rest. I will summon you when I. .

have determined. the 51gn1f1cance of the goId card.
Duhfully, you leave Turn to168. . .. - .

.: kt

Roll one drce and add 1 lf your: Flghtmg Style is Kung i
Fu. If 'you score higher than your. opponent’s Defence .

of 4, 'your second: jab:hits home,; and she loses your’

Power Rating, in Life Points. If the Jetta CyberClone is
down to zero.or fewer Llfe Pomts, h.im to 115 If you e
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fail to beat her Defence, she twists aside from each,
blow, grinning at you mockingly. .

She counter-attacks by whipping the chain ‘at your
legs. Roll one dice. If the number rolled is higher than
your Defence, the chain wraps round one of your legs
and she yanks, hard, on it. You fall flat-on your back,
and lose 4 Life Points. If you are still alive, the Jetta
clone flicks the chain back again and lashes it down at
your face. Ready for it this time, you roll away and
leap to your feet. Ifi she doesn’t beat your Defence,
“you leap nimbly over the whistling chain.

What now? Will you try to grab her wrists, then fall
backwards to the ground, putting a foot on to her
:stomach, and throw her over your head {tum to z81),
‘or will you lash the ball of your foot in a straight kick
at her solar plexus (tumn to 2517’

e 2§6 : } E -
' Where is the real Midknight, ‘you . wonder; you could
' use his help right now, but he is nowhere to be seen.
Edging forward through the mud, you close in on
your adversary. You throw a right cross at his head,
but the clone blocks it. Then you step up close and
hammer an underarm punch with your left at his ribs.
He sweeps it aside with his arm, but'you lean forward
and smash your right forearm at his face, putting your
shoulder behind the blow. Roll one dice and add 1 if
your Style;is Kung Fu or Jujutsu. If you score:higher
i than the CyberClone’s Defence of 4, turn to 2z0. If
you score less than or equal to 4, he falls backwards
with lightning speed, grabbing your arm- as: he does.
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s0. He pulls'you down, digging’ his foot into your
stomach, and tosses you over fhis;head. Yf)u end up
flat on your back in the mud; lose 4 Life Points. If you
are still alive, you ready yourself for another ro?md:
‘Are you the best the Eternal Champion can pxjowde?
the CyberClone sneers. ‘If so, the Overlord will soon
be victorious!’ You'll have to wipe that smug expres-
sion off his face. Will you now, try to grapple and
throw him (turn to 43) or aim some kicks at his upper
body and head (turn to 134)7 | P
} -
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With perfect timing you step in and block. Unfortu-
nately, the power of the strike is so great that you are
still knocked off your feet and are thrown through the
air. Roll one dice. If 'you score less than or equal to
your Equilibrium Rating, you are able to roll with the
force and somersault on to your feet. If you score
higher than your Equilibrium, you: hit the floor ?f the
cave heavily and lose 2 Life Points, before springing to

your feet.- : o

The neanderthal CyberCloneé runs after you, then he
does a sudden back-flip, lashing bothi feet at your head
on the way over. Will 'you drop into a crouch, roll
forward and come up on one knee, ready to punch
your adversary when he comes down (turn to 227), or
step back and ‘unleash a flying side-kick at his chest
(turn to 42)1 ‘ . ‘ -
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He strides ;past 'youand: disappears: behind'a hanging .
drape which curtains off the far end of the chamber. At
once you hear a cold hiss of rage, followed by the clash .
of metal on metal and the sounds of-a fierce scuffle. -

Rushing in, you, tear down the 'drape. In front of you .
stand two identical lizard-men, each with a bronze - 5
trident in place of his; right arm. They are locked in
mortal ; combat, each fending .off his foe’s :weapon :
while trying with all his might to get ina lethal blow.

There'is no clue to help you identify jthe real Trident;!
you will Have to rely on your intuition, or else abandon
your mission. Will you attack the one to. your left
(tum to 63) or the one to your right (tum to 252), or
will you activate -your Time Beacon and retum to the : :
future empty-handed (tum to 842 - . -

G i et BELE

The ninjas have a ;circuiar white patch’sewn ori to'their.
costumes. Emblazoned on the patch is a black orchid. ' .
These are Black Orchid. ninja, sworn_to-slay. Shadow'
Yamoto who was once of their clan: You rush out-of the -
cupboard and spring on to the table, catching the ninjas
by surprise. ‘Ah,the cavalry hasarrived, Shadow, remarks
wryly.; You drive, your foot;upwards in a straight kick,, -
catching one of the ninjas on the wrist—his sword flies out. - -
of his hands. Then you scissor your left leg up and across,
driving the ball of. your foot at his temple. He falls head -
over heelsto the floor, then lies still:Shadow makes short £ -

work of the other, leaving only you and her onthe table.::'

RO
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iShe eyes you. speculatively. ‘What are you doing
here?" she asks in a quiet; silky voice. You explain the
situation to her, and your mission: ‘I see. But how can
you be sure I am not the CyberClone? she says,
smiling, ‘After all, the Black Orchid may not know the
difference either. 5‘ ‘

1 don’t know for sure, you reply, ‘although the Cyber-
Clone and the Overlord would not oppose the Black
Orchid ninja. It is much more likely that they have
allied.’ . . ,

"True, Shadow murmurs as she jumps nimbly to the
ground, tumning her back on you in a clear signal of
trust. She turns and looks up at you, tending to the cut
on her forearm as she does so. Her skin is like
porcelain and her features are most pleasing, but you

il

know under her ‘pretty little girl’ exterior she is a

tough and ruthless master of the martial arts. “This
building —*a large tower block, by the way — is the
headquarters of the Shogun Corporation, a corrupt and :
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uthless organization dealing ‘in we?poh‘s";:i,.qmgsr_and. L
other unsavoury business malpractices. _I’c; is alsor a
front for the Black Orchid clan,” she explains. ‘And I've n

come here to destroy.them once and for all!" she adds.
passiomately. © - 0 AR
‘We must!work toééther to';jdestlrb‘y the CyberClone‘_.r 3
and get its Beacon,” you tell hér.. w

SR B O A

'Agrééd,’. she replies. 'But I'work alone —'i_always. Lwill
find the Grandmaster of :the ninja while you look for

my clone. From what | have learned from t’hose three |
ninja, your best bet is to search the rooftops.” v

You;;trjc(;'tc.)‘;_;;‘cbm):ince! her. that you. should:.work _to—
gether, but .she: will. have none of:it. She also points
out that.you alone must:search the ;roof ‘of' tlrlle\_:.sky-
scraper — ever since her near -d_ea‘th, { from ;wluch the
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. Eternal Champion rescted her, she has had:anuncon.

trollable fear of heights. She also. points out that noy,
.she has 2 bandaged arm — you can tell the difference
between her and the CyberClone. -

You have little choice but to agree. She points to the
small door at the other end of the room, while she
heads for the large double doors. Just before she
leaves, she tumns, an impish: expression on her face,
- ‘Thanks again for your help!’ she says and blows you a
kiss. Then she is gone. You notice that the conference
table has been laid out for a meeting: each place has its
pad, pen, ashtray and a small book of matches, with
the Shogun, Corporation’s design — a white orchid —
printed on them. You may take a book of matches if

you wish. Then you make for the side-door and the _

stairs leading up to the roof. Tt to 117, o
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Back in Fortress Eternity, you are greeted as a conquer-

300.‘. ‘

ing hero (or heroine) —‘which; of course, you are. After
ou have had time to rest and recover, an assem.bly of
all the staff, some five: hundred in all, is Iheld- in Fhe
jong hall of the Battle Room. The Eternal Cha'mplon
thanks you personally and awards you 'the E t1tle_ of,
supreme Champion. All nine other Champions are also -
there to honour you and they all acknm?rledge you as
Supreme Champion, each in their own unique way.

Later' when the celebrations are over, the Eternal One
finds'a moment to:speak to you alone. "You haye dones
well, better than I had hoped. But our task is not over. |
Though you have dealt the Overlord a terrible blow, |
he remains a ‘threat. For humankind to be truly free of -
his oppressive yoke, he must be destroyed once flnd ‘

foral[.lhave;aplan.,_’? tl‘::< ) -;li ‘
RN N

i b
But that is:another story.



eE FIGHTIN’G '-s'erLEs R
Muay Thal, chkboxmg
This is the most popular spectator sport in + Thailand,
Muay Thai is a mixture of powerful kicks and devastat-
_ ing body blows. The fighter user fists, feet, knees and

. elbows to inflict damage upon the opponent. Kicks are
used ito deliver blows to the opponents legs knees

;andt}ughs o ;:;_- i

i ’25,; “ Savate

Savate is ‘a sl’yle of foot- and ﬁst-ﬁghhng that ‘origi-
nated in France. Offensive techniques emphasize front,
side and round kicks to the knee, shin and instep. The
hands are kept open and low to defend |against groin
kicks. Palm-heel strikes are used to attack the nose and
. eyes. Later, both mid-level and high-level kicks were
: added tothe sl'yle c Lo

:! : Kung Fu : ;'-E-:,"f
A generlc term for many varieties of Chinese’ martial
arts. There are two, main divisions: southern style,
" emphasizing strength and power, and the, northem
style, using softer, open movements and often utilizing
the lower body., Many techniques and styles exist
within these broad divisions, such,as Larcen’s Praying
Mantis Kung Fu which relies on fierce grasping move-
ments, clawing attacks, kicks and punches. Other styles
" include monkey, crane, tiger and others too numerous
to detail here v o

'Karate - o |

Kafafe,.-.méahing”‘ "ea;pty ‘hand’. or “China hand, origi- .

nated ‘on the Japanese island ‘of -Okinawa and was =~ :

influenced by Chinese martial arts. In karate all parts of :
the body are used as weapons. Striking points include
the fist, bottom of the'fist, edges of the hand, palm,
wrist, the fingertips, elbow, forearim, mstep, heel, ball f
of foot, edge of foot and knee L . -

Aikido |

Means ‘Way of 'Ha'rmony’:..'iA method of unarmed self- '
defence developed in 1942 by Morihei Uyeshiba. Uses
circular movements. to neutralize aggressive action by
gaining control of the attacker’s own momentum. Uses .
throws and locks in. response: to: aggressmn -

Ju]utsu

The : arf of suppleness and phancy ]u;utsu techmquesi
include striking, ‘kicking, kneeing, throwing, choking, '
and especially joint. locking. Ongmated in Iapan and
may be as old asthe: thlrteenfh century sl

Nm]utsu -

The art of steahng in’-or. thei ‘art of mv:sxblhty, the
techniques of the ninja {assassins. and “spies ‘of feudal * .
Japan). It incorporated many ‘martial skills. including. -
swords, - spears, sticks, “staves and unarmed combat. -
Speciality weapons (daggers, darts, poison: and throw- . -

ing stars) were also used. Other skills such as'camou- £ .

flage, stealth and cllmbmg were, also taught





