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* INTRODUCTION

Your f:rst adventure after ieavmg your home on the edge of the
Northern Waste was to rescue the fair-lady; Lady Arowen from.
the clutches of the Evil Necromancer, Zandabar, and Sir Roderick,
renegade brother of the Baron:of Drakensfeld. As a result Lady
Arowen; was able to marry the Duke of neighbouring Romark,
and the threatened war: between her. father, -the. Count. of
Esgaron,,and the Baron of Drakensfeld (who was thought to have’
kidnapped her) was averted at the last moment.;. . . i
The marriage of the Lady, Arowen to the Duke:of. Romark was ‘

a splendid occasiort for all concerned, and especially for youas the -~ | '
guest of honour, The feasting went on for days, (and included -~ %
many dishes you had never, before seen or heard of) and the . =
entertainments were unforgetable. The latter included jousts,
performing animals, minstrels, tumblers, jesters, 'and ribalds of all Bk
kinds. One of the minstrels even sang a ballad concerning the -
brave deeds you had performed in rescuing the fair Lady Arowen - .
from the dungeon of the fiendish Necromancer, Zandabar, and - *

the wicked Sir Roderick!!

The most enjoyable aspect of the festivities was the respect and _ g T

admiration in which you were held by the other: guests.
As to, your rewards, you would have needed two wagons to
carry all the riches showered upon you by the Count and the -

Duke, and the Baron rewarded you will all the castles and lands of - by

his rebellious brother Sir Roderick.

The celebrations were coming to an end when the Count and
the Baron asked you to go over certain details of your adventure - .

once more.

You recounted the incidents which interested them, and then o
basked .in the light of your recently won glory whilst they -

discussed other affairs of state. The Count called for some fine'-

wine to be served, and you stared contentedly out of the wmdow, R

not really listening to their conversation.. o
‘The accursed Firelord!! boomed the Count suddenly, in answer -
to some question of the Baron. ‘Aye, still his ravages go.

unchecked, but how to put an end to them? Of the army Isent to - - S

invest his fortress not more than a quarter returned, claiming that

the very ground around them burst into flames at the Firelord's ._ g
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command before they were two leagues from their goal.”

‘And so,” said the Baron, ‘his minions are still free to waylay
merchant caravans passing through our lands.’

‘Aye, only last month one of my captains was captured to die in
the gore of the Firelord’s arena during one of the many combats
he stages to gratify his blood-lust,” the Count replied. -

The Baron paused in thought for a moment,” and then
continued: ‘The Black Arts of the Firelord are too powerful for the
swords of warriors to overcome, but perhaps one lone adven-
turer, also skilled in the realms of magic, could succeed where
armies have failed? [t seems that the only means of entrarice into
the Firelord's citadel is to be captured by his minions, but once
there perhaps some way could be found to destroy the source of
his power. Now where would we find the hero to attempt this . .?’

Both Count and Baron looked at you expectantly. ;.-

"+ The favour of nobles is fickle, and can be taken away as easily
as it is given. You had the sinking feeling that before you could’
enjoy ycur newly won riches you would find yourself in the
FORTRESS OF THE FIRELORD.... : s
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ANOTE ON'ADVENTURING

Unlike most ‘other adventure books, Linicorn - Fatemasters do nof: |
channel adventurers down specific pathways, and yoware free to:- -
wander about where you will., Ceeen
Obviously this may result in your visiting the same.area more
tham OTICE. ¢ oo o i L e e e e
To help ‘'you keep track of where. you have been; maps are

provided for. all the main areas. It is.suggested that you transfer. . ©

these to your..own. Master Map. as ;you .proceed ‘throug'h the
adventure. Rooms will always be as you last left them, so ignore:

any references to monsters which you have-dealt with already.

Although. this .adventure can be completed enjoyably as it.
stands, it should ideally be preceded by TREACHERY IN DRA--  ~
KENWOOD. To play it you will need three six-sided dice, pencil,. -
paper and, eraser. If you have- gone -through the'" first ;boqk. K
successfully, then you may use your -doughty hero in this-
adventure also - go to section 1. Otherwise, the first stepis... -




' CREATING A CHARACTER

In creating a character you should use the Character Log provided.
. Either write in pencil or make photocopies of the log sheet for
~ future use. ‘ . c
.To find your STRENGTH SCORE roll one dice and add 6 to it, giving
a total between 7 and 12. At the start of your adventure your
STRENGTH POINTS will equal your STRENGTH SCORE." - -
Your STRENGTH SCORE will remain the. same throughout the
‘adventure. Your STRENGTH POINTS will increase and decrease as the
adventure progresses, but can never exceed your STRENGTH SCORE.
Whenever you have 10 or 11 STRENGTH POINTS your ATTACK
BONUS will be +1, and whenever you have 12 STRENGTHPOINTS your
 ATTACK BONUS will be +2. P . ;
*..Whenever. your STRENGTH POINTS drop to 3 or 4 your ATTACK
_ l;;ms will be-1, and if they drop to 2 or less you ATTack Bonus will
=2. o L - .
ATTACK BONUS can be increased by magical weapons, and will be
fully explained in the combat section.

. To find your AGILITY SCORE roll one dice and add 6 to it, giving a
total between 7 and 12. At the start of the adventure your AGILITY
POINTS will equal your AGILITY SCORE.

Your AGIITY SCORE will remain the same throughout the
adventure. Your AGILITY POINTs will increase and decrease as the
adventure progresses, but can never exceed your AGILITY SCORE.

Whenever you have 10 or 11 AGILITY POINTS your DEFENCE BONUS
will be +1, and whenever you have 12 AGILITY POINTS your DEFENCE
BONUS will be +2.

Whenever your AGILITY POINTS drop t0 3 or 4 your DEFENCE BONUS

;will be -1, and if they drop to 2 or less your pEFENCE BoNUs will be
-2, :

DEFENCE:BONUS can be increased by magical armour, and will be

fully explained in the combat section. :

In'situations requiring feats of agility (climbing walls, jumping

~over pits, and so on) you will be asked to throw against your
aciLTy. Throw two dice and note the result. If this is less than or
equal to your current AGILITY POINTS you will succeed in your task
~- otherwise you will fail.
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Gimilarly, in situations requiring feats.of STRENGTH you wﬂlbe
asked to throw against your STRENGTH. Again you throw two dice
and note the: result. [f this is less than or equal to your current
STRENGTH POINTS you will succeed, otherwise you will fail.
To find your POWER CORE roll one dice and add 4:to it, for a total

of 5 to 10. At the start of the adventare your POWER POINTS will -

equal your POWER SCORE. e L
Your POWER SCORE will' remain ‘the: same: throughout the:

adventure. Your POWER POINTS will increase and decrease as the . ..
adventure progresses, but may never exceed your POWER 5CORE. '

POWER POINTS are used in spell casting, and will be fullyrexplained .
in the magic section. - T e e

The nature .,bf. this. adventure -.dicteifes'.-éhatffyou';ﬁ*iﬂ—ﬁ.Havé-no ‘

weapons or equipment of any sort at the beginning, though you -

may find some as the adventure progresses. T A T
Initially you will have to. depend: upon ‘your -wits, ‘magical

powers and combat abilities.© . .. .0 0n Lk




COMBAT

The combat system in Unicorn Fatemaster Adventures is geared in
favour of the player - after all, it's You who are the hero in this
adventure! Nevertheless, fighting is a dangerous occupation, and
you will be risking death every time you enter into it. o
The ATTACK BONUSES of yourself and your opponents. depend
upon STRENGTH POINTS, and magical weapons (if any). When you
throw dice to see if you hit your opponent.you then.add your
ATTACK BONUS to the resulting score. If you are low on STRENGTH
. POINTS you may have a negative, bonus, which is subtracted from
your dice throw.
‘The: DEFENCE BONUSES of yourself and your opponents depend

| upon AGILITY POINTS and armour (if worn). When you throw dice.
to see if you.hit your opponent iyou then subtract his DEFENCE

BONUS from the resulting score, as does your opponent when he

tries to hit you. If you are low on AGILITY POINTS you may have a.

negative bonus, which is added to your opponent’s dice throw.
The DEFENCE BONUS of - the various types of armour is given
below:

Chain-mail | +2
Leather . +1
Shield +1.

Certain magical armour will have increased - DEFENCE BONUSES
which: will be revealed when the armour is found. If an attack is
successful the defender will receive a certain amount of damage.
How much damage.is received will depend upon the attackex’ s
weapon as follows:

_Battle Axe . 5 Damage Points

Long Sword. .4 Damage Points ..
.- Short Sword 3 Damage Points

Dagger 2 Damage Points

Fist - 1.Damage Point :

- NB Your character may not carry more than one shield or smt of
armour, or more than three weapons at once.

Magical weapons will inflict increased damage, and the DAMAGE

POINTS inflicted by monsters not using weapons will be .given -

when they are encountered.

All DAMAGE POINTS received from a blow are subtracted from the
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defender’s 'AGILITY POINTS ‘or* §TRENGTH POINTS.  You' may: demde
which your wish to reduce. Your opponents always reduce their
highest points total. If STRENGTH POINTS O AGILITY POINTS are -
reduced to zero the defender falls unconscious. If this happens to
you whilst fighting a bloodthirsty opponent you will never wake'.
up. Otherwise, you could find yourself a prisoner in some dismal
dungeon, but there may be a chance for‘you to escape! S
In some combats you might be faced with a number’ of ‘
attackers, but no more than two of these may attack you at: the'-
same time, and you may only attack one at once. - ' ‘
The combat steps are as follows: :
Step1 Throw twodice. = ¢ - '
Step 2~ Add your ATTACK BONUS (if any) to the resulf.

Step 3 " Subtract your opponent’s DEFENCE BONUS from this:*
Step4 If the result is iow 9 or more, then subtract the DAMAGE S

POINTS you inflict from your opponent’s STRENGTH POINTS Or AGILITY'

pOINTS and to go Step 1. If the result is 7 or 8 then subtract the' " -

DAMAGE POINTS you inflicted from your opponent and go to Step 5.
If the result is less than 7 then you have falled to hit, go directly to _’
Step 5.
Step 5" Throw two dice (for each opponent attackmg you) -
Step 6 * Add your attacker’s ATTACK BONUS(ES) to the result(s}. -
Step 7 ‘Subtract your DEFENCE BONUS (if any) from the result(s).

Step8- For each result which is 7 or more subtract theDAMAGE

rOINTS inflicted from your AGILITY POINTS or STRENGTH POINTS, and
amend your BONUSES if necessary.

Step? If youandyour opponent(s) are shl! alwe and y0u don to g

wish to flée then go to Stép 1.

If you wish, you may flee from combat. What happens: w:ll . .:.' 
depend ‘apon where you are and whom you are ﬁghtu}g REEE
Sometimes you will escape unharmed, at others you will be' T

caught from behind and (probably) killed.
On some occasions you will suffer surpnse attacks; m wfuch
case the combat will begin'at Step 5.
o  Example of Combat. - 2

Rogo the ‘Dwarf has'9 STRENGTH POINTS and 11 AGILITY POINTS,

wearing leather armour and has'a magical short sword which adds’_‘"\' Ry

1 to his AYTACK BONUS and does 4 DAMAGE POINTS; His ATTACK BONUS®

is +1 (for the sword} and his DEFENCE BONUS is +2 (+1 for the leather S -

armour - and +1 for his 11 AGILITY POINTS). el

..




. He meets a Goblin with 4 STRENGTH POINTS and 8 AGILITY POINTS
who has_chain-mail armour and a normal short sword. The
Goblin’s ATTACK BONUS is 0 and his DEFENCE BONUS is +2 (for the
chain-mail). _ L

Rogo attacks the Goblin and throws a 9 on two-dice (Step:1). He
“adds his ATTACK BONUS of +1 (Step 2) and subtracts the Goblins
DEFENCE BONUS of +2 (Step 3) leaving him with a result of 8. Rogo
has inflicted 4 DAMAGE POINTS on the Goblin (Step 4) which the
-Goblin subtracts from his AGrLrry POINTS (his highest total). The

- Goblin now has only .4 AGILITY POINTS, so his DEFENCE BONUS is
‘reduced by 1 and is now only +1. S

The Goblin attacks Rogo and throws 12 on two dice (Step 5). He
-has no ATTACK BONUS to add, but subtracts Rogo’s DEFENCE BONUS of
+2 leaving 10. As this is still high enough to hit, Rogo takes 3
DAMAGE POINTS from the Goblin's short sword, which he subtracts
from his STRENGTH POINTS, now reduced.to 6 (Step 8).

Rogo decides to fight on and throws 7 (Step 1). He adds his
ATTACK BONUS of +1 (Step 2) and subtracts the Goblin’s DEFENCE
BONUS (now reduced to +1) leaving a result of 7. The Goblin
receives a further 4 DAMAGE POINTS, which are now removed from
his STRENGTH POINTS 3s these are now equal to his AGILITY POINTS.
The Goblin now. has no STRENGTH POINTS left, and falls into a
bloody heap at the victorious Dwarf's feet.
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* MAGIC

You have been schooled:in the magical arts, and so there are a
number of spells which you may use during the course of.this
adventure. Each spell costs a certain. number of POWER POINTS. to
cast, and these are subtracted from your total:POWER POINTS in the
same way as you lose STRENGTH POINTS and AGILITY POINTS during .
combat. .. - e e o

POWER POINTS are also used in defence against the spells of your:
opponents. When an opponent casts a spell at.you, throw one dice
and add 1 to the result. If this total is less than your current total
pOWER POINTS then the spell has no effect upon you. If the total is
exactly equal to your POWERPOINTS then the spell has no effect, but
your POWER POINTS are reduced by 1, even though you have castno .
spell yourself. If the total is greater than your current POWER
rOINTS then the spell works against you at the full effect.

The same process is used when you cast spells at opponents. -
Those whose POWER POINTS are given in brackets may not cast
spells themselves, but may still use their POWER POINTS in defence
against your spells. . . e . - - e

The spells you know are: .

_ - A, Defensive Spells o
HEALING When you cast this speil on yourself or someone else
it will restore 6 points to either AGILITY or STRENGTH. It will not
raise points above your initial STRENGTH, SCORE Or AGILITY SCORE,
however. HEALING costs 1 POWER POINT to cast. S
FOOTSTEPS This spell causes a noise no louder than footsteps
to recede slowly away from-you. The .noises can be voices,
laughter, shufflirig, groaning ‘or anything else, including foot-
steps. ltcosts 1:POWER POINT to cast and is usually used when hiding
to confuse pursuit: = .+ vooow TR
INVISIBILITY -This spell works on the minds.of creatures you
can see at the time of casting so that they completely ignore you.
They may still hear you or bump into you in spite of this, but.if
you enter into combat with them your DEFENCE Bonus will be
increased ‘by. 2 for that:battle. Any creatures you meet AFTER
casting the spell will see you quite clearly, however, and your
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DEFENCE BONUS will return to normal for them. The spell costs 2
POWER POINTS to cast. . . e

. o . . B.Miscellaneous Spells.. . . '
SESAME This spell willopen locked doors; chests, etc, evenif the
locks are magical or the doors are secret or hidden. If the locks are
trapped, however, the traps will still go off. The spell costs 2 POWER
.. -POINTS to cast. - - I : o
- 'LIGHT Wher a light spell is cast upon an-object it will-glow
. brightly enough-to light up:a whole room. This is a delicate spell,
and-will cease to'work if the object is moved. Light costs 1 POWER

P ‘ . POINT to' cast. - .~ 3

¢ FLYFEET Casting a FLYFEET spell upohyourself will enable you'to
..+ climb seemingly impossible walls and-even walk on ceilings. The
- spell costs 1 POWER POINT tocast, and makes both your hands and

feet sticky enough to adhere to the most slippery: surfaces. As
... soon as your hands are free and both feet are on the ground after”

+ climbing, the spell expires. This means that to climb.down a steep’
cliff, have a look round, and then climb up again would require

' you to cast the spell twice.

.- FLOAT  This spell has two effects. If cast in the air (if you were

. falling off a cliff, for example) it will enable you to float gently
'+ “down to the bottom so that you receive no damage on reaching

- the floor. If cast in water, it.will enable you to float like a cork, even

.. if you are carrying a heavy load. In either case, it costs 1 POWER
 POINT to cast and expires when you reach firm ground. R

o R o AﬂttackSpells s
" SLUMBER:-Any creatures you cast thissspell a could:fall irito 4
.. deep sleep if they fail to defend. against it. Once. asleep, creatures.

can be bypassed, robbed or killed in perfect safety.r.. = ...,

" ;. Tocast the spell, throw three dice — this is thezoTAL umberof
. AGILITY POINTS which can be removed from the.creatures.youare

- attempting to SLUMBER..Any creature whose AGILITY POINTS reach

+ zERO will fall unconscious, but those creatures youdon't reduceto .

- ZERO AGILITY. will fight on with their ORIGINAL number of AGILITY |

N For-example‘,'Rogb‘.-éa'é'ts a SLUMBEiirafSéH at three Goblinsyeach
- having4 aciLITY POINTS. He scores 11 on three dice, so.two of the

Ty N

Goblins fall uniconscious, but the third fights on with his full quota
of 4 AGILITY POINTS. : : o : :
The spell costs 2 POWER POINTS to cast. R
REPEL UNDEAD This spell can cause mindless undead crea-
tures (zombies, ghouls, wights, vampires, and so on) to leave you
alone and move away from you. If they can move no Furgher away
they will stand still, but will retaliate if you attack them in spite of
the spell. REPEL UNDEAD works in exactly the same way as SLUMBER -
_ throw three dice and remove this total from the Undead"
creature(s)’s AGILITY POINTS. The spell costs 2 POWER POINTS to cast.
POWER BOLT If you cast this spell at a creature it will receive 1,
2, or 3 dice worth of damage if it fails to save against it. Only one
creature can be attacked at once, but aLL the damage is taken from:
the creature’s STRENGTH POINTS whether these would be reduced to
ZERO oT not. o o
It costs 1, 2, or 3 POWER POINTS depending upon how much -
damage you wish to inflict. o .
Magic spells are precious and should be used sparingly. POWER
POINTS can be regained only through a peaceful night’s slee.p’
(which brings them back to your POWER SCORE) or by certain’
magical means. There is little chance for uninterrupted sleep” .
whilst adventuring, however, and once you have used up your
POWER POINTS not only can yml.-ll cast no more spells, you cannot
defend against the spells of others. \
Castingg spells dexE\Gands concentration, and is difficult during
combat. If you wish to cast a spell during combat, that combat
round begins at Step 5. If you receive no damage, then your spell
will work. If the opponent hits you, however, the spell fails,
though you still lose the POWER POINTS it would have cost you if you
had been successful.

EMple of Magic in Combat

Rogo the Dwarf has been fighting a Wolfman but has fqund that
his weapons cannot harm him. He decides to cast a 2-dice POWER
BOLT at the creature. S
A round of combat begins at Step 5, but the Wolfman manages
to hit Rogo, and he loses 4 DAMAGE POINTS in addition to losing the
2 POWER POINTS that his POWER BOLT would have cost. o
In the next round of combat the Wolfman throws 2, missing
Rogo whose spell goes off. The Wolfman attempts to save against
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magic (he has (3) ‘.POV\"ER POINTS), but throws 4 so ‘.th'e POWER BOLT
hits him. Rogo throws 9 on two dice, and as the Wolfman has only
7 STRENGTH POINTS he falls to the floor in a charred heap.. ..

A LAST NOTE ON ADVENTURING

There are a lot of dangers to be overcome in this adventure and it
is possible that your first characters will die in attempting it. If this
occurs, throw away the map you have drawn, and create.another
character. There are a number of different entry points into the
adventure proper, so you will not need to retrace your steps in
subsequent attempts. Your adventure begins at.section 1...
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+1-2,
You.were right® After choosing a'suitable disguise you found
-yourself accompanying a number of merchant caravans whose

. routes skirted the Firelord’s domain.

i Nothing untoward has occurred, and-you are beginning to

. wonder why you ever left home in the first place. At least your

“ saddle-soreness has worn off now, and this, your fourthjourney,
_has been:made more enjoyable by .the presence of Farak; a
swarthy merchant from the:south who seems to have an endless
-store of amusing anecdotes.. - . - . . Lo Ll
- For.the past few days you have been passing through the area

- 'where most of the caravans have disappeared. Now you are
< almost clear of the region, and it looks as though nothing will
. 'happen on this trip either... ‘

' Suddenly, a wall of flame sprihgs up at the head of the column,

¢ .- and a horde of hideous Orcs charges screaming from the woods
+ 'which line the road. You notice that their shields bear the emblem

. ‘of a fiery hand, but before you can prepare yourself for combat a

;" strange weariness comes over you. In trying to fight this you use

.up-what little strength remains, but the last thing you see before

.your eyes finally close is the grinning form of Farak, his upraised
-’ hand bathed in flame...

If you chose to disguise yourself as a MercHant, then go to

¥ . section 70.

. Ifyou chose to disguise your‘se]f as a Caravan Guard, then go to

o . section 139.

If you chose to disguise yourself as a Scribe, then go to section

Ifyou chose to disguise yourself as d_l_Wagon Driver, then go to

" section: 277.

2

“You open the door without too much trouble.

- If you went to the north door, then go to section 409.
- If:you went to the west door, then go to section: 295.

.+ If you went to the east door, then go to section 325.

- If you went to the south-east door, then go to section 37T,
If you went to the south-west door, then go to section 404.

: _ 3
In a pouch in one of thfozaddles you find a dagger. Make a note of

is on your Character Log. o 7
thl':l;'hrO\!‘.r'\a' two dice. If the number is-odd, then your search has
been disturbed by an Orc. Make a note of this section and to to -
section 249. _ L ‘

If the number you threw was even, then go to section 428.

If you have returned to this section after defeating the Orc,
then you find he is wearing leather armour, carries a short sword
and has two gold pieces in his purse. If you wish to take any of
these, then make a note of them on your Character Log and go to
section 428, S ER SR

The area around this pit is smooth and slippery with years .of' use
_ it appears that this is where the tribe throws all its rubbish.. -
Throwfaﬂgainsth your t‘;is(;:.l'cﬁlzr;l.1 a0, -‘ B
If you fail, then go to s . : _ o
If zoﬁ succeed, ygou manage to avoid slipping over the edge of |
the hole at your feet, at the bottom of which you can see a red poql =
of lava. Go to section 169. . R T

If you have the Firegem in your possession, then go to section
83. C .
Otherwise, go to section 123.



,t".

You are standmg in a we]] furnished room contammg 2 bed a
- couch and some chairs. A flagon of wine and a haunch of meat
" (which:you add toryour provisions - make a note of them on your

: Chamcferl.og) ;stand on a small table. -

! If youwish to search the room for valuables, then go. to section
128

- you wish to sleep here, then make a note of thls section and
go tosection 388. - ; C e

If you wish to. ieave thxs room,. then go to'section; 240 oL

A

-,'!Y,: PRSI

. o i ) 7 . L o
Throw agamst your Acmry. If your are successful you manage to
-open the trap-door and go through, though the door itself sprmgs

: shut behind you. Go to section 19.

- If you fail, you cannot open the trapﬂoor before you lose your
- grip on the wall or your FYFEET spell wears off. Take 3 DamaGe
~POINTS Prom the fall and goto section 495.

If you cast INVISIBILITY to sneak past the Orcs; then go to'section

79 if you wish to.go up. the stairs, or to sect1on 114if you wmsh to

80 to the trap-door.

If you cast INVISIBILITY to attack the OI'CS, then go to section 44 -

and continue combat. - .
If you cast FOOTSTEPS, this- wdl work only if you are already

- invisible. If this is so, then the Orcs disappear in pursuit of your

- spell - go to section 233. Otherw:se, go to section 44 and continue

"+ combat. .
" MISCELLANEOUS spells and REPEL UNDEAD will have n no bearmg on
 this situation, go to section 44 and continue combat. : .
__All other spells work as normal. Go to section 44to determine
the results andfor continue combat.

The armour is- maglcal and.adcls 36 your DEFENCE BONUS (rather

than chain-mail’s usual 2) when worn. This is unaffected by any -
loss of AGILITY POINTS. Make a note of this on your Character Log,’
then return to the section whose, niimber you last noted.

You are standing at a crossroads where four narrow passages -
meet. Down the passage to the west you can see it is joined by .-

another passage from the north, while the eastern passage seems =

to enter a cavern of some sorts. You can hear the sound .of
running water from the south and see that the northern passage
ends in a stout wooden door. :

If you wish to go north, then make a note of this section: and go o l_; i

to section 483. .
If you wish to go south, then go to secﬂon 354.
If you wish to go east, then go to section 52.
If you wish to go west, then go to section 87.




11-12

11
Throw against your AGILITY.
If you are successful, then go to section 240.

If you fail, then you close the door, but very noisily - go to
section 88.

12

: You are. standmg in'a room with stone walls and a straw—corvered
floor. A passage leaves the room and goes to the north-west.
If you wish to search for secret doors, then go to section 357.
If you wish to sleep here, then make a note of this section and
-go to section 85.

If you wish to go down the passage to the north west, then go
to section 432. :

13-15

13
You pick up the decanter and notice the fine workmanshlp and
intricate designs embossed upon it. Pulling out the stopper, you
take a.sniff at the fine wine it contains... -
If you wish to take the decanter and goblets, ‘then make a note
of these on your Character Log. . |
Return to section 225

The Orc reaches for hlS keys and notices they are gone' He draws
his sword and glares at you. - . o

[f you wish to cast a spell, then write down its name and £o: to

section 499.

If you wish to attack the Orc, then make a note of this section |

and go to section 249. .

If you wish to give him: his keys back and say you don’t know
what came over you, then go to.section: 49.

If you have returned, to this section after defeating the Orc,

then you notice he is wearing leather armour, carries a short

sword and has two gold pieces in his purse. If you wish to take any

of these, then make 2 note of them on your Charaa‘er Ing and go to

section 372,

IF Malgar Teft ‘the Toom because you “used FOO‘I'STEPS in
con]unchon with INVISIBILITY,. then go to section 280.,

Otherwise, Malgar’s small key fits the lock and you fmd the

casket contains-four large gems worth 30.gold pieces each. If you

wish to take these, then note them down on your Character Log - S

before.returning to section 366. -




:16-18

.You find no secret doors. What you do find are two spy-holes in
the eastern wall of the passage which runs from north to south.
Through these spy-holes you can see a .guardroom containing

four well-armed Orcs who have just sounded the alarm!
Go to section 39. S o

L 17

You are standing at the southern end of a passage which runs
from north to south. To the north you can see that the passage
leads to a circular chamber. To the south the passage enters a
large, well-lit natural cavern containing the dragon you have
already met. The dragon appears to be dozing once more.
Make a note of this section number. -
If you wish to go north, then go to section 466. ‘
- I you wish to cross the cavern ignoring the dragon, and head
 for the south-east exit, then go to section 361. ,
- If you wish to cast a spell, then write down its name and goto
‘section246. : '
If you wish todraw a weapon and attack'the dragon as it sleeps,
then go to section 286. - ' _
If you wish to attempt to stedl some of the dozing dragon’s
treasure, then go to section 328. ' ‘ '

18

'Throw against your AGILITY. If you are successful, then go to
section 467.

If you fail, then go to section 398.

19-217

19

You are standing in a stone passage whichrrdhsrfrom east to Wt_ést. :
To the east you can see that the passage ends in a staircase going
down. There is a trap-door at your fee‘t,__bt_Jt the only way of |
opening this appears to be by standing upon it.
If you wish to go west, then go to section 557. |
If you wish to go east, then go to section 417. IR
If )zou ‘wish to try to open the trap-door, then go'to section 78.
Throw two dice. If the number is even, then they believe you and
let you through the gates. Go to section.342. .. =
Igthe number you throw is odd, then they do not believe your .
story and attack. Go to section 451 and begin combat,at Step 5..

You are standmgm ar-pas'sag‘e which runs from east to west. On

either side-of you are doors in both the riorthern and- south‘e_m‘, SR
walls, neithier of which are locked. Further west along the passage =
is a similar pair of doors, while to the east, you can see that t_he o
passage ends at a T-junction where it joins another passage whnch

runs from north to south. ‘ _ T
If you wish to go through the northern door, then go'to section
If your wish'to go'through the southern door, then make‘a note_
of this section and go to section 182. . i
If you wish to go west, then go to section 244, "
If you wish togo east, then go to section 159. o

T ST



22-26

o 22 .
You struggle with all your strength but.are unable to break free
from the weeds’ vice-like grip. Slowly, they drag you under the
water stifling your last cry ... Go to section 321,

 Your well-aimed blow strikes Farak perfectly, but unfortunately
it is not fatal... : . ' :
Go to section 258.
S o 24 .
You wake up suddenly when a bucket of water is thrown in your
- face. Looking around, you see that you are in the middie of the
arena and that two ferocious-looking wolves are bearing down
upon you!! You are too weak too fight or cast any spells... Goto
section 321. o o '
The old man spits at you and angrily replaces the stone. You tap
on the stone again, but the old man ignores you. Return to the
~ section whose number you last noted.

You are standing on a walkway on top of the wall connecting the
gatehouse and one of the towers in the southern corners of the
courtyard. There is a door at either end of the walkway. On top
of the gatehouse you can see the shadowy figures of a number of
guards. ‘

I you wish to go through the door into. the gatehouse, then go
to section 158, o ‘

. If you wish to go through the door into the tower, then go to
section 377. _ R . . o :
If you wish to jump off the wall, then go to section 62. . , ..

If you wish to cast a FLOAT spell before jumping off the wall, then
go to section 95. . .

27-30:

7.

Your arﬁlj is still firmly held, and you are unable to flee. GO .t'o]- | S

section 482 and continue combat at Stép 5.

As you touch the door, you hear a grating sound, an‘d-look‘ing’up:

you see a'large block of stone falling towardsiyou!‘l FEE
Throw against your AGILITY. AT
I you are successful, then go-to section 68, - e
If you fail, then go to section 106. =~ = =

You spend some frantic-moments:looking for a secret panel or
some other means of activating the teleportation mirror, to no
avail. To your horror, you realise that the key is probably the
amulet which Grogarak has takenf!! ... . .. . . SRR
Turning around, you see that the lava is.now flooding.out from
the chamber floor, and has.already cut off your way of escape...

You console yourself with the thought that you have desstroyed » I
the power.of the Firelord forever, even though you won t;..hve to -

tell the tale. ..
Go to section 32, .. . :
- |
Throw against your STRENGTH. .. .. S
If you are successful, then go to section 409. -
If you fail, then go to.sectior 89. - R,

ok




31-33

. 31

Tending the stables isn't such a bad life so far, at least you are fed
- regularly. You have not been able to pursue your quest, however.
Itis proving tobe difficult, as the gates into the cliff face from the
courtyard are always guarded and at night you are locked in your
cell at the base of the tower. All your weapons and armour were
. taken when you woke upiin.your cell on the first day -~ make a note

of this.on your Character Log. - L
Every day, the gates in the southern wall of the courtyard are
opened while food is brought in by slaves under the gaze of Orc
overseers, who are not slow to use their snake-like whips on these

- .unfortunates.

. If you wish to forget your quest and make a dash through the
. gate to the outside world, then go to section-66. - .

If you wish to try to escape from your cell at night and thus
pursue your quest, then go to section 101. .

If you wish to await events, then go to section 140.

_ ‘ L gy | .
The doors are securely locked. If you wiskito open the door with
a SESAME spell, then go to section 110 - _

_ If you wish to try a key in the doors, then ' make a noté of this
.- séction and go to section 192. ; e A Lo

If you wish to ram the doors down, then make a note of this
" section and go to section 126. : :
If you wish to return to the centre of the storercom, then go'to
section 242, : :

" Throw against your AGEITY.: - - . :

If you are successful, then go to section 488. :

I you fail, then a number of Orcs enter the room, search it, and
find you. Go to section 318. - :

34-35

You go into a small chamber which has.only one entrance. Ini a
niche in one wall lies a large gem which glows with a strong red
light (the FIREGEM), whilst a very finely crafted shield sta.nds inone -
corner. You pick up the Firegem - make a note of this.on your
acter Log. : - .

ChlafryouL:rgish to examine the shield, then make a note of this
section number and go to section 176.

If you wish to leave the shield and return to the Firesnake, then
go to section 211. E Sl ' o

If you wish to take the shield before returning to the Firesnake,
then go to section 351. | .

35

Throw against your STRENGTH. _ _
If you are successful, the door gives way and you hurtle into the.

room behind. Go to section 443. o '
If you fail, then take 2 DAMAGE POINTS from the collision and

return to the section whose number you last noted. . :

Y



. 36-39

‘ ‘ 36
The Orc Champion enters the arena. You recognise him as one of
the Firelord’s followers who was sharing his box. He is wearing
chain-mail and carries a long sword. Turning to face the Firelord
in his box he raises his sword and cries, ‘We who are about to die
salute you.” He turns o face you and rushes to the attack.

_.Go to sectiont 403 and begin combat. ' S

R R R N 7 T I ’ T *
Throw against your STRENGTH, -+~ =~ - -~ B ' -
~ If you are successhuil, then go to section 440, *° R
« = "“If:youfail, then you take 2 DAMAGE POINTS (from the collision).
N -"Goito section 398. : -

' ) ! b ‘ I a . . s .: '38
. Throw against your aGry. -~ - '
- If you fail, then go to section 288. e -
* " 1f you succeed, then you manage to steal the key. Make a note
. of ‘gate key” on your Character Log and go to section 342. :

f

‘ You 'aré:-standing' ata T;junétioh _\;\?lieré a passagé mnﬁing from
‘north to south is joined by one from the west. = . . . .
- Tothenorth you can hear the drumming feet of a large number
“of Orcs, which sound to be getting closer. . e
.- If you wish to flee south down the passage, then go to section
318. . . L o o
. If you wish to flee west downrthis passage, then go to section
* I you wish-to turn and fight your pursuers, then go to section
158. ' .




40-42

“You slipand fall down the pit! You find yourself in a huge.cavern

- 2:with a pool of lava directly beneath you, but you are already so hot

. “that you are unlikely to be conscious when you fallinto it-... Go
. tosection32L. .. . . o .. |

SRR VIR | (SESRIR S L
- ATTACK spells work, but there are far too many birds here to make
- any difference - go‘to section 123, . . . J
.+ DEFENSIVE spells have no bearing on this situation due to the
.+ dimness of the cavern, though HEALING will work normally - go to
G section 123, . . I O R
i MISCELLANEOUS spells apart from LiGHT also have no bearing here
~gotosection123. .. . o
© - Ifyou cast aLIGHT spell, then go to section83.
N A T R S PR o 42400 f!‘:tu ST
i+ :If you have:already escaped from the slave gang, then go to
o section24. ... b R
.. Otherwise, you awake from a’horrible. nightmaré to find
yourself in an even worse one! Iron fetters have been attached to
" - your feet and all you possess is a filthy loincloth, everything else
", having been taken from you. Make a note of. this fact on your
Character Log. A I T
*_ TheFirelord is extending the Orc’s quarters, andyou are one of
the slaves he is using to do it. You have an iron pick (which will
. - deliver 2 DAMAGE POINTS if used in combat) with which you spend
all day hacking at the living rock at the heart of the mountain
~ fortress, under the eyes of the ever watchful Orc ‘overseers.
/Although you have seen only three overseers at once,; they are
.. well armoured and have' a,number of . others within call, This
~ - 'makes escape almost impossibly difficult. . - " o
-+ Intheall too few rest periods, you and the otherslaves are given
- . 'stale bread and water, but there is never enough, and you have to
. . fight for every scrap. Lo :
w0 Atnightyouare chai

W
o

'f\ o \\ 'l\\

i : . B} - P - :1_; : T

S ied to manacles set into the rock, and sleep

. is difficult because of the groaning of your ill-used companions... .
:."Go to-section 129, R : L . .
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_ Throw agamst your STRENGTH.

‘43
If you are successful, then go to section 7.

If you fail, you fall whilst climbing the wall. Take 2 DAMAGE
POINTS from the fa]l and go to section 495.

| TWDOIS each of whlch has

If you. lose consqousness,.then go to sectlon 363“

N

STRENGTHPOINTS .8, AGIITYPOINTS ‘11 = - .
"ATTACKBONUS- 0 - DEFENCEBONUS +1 -
'DAMAGEPOINTS 3 POWERPOINTS 0

* If you wish to cast a spell then write down 1ts name and go to

section 8.

- If you wish to ﬂee, then go to sechon 158. .
'If you defeat the Orcs, then go.to section 197

Throw. two dice. If the number is odd, your search has been
disturbed by an Orc who has been attracted by the tapping noise
you have been making. Make a note of this section and go to
section 249.

If the number you threw was even, then you fmd a secret door
in the north wall. The door is unlocked. -

If you have returned to this section after defeating the Or,
then you find that he is wearing, leather armour, carries a short
sword and has two gold pieces in his pouch. If you wish to take any
of these, then make a note of them on your Character Log.

[f you wish to go through- the secret door, then go to section
203.

Otherwise, return to section 428._




" one of the doors in the southern

46-47

Whilst you are deciding what to.donext, an Orc wanders out of
passage. Seeing you, he lets out
a surprised yell and sounds the alarm, drawing his sword as he

does so. Behind, the other doors in the southern passageway you
. an hear the sound of hurried movenient as his call is heeded.

If you wish to flee, then go. to section 204. '
- If.you wish to attack the Orc, then 80 to section 158.

- Ifyouwish to cast a spell, then write down its name and goto
| dection273. ¢ - .

- The Firelord laughs heartily and clapshis hands. ‘Soyourefuse to

. fight eh?’ .

- You. realise that your opponents have 1o such ‘reservation
- . about fighting. Aniron grille opens behind you, and two ferocious

- wolves leap to the attack.

Go to section 254 and begin combat at Step 5. -
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You are standmg at the bottomof a ﬂlght of steps besidea passage
. running from north to south. Looking north; you can see that the
‘passage ends at a pair of iron gates, before which two Orcs sit on
a bench grumbling argumentatively. Opposite you, at the other
side of the passage, you can see another staircase also leading
upwards. Between you and the Orecs, in the western wall of the
passage, is a door. Looking south you can see a T-junction.
If you wish to go up the staircase you are: standing upon, “then
go to section 260. )
. If you wish to creep across the ‘passage and go up the stalrway
opposite, then go to section 163.
If you wish to cast a spell at the Orcs, then write downits name
and go to section 71.
If you wish to attack the Orcs, then go to section 148.
If you wish to creep down the passage towards the north where
 the Orcs are sitting, then go to section 191.
If you wish to creep down the passage towards the south away
from the- Orcs, then go to section 202.

T49-52 ¢

: 49

The Orc attacks you anyway. Make a note of this section number, -
go to section 249 and begin combat at;Step 5. . o

If you return to this section-after defeating the Orc, then you
find that he is wearing leather armour, carries a short sword and
has two gold pieces in his purse. If you wish to take any of these,
then make a note of them on your Characfer Log and go to section -
3'72 S

b

Your dxgglng _awal;ens the other 'prisoners, whose cnesof L

surprise soon turn to shrieks of anger as they realise that you are:
going to escape without giving them the chance to do so. The -
racket they make soon attracts the guards, who easﬂy overpower
you and beat you unconscious.

When you awake, you find that you have been chamed to the-
wall once more. Go to section 135. :

Your spell expires before you reach the-bottom. ‘Gotosection 111

You follow the passage and enter the cavern, which has two-exits, -
one to the west and another to the north. In the middle of the
cavern is a large snake with a man’s head. The snake is bathed in -
a mysterious orange ﬂame, and to your, surprise it begins -
speaking.
‘ suppose the Flrelord‘ sent you for lus precmus baub}es Is th15 -
so?” ) A
If you wish to answer yes them go to section 351
If you wish to answerno, then go to section 384.

If you wish to attack the snake, thengo tosection 419 and begm L

combat,.

If you wish to cast a spelI then write down its name and go to.

section 453.

option.

If you wish to flee; then g0 to section 419 and take the flee' L



53-54

53
The door gives way and you rush into the room behind it. At the
same time, a huge Orc leaps out of bed and rushes to attack- you
. Go to section 403 and begin combat at Step 5.

" UNARMED GLADIATOR: o
STRENGTHPOINTS 5 AGILITY POINTS .5
"ATTACKBONUS 0 . DEFENCEBONUS O
. DAMAGEPOINTS 1  POWER POINTS 0
I you wish to cast a spell at the Gladiator, then write down its
name and go to section 455.
- If you defeat the Gladiator, then go to section 236.
_ If you lose consciousness, you wake up to find yourself before
the Firelord. Go to section 363.

You are standmg at a ]I.InCthI‘I where a pas.v.age from the north :

meets one running east. To the west, set into the passage wall, -

you can see a stout wooden:door, while to the east the passage

goes on for-a way before going down some steps. You canseea i
number of doors along the northern passage.. . .. | . 5.=: e

If you wish to go north, .then go to section 145"

If you wish to search for: secret doors whllst going horth; then'. : ;

2o to section 171.
If you wish to go east, then go to-section 78

If you wish to search for secret doors wh:lst going éast then gol" ; sy

to section 157.

If you wish to go through the' westem door,. then make a note s

of this section number and go to section 345.-




Sty = A
B e e e T S S0 I OISO S T O o Y

You are standing at the northern end of a courtyard in front of
two large iron gates. This is obviously the entrance to the fortress
proper. ‘ :

In the north-west corner of the courtyard you can see a number
of wagons parked haphazardly, whilst in the north-east corner is
along, low building, obviously stables. At the southern end of the
courtyard you can see a gatehouse standing between two high
watch-towers. , :

If you wish to go to the south end of the courtyard, then go to

" 'section 395. . :

If you wish to go and inspect the wagons, then go to section
- 422, ‘ .
If you wish to go to the stables, then go to section 456.

If you wish to cast a sEsaME spell to open the north gates, then
go to section 342, ' ' ‘

If you wish to ram the north gates to try to open them, then go
to section 158. .

If you wish to open the gates with a key, then go to section 91.
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57-60

The mirror in the eaAs'térn::wall_ is hinged,f:a’ndf y(;u pull it open to

reveal a spiral staircase going down.

If you wish to go down the staircase, then go to section 227
Otherwise, go to section 366.

o o 53‘ ; . :

Your spell works perfectly, but to your surprise, you see that the
~Orc has three similarly armed companions who were sitting
beneath the spy-holes and not in sight when you first. looked

through. One of them pulls a rope hanging from the ceiling and
an alarm sounds. I L

Go to section 39,
“If you have the Firelord’s amulet, then go to section 98.
.Otherwise, go to section 131. _ o

If youare in the lion’s cage when you defeat it, then go to
Jsection 172. . ¢ , . .

If you are in the arena, the crowd cheers uproariously and the
Firelord congratulates you on your martial prowess. “You have
fought well, warrior, he says. You will now be taken to
somewhat better quarters.’ : '

i

61-64

Ten Qrcs enter the arena, disarm you and escort you through
an arch and down a passageway to the north.

Go to section 132. S ‘

L - 61

You walk down the passage stealthily. Suddenly, a trap-door
beneath you opens and you crash headlong into the room below,
receiving 2 DAMAGE POINTS from the fall. o

Somewhat dazed, you look around:you to find yourself
surrounded by Orcs. Most of them are dozing, but two are very
angry about being so rudely awakened and attack. Go to section
265. ‘ A

62
Throw against your AGILITY.
If you succeed, you take 2 DAMAGE POINTS from the fall.
If you fail, you take 6 DAMAGE POINTS from the fall.
If you jumped down into the courtyard, then go to section 158,
if you jumped down outside-the courtyard, then go to section
134. : S

You follow the passage to the cavern, the floor of which is littered
with bones. Suddenly, you hear a clicking sound behind you, and
spinning round find yourself face to face with a giant scorpion, tail
poised to strike. : S

Make a note of this section number, go to section 407 and begin
combat. . - , :

If you have returned here after defeating the scorpion, then go
to section 166. : : : e

You now have Farak’s undivided attention, but other than this
your spell seems to have had very little effect ...
Go to section 288. S '



. In front of you you can see a'well-appointed room containing. a
. 'bed with clean sheets and a washbowl. You surmise that it is used
.. by the Gladiators between bouts in the arena, but it is currently
- unoccupied. There is nothing else of interest in this room. . ,
~ If you wish to sleep here, then make a note of this sectionand

' go to section 85,

Otherwise, go to section 409. -

-+ Your dash through the gates takes,the guards by surprise, but
. . they soon raise the alarm. You have not gone far when you see a
- - large party of Orcs riding you down on horseback. o

- - i you wish to hide from the Orcs, then g0 to section 186. ..
. IFyou wish to fight the Orcs, then go to section 219.

- Throw against your acirry. ¥ you fail, then make:a note of this
section. The Orcs find youand attack.Go to section 451 and begin
~ combat at Step 5. . e e

~If you succeed, then go tossection 242. . LAt e

- If you have returned to this section after defeating the Orcs,
~ you notice that each is wearing chain-mail, carries a long sword
. and their purses yield 19 gold pieces between them. If you wish to
- take any. of these items, then.make a note of them on your
.- Character Log and go-to section 242, :

v

s s

669"

| 6
Your lightning reflexes allow you'toleap to safety beforg the
stone block hits the floor. Go to the section whose number you
last noted. o

¥

rush into the dragon’s cavern; the lava oozing down the
;/;sl.:,age behind you in arg1 ever-increasing flood. Your plight seemﬁ
hopeless — you will not be able to cutrun the lava for muc
lor‘Sgtle;&é;wly, you realise that you have one chanc.e. Remembering
that the dragon addressed you as ‘Master’ last time you entei'le
this cavern, you command it imperious.ly to raise a claw so t a{;‘
you can climb up on its back. To your relief, the dragon obfeys, and
grabbing a casket of jewels from its treasure hoard in passing, you
mount the fearsome beast. o \ :

‘We fly to the north! you cry excitedly. .

With a snort, the dragon beats its mighty wings and carries you |
up the natural chimney in the north-east section of the cavern
roof to safety! e :

Congratulations!! Go to section 500, "

A



.. ‘Albspells except REPEL UNDEAD:

0L

You awake to find yourself in a cramped cell. There are no doors
in the cell walls, but in the Jow ceiling is an iron grille hinged on
one side with a heavy padlock on the other. This grille is so low
that you can’t stand upright. You rattle it once or twice to find that
it is very firmly closed indeed. ' :

You sit down dejectedly and looking up you see a huge,

.. -hideously ugly Orc peering.down at you from ‘above the grille.
#." 'S0, you're awake at last, Master Merchant? I thought you'd

sleep for ever! he growls. ‘Still, I hope we enjoyed our little rest.
* It's something you won’t get much time for as a slave of the Orcs
- of the Burning Hand. I'm Malgar, ‘the chieftain of the tribe. My
. last slave lasted two whole months! If you're lucky, you might last

- as longlt" . '

~ Laughingto himéelf‘he leaves youto your thoughts, but not for

i long.

Lo . Goto‘section 276-” E ; _‘}}(' h st § .}.': B

. will work as normal. MISCELLANEOUS
* spells will have no bearing on this situation, however. Go to

", - section.148 and continue combat.

If you cast:FootsTeps, this will only work if you are already
invisible..If this.is the case, then the Orcs run off under the
delusion that they are ¢hasing you - go-to section 179.

~ Otherwise, go. to-section 148 to.determine the result of your
-spell and/or continue combat. . e .
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o ‘The door opens easlly anid you find yourselfin a. [arge storeroom
crammed with all sorts of goods from the Firelord's caravan raids.
All these goods are neatly arranged in rows and piles, and consist
of rolls of cloth, jars of spices and dyestuffs, ingots of various

~metals (not premous) glassware and metalware of fine

o workmanship:

e wall.

The only obwous exrt is a pau‘ of double doors in the western

If you wish to sleep here, then make a note’ of thxs lsectnon

~ throw two dice and go to section 388.

- If you wish to search for secret doors, then make a note of this
section and go to section 365.
If you wish to search ‘the room for usefui items, then | go to

- section 400.

© o 136.

- KFyou wish to o west through the double ‘doors, then go to
7 “-sa:tlonllo o ‘ S

Thedoonslocked“ S .
If you have any keys that you, w1511 to try, then go to section

If you wish to cast a SESAME spell to open the door, then go to

e section 96.

. If you wish to try rammmg the door‘ down, then 80 to sectxon
198 .
. If you decide agamst opemng ‘the door and wish to do

.- something else, then go to section 46.




7475 .
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If Farak; sent yowin to see the Firesnake then go to section 223,
Otherwise, go to section 10, , ..~ ... ...~ -~ .

\

. You enter'the room and thé door ‘clc:e‘;es sc;fﬂy behmd you. You

¢ find yourself in what is obviously the Firelord’s harem! Luckily,

: Farak’s ‘slavg-girls are all quietly dozing. You awaken one of them
L gfzr}tly, putting your hand over her mouth to prevent her from
', Biving you away. You then tell her of your quest, and instruct her

.o “totell the others. -

" ‘There are two exits-from this room - iron doors in both’
northern and eastern walls. The doors are locked, but strangtg;;
_neither has a keyhole. According to the slave-girls, the Firelord's
chambers are through the northern door. To reach them they tell
you that you must first cross the Pool of Life’. They also tell you
. th.:i_t Farak is so powerful that his magic enables him to walk across
- The eastern door leads past the arenia and, eventually, to t
, outside world. The girls plead with you to open the lattez &:)orc:tl:;
‘that they can attemptan escape.. ., . , .. : o
If you wish to help them by doing this, then go to.section 477
If you wish to refuse, then go to section 443. . ... '

7678

‘ 76 -
Using your. pick, you soon manage to free one of the: other
prisoners from his. manacles; and he helps you free the others.
Once everybody’s shackles have been removed, you start digging
at the spot you found, and you soon have a hole large enough for -

a man to jump through. N o Do
The hole is above an underground river. o
The other prisoners thank you tearfully before they jump
down the hole. When the last one is safely away, you jump.
yourself. . R ST AT :
If you wish to cast a FLOAT spell as you jump, then go to section.
Otherwise, go to section 207.

gy

The Firelord stands up angrily and the finger he points at you .
trembles with rage. I see that you must learn cbedience,” he -
bellows. Suddenly, the gates under the Firelord’s box are thrust
open and ten Orcs rush out towards you. The Firelord orders
them-to disarm you. o " ‘ :
If you wish to cast a spell at the Orcs, then write down its name -
and gotosection116. " . . O
If you wish to cast a spell at the Firelord, then write down its-
name and go to section 162.; . - : - R
If you wish to fight the Orcs, then go to'section 218. .
If you wish to submit to the Orcs, then go to section 287..

Suddenly, the floor beneath you opens and you fall heavily into -
the room below. You receive 3 DAMAGE POINTS from the fall. K

As soon as you hit the floor you hear a snarling roar toyourleft, :

and quickly spin around to see an angry lion leaping at you. Go to -
section 241 and begin combat at Step 5. : ’
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79
If the Orcs in this room are still alive, then throw against your
AGILITY, If you fail, they hear you and attack immediately. Go to
section 44 and begin' combat at Step 5. :

Otherwise - : .

You are standing at the bottom of a spiral staircaseé in the south-
east corner of the room. In the south-west corner of the room you
can see a trap-door in the floor, and the exit from the tower is in

‘the wall nearest the gatehouse.
, If you wish to go to the trap-door, then go to section 114.
~ If you wish to go up the spiral staircase, then go to section 494,
~ If you wish to go to the tower exit, then go to section 209.
- [f the Orcs are still alive and you wish to attack them, then go
to section 44 and begin combat.

If you wish to cast a spell, then write down its name and goto

section8. . : ‘

. .80 L '
If you have the Firegem or the Firelord’s amulét, then go to
section 360. BEr
Otherwise, the Death Guards attack you. Go to section 285 and
begin combat at Step 5. r o R

Because your arm is held fast, you are unable to.cast the spell
properly, though you still lose the required POWER POINTS.
Go to section 482 and continue combat at Step 5.

- g2-83

" ack to the d idently knock over a sword
ou creep back to the door, you accidently ;
315"1{ was leaning against-one of the beds. The Orcs awake with a

start and sound the alarm. . . '

If you wish to fight the Orcs, then go to section 158.

If you wish to cast a spell, then-write down its name and go to
section 273, .

1f yout wish to run.out of the:roomand_ﬂeewestwardsdmthe .

assage, then go to section 435. . - - . . Lo
P If you wish to run out of the room and flee eastwards-dow.nf‘thg _
passage, then go to section 46. - o :

The bnght light blinds the birds temporarily as ybt} cross the
cavern. While traversing it, you see that the caverns_'\»vallsle‘\re
covered with nests, most of them occupied by large birds with
tong, sharp beaks. o o ‘ L

If you are heading south, then go to section 137. ..

If you are heading north, then goto section 151.

B
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~You are taken to a small, dark celf behind a grate in the arena
walls. The grate is opened and you are roughly pushed through.
Laughingly, one of the Orcs locks it behind you. -
Through the metal grille you can watch the fights that now
take place in the arena. It is dark at the rear of your cell, however,
and if you wish you could heal yourself without being seen. The

grating into the arena seems to be the only door from this room.

If you wish to cast a spell at the Firelord through the bars, then
write down its name and go to section 162, .
If you wish to search for secret doors, then go to section 333.

If you wish to await events in the hope that some opportunity
will arise, then go to section 108.

: R 85 : _
You have a very restful night’s sleep which restores all your lost

power points. Unfortunately, you have a rude awakening ... Go
to section 89. S :

e

You are standing in a passage which.runs from north to south

outside a small door in the western wall. The door is not locked.
- Looking south, you can see that the passage ends in two large
‘iron double doors. Looking north, you can see two further doors

in the western wall opposite a large double door in the eastern
wall. :

87-90 -

If yoﬁ wish to go west through the open door, then go to
Cti0n174.1 P oy P s C R ‘ ;— : . .‘ o '

* If you wish to go north; then' gultu:—sectl:on_n?g. W :
If you wish to go south, then go to'section 457.. - . - = .

are standing at a T-junction where a narrow passage running o
:;:: to west is met by,a similar passage from the;norlth, You see R
that the northern passage forks after a short way, while t‘he_.m.am,‘ o
passage leads to a crossroads to the east,:and afurther T-junction .
othewest. | . o ot e
t If you wish to'go north, then go to sectiont 127
If you wish. to go east, then go to section 10.
If you wish to go west, then go to section 154. .

e .. 88 - .

Sk L FT e e e LT T L ' o 'O'rc
Suddenly, the door flies open to re'veal‘,‘a hideously ugly
wearinngh::hain-mail armour,and‘caxjrymgla_long sword. He rushes .
to the attack. Go to section 403 and begin combat. .

o e df . o feet

You hear adoor creak open and the sound of many iron-shod feet. .
Before you know it you are surrounded by ten Ores who .qulclkly, o
overpower you. You are taken before the Firelord —go to section
363, e ‘ -
You steal the key successfully - makea note of this ‘courtyard key’ ..
on your Character Log.., ... . .+ . - TR

"lyhe guard leaves your cell without noticing ar_tyt}ung and, once
all is quiet, you climb up the steps to the door and try lthe key in
the lock ... Go to section 125. o




91-95

R TR L9t C

If you have a courtyard key amongst your possessions, then go
to section 342. T SR T

Otherwise, go to section 56. '

The stout door is locked. None of the keys you have will fit, and
strangely, you. have not been: able to find a suitable key in this
room either, ; . _ ‘ o ‘
~ If you wish to leave the door, then go to section 366. = -

If you wish to cast a SesaME spell and go through the door, then
g0 to section 159, o

7 28141‘ you msh tqltrly"ramming;the;‘ddor down, thengo to section

!:t SETTIONT e e

As you bend down to examine the Jailer’s body ten huge Orcs
rush in from the arena and quickly overpower you. They drag you
roughly back into the arena before the box occupied by rarAK, the
FIRELORD, : : :
If you cast a POWER BOLT at the Jailer, then g0 to section 231,
Otherwise, go to section 324. -

Liste'rﬁng intently at the door, you can hear a number of ¢reitures
sl.:;gnng, and the odd muttered phrase in Orcish. Return to section

C R .
If you jumped down into the courtyard, go to section 209, -
1;: you }umped__ down outside the courtyard, then go to section

g

9%

You are standing in a very ‘well-appointed bedchamber (by Orc
standards), containing a large four-poster bed, a table and two
large chests. Upon the table you.can see a jewelled casket, a
roasted mutton joint, large loaf and flagon of wine. '

The walls of the room are completely.covered by embroidered
hangings.apart from.a full-length mirror set into the eastern wall.
The floor is stone, and covered by a richly woven carpet, except
for the south-west corner where there is a shallow pit covered by
an iron grille. .

In the bed is.f'a:_hidéously ugly Orc,%'snOﬁng:'cd'ritlentedlirt o

himself. e :
If youwish to attack the Orc whilst he is in bed, your first blow
hits automatically. Go to, section 461 and continue combat
thereafter. SR T R NS ‘
If you wish to cast a spell; then write down its name and go to
section 438. . '

If you wish to examine the jewelled casket, then go to section L .,

280.° . S
if you wish to examine the chests, then make a note of this
section number and go to section 337. - - :

If you wish to leave the room, then 'go';tO_'SéC'fibﬂ--”Zf"« L

o P T A . SR U nat
£ v . L EER - : .
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You are standing at a'crossroads, where four narrow, rough-
hewn passages meet. To the south you can see a spiral staircase
leading upwards, to the east the passage ends in a door, while
down the western passage is another crossroads behind which a
fiery red glow can be seen. The northern passage goes on for a
. way then turns westwards. .
If you wish to go north, then'go to section 429.
~ If you wish to go south, then go'to seciton 227.
If you wish to go west, then go to section 130.
. If you wish to go east, then make a note of this section’and go
to section 345. L R

' - 98 ‘
As you enter the chamber the crystal bégins to pulsate faster and
faster and increase in brightness. Suddenly a panoramic view of
the area surrounding the Firelord's fortress is projected upon the
walls of the chamber. At the same time, flames appear inside the
. pentagram, and from its centre a huge Fire-demon, over 15 feet
tall, arises before you. He regards you malevolently, and says, ‘So,
I have a new master. Grogarak awaits your bidding, Firelord!
Utter your first command!’ He then adds wheedlingly, ‘Or would
you perhaps free Grogarak from his bondage to this world and
allow him to return to the Realms of Flame?’ ‘
If you wish to claim the Firelord's power as your own, then go
. to section 379. : _
If you wish to tell Grogarak that you wish to destroy the
_ Firelord’s power for ever, then go to section 414.

| - ' ' 199101

' 99
If the spell you cast was INVISIBILITY, then you watch the Orcs
search the room unsuccessfully.and finally leave.. . o
If you cast any other spell, then make a note of this section

umber and go to section 487. 3 ‘
" If you have returned to this section after defeating the Orcs,

then you notice that each is wearing chain-mail armour and

carries a long sword. Their purses yield 19 gold pieces between
them. If you wish to take any of these items, then make a note of
them on your Character Log. N .

If the room is free of Orcs, then go:to section 242 and continue
your quest. ST : |

_ 100 o

Throw against your AGIITY. If you are successful, then go'to
section 259. L . o

If you fail, then go to section 398... .

SRR ()

After carefully storing some of your food for.a few days, you are
now ready to make your escape attempt. You feel muc’h better
about it after having found a dagger hidden in a horse’s saddle
(note this on your Character Log) while working in the stablgs.

Your Ore jailer has just taken you to your cell for the night.

He has turned towards the door and is about to leave before
locking you in once more. o s

If you wish to attack the Orc, then go to section 288. " - _

If you wish to cast a spell, then write down its name and go to
section 322. St

If you wish to try stealing the key from the Orc, then go to
section 364. : o - o

If you wish to wait until the Orc has gone, then go to section
399, o



O 10psm08

You are standing ata T—]unctlon where a passage running north
to south is joined by one from the east. The northern and eastern
passages both enter caverns, while the southern passage goes on
for some way before turning south-east. :
_ If-you wish to go.north, then go to section 137.

If you wish to'go'south, then go tosection 127,

If yow wish' to go east, then go to section 63. -

e » P ‘VA-;‘. :.:10.;3*-3‘-;: ‘
’l'hrow agamst your AGILITY. N
If you fail, then your grasp falis short o{-' the amulet go 10

.. section 258. :

If you are successful, then y you manage to snatch the amulet

| - pushing Farak back into his chamber in the process. This room is

the most opulent you have seen in the fortress, as it contains the
. choicest treasures from the Firelord’s many raids. There are two
" exits. - doors in the western and eastern walEs

Go to section 167.

104-105

104
Two days further on, you are one of those chosen to smoothe the
walls of a chamber which is almost complete. While working on
this, one of your blows misses the wall and goes through the floor!
Drawing out your pick, you can hear the sound of running water
coming from the hole. You quickly block the hole with a stone
before any of the guards notices it.

At the end of the day, you are shackled to the wall as usual.

If you wish to cast a SESAME spell to release yourself from your
shackles and then dig a way out at the spot you found, then go to
section 50.

If you wish to  free yourse]f as above, and wish to use your pick
to free the other pnsoners so that they may escape too, then goto
section. 76.

If you wish to awalt events further, then go to section 135 ;

108 .

From the armour and weaponry stacked around the walls of thxs
room it is obvious that you are standing in the armoury of the Orc
tribe. The armour consists of chain-mail, leather and shields, and
the weapons are long and short swords and daggers. If you wish
to take any of these, then make a note of them on your Character
Log.

If you wish to sleep here, then make a note of this section and
g0 to section 388. :

If you wish to leave this- room, then 8o to section 21.




' :angrily and springs to the attack. ..

106-110 .

" You tryleaping to safety before the block hits the floor, but your
foot slips and you fall tothe ground. You hardly have timeto curse

- your luck before you are crushed by 30 tons of rock ... Go to

section 321.. A S TR

- If you wish to sleep here,-then'make a note of this section

. riumber and go.to section 257. .. ¢

- If you wish to leave by the eastern exit; then g0 to section 154.
. If you wish to leave by the western exit, then go to section 396.
p k - _'" i .. E 108 ;. R R R
. Theiron grating is removed-and you are taken into the aréna once
" more. A grillein another wall opens:and'a lion:leaps out. It roars
5 .. Go to section. 241-and commence,cdmﬁét: k o o

O

~ If you have thrown.anodd number, the Orcs don't believe you
and attack. Go to section 148 and.commence combat at Step 5.

~If you threw an even number, they do believe you and go back
to their post. Go to section 432. '

1

You are standing in a corridor which'runs from riorth to south
~ ~outside & double door in the eastern wall. Looking south, you can

- "see two smaller doors ini the western wall, while to the north you
© ' can see one such door also in the western wall.

111113

)

If you wish to go north, then go to section 220.

If you wish to go south, then goto.section 423. o

If you wish to open the double ‘doors in the eastern wall by

sting a SESAME spell, then go to section72. .+ . _
° If you wish to try a key in these doors, then make a note of this
section number and go to section 192.: . -

If you wish to try ramming the double doors, than make a note
of this section number and go to section 126.

You hit the'water at the bottom of the shaft with a loud splash.
Fighting your way to the surface, you find that the walls of the

shaft are slimy and totally unclimbable. Ur;]forh.mately,]l you are
too busy keeping afloat to cast any spells. Eventually, your
strength gives out and you sink beneath the surface for the last

time....
Go to section 321. : , -
112 .
The crowd rise from their seats and cheer you lustily. , -

If your opponent was an ordinary Gladiator, the I:-'xrelord
congratulates you and says that in your next bout you will meet
his Champion. Go to section 132. ' o

If you have just defeated the Firelord's Champion, then he
summons you to his box. Once there, he declares you to be his
new Champion (to the rapturous applause of the spectators) and
presents you with the former Champion’s sword. Make a note of
this section number and go to section 478. When you return to
this section, go to section 281. : :

113
Throw against your AGILITY. .
If you succeed, then go to section 196.
If you fail, then go to section 232.



114

. : ‘114 .
. If the Orcs in this room are still alive;then throw against your
.. AcLLITY. If you fail, they hear you and-attack - go to section 44 and
. begin combat at Step 5. ‘
-~ Otherwise, you are standing above a trap-door in the south-
west corner of this room. In the south-east corner, through an
- » archway, you can see a spiral staircase leading upwards, while the
' exit from this tower is through a door in the wall nearest the
- gatehouse. L B o o
- Ifyouwishto go thiough the trap-door and down the ladder to
the level below, then go to section 266. .+ '
- If you wish to go to the spiral staircase, then go to section 79.
" If you wish to go to the tower exit, then go to section.209.
If the Orcs are still alive and you wish to attack them, then 20
to section 44. o _
. 1f you wish'to cast a spell, therrwrite’down its name and go to
" section 8. . Lo e
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You are standing in the north-east corner of a large'cour:tya{'d
outside a pair of double doors leading into a stable. Opposite, in
the north-west corner, you can see a number of wagons parked
haphazardly, while before the iron gates set into the dliff at the
northern end of the courtyard you can see four Orcs on guard
duty. ) '

Ayt the southern corners of the courtyard are two stone watch-
towers, between which is a large, grim-looking gatehouse.

If you wish to return to the stables, then go to section 428.
If you wish to go and inspect the wagons, then go to section
422, o |

If you wish to approach the gates to the north, then go to
section 358. C -

If you wish to go to the southern end of the courtyard, thengo
to section 395. ,



- “inspection,, will turn.only one way.

L 116-119".

116
‘So,a dxsgulsed spell-master come to usurp my power! booms the
 Firelord. from his box. ‘We well know how to-deal with-such.’
So saying, he casts a spell.and flames arise up:from the arena
floor to engulf you. You lose consciousness ... Go to section 24,

o

. e e =‘}-’:L‘I‘ i:l e
: You are stanclmg ira stone palssage uhiting from north to south.
- To the south you:can see that the passage ends in a T-junction. In
" “an alcove in the eastern wall is a small iron wheel which, upon

 If you wish to go south, then go-to'section 417, )
CUIf you wzsh to turn the wheel and g0 north; then go to section
a7a..
1f you'wishto, go norfh wrlthout turmng the wheel, then g0 to
section 61 o Ch . :

S P IIS E : :
e The Orc isa hght sleeper He wakes' up and attacks you
-+ Go.to section 249 and begm combat at Step 5.

' 119

. ,"'Suddenly, you lose cdhtrol of all your muscles - they go
- completely rigid. Seeing this, the Firesnake licks his lips and

-/ slithers over to you ... Go to section 321.

120121

Make a note of this section number
You are standing in a short passage which runs from north to*

south. To the south, the passage ends in an iron door - this is '/ ‘i .

locked, but strangely has no keyhole, To the north, the passage

leads to a clear blue pool, which has a large, crimson anemone-hke; o ‘ J ‘
creature at its centre. North of the pool on the oppomte bank,is " .-

another passage which:leads north.

If you wish to cast a SESAME spell to: open the- dodr south of $rou,‘ SR

then go to section 785...

35.
If &ou wxsh to swim across the pool then goto section 146.

T you wish to cast a spell other than SESAME, then write down‘ L

its name and go to section 184.

N A

121

You knock over a worthless—lookmg pot and gaspin astomshment o

as you see that it was a covering for a richly embossed silver flask.
The flask contains a heady liquid, and taking a small sip you find
that 1 POWER POINT has been restored to you. A potion of POWER
ResTORATION! Each gulp of this potion will restore 6 POWER POINTS
and the flask contains enough liquid for two gulps. (Your POWER
POINTS can never exceed your original POWER SCORE, however.) :
Make a note of this item on your Character Log and g0 to section
242, L

It you wish to try rammmg the door dolwn then' go to sectxonr_ Lo



Gomg stealthlly down the passage, you see that it ends in a small
guardroom. In the room you can see an Orc in chain-mail armour,
~whittling a piece of wood.
~If you wish to attack the Orc (with mther weapons or. spells),
then go to section 183., -

If you wish to creep back down the | passage to the hall then ; go
to section, 216.,

o 123

Asy you cross the cavern, you find yourself surrounded by a ﬂock
. of vicious birds which attack you from all sides.

Throw two dice: this is the number of DAMAGE POINTS you
receive from their attack.

If you are now unconscious, then go to section 321.

Otherwise, you make it back to the safety of the passage -
return to the sectlon whose number you last noted.

T 124 T
B ; you wish to cast a FLYFEET spell, then g0 to section 305,
~ Otherwise, throw against your AGEITY.
If you are successful, then you climb the wall w1th ease. Go to
section 305.
If you fail, you take 2 DAMAGE POINTS from your fall. Go to
section 398. o

125

Tz,é‘; door opens easily and you enter the courtyard. Go to section

126-128

: 126

Throw against your STRENGTH. If you are successful, then the door
opens. Return to the section. whose number you last noted and go .
to the section mdlcated by the SESAME spell optmn (whlch you no
longer have to cast)."

If you fail, then you take 2 DAMAGE Powrs from your collision
with the door. Throw two dice.. -, W

If you have thrown an odd number,: then- BO to section 89.

If you have thrown an even number, then return to the section
whose number you last noted.

P Y S

You are > standing at the northern end of a narrow passage which
runs from north to south. The passage forks here, to north-east
and north-west. Both forks run on for a short way before turning -
northwards once more, while to the south.the: passage jomsk -
another running east to west. _
If you wish to take the north-east fork, then gO: to Section 63
Ifiyou wish totake the north-west fork, then go to section 102.
if you wish to go south, then go to section 87.

‘ 128 .
If this room is empty because the occupant was tricked by a-
rOOTSTEPS spell, then goto section 158. :
Otherwise, a thorough search of the room reveals two golden :
goblets, each worth ten gold pieces. If you wish to take the goblets,
then make a note of them on your Chamcfer Log before returning:
to section 240.




129

120

You have now spent three days under these harsh conditions
which are now taking their toll. Your STRENGTH and AGILITY POINTS
are half your original scores, as are your POWER POINTS. Make a
note of this on your Character Log. It is only by HEALING yourself at
the end of each shift that you have been able to stay so healthy,
and the fitful nights you have spent have each restored only half
your lost POWER POINTS. - ‘ o '
You have just finished work for the third day, and the guards
are about to shackle you to the wall for the night.
If you wish to attack the.guards.and attempt to escape in spite
of the difficulty, then go to section 168. '
If you wish to await a better opportunity, then go to section
329, . ’ '

You are standing at-a crossroads: where four narrow, mt;gh}ty.‘ =
hewn passages mieet. You can see doors at the.ends o ﬁt e
northern and eastern passages, and to the west you cansee atiery: -
red glow. The southern passage goes on for a way before::t‘tmng -
to the west.! 5 e T g L '
If you:wish: to- g
numberién&sgof to-section ‘483- Lot . ‘:;-f ‘ )
If you:wish to go south, then go:to section 160. - o :
If youwish to go east, then.go to section 97. e el
If you wish to go west, then go to section 274" Ly

rou Wit section 161. :
If you wish to enter the pentagram, then go to section -
If ;(oulwish 10.g0 across to the throne and seat yourseif uponit,
then goto section 194. R
If y%u_wish to examine the spherical crystal, then.go to section
229, ¢ S L
If you decide to leave‘the chamber-and return south down the S
passage, then go to.section. 17, - - T

, notth, then make:a note of this,section . ;!



132

Escorted by ten Orcs, you are taken through an archway opposite
the Firelord’s box. Through the archway is a passage with two
doors on either side and one door at the far end. The Orcs disarm
you and put your armour and weapons in the room at the end of
the passage. You are then taken into one of the rooms on your
-right. The room is well appointed with a bed, clean sheets and a
washbowl. You can tell that it is regularly cleaned from the shine
on the red tiled floor. You are thrust into the room and the door
is locked behind you. . - . - . .
Your stay in this roomis fairly pleasant. You arefed three times
a day and the Jailer is friendly. He tells you nothing of use except
that everybody in the Firelord's fortress rests during the desig-
" nated sleep period - apart, of course, from the guards. If you
- defeat the Firelord’s Orc Champion in the arena, he tells you that
you will become Champion in his place. The Jailer seems quite
jealous of the favours which the Champion enjoys: ‘He dines at
the Firelord's well-stocked table and is treated by him as a
favoured guest!” . . ' .

If you wish to await events in the hope of becoming the
Firelord’s Champion (which should enable you to fulfil your quest
more easily), then go to section 178.

If you decide to escape to try to fulfil your quest during the next
rest period, then go to section 213.

133-136

133 : ‘
You flee into the arena with the Orcsf cries fox: help rmgmgm
your ears. You begin to climb the arena wall, but in your agitation
you slip and fall to the ground. Getting up, you find yourself .
surrounded by a large number of Orcs who easdy overpower you.
You are taken before the Firelord. Go to section 363.

You land cutside; the walls and are making a dash for :t-he open.
countryside beyond when you hear an alarm sound behind you.

You have not gone far when you see a large party. of moun!:ed:\_ o
Orcs streaming . through .the courtyard gates and -galloping" - .

towards you. _.

If you wish to hide from the Orcs, then go to section _18'6'. #
If you wish to fight your Orc pursuers, then go to section 219.

135

The next day,,t.he room you are working on is finished: This area-

is then closed off to you by a row of stout iron bars. During one
of the rest periods, one of the other prisoners rams his pick =
through your skull for.the sake of the stale lump of bread you .
were about to-eat ... Go tosection 321 . . - R

None of the keys you have seems to fit. Go to section 46.




137-138°

137

‘You are standing at the northern end of a narrow passage which
runs fro.m. north to south. To the south; you can see that the
- passage is joined by another from the east, while to the north it
opens out into a large cavern. The cavern is very dim, as though
thg \:valls. themselves swallow all light,. though you can see tie
glinting malevolence of hundreds of eyes dotted about the plac
and hear the occasional flutter of wings. e Pt
- Make a note of this section number. o
{;r' you w-ish to go south, then go to section 102, =~
lmﬁgﬁus wrlsh todraw a weapon,.and enter the cavern, then go to
If you wish'to cast a spell before enteri ' then wri
down its name and gostF;e section 4;tenng the cavern,thenwrite

o 138
You find that you are unable to make esc :
our
... Go to section 258. . y ape quickly enough

139

7139

You awake to find yourself in a square room with stone walls. The
room is divided into four cells by iron bars running from ceilingto -
floor. The cells are split into two pairs by a passageway, at the end
of which is an iron grille. Through the grille you can see the sand
floor of what appears to be an arena. - L

Once a day a seedy-looking character in leather armour feeds
you bread and water. He gloatingly tells you that you are soon to
fight in the arena. ‘

The cells themselves are filthy and obviously haven’t been
cleaned since they were built. You get used to the stench much
more quickly than you would have thought possible.

Not knowing where you are you decide to wait and try to find
out as much as you can before you make a move. Only one of the
other cells is occupied. You recognise the man as one of the
Caravan Guards. When you try to talk to him, all he gives in
answer is a piteous groan that you will both be killed and there is
nothing you can do about it.

Two days after waking up in this cell, the Jailer brings each of
you a sword and shield with your paltry meal. He opens the door
of the Caravan Guard's.cell and tells him to take the sword and
shield whilst motioning him towards the grate and into the arena.
Sobbing, the Guard obeys. _ .

After amoment, you hear the crowd roar and the Jailer returns.
The Jailer is wearing leather armour and also carries a shield and
sword.

"He didn’t last long, let’s see if you can do any better,” he cackles.

He opens your cell door and throws in a sword and shield for
you, then motions you to go into the arena. '

Make a note of the sword and shield on your Character Log.

If you wish to attack the Jailer, then go to section 347.

If you wish to do as he says, then go to section 393.



. 180~142°

140 :

.A few days later you are dragged out of your cell during the night
to get the horses ready. Having.done.so, you see a large party of
Orcs riding silently through the gatehouse into the open country

-beyond, before being locked back in your cell.

Next morning the Orc raiding party returns with a captured

- merchant caravan. A scene of chaos ensues in the courtyard as the

wagons loaded with the booty from the raid wait to be taken
*through the cliff gates to be stored in'the fortress proper.
" If you wish to hide yourself in a wagon whﬂe none of the Orcs
isilooking, then go to section.433. TR
If you w15h to await events- further, then go to sectlon 468
‘ 141

If you w1sh to try to steal a key from one,of the guards (who are
1gn0rmg you~ your spell is obviously workmg) goto sectlon 226.

.. Otherwise, go to section 56.. e

As you approach the door you can hear the sounds of running
- -water coming from the other side. The door itself is locked.

If you, wish to try ramming’ the door down, then go to sechon
170.

-If you wish to cast a'SESAME spell to’ open the door, then go to
~ section 205.
- Othermse, return to the section whose number you last noted

143, .

You are standing in a passage wh1ch runs from north to south,
beside a door in the western wall. To the north the passage passes
an alcove in the eastern wall, a door in the western wall, and then
carries on for.a way before ending at a T-junction. To the south,
it joins a passage running eastwards.

The door in the western wall before you does not appear to be
locked.

If you wish to go north, then go to section 206.

If you wish to go south, then go to section 55.

If you wish to go through the door before you, then make a_
note of this section and go to section 182.



' Hoor. .

. 144-145

144
Concealed in a bolt of cloth; you find a finely wrought long sword
-which seems to shine with alight of its own. The sword is magical,

' adding 1 to your ATTACK BONUS when used and doing 5 DAMAGE

" POINTS when striking successfully. - . _ :
_ Make a note of this item on your. Character Log and g0 to section

© 145 -

. * 'With a blood-curdling shriek, the Firesnake sinks writhing to the
. As it dies, you search- this cavern and the small chamber
- attached to it, finding a gem which glows with a strong red light
(the Firegem), and a finely crafted shield. - _ _
.. If you wish to examine the shield, then make a note of this

~‘section:number and go to section 176.. - - _

_ If you wish to take either the shield or the Firegem, then make
a note of them on your Character Log.

I you wish to sleep here, then make a note of this section
number and go to section257. - . .
. When you wish to leave the Firesnake’s cavern, then go to
" ‘section 10. T

146-148

You are about halfway across the pool when the creature at its
centre throws out hundreds of fronds and entraps you! The
whole pool seems to be full of its crimson filaments!
If you wish to swim back to the side you started from, then go
to section 217. ‘ ‘ : o _
If you wish to dive to the centre of the pool and attack the beast,
then go to section 252. ‘ '

- 147 o o
If you wish to cast a sesaAME spell, then make a note of this
section number and go to section 201. e
If you have the arena keys and wish to try them in this lock,
then go to section 270. . : - _
If you wish to try ramming the door down, then go to section

o : 148
TWO ORC GUARDS, each of which has:
- STRENGTHPOINTS 9 - AGILITY POINTS 8
_ATTACKBONUS 0  DEFENCEBONUS +2 4
" -DAMAGEPOINTS 4 - POWER POINTS O ‘ -
- If you wish to cast a spell, then write down its name and go to
section 71. ‘
If you wish to flee, then go to section 133..
If only one Orc is still conscious, thern-go to section 341.
If you are defeated by the Orcs, then go to section 363.
If you defeat the Ores, then go to section 381.



149

- 149

\EI ._i G

The.door. opens and-you enter.a small room containing a bed,
- washstand, table, chair and a small bookcase. The robes of a
Master Scribe hang from a hook on the wall.
- Onthebed s an old man who sits up hurriedly and shrieks, ‘No,
- not the arena! Please, not the arena. I'd be dead in seconds!!’
Seeing that you are not-a guard, he regains possession of
~ himself and warily offers you a cup of fine wine borrowed from

" the fortress stores.

- - He tells you that he-was -capt&fed some months ago while
travelling south with a merchant caravan and has lived in fear of

- being sent to the arena ever since.

You tell him of your quest and a gleam of hope comes into his
eyes. - - I ‘

. Hesayshe has heard that the source of the Firelord's power lies

"in caverns at the heart of the mountain, the way down being

- somewhere to the north. He also says that you'should beware of

the whispering voices as they will lead only to your death. He tells
* you he found this saying scrawled upon a piece of paper which he
hastily destroyed; and does riot know its full meaning.

You press him for more information, but he tells you that he

knows no more, and begs you to leave before the guards arrive
and drag you both off to thearena. '~ * ' ‘
Reluctantly, you do as he asks. Go to sectioni 423, - R

150

You are standing in a passage which runs from north to south. To
the south you can see that the passage is. joined by anotlher
passage from the west, while to the north the passage ends ina
large chamber. ] .

If you wish to go north, then go to section 304.

If you wish to go south,. then go to section 368.

If you wish to go south and search for secret doors on your way,

then go to section 436.



151-152

You are standing at the southern end of a narrow passage which
~ runsfrom north to south. To the north, the passage opens upinto
- alarge, well-lit cavern, while it leads to a smaller, darker cavern to
© ., the south, In the southern cavern, the walls themselves seem to
. swallow up the light, though. dotted about them you can see the

- malevolent glint of hundreds.of eyes, and also hear the occasional

o flutterof wings.,. . .. .oy e o
... Make a note.of this section number.: . - .

- ... I you wish to go north, then.go to,section 177. . .
.- M-you wish to draw a weapon and enter the southern cavern,
. thengoto section5... = . . co e :
If you wish to cast a spell before entering the southern cavern,
then write down its name and go to'section 41: = :
If you wish to look for secret doors while going north along the
. passage, then go to section 212. ' : T

“You run and hide under-a pile of doth, and hold your breath
nervously, After a few moments, the ‘cloth covering you is
- roughly thrown aside and you are subjected to a severe beating by

‘a number of Orc guards, Take 4 DAMAGE POINTS, half each from
your STRENGTH and AGILITY. : . :

You will not be able to increase your STRENGTH POINTS or AGILITY
POINTS, even with spells, while you are a captive. You must cast

'HEALING spells merely to keep them from dropping any lower! Go
to section 104. :

153154 :

- 153
ing ' i i f unkempt
Looking towards the iron grille, you can see a numl?er of unk
in?dividuals peering-out at ,you_irdori\.l. the other side. Obviously
ur fight with the Orc awakened them. : o ¥
yOThe!gf tell.you that they are slaves of the Firelord, -for.ced.to‘dxg
out fresh quarters for his Orcish minions until worked literally to
death. They plead with you to use the Orc’s key to, open the
padlock which holds the iron grille in place, thus_epablmg them to
escape. - . R . PR -
If l;ou. wish to do as they ask,ithen go to section 221., ... .
I you wish to leave them to their fate and return southwards. -
down the-passage, then go to section 267...-. .

ey

Yoﬁ are standing at a'T-jun-ction where a narrow passage running
from east to west is joined by one from the south. You can hear
the sound of running water from the south, and see that this
passage leads to a natural cavern. A square chamber, hewp from
the living rock, can be seen along the western passage, whilst the_
eastern passage leads to another T-junction.

If you wish to go south into the natural cavern, then go to _
T you wish then go to section 87

If you wish to go east, then go to section 87. L

IF 3;fou wish to go west into the square chamber; then -‘glo‘_to
section 222. SR : ) :




155-158

155

Due to your comfortable stay, all your points’ totals (STRENGTH,
AGILITY and POWER) are back to your original scores. You also have
your sword and chain-mail (which it has been your task to keep
clean and serviceable), the food and drink which you have been
saving, and two golden goblets each worth ten goid pieces. Make
a note of the above items on your Character Log, -

The door to your room is locked. -

If you wish to open it with a sesame spell, then go to section 300.

If you wish to try ramming the door down, then make a note of
the section nitmber and go to section 126. _

If you decide against escape, and wish to await-events in the
hope of a better opportunity presenting itself, then go to section
189, C

R g r ‘156, ' S -

In addition to wounding the Ore¢ Champion normally; you knock
his sword from his hand. You leap at the sword and grasp it
firmly, dropping your own on the arena floor. The sword will
increase your ATTACK BONUS by 1 and causes 5 DAMAGE POINTS, The
Orc Champion’s ATTACK BoNUs will be lowered by 1, as he will now
use your sword.:

Return to section 203 and continue combat from Step 1.

Lo 1T
You find a loose flag in the floor. This appears to be more of a trap
for the unwary rather than a secret door. Go to section 19,

| 158 L
An alarm sounds behind you, and before you know it you are
surrounded by a horde of angry Orcs. One of them strikes you
from behind and you lose consciousness ... Go to section 363.

- 1891

159

o g . . S B e from
You are standing at a T-junction where‘_a_.‘passage‘ running, .
north to south is joined by one from)the west. Looking south, you
can see three pairs of doors facing éach other across the passaght: :
Looking north you can see that the passage is sealed off at the
northern end by an iron grille, while the western passage has two
pairs of doors in a similar arrangement to those in the southern

assage. ,
P Togthe east you can see a studded ocaken door set into the
assage wall. T
P If you wish to go south, then go to section 46.
If you wish to go north, then go to sec‘honzajllw.
If you wish to go west, then go to section 21. . .
If g'(ou wish to try opening the door to the east and going on
through, then go to section 73. o . o




160-164

160

You are standing at a crossroads where four narrow passages
meet. To the west, the passage opens out into a cavern of some
 kind;while the northern passage ends in a stout iron-bound door.
‘The southern passage turns west after a short distance, whilst the
i?)i-ttir,n Passage runs on somewhat further before turning to the
. If you wish to go north, then make a note of this section
number and go to section 142, = - ,
If you wish to go south, then go to section 193.
If you wish to go east, then g0 to section 130.
- If you wish to go west, then go to section 359,

161 -
As you enter the pentagram, flames suddenly | ’
floor and engulf you. .. Sy eap u.p from the
Go to section 321,

. 162 | |
You cast the spell, but it has no effect on the Firelord other than

- to make his robes and pendant glow with ie li
Go to section 116. & an eerie light

o 163
Throw against your aGiwrry. -
If you are successful, then go to section 48.
* If you are unsuccessful, then go to section 191,

Quiietly, you slip th ch from g stabledoor
‘ » you slip the catch from the stable door, rele
 from their stalis and herd them towards the exeit‘.?a;tentlhten};l(:res::

‘rinuch noise as you can and the frightened horses bolt towards the
oor.

1665-166 -

You follow them into the courtyard where a scene of chaos
greets you. Guards and other hastily assembled Orcs are begin-
ning to get the horses under control; however.

You run to the gate, and as youdo so you trip over the trampled
body of an Orc wearing chain-mail. There is a key on his belt.

If you wish to take the key and go to the northern gate, then go
to section 238. A L
If you wish to take the key and go td the'southern gate, then go
to section 272. S 4
If you wish to leave the key and go to the northern gate, then

3O to section 307 e T TTE T S = S DRy At

If you wish to leave the key and go to the southern gate, then . . -
you get:tothe gatehouse and hide.in the shadows while the fuss - -
dies down. Go to secton.387. . .. oo gt e

o . ., V' ]’.:65 .:..: ' U]

O T E -, P
You are awakened by a slamming door and find that Malgar; the .~ = .-
Ore chieftain, has returned. He is wearing his chain-mail armour -~

(giving him a DEFENCE BONUS-of .3 - make a note of this). . . |
Go to section 461 and begin combat at Step 5. '

AT

You are standing in a natural cavern which has exits to both the
west and south. Rooting through the rubbish which lies strewn
upon the cavern floor, you find an intricately carved silver flask.

If you wish to take the flask and examine its contents; then
make a note of this section number and go to section 313. . .

If you wish to sleep here, then make a note of this section
number and go to section 271.

If you wish to leave the cavern by the western exit, then go to
section 102, i ‘

If you wish to leave the cavern by the southern exit, then go to
section 127.




167-168

Triumphantly, you hold up-the amulet. Farak sees this arid, his
eyes widening in terror, he lets out a frightened squeal. He rushes
over to the south wall suddenly, pulls over a bookcase to reveal a
secret passage behind, and flees headlong down it. You are a little
taken aback at this, and take some time to react.
If you wish to pursue Farak, then go to section 269. -,

o 312: you wish to search this room for valuables, then go to section
462: you wish toleave through the easterri door, then go to section
If‘ you wish to leave through the western door, then go to
section 235, . -

168 .

.your unexpected attack, but the
others sound the alarm. A further ten Orcs soon appear and easily
overpower you. You lose consciousness - go to section 363.

You fell one of the guards in

 160-171

The first thing you notice asiyou enter this room is that it is very
warm indeed. A red glow lights the room from a large hole in the -
north-west corner by which you:can.see that the rest of it is-
littered with old clothes, broken pots and pans, worn out armour
and other rubbish, none of it usable. -~ - . . "
If you wish to sleep here, then make-a note of this section and
go to-section 388.- - - - ; S
If you wish to take a look at the hole in the north-west corner;
thengotosectiond.. -~ . . o
If you wish to leave this room, then go to section 244." .
[P R 170 . .
Throw against your STRENGTH. -+ =~ ° -
If you are successful, the door opens and you stumble on
through, go to section 239, . o
If you fail, you take 2 DAMAGE POINTS from the collision. Return
to the section whose number you last noted. ‘ ‘

You find no secret doors, but your tapping has attracted some
unwanted attention. . . '
Go to section 89.




172173

172

* You are in a small, stone- SR
. , walled room with
T}'_nere 1s a passage to the north-east and thi Z Straw-cmge:ed floor.
exit. -, ppears to be the only

If you wishi to se - Y R L AR
section 495, arch the room for secret doors, then go to

If you wish to sleep here, O Lo
EI'E, 2 .
"0 to section 271. P then make a note of this section and

If you wish to go o L
 to section 432, go down the passage to the north-east, then go

Lo o -173
Il'lroIf W against your STRENGTH.
you are successful, then 80 to section 1
" p 25,
If you fail, then take 2 DAMAGEPOINTS as you fall back down the

steps. Unfortunately, the noi mak
’ O1S
attention - go to section 89, _eyou e attracts some unwanted

»

174-176

174

Y N
o y
1] ‘

You are standing in a small cell which contains a bed, a desk and
chair, washstand, small bookcase and lantern. If you wish to take
the lantern, then make a note of this on your Character Log. There
is nothing else of interest in this room. : ,

If you wish to sleep here, then make a note of this section
number and go to section 388. - C

If you wish to leave the room, then go to'section 86. .

L

1=

- : 175 -

Throw against your AGILITY. S X
If you are successful, then go to section 298.
If you fail, then go to section 111. . o

S 176, ;

The shield is magical, and gives +2 to your DEFENCE BONUS rather
than the usual +1. S N ‘ _ ‘

Make a note of this on your Character Log, then return to the

section whose number you last noted. , .

\




177

You ai‘e"sttaf'th.in'g‘ at the northern :éhd'of_a.;‘i‘éiss;g‘e wh:chruns '

- from north to soth: To the south, the passage leads to a small,

dim cavern., Before you to the north is a large, welllit natural
~cavern with one other exit in its north-west corner. In the ceiling
- -above the north-east corner of -the cavern is a huge natural

-chimney - easily large. enough for the cavern’s occupant (the
largest dragon. you have ever heard of) to fly in and out.
At present, the dragon seems. to be.dozing. It is lying upon a

large-mound of treasure!t” .. .. . L

‘Make a note of this section number. " ~
If you wish to cross over the cavern to the north-west exit,

ignoring the dragon, then go to section 361.

If you wish to cast a spell, then write down its name and go to
section 246. ; [P e )
If you wish to draw a weapon fid attack the dragon while it

sleeps, then go to section286. -, . . .. . . .
~_ Ifyouwish to try stealing some of the dozing dragon’s treasure,

-then go-to section 328. - - o : :

. If you wish to go south, down the passage, then go to section
- 151, : , ‘
If you wish to search for secret doors while going south, then -

£0 to section 212.




180-181

If you wish to go north into the arena, then go to section 432.
If you wish to open the door in the western wall, then go to -
section T13. T
. If you wish to listen at thé door in the western wall, then go to
S section 94. TR ‘ '
' 1f you wish to go uporie of the staircases, then go to section 260.
If you wish to go south: past the-staircases, then go to section
ST S ¢/ S I A If yotr'wish to-go south past the staircases while looking for -
s A_&EI';&l;COuPTe'of days, the Jailer opens your door one morning and secret doors, then go to section 224. .. - C
.. gives you a sword, shield and a suit of leather armour. You don :
- the leather armour.and, clasp the sword belt around your waist.
- . Picking up the shield, you ask the Jailer whom youare to fight. He :
- tells you that you will find out when you get to.the;arena and b
-/ motions you down the passage towards it. He wishes you, good .
Tuck in the fight. ., . o A ~
- If you wish to attack the Jailer, then 80 to section 347, -
++ ' If you wish to'do as he says and go into the arena, then go to
. section247. . . -

3

If you did NOT cast a'sLumBER spell, then 6ne of the Orcéhasthe .-
chance to sound the alarm - go to section 158, e

If the spell you cast was SLUMBER, then each of the two Orcshas
6 AGILITY POINTS. If more than one Orc is still conscious after you
have cast your spell, then go to secion.158. . .. = ./~ .

If only one Orc is conscious, you. must fight him. Make anote - . -
of this section number and.go to section249. = . . ... L0

L If you have returned to this section after defeating the guard, ..~
T then go-to section 283." ' ‘ o : ‘

R

i : L . : I
SoaFs P Y L s Ny e e
Fooe, ot E i ISETRAIY S

S ;g;anrzmgl;)g atl.l‘.e iﬂdf‘)f?a“l:“de stone passage which:runs Yoif are swimming in the river and gasping at its penetratingcold: . < .
o Sou cl'redo e north you cansee the sandy floor of The other prisoners. are half swimming, half floundering, in the” . =
B znnozreniaédsuqom | by: tiers of seats.., The_ seats: are all direction in which the river is flowing. =" : - - o
S cup. PR ' : e . P Lot

A PN L R oL - . : {'Tim \ m’ e with h . ’- h ot : l.'-i 4‘-_' . l":‘:

_ itho the south, m,the‘zestefrn wall,'you can see a door. Beyond zsg ye WISh’FO'S-» do ﬁveriwtﬁ‘_t em then go:co:s o y

.. . this you can see two Hights. i : L \ . o . PR R SR
e ezf‘ the passage. /flig 50 ‘s_teP‘? lead"f‘g ‘.“_Pwarfis:;m_‘e on ?ad\ ) If you wish to swim up-river, then go to section 253." -~ "




182184

" You find yourself in 2 dormitory containing about twenty dozing
Orcs! Some of them seem to be sleeping fitfully, and you decide to
leave this room as quietly as possible... - ,
. Throw against your actrry. .
- If you are successful, then return to the section whose number
youlast noted. . P
I you fail, then go to section 82, ** '
You rush into the room, but find to your surprise that the Orc has
three similarly armed companions, all of whom draw their swords
when they see you! _ _
If you wish to flee, then go to section 251.
Otherwise, make a note of this section number.
If you wish to attack the Orcs, then go to section 451. .
If you wish to cast a spell, then write down its name and goto
section 487. . o ‘i_ } . :
If you have returned to this section after defeating the Orcs,
then go to section 291. N
| o 184 L g
- If you cast POWERBOLT or SLUMBER, then go to section 252,
" HEALING will work normally - return to the section whose
‘number you last noted. ' '
If you cast a FLOAT spell, then go to section 146. - —_—
. FLYFEET allows you to climb around the walls avoiding the pool
completely - go to section 120 if you wish fo climb to the south
side, or section 292 if you wish to climb to the north. L
If you cast a spell not mentioned above, then it has no bearing
on this situation - return to the section whose number you last
“noted. : ‘

C188-187 .

E R ORI 7. SRRl I ST
If you are in the arena, or entered the wolves’ cage from the
arena, then the wolves follow: you. Go to.section 254. . .
If you fell into the cage from: the pit,‘_;_then_r throw against-your
AGILITY. . o o P G

If you:;succeed,}yoi': takeBmMAcEPOINTS as‘YW"'Mblou.t' :G‘.? L

to section 394.... . . - ...

If you fail, you take 3 DAM‘AGE POINTS from the wolves. Go to - -

section 254 and continue combat as the wolves drag you down..

Throw against your AGIITY. =it 0 Lo
If you fail, then goto section.219. ... = .
If you'succeed, then go to section 255. - .

187

If fou-have:'.a]-relac:iy entered combat, . the 1gu;rd:5', continue .

fighting. Go to section 451 and continue combat. R
It you have not yet entered combat, then go to section 141.. -




188

188

You are standing on the northern bank of 2 river as jt flows
through a natural cavern with stalactites dripping from its roof.
The river flows from west to east, and was once bridged at this
-point. The bridge has long since rotted away, however, and its
weed-covered remains lie on the river bottom.
. On this side of the river a passage leads out of the cavern tothe
north, and a similar passage leading south can be seen over on the
opposite bank. After a short way, the northern passage joins
another running east to west.

If you wish to sleep here, then make a note of this section
number and go to section 257.

If you wish to go up the passage to the north, then go to section
154, oo : . o .
If you wish. to cast a spell, thert make a note of this section

number, write down its name, and go to section 299.

. If you wish to swim across the river, then g0 to section 338.
If you wish to try leaping across the river, then go to section

373. ‘. : . o




189191

: ' -189 :

After a few days, it appears that your hoped-for opportunity has
presented itself. The Firelord, accompanied  as .always by two
guards, appears at your door and commands you to arm yourself

. with your sword and chain-mail (note these items down on your

Character Log). Tt is time,” he says ‘that you were given some further
responsibilities.” ' .. .

When you are'ready, you are bllindfolded,.léd%fdrig anumberof

. passages and down a spiral staircase. After.a short walk your
. blindfold is removed: & = T
" "Go eastwards down this passage,”says the Firelord, ‘and you
- will encounter a servant of mine. Tell him that you have come for
- some of my baubles - he will know what [ mean - and bring them
- back to me here.”. S SR Ty
* If.you wish to do as the Firelord says, then'go to section 52.
. Ifyou think that this may be a trap, and decide to. attack the
o Pirelord,'then.goﬁto section223. . .

L

Fi o

Tl "g'.‘

. :IT;hE Gladnator looks at you respectfully and éays, 1 hope you'catch.

him, my Lord. I don’f want to undergo- the grizzly ordeal the

" remaining Gladiators had to suffer thelast time one of them tried

to escape.” et e

-, Ityouwish to tell him that you'are trying to escape and ask him

- if he wants to come with you, then 80 to section 294... -

- If you wish to-téll him that you are trying to.destroy the

Firelord’s power and wish for his help, then go to section 421.

N If you.decide to leave the room without speaking to him and-
~ close the door after you, then go to section 409. ,

C . . - 191 ‘ .

. You make a noise which .attracts the. Orcs’ attention. With
. surprising speed, they draw their swords and head towards you.
- Before you know it you are being attacked. :
Go to section 148 and begin combat at Step 5.

192-193

1931 yur Character Log then the
have a stores key marked on your Characler
doi)frygpl:en:. Return to the section whose number you last noted

tion for casting a SESAME spell. - -
ané)iﬂ%::etﬁﬂ 13:; does. not fit. Return to the section whose

number you last noted.. ‘

--193 ¢

You are standing ata T-juncfion.\}rrhere ?1 narrlc-:tv}:r i’?sstiie &nymoug
' is joi thenorth. To
from east to west is joined by one from :
l ' i ooden door, while some
e that the passage ends in a stout wr - :
S\?:ysflp the nortlliem passage a ladder, leading upwards, is bolted
tothewal. = = T -
; ‘ ; . 480. -
I wish to go north, then go tosection 80. |
If: ;’::11 wish to ggo west, then make a note of this section number
and go to section 345. R s :
If ?(ou wish to go east, then go to section 160. ‘
o L e




‘-196

) ‘194

As you 1do s0, the crystal begins to pulsate much more rapidly, and
increases. considerably in :brightness. A panoramic view of -the
area. surrounding: the Firelord's. fortress is- suddenly . projected
- upon the walls of the.chamber. At the same time, flames leap
forth from the floor inside the pentagram, and from: its centre a
huge Fire-demon, over 15 feet tall, arises before you. He looks at
* you malevolently, and says, ‘Grogarak answers the Flrelord’
“-summons! What does he desire of me?".

«If you msh to cast a spell, then w-nte down‘:ts nasme and go to

e -section 346.

if you wish to attack the F1re-dem0n, then go to section 161
Ifiyou wish to tell Grogarak: that you are an enemy of the
*Firelord bent;upon.destroying his power, and not his servant, and
then command l'um to begone from this place, then goto SECtIOI'l
309 -
v It you wish fo flee; back mto the dragons c‘a\rem and‘ rlsk
dlsturbmg himn, then g0 to section 286.

H l‘ 1.‘ s shg egl [ 195;4- ,.}(s ; o . it oy
The Fxrelord pomts his: thumb at. the ﬂoor Your opportent cuts
your throat Go to. sectlon 321 5

You open the door qmetly and peermg 1n91de you can see a room

- with five beds along each wall, a]l but two of whxch are occupxed‘
. by dozing Orcs.

-7 Ifyouwish to attack them e1ther w1th a spell or weapons, then
. g0 to section 265.. -

. I you wish to close the' door quletiy and return to the passage,

s then go to section 302 . .




197-202

. 197
The Orcs are wearing leather armour-and are carrying short
swords. They have five and three gold pieces respectively in their
pouches. You notice that the dice they were playing with are made
of ivory and are worth two.gold pieces each. One of these Orcs
. also has a wine-skin over his shoulder. . .
Make a note on your Character Log of any items you wish to take,
then go to section 233; . ‘ S
- You hurl yourself at the door, but it just rattles noisily on its
hinges and remains firmly closed. Take 2 DAMAGE POINTS from the
- collision and go to section 46. : ;
L o ! 199
Throw against your STRENGTH. . . L R
If you are successful, then return to section 407 and continue
combat, ; N o
If you fail, the scorpion’s poison sting has had its effect - | Go to
. ‘section 321, . - _

o S 200
Throw against your AGIITY. - :
If you fail, then go to section 374. ‘ Lo .
If . you are successful, then you manage ‘to close the door
without awakening Farak. ‘ S ,
If you went out of the eastern door, then g0 to section 465.
If you went out of the western door, then go to section 235,

ST 201 el
The spell works perfectly. Go to the section whose number you
last noted and take, the option given for using arena keys.

) . 202
Throw against your AGILITY. U
If you are successful, then go to section 237.
- If you are unsuccessful, then go to section 191.

e <t ok Mithr oo has s hancle,they

ar?fb;cfg &fﬁiﬂ gxsgsll{etyeﬁll::m};e:‘ note of this section and -
golzoy:)?\f\?ils‘l\zz:.go'througi\ the south door, then'gd ‘t‘él sechon _
42& fim wish to go. throughi"f:}ie north door; then go to section 72,

If you wish to flee down the north passage, therg.. goto sechon
3118f. you wish to flee down ‘fhe-lsofftﬁ'passage, then go to section
If:you wish to flee down the'west passage, then 80 to section
438. e : _ .

L o Ties . 1 d | Vt. !;( |
| ‘ i steeply.
The door opens to reveal a smooth sha  sloping down
Th: walls agepear to have been covered with grease, while .'calt the
end of the passage a fiery glow.can be'seen. If you wish to go own
shaft, then go to section 239. . o
th‘E)sther\,\.ﬁse, regtum to the sectionwhose number you !ast notgd. ‘

[P




- You are standing in‘a passa i ' o i
frcint m‘ aldcr(:mfe n tllj-fzaagfe‘:nhlvfr};ll r.unsr from north to south, in
ooking north you see a door in the westerr i
the passage goes on for a short way before eﬁﬁ?giﬂ#?gggggﬁl
@ To the south you can see a door in the western wall after which
e passage goes on for some distance before turning eastwards.
If you wish to go north, then go to section 240
If you wish to go south, then go to section 143,

If you wish t
'gn g o search the alcove for secret doors, then go to

207-208

L 207

You land in the water. Throw one dice.

If the number you have thrown s less than your current AGILITY -
POINTS total, then go to section 181. _ -

Otherwise, you lose 1 AGILITY POINT as you flounder in the’
water, . . : -

If you are still conscious, then return to the beginning of this -
section and throw again.. | L o

If you are unconscious, you drown in the cold water ... go to
section 321, L S
You are awakened by the sound of a door creaking open, to find
yourself in a small but fairly clean cell containing a wash stand,
lantern, desk and chair, and a small bookcase in addition to the bed
youare lyingupon. _ o :

Into the room walk an Orc in leather armour and an old man
wearing the robes of a Master Scribe. '

In spite of his respected garb, the Orc treats the old man with
ill-concealed contempt. o ' _

‘Well, here’s your new pen-pusher, Sigbert,” he taunts. ‘Let’s
hope he does better than the last one, or at least dies‘as amusingly
in the arena when his time comes!’ Go to section 261.




209

LI IR AR SN T I LI e
“You are standing at the base,of a tower in a corner of a.courtyard
which is dimly lit by torches. The courtyard acts as a barbican to

" the Firelord’s underground fortress. Between the two towers in

the southern wall of the courtyard is a gatehouse. In the north-
~.west corner of the courtyard:-you.can see a number of wagons
arranged randomly, while in the north-east corner are the stables.
In the middle of the cliff face at thenorthernend of the.courtyard
is a gateway which leads into the underground fortress of the
Firelord, . L o
.. There are two entrances to the tower you are standing

.beneath. One s at ground level, and the other at the top of a flight
of stairs at the level of the second floor. .
-+ I you wish to go up these steps to the door on the second floor
which faces the gatehouse, then go to section 278. '

« If you wish to go through-the door on the ground floor in the
northern wall of the tower, then go to-section 348.

If you wish to go to the. gatehouse, then go to.section 387,

. If you wish to go to the wagons, then go to section 422.
.. If you wish to go to the stables, then go to section 486,

210-212

& . 210 :

‘Not in here either,” growls one of them. You breathe a sigh of
relief as they leave the room. When allis quiet once more, you pull
the dead Orc from under the bed, put on his leather armour, take
his sword and put him in the bed in your place. Make a note of this
on your Character Log. . s

Listening at the door to make sure that no one is a’bout,‘you
insert the key (make a note of ‘stores key’ on your Character Log),
open it, and step into the passage. Go to section 86. o

‘ 211 S

‘Good,” says the Firesnake. ‘Now, go west down the passage, and
take the second passage gomg north which you come to. Take th’e
north-west fork, and carry straight on till you reach the.dragor} 5
lair, holding up the Firegem at all times: Cross the drago_n’s lair,
and you'll enter a circular chamber. It is there that you will meet
Grogarak.” e : Coon

If you wish to do as the Firesnake says, then go to section 10.

If you wish to attack the Firesnake, then go to section 419.

If you wish to cast a spell, then write down its name and go to
section 453,

212 :

You find no secret doors, but your tapping has caused annoyance.
A fireball hurtles down the passage towards you, folIow?d bya
slow deep voice saying, ‘Stop that infernal racket at once!

Throw two dice - this is the number of DAMAGE POINTS you have
received from the fireball.

If you are now unconscious, go to section 321. N

Qtherwise, go to section 177 if you were going north, or section
151 if you were going south.




213-217.

' ' 213 .

You have no.armour or. weapons as. they were ‘taken from you
.after your last fight. Youdo have some food, which you have been
:saving and have wrapped in a piece of cloth, and the lantern from
your room. Note this on your Character Log. The door. locks

automatically behind the Jailer after the third ‘meal of the day.
-There are always too many: guards. present to overpower the

Jailer. If, however, you decide to try to take the Jailer’s keys

secretly whilst he gives you your food, then go to section 375.

- I you decide to cast a sesaME spell to open the door; then goto
If you decide to break the door down, then go to section-30.

i ¥

. If the spell you cast.was SLUMBER or POWER BOLT, then: the Orc
falls to the ground - go to section 381.. o L
- Otherwise, he manages to raise the alarm - go to sectiort 89.
Throw against your AGILITY. If you succeed, then the Orcs don’t
hear you - go to section 494. ~ . : —

- If you fail, then go to section 158.

Throw against your AGIITY. . . . . :

If you are successful, then go to section 304. RS
- If you fail, then the Orc sees you and sounds the-alarm.
- If you wish to flee, then go to section.251. . :

- If you wish to-attack the Orc, then go to section. 183.

Throw against your STRENGTH. : e : -
.- If you are successful, then you manage to break free - goto the
section whose number you last noted.

If you fail, the fronds hold you fast and inject a poison which

| paralyses both your arms and-legs: Slowly you are dragged

" towards the anemone’s gaping mouth . -+Go to section 321.

218-220

: 218
Laughing contemptuously, the Orcs overpower you. Go to
section 287, . - st L e
The Orcs bear down upon you and_.:you. are soon overpowered.
When you regain consciousness, you find that you have been
taken before the Firelord! Go to section 363.

R

220

Youi are standing in a wide passage which runs from nprth to:
south, outside a small doorin the western wall. The doo_r is-open:
To the north you can see a T-junction with a passage going .off_to
the west. To the south:yoti can see a pair of doqble doors in the
eastern wall and further onvtwo similar doors set into the western
If you wish to gonorth, thengo to section 256. - |
If you wish to go'south, then go to section 110. "
If you wish to go through the door to the west, then go to

section 289.




m

221

You open the padlock-and push back the grille. The pitiful
wretches on the other side file past you, thanking you tearfully.
One of them opens a secret door behind you in the eastern wall of
the passage. :

‘We saw their chief come from here once, one of them
whispers. ‘We should find it a safer way out than through the Orc
quarters.” '

He disappears down a spiral staircase behind th
foﬂowedM b}g‘(ﬂthe others. : ® secret 4001',

eanwhile, you look round the former working area of the
released slaves, but find nothing of interest. Whg:lngou return to

t}'tae iron grille, no trace remains of either the secret door or the
slaves.

If you wish to search for the secret door, then go to section 330.

151917 you wish to go south down the passage, then go to section

222

You have just entered a square chamber which has exiting
passages to both east and west. The eastern passage is joined by -
one from the south after a little way, whilst the western passage
leads to.a spiral staircase going up. S
‘Standing in the chamber are two, tall men wearing chain-mail
armour and carrying shields and long swords. They are wearing -
great helms so you cannot see their faces.. , . ... .
Make a note of this section number. = . . [
I you wish to walk through the chamber ignoring the men
completely, then go to section 80. . ' o
If you wish to run through the chamber, then go to section 245.
. Tf you wish to attack the men, then go to section 285.

"I you wish to cast a spell, then write down its name andgoto.

section327. . .. . ... .- B
If you have retiirned to this section after defeating the Death. - .|
Guards, then go to section 107.. .- -~ .. .

You run straight into the arms of the two guards, who grab you, -
as Farak sneers, ‘So you're the best that the County. of Esgaron
and Barony. of Drakensfeld could find between them!! My
position seems secure yet” . . .

. He cackles hysterically. Go to section 258.
You find no secret doors, but your tapping has attracted some
attention ... Go to section 89. . '




You are standing in the Firelord’s personal box which gives you an
excellent view of the arena below. The box is richly decorated
with mosaics and gold leaf, and purple drapes hang between the
- pillars surrounding it. There-are four ornate upholstered couches
before the balustrade of the box, any of which would make a very
comfortable bed. There is also a table upon which stand a golden
decanter worth 20 gold pieces and four golden goblets worth
seven gold pieces each. In the south-west corner of the box is a
passage leading south. . _ :
_If you wish to sleep here on one of the couches, then go to

section 85, L R
~ If you wish to examine the wine jug, then go to section 13.

If you wish to climb down into the tiers of seats surrounding

e arena, then go to section 305. L

If you wish to jump down into the arena proper, then go to

section 398, o _
If you wish to go south down the passige leading from the
south-west corner of the box, then go to section 473.

N - 226
~ If you are successful, then you steal the key. Make a note of
‘gate key’ on your Character Log and go to section 56. '

If you are unsuccessful, the guard notices your attempt and he
and the others attack you. Go to section 451 and commence
combat (remembering your increased DEFENCE BONUS conferred by
the iNviSBILITY spell). _

n7-228

You.are standing at the bottom of a spiral staircase. A narrow
passage with droplets of water running down its roughly hewn
walls leads away from the stairs. This passage leads northwards
and is crossed by a similar passage running from east to west a
short distance away from you. y o .

If you wish to go up the stairs, then'go to section 262.. -

If you wish to go north along the passage, then go to section 97.

228

You are standing at a crossroads where a narrow passage running
north to south meets one running east to west. The passage west
goes on for a way before turning north and from both this-and the
northern passage you can hear the sound of running water. T.he
eastern passage ends at a wooden door studded with iron nails,
while down the southern passage you can see a ladder set into the
western wall. . : ‘ ‘ ‘

If you wish to go north, then go to section 354. - A

If you wish to go south, then go to section 480. .

If you wish to go east, then make a note of this section and go
to section 142. . o ‘ _

If you wish to go west, then go to section 459.



. 220-231

. 229 .
. Looking closely at the crystal, you see that it pulsates with an eerie
 light. Inside the crystal itself, you can see what seem to be
shadowy figures drifting around as though involved in some
strange dance. L
If you wish to touch the crystal, then go to section 194.
If you think that the crystal is the source of the Firelord’s power
and wish to destroy it with either weapons or spells, then go to
section263. . ..o oo T
- .Otherwise, go to section 13L.: .

_The river eventually emerges into the open air, and you and the
“other surviving prisoners. struggle gasping to one of the banks.
- }Nhen you l:ell them that youiintend to go back into the Firelord's
“tortress, they pounce upon’ you unexpectedly and bind your
 hands behind your back with a piece of (I:Jl;)eih. d Y
*"We want to get as far away from here as we can,’ they say, ‘and
- we have elected you to lead us.” :
" As you cannot cast any spells, you have no choice in the matter.
‘That night you see the torches of a bandof mounted Orcs circling
‘the area. Obviously your escape has been discovered. o
You order the other prisoners to hide and hope for the best . ..
Go to section-255. e oo

B

' The Orcs tell the Firelord that you are a powerful wizard and he
is not pleased. - S -

‘We have ways of dealing with spell-casters wishing to usurp
our power,” he hisses angrily. He nods curtly at the Orcs.and one
of them strikes you from behind. You lose consciousness . .. Go to

-section 24, T e ‘ L

232-235

232
You see a room with five beds against each of its walls. All the beds
bar two are occupied by dozing Orcs. At least they were all dozing
until you disturbed two of them by being so noisy. They leap out
of bed and attack you immediately. Go to section 265.

You are standing alone in the second-storey room of a tower. You
can see a spiral staircase leading upwards through an archway in
the south-east corner of this room and a trap-door set into the
floor of the south-west corner. The tower exit is a door in the wall
nearest to the gatehouse. _

If you wish to go through the trap-door, then go to section 266.

If you wish to go up the staircase, then go to section 494.

If you wish to go through the tower exit, then go to section 209.

© 234
The scorpion is very quick on its feet and nimbly blocks your
escape. Go to section 407 and commence combat at Step 5.

235

You are standing at the eastern end of a short passage running
from east to west, before a stout wooden door. To the west you
can see that the passage goes on for a short way before turning
south, and at this corner there.is a similar door in the northern
wall. The door to the east of you is locked. o

If you wish to go west, then go to section 332. .. = = -

If you wish to try ramming the door, then go to section 408.

If you wish to try a key in the door, then go to section 374.

If you wish to cast a sesAME spell to open the door, then go to
section 493.



1236—237 _

23 .
The Gladiator falls unconscious at your feet. You pull him back
~Into his room as quietly as possible. There is nothing of interest
either-on-him or in his room, . ) g P
Throw two dice and add 1 for each round of combat you
engaged in with.the Gladiator. SR
If the score is 10 or more, then the Gladiator’s cries were heard
* before.you silenced him - go. to.section 89.
... Otherwise, go to section 409... . -

. You are standing at a T-junction. To the west, you can see a flight
of rg‘tthm leading upwards, while passages lead to the east and
.Looking along the northern passage, which slopes downwards
away. from you, you can see that it is joined by two. opposing
. flights of steps from the east and west walls some yards down its
- length. Beyond these, the muffled rumbles of an Orcish conver-
sationcanbeheard. . .. . - .- R
I you wish to go riorth, then go'toisectioni4s, -~ -
If you wish to go north whilst looking for sécret doors; then'go.
tosection191, . . .. .. 0 SRR
If you wish to go edst; then go to'section 334, 7 -
- “If you'wish to go east whilst looking for secret doors, theh go to
secion376. - 7 T
-+ If you wish to go west up the steps; then go to section 417.

-

238240

' 238
You find that the key fits {make a note of ‘gate key’ on your
Character Log) and slip through .the gates after opening them
quietly. Go to section 342. S

ind iding d - slopin ' hich
You find yourself sliding down a steeply sloping passage w
glows ominously red at the far end. The walls have been greased,
so you cannot grip hold of anything to stop yourself. Thelpassage‘
ends high up in a cliff face - go to section 40. - o

i

240

R

You are standing in a passage which runs from north to south, in
front of a door in the western.wall. To the north-you can see that -
the passage goes on for a short way before coming toa T-junction,
where it meets a passage running east to west, while to the sou‘th,
the passage passes an alcove in the eastern wall and then carries
on to a further door in the western wall. . . :

If you wish to go north, then go to section 320.

If you wish;to go south, then go to. section 206. .

1f you wish to examine the door beside you in the westernwall,
then go to section 355. . . ‘ R




241

LION: . ’ .

STRENGTHPOINTS 8 AGILITY POINTS 6

ATTACKBONUS 0  DEFENCEBONUS O

DAMAGE POINTS 4 = POWER POINTS 0

If you wish to flee, then go to section 310.

If you wish to cast a spell, then write down its name and go to
section 449. ‘ ‘

If you defeat the lion, then go to section 60.

If you lose consciousness, then go to section 321.

3




~ When all seems quiet, you craw! from yoiir hiding:place - some
bales of cloth - to find yourself in a larg};.- storefou:)gm? :
Throw two dice. If you have thrown an odd number, then goto
Sectiorl 434.- 4 n Cod :,. R . - N . : e
. If the number you threw'is even (or you.have returned o this
_ room} you find, yourself in a large. room crammed with goods
taken on the Firelord's caravan raids. Half of the room is neat and
tidy, while the other half is heaped in disorder. . ,
?_ The entrance to,the room is a pair of double doors set into the
western wall.. e '
If you wish to search the room:for'useful items, then go to
section 469, s o
If you wish to sleep here, then make a note of this section
number and go to section 388, ..
If you' wish to search for secret dodrs; then make a note of this
section number and go to section 365. |
. If you wish to go to the double doors in the western wall, then
go to section 32.. . ‘ ‘ :

. 243-244

S 243 ‘ .
You feign ignorance as the guards begin a cursory search of your
room. ‘What's this?’ one of them asks, andlooking in the direction
he is pointing, you groan inwardly as you see the foot of the Orc
you have killed peeping out from under your bed! .

Immediately you leap to your feet...

Make a note of this section number. .

If you wish to attack the Orcs, then go to section.451.

If you wish to cast a spell, then write down its name and go to
section 487. = o S et

If you wish to surrender, ther go to section 474.. . . . .

If you have returned to this section after defeating the Orcs,
you find that each is wearing chain-mail and carries a long sword. -
You find a total of 19 gold pieces in their purses and one has two
keys, a stores key and a gate key. If you wish to take any of these
iterns, then make a note of them on your Character Log.

Go to section 174. i : ,

You are standing in a passage which’runs.from east to west, On
either side of you are doors, in both the northern and southern
walls of the passage, neither of which is locked. Further east along
the passage is a similar pair of doors, while to the west the passage
ends in a very large chamber.; . .

If you wish to go through the north door, then go to section’
169. .
If you wish to go through the south door, then make a note of
this section and go to section 182.

If you wish to go east, then go to section 21.

If you wish to go west, then go to section 304. .



245 ‘

- One of the Death Guards hits you asiyou flee, but neither follows,

You take 4 DAMAGE POINTS from the Death Guard’s. blow. .
~ If you are now unconscious, then go to section 321. - .
- Otherwise, go to section 352. da

_) . ’_‘-- 246 s i L “
If you cast FLYFEET OF INVISIBILITY to cross't '
find that the dragon is not fooled by them F};)i::v:er:t’ic::e.;‘zg?u
. If you cast POWER BOLT or SLUMBER at the dragon, then the spell
‘works, but not well enough .. . Go to section 286
. - HEALING wdl work as normal; but. no.other spells will have any
- bearing on this situation, - return. to the section'whose number
-you last noted. - S T C S

' If the Firelord has told you that.you would next fj i
€ : would next
~ Champion, then go to section 36. y : e -%t his
_ ‘_Otherwise, 80 to section 315.

The passage ends at a'small room with stone walls, Two wolves
arelzfsleepmg (})‘n the straw-covered floor. K ’

: you wish to return to the arena, then throw against vou

© - acwry. If you succeed then go fo section 432. ® Yo
If you fail, then the wolves awaken - g0 to section 316.

0

249-252

If you wish to attack the wolves, then you automatically hit one
of them as it sleeps - go to section 254 to determine damage and
continue combat. L

If you wish to cast a spell at the wolves, then write down its
name and go to section 416.

249

ORC GUARD: A :

STRENGTHPOINTS 7 AGILITY POINTS 6

ATTACKBONUS 0 - DEFENCEBONUS +1

DAMAGEPOINTS 3 POWER POINTS ( ,

If you wish to flee, then go to section. 158. . . :

If you wish to cast a spell, then write down its name and go to
section 317. ) . .

If you lose consciousness, then go to section 363. - -

If you defeat the Orc, then go to the section whose numberyou
last noted. . . S

: .. - 250, R o
You float down the well shaft, but realise that your spell will
expire as you hit the water below. About halfway down the shaft,
however, you pass an opening in the wall - the entrance to a
passage running eastwards. . :
- If you wish to enter the passage, then go to section 359.
If you wish to continue floating down, then go to section 51.

251

As you run away, an alarm sounds behind you.
Go to section 452. L
252

The beast’s mynad fronds suddenly weave a rigid crimson mesh
which rises to the surface of the pool. This will allow you to walk
across the pool quite safely using the beast’s fronds as stepping-
stones. '
If you wish to go to the northern bank, then go to section 292.
If you wish to go to the southern bank, then go to section 120.



oss2sE R

- After swimming up-river for a way, you come to a bridge.-

- If you wish to climb upon to the bridge, then g0 to section 354.

- If-you wish to carry on swimming up-river, then go to section
- - 338. B R

 If youwish to swim down-river, then go'to section 230. o

254,

TWOWOLVES, each: ... -
. STRENGTHPOINTS 6~ AGIUTY POINTS'5 -

ATTACKBONUS O . DEFENCEBONUS O, ~
- DAMAGEPOINTS 3  POWERPOINTS 0 =
-, I you wish to cast a spell, then write down its name and go to
‘section 416. ; R . [ I, :
- -If you wish to-flée, then go to section 185, -
~If-you defeat the wolves, thengo to section 370. ‘

If you are defeated by the wolves; then go to section 321.
The searchers fail to find you and to your relief eventually return
to the fortress. When you feel it is safe, you begin your return
journey... S O TR o

After two days of walking, suddenly you hear the voice of the
Firelord booming all around you.. . - : :

“Sol You have the effrontery to refuse my hospitality. You will
soon find that this is a fatal mistake.” A horrible laughter fills your
ears as; suddenly, flames spring up from the ground all around
you: You lose consciousness - the latest victim of the Firelord

Go to section 321. ' =

o f

256288

You,are sténdirig in a passage which runs from north to south. To .-

the south you can see a number of doors. on either side of the - -
passage, while to the north the passage is joined by _anolther_: ]

passage from the west: LIS T Ty
If you wish to go south, then go to section220:" - s
If you wish'togo north, then go to section 368, o
If you wish to go north while searching for secret doors, then
gorto section 436. - = : e

ik R
B

2857

Throw two dice. - : o e
‘If the number you threw is even, then go to section 271. - -

. If you have thrown an odd number, your sleep is disturbed by

a'noise close by. Opening your eyes you see a large scorpion

before you poised to strike! Go to section 407 and begin combat. =~

Farak grésps his amulet and clutches it to his chest. L
" "Those who seek to usurp my power must be punished,’ he_ .
hisses. He holds the amulet before him ... You are blinded by a -
‘brilliant flash of flame and fall unconscious. o ,
i Gotosection24. S :
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259
You creep across the arena without i i
P acT attracting any attention an
are standing in front of a locked door.’ Y : d

If you wish to creep around the walls
penrJou wi p walls to the south door, go to

If you wish to open the door before you and have a set of arena -

ke{fs, then go to section 2. g
_ you wish to open the door before you with a sEsaME
then make a note of this section and go )tro section 201. . wpell

If you wish to break down the d .
s You Y e door before you, then go to
Vo are Stancdine ab 260 . -
ou are standing at the top of a staircase. The stairs lead down to
.a passage which runs from north to south.and is joined b‘y a
‘s:;:ﬂﬁr flight (:lff ?lt:érsﬂat the opposite side. From this passage you
ear a m conversation being conducted i
tor];gt;e_of,the Orcs.. | , e 111 the harsh
~ Before and below you are tiers of s inding a i
o y rs of seats surroun a circular
30155 you wish to go into the arena seating area, then go to section
If you.\‘.vish,to go down the stairs and examine \
-to examine - th
passage, then go to section 48. © the lower

-Afte_r afew d:ays, you get used to bemga Scribe in the Firelord's
service. Your job, under Sigbert’s guidance, is to catalogue the loot

- 262-264 -

taken in the Firelord’s caravan raids. This is done in the large
storeroom opposite your cell. You are fed regularly and reasona-
bly well, and at the end of each day the same Orc guard locks you
in your cell for the night. During your second:day, you find a
hidden dagger which you hide for later use. Make a note of this on
your Character Log. o : : e
During the daytime there are too many Orcs wandering about ;
to make escape feasible, and you decide that this would be best - - -
attempted at night. L T TR o
If you wish to escape tonight, then go to section 296. :
If you wish to await events in the hope of a better opportunity,
then go to section 326. - ‘
Yoti'are standirig at the topof a spiral staircase before adodttothe
west. - ;
If you wish to go down the stairs, then go to section227. * .
If you wish to go through the door, then go to section 96. . '

-t

Yo attack on the crystal s ineffective, butimmiediately the room -

LAy

darkens and flames arise from the pentagram. A huge Fire- S
demon, 15 feet tall, arises from the pentagram’s centre, its. ' . =

malevolent eyes fixed upon you.
- Go to section 346. .

“If you cast your spell while in the arena, therimakeanoteof this.

section and go to section 462. ‘ : L
Otherwise: -

~ All ATTACK spells- except REPEL UNDEAD work as normal, go to..

_section 403 to determine result and continue combat.. . .
pEFENSIVE spells: INvisBILITY will work as normal, return’ to

section 403 and continue combat. o
" rootsTEPs will work only if you are invisible. If this is the case,

- then the Orc champion leaves the room in pursuit of your spell -

. go to section 6. Otherwise, return to section 403 and continue

combat. ; L IR

. HEALING will work as normal, return to'section 403. . .- .. -
.- MISCELLANEOUS spells have no effect, return to section 403 and
. continue combat. B T T TR R
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You kilt one Orx easily, but in doing so awaken the athers who
quickly leap out of bed and overpower you. You are taken before
the Firelord - go to section 363.

You are standing at the bottom of a ladder in a large storercom
filled with sacks and barrels and racks of weapl?)rr?s. The sacks
 contain meal, the barrels food and drink of all kinds. The best you
come across is some fine wine and dried beef. If you wish to add
either of these to your supplies, then make a note of them on your

Character Log. - - .

. The weapons consist of swords, both long and short, and
;daggers. There are also a few suits of leather armour and one suit
- of chain-mail. . S :

If you wish to.arm yourself, then make a note of what you take

on your Character Log. S ,

The ladder appears to be the only exit from this room.
If you wish to sleep here to regain some lost POWER POINTS, then

make a note of this section number and go to section 303.

If you wish to leave the storeroom and climb back up the ladder,

then go to section 114. .

- 267 S
You go'southwards down the passage with the frustrated shrieks
fmd curses of the slaves in your ears, until you come to a T-
junction. '

Go to section 46. o - ' Y

%8 . .

MISCELLANEOUS spells have nto bearing on this situation. Go to

section 407 and continue combat. ,
- HEALING, INVISIBILITY and ATTACK spells except REPEL UNDEAD will
“ work as normal. Go to section 407 to determine the results and/
or continue combat. : ‘

269-273

rootsTEPs will only work if youare already invisible. If this is the
case, then go. to the section whose number you last noted.
Otherwise, go to section 407-and continue combat at Step 5.

' .. 269
You are running down the passage after Farak when suddenly the
floor beneath you gives way and you plunge headlong, into an
underground river. You fight your way to the surface and are
carried along for a way by the current. Go to section 338.

o o 270
The door opens. S :
If you went to the north door, then go to.section 386.
If you went to the south door, then go to section 432. .
If you went to one of the western doors, then go to section 489.
If you went to one of the eastern doors, then go to section 65.

In spite of your dangerous and uninviting surroundings, you have
a restful night’s sleep and awake to, find your POWER POINTS -
restored to their original total. Make a note of this on your
Character Log and return to the section whose number you last

noted. ‘.

; 272 : :
Make a note of ‘gate key’ on your Character Log. - -
Unfortunately, the south gates are not the ones which the key
fits. - ‘
If you wish to cast a SESAME spell to open the gates and thus
escape the fortress, then go to section 66.

If you wish to hide in the shadows of the gatehouse until the
fuss has died down, then go to section 387. _ :
If you wish to make your way to the north gate, then go to-

section 382. ' . . o

Your spell works, but by the time you have finished casting it you .

are surrounded by Orcs. They soon overpower you and do not

seem pleased at having a spell caster in their midst... .
Go to section 363. .



- :sleepl

$ 274275

- You are standing at the western-end of a narrow passage which
runs from east to west. The passage ends high up in a cliff face
where it opens into a natural cavern. Below you, you can see that
the floor of this cavern is a lake of molten fava.

- The area near the edge of. this,drop is smooth and slippery.
‘ Throw against your AGILITY, -, . AT
.+~ Hfyou fail, then go to section 40.: .- :
. Otherwise, return to section'130. ..

[ e

+ " After tapping the walls for a shott time, vou'find s cecret de
N piny : time, you'find a secret door -
. orratherit fmds. you! A small flag in the floor is pushed aside and
out of the resulting hole pops the head of a grizzled old man with
_ }Jnkempt haur and matted beard. He looks at you and says testily,
- ‘Stop makmgr_that racket! Some people are trying to get some
oy ;Il\fd ' \e'-}'}!: note of th:esd sectign-ri&tnber' and go to section 450, -
.+, it you have returned to this section and wish to :
80 to section 240, S Tenese mﬂ‘}?ﬁ‘then
. If you wish to go south, then go to section 143,

276

Malgar was right! Apart from tidying his room, which is above
your cell, and caring for all his gear (apart from his weapons of
coursel), you also have to wait on him and his bodyguards when
they eat in the great hall, fetch water from the well, and take what . -
appears to be the rubbish of the whole tribe and throw it down the
refuse pit. By the time your work is finished, you are exhausted ..
and barely manage to keep your eyes open long enough to see the
grille of your cell locked by Malgar last thing at night. Also, living
off the scraps Malgar throws you at mealtimes (when he
remembers that is) you are hungry for most of your waking
hours. During the day you are always surrounded by a number of
Orcs when working and come to the conclusion that escape will be
possible only at night. L ,

After a day or so, Malgar isni’t so watchful, and you find his
dagger under a cushion while tidying his room.

If you wish to take this, then make a note of it on your Character
Log (all your other possessions were taken before you awoke) and
go to section 293. L

Otherwise, go to section 336.
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277

. Yoii are awakened by the creaking of an opening door to find

yourself in a-cold, dank cell. You screw up your eyes to protect

g:elltl\g fl.tk'om the ]igr}x‘\.ti‘lfehi‘:h streams through the dooﬁay.- A prgainst
- thelight youcan out the sinister outline of a. £

- a foul-smelling Orc!' : er?l-l o eo a.slfad:) Wy flglfé

| ‘;'The Orc walks down the steps into the cell and drags you up
fromthe rushtstrewn floor. He pressesthis face against yours and
« the"reek ‘of his breath. assaults your nostrils as he growls, ‘So

you're our new stable boy, eh? Time you got to work, me lad.” He
. drags you up the steps and outside into the light.

RN AR R

T

The room you were in is in the-basement of one of two towers
at the southern corners of a walled courtyard.:Between the
towers in the south wall of the courtyard stands an:ominously
strong gateway.. - . ... - B I I L

You are taken to the northernend of the courtyard towards a
further gate set into the cliff. In the north-west corner. of the
courtyard you can see a number of wagons which you recognise
as coming.from the caravan you were travelling with. Opposite .
the wagons in the north-east corner is a long; low building which .

ou are taken to. ' Lo :

This building is the stables.and: you. spend the nextfew dajs.-- o

looking after the horses of the Orcs in the fortress. Go to section

sy

i -
TS P < N MR
T e ===

o e B T L L B A B S R
You are standing at the top of a flight of steps, outside:a'door into
one ‘of the towers which stand at the southern corners of the .
courtyard. The door that you are standing beside is at the second-
floor level, ‘and looking through it you can see a large mess halk
Two'rows of trestle tables stretch fromi wall to wall, beside which
are benches for a large number of men-at-arms. The tables,
benches and rush-strewn floor are alt littered with scraps of food,
unwashed plates and soon. R N T

There is a fireplace in the middle of the northern wall, in front -
of which you can see two Orcs playing dice and arguing loudly.

Through an archway in the south-east corner of the room, you
can see a spiral staircase leading upwards, while in the south-west
corner you can see a trap-door in the floor. '

If you wish to creep past the Orcs, then go to section 490.

If you wish to cast a spell, then write down its name and goto- -
section 8. _ - . '

-If you wish to attack the Orcs, then go to section 44.

‘If you wish to return to the courtyard, then go to section 209.
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: : ' 279 : .

You are standing in front of two large iron gates at the northern
end of a walled courtyard. In the north-east corner you can see a
long, low stables building. In the north-west corner you can see a
number of wagons parked haphazardly. :

At the southern corners of the courtyard are two watch-
towers, between which is a gatehouse, :

Four Orcs in chain-mail are on guard duty outside the northern
gates, and gruffly ask you what you think you are doing . .. Make
a note of this section number. = :

. If you wish to turn round and'run quickly back inside, then go
to section 158. ' o

If you wish to tell them that you have a message for the
commander of the courtyard guards, then go to section 349.

If you wish to attack the Orcs, then go to section 451.

If you wish to cast a spell, then write down its name and goto
section 487, - L : I :

If you have returned to this section after defeating the Orcs,
then you find that each is wearing chain-mail and carries a long
sword. Their purses yield a total of 19 gold pieces and you find two

'keys, one for the courtyard and one for the gate. If you wish to
take any of these items, then note them down on your Character
Log. :

Go to section 56.

. 280 e

As you touch the casket, a doud of choking gas spurts into your
face. At the same time, a voice which seems to come. from the
casket itself cries, Master! Master! Robbers! and alerts the Orcto
your presence. - o c

You cough and splutter for a few moments, which allows him
to don his armour before he attacks you. .

.Go to section 461, but add 3 to Malgar’s DEFENCE BONUS (because
of the armour). Begin combat at Step 5. .

og1-283

Life as the Firelord's Champion isn’t so bad. Youi*have a very. R

comfortable room, fine meals in the company.of the Firelord and

is h .girls, and a new respect from the otl.ter.GIadlators‘ and’ . .
?}iiiratl;'e:'ln:ggs.z Unfortunately, your room is stn]l-.ﬁmﬂy:.-locked at

mgFarakiseezhs rather fond of you, and is asking constantly about

your past life and adventures. This keeps you onyour toes,asyou - -

don’t wish to tell him anything which might give away the natu ure
of your quest. - .

You have refrained from attacking the Firelord so far, asheis . '

always accompanied by two heavily armoured warriors (neither

0 ' i i f the harem: 1
f whom has ever spoken in your hearing), and one o s
zirY: has informed you that the amulet that he wears constaptly )

round his neck is proof against magic of aiI::lcinds;_-':l S
a Some days_have now passed, and.soon you must enter :the
arena once more ... . ey

If you wish to try escaping tonight, then go to'section'155. . ; -
If you wish to wait, in the hope that a bet

present itself, then go to'section 189. Lo RS

282

Throw &géinst your AGILITY. _ ) -
If you are successful, then go to section 248. - ‘o
+Tf you fail, ther go to section 316. SR

ter opportunity will .~ ;



283-287 . .

283
The last. Orcecollapses at your feet and you dispatch both of them,
Each is wearing leather armour and carrying a short sword and
you find a total of 11 gold pieces in their purses. If you wish to take
any of these items, then make a note of them on your Character Log.
If you wish to ring the alarm bell, then go to section 158.
If you wish to jump down to the ground below, then go to
.section 62...
If you wish to cast a FLOAT spell before you ]ump,. then go to
section 95.
If you wish to go back down the spiral staircase, then go to
section 494.
284
Thirow against your STRENGTH.
~ Ifyouare successful, then you go through the broken door and
" find yourself at a T-junction - go to section 46,
_ If you fail, take 2 DAMAGE POINTS from the colhsnon and | go to
sechon 92. . o

285

WO DEATHGUARDS, each of wl'uch has: L

STRENGTHPOINTS 8 AGILITY POINTS 8

ATTACKBONUS 0.  DEFENCEBONUS +3

DAMAGE POINTS,, 4 POWER POINTS O

If you wish to flee, then go to section 245.

.If you, wish to cast a spell, then write down its name and go to
section 327.

If you lose consciousness, then go to section 32L.

If you defeat the Death Guards, then go to section 430.

286 ,
The dragon yawns, then breathes out a stream of searing ﬂame
All that remains at the place where you were standing is a charred
stain on the floor ... Go to section 321. .

287 e
The Firelord points his thumb upwards. He fought well and is
qulte a strong specimen.” he says. ‘Let him be spared to end his
days in enlarging the foriress.’
You receive a blow on the head and lose consciousness ... Go to
section 42,
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288
- TheOrclets out asurprised squeal and calls for help. Go to section

' You are standing in-a room which contains two desks, cupboards,
various manuscripts, ink pots, quills and so forth. The manus-
*cripts are lists of goods stolen from caravans, and contain details
.of trading with dishonest merchants who buy the stolen. mer-
- chandise from the Firelord. Some of the merchants are well
known and highly respected. . e i
.. There is nothing else of interest in this room. . ST
" If you wish to sleep here, then make a niote-of this'section and
go to section-388. - R JC IO PR LS

SRR

. If you,wish to leave the room, then go tosectlonzzo

e

You:are'in a storeroom filled withbarrels and sacks cornitdining
food and drink of various kinds. Haunches of smoked meat hang
-from the rafters. If you wish to take any of these provisions, make
a note of them on your Character Log, = . .
I you wish to sleep here, make a niote of this sectiori and go to
- section .388. . - : LATHRTE TS

-, + . Fyouwish to leairé"'fhis;'ifoom; them‘—go:tci"'s‘ection;::.’-bll‘l-‘““'_ !

L

291

Lo 291 R W,
After a'furious battle, your opponents are dead at las:t.:Each wears
chain-mail armour andce}n::ies a lonf sword, and their purses yield
f 19 gold pieces between them. R
’ tﬁ’ﬂ;i)ﬁ wislf to tgke any of these, then make a note of them on
er Log. o
y0$l(‘n(]: ;rrr:ttaflnging in a small guardroom. There are two spy-
holes in the western wall, above which the words "Vigilance or
Death’ are carved into the rock. Through the spy-holes you can
see a T-junction where a passage running north to south is ]pmeled
by one from the west. A length of rope hangs from the ceiling in
the south-west corner. )
If you wish to pull the rope, then go to section 158.
If you wish to leave this room, then go to section 304.




. 292-294

| 'Mal;.e:é_'ﬁote-of this section number. Ll
_ » Youarestanding at the southern end of a short passage which
runs-from: north to south. To the north the ‘passage- turns

_ westwards, and there is a:-wooden door at the corner facing you.

o starts calling for a guard., -

~ To.the south the passage ends:in a clear blue pool which has a
large crimson anemone-like creature at its centre. On the opposite
bank of this pool is another passage going south; - . ... ...
..~ - If you wish to go north, then.go to section 332.- .~ = ~ ...
- it I you wish to:swim across the.pool, then go to section 146.
+ - -If you wish to cast a spell, then write down its name and go to
section 184. L ‘ L

L S A
If. youwish to attempt.an escape tortight, then go to section 362.
Otherwise, go to section 389. ..

\. R
The Gladiator looks at you aghast. ‘Do you know what happened
 to the Gladiators last time one of them tried to escape you fool?”
" he asks. Cge A _
"They were all tortured to, death’ by being thrown into the

Firelord’s “Pool of Torment”! !‘ESo!saying’,‘ he rushes past you and

If you wish to try and reason ‘with. him; then go to section 89.
If you wish to cast a spell, ther write down its name and go to
section 455. _ o
- If you wish to attack the Gladiator, then go to section 54.
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e

You follow the passage westwards untit it comes, to'an n end a at a
small, dark cell. The walls of this room are dank, mould-covered
stone,.and the passage seems to.be the only way in and out. You
«can see nothing of interest. ' .
_ If you:wish to go back to the arena, then go to section 432
- If you wish to sleep here, then make a'note. of this. section
number and go.to section 271,
If you msh to search for secret ‘doors, then go‘ to sechon 306.

. R 296 ' s
Youhave been stonng a httle of your food Each day and now w1th
““care have enough for two to thiree days. - .
~_You have just finished. your day’s work. The guard has locked
~Sigbert in his cell and is takmg you to.yours. No one else is about.
_If you wish to attack the Orc guard, then make a note of thlS
“-section and go to section 249,
If you wish to cast a spell at the Orc, then wnte down 1ts name

and: go to section 499. - -

If you wish to try to steal the Orc guard s key, then go to section
405, .
. K you msh to wait untlf the’ Orc has Tocked you in Before
. attempting your escape, then go to section 441.

-~ _If you have. returned to this section after defeating the Ore,

then you find that he is wearing leather armour, carries a short
. “sword and has.two gold pieces in his purse. Make a note of any
items you w15h to take on your Character log and go to section 372

297-299

. 207
You wait until Malgar’s familiar snores fill the room. As you have
no key to fit the padlock, the only way to open your cell door is by
casting a SESAME spell. If you wish to do this, then go to section 96.
1f you have had second thoughts about your escape and wish to
wait for a better opportunity, then go to section 415.

298 .
You climb down the shaft successfully. About halfway down, you
find an opening in the wall, the entrance to a passage running
eastwards.
If you wish to enter the passage, then go to section 359,
If you wish to continue climbing down, theni go to section 391.

299

If you have cast a FLYFEET or FLOAT spell to cross the river, then
g0 to section 442,

Other MiSCELLANEOUS spells, REPEL UNDEAD and DEFENSIVE spells
have no bearing on this situation. Go to the section whose
number you last noted.

If you have cast any other aTTack spells, they appear to have
waorked. If you wish to enter the water now, then go to section
476,

Otherwise, return to the sect:on whose number you last noted.




The dooropens! eas:lyand you fmdyourse]f in a passagewhlch
runs from north to south. To the north you see that the passage
goes on for a short way before meeting another passage running

- from east to west. You recognise the western branch as going to

the room where you had your meals with the Firelord.

To the south, the passage passes an alcove in the eastern wall
and a door in the western wall before carrying on towards the
arema. . -

-If. you wish to go north, then go to section 320.
. If you wish to go south, then go to section 206. -

You mnto f.l'leii-"inziﬁor;iah&‘presé your hand against it.It is .

obviously a teleportation device-of some kind, but it is. imper.violus' '
to you and must need a key to activate. . - .- oo IS
If you wish to search for some means of triggering the device, .
in the hope of using it to escape the ever-increasing lava flow, then
gotosection29.. oo o0 Lo .
If you wish to flee; then 80 to section 69i-
o s
Throw against your AGILITY.. .. - R
If you are successful, then go tosection 179,
If you fail, thenrgo to section 89. : :

= 303 . |

Throw two dice. - -+~ - . TR W& T
If you have thrown an even number, then go to sec'tlon 271. -
If you have thrown an odd number, then go to.section 85
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Youare standing in a very large room which is obviously usedas ™ | i
agreat hall by the Orc tribe. There is a raised dais by the northern i ‘mm v A
wall, on which a finely carved table stands before five throne-like Fm A P —
chairs. Trestle tables and benches are arranged below this for the T % ' ,
rest of the tribe, and all of these are covered with dirty eating G KRR sy
utensils and the remains of numerous meals, while in the north- ' . r“ 1 A
east corner you can see the dying remains of the cooking fire. ]

There are four obvious exits from this room: .a door in.the
northern wall, a2 wide passage going south in the south-west
corner, another wide passage going east, and a narrow passage in
the south wall. There is also a well in the south-east corner. -

If you wish to go through the north door, then go to section :
1290, '

If you wish to go south down the wide passage in the south-
west corner, then go to section 150.

I you wish to go down the eastern passage, then go to section
244, : - .
If. you wish to go down the narrow passage in the southern
wall, then go to section 122. 4 .

If you wish to have a look at the well in the south-east corner,
then go to section 331. - ‘

)




305

You are standing amongst the tiers of seats which surror I
sand of the arena. This area has obviously been swept sil;\c: :ﬁ:
last_games as it is totally devoid of litter. :
Rising from these tiers of seats to the south is an 6mately
decqrated‘box, under which is a gate of latticed ironwork. From
beh{nd this gate you can hear a mumbling conversation in the
Orcish tongue. There is an exit from the seating area just by the

side of this box, and you can see three more doors in the walls of

thffarena in front' of the seats opposite you. S

sectigr?i ;;sh to jump dowg into the arena proper, then go to
seéflgzt; z“,’si,Sh to climb the wall into the I.-’irelo‘rd‘s box, then gb to
golfgmih;go ‘go through the exit from the seating area, then

-

Y 306-308 . .
: 306 .

After tapping the-walls for a few. minutes you find.a secret door,
or rather IT finds you! One of the stones at the bottom of the
northern wall slowly moves away from yot. Out of the resulting
gap pops the head of a grizzled old'man with matted hair and an
unkempt beard. He looks at you and says testily, ‘What do you
think you're doing? The games don't start until tomorrow and

some people are trying to get some sleep!!’ - -
Make a note of this section and go to section 450. S
If you have returned to this section, then the old man pushes
the stone back into place. If you wish to sleep here, then make a

note of this section and go to section 271. o
If you wish to leave the cell, then go to section 432.

W

307

The gates are locked. ‘
If you wish to cast a sesaME spell to open them, then go to

section 342. ‘
If you wish to go back to the dead Orc and steal his keys, then

gO to section 158, R
If you wish to hide while the fuss you have caused dies down,

then go to section 418. .
A 308 .
You are standing at the top of a spiral staitcase before a door-
leading to the west. =~ L S
If you wish to go through the door, then go to section 497.
If you wish to go down the staircase, then go to section 429.

ni
'

K3




309-311

309

‘Let’s not be too hasty about this, manchild,” booms Grogarak. ‘]
AM the source of the Firelord’s power, and I can tell you, I am
heartily sick of being at his.beck and call. Nothing would please
me more than to leave this dung-heap you call a world forever!
The key to the Firelord’s power over me, however, is an amulet
in the shape of an upraised hand bathed in ﬂames, which he has
with him at all times. While this is in anyone’s possession, I have
no choice but to do their bidding, but if you were to bnng it to ME,
I would smash the Firelord’s power forever.’

If you believe him and wish to fetch the amulet, then go to
section 17,

If you wish to cast a spell, then write down its name and goto
section 346.

If you wish to attack the Demon, then go to section 161.

; 310
You cannot flee fast enough and the lion catches up with you.
'Return to section 241 and commence combat at Step 5.

311
Throw agamst your AGILITY.
If you fail, then you drop a sword, which clangs noisily on the
ﬂoor go to section 232.
If you succeed, then you manage to take the short sword and
leather armour without disturbing the Orcs. Make a note of
. them on your Character Log and go to section 411.

‘3124315

312
If you have a gate key amongst your possessaons, then the gates
open. Go to section:279. - " i :
Otherwise, go to sectiori 158.

N : 313 S .
The flask contams a pohon of Power Restoratlon ‘Each’ gulpwt]l :
brmg your POWER POINTS -back.up to:the level of your original -

roweR sCORE. There is enough of the potion in the flask-for two L
gulps. Make a note of this on your Character Log andreturn to the . .

section whose number you last noted...

e

There is so much of value i this room that you find it difficultto_

decide where to start. All the finest pieces from Farak’s many
caravan raids over the years seem to have ended up here.

Your musings about what you'will do with: this new-found = -

wealth come to an abrupt end when Orcs begin streaming into
the room from all three entrances. Go to section 318.

315 .
As you stand in the passage facing the entrance to the arena, the
Jailer opens another door -on your right-and equips another
Gladiator with similar weapons tothose you are carrying. Both of
you are ushered into the arena and, as you enter, the crowd rises
and cheers you loudly.
Your opponent turns to you and says, ‘Don’t worry. I'll make
sure you have a quick death,” and laughs quletly
Both of you go before the Firelord’s box, raise your swords
and say, "‘We who are about to die salute you.’ -
Your opponent attacks you ... Go to section 380.




316-319

You hear a sudden ‘movement nearby. Before you know it you

are attacked by two ferocious wolves. Go to section 254 and begin
combat at Step 5. ‘

‘ S 317 :
The Ore guard takes advantage of the short lapse in, combat to
call for help. Luckily, he doesn’t notice:what you are doing, and
unless you have already cast a spell in his- presence, he will not
-know you for a spell-caster. Something disturbs you before you
can complete the spell ... Go to section 158. . -

318
You find yourself in a dead end with a horde of angry Orcs
-bearing down upon you. S o , .
If you wish to surrender, then go to section 363.
- I you wish to fight the Orcs, then go to section 158.

 If you wish to cast a spell, then write down its name and goto
section 273. : :

319
Throw against your aGLITY. -
. If you are successful, then go to section 424.
If you fail, then go to section 391.

320-321"

320

You are standing at a T-junction where a passage from the south
meets a similar passage running from east to west. To the south
you can see that the passage passes two doors.in the western \.‘»va]l
and an alcove in the eastern wall. The eastern passage ends in a
stout iron-bound door, while the western passage lead§ toawc_ell-
appointed dining room decorated with murals and furnished with
couches.and low tables. o - . \

If you wish to go south, then go to section 240.. :

If you wish to go east, then make a note of this section and go
to section 483. . .

If you wish to go west, then go to section 339.

s

321
Your adventure ends here. Throw away all‘notes you may have
written and maps you have drawn. If you wish to try again, then
create a new character and_go to section 1.



' 322-324

o "322
If the spell you cast as POWER BOLT or sLUMBER, then g0 to section
499, - et

Otherwise, go to section 288.°, -

You get through the door in the western wall of Malgar’s room
successfully. You are standing at a T-junction where a passage
running from north to south is joined by one from the west. To
 the north you can see that this corridor ends in a barred grille,
whilst the southern and western passages each have a number of

" doors along either side.. . . ‘
Go to section 46.

RS R 77 SR Ui ot S
" " The.Orcs take you before the Firelord’s box and tell him of the
. Jailer's death. The Firelord is not pleased. .
. "At least you show spirit," he says. Now we will see how you
“perform against a real fighter. You will fight our Champion.’
. * The Ores leave the arenaand a sword,shield and suit-of leather
. armour are ‘tossed on to the sand'before you, - - -
If you wish to cast a spell at the Firelord before the Champion

“arrives, then goto section 162 . PR S

. If you.wish to don the armour and pick ‘up the sword and
shield, awaiting events while the Champion arrives, then makea

~ note of this on your Character Log and go to section 36.

*

325-326

325

You are standing in a cold, dank room W1th only one wsxl::llie e;ue:i
a passage leading west. The room is split into four cells wTh
into two pairs by the passage which runs fFom east to we:'.it. ﬁ
floors of the cells are covered with rotting rushes, an e_;nalc1
contains a bed and slop bucket, being totally bare othgrmse. 1:le
doors to the south are open, and none of the cells is presently
ied. _ o .
OC(I:]ful!;lou wish to sleep here to regain some POWER POINTS, then
write down the number of this section and go to section 271..,
If you wish to go west down the passage, then go to section

432 _ .
If you wish to search for secret doors, thgn go to section 445.

326 ,
Your work follows the same routine for a few days. Then, one
night whilst you are dozing in your cell, you hear a lot of a§t1wtly
in the corridor outside. Many armed creatures are obviously
hurrying about to the barked orders of their ofﬁcerg. e
Early next morning, a raiding party returns w1.th another
captured caravan and the whole of that day is spent in supervis-
ing slaves and stowing the newly won loot in the storeroouri‘l;i
Everything is in a state of confusion, and you feel that you vg;' :
have a good chance of hiding in the storeroom without being
mllsi?s;gtrwish to hide in the storeroom, then go to section 242.
If you wish to go back to your cell and try a more normal escape

tonight, then go to section 296. . 3
II1‘r'lgyt:uu wish to await events further, then go to section 468.



L 327-329

327 :

Only the spells POWER BOLT, REPEL UNDEAD and. HEALING have any
bearing on this situation, as the Death Guards are armoured
Zombies!! If either of them is still able to fight after your spell
is cast, they will do so with berserk fury - add 2 to their ATTACK
BONUS, .

Go to section 285 to determine the spell’s effect and/or renew
combat. ' : . A

. 328 -

As you enter the cavern, the dragon awakes and says, ‘I charge

a small fee for people disturbing my rest by crossing the cavern.

At least 20 gold pieces or something of similar value.’ '

_ If you have items to the value of 20 gold pieces and wish to give
- them to the dragon, then write down their loss on your Character
Log and go to section 17 if you wish to go to the north-west exit,

or section 177 if you wish to go to the south-east exit.
If you can’t or won't pay, then go to section 286 if you wish to
defy the dragon, or to the section you last noted if you don’t wish
to disturb him further. o o
: . R L .
After two further days in these terrible conditions your patience
is rewarded. On the third day, instead of being ordered to dig into
rock once more, you are escorted under guard to -an outside
courtyard at the entrance of the fortress. Once your eyes have
got used to the light, which is painfully bright after your days in
the bowels of the mountain, you spend the rest of the day
carrying the booty from a recent caravan raid into a large
- storeroom just inside the mountain fortress proper. '

.- If you wish to hide yourself in the storeroom while none of the
guards is looking, then go to section 353. e

. If you wish to await events-further, then go to seétion 104.

v

330-332

330
Throw against your AGILITY. _ : o
If you are successful, then you find the secret door. Go to
section 383.

Otherwise,_yoﬁ_fail tofind the dodr and return south down the
passage. (o to section 46. :

331 ‘ R
The well shaft looks to be very deep, but the stone sides seem

cli le. _ ‘ : .

Lhr[?k})f:)}:x wish to jump down the well shaft, then go to section 111.
If you wish to climb down the shaft, then go to section 175.il
If you wish to cast a FLOAT spell as you jump down the-‘lwe

, then go to section 250. ., - - o :

Sh?ff;éu wis%l to cast a FLYEEET spell before climbing down the well

shaft, thien go to section 298. . .
Otherwise, go to section 304.

332

)

You are standing at a corrier where two short passages meet, one
from the south and the other from the east. : o

Torthe south you can see that the passage ends at a clear blue
pool, while to the east the passage ends at a stout wooden door.
studded with iron nails. A similar door is directly to the north of
you, and this one appears to be unlocked. .

If you wish to go south, then go to section 292. 7

If you wish to go east, then go to section 235. s

If you wish to go through the door to the north, then go to

section 369.



333-334

- : 333 :

" You find nio secret doors in‘this cell. Your tapping, however, hag

. attracted attention. You hear a voice say, ‘Who are you?’

- Looking down you see that one of the stones at the bottom of
the wall has been pulled out and in: the gap you can see the
wizened face of an old man framed by his unkempt hair and
matted beard. SO : R
- ‘Ah! A Gladiator about to meet a lion,’ says the old man. He tells
you that if you defeat the lion you will be taken to better quarters

_and upon your next visit to the arena will fight with warriors such

. asyourself. If you are very successful you will be matched against

‘the Firelord’s Orc Champion, and if you defeat HIM, you will
“become Champion'in his place.” ‘ - g
.. When you ask him about the possibility of escape, he tells you
. 'that no one has.ever escaped from the Firelord's clutches, but that
- rumour has it that the way out can be'found through the caverns
~ said to lie beneath the fortress itself. Itis also said that the source
- of the Firelord’s power lies somewhere in these caverns, which
- areinhabited by many dangerous foes. Thisis why no one has yet
" “escaped. : ‘
~_ Suddenly, cheers are heardfrony the arena and the old man
hurriedly says he must go. He pulls his head back and replaces the
loose stone. o L , ' ‘
- Go to section 108.

‘ , ' 334 :
Suddenly, a trap-door opens beneath you and you fall headlong
into the room below. -
“You receive 2 DAMAGE POINTS from the fall and find yourself
facing two ferocious wolves — go to section 254 and begin combat
at Step 5.




. 335-338

‘ 335
- You are standing at the top of a spiral staircase looking on to a
tower roof guarded by two Orcs. The staircase is the only
entrance and exit, and yot can see an alarm bell mounted on the
" northern wall of the crenellated tower. =~ - o
If you wish to attack the Orcs, then go-to section 158. -
If you wish'to cast a spell, then write down its name and go to
section180. .. -~ .. . e
. If you wishto returnquietly dowri'the stairs, then go tosection
215. . S

It appears that unless some tnforeseen opportunity arises; the
longer you stay here, the worse your situation will get. s
If you wish to delay for a day or. so anyway, in the hope that
something turns,up, then go to section 415. - . .
- It you wish to try escaping tonight, then go to section 362.
P e e . 337
Throwtwodice.. . .. R
 If you-have thrown an even number, then go to section 406.
- If you have thrown an odd number, then the chest that you
have opened contains various items of clothing which you would
expect to fit the room’s occupant. - .- o
If you wish to examine the other.chest, then go to section 406.
- Otherwise, return to the section. whose number you' last
noted. e ‘

You are swimming in a section of the river as it flows through a
large natural cavern. Suddenly, the weeds below:you rise up from
the river bottom and wrap themselves tightly around your arms
. and legs! ' Ut
. Throw against your STRENGTH.
. If you fail, then go to section 22. ,
If you are successful, then you manage to break free and reach
the nearest bank., .. . -~ .+ . e
Throw two dice. Tf the number is even, then go to section 188.
If it is odd, thenigo to section 459, : R

339-341

339

You are standing in a well-appointed dining room, liberally
provided with small tables and couches for the diners. Thereis an
intricate mosaic upon the floor, and pleasant murfxls" have been
painted on the walls. A passage leads away f-ror.n _thzs room to I.:he -
east, going on for some distance before being joiried by adsxrmliar -
passage from the south and ending at a stout iron-bound oor.In -
the western wall is an iron ‘door, flanked by two warriors in .
chain-mail armour carrying shields and long swords. The war- -
riors wear helms which cover their faces, and neither seems to‘_be
taking any notice of you. N :

Make a note of this section number. =~

If you wish to go east, then go to section’ 320. o

If you'wish to examine the door in the western wall, thtfn goto
section 385, Lo o o ‘

If you wish to cast a spell, then write down its name andgoto -

ion 327. ‘ )
Se??;:u wish to attack the men, then go to section 285 and begin
t.

COII?I;::)@ have returned to this section after defeating the men,
then go to section 420. ' '

Throw against your STRENGTH. -~~~ 7" S
If you are successful, then go to section 270. o e
If you fail, you receive 2 DAMAGEPOINTS from the collision as'the

door fails to open. Go to section 89. :

U I

The rEr‘naining* Orc turns on his heels anc_l runs away from you.
He is running too fast for you to catch him.
If you wish to cast a spell, then write down its name and go to

section 214. - . _ . ’
Otherwise, the Orc raises the alarm - go to section 89.




342-343

You are now standing at the southern end of a wide passage
which runs from north to south. The southern end of the
passage ends in two large iron doors which have a bell at one side
of them. Looking north, you can see three small doors in the
western wall, opposite which in the eastern wall is a pair of large
- double doors. . ' .

If you wish to go north, then go to section 86,

If you wish to open the southern gates by casting a SESAME spell,
then go to section 279. L ‘

If you wish to open the southern gates with a key, then go to
section 312. _ .

If you wish to open the southern gates by ramming them, then
go to section 158. .

o 343

Malgar sinks to the ground and remains motionless. He is
carrying a very finely wrought sword and you notice that his
chain-mail armour is equally well made. He has a key in his
pouch, but this is obviously too small for the door. .

If you wish to take the sword, then make a note of this section
and go to section 478. L A

If you wish to take the armour, then make a note of this section
and go to section 9.

Otherwise, go to section 366.

344-346

The room that you have just rurtinto is 2 dormitory containing
ten beds. Unfortunately,.each of the beds is occupied by an Orc,
none of whom seems to be pleased at being so rudely awakened.. -
Meanwhile, the pursuing Orcs are almost upon you. | :

If you wish to surrender, then go to section 363..

If you wish to fight the Orcs, then go to section 158.

If you wish to cast a spell, then write down its name and go‘to
section 273, e

N 38D o
As you approach the door you can hear the faint sound of laughter
from the other side. The door itself appears to be unlocked.
If you wish to open the door, then.go to section 378. _
Otherwise, ‘return-to the section whose number you last
noted. .. . . . S C e :
i . e 346 Y At
The Demon stares at you coldly. ‘So worm, you dare to contest
your insignificant power with that.of the mighty Grogarak?”.. -
You find yourself drawn towards the Demon’s eyes against .
your will, and your legs carry you towards it of their own accord
... Go to section 161. S




347-349

347

JAILER:

STRENGTHPOINTS 7 AGILITY POINTS 7

ATTACKBONUS 0 DEFENCEBONUS +2

DAMAGEPOINTS 3 POWER POINTS 0 .

If you wish to cast a spell, then write down its name and 80 to
section 439, . L

If you wish to flee, then go to section 485.
- If you lose consciousness, then go to section 24.

If you defeat the Jailer, then go to section 93. L
- If you wish to say that you will do as he wishes after all, then
£0 to section 393, ‘ N : .

348,

The door is notlocked. Opening it quietly, you see a flight of steps
~ leading down to a dank, dismal cell. At the moment, the cell is
unoccupied, but graffiti carved on the wall show the names of
many unfortunates who have been held here in the past. You
climb-back up the steps to the courtyard - go to section 209.

349

Throw two dice. T

If you threw an even number, then the guards believe you and
send you to the southern end of the courtyard. Go to section 395
and ignore the throw against aGiLrry, succeeding automatically.

If you have thrown an odd number, the guards don’t believe

your tale and attack. Go to section 451 and begin combat at Step

'350-353-

:350
The well shaft seems to be very deep, but its stone sides look

Cln[? you wish to jump down thewell shaft, then go to section I11.
If you wish to climb down the, well shaft, then go.to section -
5. AR :4':;4" b :. . .

1Pilf you wish to cast a FLOAT spel} as-you jump down the well

ft, then go to section 250.. . o

Shi‘f you wmsgh to cast a FLYFEET spell before climbing down the well -

ft, then go to section'298. . ce

Sh?f you wisgh to try some other escape route, then go to section .

458. b ' “ ' ‘

‘Good, a thief!’ says the Firesnake. Farak hasn't sent me.a snack -

insuchalong timel. . . oL

" Having said this, the Firesnake stares at you, an evil green glint

in his eyes. Go to section 492. . e

- 9 o
If the last section you noted is 339, t en go to section 320.
If the last section you noted is 222, then go to section 360. .

_ .. 353
Throw against your AGILITY. . e
If you are successful, then go to section 242.
If you fail, then go to.section 152.




354-357

354

You are standing on a stone bridge over an underground river
-which flows from west to east. Passages lead on from the bridge
to both north and south. : o

If you wish to go north, then go to section 10.-

If you wish to go south, then go to section 228.

o t 388 . _
The door is firmly locked, but you can hear somebody snoring
behind it. _

If you wish to try a key, then go to section 392.

If you wish to cast a SESAME spell, then go to section 425.

If you wish to try ramming the door down, then go to section
460. : '

If you decide to leave the door alone, then go to section 240.

356
Your adversary follows you hotly. .

Return to the section you last noted and recommence combat
at Step 5. . -

357

You find no secret déors‘, but you do detecta traﬁ-dooriﬁ theroof

which looks as though it could be pushed open,

If you wish to climb up to the trap-door, then go to section 427
{or section 394 if you wish to cast a FLYFEET .spelﬁ.

If you wish to go down the passage, then go to section 432.

i 358

You are hiding in the shadows near. the northern gate of the
courtyard which leads into-the fortress proper. Four guards are
chatting .idly nearby, Orcs wearing chain-mail armour and
rrying long swords. o R
“ [;y thge, :c?rth—east.corner' you can_.see-a long low_stables
building,;while to the north-west you can see a number of
wagons parked haphazardly. At the southern .endi_of the court-
yard you.can see a gatehouse flanked by two high watchtowers.
There is.a rope hanging from a hole in the wall near the guards
by the northerngate. =~ .. SR :
Ylf you wish to go to the stables, then go to section, 456. |
If you wish to.go to the wagons, then go to section 422., . - -

If you wish to go to the southern end of the courtyard, thengo.

ion398%. .. . . .
tolsfe;tcﬁ‘u?isi to attack the guards, then make a note of this
i \ o to section 451. . .
Sec[?)?gué\.r\fsﬁto approach the guards and tell them that the guard
captain has sent you for some good wine from the inner stores, -
then go.to section 20. = . o Y O
If you wish to cast a spell, then make a note of this section,
write down the spell's name and go to section 487.
If you have returned to this section after defea'tmg the guards,
you find that each is wearing chain-mail and carries a !ong sword.
Their purses yield a total of 19 gold pieces. You also find a key. If

you wish to take any of these items, then make a note of them on ‘

your Character Log, putting the key.-down as ‘gate key’.

The guards at the southern end.of tl_jle courtyard must have
thought that these:guards were fighting'amongst themselves, as -
they have not come to investigate: L )

If you wish to open the large iron gates, then go to section 342.

Otherwise, go to section 56. _




359-361

359

You are standing at the western end of a passage which runs
from east to west. To the west, you can see that the passage
enters a well shaft about halfway between the top and bottom,
If you wish to go east, then go to section 160.
* If you wish to jump down the well, then go to section 111 (if
‘)srcl);x wish to cast a FLOAT spell before jumping, then go to'section
If you wish to climb up the well, then go to section 319.
- If you wish to‘cast FLYFEET before climbing up the well, then go
to section 424. T A T
1If you wish to climb down the well, then go to section 391 (if
you wish to cast FLYFEET before doing so, then go to section 51).

You leave the chamber safely. If you wish to take the-eastern exit,
then go to section 154. S o
;‘If you wish to take the western exit, then go to section 396.

- If you have the Firelord’s amulet, then go to section 397.
*'1f you have the Firegem but do not have the amulet, then go to
section 431. ‘ c

If you have neither-of the above items, then go to section 328.

362-363.: -

e 362

Deduct 2 from each of your STRENGTH, AGILITY and POWER POINTS.
This is how exhausted you get after a day at work as Malgar’s
personal slave! ‘ ‘ _

The roof of your cell is open, and Malgar (who has not yet
disarmed himself for the night) is motioning you to jump down
into it., . .

1f you wish to cast a spell, then write down its name and go to_
section 438. If Malgar is still conscious after your spell is cast,
remember to add 3 to his DEFENCE BONUS because of his armour.

If you wish to attack Malgar, then go to section 461, but add 3
to Malgar’s DEFENCE BONUS because of his armour. | .

If you wish to do as Malgar says, and make your escape while
he sleeps, then go to section 297. '

‘363

If anyone who has seeri you using spells is still alive, then you
are taken before the Firelord. Go to section 231.

If you have already fought in the arena, then you are taken to
the Firelord. Go to section 287. _ . _

If you have not yet fought in the arena, when you are taken
before the Firelord he says he would like to see how you perform.
He raises his hands and casts a spell at you. You lose conscious-
ness - go to section 139. '




364-366 -

N . 364
Throw against your AGILITY.
- If you are successful, then.go'to section 90.
If you fail, then go to section 288. o

Ve

- Throw twodice. =~ =~ 7 .. .
..+ If you have thrown an odd number, then _your search is
. disturbed by an Orc guard who comes into the room and attacks
you. Make a note of this section number and go to section 249.
_If you have returned to this, section after defeating the Orc,
.. .you find he is wearing leather armour, carries a short sword and
+ has two gold pieces.in his purse. If you wish to take any of these
then make a note of them on your Character Log.
_If you have thrown an even number or have returned to this
~ section after defeating the Orc, then you find a secret door in the
southwallhk. . - .
- If you wish to go through the secret door to the south, then go
. to section 203. . : ' , -
..Otherwise, return to the section whose number you last
noted. ‘ ‘ _—

. : 366

You are now the only occupant of this room, and sit down on the

_ four-poster bed to examine it properly. The walls are covered

with embroidered hangings, apart from'a full-length mirror set

 into the eastern wall, whilst the stone flooris similarly covered by

a richly woven carpet - obviously the spoils from one of the

Firelord’s raids. An uncarpeted area in the south-west corner
proves to be a shallow pit covered by a padlocked iron grille.

367-368

Upon the table stand a large joint of roast mutton and a flagon
of wine {which you take for later use — note this on your Character
Log), together with a jewelled casket. Two large chests stand
against the southern wall, and the only exit from this room seems
to be a stout door in the western wall.

If you wish to sleep here, then make a note of this section and
go to section 475. : H

If you wish to examine the casket, then go to section 15. .

If you wish to search for secret doors, then go to section 57.

If you wish to examine the chests, then make a note of this
section and go to section 337. .

If you wish to go to the doer in the western wall, then go to
section 92,

: ' 367
Go to section 318.
368 : -
If you have seen the words “Vigilance or Death’ carved

anywhere, then go to section 401.
Otherwise, go to section 470.




369-372

. 369
As you go through the door you are attacked by three skeletons!!
Begin combat at Step 5 below. = :
THREE SKELETONS, each of which Has:
STRENGTHPOINTS 5  AGILITY FOINTS 4
ATTACK BONUS 0. ' DEFENCEBONUS. 0"
DAMAGE POINTS 2 - -POWERPOQINTS 0~ .
As these are mindless undead creatures, you realise that flight

. ~ would be useless.

If you wish to cast a spell, then write down its name and go to
section 402, o Co S e -
-, If you defeat the skeletons, then go ‘to section 437.
:If you lose consciousness, then go to section 321.

S0 o T

" 5, If yot are in the wolves’ cage, then go to section 12. .

If you are in the arena, the crowd cheers uproariously, The
‘Firelord congratulates you and says- that he must see how you

. fare against the king of beasts. You are taken toa cell in the arena

walls. by ten Orcs and thrust roughly inside. o
- Gotosectionds. . .. ‘ -

Before you is a long, stone-walled passage going to the south-
. east. As you walk along it for a short distance, the faint odour of
animals which you can detect. becomes increasingly strong.

‘ If you wish to carry on down the passage, then go to section
. If you wish to return to the arenia, then go to section 432.

: ’ 372 S .
You drag the guard’s body into your room and hide it under the
_bed. You then get into bed and feign sleep. .
After a while you hear a key. turn in the lock and four Orc
guards in chain-mail armour enter the room.
Throw two dice. If you have thrown an odd number, then go
to section 210. . B T, :
. If you have thrown an even number, then go to section 243.




© 373-377

373
- Throw two'dice and add the DEFENCE BONUS of any non-magicy|
armour you are wearing or carrying.For example, if your armoy,
consists of magical chain-mail and shield, disregard the chain.
mail but add 1 to the dice for the DEFENCE BoNUS of the shield,

If this figure is less than your current AGILITY POINTS, then goto
section 442, ° 3 L
- Otherwise, go to section 338. - R

AECIEE R 7 B
Thedoor is firmly closed, but the noise you have made attracts

" the attention of the occupant. The door flies open and you see

Farak, the Firelord, his amulet hanging from a chain around his
neck, before you.. L S
If you wish to attack Farak, then go to section 23, '
- If you ' wish to cast a spell, then write down its name and goto
secion64.. . . ..o L
" If you wish'to try grabbing the amulet from around his neck,
thengotosection103. .. ., . .. o ST
iIf:-you wish to flee, then'go to'section' 138, , ** = s
o 3Is -

Throwf‘&‘gairisf Sr‘dur“Acli.’i"rY;“I:j AR S SRR
~If you are.successful, then g6 to:section 444.
* ¢ If you fail, then go to sectiona79. - - L

. You find a trap-doorin the floor, but this appears to be more of
a trap for the unwary than a secret door.’. T
Go to section 394. -, . - o

Throw against your'agmrry::. . - =
- If you fail; then go to section 232. - T
If you succeed, then go to section 411, - "




378-381 .

: 378 '
As you pull the door open, the floor slides out from under you to
reveal a very deeppit! . . L
Throw against your Aciury., -7 - 70 7
If you are successful, then go to séction 447.
 If you fail, then go to section 413. .

- - 379 : .
‘Well, come on then,’ says Grogarak as you'hesitate. A malicious
gleam then comes-into his eyes. ‘Or perhaps you are unaware of
- the Word of Power which binds me to the bauble you hold?’
Af youwish to tellhim to be silent while:you ponder on a fitting
task for him, thengotosection 346. . ., . .. .
If youwish to order him to divulge the Word of Power, then go
tosection48d., .. .- e,
- I you wish to tell him that'you have decided to release him
~ after all, then go to section 414.: ' e
S et T30 n
Make a note of this sectio number.,. . . - .
GLADIATOR: - . ¢ S
STRENGTHPOINTS 9 AGILITY POINTS 9 -
ATTACK BONUS O ' DEFENCE BONUS +2
DAMAGEPOINTS 3 -~ POWERPOINTS O SR S
If you wish to.cast a spell, then write down its name and go to
section 462. B R T
If you wish to flee, then go to-section 356. .
“If-you defeat the Gladiator, then go to section 472."
If you are defeated, then go to section 426. -

. I. :x g 3 381 : 5 )' S
The two Orcs lie motionless at your feét. Quickly you make sure
that they are both dead. Each Orc is wearing chain-mail armour
- and carries a long sword, and they have four gold pieces between

t.hem. : - i R P L A L R T

If you wish: to take any of ‘these items; theri'make a note of
them on your Character Log. From: now on.you can ignore any
references to, the two Orcs and will automatically succeed when
asked to throw against your STRENGTH or your AGIITY while you

are in the arena area. Go to section 179.
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382-386

' 382
Throw against your AciITY. S
If you fail, then go to section 158. .
If you succeed, then go to section 238.

383

4 g ‘

then go to section 159,
‘Pity,” he F ak 384 - o
ity, says the Firesnake. T'm getting rather peckish. I su h
_sent you to visit Grogarak? Right, go down th hern passage
anﬁ: bring me the Firegem.’ -g . wn © norfhern passage
If you wish to do as the Firesnake says, then i
i wi says, then go to section 34.
sectig?::i \;;;h fo cast a spell, then wnlte. down its name and go to
~ If you wish to attack the Firesnake, then go t io
bepis s nake, go to section 419 and

If : , S
Optioyrrsu wish to flee then go to seFtlon 419 and take the_ﬂee

o 385 s -
As you approach the door, the men ' ion ;
y s attack. G
begin combat at Step 5. - o fosection 285 and

Before you is a small room where the armour and weapon§ of the

Cladi 5 X
Iinl‘:cilﬁ:o:: alal:e kept - short swords, shields and leather armour

R | 367-389
If you wish, you may take one shield, one suit of leather
armour and up to.two swords. Make a note of these on: your

Character Log. RN o S
There is nothing else of interest here - go to section 409. .

You are standirig in the shadows of the gatehouse beside the only
visible exit to the outside world, two strong iron gates.” - -

Walking along the battlements above you are the shadowy
figures of QOrcs on guard duty. The gates are locked, and there .

appears to be no entrance into the gatehouse at ground level:

[f you wish to go to one of the towers flanking the gatehouse, - o

then go to section 209, - o _ SR
If you wish to ram the gate, then'go to section'158. = -
If you wish to cast a SESAME spell to-open the gate and thus -

escape the fortress, then go-to sectioné66.- ~~ - .

If you wish to go to the stables in the north-east corner of the
courtyard, then go to section456. "~ . .
If you wish to go to the wagons parked haphazardly in the

north-west corner of the courtyard, then go to section 422.

T A S
Throw two dice. , -

If the number you have thrown is ever, then goto section’85.

If the-number you have thrown is odd, then go-to section 271.

The next morriing; Malgar orders two guards to hold you fast as
soon as you emerge from your cell pit. Another enters the pit and
soon unearths the dagger from its hiding place. . . o
“You'll have to be cured of your thievish ways I see!’ growls
Malgar. . . '
You are hit from behind and lose consciousness. Go to section
139.




390-393

Lo - 390 - S
If you wish to cast FOOTSTEPS to confuse your pursuers, then go
to section 488. _

Otherwise, go to section 33, -

391
You lose your grip on the slimy walls and fall. Go to section 111,

392 .
None of your keys seems to fit this lock, but after a moment, the
door flies open to reveal a gigantic Orc in' chain-mail armour
wielding a long sword. The Ore attacks immediately.
Go to section 403 and begin combat at Step 5.

: o c.393. r .

You are standing in.an arena and hear the door to your cell shut
firmly behind you. The arena audience, mainly composed of
Orcs, claps and cheers loudly as you enter, ~ .

On one side of the arena is.a box in which sits Farak, the
Firelord. He is wearing long, flowing, scarlet robes and has a
jewelled amulet in the shape of a flaming hand enclosed in a circle
around his neck. A number of his cronies also occupy the box, one
of whom is the biggest and most ugly-Orc you have ever seen,

‘Welcome to my arena, warrior,’ says.the Firelord, ‘If you fight
well, you will be rewarded: and. taken to more -comfortable
quarters. If you do NoOT fight well, of course, you will die.’

If you wish to refuse to fight for the Firelord’s sport, then go to
section 47. .

If you wish to cast a spell at Farak, then write down its name
and go to section 162, - . ‘ K

 If you wish to await events in.the hope that you can make the

best of things, then an iron. grille opens behind you and two
ferocious wolves bound into the arena and leap to the attack - go
to section 254 and begin combat. :




394-396

You are now standing in a passage that runs from east to west,
beside a trap-door-in the floor of the passage. The only way of
opening this seems to be by standing on it and falling through!!
If you wish to go east, then go to section 410, - .
If you wish to go west, then go to section 237. . . _
~ I you wish to try to open the trap-door, then go to section 334,

| | 395
Throw against your AGILTY. .
If you fail, then go to section’158. = . I
If you succeed, then you get to the southern end of the
courtyard without being seeri. .

When there, if you wish to go to one of the towers, then go to
section 209. Co

If you wish to go to the gatehouse instead, then go to section
387,

39

You are standing at the bottom of a spiral staircase. To the east
a short passage leads away from the staircase and into a square
chamber fashioned from the living rock. - - o

If you wish to go up the staircase, then go-to section 465.

If you wish to go east into the square chamber, then- go to
section 222, L

397-3%9

The dragon awakes and says, ‘Pass Master. [ trust tl‘}at you will |

keep me as well provided with treasure as Farak did’ ,
If you wish-to go to the north-west exit, then go to section 17.
If you wish to go to the south-west exit, then go to section 177.

W 39B kot n

If you have already killed the Orcs ‘guarding the southcel:‘"n

entrance to the arena, then go to section 432. Yop will succeed it

any throws against AGILITY or STRENGTH automatically Wl‘tllstl you

emain:in the arena area. P e ' . e
) Otherwise, you hear a noise from the southern entrance to'the

arena and-looking around you can'see two.Orcs regarding you

calmly.‘One of them shouts-to you, ‘What do you think. yqu’re. :

doing?’ . _ B . L
If 3gzouwish tocast aspell at the Orecs, then write down :tg name

and go to section 71 g .

If you wish to telt themthat Srdif“s&fe, preparing the arena for

tomorrow’s games, then go to section.109.

if you wish to attack the Orcs, then go to section 148.

The guard leaves and closes: the door, which locks behind hmlll. -
When all is quiet, you climb up the steps to the door of your cell. -
If you wish to cast a sesaME spell to open the door, then go to
section:A25.. - o v nwe o o E
If you wish to break the dooropen, then go to section 1_73.. .
If you have had second thoughts.about escaping and wish to-
await events, then go to section 140. S S

LAY




400-402

400
Throw two dice.

If you have thrown an odd. nurhber, then yoiir ‘search ;g
disturbed by an Orc, who enters the room and attacks you. Make

a note of this section number and 80 to section 249,

If you have returned to this section after defeating the Orc,
you find that he is wearing a suit of leather armour, carries a
short sword and has two gold piecesin his purse. Make a note of
any items you wish to take on your Character Log. ,

If you threw an even number or have returned to this section
after defeating the Orc, then you find a lantern with ol to power

" it, but nothing else of interest. All valuables must be held
elsewhere. Go to section 72. SR o

You are standing at a T-junction where a passage running from
north to south is met by another passage from the west.
- If you wish to go west, then go to section 410.
If you wish to go north, then go to-section 150,
If you wish to go south, then go to section 256.

402
Only the spells POWER BOLT, REPEL UNDEAD and HEALING will have
any bearing on this situation. o
Go to section 369 to determine the results and/for continge
combat, o ‘ :

403-405

403
Make a note of this.section number.
RC CHAMPION: S :
ORsTRENGTH POINTS 10 : AGILITY POINTS 11. |
ATTACKBONUS +2.  DEFENCE BON'(;S 0+3 : . |
GEPOINTS 5  POWERPOINTS. 0. . . ‘
?r’}\nheleAfirst time you throw 10 or above when trying to hit the
mpion, go to section 156. ' ] i
Orl(f: ;l:fm'i:h tc’)%ast a spell, then write down its name and go to
tion 264. - o ’
se(if‘you wish to flee, then go'to section 356. i26
If you lose consciousness, then go to sectlonh . i sion
If you defeat the Champion in the arena, then 8‘298
472. Tf you defeat him elsewhere, then go to sgctxon .

youalong stone ssag:?:ads Ito the south-west. You can
?;F:llrigzuf:inbtngoj:ﬂ;egfa an axiix;‘tal* ::é_:;;ne kind, which -.gefs
Strl?l;gcz :fisy}?ltlopclz;grymiidﬁgsgtt}feppassgge; then go to sgction
4613; you"\.‘vish to :i'eturt;t to.th"e"‘arena, then go to section 432.

; agai t your AGILITY. -~ T
T};EO;;; E?;:cieﬂ, then you get the keys. Mall;e a note of ‘stores
4 Character Log and go to section 14.
ke}(fs c:)rLyg;ll,- then the Orc notices your attemp-ted ;2;& and
attaczs. Make a note of this }s:ection ‘and %:) todszzggrr:g ®. Ore,
have returned to this section after

thtlaiyo:u E;d that he is wearing leather armour, has a :0,:}\‘0:;
sworc%r and two gold pieces. Make a note of. any items you wi

take on your Character Log, then go to section 372.



. 406-408

. 206
As you reach out to touch the chest, it changes shape before your
eyes! It seems to be made of a jelly-like substance, which quickly
forms two arms. One grabs you by. the. hand' (luckily your

- weapon is in the other) while the other one hits you.
'Go to section 482 and begin combat at Step 5. |

. do7

GIANT SCORPION: co B
. STRENGTHPOINTS 6 - AGILITY-POINTS; 7,

ATTACKBONUS Q. - -DEFENCEBONUS +1.'.

DAMAGE POINTS 2. POWERPOINTS 0. .7

Each time you.are'hit successfully by the giant scorpion go to
section 199. e Fe

If you wish to flee, then'go 'to section 234. _

If you wish to cast a spell, then write down its name and go to
section 268. S .

If you Jose consciousness, then' go to section 321. ' -

"I you defeat the scorpion, then return to the section whose

“number youi last noted. S

Throw against your STRENGTH, ™% ©

If you are successful, then go to-section 454. _
* If you fail, then take 2 DAMAGE POINTS from the collision and go
t0 section 374, S |

LE T
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409-410

. -You are now standing iri a passage running from north to south

. with a door at each end. Also, there are two doors in the eastern
“wall of_the‘passage' and two doors in-the western wall, .

.3-If. you wish to open one of the doors, then go:to section 147,

I you .‘_wish_tojisearch: for secret doors, then go tosection 224.

You are standing in a passage which funs from east to west. To
the east you can see that it ends'in 2 T-jinction where it joins
a.nother.pass:age running from.north to south. To the west, the
- passage runs on for a way before bearing north. ¢ '

If you wgsh to go west, then go to section 334. ;
.. If you wish to go west whilst searching for secret doors, then
£0 to section 376. ' -

%ff you mslil to go east, then go to section 368;

you wish to go east while searching for secret doors, 1

to section 436. e L then go

s

411-413

i id bl gl

You are standing in a dormitory occupied by a large number of
dozing Orcs. Their suits of leather armour and short swords -
hang in racks above their beds.. - -~ - .

There are two exits from this room, one to the spiral staircase
and another through a door in the middle of the wall nearest the-
gatehouse. o Gy e .

If you wish to try to steal the armour and weapons of one of
the Orcs, then go to sectiony 311. -

If you wish to go to the staircase, then go to section 446.

If you wish to go through the door towards the gatehouse,
then go to section 481. L : :

41z

You run down the passage to find yourself in a guardroom faced
by four surprised Orcs. One of them has sufficient wit to sound
the alarm. This attracts the attention of the Orc band who are
pursuing you. Go to section 318. L

413 '
You try to grasp the edge of the pit as you fall, but your fingers
slip and leave you holding thin air . .. The last thing you see is the
forest of spikes at the bottom of the pit rushing towards you....
Go to section 321.



414-416

o 414
- ‘Good,” booriis Grogarak;'a malicious smile'comirig: from his lips,
. Tve waited for this moment for. a long time! Bring the amulet to
me-now! e S S
If you wish to take the amulet to him; then go to section 161
* If you wish to throw the amulet to him without entering th,
pentagram, then go to section 448, Ve
_ If you wish to refuse to let him have the amulet, then 2O to
- - section 346. ey

D o as e '
. A couple of days later you are pouring wine for Malgar and his

. drinking companions. Your hand trembles because of your
~ fatigue and you spill the wine over:Malgar’s favourite cloak.
“You clumsy oaf! he beliows turiously, striking you while two
guards pin your arms. P AR -
T'm sick of seeing youritgly Face round here! GuardsHt Let's see
how he performs in the arenal’ - oo
One of the guards hits you from behind ...
‘Go to section 139, . Coe e

R DENIRRGET ¥ I I _
~ If you cast the spell in the-arena then make anote of the section
and go to section 462. If you return to this section, then go to
- section 254 and continue combat. : o
- Otherwise - - B B
All aTTACK spells except REPEL UNDEAD work as normal. Go to
section 254 and continue combat at Step 1 if either wolf is still
‘alive. - '
DEFENSIVE spells: INvismILrTY will only increase your ‘DEFENCE
BONUS by-1 due to the wolves’ keen senses. SR

417

ootsteps will work only if you are already invisible. If this is
: ase, then the wolves run off in pursuit of your spell' -goto
the © n iz Otherwise, the spell has no effect - go to section 254.
Se(:}lziLlNG'wiﬂ work as normal, return to ‘section 254.f .
MISCELLANEOUS spells: FLOAT and LIGHT will have no effect, go to
SO SESAM will of \ the door to the arena
i AME spell will open both the cage door to
a ng:ﬁgrtlfa;—szlisoor mptﬁe roof. ﬁmolves will follow you. Return
i continue combat. . L
to :Le\;zlcijlr‘l -2 syf)zngre able to climb the wall but take 3 DAMA}(:E
poINTS. If you fell into the cage from the r90£ or }llave opened_t .g
trap-door with.a ssaME spell, then you will be al; e to esca;p; fh:s\d
to section 394. Otherwise, the spell wears off before ygu c rfind
and open the trap-door. Return to section: 254 .and con

combat at Step 5.

a7

You are standing at the top of a flight of stairs whicfh }l\ead
downwards towards the east. The :pla\ssages at the top of these
irs lead both to the north and to ¢ \e west. o
St‘}li?r;o?vvish to go east down the stairs, {hen go to section 237.
If you wish to go north, then go to se‘t:.t10n7117. .

If you wish to go west, then go to section 78. : .

If )):ou wish to go west while looking for secret doors, then go to
section 157. L -




418419 :

o . 418
.Throw against your acurry: . .
. If you fail, then go to section 158. *
If you succeed, then you hide successfully while the horses are
rounded up and taken back.to the stables. Go to section 358,

R a19
FIRESNAKE: , ST
-STRENGTHPOINTS 8  AGILITY POINTS: 8
ATTACKBONUS 0. . ~ DEFENCEBONUS +3
' - DAMAGEPOINTS 1*. - POWERPOINTS (5)
++*Special . ST T
- +.: The Firesnake will not actually attack you, but foreach round
. 'of non-magical combat you will receive 1 DAMAGE POINT from the
‘flames which engulfit.. . R
. Inaddition, for each round you fail to hit it or one of your spells
. fails to work you must go to section 492.
. If you wish to cast a spell, then write down its name and goto

. section 453.

- If you wish to flee, Jthen save against magic. If you are
successful, then go to section 74. Otherwise, go to section 119.
If you lose consciousness, then go to section 321.
If you defeat the Firesnake, then go to section 145.




420-421 . . q

420

You are standing in a richly appointed dining room liberally
provided with couches and tables for the diners. There is an
intricate mosaic pattern on the floor and pleasant murals cover
the walls. Looking around you find two gold platters (worth ten
gold pieces each) which you decide to take - make a note of them
on your Character Log. ce T o
 There are two exits from this room."A passage leading to the
east and an iron door in the western wall. This door is locked but
strangely has no keyhole. . - = ..~ Co
If you wish to go east, then go tosection 320." . .
If you wish to try ramming this door down, then make a note
of this section and go to section 35. . . . ., .
If you wish to open this door with a sesaME spell, then go to
section 75. ' ‘ : ‘

e ey . _

The young man looks at you respectfully for a moment and then
says he wishes you every success. ‘The Firelord has cast his
terrible shadow over Drakensfeld and Esgaron for too long. In
my village there is a legend that the source of his power lies in a
fire grotto at the heart of the mountain, though whether this is
true or just an old wives”tale T do not know.

You ask him if he would like to accompany you on your quest,
but sadly he shakes his head. ‘l am to fight in the arena tomorrow
and the whole of the fortress would be searched if  went missing,
which may imperil your quest. You may need more than one day
to destroy the Firelord’s power so I had better stay.” -

The young man wishes you well as you close the door behind
you - go to section 409, N C

b "
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Throw against your acrry. .

If you fail, then go to section.158.. | o

If you succeed, then you reach the wagons without being
noticed. You see that the wagons are all empty, all the goods they
carried having been taken to be stored inside the fortress, On the
opposite side of the courtyard in the north-east corner you can
clearly see the stables building, while set into the cliff at the north
end of the courtyard is a pair of strong iron gates. Beside. the
. gates four Orcs are chatting idly while on guard duty.

. Ifyou wish to approach the gates in the cliff, then go to section
ass. . : G o
If you wish to go to the stables; then go to section 456.
~ If you wish to go to the southern end of the courtyard, then go
to section 395. o _ o S

-
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423-426

423

You are standing in a passage which runs from north to south
outside a door in the western wall.

Looking south you can see a similar door in the western wall
and two strong iron doors at the end of the passage. .

Looking north you can see a pair of double doors set into the
eastern wall and a further single door set into the western wall.
~ If you wish to go north, then go to section 110.

- If you wish to go south, then go to section 86. ‘

If you wish to cast a sesaME spell at the door in the western wall,
" then go to section 149,

If you wish to try a key, then make a note of this section and go
to section 192.

If you wish to ram down the door in the western wall, then
make a note of this section and 80 to section 126.

R ch 0 424 0w
You ascend the walls of the well successfully and climb out into a
large hall Go to section 304. -
' 425 Ch

The door opens to reveal a well- appomted room occupied by a
dozing Orc, looking fearsome even-in sleep.

If you wish to cast a spell, then. write down its name and go to
section 264.

If you wish to attack the- Ore, then your first blow hits
automatically. Go to section 403, remove the DAMAGE POINTS you

_ have just dealt to the Ore and continue combat.
If you wish to close the door qulet]y, then go to section 11.

426

If you were defeated in your opponent’s: sleepmg chamber, then
g0 to section 363.

Otherwise, you come round to find the cheers of the crowd in
* your ears and your opponent’s sword at your throat.

The Firelord, standing in his box, is holding his hand straight
out before him, deciding whether you will live or die.

Throw two dice. If the number you throw is even, then go to
section 195. If the number you throw is odd, then go to section
287. ‘ .

- 427-428

' 427
Throw agamst your AGILITY. If you fail, take 1 DAMAGE POINT and
go to section 357. :

If you are successful, then you manage to open the trap-door
and climb through The trap—door closes behind you. Go to
section 394

The door opens easﬂy and you quickly’ pull it clOSed behmd you.
You find yourself in a large room: with tw rows of horse stalls
running along the eastern and western walls. Most of the stalls
are occupied, and some of the horses snort gently as you enter.

: There aretwo large double‘doors in the northern end of - the
western wall which lead out into a large courtyard, and near'the
doors at' the northern end of -the room are stored the horses’
saddles and harnesses. At the southern end of the stables is a pile
of-hay and fodder.

If you wish to go through the western doors into the :

courtyard then go to section 115.
If you wish to search the horse stalls, then go to section 496.
“If you wish to search the saddles, then go to section 3.
If you wish to search for secret doors, then go to section 45. .
If you wish to sleep in"the straw at the southern end of the"
room and so regain some lost power points, then make a note of
this section numbet and go to section 271. '
: If you wish to release the horses and-drive- them into the
courtyard so that you can slip past the guards under cover of the
disturbance they make, then go to section 164.




- 429-431

You are standing at the bottom of a spiral staircase. A narrow
- roughly hewn passage with droplets of water running down the
walls leads away from the stairs. The passage goes east for a
short way before turning south. _ '

If you wish to go up the staircase, then go to section 308.

If you wish to follow the passage eastwards, then go to section
97. . : ‘

‘ ' CT 430
The Death Guards lie sprawled upon the floor. Removing one of
their helms, you see that they were Zombies!! o
~ Each of the Zombies wears chain-mail armour and carries a
shield and long sword, though neither has any treasure. If you
wish to take any of their weapons or.armour note them down on
your Character Log. e . .
Return to the section. whose number you last noted.
S 5 S
Theé dragon awakes, and says, ‘Pass, servant.of Farak!’
_If-you wish to go to the south-east-exit, then go to section 177.
If you wish to go to the north-west exit, then go to section 17.

432-433 .

432

You-are standing ini‘an arena, roughzsand beneath your feet.
Tiers of seats surround the main area, separated from the arena:
floor by‘a high wall, and you can see a large, richly decorated box
to the south. There are doors in the arena wall, to the north,.east, -
west, south-east, south-west and south. From the south door
you can hear muffled voices speaking in the harsh tongue of the
Ores.. - - W C

If you wish to go to the south door, then go to section 18. -

If you wish to go to one of the other doors, then go.to section

C100: - .

If youwish to climb the arena walls to the seating area, then go
to section 124. - X ‘ -

‘ ‘ . 433
Throw against your AGILITY. iy
If you fail, you are found by an Orc guard - go to section 288.
If you succeed, then.you manage to hide and remain unde-
tected while the wagon is'moved through-the double gates in the
grim, forboding cliff face ... Go to section 242. . o
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The door in the western wall opens and in walk four Orcs in
chain-mail searching the room! . ., . = . ..

If you wish to hide from the Orcs, then go to section 67,

If you wish to attack the Orcs, then make anote of this section

' and go to section.451. e

- .. If you wish to cast a spell then write. down 1ts name and go to
. sechon 99,
If you. return to his section. after defeatmg the Orcs, you find

~ - that each wears chain-mail armour. and carries a long sword.

Between them, their purses yield 19 gold pieces. They also have
. astores key and a gate key in their possession. If you wish to take
-‘any of these 1tems, then make a note of them on your Character
Log. ,

Go to section 242,

' You are ﬂeemg westwards dawn a stone passagek Behmd you,

' .. the sounds of pursuit are getting nearer. -

... There are four:doors in the walls of. tl'us passage, two to the
. south and two to the north. .
If you wish to hide by rushlng throagh one.of the 5outhern
“doors, then go to section 344..
- If you wish to-hide by rushing through ane of the northern

= 'doors, then go to section 390.

.+ If you-wish to carry'on ﬂeemg westwards then go:to section

452 P

' If you wish to turn and attack your pursuers, then goto sectmn
; 158 y L

436

If you have seen the words ’Vlgxlance or: Death carvecl
. ‘anywhere; thenyou find no secret doors go to section 401..
Otherwise, go to section 16. ‘

437-438

As the last skeleton hits the floor, you notice that this room is a
library, with one exit to the south.

There are two tables in the room. On one is a scroll describing
how to summon a Fire-demon from the Realms of Flame and
bind it to service using an amulet in the shape of an upraised hand
bathed in fire. The tract finishes by saying the Fire-demon will
obey anyone who has the amulet in his possession so long as he
knows the Word of Power needed to activate it. '

On the other table are two ﬂasks ‘oneof salver and one black
iron, e

If you wish to leave the root, then go'to section 332,

QOtherwise, make a note of this section number. -

If you wish to sleep here, then go to section 388. :

If you wish to examine the contents of the black flask, then go
to section 313. .

If you wish to examine the contents of the s:lver flask, then go
to section 471.

438
ATTACK spells {except REPEL UNDEAD) and HEALING will work' as
normal. Go to section 461 to determine the results.-

MISCELLANEOUs spells have no effect on this situation: Go to
section 461 and continue combat. _

If you cast INVISIBILITY to escape Malgar, then go to section 323,
if you cast it for another purpose, then go to section 461 and
continue combat.

roOTsTEPS will only work if you are already invisible. If thxs is
the case, then go to section 366.

Otherwise, g0 to section 461 and continue combat.



T 439-444

43¢
" MISCELLANEQUS spells, FOOTSTEPS and REPEL UNDEAD will have no
-effect on this situation. Go to section 347 and continue combat.
Other DEFENSIVE or ATTACK spells work as normal. Return to
section 347 to determine their effect and/or continue combat.

Throw two dice. :
If the score is even, then go to section 2.
Zf the score is odd, then go to section 398.
. 441
You hear the Orc 5. footsteps recedmg down the passage, then
the whole areais silent. . . .
~If you,wish torcast a SESAME spell-to open the door, then go to
sectton 86.
... K.you wish to try rammmg the door down then make a note
* of this section number and go to section 126,
. If you returnfrom section 126, then :go to section 86.
If you decide to await events, then go to section 326.

sk

You cr. cross the river easﬂy. o
. If you were:going to the north bank, then goto sectlon 188.
¥ you were gomg to the south bank, then go to section 459.

.Suddenly,. you fmd yourself in a room full of hysterical slave-
_girls. Their screaming attracts the attention of .a horde of Orcs,
-who burst in from both entrances. Go to section 318.

G 444 .
You manage to get the keys w:thout the Jailer nchcmg He ]eaves
and the door locks behind him. Make a note of arena keys’ on
your Character Log.
Patiently, you wait for a full hour before allis qulet, then gently
you uniock the door .. Go to section 409.

44547

!‘,

In the passage which runs between the two palrs of cells you find
a loose flag in the stone floor. You remove it to reveal an iron
ladder fixed to the west side of a shaft going down.
If you wish to go down the ladder, then go to section 480.
Otherwise, go to section 325. ‘

Throw agamst your AGILITY. '

If you fail, then you accidentally kick a metal bucket as you
head for the staircase - go to section 232. _

If you succeed, then 8o to section 494.

447

Your qmck reactions enable you to grab the edge of the pit before
you fall. You pause for a moment, praising your luck, as one of
your weapons falls into the blackness (make a note of this on your
Character Log).

You manage to climb out of the pit-without dropping anything
else. Return to the section whose number you last noted.



48

- 448
- Grogarak catches the amulet. ‘A wise decision little friend,” he
laughs demonically. ‘But wait,” he gloats, fondling the amulet,
‘Farak still livest” ... . . S
Grogarak. points to one of the pentagram’s corners, which
immediately bursts into flames. Fire slowly consumes the lines of
. the pentagram leaving no trace of the design in its wake.
‘Farak!” he booms, pointing before him. ‘Obey my summons.’
-Farak magically appears at the spot designated, his face pale
with terror, as Grogarak grabs him in one of his gigantic claws.
‘lam returning to the Realms of Flame,’ says the Demon silkily,
‘and have-decided to take you with me so you can repay the many
-services I have done you over the years!”
" Grogarak’s hideous laughter and Farak’s cries of horror merge
into a demonic cacophony as the throne falls away from the wall,
-the crystal shatters, and the views on the walls disappear.
Where the throne used to stand you-can-see a shimmering
image of a merchant’s parlour as though through a mirror.
.. Grogarak and his screaming captive sink slowly into the floor,

. which cracks as flames engulf them. Through the cracks molten

lava appears in an ever increasing stream.

If you wish to flee, then go to section 69.
. If you'wish to examine the mirror where the throne used to be,
then go to section 301 - ; :




449

449

If you cast your spell in'the arena, then make a note of this
section and go to section 462. : y

Otherwise - | o

ATTACK spells: ail except. REPEL UNDEAD will work as. normal,
return to section 241 to determirie results and continue combat.

DEFENSIVE spells: INvisiBiLIry ‘will add only 1 to your DEFENCE
BONUS due to the lion’s keen senses. Return to section 241 and
continue combat. : S e

FOOTSTEPS will work only if you are already invisible, If this is the
case, then the lion runs off in pursuit of your magical noises - go
to section 172. Otherwise, return to section, 241 and continue

~ combat.

HEALING will work as normal, return to section 24T -and
continue combat. . . - ot
‘MISCELLANEOUS spélls: FLOAT and LiGHT will have no effect on the
situation, return to section: 241 and continue combat. . .
.+ seSAME will open both the door:to the arena and a trap-door in
- the ceiling if they are not.open already. Return to.section 241 and
contine combat. . . L L PR G
FLYFEET will enable you to climb the wall, but you will take 4
DAMAGE POINTS as you do so. If you fell into,this room through the

* trap-door, or the trap-door has been opened by a sesame spell,

then go to section 19, Otherwise, the spell wears off before you
can.find and ‘open the: trap-door. Return .to.section. 241 and
continue combat at Step 5. Co L

450-451

You give your,name to- the old man, and tell him that you are
trying to destroy the.source of the Firelord’s power. When you . .-

have finished your tale, he looks at you thoughtfully for a " '

moment and then asks you if you have any food. - P
If you have food and wish to give some tothe old maii, then'go -
to section 486. - " Gl ke

If you have no food: or don’t'wish to 'paft_ivith ;dny;,"fhehi'gd to L

section 25.

FOUR ORC GUARDS each of which has: "«
STRENGTHPOINTS 9 AGILITY POINTS! 8/ '+ -
ATTACKBONUS 0~ DEFENCEBONUS: +2 - .
DAMAGEPOINTS 4 POWERPOINTS O %+ "+ 0o
If you wish to cast a spell, then write down its name:and go to

section 487, SR I o AT
If you wish to flee, then go to section 158, =
1f you wish to surrender, then go to section 474. - A
If you defeat the Orcs, then return to the settion whose

number you last noted. - D EEEEEIEE TR

If you lose consciousness, then go to section 363.




452

452

You run into a huge cavern, obviously used as a great hall by the
Orc tribe, though you don’t have time to study the details. Youdo
notice that there are five exits from the hall, but the sounds of
a horde of pursuing Orcs come from the eastern exit and you
discount this immediately. The remaining four avenues of escape
are a narrow door in the northern wall, a narrow passage in the
southern wall, a well in the south-east corner, and a wxde passage
(running south) in the south-west corner.

If you wish to go through the narrow door in the northern
wall, then go to section 390. -

If you wish to go down the narrow passage in the southern
wall, then go to section 412.

If you wish to inspect the well, then go to section 350.

If you wish to flee down the passage in the south-west corner,
then go to section 39.

If you wish to turn and attack your pursuers thengoto section
158.

If you wish to casta spell, then write down its name and go to
section 273. .

; - :453—455
\ -
‘ ~453
The Firesnake has (5) POWERPOINTS. If he saves agamst your spell
then go.to section:492. . .. .. ; i
Only the spells POWER BOLT, SLUMBER and HEALING w:ll have any
bearing upon this situation. If you have cast.any of these spells,
then go to.sectiort 419 to determine their results.
Otherw15e, return to section 419 and conhnue ncmbat

furnished bedchamber you have ever seen. The most valuable
treasures from the Firelord’s many raids seem to be gathered

here. By the side of the opulent four-poster bed:is a table, upon "~ . .

which lies Farak’s amulet — an upraised hand bathed in.flame.
Unfortunately, Farak is in the bed and you have ]ust awakened
him ... Go o section 258 . i Ca .

. 455 R
MISCELLANEOUS spells have no effect, go to section’54 and contmue

combat.
 DEFENSIVE. spells work as normal but the G]admtor’s cries.are

ianswered . Go to section: 89.

- -ATTACK spells except for REPEL UNDEAD work as normal. Go to
isectxon 54 and continue combat.

If the Gladiator is still conscious he will attack you with
‘redoubled fury, add 1. to both his DAMAGE POINTS and: hls ATTACK ‘

IBONUS.-

You break + e;: door open and rush headlong into.. the best , 7 ,



456

456

B N W R RN

Throw against your AGILITY, -

I you fail, then go to section 158. " .
_ If you succeed, then you ireach. the stables without being
noticed. The.doors are locked .with a large padlock. On the
opposite side of the courtyard, you can clearly see.a group of
wagons parked haphazardly in the north-west corner, while at
the northern end of the courtyard two strong iron gates are set
into the cliff face. Beside the gates, four Orcs are chatting idly
while on guard duty. - ‘

If you wish to approach the gates in the cliff, then go to section
358,

If you wish to-go to the wagon park, then go to section 422..

If you wish to go to the south end of the courtyard, then go to
section 395. : KO

If you wish to open the stable.doors with a SEsAME spell, then go
tosection428. . . - o - . :

If you wish to try opening the doors some other way, then go
to section 464.

457-458

: ' : 457
You are standing at the southern end of a passage which runs
fromhorth to south, in front.of two large iron doors. Before the
doors is a dozing Orc, and above his head you notice an alarm bell
easily:within his reach. On his belt he carries a large key..
To the north you can see a number of small doors in the
western wall and a set of large double doors in the eastern wall.
If you wish to go north, then go to.section 86.
Otherwise, make a note of this section number. o
If you wish to cast a spell at the Orc, then write down its name
and go to section 491. S
If you wish to attack the Orc, then go to section 249. _
If you wish to try stealing his key without waking him up, then
g0 to section 38. St :
 If you have returned to this section after defeating the Orc,
you notice he is wearing leather armour, carries a short sword
and has two gold pieces in his pouch in addition to the key on his
belt. If you wish to take any of these items, then make a note of
them on your Character Log. ‘ SR
-Go to section 342..

: 458 : o

To your horror you realise that you have left it too late!! The

pursuing Orcs are almost upon you and flight now would be

futile. o

~ If you wish to surrender, then go to section 363. .
- If you wish to fight the pursuing Orcs, then go to section 158.
" If you wish to cast a spell, then write down its name and go to

section 273. DT - '




.- 459460

459

You are standing on the south side of a river in'a natural cavern
which has stalactites dripping from its roof. The river runs
through the middle of this cavern, flowing from west to east, and
used to be bridged at this point. The bridge has long since rotted
away, however, and its weed-covered remains lie on the river
bottom.

A passage leads out.of the cavern on this side of the river. It
runs south for a short way before turning east. A similar passage
can be seen on the opposite bank.

If you wish to go south down the passage, then go to section
228. . )

If you wish to sleep here to regain some lost POWER POINTS, then
make a note of this section number and go to section 257.

If you wish to cast a spell, then make a note of this section,
write down its name and go to section 299.

I you wish to swim across the river, then go to section 338.

If you wish to try leaping across the river, then go to section
373,

_ 460
Throw against your STRENGTH.
If you are successful, then the door flies open - go to section 53.
If you fail, then take 2 DAMAGE POINTS dué to your painful
collision with the door and go to section 88.

1 I S | 461464

7

v L s61
MALGAR, the Orc chieftain:
STRENGTHPOINTS 10 AGILITY POINTS 9
ATTACK BONUS +2 DEFENCEBONUS 0
DAMAGE POINTS 5 POWER POINTS O ] _
If you wish to cast a spell, then write down its name .and go tq
séction 438. P - : ; . W i
If you wish toflee, then go to section 323.
If you defeat Malgar, then go to section 343. - :
If you lose consciousness, then go to section 363. - - -

¥

;s . r . v . : 462' ..‘ 7:'I‘, e B
I li- EA) ion 116.
If the spell was not HEALING, then go to section R
If you ciest' a HEALING spell, then throw against your: AGRITY.
section whose number you last noted. :
~Otherwise, go to section 116."

You follow the passageand find that it ends‘at».a=sma‘li room thh T
storie walls and a straw, covered floor. ; .} R

. Suddenly, you hear a'loud roar to your. left, and turning you
see alion about to attack you. Go to section: 241 and begin combat

at Step 5. :

464

this, then go to section 428. . .. . . ‘
1f you wish to ram the door down, then go to section 158.

If you wish to do something other than the above, then go to
i section 456 (WITHOUT having to throw against your Aclll'n’)‘and

! choose another option.  ~ -

¢

Voo

ei

If you succeed, then the spell works as normal, return to the g

" If you have a courtyafid-ke:y in ydﬁl‘: pdé'séésion and wish totry -



465—466

. 465

You are standmg at the top ofa spu‘al stalrcase in front of a-door
to the west.

The door is locked.

If you wish to go down the stairs, then go to section 396.

If you wish to try a key in the door, then go to section 374.

"If you wish to try ramming the door down, then go to section
408.

If you wnsh to cast a SESAME, spell to open the door, then. go to
section 493. .

- 466

You are standmg at the. northem end of a passage ‘which runs
from north to south. To the south the passage leads to:the
dragon’s cavern, while before you to the north is a circular
chamber. The walls and floor of this chamber are of polished
black marble. The walls are decorated with cabalistic symbols and
a large copper pentagram is inlaid into the centre of the floor.
Against the eastern wall three stone steps lead up to a golden
throne set up on a raised dais. Between the dais and the
pentagram a spherical, smoky white crystal stands upon a golden

tripod.

467 —469

If you wish to enter this chamber, then go to section 59.
If you wish to go south down the passage, then go to section
17. s, e ’i N : .

467

“You are standing by the southern exit of the arena. It consists of

two gates of latticed iron strips. Crouching by the side of the
gates and peering through the grille, you can see two Orcs 51ttmg
on a bench chatting together.

If you wish to go to one of the other doors, then go. to section
100.

If you wish to try to open the gates without the Orcs
noticing, then go to section 191..

If you wish to cast a spell at the Orcs, thenwrite down its name
and go to section 71.

468

Before the end of the day, the captain of the. Orcs guardmg the

main gate of the courtyard comes toward you flanked by two of
his subordinates. At his signal, they pounce upon you and bind
you tightly with ropes before you can react to thlS unexpected
move.

"You've not been very good at this job, have you milad?” the
captain says gloatingly. ‘I hope that you perform better in the

‘arena!’

He and his guards guffaw uproanously as you are struck from
behind and lose consciousness ... Go to section 139.

. 469 '_ \
Throw one dice. L
If you threwa Lora2, then g0 to sectlon 121‘
“If you threw a 3 or a 4, then go to section 89.
'If you threw a 5 or a 6, then go.to section 144.



470-472 ¢

- a70

You are standing at'a T-junction where a passage running from

riorth to south is'met by another passage from the west.
~ . In the eastern wall of the north-south passage are two spy-
holes'from which the western passage can be observed. Looking
-carefully through one of these spy-holes, you can see a small
. guardroom at the other side, in‘which an Orc in chain-mail sits
- whittling a piece of wood: _ : . R

-~ If you wish to go north, then go to section 150.

. If you wish to go south, then go to section 256.
"~ If-you wish to go west, then go, to section 410. ¢
" Ifyouwish to cast a spell at the Orc, then write down its name
andgotosection58; .. - . ...
o . USRI /5 SR :

The liquid ir this flask'is ‘sweet: and refreshing. Almost imme-
- diately, however, your vision blurrs and you sink to the ground

- unconscious ... Go to section-363.

. You have your sword at your opporient’s throat and look up at
~the Firelord’s box to see his decision. You notice that the
 Firelord’s cronies all seem. very happy at your success. | ¢

-, The Firelord points his thumb to the ground. ‘Kill the dog, he
-has‘lost me a fortune in bets,booms the Firelord,. -
If you wish to refuse, then go to section 77, - e
 If you wish: to kill your opponent as the Firelord commands,
then go to'section 112. : :

T

473-476

lYou are staﬁding at the north end of a passage that runs from

north to south. In front of you is a comfortable box having _atfme
view of the arena below. In the western wall of the passage is an -
alcove containing a small iron wheel set into the wall. Examining
this wheel, you find that it turns only one way.

If you wish to enter the box, then go to section 225.

If you wish to turn the wheel before going south down the

assage, then go to section 117. o ‘ -

d It y%u wish tgo go south-down the passage without turning the
wheel, then go to section 61. :

%

. a7a -
You are hit on the head and lose consciousness.
Go to section 363, :
475

If you have killed Malgar, go to section 271.
. Otherwise, go to section 165, :

S 476 . S
Go to section 338.



477479 .

‘ ‘ 477 e
" Because of their method of construction, neither of these doors
can be forced from within the room'itself, and you will have to
cast a SESAME spell to open each.door. .

If you wish to tell the girls you will have to sleep before you are
able to free them, then make a.note of this section and go to
section 271. I

~ The girls plead with you once more to release them, and you
open the eastern door so that they can escape (deduct 2 POWER

POINTS from your Character Log). .~ . = .
If you wish to follow the girls out of the eastern door, then go

= to section. 420, ., . -.

.., If you wish to cast a further sesaME spell and go,out of the
" northern door (deducting a further 2 POWER POINTS), then go to
" secion120, . . ... RS

e e o e T

The:sword is magicall, When you use.it, it will add 1 to your

ATTACK BONUS. Also its wounds have a value of 5 DAMAGE POINTS,

rather than the usual 4 with a long sword. Make a note of this

sword on your Character Log. (The addition to your ATTACK BONUS
is not affected by loss of STRENGTH POINTS.)

. Return to the section.whose number you last noted.

- i o 479 . : :
You seem to get the keys without the Jailer noticing, You sit on
your bed feeling very pleased with yourself and wait for things to
“quieten down. .. o

After a few minutes you hear the sound of many iron-shod
feet, the door opens and the Jailer enters followed by ten Orcs.
Angrily he points at you and tells them that you have stolen his
keys. The Orcs quickly overpower you and take you before the
Firelord - go to section 363. -

480-481

You are standing in a narrow passage which runs from north to

south at the bottom of a rusty iron ladder set into the western

“wall. Droplets of water can be seen running down the passage’s

rough hewn rock walls. At the top of the ladder is a trap-door. To *
the north and south the passage meets similar passages running

 east to west, at a T-junction to the south and a crossroads to the

north. " . o ‘
If you wish to go north, then go to section igg

" If you wish to go south, then go to section . _

if ?ou wish to climb the ladder a'nd_ g0 !through the trap-door

above it, then go to section 325.

- 481

Throw against your AGILITY. S .
- If yo;gfail, then you make a noise which disturbs two of the

.Ores, both of whom leap to the attack - go to section 232.

+ If you succeed, then go to section 26. &



4

-+ icombat at Step 5.

" ‘GUARDIAN CHEST: "~~~ .

482486
482 |

'~ STRENGTHPOINTS 6 -ACILITY POINTS 6

. ATTACKBONUS 0 " DEFENCEBONUS 0.
.~ ' DAMAGEPOINTS 3' - "POWER POINTS 0

“If you wish to flee, then go to:section27. - . =

- If you wish to cast-a spell, then write down its name and goto
" section 81. - : i :

If you are defeated by the'chest, then 8o to section 321

-t - If you defeat the chest and if Malgar is dead, return to the
: section whose number you last noted. ' Lo

. Otherwise, your battle with the chest has attracted Malgar’s
attention and given him time to don his armour. Go to section
461 but add 3 to Malgar’s DEFENCE BONUS {for the armour). Begin

Py

483

* As you approach- the: door,iyou -hear that there is someone

roted.

" The Demon stares at you ¢

" ~singing 2 quiet lullaby behindit. ~ . .

.. If you wish to try the door, then'go to section 28. .
 Otherwise, return o the section. whose number you last

e T

ontemptuously. “Think yoti that 1

- would bind myself willingly, worm?’ he booms. He raises his

. .accord ... Go to section 161, -

head, and his_hideous laughter echoes from the walls of the

¢ chamber. You.find yourself drawn towards the Demon’s eyes

against your will, your legs carrying you to him of their own

485

- The only place to flee is the arena. Go to section 393. .

:Greedily, the old man grabs the food jrou.‘: -6’!§fé1:“.‘;Hé‘ is ZoBvi&usly

extremely hungry, and you find that all your food has gone

Jbefore he is satisfied. Make a note of this on your Character Log.

_When he is finished, he tells you he is a former servant of the

~ Firelord who tried to usurp his power for himself. Unfortunately,
: he was caught and has spent the past six years in this dungeon.

487-488

“The source of the Firelord’s power,” he tells you, ‘is to be found
in the caverns beneath the fortress, but to control it you will need
the magical amulet that the Firelord wears around his neck at all
times.’ ‘

The old man thanks you for the food and pushes back the

-stone-go to the section whose number you last noted.

487

" HEALING and all ATTACK spells except REPEL UNDEAD will work as

normal - go to section 451 to determine the result.
- MISCELLANEOUS spells will have no bearing on this situation; go
to section 451 and continue combat. SR ~ :
- f you are at the iron gates and cast INVISIBILITY to creep past the
guards, then go to section 187. :
If you cast a FOOTSTEPS spell, this ‘will work only if you are
already invisible. If this is so, then the Orcs assume that you have
run off and ignore you - go to section 141.
Otherwise, go to section 451 and continue combat.

488 .

You run into a room, closing the door behind you, and hide.
Immediately, you hear the pursuing Orcs tramp past the door,
and breathe a sigh of relief ... After waiting for some time all
seems quiet and stealthily you emerge from your hiding place.

If you fled from the great hall, then go to section 290. '

If you fled down the passage and-through the first door you
came to, then go to section 105. :

If you fled down the passage and through the second'door you
came to, then go to section 169.



In front of you is a well-appointed room containing a bed, very
clean sheets and a washbowl. The red-tiled floor is spotlessly

clean. You surmise that it is thedwelling of a fighter in the arena.

- On the bed sits a well-muscled young man who looks up and
says, ‘What? Time for the arena already?”

~_If you wish to pose as aJailer and tell him that you were just
checking he was there as one of the fighters has escaped, then gc

. to section 190.

If youwish to tell him that you are trying to escape and ask him
if he wants to come with you, then go to section 294.
RN .If you wish to tell him that you intend to try to destroy the
. Firelord’s power and ask if he will aid you, then go to section 421.

Throw against your-AGILITY. . EECEIT LRI AR
~ If you fail, then the Orcs notice you and'attack - go to section
44 and begin combat at Step.5. - . = . L

If you succeed and wish to go.to the staircase, then go to
section79, - - - ;

If you succeed and wish to go'to the trap-door, then go to
section 114. - -~ - o ce

The Orc has 7 STRENGTH POINTS and 6 AGILITY POINTS. If he is still
conscious after you have cast your spell, he wakes up angrily - go
to.section 288. - o o

. If the Orc is unconscious, you finish him off before he wakes
up. Go to the section whose number you last noted..

You must save against magic. , - 0 i L0

- If‘you are successful, then' go to section 419 and continue
. ‘Cﬁmbat.; e s N R PN . N

. Ifyou fail, then go to section’119. = " -

- 493-495.

The door opens smoothly to reveal the most opulently furnished
bedchamber you have ever seen, containing the ‘most valuable
treasures from the Firelord’s many raids. An intricately carved
‘four-poster bed in which you can'see Farak deep in slumber
‘dominates the room. On a table by his bedside you can see his
“amulet — an upraised hand bathed in flame. A '
. There are two doors to. this chamber, one in the eastern wall
"and one in the west. . e '
. If you wish to attack Farak, then go to section 23. -
: If you.wish to cast a spell, then write down its name-and go to
‘section 64. . R o
" If you wish to creep across the room and grab the amulet, then
:go to section 167. , e L SETER :
.. If yowwish:to close the door quietly and go back the way you

' came, then go to section 200.-. .

You' are standing halfway up a spiral staircase in. front of a
studded oaken door. The door isn't locked, and from behind it
comnes the sound of snoring. : _ e
. If you wish to go up the stairs, then go to section 335 -

If you wish to go down the stairs,-then go to section 79. . -
... If you wish to open the door, then go to section 377... .
You find no secret doors, but do detect a trap-door in:the roof.

- If: you' wish to climb the wall to the trap-door, then go:to.
section 43 (or if you wish to cast a FLYFEET spell, go to section 7).
If you wish to go down the passage, then go to section 432..




496-497

496

You find nothing of interest in the horse stalls,

Throw two dice. N -

If the score is odd, then go to section 428. ,

I the score is even, then an Orc guard disturbs your search and
you must fight him. Make a note of this section number and go
to section 249. : G

If you have returned to this section after defeating the Orc,
then you notice he is wearing leather armour, carries a short
sword and has two gold pieces in his purse. If you wish to take
any of these items, then make a note of them on your Character
Log. - N
- Go to section 428.

You are standing at the northern-end of a passage which runs
from north to south. The passage ends in a large iron grille,
securely padlocked. Before the grille sits a dozing Ore, and you
notice he has a large key hanging from his belt.

If you wish to retrace your steps southwards down the
passage, then go to section 159. '

Otherwise, make a note of this section number.

If you wish to cast a spell at the Ore, then write down its name
and go to section 491. _ . . .

- If you wish to attack the Orc, then go to section 249 and
commence combat. :

If you wish to try stealing the Orc’s key without awakening
him, then go to section 118.

If you have returned to this section after defeating the Orc,
then you find that he is wearing leather armour, carries a long
sword, has two gold pieces in his purse and, of course, the key at
his belt. If you wish to take any of these items, then make a note
of them on your Character Log. : :

Go to section 153.

___:‘f\- K g et

Vieas

o i
: A oA KA L
- o . N
P FOL e

[ A

3 r
W kel




498 -500

: .. 498 . . o

The Orc Champion stumbles back into his room and sinks o the
ground as you follow. He is wearing chain-mail armour, has a
very fine long sword, and has 12 gold pieces in his purse. If you
wish to take any of the above items, then make a note of them on
your Character Log. ‘ wr e e o

If you wish to take the sword, then make anote of ‘this section
and go to section 478. . - . e

If.you have finished with the Orc and his possessions, then go
to section 6. . - . . . g .

S 499 . - e
The Orc guard has 8 STRENGTH POINTS and 7 AGILITY POINTS. I he
is still conscious after-your spell is cast, then go to section 288,
Otherwise, you finish him off. . _ B
. He is wearing a suit of leather armour and carries a short
sword and two gold pieces. . _ L
If you wish to take any of these items, then.make a note of
them on.your Character Log. o
If you disguised yourself as a Wagon Driver before ‘being
captured, then go to section 209, , ' R
If you disguised yourself as a Scribe, then go to section 372,

Sipping at your wine, you.look down the length of the
banqueting hall at the multitude of boisterous guests. The Baron
of Drakensfeld and the Count of Esgaron are holding a feast to
* celebrate the demise of the Firelord, and naturally, you are the
guestof honour. - . "
The Count, also sitting at the high table, pokes his elbow into
your ribs, and you turn to address him once more. He arrived
only this afternoon and has yet to hear your tale.
}."Come on! Come on! he says impatiently. ‘What happened
then?’ : :
‘Well, my Lord, we escaped from the mountain and the dragon
flew north as I had commanded. Looking back, I could see smoke
and ashes were billowing from the exit we had used, and that lava
was beginning to flow out of the main entrance to the fortress -
I fear that none inside could have escaped. Luckily, the dragon
failed to notice this - otherwise it is unlikely I would have the
Pleasure of conversing with you now!

‘After a short time we.came upon a'road, which I ordered the
dragon to follow until 1 spied-a merchant caravan tra&rellmg
‘north. Fcommanded the dragon to set me down on the ro§ sorr;s_‘
\miles further on, so as.not to frighten the horses, and't e}r‘\ .t(;]
"him to return to the fortress and await me there. I trust t at e
-a warm reception! N ‘ L
ha‘cll/\?hv:n the cargfran approached, 'I"beggfad_.the_ use of a i:o};ii
Luckily I knew one of the merchants, hawngltraveﬂe}il. v}\?t  him,
“some weeks previously, and he lent me t_he horge_ which carrie
‘me here. I told him that L had been Waylalq by brigands, thnﬂ(g\\g B
“the Baron and yourself should be the“‘hrst to ‘leamli that . g -

Firelord was no longer withus.” =~ © SR
.Plti(r)\fi _'a‘-;ood job tgo,’ says the Couriteraising his goblet:” =

" At this point, the Baron rises from his-chair. and calls for- o

_‘SIlﬁn}f:;eby confirm our yoﬁng hero in his fiefs.of Redmarsh and

- Winderby, formerly held by my treacherous brother Sir Roder-. !

ick. May they bring happiness and contentmept.’ B
. The crowd cheers uproariously. |




CEPILOGUE AT -

When the applause has died down, the Baron taps you on the
shoulder and leans over to speak...

“Talking of brigands,” he says, ‘1 hear that some rapacious cut-
throats have installed themselves in your castle and have begun
" ravaging the surrounding countryside. I was going to send some
nl:en-at-ann}s\} to root out these villains, but have ll:fg;ant need for ‘
them elsewhere. Now that you yourself are back, of course, I'm D e AP
sure -that we shall soon hear no more of these MARAUDERS AT AGILITY ﬁC@P\{-? o o N '

oon hear no more of ¢ _ & AGILITY POINTS
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