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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 lf tned
in the real world.

" CREATING YOUROWN . !

i ooty o . : A R

Before you caniplay ‘Citadel of Chaos you must first
choose the type of champion you wish to play, fill in
your Advenfure Sheet (see pages '12—13), and read the
following rules. However; if you have already played
Eternal Champions I: The Cyber Warriors, :you can trans-
fer the same character to this book.: You may bring
any new special moves, or rating additions you gained
in the first adventure, but you cannot:bring any items
w1thyou s 4 Co oy
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Ratmgs

e R R B

Every chamﬁlon is-given a Rahng in six areas: Speed :
Endurance, Power ‘Recovery, Defence and Equxllbnum "

Speed Howfastyouare N . R

Endurance: How ‘much, starmna you ‘have:and how
much damage you can take. L !

Power: How! strong you:are, and .also how much

. damage: you can inflict on your'ehemies in combat.

Recovery: How healthy you are, Also affects how fast
your wounds heal; -

Defence: How good *you are at dodgmg and parxy~:
lng' B . I '



Equilibrium: Your sense of balance — affects actions
like crossing tightropes and so on.; | ‘

You start with 3 points in each Rating, -and you can

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 three, or three
Ratings at four, 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 £l 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) Generally speaking, when you
need to do something that depends on one of your
Ratings (testing your speed 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 Rating can ever be higher
than 5. : ;

Life Points i. 1

Life Points- represent how much damaée? you are able

to take in combat before you drop, dead. Multiply
your Endurance Rating by 13; 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

8

to your enemy 5 Power Ratmg) When | your L1fe Pomts
reach zero, you redead! . 7

Combat (A

When you have to battle an’ adversary you ;musl‘ fight
in rosinds. 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 Defencesyou lose the Life Points
equal to his Power Rating. You keep going until one
of you runs out of;Life Points; this means that the
other wins. Now, there are other things that can affect
combat (what Special Move:you are using, your Fight-
ing Style, special items, and, sometimes the procedure
will vary according to the opponenl: you are fighting),
but all that is explalned as you go along.

STERENENE R

PRI ) fmer Strength o
This 1s;£the !Yin and Yang ienergy of - ‘your mind.
Whenever you want to use. a Specnal Move (see
below), you use up 1 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

J



goes up and down as your adventure unfolds. It can
go as high as you can get it. .

Sﬁecial Moves

There are three Special Moves.

Power Strike: Using your internal energy, you can
make yourself stronger for a moment. In combat,
when you hit an opponent you can add 2 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 the
dice. Power Strike could come in useful in other ways
too, like smashing down a door, for instance.

Monkey Heart: This technique allows 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 mlght also help in other ways.

Revitalize: Using the power of the mind, you 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 is equal to your
Recovery Rating.

Choose one Special Move only and wnte it on your
Adventure Sheet. It costs 1 pomt oﬁ Inner Strength to
use a Special Move.

10
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There arel other Special Mdves you n!lay be able to
learn, but you'll have to find out about them durmg
the course of the adventure. ‘

Fighting Styles |

This represents the kind of 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 iyou want to learn
more about them., Generally 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 make a note of it on your
Adventure Sheet. There are seven styles to choose from:
Savate, Kung Fu, Karate, Alkldo, ]u]utsu Kickboxing,
and Ninjutsu. : D

; ’ Ttems ' ' o

Keep a record; of anything 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 will be explamed to you ¢ once you've started
playing. . ! ; o ;

When' you ve fmlshed creatmg your character {don’t
forget to give him or her a namel) and have checked
out the rules and the Introduction, you're ready to
start playing and can turn to paragraph 1.

!
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" INTRODUCTION

i

Several hundreds years from now ... technology has

taken over. The human spirit has been 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. In the early 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 an 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 . . .

14

Except that it no longer called itself the Administrator.
It called itself ‘Overlord’.; And slowly it was destroying
the human spirit, slowly it was taking complete control.
The Overlord began to replace human beings with its
own creations, called ‘CyberClones’ — clones that were
human on the surface but underneath were automata,
controlled by laser-rom chips and cybemetic hardware,
wired into their brains. - The Overlord had a vision, a:
vision of a world inhabited entirely :by ‘organic. ma-
chines’ that would be totally subject to his will.

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 Qverlord
rejoiced. .

:
H T
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Man's last hope is the Eternal Champion, a mixture! of

all the masters of the martial arts who in their wisdom

foresaw the igrave danger ‘faced by humankind. The -

Eternal Champion is the Guardian of the Human Spirit;

he took nine of the greatest warriors in history and-
brought each of them intoi the future just before ithe

moment of ‘his or her death. In Fortress Eternity, the
secret complex of the Eternal Champion, he trained’
and tested these nine warriors to help him in his

struggle; but the Overlord tried to destroy the nine!:

-champions and to replace them with his own cyborg

replicants. Foreseeing this, the Eternal Champion chose

you to be the Supreme Champion; your task: to guard ¢

the others. You managed to defeat these replicants, _‘
but now the Overlord seeks to extend his tyrannical

reign over humamty ‘ ;

From his Citadel in Megapolis, the capital of the . '-

world, he builds his power. ‘Cyber City’, as it is called,

16

is a grim place; it ‘is ruled by the Overlord, aided by
cyborg troops and:by humans who have sold out to
him. The ordinary peopleare made to work in the
mines and factories, jor are turned into mindless cy-
borgs, obeying his every command without thought.
The Overlord sees himself as the rightful Eternal
Champion and he is creating a group of ihis own
warriors; his plan: to defeat the other champions.

The Overlord must be destroyed; once and for all, The‘
Eternal Champion has charged you with this mission:
you must lead the nine others into Megapolis and find
‘the Core’, the very centre of the Overlord's computer
mind, and eradicate him there. Can you save humamty
from the Overlord? Tumn to . ¢ :




?g FREI T lai D . iy
The Eternal: Champlon briefs- you in his private cham-
bers. “You jare, my best, fighter,” he says, -his voice
sounding. inside. your own ‘brain.. The plan is to send’
in three teams. Larcen Tyler, Jetta Maxx; and Blade will
travel ;in a jet ‘copter to, Megapolis, undercover as a
delivery of goods for the factories.of the:city.. Trident,
Slash and RAX. will: go. in 'by.sea.ivia  the docks.
Midknight, Xavier and Shadow will go in through the
mountains that surround the city. Caves in the moun-
tains will lead underground to the mines — from there
they will make, their way up into the Citadel. You are :
in overall ‘command but you will travel with one of :
the teams. The Citadel itself is topped by a tall spire in
the middle of the city - probably this is the Core
where you w1ll fmd the Overlord. &+~ ¢ . .

“You will need to find or bulld a Cyber\Cage, the
Eternal One goes.on. ‘The problem with destroying
the Overlord is. that he has a cybérnetic computer
mind. It takes him only a, few seconds:to transfer his
mind and memory banks via a, communications link to
another . location, You :will have.to make sure that he
cannotiiescape by itrapping him msndega CyberCage :
long enough to ensure his destruction. We do not

have the technology to build;one here in the Fortress, '

but I'm sure .you will :find a way to ge’c one in
Megapolls, the Cyber Cl’ry T

‘The Overlord: has bodyguards - spec:allst assassins
called the Lor&s! of :Death., They 1are; Masters of the
Martial:Arts who serve himg‘oi'iwho have been created
by him. 1 know their ‘names, but little about their
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abilities. There are six of them: the Master of Destruc-
tion, the Master of Weapons, the Master of the Devil's
Hand, the Poison Finger Master, the Master of Light-
ning, and the Grandmaster of Ninjas. The Grand-
master is the head of the Overlord's secret police. You

will have to be careful,: for they will be- deadly _

opponents.”:

The Etemal Champlon glve's YOU 20' MegaCredlts -
money that‘may be needed in the city. He also gives

you an electronic dossier containing the files of the -
other nine Champions: it details their strengths and

weaknesses. The Eternal Champion advises you to
exarmine it before deciding which team you will accom-

pany into the city. Tum to 100 at any time to examine @ -
the files. When you have made your chou:e, tum back’

here.

The Champions ha{re so‘rted themselves into three’

teams, according to compatibility. Will you go by
air with Larcen, Jetta and Blade (tum to yz), by sea

23

with Trident, Slash and RAX. (turn to 132) or under-
ground with Xavier, Mldkmght and Shadow (tum
to 2527 ¢ ri o : i

.. ‘2 i z;‘-f‘-lﬁa‘.?

Will you try to trip him up with a foot sweep (tum
to 43) or close i and attempt a grappling lock (turn
to 23507 R 5

Gingerly, you remove the, powerpack, half ‘expecting
an electric; shock, -but nothing happens. (Note the
Electric Shock Discharger on your Adventure Sheet.)
You get your team together and consider your:next
move. You could follow the course:of the river — but
R.AX. and Slash couldn't — so you set off along the
storm drain ahead. You pass:several other storm drains
that connect with yours, until you are no longer sure
where you are .going. Slash’s sense of ;direction is :
excellent, however, and he takes point; assuring you
that he is leading you unerringly towards the centre of
the city and the Citadel of Chaos. Tum to 143.

i i d o
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You find a cave in the side of one of the mdumt‘ams and
you and your team descend into the depths in search of

the mines. Xavier uses his power to activate his cane, and -
it glows with a soft radiance that is adequate to light .

your way in the darkness. You :stumble through a
warren of narrow passages. leading in: the general

direction of Megapolis. Eventually you emerge into:a .
large, open area. The staff bathes the walls in a soft

light, revealing a strange sight indeed. The walls are
made of worked stone, and across the floor a trénch

runs from one end of the cavern to the other; vaulted -
iron girders hold up the roof. Rubble and rubbish litter

the ground everywhere, and collapsed buildings. of
archaic design are scattered about.:The walls are wet
with moisture and the air is filled with the smell of
decay. High up, near the roof, something flutters and
chitters in the dark corners of the cavern.

‘Hmmm. Rather. pleasant really,’ dekmght remarks

looking round thie cave. S T CTE

‘A good clean-uip and some power lif\e's, arl’d”it= cou]d ;

be made habitable, Xavier replies looking ;around
speculatively.

‘Clean-up? {Why spo1l it? says Mldkmght' qulte
seriously. . » oL _

Shadow is exam:mng the trench, and she' beckons you "
over. Leaving Midknight and Xavier to their discussion,
you walk over to her.Look,’ she says, pointing down
into theitrenchi The remains of an ancient railway line,
the tracks .mostly rusted and bent, are visible, ‘This
whole place was once a railway station, hundreds of

5

years ago, only now it is buried under: tonnes of rock
and earth, Shadow comments. The tracks leave the
cavern via two tunnels; one ‘of them has: collapsed,
blocking off the exit from the old station.in that
direction. The other tunnel exudes a faint chilly breeze
that carries the trace of a sweet, flowery scent. Sud-
denly you hear a;muffled ‘crashing .and banging noise
coming from behind a wall of the cavern. It sounds as
if someone ~ or something — is drilling its way in from
outside. Will you run down the old rail tunnel (tumn to
236) or take up a position on either side of the area
where the noise is coming from (turn to 106)7 -

ot R g F et . : P
Unseen by the patrol boat, Trident slips: over the side
into the water. As you slow the Atlantis, the Captain
of the patrol :boat trains the rocket launcher on you.
After a few minutes, Trident returns. ‘There isss an old
ssewage outlet underwater. It leads into ssome ssort of .
cave. If we abandon the yacht, we can all sswim there
and avo;d the patrol boat



‘Huh,” grunts RAX, T can’t swim anywhere with my
cyborg parts — I'll sink like a stone.”

¢ O T 1
‘Me no swim — not know how!’ Slash rumbles.. =

Trident tells you that he can take them:down oné by
one. If humanss can hold their breath long encugh — 1
can sswim very fasst, even when carrying a human,
sso it should be possible” Will you go along with
Trident’s suggestion (turn to 175) or rendezvous with
the harbour patrol boat (turn to 22)? ‘ o
! i i Lo MR
; R } 6' : e‘Ei‘?g. i
Deftly your hand closes round the ring, centimetres”
from your face. Suddenly the Grandmaster whips the
animal hair and' twists it round your wrist with a

practised flick of his arm. He wanted you to catch it!

You are caught off balance and he yanks you towards
him, the dagger in'his other hand. As you stumble up
to him, he thrusts at your mid-section. You try to

dodge, but the blade slides across your ribs; lose 2 Life
Points. If you are still alive, you dive forward-past the .
Grandmaster, somersaulting to your feet and ripping

your wrist free'of the braided hair. As you spin to face
him, he hurls the dagger at you, the corded hair

streaming after it. Now will you try ito, catch the -

dagger and attempt to yank it away from him (turn to’
207) or try to dodge it (turn to 28)7 ., :

i
|
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Leaping high into the' air, you twist dnd somersault

over the beam of deadly green energy. You hit the

ground and roll forwards, springing to your feet in

;

[

front of the' Captain and the Enforcer. Out of .the
corner of your eye you noticé fMidknight_ throwing
one Enforcer to the ground with an armlock. Ar.lother
is wrestling with Xavier's staff — it l}as tumed’mto a,
snake in his hands and is biting at the Enforcer’s f?ce.
However, you have little time for: further pbseryahon:
the Captain is readying his: gauntleted ﬁStS..Wlll you
spin and unleash a whipping back kick, hong to ‘hlt
both the Captain and ithe Enforcer with a single strike
(turn to 202), attack the Captain (turn to 292) or attack
the Enforcer who is wielding the whip (turn to 141)?

‘8 i :
There doesn’t seem to be any way out from lhe‘re. A
wire mesh grille covers a ventilation shaft in one wall,
and you can feel the cold air being sucked out along
the shaft. Despite: searching thoroughly, you cannot
work out how Tien -Hsueh could have got in here;
none of you can find the ‘secret: door or window or
whatever means he used to get in. Youhave no choice
but to remove the mesh grille and climb into the
ventilation system, shivering ir the cold. You lead_ the
way; there is only room for you to go one at. a time,
and Slash and Trident can only just squeeze in. Tum
to 113.- | b -

. g
| ! v
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All four of you step on to the pads andiare; whisked
up to the next level of ithe: Citadel.. ‘Again,ia plate

glides across under: your feet sand: the. tube retracts . |

upwards, allowing you to step out into a‘square room. -
with plain grey walls. However, you are now: on your

own! Glancing ‘o either side, you see that the others .
are still trapped. inside’ the tubes which have inot -
opened to let them' outt Xavier is hammering on the
tube; Midknight is carefully feelirig at its.edges, looking

for a way out; Shadow: stands with heriarms folded
and shrugs helplessly at'you. From behind a console in
the middle of the room an oriental woman then steps
out; she is:dressed in a long; red cloak that hangs
down to 'her booted feet; and'her. face is painted in_
bright red: lines to resémble ithe face of 'a devil. Her’
hair is tucked into-a neat bun. ‘I am Kaisho, Master of
the Devil's Hand," she /says {quietly. She iopens, her
arms, spreading the: cloak wide. Underneath she is
wearing baggy black trousers tucked into knee-length
felt boots, and a white silk tunic emblazoned with two' .
red dragons. The:sleeves of: her. tunic hang down to
the same-level .as the red: sash:she wears ias a belt. .
‘Now we dance the devil's dance,” she!iwhispers. Sud-
denly she sweeps the cloak in. your direction, like the
wings of a bird, and' a host of tiny glittering knives,
hurtle towards you out of its folds.in a cloud of flying
death! If you have ashield, ‘turn to' 42. Otherwise, turn

: L P
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You edge closer, wary and ready for -any sudden

moves. His eyes widen, giving you a split-second's,

warning, then he chops his hands at either side of your
neck. You:whip up your forearms and block, then grab
his upper arms with your hands. He does the same to
you, and you are locked in a battle of strength,
wrestling for dominance. He kicks at your ankles,
trying: to sweep your feet out from under you. You
try to jump over his sweep. Roll one dice, subtracting
1 if your Speed is 4 or more. If the result is less than
or equal to your Defence, tum immediately to 92. If
the result is greater than your Defence, you aren't fast
enough and are knocked off your feet. You find
|yourself in the air, horizontal to the ground, and fall
badly; lose 3 Life Points. If you are still alive; your
opponent drops to one knee, bringing his elbow down
al your throat, but you just manage to roll out of the

way. You scramble to your feet, as Tien Hsueh rises to .

his. Will you now close in and try some punches to

his head and body (turn to 218), wait to see what he

does and hope to counter-attack (turn to- 37), or try a
low kick; followed by a roundhouse kick to his head
(turn to 108)7 : . . i

i & &

Piledriver gIares’ at you, his eyes jewels of angér set in -
a mask of hate. “You dare to interfere in my triumph! [ -
will crush you like the worthless slave of the Etemnal

One you really are, he roars. As he blusters, raising his
arm and waving it about, you take the opportunity to
check out the rest of the battle. Xavier and Midknight

‘12

are hard presséd but are just about holding their own:
the Enforcers cannot.get past the reach of Xavier's
cane, and Midknight is using his Aikido ito ‘the full,
throwing the enemy all over the place. Behind you,
Shadow is recovering, ready to join in the fray. Enforc-
ers close in on you from behind, but Piledriver ac‘l-uall.y
orders them away. ‘This one is mine,” he rages. ‘1 w1l!
break his bones and suck the marrow of his soul!
Thank the Eternal One for over-confident supervillains,
you think to yourself. But then again, he is armoured,
has a shield, wields a massive weapon of considerable .
power, and is at least two and a halfi metres tall; so
perhaps he’s right to feel confident. With such
thoughts, you ready for combat, ;braced and alert.
Your opponent’s eyes narrow and he edges .towards
you. (Note he has 15 Life Points, a Power Rating of 5,
and a Defence of 3.) He screams and charges at you,
trying to pulverize you with the piledriver. Will you
try a block and counter-attack (fum to :253) or try to
evade and.look for ;an opening (tum'to 191)7
; A

b oAt o

Suddenly the ininjas begin to falla:back,: and Jaluda a!so&
steps back, looking around. To your horror; you realize
that Larcen and Blade have been taken alive — theY are
trussed up like chickens in nets.: Blade is unconscious,
and Larcen is struggling feebly. Jetta -is des.pferately |
trying to get to them, but three or four ninjas are
keeping her back. ‘We'll have to finish this another
time, Jaluda isays, backing away. ‘We've got two of

you — that will be enough for the Grandmaster.” She

turns away to rejoin her ninja comrades. You will have |
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to act fast-to'stop her, so:you runstraight at her and

launch a flying kick. Roll one dice and .add 1. If the

result is higher than her Defence of 4, turn to 128. If it

is less than or equal to 4, turn to 1591 ' i e
! : i :

i L L A
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After a few seconds your sight dims; then everything
goes black. Kaisho, the Master of the Devil's Hand,
has triumphed. Another hero bitesi the dust. L
v ~ P Py
? i Vo L4 o g
Reduce the time number of your CyberCage by 1. If it

is down to zero, turn immediately to 9. If it is not, -

you lash the ball of your right foot straight at his
stomach, but he hops back and catches your foot.
Then he heaves upwards and you are sent flying into
the air. However, you use this throw to your advan-
tage and whip your left foot up into his face as you

somersault; backwards :throughthe air; he loses 2 Life -
Points. If the Overlord is: now down: to!zero Life
Points, turn at once to 290: If he is not, he'is enraged.
and, as you land, he is beside you, whipping the instep -
of his foot into your solar plexus, then up at your face
and down:to your ribcage again, in quick succession.-

You lose 4 Life. Points. If you are, down to zero Life
Points, turn straight awayito 1s7. If you, are still alive,

his last blow knocks you iflat on syours*back.i.sl'unned.' :
You look up to see the Overlord towering, above you, .

. his legs astride your torso and his fist driving down at

your face. Desperately, you slap it; aside with one
hand and snake; your other hand round his leg. As
_he prepares to launch another punch, you haul on'his -

Hi

Sitas

leg and he topples _;béck&ardé with a cry. Quickly
you disengage andispring to. your feet —"as does
the Overlord. You:may ‘now ii'attackzé What: ?wﬂlf you

FIEEY S H b

try? ) ‘i. SIS IO A SIS ST . ;
Apunch? i e Tumfto as
Akick? e i, Tumto 189

Athrow?: i i
TR o

' Tumtoz
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Midknight and* Xavier ‘examine .the cube, ‘then Mid-
knight anriounces, The-only way to:get to the Over-
lord is to enter his electronic home. As I see it, we
must keep. the Overlord imprisoned with my Cyber-
Cage while your!mind enters cyberspace and battles :
the Overlord inside his computer'world, defeating him '
before the: CyberCage runs out of energy and; stops
functioning. Inside Cyberspace, to all intents and pur- i
poses you will feel as if you are in the physical world.
Of course, we shall; need a neural helmet to enter
Cyberspace.” If you do: not-have a neural helmet, turn at
once to 233. If you have,, you explain to'the others :
what must be done. Everyone agrees that it should be
you who will wear the neural helmet and fight th_e :
Overlord, ‘since: you are the best martial: artist. It is
surprising how they grant you:this accolade so quickly, -

when under normal circumstances they: would not

admit it at alll They all wish you luckin their different °

ways: Shadow blows you a kiss, Larcen gives you a
conspiratorial wink, Trident flaps 'his gills, and'so on.
Midknight' plugs the CyberCage into a socket on the ;
cube’s termiinal; tum to 195.+ ¢~ T i o
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You both climb down; it; is as;black as night and you
cannot see anything except a glimmer: of yellow light
below. When you reach the bottom, you see a steel
door in one wall, with a lantern on the ground beside
it. The door is painted with a large dragon; over it.an
inscription reads, ‘Make the night your friend and
darkness your cloak of invisibility.” The door is locked.
If you have a Dragon Key, tumn to y1. If you haven’t
but your Fighting style is Ninjutsu, turn to 114
Otherwise, turn to 228. C

O '1‘7 ; : .
The mutant steps in. It is then that he notices you, and :
he pauses, startled. ‘Who are you? the mutant
whispers. : [ ;

From behind him a voice shouts, Found anything,
Garoud? The mutant looks at you expectantly. Wil
you order Shadow to attack (tumn to 29), explain that

you are agents of the Overlord on a special mission

(turn to 223) or confide that you are enemies of the
Overlord (turn to 53)7

o i8-19,
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You snap your fist forward, but all it connects With‘*is‘
a scabbard, which’ clatters toithe ground::You realize
that the Grandmaster must have had' the':scabbard
balanced 'on the tip of his sword to confuse you as to
his position. Suddenly thete is a rush of air @d a sharp. |
pain as the sword point jabs into” your thigh; lo‘se 2
Life Points. If you'are still, alive, you know he is in
front of you.’ Will you punch -at about- head height
(turn to 12y) or drive a low kick'at a point about a
metre off the ground (turn to 7o)? - Lo

s
H

C laeh
R ?Larc!en_Tjrle"r';': o
Fighting Stylé:,-Préj.(ing Mntis Kuung Fu ‘.!_‘fgg i!;?
Tisne-zone of origin: ADixé)io, Chic:a'gol L '%
Appearance: Looks like ‘a typical private’ detective of .
the period — save for ‘cat’s claw’ hand.weapons, -
grappling hook and shoe-blades. . ' .,

Mannerisms: Constantly chewing: $6mething ‘he calls :
‘Bazooka Joe' gum. Watches everything silently like a .
Speech.Cﬁérﬁc&éﬁsfiés;h\f\’hen'hé does speak, which isn't
very’ often, it is with slow deliberation ard a nas:fnl
drawl. He always, stares intently a:t_i‘th;e . person, he is-
speaking to... - L

D By Est
A

Likes/Diinkes:"Lﬁfcén likes Jetta ‘Maxx. A: lot. He ad-
mires:her for her ideals and her.hatred of tyranny. She |

1
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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 — ievery time he hears one, it. sets him
trembling. T got blown to *?%! once,” he mutters
~ under his breath when asked about it. Pt

" Notes S ‘
Tyler returned to his own: time, where he prevented
the death of the Police Chief and of the staff and
patients in the children’s ward of the Chicago General
Hospital, and thus defeated the Mob. His philosophy is:
‘If they hit you, hit them back — twice as hard’ Now.
he works with the Eternal One, dedicated to overthrow-
ing the greatest crime boss of them all: the Overlord.
-Larcen is a smooth operator; he has already forged.
links with certain groups in Megapolis (usually for
quick cash gains). Larcen says that the best way to get
contacts is through business (his kind of business:
shady and dodgy deals):and that he is, of course, only
doing it in the interests of the Eternal One (he clajfns).i ‘

When you have finished, turn Back to 100.

20~21'
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vou both rush; him, : Trident  bellowing +his war cryﬂ'
(Note that the Master of Lightning has 10 Life. Pomt?,
2 Power of 2 and a Defence: of 3.) Trident swings his
weapon in a great back-handed cut at the- I\'/!ast‘er of
Lightning’s head, while you leap into the ‘air with a
flying kick at his chest. The Master . whips a gaur.ltlete’d
hand up and iblocks :the golden: tines OE, ‘Trident's
weapon. There is a ringing clang, then:a ﬂ?sh,: as lrfe
discharges a surge: of electricity into Trident’s arm via
the metal weapon that is attached to Trident's wrist.
The Champion gives: a warbling cry and is:‘thrown
backwards to. fall, senseless, to the ground. However,
your opponent is unable to block your attack. Your foot
hammers into his chest, knocking him backwards. He
loses Life Points equal to your Power Rating.:Then
behind you you hear a crash and a grunt, followed by a
fearful shout and a splash. The Master of Lightning starts
laughing. “Your Neanderthal friend didn't quite make it —
he's fallen in!” Suddenly he swings a punch at your head
you duck under it. Just as well, because his cyber-:
gauntlets - crackle with blue energy. Will ‘'you try to .
hammer his head with your fists (turn to 166), try to get
him in a choke-hold (turn to 245), try to idistract him. by
stamping on his foot (turn to 41) or wait for his strike,
then counter-attack with a kick (turn to 7)1 B

Yy o
Tien Hsueh shouts as'he lunges' forward, putting the
whole weight of his body behind the thumb strike. .His
thumb' digs into your side where you have little
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' muscle or'fat to protect you, and the pain is agonizing;

lose 3 Lifei Points; If you-are still alive, you feel a rush
of energy, coursing into your body from: his hand.
You stagger back, reeling, feeling dizzy and nauseous.
If you know the Energy Block skill and want to use it
(assuming you have thelnner Strength to do s0), cross
off 1ipoint of Inner Strength'and turn at once to 136,
Otherwise, you struggle to overthrow this strange
energy attack. Roll one dice: If the number rolled is
greater than your Recovery Rating, turn immediately
to 48. If it is less than or equal to your Recovery, you
manage to throw off its effects. Your opponent has
been waiting and watching with a smile on his face,
but when he sees you are still up a look of astonish-
ment crosses his features and he assumes a martial
stance with almost comical haste. Will you now wait
to see what he does and hope to counter-attack (tum
to 37), try a low kick, followed by a roundhouse kick
to his head (turn to 108) or try to throw him. (turn
to 10)7 ; .- : o ‘ :

22-273

BRI TR S SR+ S S | PO SR T N
You decide ‘to station RAX, at the wheel: with his
cyborg parts, he looks like one of the Overlord’s men.
You and: Slash hide in the cabin. This allays the
suspicions; of the Enforcér patrol boat when it: comes
alongside jthe ; Atlantis. Trident slips overboard, swim- -
ming round to; board, the patrol boat oniits far side.
Then you charge :out of the:cabin and leap aboard the
other ship, taking the; Captain and his cyborg crew by '
surprise, Turnto 182, * .. & e a0 E

R

Fid
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There :is nothing else: here, so you decide to press on.
upwards; into the; Citadel. Gingerly the five of you
step on to the pads where the Enforcers came down.’
There:is.a-rush of ;air, and:you, are all sucked up into:
the tubes.; After a few seconds. you. find, y.ourselves.
standing on: metal .plates ;that have ;slid- into place’
under: your feet. The tubes retract into the ceiling and :
you stepiinto another large chamber with:consoles and
monitors scattered -about. Seated,at the terminals are
strange. hybrids of man and machine: they:are wired
into their consoles with tubes and cables so that they

. : : CoE :

o . i EE P4 [
(A Loy . i . Pt
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themselves ‘are part: of the terminals they work at.
All of them are staring at ‘the screens, completely
oblivious. to your presence. A'sign reads ‘Surveillance
Control Centre’. The monitors reveal scenes: from
Megapolis: dingy grey streets, ‘the dockyards, the
airport, the mining centre and so on. Three doors
lead. out of the room, marked, respectively, Labs,

Medtech and Armoury; and in the middle of: the

chamber six ore vacuum tubes lead upwards into.

the Citadel. “So this is how the Overlord knows so

much about us,’ Orgin says. ‘He is watching us all

the time.’

‘Look at this!’ Shadow cries out, pointing to one of the-

monitors. It reveals a battle in progress between some
Enforcers and Trident, Slash and R.AX. They are

fighting in a storm drain below the city. Xavier cheers
as Slash demolishes his opponent with a great swing’

of his club.

- Thave no wish to put a damper on things,"Midknight.-‘

interjects, pointing at another screen, ‘but 1 think this
monitor is more relevant to our immediate situation.’

The screen reveals about thirty figures, fully armoured :

and carrying plasma rifles, moving along one of the
mine shafts. ‘Cybermarines, and they are heading our
way,” Midknight comments. The monitor .shows. that

they are in Shaft 66. It won't be long before ithey
reach you, and there are too many of them for you to -
fight. Orgin says that there should be a workshop -
near by.: You,decide to leave one of your team to

watch the progress of the marines while the rest of
you explore the other rooms. Which door will you

| 24-25

try: the drmioury: (burii t6 244), the labs (turn-to 101) or ’
Medtech (turn to 205)? ‘ S
S 24 |

Jaluda jumps forward and brings her katana down in a
great two-handed chop at the top of your head. \fou
try to sidestep to the left, while grabbing her wrists
with your right hand. Roll once dice for Jaluda. If the
number rolled is greater thaniyour Defence, you fail to
dodge in time, and the sword bites into your shoulder;
turn to 52. If it is less than or equal to your Defence:',
you sidestep successfully. Roll one dice, adding 1 if
your Fighting Style is Aikido, Jujutsu or Ninjutsu. If
the result is greater than her Defence of 4, turn to ¢8.
If the result is less than or equal to 4, you fail to grab
her wrist and she slices at your legs with her sword.
You leap up over it and twist away. Will you now try
to disarm. her (tum to 1y71) or dodge and counter-
attack with a kick (turn to 216)?

LI X

: : ; 250 g oqit '
What kind ;of punch? Will you 'drop low jand try a
straight-fingered jab up under his ribs (turn to 219)?
Or will you aim a quick one-twoat his body, followed
by a right cross to his head {turn;to 1677 Or do you
prefer to get in close and drive a hammer fist down at

the side of his neck (turn to 75)7 |
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Just as you are ducking behind cover,: about: fifteen
mutant miners appear in the cavern, followed by eight:
Enforcers. The Enforcers are human — or ithey were
once. Over one-half of their bodies has been replaced by
metal cyber parts: their skulls are half metal — you know
that cyberchips implanted in their brains force them to do
the Overlord's bidding. They seem to have no weapons
except for a short steel baton that is attached to their
right arm where the hand would normally be. Their
uniforms are black, edged: with gold. One of the
Enforcers seems to be totally human; he is the Captain
of the squad. He has sold himself completely to the
Overlord in return for power and wealth, no doubt.
You notice: that the Captain has no obvious weapon,
but he is wearing a pair of dangerous-looking cyber-
gauntlets that will enhance his strength. Suddenly Atone
shouts, and all the mutants run for cover. You and the
other Champions burst from hiding, taking the Captain
by surprise. You spot Midknight stepping up behind an !
Enforcer, and Xavier has toppled another with a deft
footsweep. You cannot see Shadow at all. As you run
in, the Captain and one of his men turn to face you.

‘Kill them! Kill them allt’ the Captain screams.At that,
the Enforcer facing you waves his baton in your
direction. A ‘strand of crackling .greén energy leaps
from the baton and hurtles towards 'you — they are
carrying energy whips! Desperately you try to dodge
the attack.! Roll one dice. If: you: score less than or
equal to your Defence, tum to 7. If you score more
than your Defence, turn to 112. ¢
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You hammer his head with your fist. If you were using
a Power Strike Special Move or if your Power Rating
is 5, your blow actually ‘cracks his helmet and he
staggers back, losing 2 Life Points (the helmet still
protects him from the brunt of your attack). If he is
now! down to 2 or fewer Life Points, turm at once
to 230. If your Power Rating is less than 5 and you
didn’t use a Power Strike, his head is rocked back, but
his helmet protects him from any damage and he
giggles insanely, saying, Not good enough, supreme
chumpion!”.

Whatever the result, if he is still alivé he ‘tries to fay
one hand on your chest. Roll one dice for the Master
of Lightning. If the number rolled is higher than your
Defence, he succeeds: a jolt of electricity shocks you,
inflicting 2 Life Points of damage. If it is less than or
equal to your Defence, you are able to step;back;in

time to avoid. his shock treatment. In either case, if -
you are stll alive, will you now, try to get him in a "
choke-hold (turn to 245), try to distract him by ;stgmp-.;
ing on his foot (turn to 41) or wait for his strike, then

counter-attack with a kick (turn to 7o)

. TR T i

You dlle bélOW_:rthe: ﬂying dagger 7and* he :ya._nks i it :
back, catching it deftly in one hand. Then with a shout

he leaps high iri the air to land before you with the
dagger in onei hand and the other twirling the iron

ring round his head. He is close enough for you to
attack as he stands there, mocking'you smilingly. Will

29 .

you try toiwipe the smile off this face by jumping up:

and lashing your instep around at the side of hisi head

(turn to ¢6) or; wait for. him tomake a move (turn

toz63)?,a,!:_;:::%="=".':=:‘-'-- P 3 o '
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Shadow stepsi out of the idarkniess and swings the ball
of her left foot upand.into.the mutant miner’s face:
a perfectly - executed roundhouse kick. He gives a
grunt and topples backwards, unconscicus. There is
a commiotion :on the other side of the wall, shouts
and screams of fear. Suddenly the wall explodes out-
wards and:all four of you are thrown back into the
caverti: by the force :of the :blast. ‘Out of 'the way,
muties — come on; move. it, 'you scum! a voice bel-
lowsangrily. . 00 .toa 0 :

PR L Soebl .
Dazed by:the explosion, yousstagger to your feet as
about fifteen. mutant miners run into the; cavern, where
they .cower in the:shadows. They are followed by.
eight figures; presumably Enforcers of the Overlord.
The Enforcers are human — or they were once.'Over
one-half of their bodies has been. replaced by:metal :
cyber  parts.. Their :skulls are half metal — you know
that cyberchips implanted in,their brains force them to
do the Overlord's bidding. They seem to' have no
weapons except for a short steel baton, that is attached
to their right arm; where the hand would normally be.

Their uniforms are:black, .edged with gold. Oneof the .

Enforcers seems; to be; totally human; he is the Captain -
of the. s'quad.il-le;hasa}!sold himself completely to the
Overlord in. return for power and ‘wealth, no doubt. -
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You notice that the Captain has no obvious!weapon,
but he is wearing a pair of dangerous-looking cyber-
gauntlets that will enhance his strength. You rebels
are all under arrest, the Captain shouts, pointing in
your general direction. ‘Sabotaging the Overlord's
mining operations is punishable by death!’ You'll have
to fight, and your companions have come to the same
conclusion. You :spot Midknight. stepping up behind
one of the Enforcers, and Xavier has toppled another
with a deft footsweep — you cannot see Shadow at all.
As you run in, the Captain and one of his men tum to
face you. Kill them! Kill them all!’ the Captain screams.
At that, the Enforcer facing you waves his baton in
your direction. A strand of crackling green energy

leaps from the baton and hurtles towards, you — they

are carrying energy whips! Desperately ‘you try to
dodge the attack. Roll one dice. If you score less than
or equal to your Defence, tumn to 7. If you score more
than your Defence, turn' to 112. ;

T ' 30, 7 P :
Heaving a sigh of relief, you turn to ‘examine the
console. A button opens the tubes, and 'your compan-
ions step into the room. Xavier is clapping. Bravo, |
bravo! he says. |

.31-'

‘That was a desperate fight — I am impressed by your
endurance, Midknight says. Even Shadow compliments
you on your victory; perhaps you have won her
respect at last. You find a safe with astrange-shaped
lock under the console..Shadow also finds evidence of
a secret door on one wall — the only way out other .
than going back down the tubes. Midknight tells you
that the safe appears to be opened by a type of crystal
key (this would set up a harmonic vibration to release
the lock), and that the secret door is operated by a
radio signal. You search the body of Kaisho; she.has a
crystal key, but it was shattered during the fight. 1f
you have a piece of quartz crystal, turn to 289. If you
do not have the crystal,but do have a vial of acid, tum
to 13%. If you have neither, turn to 261.. .

v L oy .‘ i
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R.AX. climbsiup first, using the jets{in his cyber-boots
to give him extra speed.Slash follows, literally leaping
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straight up ‘and grabbing the rungs inside:the: shaft
itself. Trident is slower: his weapon hand makes it
harder for him to hold ihe rungs. By: the: titne it is
your turn, the Cybersauriis almostiupon you and it
snaps at your legs with its chain-saw jaws: Roll one
dice (if you know! it, you.can use the Phase Special
Move ito add 1 to:your Speed Rating :for this roll
before. you roll:the dice). If the number irolled is: less
than or equal to your Speed Rating, turn to 284. If it is
greater: than your Speed, tumn to 193 ' o

TS DO B
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Midknight nods and steps forward, strolling along the;

tunnel as if on a seaside promenade. For a moment
you think he has gone mad, but then you realize that
he is walking in complete silence. He soon disappears
into the dark and you wait with baited breath, sweating
nervously as the tension mounts. Then the silence: is
broken by a scream of terror,, followed by confused

crashing and banging sounds. You hear shouts: ‘Argh!

It's a ghost!” Then a light flares up about fifty metres
ahead. Yousee Midknight rearing up, his arms raised,

and three strange figures, one of-which is holding-a
torch, cowering away from him. They are short and .-

stocky, clearly mutants, to judge by their faces, which
are noseless with over-large eyes. and knobbly skulls.
One of them screams; ‘It’s not a ghost — it's a vampire!
Run! With that, the three mutants tumn tail and race

away down the.tunnel at full speed: Shadow finds this -

very amusing: and laughs:out loud, ‘a high, eerie,

-giggling noise that helps the mutant ‘bandits on, their -
way. You investigate their hiding place and find several :

33

crude weapons, mainly pickaxes and the like. Clearly
they planned, to ambush your group. ‘I rather enjoyed
that,” Midknight says ’Plty they couldnt stay for
dinner!’ Tumn to 183 o LR

A missile is: suddenly launched into the! air from a

rocket. turret; it hurtles towards you at a frightening

speed andiexplodes in one of the jet ‘copter’s engines.

‘Brace yourselves:for-impact,’ Blade yells, as the ‘copter
spirals . down to.the ground.'A wooden ‘warehouse
rushes up to ‘meet you and you smash in through its

roof, then.everything goes black. Lose 3 Life Points.

You :come round after a few seconds to find Blade
unstrapping - you from your seat. Desperately you
scramble. out of the wreckage: and make a dash for a
hole in .the wall of the warehouse; Jetta, Larcen and
Blade are:close behind you. There is a colossal explo- -
sion, and you are blown forward by the blast. Lose 1
more Life Point. You get.up and dart out into a dingy
alley jn an industrial part of the city. Behind you, a
great ‘ball of flame throws a cloud of roiling black
smoke into the air. Turn to 74.
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You are standmg waist :deep in water, ’mSnde aj huge
: underground cavern. Just behind :and below you, the
outlet pipe leads into the harbour.:In:front of you is a
vast underground lake. Light streams in from two or

three natural openings-in the roof of the cave; through

them you can see: blue' sky and some clouds.: This
underground cave is just outside the city walls, nextito
the harbour, judging by the grass and nettles you can

see growing round the edges of one of the openings
in the roof. In the middle of the lake, about two or.

three hundred metres away, is a small island, made of
fallen earth and rock from.above. It measures about

thirty metres across and is covered in_ vegetation:

bushes, trees and rushes. The edges. of the: cavern are
of solid rock, forming a thin strip of shore round the
underground lake.' Will you wade to the island in the
middle (turn to 51) or make your way round the edge
of the lake to the:otheriside:of :the:cave (turm to'285)?

' :;\x‘ELLlEE ) 35|_i §i-i:l_:"\'i§mﬂ5 i
Sucldenly! thereiiis af’loudﬁcrashmg noise.and one of the .

windows shatters. A rope: comes snaking .down, and:

you spot Larcen Tyler abseiling .in, closely followed

by Jetta and Blade! You can see' that. they' are fairly

badly beaten up, but they'll live. Iust as you are about 1

36

to greet' one another’“one" of :the ventilator grilles

comes tumbling down :and Trident lumbers through it,
followed by Slash and R.AX;; equally: battered.: None
of you can suppress. your.joy. at.the sight of one
another, and there is;imuch embracing and slapping of
backs. You have to:shout to bring themiunder control,
reminding them: that you ‘areiall standing in the very
centre of the Overlord’s domain: You realize that the
cube must be the ‘brain’ of the Overlord, but it is-also
clearly ivirtually indestructible: it would: take a nuclear
bomb to destroy it. Blade tells you that he could make
one, butiLarcen points out. that setting .off a nuke here :

would kxll a lot'of mnocent av;hans living in the C1ty :

And us too, mc:dentall‘y, Xavier pomts out. W}uch
CyberCage do you have? If you do not have one at all,
turn to 121. If you have Midknight's CyberCage, turn to
15. If you have Orgin Chard’s'CyberCage, turn to 154.

You drlve Ja s1de kICk at hlS grom mtendmg toa follow
it up with a foot aimed at his head, but the ‘Overlord .
is not:'so: easily fooled a second time: he leaps high
over your first strike and kicks ‘you in the face before
you can complete.the rest iof your move. You stagger -
back and he lands in front of you. Placing his left hand
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on your chest, he hooks his left. leg round: yours-and
pushes. You fall flat on'your back and he drops to one
knee beside you, simultaneously shouting and chop-
ping his right hand down at your chest. You lose 4
Life Points. If you are down to 'zero Life Points, turn
immediately to z57. If you are still alive, you have
only seconds before the Overlord is going to finish
you; the fear of death gives you the strength to roll
aside out of his reach. You spring to your feet as fast
as you can, but he is upon you again with a flurry of
attacks. Roll one dice for the Overlord. If the number
rolled is less than or equal to your Defence, turn to 5s.
If it is higher than your Defence, turn to 270.

- 157 S
Alfter a few seconds Tien Hsueh somersaults through
the air towards you, then thrusts a hand forward,
fingers curled and clawing at your face. Roll one
dice for your opponent, but subiract 1 since you
were ready for him. If the result is less than orequal to
your Defence, turn at once to 149. If the.result is
greater than your Defence,’ you try to sidestep and
catch his hand, but you are too slow, and his fingers
dig into the soft flesh of your face; lose 3 Life Points.
If you are still alive, he bellowsia guttural cry and
pushes your head back with his hand. You feel a

strange buming sensation, as some kind of energy.
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flows into' yor “from’ his Hand, and youi ‘begin to feel -
weak. If you know the Energy Block skill and want to
use it (assuming you have the: Inner Strength to do
s0), cross off 1 point of Inner Strength:and: turn at
once to 136. Otherwise,; you struggle to overthrow
this strange energy attack. Rollone dice. If the number
rolled is greater than!.your Recovery :Rating, (tum
immediately to 48. If it is less than'or equal to your
Recovery, you manage to throw off its effects and the
Poison Finger Master growls. in frustration. Will you
now close in and try 'some punches to his head and
body (tumn to 218), try a low kick, followed by a
roundhouse kick to his head (tumn to 108} or try to
throw him (turn to 10)? 1 ! y L

i

% armhetogg Do
Roll one dice’and add 1. if your Fighting Style is
Aikido or Jujutsu..Jf you score less than or equal to -
Piledriver's Defence of 3, turn immediately to 266. If
you score more. than, 3, you' spin aside at the last
moment. As he, charges past,you' place 4 hand behind
his head and push.— this added momentum sends him
crashing into the wall with bone-jarring force. He loses
your Power Rating in Life Points. He bounces back
from: the wall and tums to' face' you, spitting. blood.

Turn'to 133..  : SR L
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Atone and Garoud told you that the scientist, Orgin
Chard, should be found sealed. in a cell on the other -
side of the brick wall in this room. You knock on the -
wall and are gratified to hear an answering tap. Quickly
you use the mining drill, and it is not long before you
have made an adequate opening in the wall. Inside is a .
small chamber with a bed, a table and chair. There are
no doors; food and drink come from an automatic
dispenser on one wall. A figure is huddled behind the
desk. ‘Who's there?” he asks querulously. ‘Is this another
of the Overlord’s tricks? You tell him that you have a
rose from Atone, and the figure steps out of hiding.
He looks strange indeed, with an oversized forehead
and- a thin, gangling body. He is dressed in prison
rags, and you notice that he has six long fingers with
an extra joint on each hand. As you help him out of
his cell, he explains. that he was genetically engineered
by the Overlord for work in. the labs, but he rebelled
and the Overlord had him imprisoned in an attempt to
force him to complete his work on computer. systems.
You tell him' that.the Eternal Champion has sent you
to destroy the Overlord:once iand for all, and the little
scientist’s eyes. fill with hope. T will do all in my
power to help, he squeaks bravely. You leam from
Orgin that. the Overlord's mind is safe inside a huge,
indestructible titanium cube, the Core,; somewhere
above you in the Citadel. The only way to defeat him
is to wire your brain into the cyberspace inside the
cube and then to fight the Overlord mind to mind,
battling within the confines of computer memory banks
and circuits. To connect your braini to the computer
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mind of the Overlord youwill'need a: ‘neuralinterface’,
a special kind of helmet. Although Orgin cannot build
you such a device, apparently he can construct a
CyberCage «chip to attach: to the cube; this will shut
down any electronic escape routes, ensuring that the
Overlord will not be able to get away; once you have
entered his world. However, he needs an electronics
workshop. You willl have to press on upwards into the
~ Citadel in search of such a workshop andia: neural
. helmet. Turn to 23. T

‘ % L 40 S
* The ninja tries to block; butyour strike is too fast. He
staggers back from:your blow, and you follow up with -

a devastatmgi side kick to the chiest that slams him into.

the wall. He sinks to the ground, inert, Nice work — 1"
didn’t have to do :a thing! Jetta:says qu:etly in your,

earTumt0278= ST
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You step forWard ands stamp down ‘at hxs‘nght foot b
driving your heel into his instep. ‘Ouch!’ he screams; "
“That's not fair! He jumps back, hopping on one leg:
and holding his'injured foot. You close in, hoping to
* sweep his other! foot from under:him with your leg
and smash an open-handed strike at his face to push

him over.. Roll “one- dice; adding 2 iif ‘your Fighting -
style is Ninjutsu, Jujutsu or Savate. If the result is less .
than or equal to his Defence of 3, turn immediately to -

254..If the result is greater than 3,:you knock him flat - ':

on his: back, and. he loses iyour: Power Rating; in Life
Points; If he is. down to 2 ‘or fewer Life Points, tumn to
230.: Otherwise, he blasts a:bolt of lightning at you
from' the ‘ground. You have to jump: back. to,avoid it, .
giving him time to get to his feet. Will you now try to
hammer- his head with your fists (turn to 166), try-to .
get him in:a choke-hold (tum to 245) or. wait for his
strike,’ then counter-attack with a kick (tum to 77)?

:l-w"’f . ! "Ff b o ll’i =

: E gy 42; s 7 P :
Crouchmg down you huddle behmd the shield, trymg
to' cover as much of 'your body as possible, turning
your head away from the direction of attack. You hear
a_horrible. drumming sound. as dozens of tiny blades
rattle against. the:shieldlike shrapnel. However, several
of the knives actually penetrate. the shield;and prick
your arm; lose, 1.Life. Point. If you are still alive, you,
see your: trapped | companions: feverishly “trying to
break -out; :Many::more small: knives :thud  into the .’
tubes; and ;you see. Mmdkmght s head jerk back reflex-
ively as he:stares.at a dart.in front: of his face. After -
the onslaught is - over, you find that ‘the: shield. has :
been virtually shredded and is useless now (cross:itoff -
your Adventure, Sheet).. You gel: to.your feet in time to'
see Kaisho. throw the :cloak. aside. She falls .into a: " :

T

stance smore like that of -a ballet dancer than of a

martial. artist, ‘standing' ‘'on tip-toe, ‘her: knees<bent -
holding' her hands: together in; front’ of her. Then ‘she
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leaps forward,’ spinnirig in the'air'and ‘extending ‘her
right arm. She lands and leaps even higher,’ spinning
and whipping her fist like a tornado at your head. Her
long sleeve must have a weight at the end of it, for'it
too is whipping. towards you. Will you try to block
her attack with a forearm (turn to 120) or lean back to
avoid it, simultaneously driving a stralght kick at her
as she comes in (tum to 214)? e

| | SRR N o

- If your calf is stamed w1th grey, turn at once to 146
Reduce 'the time number of your CyberCage by 1. If it
is down to zero, tumiimmediately to ¢¢. If it is not,
you drop to'the ground in a slide and, ibefore the
Overlord can react, you hook one calf behind his - knee,
and hedve, bringing him toppling to the ground, face
first. He gasps in pain, the sound muffled by the floor,
and loses 4 Life Points:-If he is down to zero Life
Points, tumn straight away to-290..If he is still alive,
you notice a mark where your calf rubbed against the
Overlord’s leg. It is causing you no discomfort, but
make a note on your Adventure Sheet that your calf has
been stained a grey colour.' The Overlord recovers

quickly; as you bring your knees up to your chest and .
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snap your legs straight, flipping;to larid nimbly; upright,
he is already-on his;feet ahead of you. But you Stlll_‘
have the initiative: What will you.do now? v
DEE R SR L hLIEE e LA IRTLA
Tnp hlm with another foot sweep?’ Turn to 146 ‘
Close in to attempt a grapplmg lock? i Turn to 235
Try apunch? . ’ . . Tumnto 25
Try a kick? ~Tum to 189.
The four of you furn to, face the glant Cybersaur T--
Rex. You battle bravely but there is little: you can do
to damage it. One by one, you are “crushed by its jaws
or shredded by the.talons, until only you are left. You
try to escape, but.it pins your legs beneath one foot
and bltes yowin two. Your adventure ends here

Lookmg around you see thatzall the ‘Enforcers are
down. Mldkmght is nuréing a: bruised elbow,’ but
Xavier is unhurt, twnrhng his staff triumphantly. ‘An-
other victory for the supreme Champlons' he boasts.

‘Don’t be so siire, my friend,’ Midknight says, pointing . .
at the; body of. the Captain. You notice a red;warning

I P
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light that is ‘winking rapidly:on the'side: of his helmet.
‘T think that is a.signal to-his superiors, reporting that
he and his. squad are down — we can expect more
trouble soon,” Midknight rasps, his_eyes catching .the
red light eerily. If you have a Rebel:Rose, tum to 264.
If you haven’ t turn to 172: - .

46 ‘ R :
She thrusts a splke straight -at your face and you
attempt to block. Roll one dice for. Jaluda. If the
number rolled is greater than your Defence; you. are

too slow and she-hits you; you lose 3 Life Points and .

fall back, unable to complete your own attack. Go

straight to the combat -options at the bottom of the

paragraph. If she scores. less than or equal to your
Defence, youiuse a:cross-armed block, so that her
forearm is lodged between your crossed hands.. You

close your right hand round her wrist and yank her "

forward, pulling her off balance. Then you let go of her

hand and step in to her, smashing your upper arm and-

shoulder into her neck. Roll one dice, adding 1 if your
Fighting Style is Aikido or Jujutsu. If you beat her
‘Defence of 4, she.is knocked flat on her back and loses

your Power Ratingin Life Points. If she is down to 3 _

47

or fewer Life Points; turn o’ 12 If you score less than "
or equal.to 4,she rolls :forward . under your arm,:
avoiding yourattack.: Pt ,

In any casé, what will' you fry now? Wl“ you attack
with a kick (l-urn to 83) ora punch (tum to ::37)7

. . o ISF.?F’-= d o ;..“;;r_:‘ ’ R

The boy:hops upiand :down excitedly. Thanks — you
won'ti iregret! itf’ Larcen: introduces: himself to Jimmi,
telling him that: you areall ,Champions of the Eternal
One and that Jimmi is;now an honorary Champion. At
this, Jimmi grins happily. Jetta shakes his hand formally,
then winks at him. Blade just growls.: You «carry on
along the . corridor ‘until it opens out. into. a large
storeroom, full of jumbled equipment, where, to:their
great: relief, Blade: and Larcén find their gear. You also
find a strange-looking helmet. It is covered ingadgetry,
and little pads on the inside connect .to various parts
of the skull. ‘Ityis a neural;helmet,” Blade explains, “used
for entering Cyberspace with your mind. The Grandmas-
ter must've used it to :communicate with the Overlord
face to. face, inside his computer world.” Make a note
that:you: have the Neural Helmet on your Adventure
Sheet. i+ i v TRRETR B Y
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Jinhini; tummaging through'a pile .of -rubbish,  comes
upi with::a - miniaturized. computer . iterminal .that ‘he
“straps on to his forearm. ‘My Sega: terminal;’-he, says
* excitedly. ‘With .this. little gizmo . I can. get mto any
cyber network, anywhere!’.. o

Blade begms to take an mterest in the: boy and asks
~ him some technical questions -about computers. Then
" he ¢omes. over to you-and says, ‘It seems you made
the right decision after all. The kid can use his hacking
skills to get into.the Overlord’s, computer brain and
set up a CyberCage, program. How long he can keep
the Overlord trapped is another matter but he seems
to know his stuff.” -

There is nothing else of interest here and the only

way out! seeins to ‘bei back :the :way: you came,:or

upwards via: aulift. Thereiigsonly one button, marked

‘the \Roof’. Then: you hearsounds coming’ from:the
corridor. Jetta, who has been standing guard, tells you

that cybbrg :ninjas are:on their:way, a lot of them. 'You'

-,.z

. have llttle chome but to: try the llft Tum to 111.;
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:_:‘ﬁ':ﬂ‘:?' 2 .:::,-_-__u i "5'--s:z48m i; ‘j;;«.f of { gsg."
The energy of his-strike ‘overwhelms your. brain. You
fall to.one knee, laid low by the.power of:the, Poison
Finger Way.. The. last- thing -:you remember is the

ground coming up to meet you,as you pass out Your
adventure ends here. K o ‘ L

F rghtmg Style Pamf

Tinig-zone of orrgm 2 5,000 BC

Appearance: Huge, hulking apex rnan, dressed il the skm'
of a bear he slew in smgle combat. . LN

Mannensms Gruff and rude Picks. hxs nose gteeth etc
in public;

Speech Chamctenshc Speaks in, guttural p:dgm Growls" i
a Iot I i 3

eres/Dtshkes Slash is' fascmated by flre Whenever he L
sees fire;:he, will .often stop whatever he.is; doing .and
will 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 infliét pain on’his enemies, which he does L
with 'great: skill and gusto; Heihas: become ‘a good

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 ]etta Maxx -—sunfortunately she!’
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doesn't feel the:same way about him. He gets on well

with RAX. (both enjoy ﬁghhng) but he doesnt hke'

Midknight and Xawer

Notes | |

The shaman of his 'tribe ‘was about to have Slash
stoned to death for discovering how to make fire
when the Eternal Champion saved him. Now he fights
. for the Champion far in the future (to him, that is). He
is the strongest of all the Champions — but also the
least skilled. He loves to charge in and clobber as
_ many of the enemy as he can but with no regard for
' his own deferce. He's not very disciplined and :is
difficult, to control but,. if he’s pointed in the right
direction and left to - get on with it he can’ be a
devastating force in the attack. R :

When you.are ready, return to 100 @ J o .‘_.'“?:

P . Pyl B
_As you had hoped; he sends the' iron ring whistling
- towards you. Whipping your arm into: the hair rope
" causes the ring to twist round your: wrist. Almost
simultaneously, you pull on, the cord and leap into a
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flying' kick.* The’ Grandmaster’ was’ not’ expecting this;
he takes an involuntary step forward and your foot
smashes into -his face: ‘the Grandmaster loses your
Power Rating in: Life Points. The force of your kick
sends him:reeling back, and he lets' go of the kyotetsu--
shoge. Immediately. he somersaults :into a handstand
and then flies backwards to ‘the altar and: grabs a =~
ninjato — a ninja sword — in its scabbard from behind
the altar. As you disentangle the cord from your arm,
he jumps towards you again, coming;to a halt a metre
away. ‘His left hand is on the scabbard, his other on
the hilt, poised to draw. Roll one dice. You can use the
Phase Special Move to.add 1 temporarily to your
Speed, if you know it, but you must cross off the Inner
Strength point before rolling the dice. If the number
rolled is less than or lequal to your Speed, tum to ag7.
If it is greater than your Speed, turr to 222.
i R i :

S i '; , , g §
Must we7 Slash asks resxgnedly Trident léads the '
way as you wade warily towards the island. Then
Trident stops and tells you that the bottom of the lake
falls away suddenly, and that you'd have to swim ’che;

rest of theway. | ; i

‘Well, I ain't doing no more swimming, evén if the
Etemal One himself begged me to!’ says R. AX

’Me neither,’ Slash agrees emphatically. :
‘Humanss, bah! Trident mutters quietly. will y you aban-

.don the island and walk round the shores of the lake :

(turn to 285) or tell R A.X. and Slash to wait while you
and Trident investigate the island (turn to 273)7 '
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The sword cuts into you painfully.:Lose 6 Life Points.
If you are still: alive, you gaspiin agony and fall
backwards to the ground.: The wound is grievious,
and you are in shock, too weak to act. Jaluda strides
over to where you lie, intent on finishing you off; :
then Larcen appears above you. Jaluda snarls in rage
and delivers an overhead cut at Larcen’s head, but
he steps forward to meet it, snapping up the palm
of his hand to intercept the sword. You think for a
moment the must have gone mad — surely the sword
will cut his hand in two! But there is a resounding
clang, and you realize that Larcen has parried with
his ‘Cat’s :Claw’, .a:kind of metal knuckleduster used
for climbing and combat. Jaluda's eyes widen:in sur-
prise — her sword has lodged between the spikes.
Larcen twists the sword down and to the right, then’
he ‘steps forward;, hammering his othér fist down at
her wrists. She cries -out and drops the sword. Mean-
while you have. time td' gather your wits and regain
yourfeet .
, AR i L o :
Suddenly, a ninja leaps through the air in a flying kick,
catching Larcen on the shoulder, and he is propelled
aside. You find yourself face to face with Jaluda once
more. She reaches into her belt and pulls out two iron
truncheons, called Jitte, with red tassels hanging from

the hilt. She holds one inieach hand and closes in on' )

you. ‘This ;time you won't be so lucky,” she grates
throigh gritted teeth. Will 'you 'counter with: a kick
{turn to 873), a throw (turnito 46) or ai punch (turn

toa2zy? . . : '
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When you say that:the Overlord is’ ydur enemy, the
mutant,. Garoud, smiles. broadly.: However, a voice

" from behind him shouts, ’.\Nhat‘ have you found you

filthy mutie scuml’..© 1

i Garoud yells back over hlS shoulder Nothmg yet
- Captain. Just give me a minute to clear the ground

‘Well, hurry up,’ the Captain replies ‘gruffly from the
far side. Garoud whispers for you to wait here, and he
steps back into the tunnel he came: from. Although
Garoud smiles as ihe leaves,’ Midknight questions
.+ whether he can be trusted: If your order Shadow to.
attack him immediately, turn to 29. If you want to-
escape through the railway tunnel, turn to:236. If you
wait for Garoud to retum turn to 9L . ,

R fr Dy

-1:.-1“ Oy | “,;;" ' 54 )_;J [‘ . ._g‘” .:yg{
You: SWGep both- your Eorearms up andl block ‘her
double - strike; then with a shout you bring yolur fists:.
together on either side of her head. The Master of the :

Devil's Hand drops at’ your feet, beaten at last. Turn

't03o _ C o

556 -
Boawroua T ne SRR UT A T :

Reduce the. hme nurnber of your,sCyberCage by LI

N

ls;down to zero, turn,immediately. to: gg. If it is not, he - .,

chops-a hand:at the side of your neck, but you duck
under- it :and: he follows: this up with. 4 chop ito the
other side of your neck. Giving:ground fast, you block’
desperately. With; unrelenting, rapidity, the Overlord
closes his hand. into a fist and snaps his' arm straight,
trying to «drive .his:knuckles ‘against. the :bridge : of

your nose. ‘You, are: hard pressed, but you manage to
bring your forearm across the, top of, your head, just
in, time-to intercept. the blow., Barely moments. later, -
he :whiplashes the, side of one foot.at your throat in
a,side kick, but you slap  his foot. aside with your
hand. :The, force ‘of ‘the parry. spins: "him around and '
you take the. chance to leap back .out of range; while
the.sounds: of his shouts echo into Cyberspace. The
Overlord is turning to face ‘you, and you take the .
opportunity . to counter—attack What will you try
now'f__‘-x TS TR R

) T‘um to1s .
A spinning back. krck? _Tun'to 257
A roundhouse kick to. the head? " Turn to 209 .
" A punch? ' "' Turmn to 25"

Athrow? -, Turnto 2

i T

g

_Medtech is a large medrcal facrlrty; It iooks asuf it is
‘used primarily for modifying humans; changing them
into cyborg servants: of the Overlord.{But you find an '
- Autodoc system, a robohc surgeon Your compamonsd
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make use of it to heal some of their superficial wounds.
You can do the same. Roll one dice. If the number
rolled is less than .or equal to your Recovery:Rating,
you get back up to 5 Life Points: If. you: score more
than your Recovery Rating, you get back only 2. Life
Points. As you :are leaving, the Championiyou: left
monitoring the Cybermarines is hurrying to meet you:
it seems the marines are already in the Mining Control
Centre, and you w1ll have to vacate this area immedi-
ately! Turn to 9. AR '

' £ 57 C -
“You twist the dial. A siren sounds and the inside of
the coffin goes dark. Red waming lights flicker on and
the readout comes up with a message: ‘Bio systems
shutdowr. . Subject is terminated.’ It seems that you
have killed Roger Wells. ‘Oh well Trident shrugs
flippantly.

‘Good .going, boss, RAX jeers. You 51gh res:gnedly,

some people would thank you for killing the creator of .

the Overlord, but others would say he was only an
innocent dupe. Certainly he! could have given you
some tips on how to deal with the Overlord. There is
nothing else left to do here, so you leave; tum to 8.

i' . Y ; :. \ . !.‘- : .‘ ;I".. : .
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You order Xawerlto eat one of 'the toadstools “That |
will not do, for all the tea in China!’ he retorts.; ..

‘Shadow? you ask. She grﬁiles_and shakes her head.

‘And I cannot be sure what the fungoid growth would
do to my altered metabolism,” Midknight adds: quickly.
You have no choice but to try.it yourself. Gingerly
you pick one of the greasy toadstools. It slides down -
your throat like raw shellfish, .and tastes like dog
sweat. But the effect it has is beneficial: you feel a
surge of energy — add 1 to your Inner Strength., You
harvest the remaining toadstools — there are four left —
and you give one to each of your companions, keeping
the last for yourself. Note that you have a toadstool
that can be used ‘once at any time to add 1 point to
your Inner Strength. You continue on your way. Tum
t0250 EEE A L A | I
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As you step back, your legs braced and arms pmsed to
block, so does: the figure in front of you. You realize
that ryou. are looking in a mirror! Suddenly: it tips
forward towards you and shatters on the ground. A
ninja steps out of the dark, holding'a long tube in his
hands. There is a click, then a cloud of yellowish, gas
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" shoots out of 'the ‘end ‘of: the ‘tube:’ You''are’ alert
"enough to hold ‘your breath, ‘but: Jetta: is ‘taken' by
surprise and breathes in‘a lungful of the gas. Coughing,
she sinks to her knees.and, passes out.' The ninja
attacks you, using the tube as a baton. You'must fight
him. (He has g Life Points, a Defence of 3 and a Power
of3)lfyou win, turn to' 234 ot ek

P 1 : !60;; R R BT E R R
‘Sure, IIl try anyl-hmg once,’ Blade says ‘gamely:‘He
' ‘wraps his arms and feet round the cable and inches his
way down, dangling, from, it precariously. He makes it
safely to.the other side. Unfortunately, he cannot get
‘from the cable, to the window-ledge — it is too far.
There is nothing more he can do, so he starts to; work

.~ his way back up the cable. It takes, him much longer. to
climb back up. Suddenly the lift door opens; spewing’
forth several ninjas. By now your position, is known,

and they are“soon reinforced by Enforcers.and’ Cyber-
marines, armed with plasma rifles. Some' have been
flown over from the Citadel by jet ‘copter.:A: ninjd
sword cuts the cable and Blade plummets to his death.

The rest of you battle bravely, but eventually you:are .
all overwhelmed and killed. Your adventure ends here::

6162

e, ;=61 FARRETE : ;

Wlth a deft fhck of the wrist you catch the mcommg
bolt, plucking it out of the air. You look: up to see an
enraged: Master of Destruction running straight at .
you. :Quickly you throw :the bolt back-at: him, but it -
glances harmlessly :off 'his body armour." He :roars a

battle cry and leaps:at you, bearing you to the ground,

then he lands on top of you, driving the piledriver at
your head. Desperately, you manage to grab it with
your hands; but his strength is enormous. He bares his -
teeth.and redoubles his efforts, leaning into it, forcing
the hammering piledriver at your head. Inexorably it
gets closer and closer. Try as you might, you cannot
keep it away! Finally you reach up with your left hand,

scrabbling for the wires and cables that power his
cyborg arm — but can you hold him:at bay for long
enough with only one hand? Roll one dice, subtracting
1 -if . you know. and wish to use.the Power Strike
Special Move (remember to cross off 1, point of Inner
Strength before you roll the dice). If you:score less.than
or equal to your Power Rating, turn to 231 If you
score more than your Power; turn to 94. .

Your opponent: steps forwardrand thrusts the stiletto
stick straight at youiface. You lean back and.try to
catch his wrist in one hand. Roll one dice. . If the



63—64'

reSuIt is higher than your Defence, yo*u triiss and he
gashes your face; lose 3 Life Points. If ‘the result: s less
' than or equal to your Defence, you catch his wrist and

twist his arm into a lock, forcing him backwards, and

you chop your.other hand.down at his' chest.'Roll one
dice, adding 1 if your Fighting Style.is Alkldo, Jujutsu
or Ninjutso. If. you ‘roll less “than or' equal to his
Defence of 4. he evades your attack. If you beat his

Defence; your ‘blow gets home and he loses: your

Power Rating in Life Points. If hetis down l-o zeroior
fewer Life Points; turn at once to 78 . ;

He drops backwards and rolls away,,'cearlrlg his” wnsl"
~out of your grasp. Will iyou now try a low kick (turn
to 196) or lift up a knee to feint a kick, then lunge;

forward and, lash a fist at his face (tum to. 251)?

63

L Try as you ma:y you cannot revive' hlm he rémains’in

a coma, onv the brink of life and .death.:: You:cannot
spend any more time here and decide to leave; turn:to
8. TN

oG

You hit the grotind: as fast as'you'cdn while'a cloudiof

a myriad deadly blades :passes overhead with:a whis-i

- tling hum. You cannot avoid them all, and twotiny

as. she, comes. in (turn to 214)? L e

- 54;"_‘!

darts ‘embed ‘themselves in your shoulder; lose 2'Life
Points. If you are still alive; rolling forward,:you catch
a glimpse of your trapped companions. Dozens. of
small-knives thud into the tubes, and 'you see Mid-
knight's -head jerk back reflexively: as;he stares at a
dart in front of his' face. You:roll:to your feet:in time
to see’ Kaisho throw the cloak aside. She falls into a
stance’ more like that of a ballet dancer than of a
martial rartist, standing: on tip-toes, her knees bent,
holding her:hands together in front of her. Then she
leaps onward, spinning .in the air and extending her
right arm. She lands and leaps even higher, spinning
and whipping her fist like a tornado at yourhead. Her
long sleeve must have a weight at its end, for it too is
whipping - towards you. Will you try to block her
attack -with a forearm (turn to 120) or lean back to
avoid it; simultaneously driving a straight kick at her
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\\\\\ \ \ 17 7/7/7//) thenfind yourself' standing  in ithe ‘middle of a vast,

\\\\ \ Y \ \ ’ / /7 / / / / // llmlﬂeSS plain Of llghl‘ thal' hurts “YOUI eyes. After a few :
: a5 S : moments the brightness fades and you can see once
SNV S : more. The ground is a ‘dull greyish: white in colour,
11/ /s~ featureless and flat, stretching away in-all directions as
1]/ 7/~ [ the eve . can d it is criss- d with

1177777 7777 = = =] ar - as . the eye can see, and it s CTISS-Crossed wi

geometrically arranged, thin black lines like a circuit
board. Looking down, your body seems to be as real
as.it ever. was, even’' down to the clothes' you:are
] SO wearing. The neural helmet has analysed your mind
S ' and reproduced it in computer form. You can feel the
e helmet on your head and, when you turn, you notice .
o four ethereal cables running from the helmet and
’ disappearing into tiny holes that scem to hang in the
air itself. Your hand passes, through these cables as if -
they did not exist —ghostly reflections'of your lifeline
= ey to the world outside. A faint electronic hum pervades -

theail'. ) ._ A |'§b ‘ : .

j \ In the distance you observe a strange black cloud, like -

N gathering stormclouds. It hurtles towards you at incred-
ible speed and then stops, hanging in the air, roiling
and'churning. A’lancing beam of ruby:light spears out

) NN \ from the. ceiling into the cloud andtbegins to oscillate -
: N ' rapidly, sketching in a figure that quickly 'materializes

~ within the' cloud. First it creates a wire-mesh figure of -

"' man, then ‘it begins shading in:the squares. The -
figure that .coalesces .is a perfectly formed human,
‘heavily muscled ‘and - powerful.. He'is smooth and -

~ hairless, coloured ‘pale”grey rand with'a grid-like' mesh

e
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of lines'all over his body. The ‘eyes’ are twin ‘orbs of
glowing energy and; when he speaks,:the interior of
his mouth is a black void. Tum to 201. ;. : :

e
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You swim up into the pipe. You can see light streaming
in from above, then you spot Trident coming down
towards you. He grabs you and kicks upwards, his
.speed so much greater than yours underwater. You
reach the surface of the water and gasp for air. Turn

tosg

The Enforcer collapses as your foot crashes against the
side of his head with punishing force, but the Captain

manages to step back just in time. He glares at you’

angrily, his fists balled. The sights and sounds of battle”
echo in the cavern round you: the flash .of Shadow’s:’

- smoke bomb, the crack of energy whips, Xavier's
" shout as he strikes with the staff, and the rubyiglow of

Midknight's hypnotic gaze. It looks as ‘though your -

Champions are making short work of the Enforcers —

68

you will have to ‘do the same against your opponeht.
You must fight the Captain, round by:round. He has a
Defence of 3, a Power Rating of 4, and g Life Points.
He attacks first. If you win, turn to 45. '

EE oo d
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Your élbow ‘slams thome, making: the Poison Finger
Master gasp, the air driven out of him by the force of
your blow; he loses your Power Rating in Life Points. If
he is down to.3 or fewer Life Points, tum to 267.
Otherwise, you :are: still; holding his arm, so you spin
around and drop to one knee. 1Off balance and unable
to resist, your opponent is hurled over your shoulder. -
He rolls with the throw however, catapulting himself
into: the' air and just dodging your follow-up ‘punch. -
‘He somersaults and spins in the air to land facing you, -
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. masaagmg g rlb Then:he adopbs a stance, holdmg his
hands like claws;in front of his face. Will .you now
" close in and try some punches to his head and body

(turn to 218), try a low kick, followed by a roundhouse
kick to his head (tum to 108) or try to throw hlm (tum
toxol - e

L o teg T

: Blade Mldkmght and Xav1er examiné the cube After a
‘brief discussion, Blade comes over to you and. an-
nounces, ‘The only way to get to the, Overlord is. to
enter his electronic home. As | see it; Jimmi Jaxi must
keep-the ‘Overlord:, imprisoned with his, ;CyberCage
hacking,while your mirid enters Cyberspace and battles
the Overlord inside his computer world, defeating him
 before the Overlord’s anti-virus programs: penetrate
" . Jimmi's’ cage. Inside Cyberspace, to' all intents and
“purposes you.will feel, as iif you arein the physical
world. Of course, we 'shall need a neural helmet to
enter Cyberspace.”: If .you do ot have a neural helmet,
_turn at once to- 233. If you have, you-explain to the
‘:others what must be done: Everyone agrees that it
should be; you who will wear, the ;neural, helmet arid
fight. the Overlord, since youiare,.the, best martlal
artist. It is surprising how they grant:you this, accolade
so quickly, when  under. normal cxrcumstances they
would .not admit it at ;all’;They all; wish you luck in
. their different ways: Shadow blows you ‘a,kiss, Larcen
* gives youja conspiratorial wink, Trident flaps his «gills;
and so on. Jimmi, grins,at you, impishly, ,plugs. his
. terminal into the cube and starts; tapping the keyboard
rapldly,tumto Q5. | i niid O
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Yourifoot stams homé arld you hear a cfack, a grunt of
pair. and the sound of a man vaulting :backwards out .
of range. Note: that the Grandmaster has'lost’ your
Power, Rating in Life. Points. If he is down to zero or
fewer Life Points, turn at once to 78. Otherwise, the
lights flare up unexpectedly and you are momentarily
blinded. With your ‘eyes narrowed-against the glare,
you: can just make out your opponent; some three’
metres away, about to hurl his. sword: at you Like a .-
javelin. Roll one dice. You can‘use the Monkey Heart
Special Move, if you know it, to subtract 1 from this
roll. (but you must decide to use it before you roll the
dice). If the result is less than or equal to your Defence .
Rating, turn to, 161. If the result is: greater than your :

efence, tumn to 240. _ .

The key fits perfectly There is & little: click, and the; ‘
door slides open to reveal a-dimly llit corridor; stretch-" -
‘ing ;away-into darkness.; Cautiously .you step in, Jetta

close behind.:‘Be careful,” she :whispers.: Who: knows, .

what- tricks and traps the ninja have: left for' unwanted -

“intruders? .iThe ‘walls are ;of -sculpted store.: Carven '
. gargoyles ‘and 'demonic. forms surge out, as if to bite
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and snap at those who walk ‘this corridor. Without a
sound,: you glide along the straight, devil-lined; corri-
dor, your senses-alert and your heart beating rapidly.
In the dim light, it seems. as if the sculpted faces and
figures are silently mocking iyou; as you pass them,
your spine tingles in anticipation ~ you- half expect
them to roar into life and devour you. : . .vx -

After a while the corridor curves to the right. As quiet
as the void, you pause, feet apart, and crouch. Carefully
~ you look out and along the corridor. About four
metres away, a ninja guard stands beside a door, his
back to you. A ninjato sword is strapped to his back.
Will you try to creep up behind him and launch a
surprise attack (turn to 160} or tell Jetta to throw her
Bladerang knife at him from here (turn to, 215)?

72

The Eternal Champlon tells you: that Larcen has an ally. '

in the city. “You ought to find him as soon as you can;
he may well prove .useful.” The Eternal - One wishes
you luck, and you leave T

Next day, you meet Larcen, ]etta and Blade on thE'
heli-pad of Fortress Etemity. The jet ‘copter has been
brought to:the Fortress :by rebels, warring against
the Overlord in the city. Its registration, X153H]J,

should still be registered with Megapolis Control.
Blade tells youiithat its cargo :is machinery for the

Overlord's - factories and that he will be flying the’

‘copter — he’s the only  one who knows how! Larcen

confirms that he has a contact in the city, a :Mr

Ferranti; who:will be‘able to help. You ask Larcen who -
Ferranti is. ‘Well,” he drawls, ‘I, guess you'd call him a-
smuggler,: I suppose. . He gets stuff in. and out of .
Megapolis . . you know.' © ks e a0

‘How do'you come to know him? you ask

‘Umm, ;just a business: ccmtact he mumbles aand takes a
swig. fromia small. flask; The: unmistakable :smell of
brandy - wafts across. to.»your nostrils., The ' Eternal
Champion does :not. allow :alcohol in thei Fortress, but -
Larcen: has : never::beenx one: to stick: to;rules:and
regulations. Thisso-called: ally: sounds more than'a '
little dodgy to you, but. the Eternal -Champion seems .
to trust him.: Anyway, all is ready now and you board ;
the jet ‘copter. Jetta and Larcen :sit together, and you
sit, beside the'tacil'um Blade in the' cockpit '

The flight lasts a couple of hours; then’ you reach the
mountains - that overlook Megapolis . and catch your.
ﬁrst gllmpse of Cyber Clt'y Tum to 104 .- o

Roll one dice and 'add:1 iif your Fighting Style is Kung :
Fu' ‘or-Ninjutsu. If you scoretless: than!or-equal:to ' .
Piledriver's Defence of 3, turn immediately.to.266. If =

you score more than: 3,.at the last possible :moment " :
you-drop prone, your back to: your opponent. He is "

virtually -standing . on top of you:when you drive a

mule-like' back kick :up under the ‘shield and into

Piledriver’s groin: He. grunts ‘in spain::and surprise,
doubles up,-and crashes, head first, into:the wall. He -
loses syour Power Rating; in Life Points: By:the time

i
i
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you have.rolled aside andleapt: to your feet, Piledriver
has turned to:face you, his face;a mask of pain. Tum
to 133\ : R S O R R VI
74
You instruct Larcen to take you to his contact in the
city, Mr Ferranti. ‘His ibase is in the old quarter: of
Megapolis. It used to be' d suburb, but now .it's
become a sprawling ghetto. The Overlord  doesr’t
bother with it much these days, so long as: the people
don't cause him any trouble,” Larcen says as he leads
you through the back streets. You have to avoid a
couple of patrols of Enforcers — half-cyborg automata
under the control of the Overlord. Here and there

surveillance cameras are scanning the streets, but you

manage to steal past them without being spotted. At
least you think you weren’t spotted, but you cannot be
sure. Soon you arrive in a part of the city that is even
more run-down than the rest. Groups of people huddle
round charcoal fires and beggars accost you for hand-
outs. ‘This way,” Larcen says. Turn to 276. K

BRI R S
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Reduce the time number of your CyberCage by 1.1 it

is down'to zero, turn immediately to g99. If it isinot,

you bring your fist down in a:great iarc at his neck.
Unfortunately the Overlord is . too: fast for you; he
catches your.wrist and delivers a snap-kick with'the
ball of his foot to your solar plexus; you lose 2 Life
Points. If you are now down toizero Life Points, turn

at once to 157. If'you are still alive, he places the sole

of his foot on your stomach and falls backwards,

'76-77_'

bringing you ‘With' hlm Then ”"He!!’stralghtens 'his leg %
and sends you sailing over him. Roll one dice. If the
number rolled is less than or equal to your Equilibrium
Rating, turn to 138. If it is h:gher than your Equilib-
rium, turr to 246 vl Ry

i 76 s ;
Nothing else of interest attracts; \your attention in the
labs. As you areileaving, Midknight s hurrying to
meet you; it seems that the marines are already in the
Mining Control Centre, and you will have to vacate

this area immediately! Tumtog. &

' " 77 . e ! :

Your opponent reaches for your head with both hands.
You lean,back and lash the ball -of your foot in a :
straight thrust kick at his solar plexus. Roll ,one dice,
adding 1 if your Fighting Style is;Karate, chkboxmg
or Savate, If you score- h1gher;than his Defence of 3,
turn: immediately to 293. If not, his hands close on
empty air just in front of your face. Before you can
execute your kick, however, he flicks his fingers at
you, discharging several small bolts of electricity into
your face. You are jolted backwards and must lose 2
Life Points. If you are still alive, will you now try to
hammer his head with your fists (furn to 166), try to
get him in a choke-hold (turn to 245) or try to distract
him by stamping on his foot (turn to 41)7



The Grandmaster of Ninjas fails toget up after. your .
last, blow. You search his body but find nothing. Then
Jetta groans: she is coming round. You help her to her
feet and, though she feels a little woozy, she:will soon
be fighting fit.. The door.behind the altar is: unlocked,-
and you'and Jetta step through it into what is obvi-
ously a room: for ‘interrogating prisoners. Larcen and
Blade:are here, strapped to chairs that look: like all-
purpose torture machines; they remind. you of a visit:
to the dentist. & v oo e

1

Tettal It's g(;od to' éeegi?iyé!"‘.'Lérc;éh : drawls. ‘Get e

outta here pronto, sweetheart! . -
i: ; .
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‘Don't ‘call me 'sweetheart!'* Jetta retorts, but she is
smiling as she goes over to release Larcen. "

Blade nods at you. ‘What took you so long? he grates .
angrily, Both of them have been roughed up a,bit, but

you_got here before they had. to suffer any real
torture: They have been stripped:of all their equipment,
unfortunately. Both are keen to find .their gear and

think it is hidden somewhere ne:arllby.i et

Soon: you are‘on your way again.' Another door leads
to a‘corridor that is lined with small prison:cells. Most :
of them are empty, but as you-pass the last-you hear a |
squeaky ilittle voice pipe:up’ from inside,:'Hey, wait!" -

 Turn toi169. 7. 1.
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Shadow Yamoto |

* Fighting Style: Ninjutsu/Taijutsu . ;_  P

Time-zone of drigin: AD 1993, Tokyo |

Apperarice: Long, flowing, black hair, black misk over
beautiful porcelain features. Her hair and long leather
boots conceal many ninja tools and weapons.

Mannerisms: She appears coy and mysterious, almost
childlike, quite charming in an innocent, schoolgirlish

way. Naturally this is all a show, for underneath she is

ruthless and calculating.

Speech Characteristic: Her voice is soft but insistent. She:
doesn’t expect to have to repeat herself. The accent is -
strange and varied — it is impossible to tell her country _

of origin from her voice.

Likes/ Dislikes: Since fallmg from a Tokyo tower b[ock, ,
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 Trident - and in such a ~

way that they don't even realize she is doing it. As for

R.AX, she teases him cruelly — his discomfort is her .
amusement. Secretly, however, she is flattered by the:
attention he gives her. ‘Heavens forbid that he find -

out, though!’ she said to her friend, Jetta Maxx. Shadow

cultivates an air,of mystery, shrouding herself in a web
of lies and contradictions — few people ever get to '

know the real Yamoto N

‘" .80

Notes 7 =0 - Fl el '

Back iin Tokyo in 1993, Shadow defeated the assassin
the icorporation:sent after. her-and thusiprevented her
own death. She has defeated the Grandmaster of. her
old ninja clan, the Black Orchid. Now she is ready to
serve the Etemal Champion to the death, fiercely loyal
to his ideals and plans for the future of humankind.
Shadow is the obvious choice to work with Midknight
and Xavier. Though some would describe them as a
vampire and:a black magician, she will not be fazed at
all by them. In fact, she’ll probably enjoy it, so totally
unflappable is she. Watch out for her cruel sense of
humour, though, and her tendency to over-confidence.

When you are ready, turn back to 100}’

; e _=:“ ! 8(; '_;;‘ )‘;-“"“‘ .
You cannot avoid- the tiiny blade, and it slices across
your stomach. However, it is so small that the cut is
only superficial. You look at your opponent, puzzled,
but he is waiting expectantly. Suddenly you feel a .
sharp stinging, sensation in- the wound —ipoison! Roll
one dice: If the number rolled: is greater:than your
Endurance Rating, turn at.once to 122. If it is less than
or equal to your Endurarice, .you feel as if your veins .
were full of fire, but your constitution is strong enough
to withstand the, poison, and the agony passes. Mean-
while your opponent #s about to attack while you are
trying to throw off the effects of the poison. All at
once he is struck a sudden, devastating blow from
behind and falls forward; dead. Slash steps over his

‘body, grinning broadly and hefting his club. ‘Got him
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a good one,’ he says, helpmg you to your feet “Tum
to 192. L T SRRTEI AN L
A R
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Throwmg your ‘head back,, you manage to avond 'the
weighted sleeve which whistles past, mere millimetres
from your face. 'Simultaneously you drive the ball of
your foot in a straight thrust kick aimed at her back as
she spins away. {Note that she has 10 Life Points, a
Power of 3 and a Defence of 4.) Roll one dice, addmg
1 if your Fighting Style s Karate, . Kickboxing or
Savate. If you want to use & Special Move, remember
to do so before you roll the dice. If the result is less
than or equal to her Defence, she spins aside. If the
result is greater:than; her :Defence, your:blow. hits
home, and she is knocked off balance and falls over.
She loses your Power Rating in Life Points. She'leaps
* quickly to her feet, looking at, you in amazement and

what seems to be embarrassment. x

’ Whether.yo'u hither or not; ‘she how: stands iwith ‘her
legs braced wide apart and. her knees bent in a half-
crouch. Her forearms are crossed, held close;to:her

- chest, Ker hands balled iinto fists.:An unusual :stance,
i you think to yourself; :you'll have to 'be. careful.: She

. waits. So do you. Then she; says, ‘Come. The marines.

* will arrive soon,” in:a strange whisper. She:is right,’
you will have to attack. Will you feint withi a low kick,’

- then punch -at her (turn to 102), drive the instep of

. your right foot .at ‘the inside of her knee, then snap
" a side kick up: at her. face. (turn to ‘zy2) or grab: for-
the lapels of her l-umc and attempt a throw (turn -

to:44)? S AT

- 8183
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The stick whistles down, and youstep ‘back to-avoid
it. There is a click, and a stiletto flicks -out:from its end,
nearly ‘doubling its length! It is too-late to block, and
the tip of the blade scrapes down your shoulder; lose
3 Life Points. If you are still alive, the pain forces you
to retreat and :you cannot finish your attack.. The -
Grandmaster twirls the stick effortlessly in one hand, a
mocking smile playing about his lips. Will you now
wait for him to make a move, then counter-attack (turn
to 62), try a low kick (turn to 196) or lift up a knee to
feint a kick, then lunge forward and lasha fist at his
face (turn to 2517 . Ch

83 : :
She drops to one knee driving the iron, splkes at
your midriff, in a lunging double thrust. Roll one
dice for Jaluda. If the number rolled is. higher than
your Defence, you lose 3 Life Points. If it is less
than or equal to your Defence, ‘'you step back in
time. In either case, if you are still alive, you leap
towards “her,” hammering a side kick down :at her
head. Roll one dice, adding 1 if your Fighting Style
is Karate, Kickboxing or Savate. If you beat her De-
fenceiof 4, she is knocked back and loses your Power
Rating in Life Points. If she is down to 3 or fewer Life -
Points, tum to 12. If you score less than or equal to
4, you miss. You circle each-other warily once more,
as the battle continues to rage around you. Will you,
now try a throw (tum to. a46) or a punch {{turn
to’ 2.37)? '
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" You leap for the edge of the pit, but the: motion of the
mining car has thrown you off balance. and- yousrhiss;
slamming into the wall of the ipit just below the edge:
You give a moan of despair-as you plummet helplessly
into the grinding steel crushers below. Within seconds

you: have: been shredded into; nothmgness It is a]l‘

over. - . .

85 . -'Sisi.."

The gas makes you feel groggy; you try.t:o throw, off

"its effects, but to no avail, Then. you go weak at the
_knees and slump forward to the ground. The last thing
- you remember is Jetta falling on top of you, equally
mcapamtated You never wake up. :

86

Reduce the hme number of your CyberCage by 1. If it.
is now down to zero, tumn immediately to 99. If it is,
not, you manage to get: an.arm up just in time,, sweep-.
ing the Overlord's foot down to the left.. As he comes.
down beside you, he pivots and;tries to elbow you in.
the temple, but you throw. yourself into a forward roll.

and ;dodge: away. You come up with your .opponent
bearing down on you. What will you try now?,

-~ Apunch? i TN ‘Tuml'oz_l;*‘
L Akickt _'f‘ ‘ ' i Turnto. 189
HA'throw? e * Tum'to:z
A 87&: PRI *" s ;:.

Ferranti: drders Delako to take you to the entrance to.
“the ninja_hideout, which is down a disused well in ia!

. 88

deserted ipart of: town.: Before: -you gozhe lets you take
anything ‘you: want: from his iequipment: there’s the
one-man portable mortar plus. shells, the bazooka-like
device that daunches a grappling harpoon with,a cable
attached . (useful . for scaling; tall buildings); and the
scuba diving kit' for underwater work. Between you,
you and ]efta can carry only one of the three (note
which orie you take on your Adventure Sheet).

When you are’ ready, Delako leads you lc‘hroug—;:h the
now empty underground transport tunnels in order to
avoid the Overlord’s minions and his surveillance
system.-You come out at an abandoned station, once
called ‘Church Street'. ‘There it is,” says Delako, point-
ing to an ancient well, the entrance to a veritable nest |
of vipers: the Dragon Ninjas.; He wishes’ you luck: T'd
go. with you, but I'm no match for ninjas.” He sets. off,
back to Church Street station. You approach the well
carefully and reach it without incident. Hardly believ-

ing your luck, you, sllp over the edge of the well, with

]etta followmg Tumn to 16. |

: _An Enforcer lungesz w1th hlS batbn rapler-hke,g but you
_twist aside, wsing' the: momenturm: of : your dodge to
*spin towards Shadow :and Piledriver. The second En- -
forcer is still in;your. way; he:swings: his baton in:an
i _overhead arc ‘at, your head. Desperately ;you: attempt
' to 'sidestep and ‘block,sbut: you will have to:be: fast if |
. you want, to get to,Shadow injtime. Roll, one dice. If
- you knowithe Phaser Special Move, you ;must .use it
“before you rollithe: dice. If iyou: know  it; ‘'you caniuse
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the Monkey Heart Special: Move to' subtract' 1 from
the dice roll, for this roll only; but-again; you must
~ decide to use it before the dice is thrown. If the result is
less than or equal to your Speed Rating, turn to 152. If
it is greater'than your Speed Rating, turn to 28z. '

8g i

You give him a few ‘drops of the tonic and he starts
coughing, then opens his eyes. ‘Where am I?" he croaks.
- Then he sits up. The Overlord! I must stop him — the.

program, it's gone crazy!” he stammers. You calm him
down, then you give him a brief rundown of the
situation. He looks; at you groggily; he is barely
conscious but seems to understand you. You leamn

from him that the Overlord’s mind is safe inside a

huge indestructible titanium cube, the Core, somewhere
near by in the Citadel. The only way to defeat him is
to wire your brain into the cyberspace inside the cube,

then to fight the Overlord mind to mind, battling

within the confines of computer memory banks and
circuits. To connect your brain to the computer mind
of the Overlord you will need a ‘neural interface’, a

special kind of helmet.c You tell him you already have -

one. ‘Good,” he coughs. Now help me up, quickly."

Slash and Trident carry him over to one of the lab -

worktops, and he begins constructing a small electronic
device. He may be weak, but after ten minutes .or so

he hands you a neat little box; with a cable and jack -
for plugging into a.computer terminal. He smiles
wanly at youand rasps, Tt's a CyberCage. It'll keep

the Overlord imprisoned long enough.’” (Note that you

have the Wells CyberCage, and that it has a time

;.90 '

number valtie. of 10.¥¢T hope I've done isoméﬂiiﬁg to
make up for creating that evil thing,’ he groans. Then
his eyes dim and he, slumps forward over the worktop.

R.AX. checks his pulse, then looks up, shocked. ‘He's
dead!: Guess he couldn’t handle the defreeze process,’
he says. A team of medics and a hospital might have
helped, you think to yourself, but at least he died
helping ‘to defeat the Frankenstein program he had
created. There is nothing else to do here, so you leave;
turn to & :

¥:.=" 96'.; it
You manage to thrust your right leg forward and
stamp it into the ground, anchoring yourself against
her throw. You follow up by sweeping your left arm
around and throwing her. She gasps in surprise and
falls painfully on her shoulder; she loses Life Points

equal to your Power Rating. If she is down to 2 or

fewer Life Points, turn to 294. Otherwise, she rolls to
her feet and ;nods at you once, a taciturn compliment

.to your . skills. Then she assumes the wide-legged,
. cross-armed stance. once more. Will you now feint .

with a low kick, then punch. at 'her «(turn to 103} or
grab:for, the lapels of her tunic and attempt a throw
(turn to 144)? . ; S e
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The four of :you tense expectantly as Garoud :climbs
back through the hole in the wall. He is followed by
several odd-looking, mutants. One of them steps for-
ward; it is.a tall, spindly figure: with three arms and a
warty, gnarled face. 1 am Atone: Leuris,':she says in a
surprisingly melodious voice, ‘leader of the Mutie
Miners. Garoud here says you are enemies of the
Overlord.” As she speaks, she waves her arms;about
like: an : orchestra conductor, punctuating her words
with complicated arm-movements. The two muties at
the:back, a greenish frog-woman and another like
Garoud, are watching the tunnel behind, on the lookout
for Enforcers. The other mutants look you over, regard-
ing. Midknight - with some: trepidation. Midknight
smiles; evilly - at them, baririg his fangs, and they
shudder:withifright, ITITES T TR
‘Stop it, you idiot,” Shadow' whispers harshly into his
ear, ‘e may need them! Midknight shrugs, irritated,
but he stops, tormenting the mutants.

[T I

‘What is: your purpose here?: asks Atone. ‘And hurry
up; for the Enforcers will be hereat 'any imoment.”
Will you sayiyou.are thieves, intent on robbing the
Overlord's: treasure vaults (turn to 197) ‘or tell them
that you have -been sent by the Eternal Champion
to destroy: the Overlord once and for .all. (turn to
1587 . e il SRR TR i
‘ (RS B tr S it . e
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His .footsweep passes through empty air ‘as you leap :
upwards. Although you are off balance, you use this



93 “':‘. b

to 'your advantage: instead! of Tanding on your feet,

you drop on to your back, pulling the Kung Fu

. Master down towards you. Then you twist to! the

* left, still holding his arms, and try to hurl him over:your -

shoulder. Roll one dice; adding 1 if your Fight-
ing Style is Aikido .or Jujutsu. If the result is higher

than his Defence of 4, you are successful and he-

slams -into the ground, losing your Power Rating iin
Life Points. If he is now down to 3 or fewer Life

Points, turn to 267. If the result is less than or equal to .

4, the Kung Fu Master manages to roll into your

throw and he cartwheels through ithe air, the force of ,

his movement ripping his arms ot of your grip. Will

you now close in and try some punches to his head
and body (turn to 218), wait to see what he does and!"

hope to counter-attack (turn to 37), or try a low kick, -

followed by a. roundhouse lek to’, .his ‘head. (turn

to 108)? by Voo Lo T s i [

Py I
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The bolts of enérgy fly over your head and ‘strike

the floor with a hiss, vaporizing the water there; You

come out of your roll on to your feet, still running.”,
‘A ladder,a ladder!” R.A.X. screams, and you spot it;-

ahead, set into the side of the drain. It goes up .into a -

shaft in the roof. You cannot: outrun the Cybersaur: -
for ever, especially if it fires any more laser bolts, but’

~ can you get everyone up: theiladder quickly: enough?

Will you scramble up the ladder first (turn to 105) or
last, after the:others (tum to 31);.or will you tell.
‘your . tearni that you will, all have to fight (tun:to’

; 44)7 o I

'
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Unfortunately, before you carny ﬁnd a: suitable ‘wire fo
rip out, you are forced to use both hands-to keep. the
screaming steel away, only: centimetres from your face.
But still.you'cannot hold. off the: Master of Destruction
and ;you ,cry out in pain as:the piledriver’ makes .
contact; Lose 1 Llfe Point. If you are still alive,with a
last-ditch effort you manage to twist:yout head out of
the way, but; this has:won you only; a:moment of
respite. ‘You are resigned .to defeat when a . cane,
fashioned into the shape of a snake, suddenly appears -
across your opponent’s ithroat.: Looking: up, you see
Xavier standing over you, heaving ‘on the staff that he
has hooked round Piledriver’s: neck.’ Your opponent
starts choking and instantly the pressure is off. He
reaches up to the cane at his throat, and you hammer a
couple of punches into his face. Xavier digs his knee .
into Piledriver’s back and pulls'—-and the Master of -
Destruction “is :out of business: Xavier helps: you to:
your feet and' you thank him for saving:you.:He nods.
casually. ‘as if it were all in a 'day’s. work.Looking . .

-around,: you/ see .that the rest of the Enforcers are’ |
:down you have 'won this ba’ctle Tum to 291.

13
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You' lunge forWard The old 'mian gives 4’ isnort of

‘anger and ducks with remarkable speed, hooking his
"cane round one of your legs and tripping you. You!
- leapiup warily — he, is:not. what he seems. {Note that
- he has a:Defence of 4, a Powerof 3 and ¢ Life Points.); '
" “You must: fight: him, and: he:attacks first. Trident:iwill . .
‘not help you: he has a'strong sense of honourable, =

T
i
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combat and’ wont mterfere “Ttss ]usst an’ old human,
he says. If you win, turn to 5256 ; SRR
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The mstant you leave the ground, the’ Grandmasfer
spins towards you and fires a side kick with such

speed that it takes you in the chest before you have
time to complete your strike; lose 2 Life Points. If you
are still alive, you are knocked backwards, but you flip
in the air and land safely on you feet.

‘Not bad, he!says condescendingly, ‘for a student of

the martial arts. He starts twirling the ring round his -

head again. Will you hope that he is going to hurl the

ring, and deliberately try to entangle one arm, pull the *
Grandmaster towards you then execute a flying kick -

{turn to 50) or roll towards him and come up on to
one knee, driving a fist at his solar plexus (turn to 116)?

t

ootey
‘Never!" you shout, signalling Midknight and Shadow _
into the attack. Xavier's eyes widen in surprise at.your -

decision. The mutant holding the knife glares angrily

~at you then, to your horror, he cuts Xavier down
- without a second thought. Xavier is dead before he -
hits the ground, and the matants flee as fast as they

can along the tunnel, taking Xavier's staff with them..

You, Midknight and Shadow now find yourseives in |
total darkness without the staff. You blunder about'in’.
the tunnels and are soon hopelessly lost in the warren

of mine shafts. Your adventure ends here.

“that destroys. the Citadel and:half of Megapolis:.
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You manage to catch a wrist w:th your nght hand and
grab her upper arm:with your other:hand. Then you
spin .and: drop to one. knee, pitching -her head first
throughithe air. She screams angrily and crashes to the
ground, losing your Power Rating in Life Points. If she
is down to 3. orfewer Life Points; tum to xa.:Other- -
wise,: the:fight rages on around you. Jetta is holding
her own 'against :three: :ninjas — she ‘is so fast, they
cannot get hold of her. Blade is in:trouble: a ninja has '
grabbed him from behind :and another is pummelling
him in the ribs. He uses his stun beam, and the ninja
falls: away. . That's: all: :you have time to see. before
Jaluda comes in: at you:again. Will you'now try to
disarm her (tumn to 1), or dodge and cdunter—attack i
w1th a kick (tum to 216)? b

The Overlord smﬂes unexpectedly ’7You have run ot
of time!" he:says. ‘My: sub-routines have:established a -
cyberlink!:Suddenly a door in.the-air near by blinks
open.: The' Overlord’s body stretches out: like. a rubber

" band and telescopes away, arrowing through the door- ; |
.way. In an instant he has: disappeared and the doorway

winks out ‘of existence. Midknight draws you back -

~from Cyberspace into your real'body. The other Cham-:
‘pions have: been ‘watching' the: fight on the screens of
‘the: Cube;. Midknight tells you that the CyberCage
- gave.out-and the Overlord has escaped to ianother
* computer,. probably ‘kilometres : away. ‘Suddenly: the - -

Cube:begins to shake; then it explodes, a massive blast_
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and you and :the other nine Champxons too. Your
adventure ends here SRS IR R
S e X RS T LIVIER
i ' i 100l ' . [
The electronic dossier bleeps: into: life as you switch it
on. The screen lights up with nine entries. You may

examine the dossier at any time by tumning to this

paragraph, but remember to note the number of the
paragraph you are at before tummg here.

File No.- 1. Larcen Tyler. i s ' Tumtozg
File No. 2. Slash. . P ", Tumnto 49
File No. 3. Shadow Yamoto. ; ' Turn to.7o
File No. 4. Midknight. " “Turn to 109
File No., 5. RAX. Ccswell _ o "Turn to 139
File Noh 6. Jetta Maxx Y ' rimto 1291
FileNo. 7. Xavie. '~ .  Tumto 199
“File No. 8. Blade. . Tumto 229
File No. 9. Trident. ; o . Tum to 259.

When you are ready, retum to the paragraph you
came from. - . ‘

! : . : .
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You entera small complex of research labs, including
an electronics workshop., Genetically : engineered -

(101

scientists; :are working. here — they look like Orgin
Chard. At the sight of you, they all flee in terror. One
area of the labsihas been set; aside for. computer .
programming research. Orgin: Chard examines the pro-
gram and, tells, you that the Overlord is creating a
martial arts program for himself; he intends to put his
mind into a cyborg body, programmed with the skills
of many grandmasters of the martial arts! You also
learn that: the program is incomplete: he has not yet
fully leamt the techniques :of: defending, against spin- -
ning back:kicks: {Orgin says, ‘Rememberithat, for the
final:battle against the Overlord. will still be a martial
arts contest. It will all be in the mind, inside, Cyberspace,
but to all intents and purposes it will also be real. He
can, kil your mind with a mental klck )ust as in a
phys:cal ﬁghtl o :

Much to Orgms glee you aIso find the. electromcs

~workshop and ‘he begins ‘working fast: After .a few

minutes he hands ;you,a simple-looking CD-rom: unit
with a cord and a jack. ‘All you have to do is to plug
it intorthe Overlord's computer core,” he says. ‘It should
hold him for a few minutes. With :a bit. of luck, that
will be long enough to destroy him.” Make a note on

‘your Adventure Sheet that you have Orgin Chard's

CyberCage and rrecord the number 10 next to it. (The

‘number represents:how long the cage will hold the
" Overlord) As you are leaving, the Champion you left
" monitoring the Cybermarines is hurrying to meet you.
It seems that the marines are already in the Mining

Control Centre, and you will have to vacate this area
immediately! Turn to 150. 1
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. Youlclose in: and make as if to execute a: low klck, but

then you bring your: foot down iandslean forward,

drivinga right cross at her face with the: full: weight of
your body behind it. She ignores your feint and leans
aside, catching;your wrist in her left hand with; cat-like

speed.; Then she steps in iand rams: her :other: hand

under your upper arm, levering your. elbow .into a

painful joint-lock. The:agony forces you up on to your.
toes and off balanice. She follows this up by trying to

knee you in the groin. Roll one dice for Kaisho. I the

number rolled is less than' or equal to your Defence, .

turn. immediately to 200. If it is higher. than your

Defence, you try to blockiwith your left hand, but her:
knee strike is too powerful, arld it slams: homie.iYou -
double up in agony; lose 3 Life Points. If you are'stil}
alive, she puts a hand on your face and shoves,..
sending you flying backwards. Kaisho:laughs, a low, -
demonic chuckle, as ishe lets you get to. your feet:-
_ Thenishe-asstimes the wide-legged, i cross-armed stance
“again. Will you now drive ithe instep -of your right -
foot at the inside of-her knee, then snap:a;:sidekick up .,
at her face (turn-to. 2y2) or grab for the Iapels of her

tunic and attempt a: throw (tum to 14477 -
L I ; o .i -_-‘ii'
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The =ligth'ing'?bolt flashes i:iverz your thead with /=
crackle, and you feel.the hairs. on* your‘head stand on -
end .~ it was that close! Out :of the comer of your eye
you see that Trident hasinot been'so lucky: he: was' -
struck full irv the chest. He warbles a single cry and is’
thrown backwards, blasted into unconsciousness. Hel.: -

b gy

falls i theiriver and’sinkst but“at least' you krtow' he * |
won't drown! You come up in front of your opponent,
face to blank, visored face. Then behind you, you hear
a crash and grunt, followed by a fearful shout and a
splash. The Master of Lightning starts laughing. “Your
Neanderthal friend didn’t quite make it — he’s fallen in!’
Suddenly he swings a punch at your head — you duck
under it. Just as well, because his ‘cyber-gauntlets
crackle with: blue’ energy. (Note that' the Master of
Lightning has a Power of 2, z0 Life:Points and a
Defence of 3.) Will'you try to hammer his head with
your fists {turn-to 166), try to get him in a choke-hold
(turn to' 245), try to distract him by stamping on his
foot. (turn to: 41} or wait for his strike,: then counter-
attack wnth a kick (turn to 77)? ' :

ST mmp)
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Using ' an electromc v:ewfinder, you; ‘examine your

ultimate :destination. Thei great city of Megapolis lies |

before you, a vast expanse of jumbled buildings of all
shapes and: sizes, .surrounded by a defensive wall,
newly constructed since the tyrannical rule of the Over-
lord began.; Spaced at: regular intervals along the wall:
are heavyconcrete, towers with surveillance cameras
mounted on, them, not to mention air-to-air missile
systems : .and! heavy :laser . cannons to counter any
ground attack. The docks are- .outside the -walls. -After
arrival . by, sea; .passengers: have to pass, through a
security checkpoint before entering the city itself. The
wallsi are ‘manned 1by. cyborg soldiers who patrol up
and. down: ‘with:)a jerky, mechanical gait: Rising up
from behind the walls are tall buildings and skyscrapers,

‘but ‘the ‘most:dominant structure climbs heavenwards - .

from:theivery.centre of .the city. It is a thinigleaming
spire of steel,:hundreds of metres:tall; great buttresses,

also ‘of steel,” support the tower. The spire is in the :

middle of the Citadel of the Overlord; it is, you guess,
the:most likely location :of ;the Core. If you are with

‘Blade, Larcen and. Jetta, tum toi295.:If you:are:with.
: Midknight, Shadow and, Xavier; turn to 4. If you are
‘with Trident, Slash and R.AX,:tumn to 164. ;:
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‘You pull yoﬁrself up- the ladder: as: fast as you' can,
-with' R AX. close behind. Then;the head of the robot

dinosaur appears at the :bottom of the shaft, one red -

‘eye glaring upat you.' A: laser bolt suddenly erupts .
ifrom the eye, straight up the shaft towards, you. You:

| .
Ty
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have nowhere'to hide, and it burns aineat hole in your
head. Your adventure ends here. ; '

106

With a loud whine, a drill-bit bursts through the wall.
Quickly you position your squad on either side of the

widening hole: Xavier and Midknight take one side,

Shadow and you take the other. Seconds later; a chunk

of the wall collapses, crashing to the ground irt‘a cloud

of dust and rubble. A large arm, hugely muscled, forces'

its way through, followed by a horribly mis-shapen

head. The face is noseless and has two holes for nostrils, -

and the eyes are unnaturally large. As the man — if that is
what it is — pushes the rest of his body into the cavern,
you see that he is a short and stocky miner, wielding a

massive drill in one hand as if it were a walking stick. He' -

is clearly a mutant, probably genetically engineered for

work underground. Shadow steps' forward, ready to

strike. The mutant hasn't noticed your team yet. Will
you order her to attack (turn to 29) or wait (tumn to R

3

w07 |

You have misjudged the speed of ‘the dagger and your |

hand closes on empty air. The blade sinks into your

shoulder; lose 2 Life Points. If you are still alive, the

Grandmaster jerks it back, causing you to gasp in pain;

then he snatches the retuming dagger deftly in one -

hand. He shouts and leaps high in the air to land
before you with the dagger in one hand and the other,

twirling the iron ring round his head. He. is close -
enough for you to attack as he stands there, his smile
mocking you. Will you try to wipe that smile off his

108

face by jumbing up and lashing your instep around at
the side. of his head (turn to 96) or wait for him to
make a move (turn to 263)7 -

CoE L4 . 108 g an |
Yousslowly draw closer to Tien, préesenting your left side
to him. Then you drive a stamping side kick down at his
kriee with your left foot. Deftly he lifts a leg to avoid
your kick. You swing your right leg up in a half-circle,
driving the ball of your foot around at the side of his
head. Roll one dice, adding 1:if your Fighting Style is
Kickboxing, Savate or Karate. If the result is less than or
equal to his Defence of 4, turn immediately to 206. If the:
result:is greater than 4, your enemy tries to duck under
your. kick, but he is too slow. Your foot hammers into
his face, twisting his head around. He loses your Power
Rating in Life Points. If he is now down to: 3 or fewer
Life Points, turnt to 267. Otherwise, he is knocked into a
spin by the force of your blow. ‘Good kick,” he mumbles,

o
o i i

:spitting out a broken;tooth. He:takes the:Mantis stance

again, ready for the next round. Will you now close in
and try some punches to hishead and body (turnto218),
wait; to see what he does and hope to counter-attack
(tumn to 37), or try to throw him (tum to 10)7 : i
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: Mldkmght ‘:;:,;sfiu;’;-;-x_‘-:ﬁ u:'

Faghfmg Style: Alkldo

Tlme-zaneafongm AD 2101 London R .'2‘

. Appearance: Regal and dignified, 6f bearmg hls face ns‘_'
- cleanly handsome; However, the: rest; of, ‘his, body
‘ appears to be;in an advanced state of decay And hlS.:

eyes are red.

Mannerisms: 1 you could gaze at Mldkmght s ﬁ1ghten— |
ing red eyes, for long enough, you would notice, that
he never blinks; He s studied; and icarefuI in; hns 2

movements, reserved and thoughtful. &, i j 2¢

Speech Characteristics: Midknight speaks i’ arich b;ell'-".

like voice, using precise, chpped grammar. . . -

4 E:E i1 i" 5] ?
Likes/ Dislikes: Midknight hates the sunlight and wilk: go
~ out during the day only if he has to. He also. ‘hates
+ garlic and is uncomfortable in the. presence-of crosses "

(this last: dislike is largely psychological, 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 withj Xavier —
together they work on 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

I
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people feel Unéontfbftablé; what with therothng‘ ﬂesh -
the fangs and blood-red eyes. Xavier, of:course, rather:
enjoys tl'us snde of Mldkmght s character e -

Notes .. ...

Midknight constani:Iy yeams For fresh human bIood
and he controls this, urge with aniron 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 hej is. successful, .
thousands’ of human lives, will be saved. Midknight,
enjoys working in the laboratories of Fortress Eternity,
for science is his second: passion — after the martial
arts, of course. He will prove an invaluable asset,in the ~
mission .to, destroy. the.Overlord. Few . of the; other
Champions like. to:, work with. Midknight. — he is too:
frightening — Xavier. being the exception; it is best that .
both are on, the, same team.;Watch out for,Midknight's : -
vampiric tendencues he could lose conl'rol el h

When you are ready, fum back to :(oo

PR W }::‘:: ‘-, G .-ii- B

FRR IR o e
You fjumip forwarcl and drop to orie knee dnvmg a ]ab .

at the Overlord, but he shas léamnt from his:rhistakes’ ' '

anid: dodges backwards.. However; ‘you¢jump 'up and
continue in the line of your jab, thrusting a. straight-
armed, straight-fingered lunge: at his: throat. The Over-
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lord reacts with lightning-reflexes: he slams one hand
into the, inside ;of your wrist and presses the other on
to the outside of your upper arm, at.the same time
pushing his head back to avoid your thrusting fingers.
The pain you feel is excruciating as he forces your arm
against the elbow joint; lose 4 Life Points. If you are
now down to zero Life Points,:turn at once to 157.
Otherwise, as you stagger ‘back in agony you try
desperately to overcome the pain in time to deal with
his next attack.. Looking up, you see him leaping
through the air towards you, his left leg extended in a
flying kick at your head. You have no timeito:do
anything but block — if you can: Roll one dice for the
Overlord, adding 1 for his skill. If the result is less
than or equal to your Defence, turh to 86. If the result
is greater than your Defence, turn to 283. ‘

: 111 : SRR
The lift doors close and it surges upwards with a hum.
After a few minutes the doors open and you step out
on to the flat top of one of the cathedral towers. You
are high in the air over Megapolis, with a breathtaking
view of:the city. Looking down, you can see the
courtyard with the old well, the secret entrance to the
Dragon Ninja stronghold. Moreover, you find that
the Citadel itself is only about fifty metres away, on
the other side of the cathedral. The central spire of the
Citadel rises up out of its fortified base, higher tharr the
building you are standing on. Tall windows, set round
the spire, are at: a slightly lower level: than you,
though. If you have a grappling sharpoon rocket-
launcher, turn to 249. Otherwise, tumn to 153.

112—113
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You leap up, but the energy whip.curls round your leg,
releasing a jolting burst of energy. You collapse to th_e
ground: the agony is. unendurable when its forcells
discharged: through your nervous system. Lose 3 Life
Points. Not only that, the whip has damaged your
reflexes . — subtract 1 from your Equilibrium Rating
permanently. - Coughing, you manage to ﬁtaggen to
your feet in time to hear the Captain laughing cruelly
at your pain.’ Out of the corner of_ your eye you
notice Midknight throwing. one  Enforcer to t.he
ground with an armlock. Another is wrestling with
Xavier's staff — it has turmed into a snake in his
hands and is biting at the Enforcer’s face. However,
you have little time for further observation: the CaP-
tain is readying his gauntleted fists. Will..you spin
and unleash a: whipping back kick, hoping to hit bcl)th
the Captain and the Enforcer with a single strike
(tun to z02), attack the Captain (turn to 292) or .
attack the Enforcer who is wielding the‘.whip' {turn
toxgt)? P P i T A 5
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After-a whilé 'yoéu hear a low, rhythmic t ing,
like a helicopter’s blades tumning at very slow speed.
Eventually the shaft widens and you can all stand up.
Then you see a light ahead, and you come to the en'd
of the shaft; Ahead of you, a huge propeller blade is
whirling sedately, sucking the cold air from .the sbaft
and blowing it into the chamber beyond. Looking
through the blades of the propeller, you, can, ma]se out
a great round hall; it seems deserted, so you decide to
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go through. You could dodge past the blades, but you
will have to time it perfectly. If you have:an Electric
+ Shock Discharger, turn to 239.:Ifi you haven't,:roll:one
dice (if you know it, you can: use: the Phase Spec:al
Move to.add 1 to your Speed, Rating temporarily, if
you also. have the Inner Strength). If the result is less
than or equal to your Speed, tum to 184. If the result
is greater than your Speed, turn to 145.: 3

Your tralmng as a mnja mcludes the art. of pxckmg
" locks. This one'is quiterdifficult; but eventually you
'manage it and the door slides open to reveal a dimly

'5 lit corridor, stretching. away -into darkness. Cautiously

~ you:step in, Jetta close ‘behind. ‘Be ‘careful,”: she whis-
' pers..'Who knows what tricks and traps the ninja have

 left for unwanted ‘intruders?’ The walls are.of sculpted
stone. Carven gargoyles and demonic forms surge out,
as if to bite and snap at those who walk this corridor.
- Without ia’sound 'you glide: along the straight, devil-

lined corridor; your senses alert and your heart beating’
rapidly. In the dim; light, it.seems as if: the sculpted-
faces and. figures mock you silently; as you:pass them,
your. spine tingles iin anticipation — you half, expect

them to roar into life and devour. you

115—116

After a whilé the c!o’“ do¥ clivedito'tHd ‘right’ A quiet
as the void, you pause, feet apart, and crouch. Carefully
you look out and along the corridor. About four
metres away, a ninja guard stands beside a door, his
back to you. A ninjato sword is strapped to his back.
Will you try to creep up behind him and launch a
surprise attack (tum to 160) or tell Jetta to throw her
Bladerang knife at him from here (tun to 215)7

| i 115
You swim up into the pipe. You can see hght streaming
in from-above then you spot Trident coming down
towards you, but you cannot hold your breath for a
second more. You inhale involuntarily, and water starts
to fill your lungs; lose 2 Life Points. Trident grabs you
and hauls you up the pipe into the: air. You cough
water from your lungs, but after a few minutes you
have recovered: You feel like a drowned rat, but at,
least you are alive, Tumto34. b

; 116

Just as you rise up on one knee, the Grandmaster
somersaults ; forward over ‘your head, to land behind
you. While your fist hammers empty air, he twists
around and his dagger stnkes home Your. ‘adventure
ends here. il . o
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You are standmg ona concrete quay-hke platfarm ina -

kind of natural cavern. that -hereand: there has been'

worked by masons. It is illuminated by lights, set into
the ceiling. The quay overlooks-an underground river .
that flows from left to right across your path. On the ..
far side of the river is another open area of 'stone, and:
the storm drain continues into the rock wall beyond.
No doubt the, small river will overflow in heavy rains
and any excess water will be carried away. to the lake ;
then to the sea al' yourback. T e
Just then a ﬁgure steps out of the shadowy sl'orm dram ,
on the far side of the river. R.A.X. trains his torch beam
on him: It is a man, dressed in a skin suit of some flexible:
plastic fibre, bright blue in, colour, with black boots, -
and heavy cyber-gauntlets. ‘A forked-lightning symbol
adorns his: chest. You cannot see his face since he is -
wearing a full face helmel' w1th a dark, one-way visor.
Thin cables run up his arms to a power pack on his back. .

As you watch, he steps forward, holding his hands in

front of him at chest height. Suddenly, crackling electtic-
blue ‘energy flashes from hand to hand, and he laughs
maniacally. His voice, modulated by speakers in his
helmet, sounds tinny and mechanical. ‘Hello, champs, he .
crackles, ‘or should I say, chumps! No. one can get past .
me, ‘cos I'm the Master of Lightning! All I have to do;:
“storm” you to death” He chuckles again. Then he
pomts at you, and a bolt of lightning leaps from the end
of his finger! You, dodge aside and it earths to ground;
near by, leaving a blackened stain on the concrete i

Yousmust act fash The river will have to be crofssed by g
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+ swimming, though R.AX: may’ be ablé to! jump it
using his jet boots. Will you order everyone to rush
this lunatic as fast as possible, including yourself (fun
to 177) or send R.AX. over first (tumn to 258)?
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Xavier nods grimly and starts to craw! forward along the:

mine shaft. The tension mounts with each passing
second and your heart is hammering in your chest like a

piston. Suddenly all hell breaks lose up ahead. A deep -
voice cries out, ‘Qi! There's sorheone there!’ You hear

sounds of a scuffle and Xavier gives a cry of pain. As you

leap up to run forward, the tunnel is filled with light, and

_you see Xavier being held by two strange-looking
figures and a third holding a lantern. They are short and
stocky — clearly mutants, judging by their faces, which

are noseless with over-large eyes and knobbly skulls. -
You see! that one of them has a rusty blade held at

Xavier's throat Another is holding hlS snake staff.
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“You fool, Shadow says to your face ‘you should
have sent me on a mission like thist': .« Do

Before you can reply, the mutant holding the lantem |
speaks. ‘We've got your friend. If you want him to
live, hand over all your valuables.” Will you give up
the 20 Credits the Eternal Champlon gave you (turn to
211), or will you order Midknight and Shadow, to
attack the mutant bandits (turn to 97)? +

£y )
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Piledriver's' shield shatters into’ several ‘pieces under
the force of your blow. Clearly he i astonished, but:
your strike has done little to slow his charge. He slams
into :you, and both of you are sent sprawling to' the
floor. Note that you must both lose 2 Life Points as a
result of the collision. He' gets up quickly but backs
away, intimidated by your display of strength. As you
rise, you hear the sighting .device over his eye «click .
and whirr, then there is a metallic twang and a cross-
bow bolt shoots from the barrel on his helmet straight
at your chest, closely followed by two 'more!. You
dodge the first bolt. With superb ireflexes :born of

desperation, you bat: the .second ‘one out of the air * -

with the back of your wrist..Roll one dice. If you score
less than:or equal to; your Speed Rating, turnito 61. If
you score'more than your Speed, turn to 168.' &
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You snap your forearm up ina textbook block but
Kaisho's fist: sweeps -past without touching you. To
. your horror, her weighted sleeve curls round your arm
* instead. She continues her: turn, and you are dragged
" forward by her sleeve, unable to resist the force of her
- spin, until. you ‘are. pulled to your knees. Then she
steps nimbly’ behind you, at once wrapping her other
sleeve round your neck. She drives a knee between
- your, shoulder, blades and pulls, strangling you with
relentless efficiency: Choking, you reach up’ with your
hands, but she leans back to avoid you, and you feel
your, strength waning. Roll one dice. If the number
rolled is less than or equal to your Endurance Rating,
. - tum to 170. If it is more than your Endurance, turm
. to 13 C . !

‘ Midknight and iRA’X examine’ tﬁe t:ubé then Mld-

knight announces, The only-way: to! get:to the Over-

~ lord is to.enter his electronic-home! As I see it, we.

must keep the Overlord imprisoned with:a CyberCage -

while your:; mind .enters Cyberspace and 'battles the
' Overlord inside his icomputer: world, . defeating him

. before the CyberCage runs out of energy. and stops’
funchomng Inside Cyberspace,.,to all intents and pur-v..

© 122-123

poses you will feel asiif you'are in the physxcal world.

Of course, we shall need a neural ihelmet to enter
Cyberspace.” If you do: not have a neural helmet, turn
at once; to 233, If you have, RAX. says that he has
examined the cube’s terminal; as part-cyborg. himself,
he can connect: himself up to the cube. He should be
able to set up a software CyberCage that will keep the
Overlord imprisoned for a short time. It won't be
effective as the real thing, ‘but RAX. says he will try
to contain him for as long as possible. (Note on your

Adventure Sheet that you are using a RAX. CyberCage,

and that the time number i is 6)
. »i

You explam to the others what must be done Every-
one agrees that it should be you who will wear the
neural helmet and fight the Overlord, since you are
the best martial artist. It is surprising how they grant
you' this accolade so quickly, when under normal
circurnstances they would not admit, it at allf They all
wish you luck in their different ways: ‘Kick ass,” Blade
mutters, Xavier launches.into a long speech and hasito be
shut up, Tri;dent;ﬂaps,his gills, and so on. Turn to 195
;;'. : & '.‘?:‘ T1az s by

The pmson courses; through iyour veins hke ﬁre Sec-
onds later it reaches.your heart and: you drop:dead.
Your adventure ends here.: :

o L e e s
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Thank you, 'thank you she says effuswely and l'he
other mutants smile: broadly: 1 am sure such great
champions as yourselves will triumph with ease!’

!



T-wish I had your confidertce!” Xavier mutters. Shadow
smiles at him,:putting an arm round his shoulders. as if
to comfort him, and whispers in his ear. Xavier:scowls
in irritation — no:doubt she is winding him up as usual.

Atone hands you the head of; a rose; it has . been
sprayed with a plastic resin so that it will always.look
fresh. “This rose is the symbol of the resistance. Other
rebels will recognize it and will do all in their power
to help you — tell them Atone Leuris: gave it to you.
Make a note of the Rebel Rose on your Advenfure
Sheet. She tells you her, jplan: they will lead the Enforc-
ers into the cavern where you will be hiding, then you

g ~ can ambush them. Shadow hides in the darkness imme-

diately — even you cannot see where she has gone!
t Midknight and Xavier secrete themselves behind a pile

* of rubbish,  while' you;-hide behmd an old rallway
@camageTumtozG G ST
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“You mistimie your' swmg andiyour ‘ chest slams.into'the.
ledge. The pain is-so.intense: that you lose your grip
on the rope.and fall. It takes:a few seconds to reach

the ground, during which time your whole life flashes.

" before you. Your adventure ends here.., ., :,;, .
i E S BoaoBE o L
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*.Deﬂ‘ly you ‘catch the :shortened dagger hll‘l‘ a feat of
“extraordinary skill. For :a brief: moment the: Grand-

3

-master is surprised, and iyou tug atit:with all!iyour"

strength, ripping the kyotetsu-shoge: out, of his hands.

Immediately- he somersaults .into a' handstand, then:

. 126—12y

flips backwards arid grabs!a'ninjatd™ a ninja‘sword -~ -
in its scabbard from behind the: altar. As you disentan-
gle the cord from your arm, he jumps'towards you
again, coming to-a halt a metrel away. His left hand is.
on the scabbard, this other onithe hilt, poised to draw.
Roll one dice. 'You can use the Phase Special Move to
add 1 temporarily to your Speed, if you know it, but
you must cross off the Inner Strength point before
rolling the dice. If the result is less than or equal to
your Speed, turn to:2yy. If the result is greater than .
your Speed tumto,222. .. . . o 1C

: : . ) _: 12'6 gy S L ‘ ‘:..;"]' ,1
Make a note of the name of the Champlon you clec:de

to leave behind to keep aneye on the Cybermarines. | .

Now, ‘which door will 'you investigate:. the .armoury.
(turn to 268), Medtech (tum to 56) or the labs (turn
fo 165)?’ vl - S

Your punch meets onIy empi:y air. Then a sWord is -
driven upwards into. your, vrtals Your adventure ends
here, - . - B B
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]a]uda faﬂs= to: defend against your attack in hme and
- your foot takes her right on the chin..She collapses like
a sack of potatoes. One of the: ninjas ‘speaks. "You may

have defeated the Master of Weapons, but we have
achieved our objective. The Dragon Ninja never fail!"

With that, several of the ninjas throw small pellets to

the ground; there is a flash of light and a billowing

cloud of smoke. When it clears, they have all disap-
peared, taking Blade and Larcen with them! You run

over to the windows, but they' are nowhere to be
seen. Looking up, you seea jet "copter flying away on
silentengines. Cursing your luck, you inspect the

body of Jaluda. You find little of use except a large

key, fashioned in the shape of a dragon. Make a note

of the Dragon Key on your Adventure Sheet then tum
to 296.

;
; i
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| - Jetta Maxx :
Fighiir;g S}yfe: Savate/ Pentjak Silat
T:me-zamr af origin: AD 1899 |

l

Appeamnce Blonde and be.auhful dressed as a circus .
acrobat, but with razor-sharp discs at wrist and ankle y

Mannmsms Cold and dlstant but also efficient and
business-like '

i E oy

Speech Characteristic: Deep, surpnsmgly ‘warm vdlce, :

with heavy Russian accent

:1-2.9

Likes/ Dislikes: Hates monarchles, klngs 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 achve as a revoluhonary in Russia, plotting
against.the tyrannical Tsar. She was forced to flee to
Indonesia, where she learned 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 @ return to Russiaj However,
agents of the Tsar caught up with her in China and
arranged for her untimely death in a circus ‘accident’.
The Eternal Champion saved her from this fate, and
she has;thrown herself into a new cause: that of saving
humanity. by destroying the Overlord. She is rather
formal with people but is trustworthy and very honour-
able. While she may be of slight build, she is:very fast
and packs a formidable punch; she will prove a reliable
asset to any combat team..

SRR IR t iE
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When you are ready, tum back to 100.
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You fire a side kick at the figure. It seems that;your
opponent is doing the same, but you are committed
now. Your: foot strikes home, and suddenly the figure i
disappears with a splintering crash, seeming to dis-
solve before your very eyes into shards of glittering
light. You have just shattered a mirror, ;you realize.
But another figure stands:behind the mirror, and you
are too surprised. to act for the moment. It is a Dragon
Ninja, and he holds:a long :tube in both hands. There
is a click, then a cloud of, yellowish gas billows
out of the end of the tube into your face. You try
to hold your breath in time, but you inhale a small
amount. Roll one dice.:If the number;rolled is less
than or equal to your Recovery Rating, turn to
173. If it is greater than your Recovery Rating, turn
to 8550 5w S SR
T L U L A A A
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Tipping the safe on to its back, you: carefully pour the
acid into the lock. After:a while it eats its way through
and you are able to open the safe. (Cross the vial of
acid from your. Adventure Sheet) Inside you find a
small device resembling a remote control, and a:;
strange-looking helmet. The helmet is covered in gadg-
etry, and little pads on the inside connect to various
parts of the skull. ‘It:is a neural helmet,” Midknight
announces, ‘used for entering Cyberspace with your
mind. No doubt Kaisho used it to communicate with
the Overlord face to: face, inside: his: computer world.’
Make ‘a note of the neural helmet on your Adventure -
Sheet. Shadow takes the remote control and opens the

Tk
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? secret door ‘and ‘you aI] step through mto the great
hall beyond. Turn to2g9. i _ }

The Eternal Champldli hasi arrange& a yacht for the‘_
four of you,'the Atlantis. Trident isivery pleased with
" it, of course. ‘T will ssail uss to Megapoliss, and' then'

we ssmash our way to the Core! Trident announces.in
his sibilant, watery voice. Slash screams a neanderthal
- war ay, and RAX. grins, the prospect' of a good

scrap, as ever, the only thing on his mind. This team-

will be the most gung-ho, you thmk to. yourself, but
you will have to be on your toes — you're gomg to
have to do most of the thmkmg for themt:,

i~"

You set off, sarlmg downnver from, the Fortress to ﬂle_;
coast. From there, it is a few days’ sailing to Megapolis.”

The joumney is a little dull: All that RAX, Slash and

. Trident can find to ‘talk, about are past battles they .
have fought iri, and' future battles they hope to fight'

in. Eventually you arrive in a bay, and the docks of
. Megapolis. Tum totoq, . ., | '

i B ooy ué! i :;\Wfii A
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“"The ﬁght is ragmg on all round » you “Bufit looks 25 i
your companions are getting the better of the. Enforc- -
ers. Xavier is.facing only one Enforcer now, while’

C
s
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Midknight .and Shadow ‘are fighting: back -to::back
against four or five others. The rest are: down. :Pile-
driver shakes his head .to clear it then looks at you -
with a hint of fear in his .eyes..Tll have to try a
different tack with you, I can see; he growls.; You hear
the sighting device ‘over hisi eye click and whirr; there
is a metallic' twang and:a crossbow;bolt shoots from'
the barrel on his helmet straight atiyour, chest, closely
followed by: two more!, You dodge the first bolt. With
superb:reflexes born of desperation, you bat the second
one out; of thei;air: with the back of -your wrist.
Meanwhile, Piledriver is charging straight at you again!:
Roll one dice. If: you score less than or equal:to your
Speed: Rating, ‘turn to 6. If you score more than your
Speed turn to. 168.. ' o e

P , Bl

You examine: thé.cryogenic control .console.  Thiere are
three dials on the console, and.each:is labelled. Will
you turn the one marked ‘Thaw Inhibition, Frequencer’
(turn to 194) Cryogemc Transposer’ (I:urn to 269) or.

Your f'mgersr manage to- flmg torthe lxp of the pll:' The
fear of;a painfuli death below gives you added strength
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to heave yourself'up over'the iedge of the Pit. Mid-
knight is also safe, you see. You look up just in time
to see a second mining car unloading its cargo on top
of you! You manage to scramble forward below the
car, and escape the worst of the avalanche of rock that
would have carried you down into the pit. However, a
piece of rock does gash your forehead: lose 1. Life
Point. That same piece of rock lodges in your clothes;
on closer inspection, you realize it is of a rather fine

quartz crystal formation. (Make a note of the Quartz’

Crystal on your Adventure Sheet.) Everyone else seems
to be all right, so you examine the room at the other

side of the pit. This is obviously the Mining Control -
Centre. It is a large, square chamber with a high'

ceiling, and it is dotted with consoles and computers

that hum and whirr continuously. On the far wall you

notice six transparent tubes, set into the ceiling, :like

glass lift-shafts, except that they end about two metres. .

above the ground. Pads on. the floor seem to indicate
where a person would 'stand to be directly under:.a

tube. The right-hand wall is covered with instrumenta-
tion: dials, readouts and the like. The left-hand wall is

of bare brickwork, built quite recently by the lock of

it. The whole place seems completely deserted. ‘I dont a

like it says Shadow.
“Yes, too quiet,” says Midknight. _
‘Too qulet? The noise is deafemng' says Xavner

‘He meant because there’s no one about, you ‘cretin?
Shadow hisses at Xavier.

; :'I SR : a=i;,

‘Oh .. well . iy { knew thaH Yéou thmk I dldnt know |

Ty ﬁs}_ﬁ

that? Of: éoufse‘n_ I ‘knew ‘that" Xavier Saysz"unéoﬁVinc;
ingly. You order them to:shut up and get jon with it; -
Carefully,” you -all make your way' across' the p1t Turn
to 208. _ o .

Remembermg whal- Fulat taught you allows Lyou to:
dissipate the energy attack with a rush. of internal’
cleansing_ power ‘that. emanates_from your; Ki, your'-
Inner Strength. You tense, every muscle in your body,
shuddering with. power ‘as.you absorb: the: Master’s
poison finger: You look:up and.smile :at Tien Hsueh. |
He looks decidedly worried now, shocked .by. your :
knowledge: of the ancient techniques.He narrows his

eyes and - ‘paces slowly round: you, this demeariour
much! more: serious! Will: you iclose iri:and try some
punches -to his- head and body (turn' to 218), iwait to
see: what; he does and hope to counter-attack (tum to
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37), try a low klck, followed by a’ roundhouse kick
to his head (turn to: 108) or try to throw hlm {(turn
to 10)7 T Y s

' 137
As the stick drops, there is a click: a shletto ﬂlcks oul-
from its end, nearly doubling its length! But you take
the wooden shaft on your forearm and jump back
- without getting cut. You eye each other warily. For

the first time you noticéia flicker of respect in the

Grandmaster’s eyes, but he does not speak. Will: you

now wait for him to make a move: then counter-attack
(turn to 62), try a low kick: (turn to 196) or lift up a
knee to feint a kick,: then lunge forward and lash ‘a. fist

at hIS face (l-urn to 251)? P T A
. : coooan Soain \ Vo ;y‘_‘Li:" .
: : D138 SR TR O
Reduce the hme number of your CyberCage by 1. If 1{'

is now down to zero, tum to99. If it is not, you hurtle -

to the ground: and roll: Coming up on your feet, you
flip forward, head over heels, into the air, theni you
twist so that you land facing the Overlord, who is

_ getting to his feet. Seizing your chance, you cartwheel -
towards him and throw yourself into ancther head+

: over-heels flip to bring yourself within range,: taking
the Overlord by surprise. What will you:do now?  : :
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Drop low and try-a stralght-ﬁngered SR

jab up under his ribs? « ; Tum to 219
Aim a quick one-two at:his body, i ;

followed by a n-ght cross at his - EREEE

head? Ce oL . ;- Tum to 167
Tryakick? . .. i .; Turntoij189
Tryathrow? . ;. 4 i "y ' - Tumtoaz
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Fighting Sl'yle Muay Thau chkboxmg
Time-zorie of ongm AD 2 345, Cyberdome

Appearance: Half-nan, half-machine, with several cyber
enhancements — robotic s:ghtmg device, armour plat-
ing, cyber exoskeleton, etc. ' - :

Mannerisms: Walks with a ]erky robo -gait, accompa—
nied by the electronic hum of his locomotive servo- :

motors . RS T ST VT S

Speech Characteristic: Short-tempered and crotchety his
speech patterns are curt, short and rude. This is because
his cyber enhancements have. left RAX in constant
though minor, pam |

Likes/ Dislikes: He tends to hang out wnth Slash and
Trident, because there :is nothing RAX. likes better -
tharvaigood, 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: course!).
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: ways.
CRAX being R.AX, this tends to be in rather:crass
physical ‘ways :('Lock, Shadow, I smashed him'good
for. you!). On the -plus side, R.AX. is fearless, loyal,
reliable and a good tough flghter He loves Thai food

Notes R e

RAX successfully retumed td hxs own l:lme w1th0ut
the deadly software his old:boss had had wired into
* his‘neural net; and now, with your ‘help, fight-fixers at
the Cyberdome have been brought to. justice. Now he

is ready to help the Eternal One and is eager to ‘have

a go' at the Overlord. RAX. is not as stupid as he

appears. Underneath the thuggish image lies-a cunning

intelligence, making him a dangerous fighter. He works
well with Slash and Trident; together, they will make a
" formidable, though undlsaphned strike team. ;

When you are ready, ki back.to 100, .

A
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The old man llstens w1th growmg 'mterest s yoﬁ tell
him all about your mission to destroy the Overlord,
and that you are in the service of the Etemnal Cham- -

o
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pion. ‘Well, well” he says.<‘Givethe Eternal ‘One my
regards whén you see him. My ‘name is Fulat, and he's -
an old friend of mine. You are licky to-have found me,
for 1 can be of great'service to you'iniyour quest!:
Fulat confides that he is in hiding from.the Overlord,
who wants to tum him into one of hisicyber-controlled
champions; the so-called Lords'of Death, for Fulat'is a
Kung Fu master. He further tells you that the Citadel
can be reached vid the storm drain at the other end of
the cavern; and warnis you that the way:is guarded by
at least oneof the Lords of Death, Tien Hsueh, the
Poison; Finger i Master; a' Chinese' master . who has:
sworn allegiance to the Overlord in return for wealth
and power. Tien Hsueh uses an ancient nerve-striking
technique known as' Dim Mok; apparently he has the
power to- strike an ‘opponent and. channel his inner,
strength into that person, causing inistant unconscious-

ness or even death. ‘It‘is known asi the Poison Finger,

for obvious reasons. However; | know" the energy-
blocking technique. You can use your own . Inner :;’
Strength to counter his.” » e i

Fulat teaches you': thls skill (note down lhe Energy :
Block as a Special Move on your Adventure Sheet). You
will be told when you can use the Energy Block. Fulat
also gives' you a jar of greenishsliquid, labelled ‘Katsu .
tonic, for resuscitation .of the comatose’. The katsu.
tonic is ari ancient herbal remedy for reviving ‘people.
You: may. .need:it, he- explams Make. a::note of the

tonic on ‘your; Advenfure: Sheet. ‘Goodbye-and good -

luck."I.;truly hope you are- successful,’ he says. You" .
thank him, and hetumsback to his; hut ' S
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You:swim back ito;the: shores of thelake, leaving: the
island behind. You find Trident, R.AX. and ;Slash
waiting for you. After you have updated them, you all
set off round the edge of the lake, on dryland.: At the
far end of the cavern you discover a wide opening.in
the wall; it is a storm drain outlet: water from the
heavy rains and storms that fall on Megapolis will
- drain away downthis pipe, into ithe lake and then out
to the harbour; A thin trickle of scummy: water is all
there is at the moment. ‘Couldn’t be better for sneaking
into the Citadel,” R.AX. says optimistically. It:looks as
dark as pitch jnside the tunnel. R.A.X. reaches up to his
head and turns on a switch. A beam of light from his
sighting device spears the dark ahead, a thin sliver of
visibility. “That's me sorted,” he says. Slash gets out an
oilskin bag, takes from it a wooden torch and lights it.
Well illuminated, you lead the party into the yawning
tunnel ahead. A faint smell of moist decay and wet rot
greets your nostrlls Turn to 2.03 ; SEED

: i‘i: : ' 141 | |t :’la ‘:': : :
The Enforcer runs forward and swings his baton around

at your head, greenish fire playing up and down its

142 .

length. With perfect! timing! you' step into the ‘swing
and catch his wrist with your left hand: Turning, you
bring your right elbow down on to his arm; he stiffens
in pain, and you follow up by jabbing your elbow into
his face, then sweeping his feet out from under him
with your right leg. The Enforcer drops, out like a
light. You notice a throwing star glinting in the light
as it whistles into a nearby! Enforcer, felling him —
Shadow at work. Another Enforcer stands motionless,
ensnared by Midknight's hypnotic' gaze, while Xavier
is using his staff to good effect. But then 'your other
opponent draws all your attention.

‘Damn you to hellt the Captain howls as he steps
forward, swinging a gauntleted fist at your face. You "
must fight him, round by round. He has a Defence of
3, a Power Rating of 4, and ¢ Life Points. He attacks
first. If you win, turn to 45.

You are too slow dnd the bolt takes you full ‘in, the
chest. You are thrown backwards into the air by its
force, electrocuted into unconsciousness. You land in
the river, face down, where you: float senseless, until
you drown. Your adventure ends here: -+
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Slash stops, raising his hand. ‘Me hear :something,” he
grunts. Then you can hear it too, a thythmic booming
echoing along the storm drain behind you. Whatever
it is, it is getting closer.. Suddenly something gigantic
comes bursting out of the shadows.i At first you think
you are dreaming, because it looks like:a Tyrannosau-
rus Rex! And it is — but a:mechanical one. It fills the
storm drain :from troof toifloor, and. it is lumbering
after you on two massive steel legs: that propel it
forward like pistons. Its eyes are glowing redly and its
forelimbs are tipped with sword-blade talons. lts head
is of burnished steel, iwith a massive! mouth that: is
lined with razor teeth! Worse than that;, you see the
teeth are vibrating back and forth, like a chainsaw!
‘Holy Cybersaurs!: R.AX. cries in astonishment. The
Cybersaur T-Rex must have been built by the Overlord
to guard this route into the city, and it looks extremely
dangerous. The three Champions look to you for
orders. Will you tell them to flee, running away from
the Cybersaur as:fast as you can (tum to i232) or
decide to stand and fight it (turn to 44)7 ‘

e b Co144 T E 3 : Coonh
Darting - in, you :reach for her tunic. She reacts only:
when. you have grabbed her — but then she does so
with lightriing! speed: she grips ‘'your right ‘wrist with
both her hands and steps backwards, pulling you off
balance before you can:attempt a throw. Then she
steps forward, twisting your wrist into a painful arm
lock - and bending you over until you are forced to fall
backwards. But you roll with the force, somersaulting
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backwards across the Hodr twmhng your' out of
the lock and reversing holds, so that she is thrown
backwards by:the same move. She doesn’t make a
sound as she slaps the ground in a controlled fall. As
you come up on one knee, she kicks up at you with her
right leg. Roll one dice for Kaisho. If the number rolled
is less than-or equal to your Defence, turn immediately
to 226. If it is greater than your, Defence,, she;kicks you
in' the face, and you fall back, releasing your hold on
her; lose 3 Life Points. If you are still alive, you both
get: to your feet and. circle each other. She arches one
eyebrow  enigmatically. Then she assumes the,wide-
legged, cross-armed stance again. Will you now feint
with a low kick, then: punch at her (turn to ixo2) or
drive the instepiof your right foot at the inside of her
knee, then snap:a side kick up at her face (turn to 272)?:

RETENE T R

You mistime your move:'one of the blades catches your:;‘

leg, damaging it quite: badly. You cannot put your

weight onit for very long and have to.limp, It also affects -
. your balance and dexterity;: reduce-your. Equilibrium
Rating by 1..You'wait for the others; R.A.X, misjudges: it
but: his cyber. armour protects:him from serious danger.
Trident is fast. .enough to get, through without mishap, -

- but Slash is knocked through by one of:the blades. He'

# ; 146

grunts, nursing a bruised' elbow,. RAX. .sniggers, and _f
Slash walks away w1th ‘a dismissive grunt: Turn:to 299.

vg) by [N ‘,.;;_: i ':Qf*\i.:v;,s- i

‘ T 145 o o
Reduce th% hxrk: number of your CyberCage by oL If 1t 5

is down'to. zero, tum' immediately to:gg. If:it is not,
you drop to the:ground. and try ‘to.icatch' his deg .
between yours and. throw' him, .but -this time he is
ready and:he:leaps straight:up and:comes down on
you, stamping :on your chest with a cry.You feelia rib -
crack, and you lose 4 Life Points. If you are: down to
zero Life Points, turn straight away to 157. If you are
still alive;’ he sorhersaults forward, using your! chest as. '
a platform, and.spins in the air:ito land behind you.
Looking up; ,you- see ‘his foot hurtling: towards' your
head as'hesistamps down: at you again. Desperately
you clap your ‘hands together in front of :your face
withthei speediand force of a:bear-trap round the
Overlord's -foot: ' For"a. moment ‘you think you have *
him, ibut he; pushes off with. his other leg and, using’
your gripas a stepping ‘stone, hurls himself the length
of your body, dragging his leg out.of your grasp. You
bring your knees. up: to ‘your chest andisnap your: legs ¢
straight, using this momentum to flip to-your feet, just-

in time to.see the Overlord twisting in the air and land,

facing you: once more. You have theinitiative. What .
w111 you do now? - f i -

Close ire to attempl' algrapplmg Iock? o T‘um to 235; s
Try a'punch? .. CEo e . Tum to2s5
Tryia kick? g ‘“-?a*-'_- Lo ik Tum to 189
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Shadow grms wolfxshly and .moves away w1th her

back to one wall of the tunnel. She sidles into the dark,
silently, like her name. All is: deathly: quiet now, and
you feel sure that the hammering of your heart will
.give your position away. Minutes pass;and the tension
mounts with every second. Then there is a isudden
loud commotion from up- ahead, shouts and bangs.
You hear Shadow’s clipped voice, followed by a grunt
of pain. You all: run forward and Xavier unleashes.a
blaze of light from the tip of his staff. In the sudden
- light you see that Shadow has:a figure in a wristlock.
One twist and ‘he is thrown on to his back, then she
finishes him off with a knee to theihead. When, you
get to her, you observe three:bodies, all dead! They
are short and stocky, clearly mutants, judging by their
faces, ,which are, noseless with over-large eyes and
knobbly skulls.: ‘Good work, Shadow! :you tell her.
You search the bodies; and find:bits, of food. and-some
crude weapons: old: pickaxes and iron bars;that were

once sections of rail track. You also find a flask of .

sulphuric acid: Why they are carrying acid is:anyone’s
guess, but it may come in handy. Make a note of the
flask of acid on your Adventure Sheet. You push on
along route 66; turn to 183 : SR :

i i 1 ' . 148‘:‘=-: C g : b
As you drop, the Grandmaster’s scabbard falls next to
' you, then a sword .parts the air where you were just

standing. You realize that he had balanced the scabbard .
on the end: of his sword to confuse you, as to his -
position. However, you:have the better jof him this

149

time, because your feet have knocked his legs from
under him. You hear a gasp of surprise;and the sound
of someone vaulting away. The lights flare up unexpect-
edly and you are momentarily blinded. With your °
eyes narrowed against the glare, you can just make
out your opponent, some three metres away, about to’
hurl his sword at you like a javelin. Roll one dice. You
can use the Monkey Heart Special Move, if you know
it, to subtract 1 from this roll {(but you must decide to
use it before you roll the dice). If the result is less than
or equal to your Defence Rating, turn to 161. If the
result is greater than your Defence, tumn to 240.

: =.l49w !
You s;destep his clawmg strike and manage to grab
the outside of his wrist in one hand. Then you lunge
towards him, shoving your knee into the side of his
extended knee and.forcing him off-balance. Still hold-
ing his arm, you drive an elbow at his ribs; Roll one
dice, and add 1 if your Fighting Style is Kung Fu,
Ninjutsu, Jujutsu or Aikido. If the result is higher than
his Defence of 4, turn at once to 68. If the result is less
than or equal to 4, the Poison Finger Master rolls
forward and to one side, following the direction your
knee was forcing him into, and he avoids your elbow. .
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‘As he rolls awayi 'his ‘momentum wrenches 'his wrist
- out ‘of your grip, and he .comes up a short distance
away, eyeing you warily; less confident now’ Will you
close in and tryisome punches to his-head and body
" (turn to 218); try a low kick, followed by a‘roundhouse
kick:to: his head (turn to. 103) ot try to throw lum (l-urn
to1o)? P s _ : e

. 150 - . : :
Orgm Chard tells you that he. wnll not accompany you
any further; it is too dangerous for the likes.of, him
where you are gomg' He says, he will sabotage the

- tubes behind you so that the, Cybermarines will be

- unable to pursue. Then he, will make his way into the
mines and join Atone, Garoud and the rest of the
i =rebels :

" He has ’done hlS bit 50 ycbui let }um =go gravely
. thanking him for his help. Midknight:is impressed by

~ Orgin’s skills and offers him a: job at the academy of
science he'and Xavier hope to.set up, oncei the Over-

lord is defeated. In fact, you' have ‘to-tell Midknight to"

shut up — he seems intent on discussing some obscure

- scientific topic.with Orgin-éven as'the marines are

drawing closert Turnto 9. * B

. :'»; 151'

_ ygr :

He arches an eyebrow at you butisays niothing, simply

staring at you for a few 'seconds;. then he' nods, -
apparently satisfied about somethmg ‘Well, whatever
it is, I think I can help you.’ He reaches'into his robes

and hands you aijar of liquid, labelled Katsu tonic, for

resuscitation of the comatose’. “The katsu tonic is an

ancient herbal remedy for reviving people. You may

need it,’ he explains. Make a note of the tonic on your

Adventure Sheet. Goodbye, he says abruptly, and disap-

pears into his hut.

You swim back to the shores of the lake, leavmg the
island behind. You find Trident, RAX and Slash
waiting for you.'After you have updated them, you all
set off round the edge of the lake, keeping to dry land.
At the far end of the cavern you discover a wide
opening in the wall; it is a storm drain ‘outlet: ‘water
from the heavy rains and storms that falf on Megapohs
will drain away down this pipe, into the lake and then
out to the harbour. A thin trickle of scummy water is -
all there is .at the moment. ‘Couldnt be better for '
sneaking into the Citadel,” R.A.X. says optimistically. It
looks as,dark as pltch inside the tunnel. RA.X. reaches
up to his head and turns on a switch. A beam of light :
from his, sighting device spears the dark ahead, a thin
sliver .of visibility. ‘That's me sorted, he says. Slash
gets out an oilskin bag, takes from it a, wooden :
torch and lights it; Well illuminated, you, lead the.
party into the yawmng tunnel ahead. A faint smell
of moist decay and wet rot greets your nostrils. Tum

to 20%3. D
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You sndestep the ibaton stnke deftly, then grasp hls
wrist in your hand. A split-second later, your other
hand has gripped his upper arm. You twist: his:hand
down, still holding his upper arm ina painful armlock.
The Enforcer stiffens iri pain, driven up on to his toes
and off balance. You driveithe baton back into his own
midriff: there is a flash of light as the electric shock

* plays havoc with the Enforcer’s cyber circuits. He is

- thrown backwards into:his compamon and they both
o fall matanglecl heap I I LI

Turmng, lyou see that leednver s’ standmg over
Shadow, his arm raised to strike. She has her hands
ready to block,-but she seems: groggy and weak1 You
run forward and leap, driving a flying kick at Piledriver.
He sees you at the last, moment and gets his shield up
just.in time. Nevertheless he is knocked back, and you
come down in front-of Shadow, face to face with the
Master of Destruction. Tumtorr . . . :

: t H b .: [ 1oeiby g ' . TR
H [ 4 i PEALE : . N

P
3 HE i

153

~ There is no way for 'you to get from here'to the spire;
Larcen’s grappling hook won't reach that far. You are
- trapped. Soon the: lift "door opens, :spewing forth-
‘several ninjas. By now your, position is known, and
they. are. soon reinforced by Enforcers and Cyberma-':'
rines, armed with plasma rifles.. Some have been flown -
‘over from the Citadel by jet' ‘copter. You battle
bravely, but eventually you are all overwhelmed and

N killed. Your adventure ends here.

154—155

T 154 g iij‘ " A :
You remember what Orgin Chard the, scientist told
you: you must keep the Overlord imprisoned with the
Cage while you enter Cyberspace with your mind and
battle the Overlord inside his.computer world, defeating
him before the CyberCage runs out of energy and stops
functioning. If you do not have a neural helmet, turn at
once to 233. If you have, you explam to the others what
must be done. Everyone agrees that it,should be you
who will wear the neural helmet and ﬁght the Overlord,
since you are the best martial artist. It is surprising how
they grant 'you this accolade so quickly, when under
normal circumstances they would not admit: it at all!
They all wish you luck in their different ways: Midknight
nods solemnly; Slash grunts; Blade mutters, Kick ass,’
and so on. Midknight plugs the CyberCage into a
socket on the cube’s terminal; tumn to 195.

SR 155
You throw yourself desperately into a forward roll,
hoping to avoid the lethal wave of darts. Roll one
dice. If the score is less than or equal to'your Defence
Rating, turn to 64. If, it is greater than your Defence,
tumto187 T SR
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Mr Ferranti, large “fat and bald, is’ ﬂanked by two -
bodyguards. They look like ex-streetfighters, ‘with
pbroken noses and caulifiower ears — big, tough-looking -
guys. Ferranti greets Larcen with much bonhomie and
back-slapping. After Larcen has introduced you, the
blackmarketeer addresses you in a deep base voice.
‘Goad to have you here,’ he says. “You'll have the full
support of my organization behind you.” He leads you
back into the hall and shows you some interesting
hardware. There is a one-man portable mortar with
several shells, a bazooka-like device that launches a
grappling harpoon with a cable attached that will be
useful for scaling tall buildings, and a scuba diving kit
for underwater work. 'l may be able to help in other
ways,’ Ferranti says. ‘Are there any: questions?” Will
you ask him what he knows about the Overlord's
most recent activities {turn to 224) or if he knows
where you can:get a CyberCage (turn:to 180j7 . :
RN . 1 | . Lt P
SRS S C /A B

Everything goes ‘black: your mind has been::defeated
inside the world of the Overlord. You are enslaved for
ever as a-tiny sub-routine in the huge program that is
the Overlord. In the real world, your body becomes, a
mindless wreck. The rest of the Champions try their
best to help, but they can do nothmg Your adventure
ends here. - °

Co i 158 , P |
'Destroy the Overlord' Garoud wluspers in awestruck'
tones. ‘The Eternal Champion! Qur Saviour!’ . . .-
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Atone Leuris looks you over carefully - she is not as
overawed by your words as the others are. After a
short scrutiny she says, "You must be the tenth Cham-

pion. And this must,be Midknight the Vampire, Xavier -

- the Warlock and Shadow the Ninjal We have prayed
for your coming!

Just 'then a gruff voice bel]ows from the tunnel behihd
the mutants: ‘What's going on there? Move your
deformed butts back here!’

Atone speaks rapldly Tam the Ieader of the re51stance
in the mines -~ we can help you complete your quest,
but first you must destroy the Captain and his squad
of seven Enforcers, then we will be free. Will you help

us?’ If you decide to try to defeat the local Enforcers,

turn to xa3. If. you say that your mission is too
important for you to get involved with Enforcers yet,
turn to 255. _! €

159 .

]aluda sweeps your foot aside with a foreérm,l then

cartwheels away. Several ninjas throw small- pellets on
to the ground: there is a flash of light and a billowing
cloud of smoke. When it clears, they have all disap-

peared, taking: Blade and Larcen with them! You run '
over. to the windows, but they' are nowhere to;be

[

160 .E

seen. Lookmg up; you'see a )et copter ﬂymg away on
silent engmes Tum to 196 ' : -

. SR 7 T
You motion Jetta to stay hidden while iyou steal -
forward. A: few silent steps bring ‘you. within striking
range. You snake your hands round. his neck with the
speed of a cobra, driving a knee into his'back. To your
horror his head icomes off in your:hands:and hits the
floor iwith :a hollow slap! You start :in:surprise as the
body shatters when. it, hits the ground.: A'wax head
and:a. clay body —a trick! A'sound causes you to look -

up. A trapdoor inv the «ceiling is opening and a ninja, ™ 5

realithis time, wlth an iron dagger in each hand drops
down. He. slashes at you and you try to.dodge, but
you aré surprised and react azmoment too-slowly; lose
2 Life Points. If you are still alive, you: drive astraight- -
fingered jab at the ninja’s throat while Jetta.runs up to

help. Roll one dice, adding 1 if your Fighting Style is

Ninjutsy, : Jujutsu of Kung Fu. If the result is higher -

than the ninja's: Defence of 3,.turn:ta g4o. If ithe result
is less: than or equal to 3. tum to. 186 PR R
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Blmded though you are, your reflexes take over and
you sidestep the flying blade; it hurtles past and
embeds itself in the wooden floor, where it quivers as
if alive. Then your vision clears completely. A short
~ wooden stick falls out of the Grandmaster’s sleeve into
his hand. He darts forward without a sound and raises
the stick to strike down at your shoulder. Will you try
to block his move (turn to 13y) or jump back to avoid
it, then step forward and unleash a spinning back kick
{turn to 82)?

P 162 S :
After a short distance, during which you: pass many

tunnels oni either: side of Shaft 3, you see light ahead:
and the shaft begins to slope gently upward. Electric
lamps, set into the roof of the tunnel, illuminate the
passage from now on: A loud thrumming:sound echoes:

along the tunnel from up ahead, growing louder all

the time. Another mining hover car appears, behind.
‘you, full of rock and ore, and you.press: yourselves;
against the walls as it floats: past. Soon the noise:
becomes deafening, :and the tunnel ends at a large:
underground chamber, which is brightly lit and is also -
~ apparently unmanned. You step outiinto' what must be
* the Mining Control Centre. Directly in front of you a
great pit yawns; you couldn't see it before, due to the .
slope of the tunnel. The mining car tips its load of ore’
and rock into the pit, then glides gently back into.

Mine Shaft 3. Looking down into the pit; you see

huge steel crushers grinding up the rocks and ore for. -

o162

processing. On elther side, wa]kways span the pit,
Jeading to the rest of the room. ' - .

The Control, Centre itself is a large,‘sc:jtiare chaniber
with a high ceiling, and it is dotted with consoles and
computers that hum and whirr continuously. On the
far wall you notice six transparent tubes, set into the
ceiling, like glass lift-shafts, except that they end about
two metres above the ground., Pads on the floor seem
to indicate where a person would stand to be directly
under a tube. The right-hand wall is covered with
instrumentation: dials, readouts; and the like. The left-
hand wall is of bare brickwork, built quite recently by
the look of it. The whole place seems completely
deserted. ' don't like,it," says Shadow. . :

“Yes, too quiet,” says Midknight.
; L :
“Too quiet? The noise is deafening?!’ says Xavier.

‘He meant because there’s no one: about you cretmf
Shadow hisses at Xavier. o . i :

‘Oh ... well ... I knew that!’ You think 1 didn’t know _
that? Of course I knew that, Xavier says unconvinc-
ingly. You order them to shut up and get on with it.

Carefully, you, all make your way across the pit., Tum
to 208, P o :
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You manage to block his wrists; deflecting hxs al'tack
Then you whip your hands up and snake them round
his forearms. Bringing your legs up, you put your feet
on his midriff and push, hurling him over your head in
a stomach throw. With a strangled cry, he flies through
the air but manages to roll with the fall. You both get
to your feet. Will you now close in and try sormie
punches to: his head and body {turn to 218), wait to
see what he does and hope to counl'er-attack (l*urn ’co
37), or try to throw hlm (turn to 10)

. S ‘ 164 ' L '
Teldent steers the, yacht in towards the harbour. A
motor launch sets off from the quay, heading in your
direction. You examine it through the viewfinder: it is
marked ‘Harbour Enforcers, and you can make out

some figures on the deck. They are dressed in. black- -
and-gold uniforms, :and are half-man, half-machine cy-

borgs, led by a human Captain. It all seems fairly

routine iso far — the rocket launcher mounted on the

165—1@6 .

bow of the motor vessel is manned, but it i$ not aimed
at you. You have some time before they arrive. Will
you meet the motor vessel as.if nothing were| wrong
then try a surprise attack (turn to 22) or slow the boat
and send Trident overboard:to scout.out wtheP harbour
underwater (turn to 517 . ’
L :
P ‘ 165r P b

You enter a small complex of. research laboratorles
including an electronics workshop. Genetically engi-
neered scientists| are working here, strange, gangling
humans with oversized heads and six-fingered hands,
minions of the Overlord doing his dirty work. At the
sight of you, they flee in terror. One area of the labs
has been set aside for computer programming research.
You and your team discover that the Overlord is
creating a martial arts programifor himself; he intends
to put his mind into a cyborg body, programmed with
the skills ofimany grandmasters of the martial arts!
You also learn that the program isiincomplete: he has
not yet fully leamt the techniquesof. defending against
spinning back kicks. If you left Midknight in the Surveil-
lance Centre to watch out for the Cybermarines, tumn

to 76. If you left: anyone else, turn to 178. :: ;
S S A Y
166 o ¥ Ii

The Master of! Lightning tries: to grab yod with:one
energized, crackling hand, but' you step in towards.
him, blocking his forearm with an outstretched hand ;:
and driving a punch at his face withthe other. Roll:'
one dice, adding; 1 if your Fighting Style is Karate or .
Kung Fui Remember that, if you want to use ai Power '
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 Strike or other ‘Special Move, you must:do so: before

you roll the dice. If you score higher than his Defence
of 1, turn immediately to i27. If you score less than:or
equal to 3, your opponent twists his head to one side
so that your fist glances harmlessly off his helmet.
Then he tries to lay a hand on your chest. Roll one
dice for the:Master of Lightning. If the number rolled

is higher than your Defence, he succeeds: a jolt of

electricity shocks you, inflicting 2 Life Points . of
damage. If it is less than or equal to your Defence, you
are! able to step back in time to avoid his shock
treatment. In either case, if you are still alive, will you
now try to get him in a choke-hold (turn to 245), try
to distract him by stamping on his foot (turn to41) or
wait for his strike, then counter-attack w1th a kick (l'urn
togg? -~ . ' L
; 167
Reduce ’che time number of your CyberCage by 1. lf lt
is now down to zero, turn immediately to ‘'99. If it is

not, closing in, you attack his midriff, but the Overlord

steps back and blocks your strike with a forearm, once
and then twice. You switch to his head, aiming at his
face with a right cross. He steps'to the side, legs apart
and knees bent, sweeping the side of his left hand up
into the inside of your: wrist and pushing your punch
past him; then he twists his other fist up into your

midriff. You double up; lose 4 Life Points. If you are’

down to zero Life Points, turn at once to 157. If you
are stilll alive, he draws back his fist and swings it
down at the back of your neck, but you react quickly

and throw yourself into a backwards somersault, out

- 168

of range. Rolhng info a headsta{nd ‘you: flip to your
feet and tum to face the Overlord. He snarls in
frustration at:your narrow escapeq What w111 you do

now? o i :

! % ' . it .
Drop low and try'a straight-fingered ,

jab up under his ribs? Tum to 219
Get in close and drive a hammer fist

down at the side of hisneck? ¢ | Tumtozs
Try a kick? i . - Tumn to 189
Try a throw? - 7 . Tumtoa

o . i L
. .. 168 O D
You are just too slow to avoid the last bolt altogether,
and it grazes your shoulder; lose 2 Life Points. If you
are still alive, you look up to see your opponent right
in front of you! He roars a battle cry and leapsiat you,
bearing you to the ground. Then he lands on top of
you, driving the piledriver at your head. You manage
to grab it with your hands, but his strength is enor-
mous. He bares his teeth and redoubles his efforts,
leaning into it, forcing the hammering piledriver at
your head. Inexorably it gets closer and closer. Try as
you might, you cannot keep it away! In desperation
you reach up with your left hand, scrabbling for the
wires and cables that power his cyborg arm — but can -
you hold him at bay with only one hand? Roll one
dice, subtracting 1 if you know and wish to use the
Power Strike Specna] Move (remember ito,cross off -1
point of Inner Strength before you roll the dice). If you
score less than or equal to your Power Rating, turn to *
231. If you score more than your Power, turn to, 94.
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Looking through the barred window 'of the:cell; you
see a chubby young boy of about twelve or thirteen.
He is manacled to the wall and is: dressed in ragged
clothes. ‘Help me! he whines plaintively. You get the
door open by force, then the boy takes his hands out.
of the manacles! 1 only kept them on to fool the:
ninjas!’ he says proudly. ‘The name’s Jimmi Jax,’ he
adds. ‘Who are you'guys? Larcen tells them you are
here to destroy the Qverlord. The boy smiles up at
him. ‘Arejyou really here to kill the Overlord? he asks,
wide-eyed. ‘T bet I, could help you!' Blade snorts
derisively. ‘No, really,’ the kid goes on,; Tm in here :
because I'm so dangerous., I'm a hacker, you see, a real
whizz with computers. I kept hacking into his programs
and stuff. One day I got into  the Overlord’s main
program and made a couple of ichanges — he couldn’t
speak for a week — every time he fried, he just: clucked ; !
like a chicken! That really made him mad, so I ended
up here.” .. i | TR ;

1

‘We could use a ha'ckei":;!:ho_ quesiti't;ﬁ;f says Larcen. T
think we should take him with us.’ . '

Jetta is not so sure, ‘Tt is-dang‘e‘r'c.m‘s,; and he could get
killed. And we don’t know for sure that he is who he

says he is. He could be controlled by the Overlord; he
might even be a Cyberclone — we can’t be sure.’

You ask Blade what he thinks. Hell only get,in the
way. Anyway, I hate kids. Leave him,” he says baldly.
Will you take Jimmi Jax :with you {turn to 47) or not
(turn to 2250 i T S
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You manage to hold dn long erioiigh to rie to one
knee, then make a grab behind for the lapels of her
tunic. You heave forward with all your might and hear
her hiss with frustration as you hurl her over your
shoulder ~ but she rolls forward with the throw and
springs nimbly to her feet. Tumning, she nods at you
begrudgingly and smiles a chilling smile. She stands
with her legs braced wide apart and her knees bent in
a half-crouch. Her forearms are crossed,:held close to
her chest, her hands balled into fists. An unusual
-stance, you think to yourself; you'll have to be careful.
Coughing and massaging your throat, you stand, keep-
ing your eyes on those sleeves. She waits. So do you.
Then she says, ‘Come. The marines will arrive soon,’
in a strange whisper. She is right, you will have to
attack. (Note that she has 10 Life Points and a Power
of 3.) Will you feint with a low kick, then punch at her
(turn to 102), drive the instep of your right foot at the
inside of her knee, then snap a side kick up at her face

(turn to 272) or, grab for the lapels of her tunic and.

attempt another throw (turn to 144)?

171 Y

Jaluda brings her sword down in agreat two-handed -

cut at the side of your neck. You step forward into the
arc of her swing, trying to block her attack by jamming

the palm of your left hand at her wrists. Roll one dice.
If the number rolled is greatet than your Defence, you

misjudge the block and her sword bites into you; tum

to 52. If it is less than or equal to your Defence, you |
stop her strike dead in its tracks, and you grab her ..

'173-1'73'

wrists with your left hand. Then you step in and turn,
presenting your: back to her; then snake your right
hand round her outstretched arms. Now all you have
to do is drop to one knee and heave her over your
shoulder. Roll one dice, adding 1 if your Fighting
Style is Ninjutsu, Jijutsu or Aikido. If the result is
greater than her Defence of 4; turn to 2a7. If the result
is less than or equal to 4, she jabs a knee into your
back before you can throw her, propelling you away;
and her knees also have sharpened spikes on the end, .
so you must lose 2 Life Points. If you are still alive,
you turn to face her again; will you throw her (turn
to 24), or dodge and counter-attack with a kick (turn
to 216)7 . :

. 172 . . . . .
The mutants have disappeared, without leaving.a trace;
you are left alone with, the bodies of the Enforcers.
Looking through the hole in the wall, you see a mine
shaft receding into.the distance.: Lights: have been
affixed to the walls at regular intervals, and heavy oak
timbers support the roof of the tunnel. Huge power
drills and pickaxes are scattered around the entrance.

‘Which way now?’: Xavier asks. Will you lead: your
Champions into the mine (turn to 287) or into the old
railway tunnel on the other side of the cavern (tum
to 236 - ! C AR '
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You mnanage to resist the effects of the gas, but Jetta is
taken by surprise, and breathes in a lungful of the gas.

i
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Coughing, 'she'sinks'to. her knees and passes out. The

ninja attacks you, using the tube as a baton. You must
fight him. (He has ¢ Life Points, a Defence of: 3 and a

Power of 3.) If you win, tum to 2.34
o o

|
174

. Suddenly there is a loud crashiné sound and one of

the windows shatters. A rope comes snaking.down,
and you spot Larcen Tyler abseiling down, closely
followed by Jetta and Blade! You can see that they are
fairly badly beaten.up, but they'll live. Just as you are
about to greet one another, a hidden panel in one walt
slides open and you all step back, ready for battle,'as a
horrid, undead apparition enters. But then Slash bel-
lows, ‘Midknight!" and you all relax. He is followed by
Shadow and-Xavier, who are arguing together. At the
sight of you, they run over happily, looking equally

_ battered but' alive. None of you can suppress your joy

at the sight of one another; and there is much embrac-
ing and slapping of backs. You have to shout to bring
them under control, reminding them that you: are:alt

: standing in the very centre of the Overlord's domain.

You realize' that. the .cube must be.the brain’ of the

Overlord, but it is also clearly wrtually indestructible:.

it would take:a nuclear bomb ito destroy it. Blade tells

.you that he could make one, but Larcen points out:
‘that setting off a nuke here would: kill a {lot of'.

1nnocent c1v1hans llvmg in the cﬂ:y I 2

ii i1

And us too, madentally, Xavner points out If you.
- have the Wells CyberCage, tum to 210. If, you do not
“have a CyberCage, turn to 121. . : .

|=’I|l. ‘:. .:Iyst "EI !.l*. ';.‘;! '\
Slash moans with dismiay a‘c iyour decision. ‘I hate-
water,” he wails.ii i1 & SN

Trident reassures him w1th a fnendly buffet across tf\e>
face. Tl look after you if you get sscared, he mocks.
Slash just growls at him. Trident takes R.AX. first, and
they disappear under the waves. Then, a short while
later, he comes back for' Slash. The: patrol boat is’
drawing closer and the crew are starting to grow more
suspicious; the Captain is pointing at you and gesticulat-:
ing his orders. The rocket launcher is now, pointing
unerringly. towards you. Will: you abandon ' the boat
and dive overboard (turn to 243) or wait for Tndentﬁ
to return and take you down (tumn to 281)?

Py 176 :‘-ii o
By the tlme youi have defeated your opponents you .

are too late; Turning, you see thatiShadow has been . .
hammered to death — not a pretty sight at all. Piledriver -

moves on to deal with Midknight and, with the help of :
the remaining Enforcers, he is unstoppable. There are
simply too many-of the enemy. Standing back to back,
you and Xavier defend. yourselves for a short while, °
but eventually you are both overwhelmed. Your own
death is heroic but tiseless. Your adventure ends here.

: ¢ L A . H
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You ahd:Trident dive into the river. RAX. leaps
forward, firing his jet boots, but Slash hesitates at the :
water’s edge then starts to wade across. The Masteriof : -
Lightning- steps - forward, laughing, 'and points both -

1
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hands down at the river; before R.A.X. .can reach him,
he unleashes two bolts into it. The water is highly
conductive and you, Trident and Slash are electrocuted
instantly. Your adventure ends here.
178 i o o
Mldkmghl: is examining the electronics section. He
grows quite excited at his’ discovery. ‘I believe I can
construct a CyberCage from the circuitry I have found!
he declares, and he begins working fast. After a few
minutes he hands you a simple-looking CD-rom unit
with a cord and a jack. ‘All you have to do is to plug
. it into the Overlord's computer core, he says. ‘It
should hold him for a few minutes. With a bit of luck,
that will be long enough to destroy him.” Make a note
on your Adventure Sheet that you have Midknight's
CyberCage, and record the number 8 next to it. (The
number represents how long the cage will hold the
Overlord.) As you are leaving, the Champion you left
monitoring the Cybermarines is, hurrying to meet you.
It seems that the, marines are already in the Mining
Control Centre, and you will have, to :vacate this. area
immediately! Tumn tog. ; s X
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You twist on your; leftl foot, brmgmg your nght heel:

in a whipping arc aimed at the Overlord's head. This

time he is ready for you and ducks under your flailing -

foot.. As you come around to face him, he jumps up
and drives one foot into your groin, the other follow-
ing into your face in a quick scissor kick, and you fall

back, reeling. Feeling groggy, you shake your head to

180—181

clear it, in fime to see the Overlord leap towards you
with a flying kick. Roll one dice. If: the number rolled
is less than or equal to your Defence, turn to 86. If it is
greater than your Defe'nce turn to 283. " '
- 180

CyberCage? Ferranh says, puzzled, ‘What's that? You
are about td explain when the windows round the
room suddenly "explode in a cacophony of broken
glass. Turn to 286.

~ 181 ; ro
‘Great, thanks a lot’ Larcen says sarcastically. He
hooks his grapple up to the cable. ‘Geronimo! he yells
as he jumps out into the air and slides all the way
down to the Spire, using his feet to cushion his arrival.
You watch as he moves out on to the wall of the Spire
like a fly, using his cat's claw hand-spikes and foot-
blades to cling on. He reaches the window and looks
in, then smashes the glass.: He rigs up his grappling
hook so that it runs from the cable through the
window and into the interior: The rest of you are able
to climb all the way down into the Spire, after a rather
terrifying few seconds on the way over! Fortunately,
the chamber inside the window :is deserted. You all
congratulate Larcen on his exploit and he acknowl-
edges your compllments with a nod. Then you take a-.
look around. Turn to’ 299 S - ‘
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you find yourself face to face:with the Enforcer Cap- '
tain. He is dressed in black, with gold epaulettes.and a

peaked cap. ‘What the . . . he exclaims. Then his hand

drops to his belt and he pushes a button on the:buckle.
A glowing field of transparent purple energy ‘engulfs’ -
him: a personal force shield: In his other hand, he
wields a nightstick. RAX. and Slashvare dealing with:

Vaooa n'v i

the other: Eriforcers; and you!ispot Trident climbing - -

silently aboard. You must fight the Captain. (He has 9
Life Points, a. Defence of 3 and a Power of 3.) Note
that any damage you do to him should be reduced by
L as it is:absorbed by the force field. If he is still on
his feet after three rounds of combat, Trident comes
up behind him and finishes him off. In either case,
when the Captain is down, turn to 288. .. "

After going a short distancé;’ you' inotite 'a strange
glow icoming from the wallsiof the;mine: shaft: ahead.
The sweet, flowery. scent grows very strong indeed
and you see that the walls are:covered with lumines-
cent moss that glows with a greenish light. Dotted
about the moss are large, slimy toadstools, covered in
brown and yéllow spots. If you want to eat one of the
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toadstools, turn to 58. If you decide to' pass them by,
turn to 250. : ‘ S

i EoL
: 184 ok i .

You dart: nimbly through,: then :wait for the others;
R.AX. misjudges it, but his cyber armour protects him
from serious danger. Trident is fast enough to get
- through without mishap, but Slash is knocked through
by one of the blades. He grunts, nursing & bruised
elbow. R.AX. sniggers, and Slash walks away with. a
dismissive grunt. Turn to 299. o

v 185 - o
You sidestep the flying ring with ease. He shakes his

head :wryly, and you realize that he wanted you to

catch'it. The Grandmaster whips the ring back, then

sends the dagger hurtling at you, the braided hair |

streaming behind it. Now, will you try to catch the
dagger and attempt to yank it away from him (turn to
zoy) or try to dodge it (tum to 28)?

186—188

T T . - S IEE S AR
The ninja ducks under your jab; thrusting“a knife at
your thigh; lose 2 Life Points. If you arestill alive, you
ignore the pain and drive a forearm smash into his face.
He grunts and steps back, in time for Jetta to attack him
with a footsweep that throws him to the ground,
followed by a punishing fist to his-head, and he slumnps,
unconscious. ‘Getting slow, are we?’ Jetta taunts, as she
bandages your wounded thigh. Tum to 278. -

oL P 1875 ' R U B i .
Before 'you have even reached the ground, you are
peppered from head to foot with a myriad little knives.
Your adventure endshere. =~ ¢ T

o T e 188 T o :
You and Trident Back away. ‘Be off with you!'ithe old
man splutters, waving his stick at you: Trident hisses
at him, but you decide he is notworth the bother. You
swim back to the shores of the lake, leaving the island
behind. You find R.AX. and Slash: waiting for; you.
After you have updated them, you all set off round
the edge of the lake, keeping to dry land. At the far



180—190

. end of the cavern' you discover # wide opening in the
wall; it is a storm drain outlet: water from the heavy
rains and storms that fall on Megapolis will drain away

" down this pipe, into the lake and then out to the
harbour: A thin trickle of scummy water is all there
is at the moment. ‘Couldn’t be better for sneaking
into, the Citadel” R.AX. says optimistically. It looks
as dark as pitch inside the tunnel. RAX reaches up

to his head and tums on a switch.: A beam of light _

from his sighting device spears the dark ahead, a
* thin sliver of visibility. “That’s me sorted,’ he says.
Slash gets out an  ocilskin bag, takes from it-a wooden
torch, and 'lights' it. Well illuminated, . you lead the
party-into the yawning tunnel ahead. A faint smell of
moist decay and wet rot greets your nostrils.. Turn
i to 203 ‘
!

: . 5 189 L IR

: =Wlll you bry al stralghf thrust kick at’ hlS mxdnff (turn
‘to 14), a spinning back kick (turn to 257), a round-
house kick to the head (turn to 209) or drive a:side
kick at his. stomach then another. one: at his head (turn
tozgS)? S P SN B TR

S 190
Your lek is: unstoppable You scythe them down, as 1f
you were reaping com. The Enforcer|drops, pole-axed,
while the Captain is struck with such force that he
actually cartwheels through the air before landing in a
; tangled heap. Elsewhere, you observe Xavier driving
hns staff into" his opponent’s ribs, then whipping it -
tup into his chin The Enforcer flops back, unconscious.’

o

191—192

Shadow suddenly appears behmd anofher Enforcer,
snaking one armé round his neck and. stamping .a
kick at the back of ‘his knee. Ajquick twist, and:
her opponent is isent hurtling to the ground. She
grins at you. ‘Nice kick,’she says, not evenout ‘of

breath. It must have been special, you think to -

yourself, to get a compliment out of Shadow Turn
to4s. | T’_ ' ;' - ‘
191 "

Stepplng to - the left you' spin, neatly avo1dmg his

strike. The:force of his. own momentum causes Pile-
driver to lurch forward; you bring a knee up into his
midriff, followed by an elbow into the back of his
head. He grunts in pain, but his armour and helmet
have taken most of the blow — he loses 2 Life Points.
Then he swings the piledriver; back-handed in a. great
hammer blow aimed at your chest. You throw yourself
into a backwards somersault to avoid the blow, landing
safely a few metres away! from him. Piledriver snarls,

‘Time 'to crush you like a fly,* and ' charges at you, i
shield first.: Will you try to meet his charge with a °

leaping kick' aimed over the shield at his head (turn to
21y), drop ‘low :and try aistrike up under the shield

(tum to 73), try to'dodge past the shield on his left:

side (turn to 38), or use the Power Strike Special
Move, 'if ' you know it, in‘an atfempt to shatter his
sh;eld (t-um to 242.)‘? ; S lf 5”= L

‘ "r: 192

The P01son Fmger Master is défeated You take some

time to rest, and the others start to come round after a

H
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short while; You gaine your Recovery Rating: in Life
Points, and .may add 1 point .of Inner. Strength if you
roll less than or equal to your Recovery Ratmg WIth a
single dice. , P .

“Uhbh’ RAX. groans rubbmg the back, of his head,

‘he was tough — I've never seen anythmg like that .

before. Some sort of nerve strike, ] guess.’

“Trickssy humanss — I hate them most of all Tndent
grumbles, massaging his jaw.

You find agbriefcase near by; it has_ a narne‘-tag'that
reads, ‘Property of Tien Hsueh, Poison: Finger. Master
and Lord of Death.” You open it and find a strange-
looking helmet  inside: it is covered in gadgetry and
has little pads on the inside that connect to various
parts of the. skull ‘I've seen one: of those before,’
R.AX, announces. ‘It is a neural : helmet, used for
entering Cyberspace with; your mind.. Old Poison Fin-
gers over there probably used:it to communicate with
the Overlord face to face, inside his computer world."
(Make a note of the neural helmet on your Adventure
Sheet.) You leave the briefcase, as there is nothing else
of interest-in it, but; not before R AX adds the word
‘deceased’ to the label. The rest of the room appears to

be some kind of power generator. At the far end is a:

+ door, the only exit other than the shaft that will take

you back to the Cybersaur Turn to 221. a e

: : . L T

D 19%

]usl: before you scramble up the shaft oul'vof reach the‘

teeth of the Cybersaur rip into the muscle of your calf;

104

lose 2 Life Points. If 'you'are still alive, you make good
your escape. The Cybersaur cannot follow: you up the
narrow shaft, so it crashes about below, trying to

widen the concrete shaft with its talons, -but to no:
avail. ‘That was closse,” Trident hisses.

i
‘Scared the scales off you, did it, Trident? RAX
mocks from above. Trident growls in,reply. Looking -
up, you can see a light at the top of the shaft. You tell
them all to keep quiet and get moving. Turn to 247.
S a
: ' 194 -

You twist the idial. There is a hiss, and you:see the
inside of the coffin filling with a cloud of icy gas. You
can feel it getting colder, then red warning lights
flicker on and the readout comes up with a message:
‘Temperature alert. Life-support failure. Excessive cold’
It seems you have killed Roger Wells. ‘Oh well’
Trident shrugs fllppantly o '

‘Good going, boss’ RAX. jeers. You sigh resignedly;
some people would thank you for killing the creator of
the Overlord, but others would say he was only an
innocent dupe. Certainly he could .have given you
some tips on how to deal with the Overlord. There is
nothing else left to do here, so you leave; tum to 8.
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There is a:flash of blue energy, and every face of the
Cube suddenly glows then lights up! Each side of the
Cube has become ;a huge. screen, ; showing a: great
tongue of flame that is vaguely head-shaped. A black
shadow forms near the base of the fire, and becomes a
mouth. The voice of the Overlord booms out from the
Cube. ‘Who dares . .. You!' The:flames. roar angrily as
the Overlord thunders, How did you . ... No matter —
Does the Eternal Champion . really think 1 .can be
destroyed so easily? I will simply transfer elsewhere —
farewell, my enemies!’ There is a mocking laugh and
the screen goes blank. A second later it flares on again, |
in a veritable torrent of flames. "You think you are so
clever, trapping me!" he rrages, ‘but you will not hold. -
me for long!” With that, the screen goes blank. -

‘Hurry, the helmet!" Midknight shouts,j and he puts it
on your head: You sit down at.the terminal and
Shadow.plugs you: in. Everything :changes ... Turn
toés..: . 0 Ly ;

i , .. b ;:-11 . Ei Tt ‘i ?.' -
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You drive a’stamping side kick at'onie of his knees, but
he slashes down at your leg. You pull your foot back,
then snap it up at his head, but the Grandmaster leans
away from it. Pressing your attack, you follow up with
a kick to his stomach. Roll one dice, adding 1 if your
Fighting Style is Karate, Savate or Kickboxing. If the
result, is higher than his Defence, of 4, he loses your
Power Rating in Life Points, when your foot knocks the
wind out of him.:If he is down to zero;or fewer
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Life Points, turn at once to ¥8. If you score less than
or equal to 4, he steps back in time and blocks your
leg with the hand carrying.the stick. With'a rapid flick
of the wrist, he brings the blade across, cutting yoar
shin; lose 3 Life Points. If you are both still up, will
you now wait for him to make a move, then counter-

attack (turn to 62) or lift up a knee to feint a kick,

then lunge forward and lash a fist at his face (tumn
to 251)7 : :
! e . I

. 197
Garoud laughs, ‘Well, T can't fault you for lack of

bravery! he says.

‘Just common sense,’ 'Atione adds Wryly. ’StiII,’we
wish you luck — anything that hurts the Overlord is
good for us.” Xavier asks the way to the Citadel. “The

mine shdfts we have come from lead up into the’

Citadel of Chaos itself.” She itells you that they are
mining for uranium to power the Overlord’s nuclear
reactors, and she suggests that you hide in the cavern

while she leads the Enforcers down the old railway:

tunnel. ‘Once we are gone, follow the mine shaft,:and
good luck!” You and the others hide 'inside an old
railway carriage.

After a few minutes, about fifteen mutant miners are
herded forward by several Enforcers. The Enforcers are
wielding energy whips with which they castigate the
mutant workers, lashing them forward. When the
sound of their passage down the ancient railway has

died away, you lead your team into the mine!shaft.

Turn to 287.

198-199

! i SO0 198 ) ;

There is a pause, then the voice comes back ‘Umm,
Roger, X153]JH, you are cleared for landing. Proceed
to Helipad Three. Control out.” Blade smiles at you
and gives you a thumbs-up. You fly on into Megapolis,
passing over dirty grey buildings and streets. Blade
eases the ‘copter down on to the helipad, and you all
disembark. Several people come running to meet the
helicopter in order to unload the cargo. They keep
their heads down, not looking at you, just wanting to
get their jobs done and stay out of trouble. You hurry
across the helipad and dart into oné of the airport
hangars which is full of stacked containers. You and
your team climb hurriedly through a window at the
back, then set off along a dingy alley between two
factories belching dirty smoke into the air. Turn to 74. .

. 199
e :Xawer g

thhhng Style Hapkldo carle ﬁghtmg

Time-zone of angm AD 1692 Salem Massachusetts

Appearance: Xavier wears voluminous 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 bum him at the stake! '

Mannerisms: Xavier moves with grace and style, like a
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dancer. He thinks of- himself as elegant and ' distin-
guished — others call him arrogant and self-opnmbnated

He does have a certain dignity, however.
b

Speech Characteristics: He speaks qulckly, the words
tumbling over one another, and he speaks a lot. He
always has something to say and always thinks he

- knows best. L ,
 Likes/Dislikes: Whereas Slash is fascinated by fire,

Xavier is terrified of it — especially of being burnt
alive. He also hates horses and anything to do with
horses, especially horseshoes. Although 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,
especially Slash and Trident. Xavier likes to sneak up

.+ behind Trident and bellow into his ear — in Latin. He-
likes hot, splcy‘ food and' playmg practical jokes on

people.

{ , i _ ,:fi‘

Notes . ¢ ‘L ’1i ; ‘ C T

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. Xavier's

zoo—zoi :

intelligence and Efightmg iskills wdl addra muchaneeded
dimension to the :abilities; of your:team. However,:
since he can be;rather difficult to:work:with, it:is best:-
that he travels in the same group:as Midknight, the
only other Champion who :positively seeks his com-
pany. When his mission is over, Xavier hopes toretum
to the future and set ‘up an academy with. Midknight,
teaching sciénce, alchemy and the martial arts,

When you are;ready,turnback !:o.-mo.‘ ; = _f T i
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You dnve a strmght armed block wnth the palm of
your left hand and manage to jam her knee strike. |
Then you head butt her. She loses Life Points equal to.
your Power Rating. She grunts, lets go of your other’
arm and steps back, stunned for a second, shaking her
head. If she is down to 2i0r fewer Life Points, turn to
294. Otherwise, her.eyes. narrow in anger and she
assumes the: wide-legged, . cross-armed stance again. :
Will you:now idrive the instep: of your right foot at
the inside of her knee, then snap a side kick:up at her :
face (turry to' ay2) or grab for. the Iapels of her tunic
and attempt a throw (tum toi14407. " | S
S ST I L T PO T Wl

':;“ RROL vt
T am the Overlord, the ﬁgure sdys «in-a.- boommg
voice that seems to come from all rourid you. You.
have been like a persistent: virus to: me; and now I
must fight you. It's an inconvenience for me; but you
cannot win.” The black cloud collapses inon itself and .
forms 4 platform on whichthe Overlord is lowered to EE
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the ground, about five metres away from you.: (Note
 that the Overlord has 116 Life Points. Any wounds you
" may have suffered do nof accompany you into Cyber-
space — iyou have all your Life Points for this battle —
but for some reason you cannot use .your :Inner

Strength) P i Caeron by

:  You have no time to waste, so you éaﬂwﬁeel towards
~ the Overlord and prepare to attack. Will you try a

punch (turn to 25), a kick (tum to 189) or a throw

(l'um to z)? , . _

' ' 202 ’ ‘ -
Spinning on your front foot, you whnp your back Ieg
around in a devastating kick. Roll one dice, twice,
adding 1 to each roll if your Fighting Style is Karate,
Kickboxing or Savate. You must score higher than a 2
and a 3, respectively. If you score higher than only
one Defence, tum to 67. If you beat both Defences,
turn to 190. If you, score less than or equal to both
Defences with both your attacks, you mistime: your
attack completely; ‘the Captain ducks under your kick
and drives two, short, sharp punches into your ribs,
Lose 4 Life Points. If you are still alive, will you attack

the Captain (turn to 292) or the Enforcer who rs_-

w1eld1ng the Whlp (turn to 141)?

L} B
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You set oFf along the dlm and muirky stofm. dram Rats
skitter out of your way, the patter of itheir tiny feet
- echoing in the tunnel. You pass several thin shafts, set
into the ceiling. Looking up orte, you can see a grille -

.. 204

at the top and dayhght streammg through People are
walking past overhead, soiit:mustilead to the roads of
Megapolis. You decide to keepgoing, as+you are
heading in the direction of the, Citadel at the centre of
the city. ‘Dark and cold,’ Slash complains.:..; .

Nice and moist; though,” Trident asks.’ Af’cer a whlle, _<
the drain opens out on to a wide concrete quay beside.
an underground nver Turn to 117. RN

s S 204" Ee :
One of the bolts slices. through mto yodr shoulder ;ust.:; ‘
as you. are rthrowings yourself sforward dose 2 :Life
Points. If you are still alive, you come,out: of your'roll
on to: ‘your feet, still running. ‘A ladder, a Jladder!
R.AX. screams, and you spot -it,: ahead, set into the
side of the drain. It goes up.into a shaft:in the roof.

You -cannot outrun the Cybersaur for ever, especially =

if it fires: any . more: laser; bolts,:but .can’ you get
everyone: up .the 'ladder quickly -enough?. Will syou -
scramble up the ladder first (turn, to 105) or last, after -
the others, (turn; to; 31); or will-you: tell your team. that
you will all have to fight (turn to 44)? -
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Medtech is a large medical facility. It looks as: if it is
used primarily for modifying humans, changing them
into cyborg servants of the Overlord. But you do find:
an Autodoc system, a robotic surgeon. Your compan-
ions make use of it to heal some of their superficial
wounds. You can do, the same. Roll ‘one dice. If the
number you roll is less than or equal to your Recovery
Rating, you get back up to 5 Life Points. If you score
more than your Recovery Rating, you get back only 2
Life Points. As you are leaving, the Champion you left
monitoring the Cybermarines is hurrying to meet you:
it seems that the marines are already in the Mining
Control Centre, so you will have to vacate this area
immediately! Tum to 150.

IE! ;n
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The Kung Fu Master drops forward on.one knee under
your kick and grabs your other leg, just above the
foot, with both hands. He yanks your leg out from
under you and, with 12 cry of surprise, you fall flat on
~your back. I an instant, he is up, standing astride you.
' He leans down and drives the straight fingers of both
hands at either side of your torso, just below your
ribs. Desperately you snap your forearms out, trying
to block his double strike. Roll one dice for. the
Master, and add 1 since he has'a positional advantage.
If the result is less than or equal to your Defence
Rating, ‘turn at .once to 163. If the result .is greater

than your Defence, you are too slow, and his fingers

dig into your sides with punishing force; lose 3 Life
Points. If you are still :alive, you feel an.icy wave of

207

nausea wash over you as he releases his Inner%StrengH‘\.
If you know the Energy Block skill and want to use it
(assuming you have the Inner Strength to do s:o), cross
off 1 point of Inner Strength and tum imma:.hately to
136. Otherwise, you struggle to overthrow this strange
energy attack. Roll one dice. If the number rolled is
greater than your Recovery Rating, tumn straight away
to 48. If it less than or.equal to your Recovery, you
manage to throw off its effects. Enraged, he punches
down at you. You block, then grab his wrist. Bringing
your legs up, you put your feet on his midriff and

ush, hurling him over your head in a stomach throw.
With a strangled cry, he flies through the air but
manages to roll with the fall. You both get to your
feet. Will you now close in and try some punches to
his head and body (turn to 218), wait to see what he
does and hope to counter-attack (tum to 37), or try to

throw him (turn to 107 - -
i S

. il oL 207 ‘.;Ei:i-;: ", i
Roll one dice. If the number rolled is less than or equal
to your Defence, turn to 125. If it is higher than your
Defence, turnito 107.
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Once at the far'side. of the pit, you are:able to explore
the control centre. Xavier fiddles with a console, press-
ing a button that tums -off. the metallic crushing
machine. ‘Ah; peace at last, he sighs. You are busily
examining the blank brick wall on one side of the:
room when you are; interrupted by unexpected arrivals!
Six figures descend suddenly: through the feeder tubes
at the far end of the centre, coming: to rest lightly on
the pads below. Without hesitation, they step forward
as six more come down behind them. These are the

Overlord's ‘Enforcers, dressed in black-and-gold: uni- :

forms, half man, half machine — virtual automata with
cyberchips; implanted in their' brains, to make them.

totally subservient to the Overlord's will. Each Enforcer |
carries a baton in a mechanized hand: an;electric shock |
baton, by the look of it. However, ‘one istands out .
from the others, a. giant 'of .a. man. with: a sighting
device over.one ‘eye-and a:curious’ arrangement of
three darts and:a:shoit:barrel attachéd: to the side of
his ornate helmet. He's ‘wearing:body: armour and on;

his left arm' he carries a'large shield; but it is his right . ~
arm that intérésts you most. It is entirely mechanical =

from the shoulder: down' and is' caged in a isteel
exoskeleton of wires and poles. The arm ends, notiin a-
hand, but in a massive piledriver, the sort of thing that . .

might be used for breaking up: concrete or hammering
foundations into the ground! He strides forward and

speaks. ‘So, you,are the, cause of the disturbances in the

mines — idiot lackeys of that meddling fool, the Eternal
Champion! Did you really think you would get much

further?” he shouts. @ . ¢ ri w8 g
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‘Oh, we'll be g01ng'all the way, Xavier rephes “You
can be sure of that’ As he speaks, Shadow , and
Midknight prepare for battle, and so do you.

‘Well, I'm afraid this is the end of the line for you all -
I am Piledriver, the Master of Destruction, and you
have been condemned for demolition by the Overlordt
With that, the piledriver that is his arm roars into life,
vibrating with great force. He and the Enforcers close
in. Tum to 297.

g 209
Reduce the time number of your CyberCage by 1 If it
is down to zero, tumn immediately to g9g. If:it is not,
you arc the ball of one foot up and around at the side
of the Overlord's head, butihe anticipates your move
and drops flat, sweeping your other leg out from
under you with the heel of his foot. You fall awkwardly
on to your back; lose 4 Life Points. If you are now
down to zero Life Points, turn at once to 157. If you
are still alive, you scramble to yolr feet in time to see
the Overlord leaping towards you, his left leg extended
in a flying kick. Roll one dice for his attack. If the
number rolled is less than or equal to your Defence,
tum to 86. If it is greater than your Defence, turn
to 283 b ; | '

: by E
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You remember what' the programmer, Roger WeHs :

told you before he died: you must keep the Overlord

imprisoned with the Cage while you enter Cyberspace .

with your mind and battle the Overlord inside his

12'1'1:' .

computer world defeatmg iy before the CyberCage
runs out of energy and;stops functioning: {If: you:do
not have a neural helmet, turn at once: to. 233 If you.
have, you now explain to the others what must;be
done. Everyone agrees that it shouldibe you “who will
wear the neural helmet and fight the Overlord, since .-
you are the best martial .artist. It is surprising how:

they grant you this accoldde:so quickly; whenunder
normal circumstances 'they would not ‘admit it at alll .
They all wish you luck in their different ways: Jetta -
bows and clicks her heels, R.A. X7 punches the ‘air and
says, 'Kill “im¥, Xavier launches: into a long speech and

has to be shut ‘up, and so' on.-Midknight plugs the:
CyberCage intoi a socket on the Cube’s terminal; turn
to 195 OEREEEREL ST I Comb J:-:"_t:‘ij?%f“;- LH
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The mutant‘ Ieader meets, you haIfway You hand over
the credits.. (cross them, off, ,your. Adventure. Sheet) and
Xavier is pushed forward., . They foss, hIS staff to' the

ground, and douse: their own lantern; then: they make - ./

good their escape in. the, dark. Xavier: apologizes for
getting, himself caught. Shadow; sneers,at him, mock- : -
ingly, and he glares angrily at ‘her. Mldkmght adds,
‘Let’s not forget who it was who.chose, Xavner for this

task.’ They all look at you, accusmgly o

$oodn et
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Yes, well you bluster “Best ‘to put aH that behmd usi=“__' :
now. ‘After: all;:we have: an important . mission to.
complete'andi we must stick together!': Wlth that you' '
settoff aBong Mine Shaft 66. Turni to' 183 ) '
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You swing on to the ledge and manage to keep your
balance, so that you.do not fall off again. You drive a
knee into the window — the glass shatters and with
one hand you grab the wall inside the window, still
holding on to the rope with the other, and climb
through. You find yourself in a great chamber at the
base of the Spire; fortunately, it seems to be deserted.
You secure the rope the rest of your team are able
to slide down the cable; then climb down the rope,
through .the window and into the chamber. Turn
to 299. _ (R

i i T : :
i 213 :
The voice comes back on line: ‘Twenl'y Megacredits!
Well .. 1t is cut off abruptly, and another voice says,
Trying to bribe an air-controller, eh! Nearly succeed-
ing, too!l-I'll deal with him later — as for you, say your
prayers, X153JH. A missile is launched into the air
_ from a rocket turret. It hurtles towards you at frighten-
ing speed, and explodes m one of the ]etcopters
engmes Lo L
‘Brace yourselves for uhpact Blade yells as the copter
spirals down toithe ground. A wooden warehouse

rushes up to meet you and-you smash in through its -
. roof, then everything goes black. Lose 3 Life Points.

You come round after a:few: seconds to find Blade
unstrapping you from your seat.: Desperately you

scramble out of the wreckage; and make a dash for a -

hole in the wall of the warehouse; Jetta, Larcen: and

Blade are close behind you. Suddenly thereiis a:colossal

214—:'15

explosion, and you are blown forward: by the blast.
Lose 1 more Life Point. If you are still alive, you get
ap and dart out into a dingy alley in an industrial part
of the city. Behind you, a great:ball:of flame throws a
cloud of rodmg black smoke into the air. ‘Tum to 74.

L - va1g | S
Kaisho's fist sweeps past your Face and you realize it is
her sleeve that presents the danger, not her fist. Roll one
dice for Kaisho. If the score is less than or equal to your :
Defence, turn immediately ‘to 8. If it is greater than
your Defence, the weighted end of.her sleeve contains
sharpened steel which lashes your cheek before you can
avoid it, sending you staggering backwards; lose 2 Life
Points. If you. are still alive, you wipe the blood from
your gashed cheek, keeping your eyes on those sleeves.
Kaisho stands with her legs braced. wide apart and her
knees bent in a half-crouch. Her forearms are crossed,
held close to her: chest, her hands balled:into fists. An_
unusual stance, you think to yourself; you'll have to be
careful. She waits..So do you: Then she says, ‘Come. The -
marines will arrive soon,’ in a strange whisper.:She is
right, you will have to attack: (Note that she has 10 Life
Points and a Power of 3.) Will you feint with a low kick,
then punch at her.(tum to 102), drive the instep.of your
right foot at the inside.of her knee; then snap a side kick
up at her face (turn to 2g2) or grab for the lapels of her
tunic and attempt'a Ehrow (turn to 144)?: DR

: ’ P T
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]el-tas Bladerang hurtles through the air .and hlts the

guard in the back. The Hforce, of ‘the: blow sends:the
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’ﬁgtfre toppling forward; it i:rashés"t(')‘,‘the‘?g:roun'd-..and '

shatters. Youtare both surprised to see that it was only
a clay dummy — a:trick! At that moment a:trapdoor
opens: in the ceiling and another black-garbed ninja,
real this time, with an iron dagger in each hand, drops
down.' However, the ninja hesitates for a. moment,
expecting you to be standing beside the dummy. This
gives you achance to dart forward, with Jetta follow-
ing. The ninja: turns to meet. you, and ;you drive a
straight-fingered jab to his throat. Roll one dice, adding
1 if your Fighting Style is Ninjutsu,Jujutsu or Kung
Fu. If the result is higher than the minja's Defence of 3,
‘turn to 4o. If the result is less:than or equal to 3, tumn
'to 186. T T R PO IR TR SR SR ol
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Jaluda steps forwardiand thrusts the:sword straightvat
your: face. You lean away from it, then kick:a foot up
{  at her wrists, trying to disarm her, but: sheimoves her

. hands out the way, sand slices at your: leg. You .are

! forced. to:throw yourself into a backwards somersault
over her whistling 'blade. Roll one dice.for Jaluda. If
the number rolled is: highen than your Defence, you
fail to avoid her attack, and the sword cutsiyour thigh;
turn to s2. If the number rolled is less than or equal to

your Defence, you leap out of the way but, as you.

come down, she strides after you and, shouting; hacks,

at your legs again. You leap into the!air over her cut;

_but this time you spin in the air and unleash an aerial

‘spinning back kick at her face. Roll one dice; adding 1
if your Fighting Style is Karate, Kickboxing .or Savate.
If the result:is higher than her Defenc"e‘ of 4, turn to.

217-218 "

265. If the result is less than or equal to'4; your foot
glances harmlessly ioff her helmet and she glaresiat
you angrily. Will you now try to disarm her (turn to
171), or throw her (tunto 247 0

.
4 i !

Roll one dice and add 1: if ‘your. Fighting Style is
Karate, Kickboxing or Savate. If you score less than or
equal to Piledriver’s Defence of 3, turn directly to 266.
If you score more than 3, with your left foot you use
the incoming shield as a stepping stone to gain added
height, while' with a shout: you drive your right foot
straight at Piledriver’s face. His eyes' widen in surprise - :
before his head:is thrown back by:the force of your
kick, the power of which js increased by his own -
speed coming to-meet it! ‘Hisihead- and shoulders are
forced backwards, while his legs continue forward, and
he falls on to his back, sliding into the wall:with a crash.
He loses your Power Ratingin ‘Life: Poirits.: You land :
and turn} to see him rising to his feet. Turnito. 133.: i :
[T rboWENE R o
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You lunge: forward, whipping your fist in :a' straight
punch at his face. He reacts instantly, stepping to: one:
side under, your incoming punch. He holds his fist with

Geial

the thumb extended and jabs it up- into: your forearm, -~ *-

just below the elbow; in a kind 'of blocking strike. You
start in pain;as his'thumb sinks into a/nerve. Then:he
extends his arm, jabbing the thumb at a'point.under
your :aifmpit.’ Roll one dice for the Poisori Finger”
Master.: If . the number‘irolled !is::greater than: your
Defence Rating, tum immediately .to. 21..If it is less

o 3‘;;
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than or equal to your Defence,:you manage ‘to step
back smartly, avoiding his jab. He grins at you and
stands back, facing you side on, with: his weight on his
back leg and crouching quite:low. His left arm is
extended towards you, the fingers straight,’ while his
right hand rests on his left shoulder. Will you wait to
see what he does and hope to counter-attack (turn to
37), try a low kick, followed by a roundhouse kick
to his head (tum to 108} or try to throw him. (turn
to 10?7 ; L Vo
P! o .
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If you have a blue stain on your fist, turn immediately
to 110. Reduce the time number of your CyberCage
by 1. If it is down to zero, turn at once to 99. If it is
not, as you step: forward the Overlord lashes his fist
out at your head, but you drop to.one knee;and drive
a straight-fingered jab up into his midriff, just under
his ribcage. He grunts with pain, hesitating for a
moment. Balling your hand into a fist, you stand up
fast, bringing your fist up under his chin and cracking
him sharply under the jaw; he loses 4 Life Points. If he
is now down to zero Life Points, turn straight away to
290.:Otherwise, his head snaps back, but he executes.a
backward flip, bringing his feet up towards your face —
you just manage to avoid them — then up over his
head, and he lands safely a short distance away. When
you hit the Overlord, flashes of coloured light, like
sparks, radiated from the wound. Glancing at your fist,
you see that it has been stained blue by some of:this
light (note on your Adventure:Sheet: that you have a
blue stain on your fist).

‘220

What will youdonow?i :  1ITE it T T v

Drop low and try a straight-fingered
jab up under his ribs again?

Aim a quick one-two at his body,
followed by a right cross at his :E
head? : - Turn to 167

Get in close and drive a hammer fist

Tumn to 110

Turn to 75

down at the side of his neck? -
Try a kick? , Turn to 189
Try a throw? Tumn to 2

i
HES '::'220 ST 3 :

Trident hisses angrily, but he obeys you and shuffles
off, diving into thie lake with a splash. The old man
eyes you, speculatively, then smiles, saying, Forgive
an old man'’s foibles. It is just that I have a fear of the .
sea, and its.creatures.” . - G e
‘Why do ‘you live here, i'in"th middie of a lake, then?
you ask. NS

‘A man must face his fears. Anyway, it's the safest
place in Megapolis.” The old man sits down on a rock.
“You are not.from the city,” he says. ‘Who are you and
what are you doing here?” Will you tell him the truth
about: your mission (turn to 140) or tell him to mind
his own business (turn to 1517
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The first thing you notice as you. step through the
door is the sudden change in temperature: the air is as
cold as ice. You have entered a large laboratory with
several coffin-shaped devices built into the walls. Each
has a window on its surface, and you peer inside one
of them. You start back .in horror — the:face of a
mummified human corpse stares back at you. Studying
the lab, you realize that the coffins are cryogenic
storage chambers, used :for freezing people so that
they can be brought back to life ‘at a later date.
However, some:of the support systems have been -
turned off and others have malfunctioned, soall but
one of the occupants are 'now dead. Slash spots a
cryogenic chamber that has a couple of green lights
shining on a small readout, and the inside is aglow
with white light. The face inside, though frozen stiff, is
composed as if asleep. A name-plate above the small
window reads Roger Wells, Administrator’ Program
Project Chief. ' o S R ‘

You realize that this is the body of the person who
was in charge of creating the Administrator program
to govem the world — the program that later became
the Overlord. Examining the control console in the:
middle of the room, you:conclude that it may be
possible to revive Wells. You ask the others what they
think. Trident couldn’t care less, it seems: ‘One human
iss ass bad ass another;” he warbles.: : i

RAX :is'quuitelkeen:: Tve a few iéﬁegﬁioﬁs I'd; like, to
ask him.’ Slash, says that you must decide whether this -
will increase the chances of success in completing the
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mission.jlf you want tog:l'ry'fb bring him?fouhd, turn to
134. If you decide against it and leave, turn to 8..
po ; . )
222 i
The Grandmdster draws his sWord but: it is not the

blade you have to worry about; he sweeps the:scabbard

across, in an! arc and a fine ‘mist of dust and liquid
sprays; out towards your eyes.. You are not quick
enough to avoid it; burning saltsi and acids seep into
“your eyes and you-cannot open them. Desperately
you try to clear them, backing away as you do so —
but without sight you are an easy target. You manage

to dodge the first; few sword thrusts by sound alone,

but eventually the Grandmaster's blade gets through
Your adventure ends here

R
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The heavily built mutant stands to attention,:a look of
fear on'his face. '‘My. lords, he rumbles nervously,
forgive imy’ dmresPect T did not know!" With that he
dropstohls knees and Bows. = i i g‘m:_ P

Shadow raises an eyebrow at thls but you notice khat :
Xavier actually seems to be enjoying it. Anse, my

good man,” he says unpenously SR B PR

o 5
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Before you can intervene, *the miner: shout‘s> with-a
voice like a foghom, ‘Captain, Captain, I have found

servants of the Overlord?” Midknight edges back‘uncer-
tam!y Shadow looks at you, and you nod. She dlsap-a:
pears into the darkness like a ghost P

There is 2 loud commohon and a lof of pushmg and _‘
shoving. ‘Out of the way, mutie. scum!’ a gruff voice :
vells, and a number of mutants are, herded into the .
cavern. They scatter, to cower fearfully in the shadows.
They are followed by elght figures, presumably Enforc-
ers of the Overlord: The Enforcers are human — or,
rather, they:were .once. Over half of their bodies has -
been replaced by metal. cyber parts; Their skulls are
half metal — you know that cyberchips implanted in :
their brains iforce them:to do! the. Overlord's bidding.
They seem' to: have no weapons except. for.a short
steel baton that is attached to: theéir right arm:where
the hand would:normally be. Their uniforms are-black,
edged with gold..One of the Enforcers.seemsito be:

totally human; he is the Captain of the squad. .He has :

sold himself -completely. to: the Overlord in:retumn for -
power ‘and :wealth, no, doubt You:notice : that: the .
Captain has no. obvious weapon, but he .is, wearing a
pair of dangerous—lookmg cyber-gauntlets that will
enhance his strength SR PRI F I

The Captair looks' .you-up .and" dowm 'You ‘are !no"

agents .of the Overlord! Saboteurs, more’ likely!: You

rebels are all under.arrest, he shouts, pointing in: your: .

general ‘direction. ‘Sabotaging :theiiOverlord’s mining' - -

operations is punishable by ‘death!” You'll have to
fight, and ‘your -companions have come to the same '
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conclusion: “You' spot Mldkn;ght stepping 'up behind
one of the Enforcers, and Xavier has toppled another

" with a deft footsweep. Shadow: is out:of sight. As you
run in, the Captain and one of his: men turn to face

you. ‘Kill them! Kill 'them all, the, Captain screams. At’

that, the Enforcer facing you ‘waves his baton at you.
A strand of crackling green energy leaps from the
baton and hurtles towards you — they are carrying
energy whips! Desperately you try to dodge the
. attack. Roll one dice. If you score less than or equal to
' your Defence, tumn to 7. If you score more than your
Defence turn to 112.

. 224 :

“Ah, well fow,” Ferranti ‘explains. My sources’ Eell me
“that the Overlord is creating 2 martial arts program
for himself. He intends to put his mind into a cyborg
body, programmed with the 'skills of many grandmas-
ters of the martial, arts! But we've also discovered that
the program is incomplete — as yet, he has not fully.
learnt the techniques of defending against spinning
back kicks.” You are about to inquire further when
the windows round the room suddenly explode in a
cacophony of broken glass. Tumn to 286. :

| 235—236 :

L e R B
You tell him it is too dangerous he looks disappomtecl
at this but shrugs resignedly. You all carry on along
the corridor until it opens out into a large storeroom.- -
Jimmi follows you as far as the storeroomn; here he’
grabs a small computer terminal, then disappears down:
a ventilation shaft that is too small for anyone but
kids, after saying a quick thank-you..'Hope he hasn't

gone to warn the Overlord Blade comments

The storeroom.is full of ]umbled equnpment To thelr

evident relief, Blade and Larcen find their gear here.

You also find a strange-looking helmet. It is covered in
gadgetry, and little pads on the, lnSIde connect to

various parts of the skull. ‘It is a neural helmet," Blade
explains, ‘used for entering Cyberspace with your mind.

The Grandmaster must've used it to communicate
with the Overlord face to iface, inside his computer
world” Make a note of the Neural Helmet.on your
Adventure Sheet. There is nothing else of interest here .
and the:only way out seems to be.back the way you -
came, or upwards via a lift. There is. only. one button,
marked. ‘The : Roof'. Then; you: hear :sounds, coming
from the corridor. Jetta, who has been standing guard; -
tells you that cyborg ninjas are on their:way, a lot of
them. You have httle choice but to- try the lift. Tum
toxtL. ;. gy T R E: ’

S S P S v
| S A I S S !
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You' have to release your hold on' her-in order to
parry, but you are quick enough:to block'by hammer-
ing your elbow at the top of her thlgh jamming the.
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kick. She must lose ‘Life Points; equal to your Power
Rating. If she is . down to 2.or fewer Life Points, tum
to 294. Otherwise,: she: rolls away, then springs up,
limping a little. She pauses,.eyeing you speculatively;
then she assumes the wide-legged, cross-armed stance

- once more.,, Will you now feint.with a low kick, then

- punch at her (tun to 102) or drive the instep of .your
right foot at-the inside of her, knee, then snap a side
kick up at her face (tumn to ay2)? S

N R IR R AL LT SRS (N
Youdrop to one knee’ and lean forward; ;pitching he
- head' over heels and she crashes: to the ground in front
- of you. You are still holding her wrists, so you chop
~“yourother hand down over her forearms and she lets
- go of the sword with a cry of pain, and it clatters to
_the. ground. She loses your. Power Rating:in Life
- Points. If she is down to 3 Life Points of fewer, turn to
12, Otherwise, using the momentum of your :throw,
she sits, up; and rolls forward; rising to her feet., You

R 4t
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kick the sword aside as she' tums'to face you. Out of

the comer of your eyeiyou spot that Blade:is in
serious trouble — he'is ensnared in a'net. However, he
points his arm and a tiny rocket knife is launched, to
explode in the face of a ninja. Meanwhile Jaluda
reaches into her belt and pulls out two iron truncheons,
called Jitte, with red tassels hanging from' the hilt. She
holds one injeach, hand, and closes in on you. This
time you won't be.so: lucky, she grates through
gritted teeth. Will you counter with a kick (turn to 83),
a throw (turn to 46) or:a punch.(tum:to 2371

328 ey :
You cannot open ‘the door. You and:Jetta aré contem-
plating using force when a black-garbed ninja arrives
at the bottom of the shaft; at the same time the door
opens and several ninjas: emerge and attack you. You
are both trapped and, though you fight on for what
seems ages, you are simply. outnumbered; when you

kill one, another. comes to take his place. Finally you

are both cut down by ninja swords. Your adventure
ends here. b t oo
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" Blade

LI ,‘s"si_i it in

r'thhtmg Style I(enpo ﬁsbmethod'

| sze-zone of ongm AD 2.030 New York

Appearance: A large’ mlan, bulgmg W1th musde He
wears a visor of mirrored silver and has short, cropped

" hair. He. wears a green umform hke a comic-book

superhero. v ' JERERE

']\/Iannerisms:i Bladei Warlv)'iraysf;}ldok.s ,'Eheésed-off el;out
. something, and most people stay out of his. way. He is
constantly flexing his right fist, as .if about to hit

. someone or something at any moment.

Speech Characteristic: Blade is terse and fac:tum When
he does speak, his voice is gruff and assertive.

lees/Dtshkes Blade d1sl|kes just labout everythmg He
does not suffer fools gladly ‘and is pretty extreme in
his views. He also has a very short temper mdeed He
believes in: one thing only )ustlce Jushce . niot
necessaniy thelalw» - . B e o
i i -‘r'.‘."’-i.-'i"‘:"f l‘?'ilai‘-'ﬁ"‘! T
Notes I PR Lo
' Blade was suspended fr m hlS ]ob as a cop because of
his; individualistic, loose cannon’ 'way of doing things.
. Having'rescued him from death by a deadly virus, the
Eternal Champion brought him.to the Fortress. Blade
. prefers fighting against the Overlord to being a cop;
- crazed tyrannical computer minds and cyborgs do. not
have the ‘citizens’ rights” which were always getting in

Y azo

his way before..He:has. not ‘made any-friends-among:
the other Champions — not that . this;is:a problem for .

Blade; he is someone who simply doesn't have friends.

To him, people. are either on. his side: or they:are not:

it's as s1mp1e as that. Blade is a resourceful and dedi-
cated warrior. Unfortunately,: sometimes his . temper-
gets the better of him, causing him:to act rashly

When you are ready, turn back to! 1oo

RERIETADET - 1 1« PR el

The Master. of Lightning groans. "You've: certainly
given me ahard time,’ he. says, circling: you warily.
You notice that.Slash. has, hauled himself out of the
water on to dry land and is now resting for a moment,
gasping for air. He looks like a bedraggled cat, soaked ,
to the skin. ‘Uh oh, itrouble’ ahead, the Master of |
Lightning says, lookmg around in - desperahon He .
points at Slash, but you'step in, kicking, his hands
aside, 'and a bolt of’ lightning ‘crashes into the wall. -

Slash is galvanized into action, and between the two .

of you it is not long, before the Master of nghtmng is.

beaten m‘co subm:ssujn i b

Slash g1ve~s him+a ﬁnal klckt for good measur& ’Tha{';;f
for gettmg me wet he declares RAX and Tndenl'
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come round, feeling a"bit worse' for weat But: still
functioning. You: examine the body: of the' Master of
Lightning. He has a small powerpack on his back,
connected by wires to his gauntlets and his suit. If you

want to remove it, tumn to 3. Otherwise, you get your

team' together and consider your next ‘move. You
could follow the course ‘of the river but RAX. and
Slash couldn’t — so you set off along the storm drain
_ ahead. You:pass several other storm drains that connect
* with yours, until you are no longer sure where you are
going. Slash’s sense of direction is excellent, however,
and he takes point, assuring you that he is leading you
'unerringly towards the centre of the city and the
Citadel of Chaos. Turn to 143

. P
YT T TR W
You manage to grab a handful of wires and you pull
ripping them loose, in a shower of sparks. Piledriver
screams in pain and rage -as his, whole arm seizes up,
andihe rears backwards. Instantly you bring both your

legs up and hold his head in a scissor lock with your

feet. Then you whip your legs down, slamming ‘the
back of his head with punishing force on the floor, and
the Master of Destruction falls silent . .. permanently.
Xavier helps 'you to your feet. Looking around, you
see that the rest of ithe Enforcers are down — - you have
won this:battle. Turn to 291 !

o a3a—a3s
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Realizing that you cannot hope to ﬁght such a machme
without heavy weapons, :you: decide that discretion is :
the better part of valour, and all four of .you run for
your lives. The Cybersaur lumbers. after- you. You are
able to keep ahead of the thing, but Trident is slowly
falling behind: he- is built for swimming, 'not for run-
ning. The rest of you stop, to, help him. Looking back,
you see the Cybersaur relentlessly following. Then,its
eyes begin to flare.up and twin bolts, of energy shoot
out towards you! You throw yourself into a forward
roll, hoping to dodge the lasers. Roll one dice. If the
number rolled is less than or equal to your Defence,
turn to 93. If it is greater ’chan your, Defence turn

to 204.

233 o
You have no way of entering the Overlord's world,

and none of the thinkers among the Champions can ;
come up with a solution, either . .. and time is running

out. After ten minutes or so, the double doors crashi
open and. a veritable army of Enforcers and Cyberma- -
rines come ‘boiling in., The, battle:is.epic in scale and
will go-down in the annals of the resistance for ever.
Butthe outcome is never in.doubt. Eventually you are
all overwhelmed. It is all Over .y b
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The ninja fallsiat last; Jetta is still out; but you cannot
[eave her here, so you lift her on to your:shoulders
and press on. After a-few metres, the corridor opens
out into a well-it and spacious chamber. The floor is .
of polished wood and the walls of polished ebony,
lined with burning torches. It is bare of furniture, but
for an altar at the far end with a black velvet drape
over it. Beyond it is a door. In front of thealtar a man
sits, cross-legged; he is dressed in the costume of the -
ninja but it is red in colour and lacks the usual hood.
His forearms are exposed and you notice a tattoo of a
dragon on the inside of each wrist. His face is nonde-
script, instantly forgettable except for the eyes, which
are as black as night and full of power and malice. On
the floor in front of him rests an unusual weapon, a
Kyotetsu-shoge”: a length of braided animal hair con-
nects a heavy metal ring to a dagger with two blades,
one straight and the other curved. Carefully you prop
Jetta up against a wall while:the man watches you
inscrutably. Then he speaks in an even, accentless
voice. "Welcome, Supreme : Champion of the Eternal
One. I did not -expect you to get this far. You have
done well, but I cannot allow you to rescue your
friends and destroy the Overlord. He is too valuable
to me, as I am to him. Now:you will meet your end, .
for I am the Grandmaster of Ninjas!' He rises to his’ :
feet, the Kyotetsu-shoge;in ‘his hands. You stand, -
facing each other.about five metres ‘apart, each ‘daring
the other. The Grandmaster whirls the dagger and ring
above his head in a complicated series of movements.
(Note that the Grandmaster of Ninjas has 13 Life



sy

' Points, a Power of 3 and a Defence of 4.) You look
over to see:if Jetta has come round yet but she lies,
unmoving. The Grandmaster utters:a shorticry-and
sends the iron ring hurtling towards your head. Will
you try to catch the ring (turn to 6) or try to dodge it
{turn to 185)? :1 o W

B B N
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Reduce the time number of your CyberCage by 1. If it is
down to zero, turn immediately to g¢. If it is not, the
Overlord is too fast for you when you close with him
and try to get a hold: he:steps aside and grabs your wrist.
Then he spins behind you and heaves your forearm up
between your shoulder blades in a painful arm lock while
his other arm snakes round your throat. Knowing it will
be only an instant before your neck is broken, you tense
i your knees then jump high, swinging your legs up and:
- over the Overlord's head, to land behind him, breaking

his hold. However, as your feet hit the ground he whitls |

and whips a fist around at the side of your head; lose 4
Life Points. If you are down to zero Life Points, tumn to:
157. If you are still alive, your reflexes take over and.you

. roll with the blow, cartwheeling away to' one side. As "

you come to a halt, feeling slightly: groggy, he.is on

. you again with'a flurry of attacks. You will have to:
- defend yourself. Rolf one dice. If the number you roll is -

Jess than or equalto YOttr Defence Rating, tum to 55 Ifiit
is higher than your Defence, tun to 270. . i - v -

The four of you: hurry along the old \:ailw’ay-tux_mel -
whose tracks are rusty and pitted with age. The light
from Xavier's staff throws a yellowish glow that bathes
the ancient brick walls in an eerie wash of colour.:“ At |
intervals along.the tunnel you pass several side-en-
trances and -caves, mostly caused by l,rockfalls,;;anf:l :
natural decay. You-soon reach the end of the turnel: it |
has collapsed;,on itself;: sealing off the:way ahead:\ L
However, - joining the- rail tunnel:is an,old, disused
mine shaft: that runs off to:the left. By the light of the
staff you spot a sign, bolted to the wall; it reads ‘Mine
Shaft No. 66. The flowery scent you smelt, earlier is
stronger - here. You enter the: ishaft and press on.
Several side; shafts, labelled with 'various: numbers,
branch off- on.either side, butyou:decide, to stick to
route 66. Suddenly Midknight: pulls up -short; raising
his hand for: quiet. You stop dead:in:your: tracks,.
your senses straining to penetrate the darkness:ahead.
Then you hear it: a;muffled clank, echoing along: the .
tunnel. oo o e !_Azu; N I
‘Someone is ‘there,’ Midknight whispers to’ you. ‘I can
smell their blood.” He smiles horribly. “Smells nice;
too” . ; S TR TR
‘All frightl control yourself,” you Whispériite'stily. You
signal to Xavier and he douses, the light. Total darkness
descends like a;iblanket.. ‘One . of us should creep
forward as quietly as possible to reconnoitre,” youisay
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' quietly. Who will you send: Mldkmght (l-um to 32)
Shadow {(tumn to 147), or Xavier (turn to 118)7

P ; Co237 o E
She swings a Jitte in an arc at the side of your ' head
You jerk back to avoid it,:but she whips the tassel
round at your eyes, taking you: by surprise. Roll one
dice, adding 1. If the result is greater than; your
Defence, you are blinded momentarily by, the tassel,
and she cracks you across the jaw with the other
truncheon; lose 3 Life Points. If the result is less than
or equal to your Defence, you manage to, avoid the
tassel, which whips harmlessly past your face. Then
you hammer a fist at her exposed armpit, where she
has less.armour. Roll one dice, adding 1 if your
Fighting Style is Kung Fu, Jujutsu or Karate. If you
beat her Defence of 4, your fist lands and she loses
your Power Rating in Life Points. If she is down to 3
or fewer Lifei Points, turn to 12. If you score less than
or equal to 4, you only hit her armour, to no ‘avail.
It looks as if the ninjas are winning. You will: have

to finish Jaluda quickly, if you can. Will you now:

aa 11. 2358 f -

counter w1’rh ai klcki (l'um lfo 83) or’: wnfh 4 throw (‘rurp'
tog6 . oE T
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The four of you have quite a: comfortable r!de i the .
mining car which hovers along sedately. After.a short -
time, duringiwhich you pass many :tunnels on: either:
side of Mine Shaft 3 you:see. light ahead:.and. the j.
passage begins to slope gently upwards. A loud thrum-
ming sound from up ahead becomes deafening, and..
the tunnel opens:into a large underground chamber
that is brightly lit:and is also apparently unmanned. As
the car reaches the top, of the tunnel, your predicament :
becomes. clear: the car:begins to tip forward, pouring
its load -of rock and ore into the yawning pit that'.
suddenly appears below which you couldn’t see before
because of: the slope of 'the tunnel. Gazing. down into -
the pit,: you::see: huge. steel crushers;at, the bottom, .
grinding up the:tocks and ore- for: procéssing: Walk- .
ways span the pit-on either:side, leading to the rest of
the room. ‘Unfortunately, you, too are (being tipped
into the :pit!: Shadow: reacts instantly, leaping; for one
of therwalkways. Xavier screams in horror and manages
to throw, himself! backwards. into ‘the: tunnek Desper- - -
ately you make: a dive for theilip.of the :pit, and
Midknight' does the same, swearing under his. breath.
Roll one‘dice, and subtract 11 You can use'the Monkey -
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‘Heart Special Move-or the Phase Special Move;if yoy
know it, to subtract 1 from the dice roll. You must use
the Special Move before you roll the dice. If you score
less than or equal to your Equilibrium Rating, tumn to
135. If you score more than your Equilibrium Rating,
turn to 84. e n :

o | 1230 .
You shove the discharger into the propeller blades’
engine, and it releases a surge of power that shorts the

. motor out in a shower of sparks. The giant blades spin
to a halt, and you and your team step safely through
into the.room beyond. Tum to 29g. R R

i : P 2400 0 a0 i ih L
Momentarily: blinded as you aresiyou .are not quite
*quick enough. The sword gashes your arm as it hurtles
past and embeds:itself in the wooden floor, where it
quivers as if alive. Lose 2 Life ‘Points. If you are: still
- alive, your vision clears completely. A short,wooden
~ stick falls out of the; Grandmaster's sleeve:into his
hand. He darts forward without a sound and raises the

[
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stick to strike down at:your shoulder. Will you try to
block the move (turn to 137) or-step back to avoid it, |
then jump forward: dnd unleash a spinning back.. kick ;
(tum to 82 . i

T L S - T B T
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With lightnihg‘"? speed you catch the erid of his ponytail, : .
without touching the blade. Then you pullihard, yank- -
ing his head forward, and bring your knee up with full
force to meet it. He is stunned, and starts to. sway
drunkenly. You finish thim off with-a punch, and he
goes down at last. Turn to 192. ' T

Cross off 1 point of Inner Strength. You summon forth
all your inner power or ki and unleash a punch at the
incoming - shield, stepping forward and driving your
fist from ‘your hip toiget all the -weight of your body
behind the strike. Roll one dice. If you score less than
or equal to your Power Rating, turn to 119. If you
score more than your Power Rating, your fist hammers
his shield but you are not strong ‘enough to shatter it.
Tumito 266; P ; i
‘ R T LRI Ay SRR B
CTE Ut 243 : E )
You dive:overboard just as the patrol boat fires its
rocket launcher. A miissile roars from the barrel of the

1 i

-
i
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:|launcher:and smashes into the side of the Atlantis. She
~goes up in a ball of flame, spewing debris :all around,
and sinks beneath the waves. The patrol ‘boat veers
towards you, ‘closing fast.:One of the crew with a. gun
starts firing at you, so you take a deep breath and dive
down into the dirty harbour water. You swim for the
harbour wall and soon spot a bamacle-encrusted .outlet
pipe looming; out of the murk below.: Desperately. you
strike out for it but you are fast running out,of air.
Roll one dice.'If the number rolled is less than or equal

to your Endurance Rating, turn to. 66. If it is greater

. than your Endurance, tum to:x15. ~ |, ¢ !

SERREIREI 244 v g
‘Inside the: armoury you find:an array of: weapons.
Most are of the cybernetic variety: energy. whips,
shock batons; attachable blades and the .like.  These
weapons need to be fixed on to'a cyber arm-and so
~ are useless;to you. However, you do find ‘a: spare
- shield of Piledriver’s whickiyou can take if'you haven’t
‘got one already, and a pair of Enforcer Power Gaunt-
lets. Putting these on will add 1. to. your Power Rating
(note that your Power cannot: go: higher thanis). As

ot .
LR

~_you arei leaving,.ithe ’Chalnpion‘you left m onitorin'g:'”

\

.
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the Cybermaririés” isT iy €6+ tiet” yoii Tt ‘seems”
that the marines ‘are’ already in: the:Mining Fontrgl .
Centre, and you will have to vacate this area immedi-
ately! Tum to 150. : - e L e 4:?= L

, oo
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You step in,and grab his wrist, careful to,avoid his
auntlet. The Master of Lightning seems to react
sluggishly, and you twist his arm around: and up
between his. shoulder blades, turning him;'then you.
snake the otiier;arm round his neck, and heave, throt-
tling him. ‘Ow!’ he chokes. ‘That hurts!’

Suddenly, he electrifies histsuit, and a field of energy
erupts outwards to enclose you both{ The'last thing
you remember is a bright, blue flash and a thunderous
blast, then, everything goes black. You never come
round. Your adventure ends here. " | ’

EEE.‘
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The force of his throw' sends, you head over heels
through the: air, and 'you crash to the:ground on your
back, stunned. An instant later-the Overlord drops to " .
one kneeibeside you and drives one fist and then the
other in. quicki succession at your temple ..... and
everything goes black. Tum'to 157... . .}
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R.AX. climbs out at the top of the shaft. You hear him
shout, ‘What in hell?’ then there is a crash and the roar’
of his cyber fist, followed by silence. Slash bellows .a

war cry, and you hear the sounds of battle. You climb
up as fast as you can, telling Trident to wait:for you.

slash is in trouble,” he hisses. ‘I cannot wait! And he
leaps out of the shaft. You reach 'the top and look out.
You are in a huge power station of some kind: great vats
and machines bubble and hum all around, and pipes
vent steam and vapours into the air. A man of Chinese
origin stands a'short distance away from the lip of the
shaft out of which you are emerging. He is naked to
the waist and is wearing baggy yellow trousers, white
socks and black . felt slippers. He has a black sash,
covered in red'markings, and around his forehead is a
headband. A long ponytail hangs down his back. He has a
black goatee beard and a drooping moustache, and on his
chest is the tattoo of a scorpion. On each wrist he wearsa -
golden vambrace, and he stands in' a Praying Mantis -
Kung Fu stance. Behind him on the ground lies. the
unconscious R.A.X,, and Slash is slumped near by. -

Trident charges at him, swinging his pitch-fork arm at
the Chinaman’s head,. but he steps back then hops
forward, striking' at the side of Trident’s head with his
fingers, giving a shout— ‘Kiaiiit' Tridentijerks, then stag-
gers, holding the side of his face, as the Chinamanisteps
back: calmly. to watch. The;, scaly Champion doubles
up, gives:a bubbling moan and collapses to- the floor,
unconscious. You can hardly believe it: three:Champions
are down in the space of a minute! The Chinaman
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is obviously using some nerve-striking; technique that
can put an: opponent down with a single,blow. -
P Sy T ' s
He tums towards you. Welcome,” he says, Thave been
waiting for you! The Cybersaur often herds someone
intoimy trap, and today it is you! I suppose the Eternal
Champion has sent you to kill the Overlord — an
amusing notion. After I have killed you, I think |
will boil your head and keep your skull on.my bedside
table. It will be a constant pleasure to remember how |
defeated four Champions on the same day!’ You circle
around, using the time to study him. He turns to face
, you. ‘Oh, thow rude of me, he. says. 1, forgot to
introduce myself — I am Tien Hsueh, You may know
me as the Poison Finger Master.” He is certainly very
sure of himself, and you may be able to use his over-
confidence to your advantage. (Note that the Poison
Finger Master has 11 Life Points, a Power of 3 and a
Defence of 4.) Williyou close in and try. some punches
to his head and body (tum’to 218), wait to see what
he does and hope to counter-attack (tum to 37), try a
low kick, foﬂowed by & roundhouse; kick to his_head
(turn to 108) or try.to throw him:(turn to 10)?" -

H
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You sweep both - forearms upito. block her double
. strike, but Kaisho adjusts the angle' of her needles and:
. stabs you in the wrists. You cry out in‘pain; lose. 3 Life-
Points. Enraged, with a shout' you bring. both your
fists together on either side of her head. The Mater of:
the Devil's Hand drops. at your feet, ’l')eaten at last.

Tunto 30. . - . i
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You can use the launcher to fire a cable into the wall
of the Spire; if you can get it inear enough to a
window, you may be able to gain access to the
Citadel. You aim and fire, and the steel harpoon
shoots away and embeds itself into the concrete, iab(?ut
three metres from a window. ‘'Not the best shot I've
ever seen,’ says Blade, annoyed at your marksmanship.
You tie off the cable round the head of a gargoyle.
You now have.a line from the cathedral down to the
Spire. However it will be a tricky job to get' to the
windows from; the point where the; cable is fixed to

the Spire. .« @ . S : i

The lift doors suddenly: slide shut Eand‘.‘ it descends.
‘Someone has called for 'the lift from down below -
more ninjas will soon be on their way up, 1 figure,
says Larcen. You don't have much time. Who will you
send down the line first: yourself (turn to 274), Jetta
Maxx (turri to 262), Larcen Tyler (tum to 181) or

v

Blade (turn to 60)? ey

L } I T
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Eventually..you come to a Tunction of tunnels; Shaft
66 ends here. To the right, Mine Shaft 11 burrows its
way into the dark; to the left, Mine Shaft 3 arrows
into the blackness. As you are considering which route
to follow, you hear a;strange humming sound coming
from Shaft 11. The four of ;you prepare for combat,
but it is a false alarm. All that appears out of Shaft 11
is a mining car. }t glides, along on powerful magnetic -
motors, floating about half a:metre off the ground, and

P Yoo

i
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moving at some eight kilometres: an.hour. As it.glides
past, you hotice that it is about three-quarters: full of
. rock minerals and ore and is heading along Shaft 3. It
~ is unmanned and. appears to be fully automated, with
* _moom for all four,of you, if necessary.. Will you
_investigate: Shaft 11 (turn to 2g5), goi down: Shaft 3
(turn to 162} or vault into the mining car and see
where it takes youtum'to.238)? 4., : ,
; ) N U | DR S
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Llfhng your leg as i to drive a sl'ralght ilek, you snap
~ your foot down and lean forward, whipping a- vicious
+ punch at his head. Roll: one dice, and add 1 if your

Fighting :Style 'is Kung Fu or Karate: If’ you :score

higher than the Grandmaster’s Defence of 4. you catch
~ him by surprise and smash him in the.face. He loses
. your Power Rating in Life. Points. If-he is, down . to
zero or fewer Life Points, turn at; once to y8. If you
score less than or equal to 4, he drops to one knee under
your punch and stabs. you in the foot; lose .3, Life
Points.. Then he rolls .past .you ‘and, ~with .an : evil
chuckle; comes ‘to his feet a few metres away. If you
. are both still alive, will you now wait for him to make
' a move, then counter-attack (l'um to 62) or try a low

klck(l'umtoigé)? e e

; _ I L
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The Etemal Champlon gives you a personnel carner,
_driven by one of his staff, to carry you and your.team
to the mountains that surround Megapolis. During the.
journey Xavier keeps up a non-stop commentary, chat-
tering away as if you were all on a pleasant day trip to

g

the zooO. Sha‘dow groWs increasmgljf imtated by“thls
until eventually she: tells Xavier to shut up. He' "falls
silent, rather ‘offended. As'for' Midknight, he seems a -
little agitated: the -daylightis bothering ‘him. The. .
sooner we are underground, the better, he mutters.
This is a strange team indeed, 'you think:-to yourself: a -
beautiful woman who is in fact'a deadly assassin, a .
vampire ' who has swom to - fight evil' and a
seventeenth-century warlock! ‘At long last the.carrier
drops you off in the foot-hills, and you climb up
into the mountairis that surround Megapoli¢ in search
of the caves.that will lead you to the Overlord’s
mines. Walklng ‘along a thin ‘track made by mountain’
goats, you round a comer, to:be greeted by'a breath-
taking 51ght down below is- tl'ie c1ty 1tseif Turn to
104. s o, ;

You t‘ake the full force of I‘llSi stnke on a ’ raised
forearm. You hiave 'misjudged his power; however; his.
metal arm hammers your blocking arm down' into”
your face, stunning you for a moment. He follows this -
up by .shoving the ‘piledriver into your shoulder. The -
pounding steel nearly shatters the' bones, and the paint -
is awful. You ate hurled to the ground, and slide along
it in‘an ‘ungainly heapof agonized flesh,suntil you
come toirest against the brick ‘wall; gasping.iLose 5
Life. Points. If you are still alive, Piledriver throws his
head ‘back and utters a‘great bellow of triumph. You':
pick’ yourself up as He boasts, ‘T am invincible! I am all- -
powerful? I am unstoppablel’ He seems more concemed
w1th how wonderful he is than with anythmg else.
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Fortunately, his rantings' give you time: to recover
your wits and you edge towards him, ready for any-
thing. Piledriver'finally turns his attention back to yoy
‘Time to crush you like a fly,’ he says, and charges at
you, shield first. Will you try to meet his charge with
a leaping kick aimed over the shield at his head (turn
to 21y), drop low and try a strike up under the shield
(turn to 73), try to dodge past the shield on his left
side (turn to 38), or use the Power Strike, Special
Move, if you: know it, in an attempt to shatter his
shield (turn to 242)? : L
Co 254 Pl -

Ha, just kidding! the Master, of : Lightning " quips,
snapping his supposedly injured foot up at your chest
as you step in to trip him. You are knocked back by
the blow; lose 2 Life Points. If you are still alive, will
you now try to hammer his head with your fists (turn

to. 166), try to get him in a choke-hold (tumn to 245)

or wait for his strike, then counter-attack: with a kick
{(turn to 77)2. :
L 255 - -

Atone sighs disappointedly, and the others hang their
heads despondently. ‘Well, the direction we have just
come from will lead you to the Citadel of Choas itself.
She tells you that they are mining for.uranium to
power the Overlord's nuclear reactors and suggests
that you hide in the cavern while she leads the
Enforcers down the old railway tunnel. ‘Once we
are gone, follow the mine shaft, and good luck!
You and the others hide inside an old railway carriage.

: .256

After a few minutes, about- fifteén’ mutaht rhiniers ‘ate
herded forward by several Enforcers. The Enforcers are
wielding energy whips with which they castigate the
qutant workers, lashing them forward. When: the
sound of their passage down: the ancient railway tunnel
has faded away, you lead your team into the ;mine
shaft. Tum to 287. C
i Ty ud R I
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The old man slumps into unconsciousness. He is carry-
ing nothing on him, so you search the hut. Inside is an-
old straw pallet, a few sticks of furniture, and some
dried fish and other foodstuffs. You do' find something
of interest: a jar of greenish liquid labelled ‘Katsu tonic,
for resuscitation of the comatose’. (Note the katsu
tonic on your Adventure Sheet.) You swim back to the
shore of the lake, leaving the island behind. You find
R.AX. and ‘Slash waiting’ for you. After. you have

updated them,: yoir all set:off 'round the edge of the

lake, keeping to dry lanid; At:the far.end of the cavem .

you discoveria wide opening in the: wall; it is a storm
drain outlet: ‘water from the heavy rains and storms

that fall on Megapolis will drain away down this pipe,

into the lake and then outi toi the harbour. A thin trickle -
of scummy i water.is all‘ there 'is  at the moment.
‘Couldn’t be' better for sneaking into the: Citadel’ .

R.AX. says:optimistically. :It :looks :as idark as pitch
inside, the ‘timnel. R.AX. reaches upito his head and
turns: on a switch. A'beam of light from his sighting
device spears the dark ahead, a thin sliver of visibility.
“That's me sorted, ‘he 'says. Slash gets: out an oilskin

bag, takes from it' a ‘wooden torch and lights it. Well



: dlummated i you lead the iparty .into the yanng
tunnel ahead A faint. smell of moist. decay and Wet rot
greets your nostnls Turn o 203. Lo e
i P =-;e== o .::q i Mam o o5 i
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If you have a yellowl markion your: heel, turn: im-
mediately -to- 179. Reduce the time number of your
CyberCage by 1. If 1t s’ down to zero, turn' at once
“to 99. : .
P, I L A A A R
If it is not, you spin to the right. on the ball of-:your
left foot and whip your right heel around in an.arc, as
if your leg were a chairi;and.your foota heavy metal
. ball. It whacks intoi the side,iof, the Overlord’s face
- with a crack, smashing his head around, and a spray of
‘coloured, light, gushes, out from the wound, some of it
staining the heel: of your: foot.with. a yellow mark
{note on. your Adventure Sheek that, you have:a yellow
mark, on 'your; heel)..Meanwhile, the force of the, blow
“sends him whirling away, barely able to.stay:on his
_ feet; :he loses 4iLife: Points. If. the:Overlord is now
* down to zero Life Points, turn straight away to 290. If
“he is. still alive, you leap, head first, towards him and
-somersault in the.air so.that both your feet are hurtling
. towards him:in a drop-kick. He recovers. at the; last
instarit and' bnngs arforearm across his face, sweeping
. your legs aside and:down.You land nimbly with your

3 - back to him then execute another spinning kick. This -

" timethe ducks:and, as you turn to face him, you drive
a straight kick at his face. Under, pressure, he rears
- backwards, (just managing to:avoid jyour strike,: and

- flips ‘onto his hands and then to his feet, repeating:

:"353_

these flips unhI he is well out of range You pursue
him and when he stops-you are ready to attack again. |

What will youtrynow? R _;3-
Apunch? . . ..: Turn to 25
Akiki: . - ' i%TumtoixBg
Athrow? . 1 " Tumn to;2
Y 258 R

R.A.X. obeys with commendable speed He runs for-
ward and takes a flying leap, firing his jet boots. The
Master of Lightning steps back and fires a bolt at
R.A.X, but the Champion is. moving too fast, so he
misses. RAX. ‘crashes into him and they fall in a
struggling heap. You and Trident dive into the river at
once and swim for the other side. .Slash hesitates,
however — he cannot swim, so he steps back, to get a
good run-up for,a mighty jump.,As you are hauling
yourself up the concrete bank; on: the far side, the
Master of Lightning discharges a field of eléctricity all
over his own body.R.A.X,, who is wrestling with him,
is bathed in a harsh blue light:;he jerks convulsively
and is thrown back: through: the air, the electricity:
playing havoc with: his cyber circuits. He slides across
the ground, and comes to a stop, unmoving. You and .
Trident climb up to face the. Master just as he is
getting to: his feet. Will you send Trident in to the .
attack and yourself hang back, looking for an opening -
and, waiting. for Slash (turn to 280), or will both you
and' Trident icharge him immediately (turn to 20) or
will you both wait for Slash (turn to 2717 :

o
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U0 Trident T
* Fighting Style: Gladiatorial martial ‘art. Usés a frideént in

. PR
14 ¢ A VN S

combat, -
P R T T woohite e
~Time-zone of origin: 110 BC, Atlantis ..~ ...,

 Appearance: “Gieneticélzly engineered half~man,  half-
. amphibian, greenish-scaled skin, ' gills, and golden
‘armour.' T L

! R 1 .jgi Lom i

! L g ‘ # ii%.:!i 'Ei‘f‘ "
Mannerisms: Arrogant! and proud.i Often stands per-
fectly stit and:unmoving, like a:lizard: Needs to:be
fglly immersed irv salt water.at least once a day. . .-

Speech Charatteristics: Speaks in a sibil;}{t:ﬁhiéi.)éf. , ,! ) :

Likes/Dislikes: Distrusts ' all’ Humans' at first. ‘Hates
Romans, from any time-zoné! 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 him speaking Latin: ' TR

[

P RO :
Notes i rie o B prein oy N
Trident was killed:when the Romans toppled:a gigantic
stone pillar:on to him. This pillar also!iheld up: the
Great Dam of Atlantisyand, with its collapse, the:sea

260,

prefers to fight at closé quarters, weakeriing opponents
with an energy.field, then gutting them using the tines
of the trident fixed to his arm. Alas, he’s a bit dim and -
is not at his best when fighting out of water. Nor is -
he very good at taking orders from ‘Sssneaky hu-
manss’, as he calls them. On the .plus side, he likes:
to fight and is loyal and fearless. He will prove a
good member. to; have in a: combat: team, if jused jin
the right way. - . L ; o

When you ‘are ready, ttrn back to 106, :
, - i i

A
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One of the ‘ventilator: grilles suddenly crashes down
and Trident comes lumbering through, followed, by '
Slash and R.A.X. You ican see that they are fairly badly
beaten up, ‘but they'll live. Just as;you are about to
greet one another, a hidden panel in: one wall slides
open and iyou :all step back, ready: for battle, as a
horrid, undead: apparition enters. But:then Slash bel-
lows, ‘Midknight!" and-you all relax. He is followed:by -
Shadow and, Xavier, who are arguing together. At the
sight :of ;you,i they. run ;over, happily, looking equially
battered butialive.. None of you canjsupress your joy
at the sight of onie another, and there is much.embrac-
ing and. slapping.of, backs. You have to shout to bring -

rushed in and washed all Atlantis away. However, the

- Eternal Champion saved him from this fate and Trident,

. who takes such imatters of honour: very seriously;
: indeed, swore to serve the EternaliOne in return. He'is'.
~ a mighty warrior and has the power to radiate energy

fields that can engulf opponents: This is why he -

them under control,. reminding, them: that you are all
standing in the very «centre:of the Overlord’s domain. . -
You, realize that. the Cube must be the ‘brain’uof the: .
Overlord, but it is. also clearly ,virtually indestructible: - -
it would take ia.nuclear bomb toi destroy it. Blade, tells .
you'that :he could :make ;one; but Larcen points out

FEFR
N
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that setting off :a' nuke here would kill 2 lot of innocent
civilians living in the city. RN
‘And us too, incidentally, Xavier points out. If 'you
have Jimmi Jax with you, turn to 6¢. If you haven't,
turn to 121. L . P
. . ' 261 L
You cannot open the safe, nor can you open the secret
door. You. are trapped, and soon Cybermarines arrive
in force. You and youriteam put up a brave fight, but
there are simply too many of them and they are armed
to the teeth. Eventually you are blasted-into extinction
by a plasma rifle. You have failed. N :
L ; : [

: { - 263! S
‘Right,” she says. Larcen looks worried at your decision,
but Blade points out that she is a circusi acrobat. Jetta

; walks out on to the cable, as if it were a tightrope.
' Using her arms to keep her balance, she steps carefully
down the cable and makes.'it' to the far side safely
enough. Unfortunately, she cannot get from: the cable
to the window-ledge — it is too fat. There is nothing
. .more she can do, so she starts to work heriway back
-up the cable; it takes her much longer to climb up.
Suddenly the lift door opens, spewing forth several

_ninjas. By now your position is known, and they: are -
: soon reinforced by! Enforcers and Cybermarines, armed:

~with plasma rifles; Some have been flown over from
‘the Citadel by jet ‘copter. A ninja sword cuts the ‘cable
-and Jetta plummets to her death. The rest of you

battle bravely, but eventually you are all overwhelmed -

and killed. Your adventure ends here. oo

i
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He thrusts the:dagger at your midriff, ibubi:you'are‘;
ready and evade; the blade... Then he 1sends;_the iron
ring swinging atiyour head.You duck under‘r.t,. bu't he
whips a foot around in a roundhouse kick. ]!.ls’c in tlﬂ"le,
you slap it aside with a hand, pushing him into a spin. -
He follows the momentum through, using the spin‘of
his body to drive the dagger in his Hand at your chest
with devastating power. Roll ‘one dice for the Grand-
master. If the 'number: rolled. is less than or equal to
your Defence, you manage to get a foot ilp‘-on;to his :
arm, jamming his' attack. If it:is fhigher! than your
Defence, you miss, .and must lose 3, Lifée Points. In
cither case, if you are still alive, will you now wait, for
him to-hurl the Ting and try to entangle your arm,
pulling the Grandmaster towards you, then execute a
flying kick (tum to 50) or roll towards him and come
up on to one knee, driving a; fist-at his solar. plexus
{turnito 2167 v ; -

£

LR G - SomriEL L
The mutants; led:by Atone and Garoudsemerge nerv- -
ously from hiding. At the sight of the:dead Enforcer:.;,
they start:shouting-and: cheering)'We: are: the Champi-
ons! over and over. | ' . ‘ : :

Al ge
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‘We arethe champions, you mean,’. Xavier mutters
sourly under his breath. Shadow smiles :serenely at
them. As for Midknight — well, the miners:avoid him
like you'd avoid Dracula. Not surprisingly really, you
think to yourself. . - ‘ -

Atone and Garoud approach y_ou.l.l "f'hank you,. you
have freed us!’ You explain your mission to them: that
you need to find the Core and must find or build a
CyberCage to imprison the Overlord before destroy-
ing the Core. Atone explains how to get, into the
Citadel. Follow Mine Shaft: Three all the way back.
Do not deviate from this route — all shafts are sign-
posted. You will come to the Mine Control Room at
last, From there, vacuum feeder tubes will take you up
into the Citadel itself." ; »

‘What about Orgin Chardf Garoud r.emiﬁds her.

‘Of course!’ Atone exclaims. ‘Orgin Chard, the scientist.
He was one of the Overlord's.top technicians, until. he
came over to the rebels. The Overlord has him impris-
oned in the UnderCells. He has been sealed into his
cell, and is fed by automatic devices. The blank wall of
the control room leads to his cell. If you drill through
the wall, you will be able to rescue him. He is well
versed in the Overlord's systems. He can build you .a
CyberCage.” She hands you a large power drill. ‘Under-
Cells, for the use of,’ she grates. Make a note of it.on
your Advenfure Sheet. ‘One last thing,’ says:Atone.
‘The Mines are guarded by two of the Lords of Death:
Piledriver and the mysterious Master. of the Devil's
Hand.. Watch yourselves! You make your farewells,

. 265266

and the mutants set off in the direction of the railway
tunnel, hoping to begin a new life underground. You
lead your team:into Mine Shaft: 3. Turn to 28y.
ot * : S

; SPY S AT B
Your foot slamsinto her face, rocking her head.bac.k,
and she grunts in pain. She loses your Power Rating in
Life Points. If sheis down to 3 or fewer Life Points,
turn to 12. Otherwise, you spot Larcen ba‘ttiing w1t}_1 a
couple of ninja near by; he fells one with a high kick
and drops into a crouch, using a;foot sweep on th_e
other. You notice that one of Ferranti's bodyguards is
lying without moving, then Jaluda closes in on ‘you
again. Will you now try to disarm her (tum to 171), or
throw her (turn to 247 SRR

oL Ca .. 266 LI PR R
You have mistimed your,move, and Piledriver' slams
the shield home. You are hurled through the air and
career off the back wall, to land in a dazed heap. L;ose' 5
Life Points. If you are still alive, as you try to regain
your senses a body hits the ground near by: it is an
Enforcer with one of Shadow’s throwing. stars embed-
ded in its forehead. iYour companions !seem: to be
holding their own. If you can-survive long enough,
you may:still prevail. You drag?youlfse]f to your feet,
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grimacing’ with pain, to-see the'Master of Destruction
bearing down on you, grinning savagely. /I think your
face’d make ai great emblemi for my shield!’ he says,
charging in. Will you try to meet his attack with a leap-
ing kick aimed over the shield at his head (furn to 217),
drop low and try a'strike: up unider the shield (turn to
73), try to dodge past the shield on his left side (turn
to 38), or use the Power Strike Special Move, if you
know.it, in an attempt to shatter his shield (turnto 2420

LI
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The Poison Finger Master is looking decidedly battered
and he backs off somewhat. You notice Slash beginning
to twitch. "You're a cut-above the others, I'll give you
that,” Tien Hsueh says, .eyeing the supine: Slash: with-
concem. Then he runs forward and dives; on.to' his
hands, propelling himself into.the air. He comes down
in a crouch in front of you and spins around, extending :
 his lleg ina whirling: footsweep. You:deap above his:

leg, but then you realize it:is not the trip: that is the
danger: his long ponytail is'whipping around at. your
‘midriff — and a tiny blade is fixed to its end. Roll one

“dice and add 1 for surprise. If the result is less than or * -

equal to your Defence, tum' to 241.. If, the result is

greater than your Defence, tum to 80.: e b
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[nside the armoury -you find:an: array ‘of weapons.
Most are of the.cybemetic  variety: - energy wh.lps,j. -
shock batons; .attachable ‘blades: and; ;the‘ like. : These
weapons need: to be fixed; on to a cyber;‘arm and so
are useless to you. However, you, do find .a spare
shield of Piledriver's which you, can take if you haven't

ot one already, and:a pair of Enforcer Power Gau'nt-
[ets. Putting these on will add 1 to’ your Power Rating
(note that your Power: cannot go higher-than- 5). As
you are leaving, the Champion,you left to monitor the
Cybermarines is hurrying to meet you: it seems that
the marines are, already in the Mining Control Centre,
and you,will have to vacate this\a;ea, immediately!
TU.I'I’I':DQ'. ‘: i ‘_,_i!‘_‘? ‘ syt g.‘g ‘H i
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You twist the dial. There is, a hiss of ‘escaping gas, and
the door:of the coffin slowly creaks .open. Inside,
strapped to an upright table; is a2 man of middle. years.
Wires and needles retract from his body and the table
he is. lying: on slides down: with an electronic hum.
You approach him; he; feels. cold to the touch, and the
readout tells you that he is barely alive. If you have |
some Katsu' tonic, turn to 8g. If,lyou haven't, 1t"um ;
to€3. .o o L .

T S AT 270 . TS Ve ;
Reduce the time number of your:CyberCage by 1. If it |
is down to.zero, turmn immediately to.gg. If it is not, he " ;.
chops a; hand at the side ofi your neck, but you duck .
under it and he follows: this up, with a chop to the -
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other side of your neck: Giving ground fast, you block
desperately. With unrelenting rapidity, the Overlord
closes his hand:into a fist and snaps his arm straight
driving his knuckles against the bridge of. your nose,
and pain washes over you. Barely moments later, hé
slams. his foot into your chest with a side kick: you are
lifted' off your feet and hurled backwards, your arms
spread wide as' his shouts echo through Cyberspace;
lose 4 Life Points. If you are now down'to zero Lifé
Points, turn straight away to 157. If you are 'still alive,
you manage' to break your fall with your arms when
you land flat on your back. At the last instant your
head clears, in time for you to see the Overlord's foot
stamping down at your head; you roll aside and away,
springing to your feet out of range. Warily you circle
'him and then attack. What will you do now?

A straight:thrust kick at his midriff? - ¢ Tumto 14

A spinning back kick? - ;- ;.|  iTumto 257
A roundhouse kick: to the head? ;4. Tumn to 209
Apunch? .« i 00 g ey Turnto 25

A throw?
e bl
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The Master of Lightning gets to-his feet. 'Wheee!’ he

shouts. ‘This is fun!’ He points with both:hands at you

and Trident, and bolts of: electricity leap from his

fingers. Desperately you roll forward, trying to dodge

the bolt and bring, yourself closer to him.at the same

time. Roll one dice. If the number rolled is less than or

equal to your Defence Rating,; turn to 203. If it is
greater than your Defence, tum to 142.°: :

€.i:,272E;3i; v

You step: forward. and ‘kick = ‘but'ishe adjusts’ her
stance, twisting her right leg inwards slightly, her face
an impassive mask.: Your, instep strikes the bony:part
of the knee: she has turned; to meet your foot. You |
stiffen in: agony, momentarily paralysed by the unex-
pected pain. Kaisho steps up close to you withpanther-
ish speed and grace, glaring at, you like a demon from
hell, and:hooks her right arm under your, left armpit,
gripping, the back ,of your neck with her fingers. She
shouts and turns, intent on hurling you across her hip
to the;grotnd. Roll one dice for Kaisho. If the score is
less:than or:equal to. your Deferice, turn at once to go.
If it is. greater 'than your iDefence; you are thrown
forward, head over heels. You crash flat on, your back;
lose ;3 Life Points. If you are still alive, Kaisho'leaps -
high in the:air and comes: down, stamping both feet at
your chest, You roll aside just in'time, then get to
your- feet; Will: you now feint with a low: kick, then.
punch at her (turn to 102) or. grab for the lapels of her .
tunic and attempt a throw (turn to 1447 '
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You and Trident swim towards the island. You feel
rather exposed, fearful of sudden attack from the dark -
waters below, but you reach land without incident.
You force your way through the bushes round the
edges of the island and step through into a clearing at
the centre. You are surprised to find a simple wooden
hut with a figure standing in the doorway. It is an old -
man with a long white beard and steely grey eyes that
glitter ominously in the light from above. He wears
long, flowing, yellow robes and leans on a gnarled
walking stick. ‘What is this demon from jthe sea? he
asks, pointingat Trident with his cane. His voice is
strong, at odds with his aged appearance. He:looks
you up and down, then adds, ‘Get this beast off my
island — as for you, we have business to discuss.” Will
you send Trident back:.to the others (turn to 220),
leave with;him (hurn to 188) or attack the old man -
(turn to 9517 | T s
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‘Here, - youimay need this,) says Larcen. He'gives you
his rope grappling-hook and you wind it:round your
waist., Then you grip the cable with your hands and
feet so that;you are hanging below it, and inch your way
down. 1t is quite terrifying so high up, and the wind
seems to'be doing its best to part you from the cable,
but you make it safely to the wall of the Spire. The
harpoon has embedded; itself in the concrete and is
very secure, but the window-ledge;is:just out of reach.
After some aerial acrobatics; you manage to tie Larcen’s
hook to the cable. Holding on to the rope, you try
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to swing' like ‘a penidulum' across ‘tothe' window.
ledge. Roll one dice. If the number rolled is less
than or equal to your Equilibrium Rating, tum to
212. If it is greater than your Equilibrium Rating,
turn to 124. K : :
' 2‘75‘ ) ¢

Shaft 11 leads into a warren of tunmels and passages.
Although you mark your way with chalk, you fall
prey to the vagaries of chance. A sudden:rockfall, set
off by a reverberating explosion somewhere near by in
the mines, blocks the passage behind you. Without a
way back, you blunder about in the black tunnels. and

soon become hopelessly lost in the warren of mine

shafts. Your adventure ends here.!
276 il BT

Larcen leads you. along a filthy alley in the old-quarter
of Megapolis until you come to a door'in the side of a
derelict supermarket. Larcen knocks and a panel slides
open. You hear him exchange a few words with the
person behind: the hatch, then the idoor opens. A little
weasel of a man introduces himself as Etla, Mr' Fer-
ranti’s assistant., Etla is a; rough-looking individual,
lacking one ear and with a long scar that runs from his
forehead to his chin. He leers crudely at Jetta but she
just laughs derisively at him. Crestfallen, heileads you:
up some stairs into a long hall above the deserted’
shop. Large, grimy windows line both:walls, and-'the -
_ place is crammed with all sorts of stuffl lying around: '
- food, 1alcohol, clothes, computer parts — you name it.

* Part of Ferranti’s blackmarket stock, no doubt. Etla

TR
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leads you to d'doorat the far end, and you and your:
team step into Ferranti’s office. Turn to 156.. b
[T RS T | P PR i TR
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The Grandmaster draws his sword — but it is riot the
plade you have to worry about; he sweeps the scal:tbal:d :
across in‘an arc and a fine mist of dust anc.l llclllﬂd
sprays out towards your eyes. You step back in time,
and some of it lands on' your arm, but fortunately '
none gets in your eyes. When he sees that you are not
blinded, the Grandmaster actually, lays:down his s,word.
You are about to attack when ihf:' mutters, ‘In, O
Musubi’ You find that you cannot move, as 1f you
were under a spell, and a deathly hush Ffa]lsé in Fhe
room. The Grandmaster stares ahead, unseeing. Putting o
his hands together, he begins to twist them round |
each other, making various shapes and signs. He makes: _
nine different signs altogether, punctuated'by a low,
guttural murmur, as if he were using Inner Strength. |

Suddenly the room:is plunged into darkness and you
find yourself able to:move once more. The Grandmas- N
ter has 'used some kind of: ninja: magic o :create -
darknesst Feeling comes back into ':-your'.‘flimbs.‘. You .
tense and circle warily, moving as quietly as you can.
Senses straining, you fry:to locate your :enemy, who
could be anywhere. Your:spine tingles as you contem-
plate what you are up against. This is the (erandma}ster -
of Ninjas. and a: Master of Innin, the skill of silent :
stealth: or ithe Secret -Shadow: The words above -the;
entrance fo this place come unbidden to:i:your'mmd:'
‘Make the night your friend and.darkness your cloak -

ti
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of invisibility.” You arei at a :disadvantége here, in the
Grandmaster's element: the dark. |

i f

'Your every sense is suddenly concentrated at a poin
in the middle of your chest; you can feel somethin
touch you there. Will you strike out with a puncﬁ
(turn to 18) or slide forward to the ground, and try a
footsweep (turn to 148)? f b

278 N

Stepping over the body, you approach the door ahead
of you; it is studded with dragon-shaped bolts. The
handle turns easily and you step through in a single
fluid movement, ready for action, into another corridor
Jetta just behind you. In the dim light you come face:
to face with a figure, about the same height and build
as yourself, tensed and alert. The eyes radiate sl-réngth
and determination. You can see another person, prob-
ably a woman, standing behind the figure. Will you
attack with a kick (turn to 130) or step back ir:lto a
defensive stance (turn to 59)? :

P
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There jis nothing else here, so you: decide to presé on
upwards into the Citadel. Gingerly: the four of you
step on to the pads where the Enforcers came down.

oo
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There is a rush 'of 'air, and'you are all sucked up into
the tubes. After a few seconds you find yourselves
standing on:metal: plates that:have slid into place -
under your feet. The tubes retract into ithe ceiling and
you step into another large chamber with consoles and
monitors scattered about. Seated at the terminals are
strange hybrids of man and machine: they are wired
into their consoles with tubes and cables so that they
themselves are part of the terminals they work at.: All
of them are staring at the screens, completely oblivious
to your presence. A sign reads ‘Surveillance Control
Centre'. The monitors reveal scenes from Megapolis:
dingy grey streets, the dockyards, the airport, the
mining’ centreiand so on. Three doors lead out of the
room, marked, respectively, Labs, Medtech and ‘Ar-
moury; -and in the middle of the!chamber six more
vacuum tubes lead upwards into the Citadel.

O T AN I NN R ‘
‘Look'at this!’ 'Shadow shouts, pointingito one'of the
monitors. It reveals a battle in progress between some
Enforcers ahd Trident, Slash and RAX. They are
fighting iri a storm drain below the. city. Xavier cheers
as Slash’ demolishes his opponent with a great swing =
of his club. o Co A TG
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' have no wish to put‘a damper on things,* Midknight
interjects, pointing at another screen, but I think this
monitor is more relevant to our immediate situation.’
The scréen reveals about thirty figures, fully' armoured
and'*carrying plasma rifles, moving along one:of the -
mine shafts. ‘Cybermarines, and. they are heading: our: .
way,” Midknight comments. The monitor shows that
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~ they are!in Shaft 66. It won't be. longbefore .they
- reach you, and there. are too many of them for you
fight.: If. you,want to,carryyon upwards immediately
- tumnto 9. If you prefer to leave one of your team t(;
watch the progress, of the ‘marines while, the rest of
" you explore the other rooms, turn to126. ... -
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. Trident. charges; ‘bellowing hiswar ‘cry,. and sﬁings
 his weapon in asgreat back-harided cut at:the: Master

of Lightning’s head.; The: Master :whips ra-gauntleted
- hand up: and blocks: the ‘ golden :tinesof . Trident's
- weapon. There; is a ringing, clang, then. a. flash, .as he
discharges, a surge of electricity into Trident's arm.via
. the,metal weapon, that. is: attached to:Trident's wrist,
The Champion gives-a warbling cry. and is, thrown
backwards, . to fall, senseless, to .the ground. Then
. behind you, you hear:a crash iand a:grunt, followed

. by a fearful shout.and a.splash. The Master of Light-

.- ning strides: towards .you and laughs.. "Your, Neander-
. thal friend didn’t quite.make it — he's. fallen,in! . Sud-
-~ denly he swings; a ;punch at; your:head —:you 'duck
* under; it Just as: well; because; his ucyber-gatintlelrs
crackle: with: blue; energy.. (Note'-that -the Master, of

281-282

Lightning ‘has a Power of 2, 10 Life' Points and a’
Defence of 3.) Will you try to hammer his head with
your fists (turn to 166), try to get him in.a choke-hold
(turn to 245); try to distract him:by stamping on his
foot (turn to 41) ‘or 'wait for his strike; then counter-
attack with a kick (tumto g2 - .+ i

e Ok H T

You wait, but Trident doesn’t come back‘in time. The
atrol boat opens: fire, and a missile roars from the
barrel of its launcher. You try to steer away, but the
AHantis isn't fast enough and the missile strikes you
amidships. It blows the boat in two and you are
thrown into the air by the force of the blast; lose 2
Life Points. You hit the water, stunned. Atlantis sinks
like a stone and is gonei The patrol boat is bearing
down on you fast when a green, scaly hand comes
out of the water and grabs you round the.waist. You
just have ‘time to suck in a lungful of air before
Trident dives fast, and you arrow down through the
dirty waters of the harbour. A barnacle-encrusted
outlet pipe looms out of ithe: murk below, jutting out
of the harbour wall, and Trident swims up into it.
Looking .up, you can see light ahead; after a few
seconds, you break the surface of the water. Tum
tos4. L. T
Deftly ‘you :grasp the. Enforcer’s wrist -and clutch his
upper arm with your: other hand. You spin and drop to
one knee, still holding your :opponent, pulling at his
wrist and pushing his upper arm. His own momentum,

1
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 and your moverent,. serids hirnv: f ing; héaci

heels, to the ground. A hammer fist t):) t?m side -0?‘},1?
head renders him hors. de .combat. However, you l'navS
taken too long to deal with this Enforcer. The séconcei
one steps in and jabs his baton down into your chest
You give.a gasp .of painas, an electric:shock. courses
through you; lose 2 Life Points. If you are still alive
your muscles contract - involuntarily, and- you are
thrown backwards through.the airi' .. luckily for
Shadow,: as it happens, because you .come crashin

dawn on top of Piledriver. He is knocked aside, just a%
hfe was about to finish off a weak and groggy' Cham-
pion. You get: to your feet, face ‘to face, with.an
fnraged Piledriver, the Master .of Destruction; Tum
011“ . . . P . P H ..

B

. P zd S R o
Reduce the tinie ntmber of-;o*i;r CybeiCage by 1 It it
is down to zero, tum immediately to ¢9. If it is'Lnot
_you try to sweep his leg aside, but he is too fask: his
¢ foot slams into_your face and blood spurts from -)-rIOur
 shattered nose 'and mangled lips; lose 4 Life Points. If
you are now down to zero Life Points, turn at once.:to'
157. If you are still alive, using: all your wil]pbwer you
suppress the pain:and fall back. - The Overlord l:;u hs
cn;uelly. What will you trynow? ™ = © - ¢ o

it

A puncfﬂ ' l :.: | s fign
{ A throw? ’

t
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U B BRI

The teeth of ‘the :Cybersaur rip through one of your
poots, but: you just manage to get up in time. The
monster cannot follow you up: the narrow shaft, so it
crashes about below, trying to:widen the concrete
shaft with its talons, but to no avail. ‘That was closse,’
Trident hisses. Cob Lo

i Co 1 A DM ’ :
Seared the scales off you, did: it,” Trident?” R.AX
mocks from’ above. Trident growls in ireply. Looking
up, you can see a light at the top: of ithe shaft: You tell
them all to keep moving. Tum to 247. Pa
N AN by L

1
i

o | 285 o i
You give the island and the water a widei berfh, much
to the relief of Slash and R.A.X. At the far end of the
cavern you find a wide opening' in the wall; it is a
storm drain outlet: water from the heavy. rains and
storms that fall on, Megapolis will drain away:down
this pipe, into the lake and then out to the harbour: A -
thin trickle of scummy water is all there is at the
moment. ; ‘Couldn’t be better: for sneaking into the
Citadel,’ RAX. says optimistically. It looks as dark as
pitch inside: the:tunnel. RAX. reaches up to his, head
and jtums - ori a switch. A beam of light from his
sighting device spears the dark ahead, a thin sliver of
visibility. ‘That's me sorted,” he says. Slash gets:out an
oilskin bag and takes from it a wooden torch, which
he lights. Well, illuminated, you lead the party into the
yawning tunnel ahead. A ‘faint smell of moist decay
and ‘wet rot greets your nostrils. Turn to 203.% ;
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A Bl 86 i Conn '

A host of ninjas' come swinging in on ropes through
the shattered windows. Some are cyborg ninjas, others
appears to be completely humnan, but they all have
dragon symbols on their costumes.. Some are carrying
swords, while others have large.nets. ‘Dragon ninjal’
Ferranti’ exclaims in shock. ‘How did they find us?
They areiled by a woman in a suit ofl omate Samurai
armour. She is blonde and blue-eyed and her face
reflects ‘a; kind of unholy glee at the sight of your
surprised faces. You- notice that vicious sharpened
spikes. protrude from her knee- and elbow-pads and
from the: knuckles of her mailed gauntlets. She is
wielding ‘a Samurai sword, a katana, in both hands.
Etla, iFerranti’s rat-faced assistant, runs over to her and
she smiles in greeting at him as he turns to face you,
laughing. . - o RS

Traitor!"; Féfranti: bellows, shaléng his fist i.n‘,.arage at
Etla. . == { | . . § ;i:-l PR ;‘ .

The woman throws back ‘her head and ”-laug}:\s evilly,
saying, ‘Well; it hardly matters now; does it? You're all
doomed anyway.” : SRR N A

Pl I

As she continues to rant, Ferranti leans forward and
whispers Einlyour ear, That's Jaluda, the Master of
Weapons, but I don’t see the Grandmiaster: who com-
mands the Dragon Ninja. That's just as well — Jaluda’s
bad enough.’ Ferranti. backs, away and his bodyguards
move to cover him. Jaluda gestures and the Dragon
Ninja run to the attack, and a mighty brawl begins.

Larcen, Jetta and Blade are!soon engaged, but-none of
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the Ninja makes for you. Instead, Jaluda ‘strides to
wards you, shouting, “You're mine, so-called 'Supreme;
Ch.ampion!’ (Note that she has a Defenceofi4, 10 Life
Points, and a Power: of 3.) Because of her armoyr
reduce your Power Rating, by 1 for this fight with
Jaluda only. She closes in, sword held highiover her
Eead(.h’:/l\:jlltyou ;cry tz disarm her (tumito 171),: throw
er 0 24) or dodge and -
R o bt g counter-attack flth a
T o i
S : ; 287 i :
You lead the way gamely into the yawning blackness
of Shaft 3, marking your passage with chalk to avoid
getting lost. Xavier's staff provides light.: Eventually
you come to a three-way junction. To the right
Mine Shaft 11 burrows its way into the dark; to the’
left, Mine Shaft 3 continues into: the blackness. As
you are considering which route to follow, you hear
a strange humming sound coming from Shaft 11.
The four of you prepare for combat,; but it is a false
alarm. All that appears out of Shaft 11 is a mining
car. It glides along on powerful imagnetic motors,
floating about half a ‘metre, off ; the - ground; and
moving .at, some eight kilometres ‘an" hour. As it
glides past, you notice that it is about three-quarters
full of rock minerals and ore and is heading along
. Shaft 3 to your left. It is unmanned‘and appears to
Pe fully automated, with room for all -four of you,
if necessary. Will you investigate Shaft ‘11 (turn
.to 275), go down Shaft 3 (turn to 162) or vault
into the:mining_ car and see where it._liakes- izou {turn
tO,:238)?.;: N R B i 3 i i

i 1

i
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The rest:of the crew fall to RAX. and Slash. You
commandeer the Captain’s personal force shield: it has
the effect of increasing your Endurance Rating by 1
and it will also increase your Life Points by 3 while
you still possess the personal force shield (note that
your Endurance cannot go higher than 5). You take
over the patrol boat and sail it in towards the harbour.
As you are approaching land, you spot a glint of light
reflecting. off something and, as you :draw closer, you
see that it is another Enforcer who has been watching
everything through binoculars. A fiery flash suddenly
comes from one of the rocket turrets overlooking the
harbour, and a missile surges towards you. Youtry to
take avoiding action, but the patrol boat isn't fast
enough and the missile strikes you amidships. It blows
the launch in two and you are thrown into the air by
the force of the blast; lose 2 Life Pointss You hit the
water, half stunned. Looking around, you see that
Slash and R.AX. have managed to grab hold of some
wreckage. Slash looks really miserable;in the water.
Then Trident bobs up, beside them. They exchange a_
few words, then Trident grabs R.AX. and disappears
with him under the water. After a:few minutes he
comes back, and takes charge of Slash. A: short, while
later, Trident. appears next to. you. 1 will take you to
an underwater ;cave,‘:beneath" the wavess,’ he hisses.
You ding to his back and he dives. You arrow down
through the dirty waters of the harbour: A barnacle-
encrusted outlet pipe looms out of the murk below, -
jutting out ofithe harbour wallyiand Trident swims up
into it. Looking up, you can see light ahead, and after



a8g-290

. a few seconds: you break the:surface of thewater. Turm
to 34. C A TR
A T T T I R O
- i ;’_n!E 28g. o oabe
Chipping the quartz crystal to size, you fit it into the
loc.k. There is a hum; then a dlick, and the safe door
swings open. Inside! you find a small device that
resembles a remote control, and a strange-lookin
helmet. The helmet is .covered in gadgetry, and-little
pads on rthe inside ‘connect to various parts of the
fkull. Tt is a neural helmet,’ Midknight' announces
‘used for entering Cyberspace’ with your mind. Nc;
| doubt Kaisho used it to communicate with the Over-
! lord face to face, inside his computer ‘world/ Make a
note of the neural helmet on your Adventure' Sheet
Shadow takes the remote control and opens the secret
door, and you alli step through into the: great hall
beyond. Turn to 299. ! $o
The Overlord collapses at your 'feet and his* body
‘s.uddenly explodes in a great shower of multi-coloured
%1ghts.1:The scene dissolves and you find yourself back
in your own body. The Champions have been follow-
ing your fight on the screens of the Cube, but now it is
just a li{)elsls: i}’\lunk of titanium. When! they see that
you are.back, they all cheer ' )i ism.
The Overlord is c{ead! : and' ?PPlaucl*lJY?“f h-e‘mll‘sm.
I . (o F R I Loy
When you leave the Citadel,": o'u; firid the ic borg
servants of the Overlord are .al?sténdingai&i?&%
mindless automata, no longer driven by his cybernetic

'

591—:913

will. As you and the other :Champions: spread: the
word, the humans begin to come: out of their hovels
and hideaways, scarcely able to believe: the truth. Soon.
the whole city is celebrating! Turn to 300. . 7 - i
O R I

The four of you stand in the debris of battle, bodies
lying all around. Shadow doesn't even - acknowledge
the help you gave her; she is too proud to admit that
she was in. trouble.. Midknight is all right — it seems
that the shock batons of the Enforcers had a diminished
effect on his vampiric:metabolism; and Xavier boasts
that not a single enemy got near enough to hurt him.

‘Lucky this time then, weren't .you,’: Shadow sneers.
Xavier smiles - sarcastically back at her. ;Midknight
stares at the bodies enigmatically, his red eyes glowing
in the artificial light of the underground.chamber. You
can’t be sure, but it looks.to you as:if he-is licking his
lips. You take stock of the situation. You' may take
Piledriver's shield if you wish {unless you smashed it,
of course). Other than:that, there is nothing of use on
the bodies' of the vanguished. If you' have both a drill-
and a Rebél Rose,iil-um to 39. Otherwise, Etum to 279.
BRI R LA P S

R T PR TR O aga ¢ vy Taafa
As you idose; the, Captain jabs a punch at' you, but
you drop to: the ground and slide into him, driving a:.
kick up into:his midriff. He doubles up and you hook
both your, feet round one of his:legs: then heave,
bringing him crashing to the ground: You are about to
. finish him off: by chopping a heel down at:his head

i Lk
A

.
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when you are 'sttuck by the Enforcer’s energy whip,
Agonizing, unbearable pain shrieks.up and down every
nerve in your body, buming like fire.: Lose '3 Life
Points and subtract. 1 from your Equilibrium Rating
permanently, since the energy whip has damaged your
reflexes. You are virtually defenceless as the Captain
gets to his feet once more: T A

Fortunately for you, Shadow. Yamoto appears out of
nowhere, hammering the Captain from behind with a
kick to the head. Almost simultaneously she hurls a
throwing star at the Enforcer,: catching him in the
throat. He goes down with a gurgling cry. Really!” she
says. Have you been neglecting your. training? You
grimace in pain and humiliation as she'smiles smigly

at you. Turn to 45. ! o
I e o s Sy
’ i . ;: } . I:
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i i S TR
You kick up between. his. outstretched arms, catching

him in the midriff. .He doubles up in pain and must
lose your Power Rating in Life Points. If he, is now
down to 2 or fewer Life Points, turn at once to 230.
Otherwise, your opponent hisses at you. ‘You're a
vicious fighter, aren't you? he mutters. Pressing your
advantage, you follow up with:a side kick to his head.
‘Whoah!" he cries, as he throws himself into .a back-
wards roll to avoid your kick. You stride after him as
he flips on to his feet. ‘Come on, then,’ he says,
beckoning to iyou with his fingers. Will you now try
to hammer his head with your fists (turn to:166), try
to get him in a choke-hold (turn to 245) ‘oritry ito,
distract him by stamping on his foot (turn to 417, :

294395
R APRUTREIL - - 7 R R L
Kaisho i's}::lio king somewhat: battered. ,:ShEas putshl}.\r;e]: .
hands up behind her head and for a moment you tl o
she is surrendering, but then she whips w_out;tw:i)ri ong,
steel pins from her: hair and:leaps (fomardc,ll \.'I:{ngr
both the ‘dagger-like needles at your shoul e]z;s._.Ren! .
hair flows.out behind her in a wave as slm.z attac lian ol
one dice for Kaisho. If the number rolled is less tf 'tiqr
equal, to your: Defence’ Rating, turn to. 54. | i | is

greater than yotr Defence, turn t'o"z48_..'_§ NS

B e T ‘35}3»-;55}295% ERETRCEE I B A S :;g

‘banks:the' jet'copter round:the: motmta:qa;amd in. - ;
lts(::(rlzdéjthe northern part of thecity, where the:alarllpc:rt tls; .
located. As you close; you lookdown, F)verg:the wallsinto
a.city of seemingly. chaotic.construction. A%mo.ts;l ‘:ti;rery= g
bit of ground-is covered by grey 3f'nonzohthlc b ngs.
People shuffle along the roads, their heads dowré,r,-‘ftrymg .
to keep: out; of trouble. Patrols of _black-clad orcer
cyborgs; are plentiful and cameras moru.t:ora‘fnﬂ:gchv}:ty. ;
everywl’iefe ceaselessly. Suddenly a warning light eftla:i l;es
onthe’copter control console. ‘'We arebeing targ ted by
: several missile systems,’ Blade announces, ik
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A voice comes over the radio. ‘Cargo "copter X153H],
this is Megapolis Control; identify yourself or be shot
down.” Blade replies that he is carrying a consignment
of machinery for the Overlord's automated factories,
‘Roger that, X153H],” replies the voice. ‘But what is
pass code of the day? . . oo P

You cross your ﬁngefs as Blade replies, Pass' code is
Blackhawk 251." :

There is a pregnant pause: Then: ’Son’y, X153H]J, that
pass code is now out of date. You have fifteen seconds
to give correct code or you will be terminated.’

. You will have to think fast. What.are you going to téll
Blade to say? o ! ‘ - ,
"Look, Control, Cargo Admin hust have made a mis-
take — I'm just a delivery flyboy. Let me land and I'm
sure we can sort it out on the ground’ (turn to 333

‘Look, someone at Admin has made a mistake. Just let
me land and I'll make sure .twenty credits find their
way into your pockets’ (turn to 213)? Cy
‘Do what you'like, Control, biit this delivery is ‘'under
direct orders from the Overlord himself. If he ‘doesn’t
get it quick, he's going to be very ratty indeed, and
it'll be the uranium mines for you' (turn to-198)7 '
i | [ - ! :
i 1296 0 oo
The hall is littered with several dead. Dragon Ninjas.
Ferranti has survived, but one of his bodyguards is
‘ dead and the other needs medical attention. Ferranti-
has a medkit among his possessions, and he uses it on
you, Jetta and the bodyguard (regain 3 Life Points).

296

‘That little ' rat, Etla, growls the bodyguard }Nhose
name is Delako. Td like to get my hands on him!

We all would,’ Ferranti replies. ‘But we may still get
the chance, if these Champions can fulfil their mission.” .
He explains that the ninjas will have taken Larcen and
Blade to their base, from where the Grandmaster runs
his secret ninja police for the Overlord. Like all ninja
hideouts, its location is supposed to be a secret. Ferranti
smiles proudly, and adds, But of course | have found
out where it is! The ninjas won't be expecting you to
come after your friends because, as, far as'they're
concerned, nobody knows where they've taken them.
You can sneak in there and rescue your comrades.’

We must do all we can to rescue Larcen, Jetta murmurs
urgently to you. ‘And Blade, of course,’ she adds as an
afterthought. o B |
“You'll have to move fast,’ says Ferranti, ‘otherwise the
Grandmaster will kill them after torturing as much
information out of them as he can’ Jetta blanches
when she hears thid and is even more desperate to

rescue them. Turn to 87. S
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Midknight and Xavier are attacked by :Enforcers. Out
of the comer. of your eye you see, that Piledriver has
gone straight for Shadow and that she is giving
ground as she tries to dodge the hammering steel of
‘his arm. An Enforcer steps forward, cutting at your
head with a baton. Youblock his attack, careful not to
touch the baton itself. Another Enforcer closes in to
attack. You drop into a wide-legged stance, ready ‘to

defend yourself. Elsewhere, Midknight has managed to-

grab one of the Enforcers r‘!ound:the legs and ram him,
- head first, into the ceiling! However, a couple more are
moving in behind" him. Xavier has already taken one
Enforcer out and is dealing comfortably with three
assailants, using the long reach of his cane to keep
them at bay. Unfortunately, you can see that Shadow
is not doing so well. Piledriver has used his shield to
batter her to the ground, where she lies, stunned. He is
now striding over, intent on. finishing her off with his
jack-hammer arm. Will you try to get across to help
her as quickly as possible (turn'to 88), or.do you
decide to deal with the. two Enforcers first (turn to
176)? IR T TP B N

IR PO B

If you have a splash of green on ‘your foof, tumn at
- once to 36. Reduce the time number of your CyberCage

by 1. If it is down to zero, turn immediately to gg. o

If it is not, the _Overloird steps forward and launches a
 straight kick at your face, but you sidestep and turn
sideways away from his strike. The Overlord’s leg.

whistles past your back as you drive the side of your:

i i i

298

foot at”his' stomiach;then whip it up'to his head.'He

blocks your first strike with a forearm, but your 'second
takes him by surprise and slams into his faf:e, His head
swings back as he staggers, momentarily 'stunned.
Where! your blow. landed, a;rainbow of coloure.d sparks
bursts out, and a splash of greenish light stains your
foot (note on your Adventure Sheet that you havg a
splash of green on your foot). The Overlorfl loses 4
Life Points. If he is down:to :zero: Life Points, turn
straight away to ago: Otherwise,:how will :‘yog;-_follow

this up? T T . i;éi’; L
With a'straight thrust kick at his |’ .

midrif? ., -, " Tumto

With a spinning back kick? ~ . Tum to 257

With a roundhouse kick to the head? ;| Turn to 209
Will you drive another side kick at his

stomach, then one at his head? ” Tum to 36
Withapuncht = . . ' .4 Tumtoas

‘With athrow? =~ @ - ; : %%T_: He g s Tumto 2
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agg kL NS
You have: arrived ‘at the Core and find' yourselves.

standing in a large, round, vaulted hall that rises up.to -
a Spire. Tall windows are set into the wall, of the spire, : .

flooding the, room with light. At the base of the; wall
are several ;massive ventilator grilles, behind which
huge propellers revolve slowly, wafting gusts of cool
air round the hall. The only other.entrance is by a set|
of plain double doors. In the middle of the hall sits a’
gigantic cube of titanium steel, glittering in the light.
It is almost featureless except for a computer terminal
set into one face, complete with wires and sockets for
comnection into the:cube. ‘Apart from the moaning
thrum of the cooling ducts, everything is quiet. If your |
team:are Midknight, Shadow and Xavier, turn to 35. If
your team are Blade, Jetta and Larcen,: turn to..260.
If your team are Slash, Trident and RAX,, turn to 174.
L s fisoo SR e
Eventually, .you make

rour way back to Fortress Eter-
nity for.some well-eamed..rest and relaxation. The .
Etemal Champion.is overjoyed at yourisuccess. At a '
great,assembly: in the main hall, he'awards each Cham-
pion with ‘a special medal, and- the new -mayor of
Megapolis ‘presents the keys of the city ‘to them as |
well. The mayor tells you that the people will erect a, '
statue- of you in the city centre; it wilt read. The
Supreme, Champion, Saviour of. Megapolis’ and - ar-
ranged in a circle round -you will be statues of the :
other nine Champions. ‘Don’t worry. — your statue will
be the largest! the:mayor whispers ‘conspiratorially in

‘yourear. | ;.
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Later, at a private 'interview, the Eternal' Champion
declares, T am most pleased with you, my Supreme
Champion. One day, soon, I shall retire, and it is you
whom I wish to take my place. But all is not yet peace
and harmony. Humankind still faces many trials and
tribulations, before the legacy of the Overlord’s tyr-
anny will finally be laid to rest. Who knows what
dangers still lie in our path .. 7 ‘

L




* 'FIGHTINGSTYLES

| " Muay Thai Kiékbox‘ingi. o

This is thff most ;pop‘ular“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 to deliver blows to the opponent’s legs, kn
and thighs. . - =~ - PP _ J.egs'. ees

i o : : Savate ' o
;fSavate. is a ‘style ‘of foot- and ﬁst»ﬁghtmgt‘hétongn-
. ;n.ated.l‘n France. Offensive techniques emphasize front,
side and round kicks to the knee, shin and instep. The

hands are kept open and low to defend agai i
: ‘ gainst groin
kicks. Palm-heel strikes are used to attack the nosgr and

eyes. Later, both mid-level and high-level kicks. were-

addedktothestyle.: ST T

A generic term for many varieties of Chinese martial
arts. There are two main: divisions: southern style,
emphasizing : strength and power, and the northemn:
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 .
todetail here, - . .- . . L] T

T A LAY .Y;:ii T ‘;.;! L1
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B ';-;. q;ﬁi Kﬂrate,g.‘; G
Karate, meaning ‘empty 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, forearm, instep, heel, ball
of foot, edge of foot and knee. . . - ¢

D ~Aikido ¢ o
Means “Way of Harmony’. A 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_locksin response.to aggression. .

The 'art of‘:’--é.upple'ﬁéséxiand pliaﬁéy".' jujubsu techniques | '’

‘include striking, kicking; kneeing, throwing, choking, : -
"and especially joint. locking.. Originated in Japan, and
‘miay beas old as the thirteenth century.® = - - =~

g



.~ Ninjutsu . ; _,

The ‘art of stealing in’ or the “art of invisibility’, 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 climbing were also taught. -
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