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Dateline to nisasier

0

1990-1998 Rise of globaliterrorism on an ;

1998-2003

2003-2008

2008
i General Secretary of Supreme Saviet

unprecedented scale. Political
violence funded by organized erime
syndicate called HAVOC — the
Hijack, Assassination and Violent
Opposition Consortium. !

The governments of many small and!
impoverished nations fall into the
hands of HAVQOC. International -
terrorists receive arms, training and
shelter in these ‘Badlands’. 1 -
' o o RN \ i
Raitls on oil and gas installations; :
assassinations; and the kidnapping of

_prominent world statesmenibecome
commonplace as HAVOC attempt to-

terrorize the civilized world into
submission. Despite public outrage
and growing international tension, |
the major powers steadfastly refuseto ' °
give in to HAVOC's demands. :

President of the United Statés and

both assassinated at emergency ‘
summit meeting. US, USSR and major

i
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European nations create the World
Defence League and declare war on
HAVOQC. The Badlands are invaded,
key HAVOC bases destroyed, and
thousands of HAVQOC agents are
captured.

2009 HAVOC leaderé imprisoﬁed for life in B

‘Deep Pens’ — maximum security
gaols located deep underground — to
prevent their escape or release by
HAVOC agents still at large.

2010 New leadership emerges to unify the
scattered remnants of HAVOC and
- .. plan revenge.-

2011 A WDL train transporting seventeen
100-kiloton nuclear warheads,
_destined to be neutralized and -
‘dismantled, is attacked by HAVOC
agents. The train is destroyed and its
deadly cargo stolen.

2012 HAVOC hijack a WDL news satellite -

- New Year’s and broadcast a chilling ultimatum.
Day They have planted the seventeen
stolen warheads in major cities

throughout the US, USSR and Europe.

They call for the immmediate release of
all HAVOC agents held in Deep Pens,
. plus the payment of $2 trillion in gold
bullion, or they will trigger the
- warheads one by one until their
demands are met in full.

12

A twenty-four-hour deadline is set.
WDL leaders declare emergency and :
request that the deadline be extended.
HAVOC refuse.

2nd January First warhead detonated at Brie.
Nuclear Energy Plant, ten miles south
of Paris; France. Blast and radioactive
fallout claim millions of lives.
HAVOC repeat their demand and -
, extend deadline by twenty-four hours.
[ ! _
3rd January World Defence League agents
‘The Day’ -discover location of HAVOC |
command headquarters-on an'island
in the South Pacific Ocean.
Immediately orders are given io
infiltrate and destroy the HQ and its
. occupants. The assault is swift and
i decisive; the complex is quickly
averrun and its inhabitants are killed.

\Yet, ironically, as the news of this
‘victory is being relayed around the
world, HAVOQC enact their ultimate -
revenge. A transmitter hidden on the
island, fitted with a time-delay
mechanism, clicks on, sending its
high-frequency radio signal to a

¢ communications satellite orbiting the
earth. This signal is amplified and
returned to earth where,
simultaneously, it triggers the

i remaining nuclear warheads.

13
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2012-2019

The initial explosions set off a
disastrous chain reaction that feeds on
civil and military nuclear installations
all across the northern hemisphere.
Hundreds of millions of people are
killed within days, and many more
perish during the years that follow;
falling victim to the lingering '
radioactivity and the severe climatic
changes that affect the earth.

Gale force winds sWeeﬂ across the

- world, carrying enormous amounts of

_-dust into the upper atmosphere and
_ preventing much sunlight from

2019-2020
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reaching the earth’s surface.
Temperatures plummet, deterring
survivors from remaining above
ground. Communications are
disrupted by gamima radiation, ‘
making all radio, cable and satellite
contact impossible. Small colonies of
survivers develop in total isolation

from one another during these years of

darkness.

Gradually, the dust storms die down
and the sun penetrates the
atmosphere, thawing the earth’s
frozen surface. Radiation decays to
tolerable levels, and survivors emerge
to reclaim what little remains of the
world they once knew.

The Stnryiso Far

]

You are Cal Phoenix; a:survivor, born in California
on Thanksgiving Day in the year Ap 2000. In 2012,
whilst on winter vacation at your Uncle Jonas’ and
Aunt Betty-Ann's ranch in Texas, you were invited
to visit a shale-oil mine near Austin; it was the first
of its kind in Texas: As Chief of Construction, your
uncle was proud to take you on a guided tour of the
whole underground complex, which, for security
reasons, was totally self-supporting. It was during .
this tour on 3 January 2012, that the holocaust began.
You remember how the ground shuddered when the
shock waves from ithe.first distant explosions reached
the mine, and how you thought it was the start of
an earthquake, the like of which you had experienced
many times at home in California. But, as the levels
nearest the surface began to collapse and the central
elevator shaft filled with rubble, you realized the
awful truth. At first there was no way of telling the,
extent of the surface devastation. Below ground, the
safety generators had automatically switched into
operation when the main power supply failed, and
the tremors had faded quickly, which encouraged
your aunt and uncle te believe that the damage above
was superficial. Uncle Jonas was confident that the
military would mount a rescue operation and that
you would be brought out within a few days, a week
at the most. Aunt Betty-Ann, too, was optimistic.
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After all, there were emergency supplies - enough
to feed 200 men for a whole month. Little did she
know that the three of you would end up consum-
ing all those supplies, or that the mine would become -
your home, your shelter and your prison for the next
eight years of your lives.

It was early September in the year 2019 when eventu-
ally you broke through to the.surface. When you set
eyes on the landscape surrounding the mine, it was
like looking at the surface of another planet. Few
structures had survived the blizzards and intense cold
that had swept around the world in the years follow-
ing ‘The Day’, and now, after the dust had settled
and the sun had returned, the once-fertile plains of
Austin resembled little more than a desert of parched
and broken rock, littered with the artefacts of an
absent civilization. During the first few days, when
you began to explore this wilderness, it was easy to
believe that you were the only survivors. But on the
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morning of the fifth day Uncle Jonas made chance
radio contact with a family called Ewell, who were
living near the ruins of McKinney, thirty miles north
of Dallas. They told him that they had been in touch
with a handful of other groups who had managed
somehow to survive the holocaust. Most were
isolated and unable to move due to lack of fuel, food
or water. They were. urging those who could travel
to join them in McKinney to start a new community
there, and some were already on their way. When
your uncle and aunt accepted their invitation, the
Ewells were enthusiastic but they also warned you
to be wary — not everyone who had survived wanted
to establish a new community. The ruins of some
large Texan cities, such as Dallas and Fort Worth,
were controlled by gangs of criminals who fought
with each other and terrorized anyone seeking to
re-gstablish law and order. They urged you to avaid
these gangs at all costs,

It took more than a week to discover a vehicle that
could transport you to McKinney. It was an old
school bus, which had been parked in an
underground lot and had survived the years of sub-
zero blizzards. With fuel and spares salvaged from
the mine, you managed to coax it back to life; then,
you set off on your journey north. When you arrived!
at the town, it was easy to find where the Ewells
lived, as their ranch was the only place that was still
standing. It looked more like an old frontier post than
a ranch, with its fortified perimeter wall, lookout
posts and stake-filled moat. Having been ambushed
and shot at by the city gangs of Fort Worth during
the final stages of your journey, you recognized the
need for such defences. :
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‘Pop’ Ewell, the seventy-year-old grandfather of the
Ewell family, was the leader of this small colony of
survivors, and it was he who had urged Uncle Jonas
to join them when they had first made radio con-

tact. The colony numbered less than a dozen at the -

time of your arrival, yet as the airwaves became
clearer and new contacts were made, this number

had soon more than doubled to twenty-five. It was
decided that a name was needed to identify the settle-
ment and ‘Dailas Colony One’ was adopted, ‘DC1’ for:

short. From that day on, everyone worked. hard to

make DC1 a secure haven for those seeking refuge

from “the: hostile wastelands- and marauding city
gangs. N .
S _ ]
‘Cutter’ Jacks was one such refugee. Before ‘The Day”

he had been chief mechanic at the International
Grand Prix Circuit near Lake Dallas, and his incredi- -

ble skill and knowledge of engines was soon to prove
invaluable to the colony. He taught'you how to drive,

and from a pile of .old wrecks. that you helped him

salvage from the circuit, he built you a powerful, .
customized car. You used it to patrol the highways -
north of the city, keeping a lockout for gangs of city :
punks who frequently mounted raids to steal or °

destroy DC1's supplies. Cutter also taught you to

shoot, and it was your natural prowess with a gun-
and your skill behind the wheel that were to earn -

you the begrudging respect of your enemies, who
took to calling you ‘The Freeway Warrior'.

Six months after you arrived at DC1, the colony was .
faced with a major crisis. A heat wave was causing -

a drought that threatened to destroy the food supply.
Crops were failing and the colony’s artesian well, its
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only source of uncontaminated water, was beginning
to dry up. The drought was also provoking more
attacks from the city punks, who were desperate for
food and water. Their common need had united them
and now they posed a very real threat to the security
of DC1. It was the last day of May, 2020, when Pop
Ewell made radio contact with another colony, who
were based in the city of Big Spring, 300 miles west
of McKinney. Their: situation was completely the
reverse of DC71's: they had food aud water in plen-
tiful supply but they were desperately short of fuel.
They told of their contact with survivors in Tucson,
Arizona, who were also without fuel. The Tucson
colony reported that the territories west of the Sierra
Nevada mountains had been spared the worst effects
of the radioactive blizzards that had devastated the
rest of the country and, miraculously, much of
southern California was still widely populated: it had
survived the last eight years virtually intact. When
you heard the news you could hardly believe your
ears. Perhaps your family were still alive. After all
that had happened, there was now a real hope that
one day you might be reunited with them.
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A meeting was held to decide how best to deal with
the crisis facing DC1. Everyone agreed that to stay
at McKinney would lead to eventual death, either
slowly from starvation or suddenly at the hands of
the murderous city gangs. The only choice open to
DC1 was to try to reach California; only there lay real
hope for the future of the colony. The decision was
relayed. to the survivors at Big Spring and a deal was
struck to rendezvous with them as soon as possible.
: DC1 would give them fuel in exchange for food and
" water, and together they would join up with. the
Tucson colony for the /final stage of the ]ourney to
Cahforma e i -
|
Careful preparatmns were made for the 1ong trek, and
three vehicles were chosen to make up the convoy:
the schoal bus, your customized roadster, and a

gasolene tanker laden with 5000 gallons of petroleum -

syphoned from underground storage tanks at the
Ewell ranch. Supplies of food and water were
adequate but the colony lacked sufficient firearms
and ammunition with which to defend itself. On the
day before the convoy was due to leave, one of the
colonists was sent north to search the towa of
Sherman for weapons. He radioed back to say that
he had found a cache of hunting rifles and ammuni-
tion, but that his truck had broken down and he was
stranded in the town. He had also found a surviver
— a beautiful teenage girl — and he requested that
you go to Sherman to pick them up. As soon as you
arrived you were ambushed by the scouts of a brutal
gang of bikers known as the Detroit Lions and, in
the ensuing gun battle, you killed Stinger - the
scouts’ leader.
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Later you learned that the girl — Kate Norton — was
the sole survivor of a Kansas City colony, which had
been attacked and wiped out by the Detroit Lions.
The Lions' leader, who calls himself ‘Mad Dog
Michigan’, had taken a liking to her and spared her
life. Mad Dog was once a high-ranking HAVOC agent
who had escaped from Pontiac Deep Pen near Detroit,
and he and his gang, most of whom were also
HAVOC escapees, were heading for the Fort Hood
Military Reserve near Killeen, Texas, the largest
armoury in the whole of the United States. There he
hoped to find enough weapons to equip the other
HAVOC clans who were now in control of cities all
along the eastern seaboard. Kate had managed to steal
a matorcycle and escape from their camp, but Mad
Dog was determined to get. her back, He sent his
brother — Stinger — and a handful of his best scouts
to track her down, and they had finally caught up
with her at Sherman,

When Mad Dog learned that you had killed his
brother, he vowed to get even with you at any price.
He abandoned his plans to loot Fort Hood and
embarked instead on a relentless pursuit of your
colony as it crossed the sun-scorched wastelands of
Texas. The journey to Big Spring was fraught with
great danger, and yet, in spite of the many perils you
faced — perhaps because of them — you felt yourself
falling in love with Kate. Moreover you sensed that
she was becoming increasingly fond of you. Sadly,
the convoy was only a few miles from Big Spring
when disaster struck. The land surrounding the
settlement was controlled by a gang of bikers, a
renegade clan called ‘the Mavericks' who had been
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the bane of the Big Spring colony for many months.
As the convoy drew nearer to its destination, the
Mavericks launched an attack, and, in the running
battle that ensued, they captured and abducted Kate.
‘The convoy entered the fortified gates of Big Spring
to a rapturous welcome from the colonists of that
settlement, but for you the mood of celebration was

soured by the vivid memory of Kate’s abduction. You -

vowed to rescue her, and.from that moment on every
waking minute of every day at Big Spring was spent
thmklng about little else. - . .

By dhanée it fransp-imd that the leader of the.
Mavericks, a blond-haired murderer called Amex:

Gold, was a former HAVOC agent who had served
under Mad Dog Michigan before ‘The Day'. He offered
to join forces with the Lions, and, as a gesture of

his loyalty to his former commander, he returned -

Kate to him. Together the Lions and the Mavericks
launched a hasty attack on Big Spring, yet, although

they outnumbered the colony by more than three to .
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one, they were unable to breach the settlement's for-
tified perimeter wall, and were repelled with heavy
losses. On the day after the attack, Pop Ewell
discovered the radio frequency that the clansmen
were using and was able to eavesdrop on their com-
munications. He learned that Mad Dog had ordered
another HAVQC clan ~ the Saints — who were based
in New Orleans, to come to reinforce his command;
they were expected to arrive within the week. He also
overheard Mad Dog arrarige a meeting with Mekong
Mike, the leader of the Angelinos, a gang who con-
trolled the city of San Angelo. He wanted him as an
ally and was prepared to offer guns and ammuni-
tion in return for his help in destroying the Big
Spring colony. Two days later, Mad Dog Michigan
set off for San Angelo at the head of a motorcycle
pack 200 riders strong. Those few clansmen who
remained with Amex Gold tried all manner of tricks
to convince the colony that the Mavericks and the
Lions still surrounded Big Spring in strength, but
to no avail. The senior members of the newly
enlarged colony convened a meeting at which it was
decided that, with the clansmen now at their
weakest, and with the appearance of the New Orleans
gang expected at any time, a breakout had to be
attempted without delay. There was only one way
for the colony to reach Tucson overland and that was
to follow the remains of Interstate Freeway 10
through the arid, mountainous territory of western
Texas. Precisely half-way between Big Spring and
Tucson is the city of El Paso. To reach this city in
one piece became the convoy's goal, for it lay at the
end of a long and tortuous stretch of mountain
highway, undoubtedly one of the toughest you would
have to face on your journey to California.
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Under cover of darkness, the convoy escapafdi from
Big Spring and sped westwards, now your vow to
rescue Kate could at last be attempted and, at the

first opportunity; you told the colony of your plans. -

Reluctantly they let you leave the convoy and go to
San Angelo, where you intended to infiltrate the
meeting between the Lions and Angelinos in the

hope of finding Kate there. Your skill and daring:

were rewarded: you were able to locate and rescue,

Kate from under the very noses of the clan leaders.:
During your.escape from their city you killed Mekong; .
Mike, the Angelinos’ leader, and. stole a map from-
Mad Dog Michigan. Later you discovered that this:-

map contained vital details of a HAVOC operation
to take over the whole of the United States.

As you escaped -westwards from San Angelo, you:‘

encountered three soldiers, survivors from a World
Defence League outpost in southern Texas, who were

also heading for El Paso where the remnants of their -
command group were stationed. You joined them

and together you made a rendezvous with. the convoy.

at the entrance to the only passable road through the. .
Apache Mountains. A fierce battle was raging along

this pass, between the Mavericks and a renegade clan
of Mexicans, who had:crossed the border in search
of food and supplies. The convoy was forced to run

the gauntlet of their gunfire before finally reaching -
its goal. Upon entering the city, you received a warm )

welcome from the WDL command group who were
defending the military reserve of Fort Bliss. They

celebrated your arrival for several days until the.
victorious mood- was soured by the appearance of:

Mad Dog Michigan and an army of clansmen over

1,000 strong. He had persuaded the Mexicans to join -
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the Lions, the Mavericks and the Saints, all of whom
were now united to his cause. The situation was
desperate. Faced by overwhelming odds the WDL
command tried to negotiate with Mad Dog but he
rejected their attempts with disdain. He sent a reply
to the command leader, Captain Frankland, in which
he reaffirmed his vow to avenge his brother’s death.
His aims were brutally simple: he promised that

neither you, nor any of the colony, would ever leave -

El Paso alive. He set up headquarters in:Ciudad -

Juarez, on the Mexican side of the Rio'Grands, from
which he directed his clan army to enmrcle and lay
siege to the colony I, :
For two weeks, He launched i repeated - attacks’
calculated to weaken your defences. The colony
withstood the assaults, but this constant aftrition
began to erode your hopes of ever being able to break
out of El Paso and reach Tucson intact. Then a radio
message was intercepted that was to turn the
desperate situation into a crisis. A clan convoy of

trucks was leaving Zaragoza bound for Mad Dog's’
headquarters in Ciudad Juarez. On board were -

enough hlgh explosives to blow Fort Bliss and
everyone in it to sightless atoms. Something had to
be done to prevent Mad Dog from ‘using these
explosives, Out of desperation was born a daring plan

to save the lives of the colony and disrupt the enemy

just long enough for you all to break out of E! Paso.

The plan is to destroy the explosives as soon as they
reach Ciudad Juarez to prevent Mad Dog Michigan
from using them against the colony. It is a dangerous
and potentially suicidai mission, too difficult for one
man alone, so Captain Frankland offers:to lead the
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mission and calls for three volunteers to accompany
him. WDL Sergeant Haskell and WDL Marine Knott
accept the challenge, but no one else steps forward
readily to fill the remaining place. The future of the
colony hinges on the success of this mission, and
with this thought paramount in your mind, you
summon up the courage to volunteer as the fourth
member of the team. :
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The Game Rules
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Before embarking on your adventure, you must first
determine your personal characteristics and the
weapons and provisions with which you are equip-
ped. On pages 6 and 7 you will find an Action Chart
on which to record and amend these details as the
adventure unfolds. For ease of use during play it is
recommended that you photocopy these pages.

Your personal characteristics comprise two basic
atiributes: CLOSE COMBAT SKILL and ENDURANCE. To
discover your initial CLOSE COMBAT SKILL, take a
pencil and, with your eyes closed, point the blunt end -
of it on to the Random Number Table at the back of
this book. If you pick a O it counts:as zero. Add 10
to the number you have picked and write the total in
the CLOSE COMBAT SKILL section of your Action
Chart (for example, if your pencil falls on the number
5 in the Random Number Table, you have a CLOSE
COMBAT SKILL total-of 18). When you fight an enemy:

in hand-to-hand combat, your CLOSE COMBAT SKILL
will be meagsured against that of your enemy, soa high. :
score in this section is desirable. e i g

[ : ;

To discover your ENDURANCE!level, repeat the pro-
cess, but this time add 20 to the number you have
picked from the Randem Number Table. Write the
total in the ENDURANCE section of your Aétion Chart
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(for exélmple, if your pencil falls on the number 8 on

the Random Number Table, you have a total .

ENDURANCE score of 28). If you are wounded in
combat, or injured at any other time during your
adventure you will lose ENDURANCE points. If, at any
time, your ENDURANCE points total falls to zero, you
are dead and,the adventure is over. You can regain
lost ENDURANCE points during the course of the
adventure, but your ENDURANCE level can never rise
above your lmtlal score. '

= Survival Skills =

Ever since the day you returned to the surface, you
have endeavoured to develop your skills and natural
instincts fully in order to best defend yourself and
your colony.

Listed on your Actlon Chart are your five basic sur-
vival skills: -

" Driving ’
Your ability to contml powered vehicles, such as cars,

motorcycles and trucks.

Shoating i s

Your familiarity and expeTience in the 1ise of missile
weapons, such as pistols, machine pistols, shotguns
and rifles.

28

Field craft - i
Your knowledge and expenence of all aspects of out-
door survival. co
H 1 i \ |

Stealth X
Your physical fitness, the speed of your reflexes and
your dexterity. = .. ; \

IR ’ ’
Perceptmn s
Your intelligence, your ablhty to evaluate mforma-

tion, your education and your mental alertness.

P : i Lo
P H REUE

H t

Your ability in each of these five individual skills is
measured in skill points. You begin with 3 points per
skill. Before starting the adventure, you may allocate
an additional 4 skill points to your list of five survival
skills. These 4 extra points can be used to improve
one or more of your five skills. During your adven-
ture, all five skills will be severely tested, therefore
the higher the individual skill level, the better your,

chances of survival. You may allocate your 4 addi- "

tional points entirely how you like.

When you have demded where to allocate your 4—

additional skill points, make & note of the totals in
the Survival Skills section of your Action Chart.

(If this is your first Freeway Warrior advenlure.;?
your total number of skill points should be 14: five
15, plus 4 additional skill .

skills x 3 points each =
points = 19 points.)

If you complete successfully the mission 'set in
Book 3 of the Freeway Warrior series, you may add
an additional 4 points to your Survival Skills in
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Book 4. These additional points, together with any
equipment and provisions that you possess at the end
of Book 3, may then be used in the next Freeway
Warrior adventure, which is called:

California Countdown

C ,
= Equipment =
Apart from your clothing, a number of useful items
form your basic equipment. This comprises a
Backpack, and a belt on which hangs your Ammo
Pouch, Medi-kit, Water Canteen and Hunting Knife.
In addition to these items, you possess a map of New
Mexico/Arizona (see the inside front cover of this

book), which you carry tucked inside your leather
jacket. .

Backpack

Up to ten separate items may be stored and camed
|in your Backpack at any time. However, if more than
three items are carried, your Stealth level will be
reduced by 1 point. If more than six items are car-
ried, your Stealth level will be reduced by 2 points;
and if you carry a full Backpack (containing ten

items) your Stealth level will be reduced by 3 points, .

In order to equip yourself for the task ahead, you may
choose up to four items from the following list:

30

SOLAR TORCH ’ i

HE (High Explosive) GRENADE i

BINOCULARS . : - .

COMPASS i _ : | , |

CB RADIO P

ROPE ‘ i SN

THREE MEALS [each Meal takes up one space in
your Backpack).

FLEXIBLE SAW | |

BOX OF MATCHES | |

List the items you have chosen on your Action Chart.
If you have picked four items, adjust your current
Stealth level accordingly.

Opportunities may arise during your adventure for
you to pick up useful items. These items will appear
in the text in bold print and, unless you are
instructed otherwise, they can be stored and carried
in your Backpack

You will need to eat regularly If you do not possess _
any food when you are instructed to eat a Meal, you
will lose 3 ENDURANCE points. ‘

Ammo Pouch . FI’ ‘

Your Ammo Pouch' is where! you! store any spare
ammunition for firearms. It can hold a maximum of
the following: . ~

40 rounds of Qmm—cahbre PlstollMachma Pnstol
ammunition i
or| 'i : :
20 rounds of 7. 62mm-cahbre Rifle ammunition
or . ;
10 rounds of 12-gauge-calibre Shotgun emmunition
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When carrying mixed calibres of ammunition, use
the equation below to check how much space you
have left in your Ammo Pouch:

4 x 9mmrounds = 2 x 7.62rounds = 1 x 12-gaugeround

Additional ammunition can be carried in your Back-
pack. Ammunition occupies one space for each
quantity that is equal to (or less than) the maximum
that can be carried in one Ammo Pouch.

Medi-kit ' : o
A well-stocked Medi-kit can make all the difference
to your chances of survival should you suffer injury
in the field or as a result of combat, It contains useful
first aid supplies, such as dressings, antiseptics,
antibiotics, water purification tablets, sulphona-
mides, pain killers, potassium iodine tablets (to delay
absorption of radioactivity) and sutures.

For convenience, these medical supplies are grouped
into units. To find how many units you have in your
Medi-kit, pick a number from the Random Number
Table (0 equals 10) and add 2. Your total score equals
the number of units with which you begin your
adventure. To keep a record of them, circle the
appropriate- number of unit symbols in the Medi-kit
section of your Action Chart. The maximum number
of units you can carry in your Medi-kit is twelve.

You may use your Medi-kit units to restore lost
ENDURANCE points; each unit used in this way
restores 3 points. Units cannot be used to restore
ENDURANCE points in lieu of a Meal or Water when
instructed to eat or drink.
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water Canteen

Water is essential to life, and your life will depend
on having a sufficient, unconteminated supply, You
will need to drink regularly during yvour adventure.
One drink is equivalent to half a pint and your can-
teen holds exactly two pints of water: enough for one
day’s needs. When instructed to drink, be sure to tick
off one box in the Water section of your Action Chart.

If you do not have any Water when instructed to
drink, von must lose 3 ENDURANCE points.

= Weapons =

Close Combat Weapons '

These weapons aid you in hand-to-hand fighting,
You begin your adventure armed with a Hunting
Knife which, when used in close combat, adds 2
points to your CLOSE COMBAT SKILL. Note this Hunt-
ing Knife in the Close Combat Weapons section of
your Action Chart. _ :

If you find: a close combat ‘weapon during your
adventure, you may pick it up and use it. Close
combat weapons appear in the text with a close
combat skill number; for example, Machete {3). This
number indicates how many points this weapon will
add to your CLOSE COMBAT SKILL when used in a
hand-to-hand fight.
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The maximum number of close combat weapons you
may carry is two. g
i ' o b

i I [

stsﬂe Weapons
There are four types of mlssﬂe weapon-

Pistol - t ;

Machine Pisto] - P 0 :
Shotgun -~ - . SENEREIUIS I
Rifle . =~ = | = 1 R

Unless you are carrying over weapons from a

previous Freeway Warrior book, you begm your
adventure armed with only oneof these weapons.
Make your choice and then record the weapon you

have chosen, together with its calibre and rate of fire

details, in the Missile Weapons section of your
Action |Chart.

In order to be able to use a mnssile weapon, you must
have sufficient ammunition of the correct calibre. The
following list shows the calibre of each weapon, the
amount that is used every time the weapon is fired,

and the number of rounds that you _possess at the

start of your adventure:

. |
'!

P ! Hnte of Initial No

Cahbré 'Fire  of Rounds
PISTOL omm © (1 ' ;8 . .
MACHINE PISTOL 9mm 6 30
SHOTGUN | i2-gauge 1 | 4 C
RIFLE | 7.62mm 1 4 '
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The initial number of rounds should be noted in the
Ammo Pouch section of your Action Chart. Missile
weapons cannot be used if you run out of ammuni-
tion or possess rounds of the wrong calibre. However,
the opportunity may arise for you ‘to replenish your
supply of ammunition and/or dlscover a weapon of
the correct calibre. .
You may carry @ maximum of three missile weapons.
However, for every missile weapon that:you carry
(excluding your initial choice), you must reduce your

Stealth level by 1 point. Do

i

There will be occasions when you will have to fight
an enemy in hand-to-hand combat. The enemy’s
CLOSE COMBAT SKILL and ENDURANCE level will
both be given in the text. Your aim in close combat
is to kill the enemy by reducing his ENDURANCE
points to zero while losing as few of your own
ENDURANCE points as possible.

Do
At the start of a close combat, enter both your own
and your enemy’s ENDURANCE points in the
appropriate boxes on the Close Combat Record sec-
tion of your Action Chart. The sequence for close
combat is as follows:

1. Add any extra pomts gamed through the use of
close combat weapons to your current CLOSE
COMBAT SKILL total.,
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2. Subtract the CLOSE COMBAT SKILL of y!our' exieiny
from this total. The result is your Combat Ratio.
_ Enter it on the Action Chart. ;

il ' ; i th

! i‘!g

Example |
Cal Phoenix (cLosE ¢omBAT SK‘;ILL 17) is attacked by
a Renegade Clansman (CLOSE COMBAT SKILL 18). He

is not given the opportunity to evade close combat, but -
must stand and fight his adversary. Cal Phoenix is

armed with a Hunting Knife [2], so he adds 2 points to

- his CLOSE COMBAT SKILL, gnnng a total CLOSE
' COMBAT SKILL of 19.! ~

i ; ‘ - I 1‘-§"; i=

He subtracts the Renegadeé Clansmah’s CLOSE COMBAT

skiLL from his own, giving a Combat:Ratio of +1°

(19 - 18 = + 1)Henotes this +1 onhlsAétwn Chartas
the Combat Ratlo

3. After wurkmg out yodr Cornbht Rdtlo p:ck 'a

number from the Random Number Tabfe
F

4. Turnto the Close Combat Hesu!ts Tablé on the

. inside back cover of the book. Along the top of
i the chart are the Combat Ratio numbers, Find

the number that is the same as your Combat |
Ratio and cross-refer it with the number that'you
have picked (the random numbers appear down !
. the side of the chart). You now have the « .
ENDURANCE points lost by both Cal Phoenix and
his enemy in this round of close combat. -
(E represents points lost by the enemy; |
CP represents points lost by Cal Phoenix. ] P

!
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Example i i ‘ B

The Combat Ratio betwesn Cal Phoenix and the
Renegade Clansman has been established as + 1. Ifthe
number picked from the Random Number Tableis a 4,

then the result of the first round of close combat is:

Cal Phoenix loses 3 ENDURANCE points
Renegade Clansman loses 4 ENDURANCE points.
A l o R s e i
5. On the Action Chart, mark the changesin |
ENDURANCE points to the partlmpants inthe’
close combat < :

6. Unless otherw:ﬂe instructed, or unless you have
an option to evade, start the next round of close
combat. ‘

7. Repeat the sequén&e from stage‘i3‘§.

This procedure continues until the ENDURANCE
points of either the enemy or Cal Phoenix are

reduced to zero, at which peint the one whose score .

is zero is declared dead. If Cal Phoenix is dead, the . ..
adventure is over. If the enerny is dead, Cal Phoenix: *
proceeds but with a reduced ENDURANCE pomt
score.  :, Lo

P | A

A summary of the close ccmbat rules'appears on
the page after the Random Number Table.

Evasion of combat
During your adventure you may be given the chance to

1
!
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evade close combat. If you have already engaged in a
round of close combat and decide to evade, calculate
the combat for that round in the usual manner. All
ENDURANCE points lost by the enemy as a result of that
round are ignored; only Cal Phoenix may. lose
ENDURANCE points during that round, but that is the
risk of running away! You may evade combat only if the
“text of that particular section allows you to do so.

38 : o
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Your decision to join Captain Frankland’s group pro-
vokes a mixed reaction among the original members
of Dallas Colony One. They put on a brave face and
applaud your courage, outwardly proud that one of
their number will be part of his team, but they can-
not mask their fear for you, not knowing:what awaits
you beyond the perimeter wall of the Fort Bliss
stronghold. ; i iy

Using maps and equipment salvaged from the
military reservation and adjoining airport, Captain
Frankland and Sergeant Haskell formulate a plan of
action. At midnight, the team ;will leave the
stronghold and attempt to slip unseen through the
surrounding enemy cordon. After that the El Paso city
ruins should provide enough cover for you to avoid
the clan patrols as you make you way south towards
the Rio Grande, where only one bridge across the
river still stands — the Stanton Street Toll Bridge.
The approaches are known to be guarded but the
bridge itself is rarely occupied. The plan is to cross
the river by this bridge, using a service walkway that |
runs directly beneath its central span.

On the Mexican side of the bridge lies Ciudad Juarez,
the sprawling, derelict shanty town where Mad Dog
Michigan (in deference to Santiago — the Mexican



1

clan leader) has hased his :o:;)e‘}ation:s. The convoy of

explosives is due to arrive there at two o'clock
tomorrow morming. The team must locate and destroy
the trucks and their deadly cargoes as quickly as
possible, using contact mines. The resulting
.explasions are sure to cause pani¢ among the
clansmen surrounding Fort Bliss. They will also pro-
vide a clear signal to the colony, who will, by then;

be ready to exploit the confusion and break through' -

the cordon.;Once clear, they are to follow Interstate

10, firstly north -towards Las’Cruces, then west.
towards ‘your- intended destination '~ “the city of,

Tucson.

1] i i Fr
e by Lo

For yot, the'real danger 'beginsfsa‘sz'goon as the mission

is accomplished. Once the explosives have been

destroyed, the team must hijack a clan vehicle and,
escape from Ciudad Juarez as best it can. If all goes’
to plan, you will rejoin the colony at the New
Mexican town of Deming, 100 miles north-west of Fl i
Paso, at noon the following day. If the team fails to

make this jrendezvous the colony will continue

regardless. Vot R

The fow hours before’ midnight ‘pass Quiékli’r. The .
colony ‘uses the cover of darkness to prepare their
vehicles for the breakout. Kate will be driving your '

roadster, and you use this as an excuse to spend what
little time there is left before the mission with her,

supposedly briefing her on the quirks and idio-

syncrasies of the car. Everyone'is aware ithat she
already knows everything there is to know about your
car but no one is insensitive enough to make any

comment. b : B
i to

At five minutes to midnight, Captain Frankland calls
you to join the team. ‘You take good care of my car,
y’hear,’ you whisper, as reluctantly you free yourself
from Kate's tender, embrace. .. ; | gk

'

: : - :
‘Only if you promise to take good care of yourself,’ .

she replies, her voice wavering as she tries to control -
the fear that is simultaneously tightening her throat;

and churning-her stomach. - ;i ... o

e TR S e I 1 =l i "is :
‘Don’t worry, Kate, I'vegot.a feeling that everything’s:

gonna work out; just fine. You'll see, Tomorrow we'll
be together again in Deming.’ ; b TR BRI
; S B S . ]
T hope so, Cal,’ she says, I dearly hope so.’
o S ; : Eo i
Turn 10,276, ; ! ;”_ ' ' A !; Lo

L SN
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1i

N R I : : -i b :-I S ;!
You leave your Backpack jand gun with Sergeant
Haskell,: select a iclose combat weapon, and then
follow Captain: Frankland towards the jeep. The two !
Mavericks are oblivious to your presence:as you circle

around stealthily and creep towards the rear of their .
vehicle; A heavy; belt-fed machine gun, mounted on :

a column behind the front seat, half-conceals your !

approach, and you. are.soon crouching behind the:

ieep itself-‘.. boioatt i P Pl S i
R P ‘g"':"~1

With bated breath you,wait for Frankland’s signal.i

Having satisfied himself that the surrounding area is :

clear, he nods his head and together you leap on the:.

unsuspecting clansmen from behind. :: i

P E ; . [ . '.E§:=
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Add together your Stealth skill total and your current
ENDURANCE points score. '
g , .
If your total score is 21 or less, turn to 1786.
If it is 22 or more, turn to B2.

B 3 — - L :tf;;

You leap over:the tailgate and land on the' sloping
rubble. The debris is loose and you nearly lose your
footing, but you recover quickly when a scything
burst of gunfire shatters the rocks near your feet. You
scramble towards the front of the truck, a fearful hail
of bullets chasing you every step of the way. |

Add together your Stealth skill total and your current
ENDURANCE points score. - ° S Lo
If your total is 14 or less, turnito 223.: Lo
If your total is 15 or more, turn to 170., i

==

t ) H i
i

Your target falls to the gmﬁnd, but ydu cannot be sure .

if he has been hit or if he is diving for cover. You
move away from the window in case he triesito return
fire, and with nerves on edge, you wait a full minute
before chancing another glance out of the window.

The assassin is nowhere to be seen, and you fear that
he may have gained access to the courthouse. With -

gun in hand, you peer into the passage outside, then
through the banisters at the entrance and lobby
below: all are empty.

You decide té tmake your escape from the courthouse
while you can. The passage leads to a staircase, at
the bottom of:which is a fire exit. Through a crack
in the door, you see that the yard outside is empty,
so you push open the locking bar and pass through.
You have taken only a few steps from the door when
the assassinirushes around the corner of the court-
house with his rifle in his hand.

A

If you possesé:éufﬁcient ammunition for one round!

of fire, turn to:-181; I
If youido not, turn-to 270. - | . G 1 -
P i RN ;H.--!‘, i l: " ;z_a-; PERR AV IR |

ooy 4

Again the éiﬁniliblares from above the east gate but
this time it is an alarm signal. Knott responds by :

slamming his foot to the floor and steering _the
lumbering truck towards the west gate. Harsh vaices
curse, then gunshots ring out.

o
; oo

i

¢

i
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‘Get down!’ shouts Captain Frankland, as the bullets
rip through the thin canvas eovering and ricochet off
the rear of the driver's cab. Instantly you flatten
yourself to ithe floor, which leaps and shudders
against your cheek as the truck rams into the west
gate. The rot-infested doors offer little resistance: they

are wrenched from their hinges -and set spinning

through the air to dlsmtegrate on.: landmg

More shuts ‘are. fxred ‘but none. seem: to fmd their.
target. Yourisk a glance over.the tailgate to see the
race track .receding into the distance.-In the street
outside the track, a handful of determined Angelino
clansmen are kick-starting their motorcycles in
readiness to pursue you. You know just how
dangerous these bikers can be, so you raise your gun
and rest its barrel on the tailgate, waiting for the
clansmen to come within range.

Tumto42. o A

i IR T

=6 =

‘It could be the sniper, wh1spers Knott wnde—eyed
with fear. Immediately the two of you step off the trail
and crouch behind the nearest tree. Without daring
to breathe, you stare fixedly at the forest shead,
glimpsing movements among the foliage. Then you
catch sight of a man’s bearded face and Knott, his
nerves stretched to breaking point, draws his pistol
and looses off three rounds in qulclc succession.

The bullets rip-open the bark uf a pine tree less than

a foot from where the man is standing. Startled, he

S S 7
TR R Hl TR

freezes with shock then he takes to his heels and
crashes noisily through the foliage in his desperation

to get away.
‘Ha! That's seen him off,’ says Knott.

Yeah,” you reply, but your voica is tinged with doubt.

You are not convinced that a crack HAVOC assassin

would have allowed himself to have been seen so

easily, or have behaved in such a way when coming

under fire, ‘Let’s make sure he doesn't come back,’ you

say, and beckon Knott to follow as you- glve chase
[ IE t o .

Turn to 54 B H yo

= - 3
Illustratlon [ {overleaf)

A bright yellow bulldozer with its earth scoop 1owered
is trundling along the main street on a head-on col- -
lision course with the truck. The shock of this unex-
pected attack makes Knott panic. He slams his foot |
on the brake, bringing the truck to a grinding halt.
There is a moment of dead silence when the engine
stalls, then the peace is shattered as Captain
Frankiand screams at Knott to start the engine and
get the truck out of the path of the oncoming

bulldozer.

The impending collision has distracted your atten- ;-
tion from the rear of the truck, but you are quick to -
react when Haskell yells for your help. Two Mexican
clansmen are scrambling over the tailgate. Quickly
they fall upon the sergeant, preventing you from
opening fire for fear of hitting him. They fight like

T N P
A



maniacs, and, ‘Eainid fa flurry of kicks and 'punches,
your weapon is wrenched from your grasp and you
are knocked to the floor.

’
L
1
'

- i - Slammer:
CLOSE COMBAT SKILL 16 . .
' ENOURANCE 25 BEERE .

Owing to the freﬁzy of the attack, you are nunable to
use a close combat weapon until the second round
of the fight. . ;.1: | .
L el RS TR
If you winithe combat, turn to 55. -
IR PSR ‘ - S

[ I : 1
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The bullet whistles past your left ear, close enough
for you to feel the draught. The proximity of the shot
spurs you to greater effort and, with a sudden burst
of speed, you sprint the remaining few yards across
the plateau and along a trail into the trees beyond.
Almost immediately the trail drops steeply, causing, :
you to lose your footing and tumble head over heals.” |
When eventually you come to a stop, you are covered
from head to toe with scratches and other minor abra-
sions: lose, 2 ENDURANCE points. | R

]
i
¥ it

P : ; i 1
From here your descent through the forest continues
with comparative ease. Soon you reach the stream . °
: that you discovered during your ascent, and you stop
I. A bright yellow bulldozer, its earth scoop lowered, is an here briefly to try to;determine if you are still being
 collision course with the truck. | ., . pursued. The surrounding trees seem unnaturally °

o
P
1
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quiet, and it is easy to imagine that an assassin lurks
behind every trunk.

With trepidation you continue, leaving the trail to
follow the water as it flows west towards the
Swisshelm Mountains. You cover twelve miles
without incident and by early evening you arrive at
a small bridge where a road, running north to south,
crosses the stream. You check your map, but the road

is too minor to be listed. You are hungry and must

now eat a Meal or lose 3 ENDURANCE points. -

If you'wish to leave the stream and follow the road,

turn to 43.

If you choose to continue along the stream, turn -

to 175,
— 9 —

You drop to your knees and scurry for cover under
a nearby computer terminal. You have barely stopped

;
Pl

moving when there is a loud crash and the main door -
is sent flying clean off its hinges. In strides the’

clansman, his torch held chest-high as he plays

it back and forth across the desks. You reach to your

gun as his bloodhound comes snuffling into the
room, but you dare not cock your weapon for fear of
revealing your hiding place.

Pick a number from the Random Number Table, -

If the number you have pickediseven (0,2, 4,6, 8),

turn to 185.

If the number you have picked is odd {(1,3,5,7,9), =

turn to 319.

IR 10
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The moment you break cover, you hear another shot
and feel something hot and sharp graze the top of
your head: lose 2 ENDURANCE points. The awful
suddenness and accuracy of the sniper's shot makes
you think twice. You abandon your attempt to spot
him and seek once more the safety of the truck’s steel

skin. ;

Out of the corner of your eye you see the captain cock
his machine pistol and get ready to open fire. ‘OK,
I'm gonna see if I can flush this Yankee out,’ he says
vehemently, clearly unimpressed by how near you
came to death. ‘When I start firin’, you see.if you can
pinpoint where he is.’ o
You nod in uneasy agreement and get ready to glance
around the tailgate the instant the captain opens fire.
‘Let's do it!" he says, as he rises above the cover of
the truck and squeezes off a burst of automatic fire. ,
The noise of his gun drowns out the sniper’s shot, :
but within a second of his breaking cover, Frankland
is hit. With the machine pistol still chattering in his
hands, he falls backwards and crashes to the ground,
the assassin’'s bullet lodged deep in his skull.

The shock of Frankland’s death, following so closely
after Sergeant Haskell's and so nearly after your own,
hits you like an icy shower. You cower behind the
truck, shivering with fear and convinced that you will |
be next. For a terrible moment, the fear wells upand
consumes you, and all you want to do is run as far
away and as fast as you can. Despite Knott's pleas to
stay where you are, you scramble to your feet and

i \
: tod



10;

stumble bliﬁdly towardsithe woods. In your haste you
trip and fall, grazing your hands and knees on the
flint-sharp shale: lose 1 ENDURANCE point.

Inadvertently, your fall saves your life. Another shot
passes over your head barely a second after iyou
stumble, missing you by a hand’s breadth. The
imminent danger clears your imind and you race
towards the trees with a determination to survive.
Knott encourages you to increase your speed and you
pray that you will reach cover before the sniper has
a chance to slip another round into the breech of his
rifle. - t! | 5; R
Add together your Stealth skill totah and your current
ENDURANCE points scare. [Note: If your ENDURANCE
“score is low and you are heavily encumbered, it may
be advisable to discard some of your Backpack items
in order to increase your Stealth skill level.} :
I SRR NP

If your total score is 15 or legs, turn to, 57. .

If it is 1619, turn to 83. . T

If it is 20 or more, turn to 254. ; ‘

11
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Knott comes to your‘aid, having silenced his adver-
sary, and together you defeat this formidable
clansman. You and Knott then search the two bodies,

and the saddlebags of their motomycle and discover
the following items:

&

Binoculars =~

Compass _ o

Signal Flare ~ -~ '~~~

Pistol (containing four rounds of 9mm
ammunition)

Shotgun (containing two rounds of 12-gauge
ammunition) \ .

Knife [2] ' '

Hammer [2]

Three rounds of 12-gauge amimunition

Eighteen rounds of 9mm ammunition

Enough food for three Meals

Enough water for four Drinks |, °

Enough water purification tablets, bandages, pam
killers, and antispetics-for four Medi-kit units

[

If you wish to keep any-of these weapons, ammuni-

tion, Medi-kit units or Backpack items, remember |

to adjust; your Action Chart accordlngly

You hide the. bodles before entering the gas station -
to look for,the spare ignition unit. .

Turn to 273.



Collision with the barrier has!damaged Mad Dog’s
car: a section of the front: fender is buckled against
the wheel, slowing it considerably. In your deadly
duel, his supercharged car no longer has the advan-
tage of speed. However, even though it is damaged,
it still possesses enough power to Lena\bie,him to catch

you. a

! N S ARSI :
In the diStance a bridge is fast;aﬁproaéhiﬁg.ilt crosses
! achannelled drainageway, fed by the Pantoha Wash,
. An Amcerp Landcruiser, one of the colony’s vehicles,
has broken down and been abandoned on its ap-
proach ramp. The bus:blocks two lanes: of .the
freeway, leaving ]ust enothh room for one vehlcle to

pass. o o

i N | P 1;} !' .:. .

i ‘:\ ' gglg‘;i i

i l‘ R P
The two of you speed towards thls narrow gap, neck
and neck, each determined to be the first to get across.

" Desperate to beat you, Mad Dog brings his speedster
dangerously close. You are three seconds away from
the gap when he rams: your door, R T U

[ b "
'i 4

i P 5 i
‘ b i e
' Add  your Dn*vmg skill total to your current
'ENDURANCE points score. Pick a number:from the
Random Number Table and add it to your total.

L EE
b b

: o i i oy
. 'If your total score is 21 or less, turn to 220.
If your total score is 22-28, turn to 105. _
If your total score; iis 29 or more, turn, to 70

i [ 1
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You dive to the ground and let.out a yelp of painas ~

you gash the palms of your hands and knees on the
jagged rubble (lose 2 ENDURANCE points). Marine
Knott lands beside you as the beam of torchlight
passes over your body. For a few seconds it hovers
nearby, then it returns to bathe you.both in its reveal-
ing glare.
. i : : :
An angry shout is followed by two gunshots and the
sound of dogs barking. The bullets slam into the
ground near your head. ‘Run for it!’ you hlss ‘We ve .
been seen.’ : 5 i - :

bi.,
'y
i Sh

Ignoring the stinging pain of your wounds, you rise
to your feet and sprint towards the darkness. Knott
disappears to your left just seconds before you reach
the freeway arch. You continue to run and are about
to emerge from beneath the elevated freeway when
the sound of growling stops you dead in your tracks.
Ahead two squat shadows move purposefully
towards you. You raise your gun but hesitate to pull :
the trigger for fear of attracting more of the enemy.
Your moment’s hesitation is seen as a sign of
weakness, and instantly the two dogs bound forwards. -
and hurllthemselves at your chest. | ‘

{ : i
b g P ol
P - Pit Bull Terriers: . o
i . CLOSE COMBAT SKILL 15 :
) ENDURANCE 24;

3 L
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' Owitig: to thé.spééd aind the ferocity. of their attack,

you cannot make use of a close combat weapon:un-

til the :beginning of the- sécond-round f‘of combat

; If you win and the flght lasts four rounds or less,
turn to 206. i i - ; bk
Hf the ﬁght lasts five’ rounds of more, turn to 120-

i ,,! o [ -

e =1As
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 In an instant your exhllaratton vamshes dnd a cold
numbing fear returns to chill your spine. You freeze,
not daring to move a muscle in case you betray your
hiding ;place. Suddenly you hear the sound of feet
moving through the, scrub, and you know that, the
sniper is approaching,and that you must act quickly

. if you are to escape; alive. . .\,; ST

i

Franttcally you scramble to, your feet and run
headlong into the forest. You have covered less than
twenty yards when you chance a glance over your
shoulder to see someone following in your wake. You
;are moving, too, swiftly to be able to discern;their
features, yet you darehnot t:lowE your pace to satlsfy
your curiosity. It could prove to be a fatal mistake.

- Soon the tlmberland begms a steep descent totvards
"the plateau. Although you have difficulty checking
- your speed, you manage to stop yourself by clinging
‘to a trunk at the edge of the clearing. - :

*" If you wish to dash across the plateau, towards the
cover of the pines on the far side, turn to 248,

' : 5 S oy
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k - 15-16
If you choose 1o skirt arund the plateau, under
cover of its perimeter trees, turn to 207.

' ¢
' ¢
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The force of the impact sends you both reelmg to the
ground. Desperately you scramble to your feet, shak-
ing your head in:an effort to clear your vision. ' You
regain your fobting before the clansman and immedi-
ately you seize the advantage and attack.

] - Yucatan: ' i . !
' CLOSE COMBAT SKILL 14 : ~ + i}
L ENDURANCE 18 ' _': :

. ; : .
meg to ydur gihavmg the first. stnke, lgnore any
ENDURANCE points losses. you sustam in the first
round :of the combat‘ o ; ,

i [ Vhow
If- ybu win the combat turst to 197, i
o P .sfi; ' R
!.‘:'_:3; : if'i i !, b O
Co o ”_——16""_" }:_ S
Cursing your predmament you gun the ieep along
the mountain highway:as fast as you dare. Captain
Frankland and Sergeant: Haskell are manning the -
heavy machine gun, ready to use it ds soon as the |
clansmen appear, while Marine Knott is busy dress-

ing & wound he has sustained to his shoulder. You = :

can see by his expression that he is in pain. However, i
it is only a flesh wound and ‘he has not lost the use
of l11s arm. - 4oy i



17-18 .
Dawn 'is i_zbrea"king 3a.nd;‘ ydu ‘can see t-h’e' ﬁiﬁHWay
continuing due south, deeper into the mountains,
leading you away from all hope of an early rendez-
vous with; the colony. The further you go, the poorer

;éthe road surface becomes untit all . your skill and .

" concentration are. reqmrad to avmd crashmg
Add together your Dnvmg sklll totaliand pcurrent
ENRURANCE pomts score. :
R A i .:E,_‘mw ; g‘.~
if your total score is 13 or less. turn. tos184 -g;- .
If it is-14-18; turn to 258.- SURPR RS EE
 If it is 19 or more, turn to;336 SRR RS
l - K] . S i by e
- A RETRE
i o - R T
"""'"I17 =TT
- You roll away from the dead‘ clansmatn and scramble
* to your feet in time to see his partner escaping
towards the; exit ramp.. You must prevent him from
raising the alarm, so you sprint after him as fast as
'your aching legs will:allow. You catch up with him

AT ST

r.;-f"

' nearithe top of the ramp and dive:forward, dragging

him to his knees with'a flying tackle. You ready
yourself for a fight ‘but such action proves
unnecessary: with'a loud crack, his head hits the con-
crete; as he falls. and he is knocked uriconscious.

Turn 1o 310. E |- ' i ‘fgf‘(ir

L =18= .

| The west side of the rockfall is far| less steep and yt;u
have no difficulty descending to the road. Repeatedly

|
i
:

e Lo e 19

you glance over ‘Your shoulder asiydt escape alongl

the broken highway, cursing your pursuer and the

lack of coveri You attempt to maintain a fast pace but
the heat, the dust, and the fear, which is gnawing
at your insides, all: conspire to sap your strength. I
Four hundred yards from the mound the best you |
can achieve is a lumbermg shuffle.
paron 4 ] i - ;& H
You are tu‘mmg to glance over your shoulder once
more when: a shot rings out and an agonizing pain
pierces your left temple. The pain fills your head and |
courses down your spine, bringing you crashing to
the ground. Then it dtsappears to bé replaced by a
numbness that' clouds your vision:and drains the last
of your strength from your unfeeling limbs. An over-
whelming desire to sleep!assails your senses, and,
although you fight to stay awake 1t is a fight you
have no hope of Wmmng ‘-Lg : .

Tragwal‘ly. your!‘hfa iand Lycnur 1mt§smn end: Hel‘e m'
Arizona. i : ;

| gi oy A |'
Your gunfire blows open the front tyre and sends the
motorcycle skidding away to your left, missing the
pump by inches. With a screech of buckled metal it
crashes down on its side, rolls over and over, then
slams into the gas station wall. Cautiously you
approach the tangled, smoking wreckage with your
gun poised. You are still very wary: of this maniacal
rider even though the chances of his survwmg such ¥
a terrible crash must be slim indeed. -

) |
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t As you expected,; the rider is dead: A close examing.
tion of his broken body reveals that he was already
dead before his machine hit the ground. He wag
killed by a ricocheting bullet as he sped over the
bridge, and his body, slumped over the handlebars,
kept the machine balanced in an upnght and flxed
line. ;

Thinking of how close you came to death makes you
break out in a cold sweat. Uneasily you wipe your
forehead with the back of your trembling hand as you
turn and walk away from the dead clansman and his
shattered hlke ;

' S LSRN 1

Turn to 209 P i | :

| I

| —20=

: o ; ‘
A fraction of a second before you fire your weapon,
a spurt of yellow flame leaps from the muzzle of the
clan commander’s rifle. Almost simultaneously a ter-
rific force hits you in the chest and sends you reel-
ing backwards to crash against the cab. You feel no
pain, for two of the seven armour-piercing rounds
that have passed through your body plerced your
heart. Death is mstantaneous Co

o

Traglcaliy, your life and your mission end here-in
Columbus ¢ ;

i . .E;;A»‘

o ==

You scream a warning to Kate and together you duck

your heads as’ Mad Dog opens fire with his maclfme b

istol. Your swift action saves you both  from
decapitation. The bullets pass over the dnvmg com-
partment and you escape unscathed.

R o

Knowing that iyour enemy has only one hand on the;
wheel of his speeding car, you nudge the side of his
speedster, tempting him to retaliate. Then, when he
rises to your .challenge, you brake heavily and,
because he is still holding his machine pistol, he fails

to react in time to prevent, his car, from crossing in :
front of you and hitting the central barrier. Metal -

twists and sparks fly from his fender as.he. scrapes

along the crash barrier at nearly 100 miles an hour. | |

You put your foot down and overtake him on the left,
powering your roadster awayas he fights to extricate
himself frornl the barners magnet-like grip. |

A o3 i ‘
Turn totlz .52‘ i ;‘1;: P o
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With the clansman s posmon ﬁxed in yourg mmd you
spring up from behind the tailgate and raise your gun |
to fire. The,truck is bumping along the. highway, - :

making 1t,1mposmble to take accurate aim, but for an
instant he fills your sights and immediately you pull
the trlgger o ;: SRR

D : . 1 ?;:
¢|} it t

Your shootmg prcves deadly accurate the bullet hits

him in the forehead, killing him before he.can
transmit his radio message. Haskell looks at you and
grins. He is clearly impressed by your marksmanship.

E zz%;:sf

He is about to congratulate you when the truck ;@

i i | : oy
A IR I B



23

decelerates. When it stops, Captam"Frankland leaveg
the cab and comes around to the back to check that
you are bath all rlght

‘Were fme, you reply, ‘bruised, but otherwise just
fine.’ !

You help the captain chmb over the tailgate Then
as soon as he is aboard, Knott restarts the engihe and
you continue on your journey west along Highway g,
Turn to 326. - o L

’ ‘is : b L

__23_____

You are not prepared to risk your life By dxgmkmg
contaminated water; so you check your Medi-kit to
see 1f you have any water purLflcatlon tablets

Plck a number from the Ronddm Number Table.

If the number you have p:cked is equal to .or less
than, the number of Medi-kit units you have in
your possession, turn to 180. :

If the number you have picked is dreater than the
number of Medi-kit units you possess, turn to 79.

Lk 24-28

k. ’ﬁ p— 24 .
Pl ’
with unomng accuracy your weapon spins through
the air and hits the clnnsman-m the chest, knocking

him flat on his back. ,He groans, but before he can
recover enough stmng’th‘to raise the alarm, Sergeant !
Haskell pounds up the steps, his combat blade held

before him ready to strike. One swift stab to the heart

and the clansman is sxlenced before he has a chance .

to alert his confederates on the bndge +

well done, Cal And you, too, Haskell,’ says Captam
Frankland, as the team gathers at the entrance to the
walkway and sets about disposing of the sentries. ‘If

that punk had raised the alarm, we'd have had the ;

whole of Mad Dogs army down on us by now

You retneve your close combat weapon, and. iafter L

the clansmen have been consigned to the Rio Grande,, :

you check your equipment and follow the others ﬂsa

they hurry away from the walkway area. ., -

Turn to 250 )i

The clansmen are trammg theu' spotllght dlrectly mto 5

ot

your eyes, effectively blinding you, and you are not
able to steer the jeep out of their path until the last.

moment. The pick-up glances the rear and the sudw‘

den jolt makes you, hit your head on:the: ‘steering -,
column: lose 1 ENDURANCE pomt §

1
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Despite yotu' injury, you regain control of the jeep

quickly and bring it back on to the highway. Captain’

Frankland is standing behind you, manning .the
heavy machine gun, and, as the pick-up completes
a spectacular 180-degree turn and comes racing back,
he cocks the weapon and opens fire.

The heavy-calibre rounds nddla the engine and tear
the cab to shreds. The truck starts to skid, and then
there is a tremendous bang as the fuel tank explodes.

As you accelerate on to the freeway, you glance in the

driving mirror to see a huge ball of billowing orange

flame engulf the remains’ of the truck. and 1ts
passengers \ ot

Turn to 178. 3 - R

L =26 = ,

You dismount, wheel the motorcycle to the edge of
the gully, and then let it tumble down the side. You
watch it roll to the bottom before approachmg the
rockfall and beginning to climb. The mound stands
more than sixty feet high, and is as steep and as sheer
as a granite mountain in places. You have been
climbing less than a few minutes when you have
difficulty maintaining your grip.

Pick a number from the Random Number Table and

add to it your Field Craft skill total. If you possess

& Rope or a Tow Chain, add 2 points to your total.
If your total score is now 9 or less turn to 123
If it is 10 or more, turn to 216.

You fire, but your aim is too high and your shot
passes harmlessly over the head of the leading biker.
His passenger replies by levelling his pistol, resting
it on his shoulder, and squeezing off three rounds in .

rapid succession. The first, slug clips your right® |

shoulder and sends you reeling backwards — lose 3
ENDURANCE. points. z
Immediately, the captain and Sergeant Haske!l rush
to your ;aid. Captain. Frankland, attends to your
wound,;: (erase one. Medi-kit unit from your
Backpack), while the sergeant picks up your gun and
returns fire at the pursuing bikers (erase from your
Ammo Pouch the quantity of ammunition that is equal
to ane round of fire). Above the roar of the engines you
hear the leading rider scream out in pain: Haskell has
wounded him in the hand, severing a finger. He loses
control, swerves violently to the left, somersaults and
then his machme bursts into. ﬂame

The mmdent scares ’the other rlders sufflclenﬂy for
them to pull back to a safe distance. They continue'’
to tail the truck, but at least they are now out of range.
: Js:;:é: i ;:' g-‘L : s; i
Turn !‘to 149 R g : '

i ; Pt
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You climb to your feet and brush away the debris.
As the smoke clears, you see that the grenade has torn
a jagged hole in the log wall. It is large enough to

i
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climb through arid, without hesitation, you scramble
into the shelter through this soot-blackened gap.

Turn to 214. i

The clansman is half-way down the steps when your
warning shout echoes from the bridge. Instantly,
Sergeant Haskell reacts by springing forward and
pounding up the steps towards the Mexican
clansman, his combat blade held before him ready
to strike. The Mexican sees Haskell and freezes in
mid-step, his eyes widening with fear and shocked
surprise. As he fumbles. for his pistol, the sergeant
tackles and stabs him to the heart, sending him
tumbling backwards to land with a heavy thud on the
stone-hard bank of the Rio Grande.

! 30
‘Well done, sergeant. And you, too, Cal,’ says Captain
Frankland, as the team gathers at the entrance 1o the
walkway and sets about disposing of the sentries. ‘If
the guy on the steps had had the chance to raise the
alarm, we'd have had the whole of Mad Dog’s army
down on us by now.’ b
After the clansmen have been consigned to the Rio
Grande,iyou check your squipment then follow the
others as they hurry away from the walkway area.

Turn to 250. % | . |

[ i :
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You stand up and,take hold of the heavy machine gun
as Captain Frankland drives off towards the west side
of Lordsburg. Haskell locates an ammunition box and

helps you to thread a belt !uf .50-calibre shells into :

the breech. . : i cab

I [P B i
Most of Mad, Dog’s clansmen are concentrated around
the block iof :buildings where the truck was
discovered, but there are some, most notably the
Detroit Lions scouts, who have taken up lookout pos-
itions in, other parts of the town. You pass two or
three of them on your way through Lordsburg, yet
they seem to ignore you. The jeep, with its clan mark-
ings, and the darkness' enable you to pass them
without challenge. . ; .

It is not until ydu begin your approach to the access
ramp of Interstate 10 that you encounter any problem.
Soon after your truck was found, Mad Dog

|
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- Coughing and 'retching, you, siaééer élang: he cor-

o= ¥ |

despatched aiinit of scouts in'a pici:'l';c-up to'ghﬁrd'the

‘i freeway ramp, just in case. It was a smart move,

" When these scouts see you approaching, they switch
on a spotlight mounted on the roof of the pick-up
above the driver's seat, catching you in its beam,
When! a radio call confirms that you are not what you
seem, they accelerate towards you in an attempt to
run you off the road. B i!' G e

_ T T T PR L R
 Pick a number from the Randoni Number!Table‘and

“add to it your Sheoting skill total. , S T

I R

'If 'your total score is 4 or’ lesis.gifuf;i; tozﬂﬂ" :
If it is 5 or more, turn to 293, ° :
| N

é31 :_'::.i E

There is aicrash of breaking glass and you catcH sight
of something resembling a can of food as it flies
through the window and bounces on the carpeted
floor, Immediately ithere is,a flash and a stream of

"
,!l t
Ay
i bo——
I
i

i sickly, cream-coloured gas shoots from the can. As

' it fills the room rapidly, 'your throat tightens and your
eyes stream. A wave of nausea hits you and you rush
frantically from the room before it fills with noxious

‘tear gas: lose 3 ENDURANCE points. , |

] i it . .‘5

" ridor until you come to a fire exit at the rear of ithe
building. Desperate for clean air, you kick its lock-
ing bar and stumble out into the courthouse yard.
You have taken just two steps when the assassin
comes rushing around the corner of the courthouse,
his rifle in his hand.. - : 2

. ‘
P : '
b :

.. 32-33
. i ’ : i i !.s .; : L
If you possess a missile weapon and sufficient
ammunition for one round of fire, turn to 181.
If you do not, turn to 270.

—32=

You approach the door with caution, taking care to
tread lightly on the uneven floorboards to avoid
making them creak. A small hatch, covered by a
sliding pane] of plywood, is positioned in the mid-
dle of the door at head height. You guess that it is
a spyhole.. o | :

You place your ear to the door, directly below the
covered hatch, and hear muffled voices in the room
beyond. Although you cannot hear what is being
said, you can tell that they are very frightened. Gently
you lift the latch, only to discover that the door is
locked on. the inside. . - :

Pick a number from the H&ncfozﬁ NumberlTaBIe.

If the number you have picked is 0~4, turn to 46.
i the number is 5-9, turn to 318.

P
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The sun has dipped below the western skyline and
an eerie twilight bathes the ruined buildings of
Lordsburg as. you drive into the town. The tracks
show that the convoy stopped here, but it must have
been a brief visit for the town is now deserted. The
fatigue of the mission is beginning to catch up with
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c.avét"yone, ‘and all of you éré:hﬁ\'ring difficulty. stay.
ing awake. The captain decides to camp here over.
night and follow the convoy’s trail at first light,

. H b ' Lo
/A place to sleep is chosen at random from'among the
stores and offices that line the main street and the
truck is parked in an adjacent alley. You enter to
discover that your overnight accommodation was
once a video arcade. Scores of video machines line
the aisles, standing side-by-side like tombstones in
an electronic cemetery. Their screens are blank but
their titles are familiar, and they remind you of the
hours you spent playing similar machines at home
in California before “Thp! Day'.. . 1 Lo
o SRR Y B ST S B
Much to your relief, Sergeant Haskell volunteers to
take the first watch. Before you sleep, you must take
a Drink or lose 3 ENDURANCE paints.
. ii E; P i {!M‘_:.
© Turn to 236. Cy . !‘ k -i i F‘ -
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Your steely nerve and; natural balance help jrou"{to
regain control of the motorcycle and steer it safely
to the bottom of the gully. Then you follow the wide
trench until you find a suitable place, on the far side
of the rockfall, to make your exit. The ascent is
accomplished without difficulty, but when you clear
the crest of the gully and bring your motorcycle to

a stop, you notice something that makes you break

out in a cold sweat. | _ :

From the eastern end Iof the gully a cloud of dust is

i
|
b

. + 35-36
approaching. It is over a mile distant, but at once you:
can tell that it is being kicked up by a motorcyle. You
stare at the approaching machine and, although you
cannot see the rider, you know that it is the assassin.

Chilled by his proximity, you wind back the throttle
and gun your bike along the bumpy mountain road.

Turn to 90. - F
Cole
Ik Ilustration II foverleaf) :
Cautiously you continue along the avenue until you
are close enough to the flickering lights to identify
them as five huge bonfires: They are blazing in the
grounds of a civic building — the El Paso Museum
of Art — the contents of which have been looted to
fuel them. Clansmen and their women dance
drunkenly around the fires, feeding the flames with
paintings, sculptures, and other works of art, while
their confederates urge them to greater feats of
destruction with screams and applause. The sight of
this wanton vandalism stirs you to anger, but you
dare not risk an encounter with this drunken crowd,
so you turn away from the museum and press on.

1

Turnito 294. cooth

Nervously you wipe your palms then pump a shot-
shell into the breach of your Remington Brushmaster.
A quick glance confirms that the safety catch is off.
a L . S
. ¥ | ;
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Then youi tense: yohrself “in preparation for this
dangerous run. :

Slowly you count downifrom five and, the moment
your count is complete, you leap to your feet and race
up the steps. As you clear the crater you mark your
destination and sprint towards it, whilst
simultaneously covering yourself by firing vour
shotgun at the sniper’s position.

.
7

R

Add together your Stealth Skill total and your current
ENDURANCE points score. To this total add 1 point
for every round you choose to fire from your shotgun
(minimum equals one round; maximum equals five
rounds). |
If your total score is now 11 or less, turn'to 249. :
I your total score is 12 or more, turn to 210.

o

i
7
'
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Captain Frankland catches the spinning dollar and
slaps it on to the back of his left hand. He removes
his right hand to reveal that the coin has fallen tails-
up, ‘OK men, that decides it,” says Captain Frankland;
‘we avoid Columbus an'’ take a detour on Highway 9.

T think we'd better get going right away, sir,’ says
Knott, uneasily. ‘Look’s like more o’ Mad Dog'’s boys
are headin’ this way.” He points along the highway
at an ominous column of dust that is” winding
towards you from the south. ‘

II. Clansmen and their women dance drunkenly around the - ‘ ! i
fires. ; ‘ L
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| the surrounding mountains.

\ ble into the shelter through the jagged gap. :

B30 Lo

Hell!' spits Frankland. "That's &l we eed. Motint up,
men. We ain't got the time to party wi’ those punks.’

Marine Knott takes the wheel with the captain riding
beside him in the cab; Meanwhile, you and the
sergeant climb in the back and teke up firing pos-
itions at the tailgate. As the truck moves off, you
watch anxiously as the column of dust grows closer
and closer. o

‘Turn to 275. -+ R ' !f
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Knott prodices a' crowbar' from his B‘sﬁck;;!)ack and
tries to force open the door, but it spon becomes
obvious that it cannot be prised open. A closer
examination of the air vent reveals that it was once
a much larger window that has recently been partially
boarded over. Confident that you can gain entry this
way, you tell Knott to attack the slats, o

. ! i

b .
i

3 i

Withi‘n a minuite‘ he has made a hole large énou:gh to
climb through and, without hesitation, you scram-

Turn to '214.- - . I
. o .

39

Within a minute he has made a hole large enough to
of the truck, there is another sharp crack, followed:
by the trailing sound of a'rifle shot echoing across:

: ]
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pick a number from the Randorni Number Table and '

add to it your Stealth and Perception skill totals. .

1

o ; i .
If your.total score is 12 or less, turn to 347.
If your total is 1316, turn to 10. o
If it is 17 or more, turn to 291, BRI
bl i i

T 40i ;é ‘v - !

Instinct;ivelygirdd sense the danger and duck to avoid
the spinning crowbar. It misses your head by a frac-
tion of an inch before drawing a line of sparks along
the concrete pillar. Without stopping to look back,
you make, your escape from the archwey and run
south in an attempt to find your partner.

o
TR

i

Knott is crouched in hiding | beneath ‘an archway
several hundred yards away. He sees you as you pass
and attracts your attention by whispering your name.

The handler has’ by now informed his confederates

of your whereabouts and the news has sent them into
a frenzy: of activity. Immediately they launch!a

manhunt, starting close by. Rather than face them,
and jeopardize Frankland’s and Haskell’s chances of
crossing the zone alive, you decide to get away from !

the freeway as quickly as possible. ., oo

ST S ‘ H
Turn to 288.. i 1t
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You ﬁgﬁt to control the skid, but befdre you can bring
the roadster back on to a straight course, Mad Dog
fires another burst, and the heavy-calibre bullets tear

KN R R
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into your rear tyres, rippihg them to ‘shreds. ‘Your
roadster slews across the freeway and smashes into
the central crash barrier, transforming it into a blaz.
ing fireball. With a scream of triumph, Mad Dog
Michigan passes your burning car, happy in the
knowledge that at last he has wrought his revenge,

Tragically, your life and yout mission end Here,' less
than thirty miles from Tucson.

s' e --:42:—.':5

-Suddenly the darkness is obliterated by a flash of
white light that seems to fill the sky. It fades rapidly
only to be replaced by a huge, billowing fireball that
towers into the air above the Juarez Race Track. -

N ha
Yahoo! There' they ‘go!" shouts Sergeant Haskell,
excitedly. Then the noise and the shockwave from
the explosion avertake the truck. The roar is deafen-
ing. and the shock is so violent that it threatens to
send the truck careering off the dusty road. Fortu-
nately, both are: quick to pass. As the roar fades to
a rumble, you can make out the distant sound of
gunfire.. = . I .

‘That's coming from across the river, :says the baptéin.- ;

‘The colony have begun the break-out! i

f
Turn to 86.

Pl
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Two_mileé from the bridge you come to a junction
where ja mountain track branches off to the north,
You are about to ignore it and press on- when sud-

denly you notice the roof of a cabin: it is set back from. :

the track and is almost completely hidden by the
pines. Aching with fatigue, and the pain of the minor
injuries you have sustained during your flight from
the assassin, you decide to investigate the cabin and
rest there a while. o : ’

i [ P i ;
The dwelling was once a private hu!nting lodge,
owned by a wealthy family, who lived in Las Cruces
before “The Day’. Its doors and windows are secured,
but the corroded locks are easily shattersd and you
soon gain entry. Most of the rooms are furnished, yet
you discover little of practical value until you look
in the cellar. There you find enough canned food for
twelve Meals and, in an adjacent workshop, you
| i a A
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discover something "totallg} unexpected: a brand new
off-road motorcycle still packed in its delivery crate,

Outside, the light is beginning to fade. Attempting
to reach Tucson, alone and in the dark, does not
strike you as a'good idea, so you decide to spend the
night here in the cellar. You are worried that the
assassin. may still be on your trail and so you set
about barricading the cellar door. Only when you are
sure that he could not possibly enter without waking
you, do you settle down for some much-needed sleep.

Turn to 256. © - . .

- Nustration 11 =~ - ¢
‘Ready?’ Marine Khott nods his head, his jaw taut
with concentration as he acknowle ges your

Question.- i . |

‘OK then, let's go,’ you whisper, as you ease yourself
over the rampart, using only your elbows and knees
to propel you away from the safety of Fort Bliss.

“Anxiously, the captain and Sergeant Haskell watch
as. the two. of you crawl across the broken ground,

. - their weapons ready, to give covering fire should the

enemy see you approaching. The faint moonlight
serves both to help and hinder your progress as you
inch your way towards your first goal: an elevated
section of Freeway 54. Clan snipers are known to
occupy this vantage point, and you are painfully
aware that not.until you are directly beneath the
raised highway itself will you be beyond: the reach
of their high-powered rifles..

Ly

1. Thyee clansmen are positioned behind a mound of rubble
less than twenty yards away. S
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Minutes pass like hours until you make it to the
comparative safety of a shallow ditch that runs
parallel to the concrete freeway supports. Knott
arrives while you are scanning the dark, arch-like
gaps between the concrete pillars, searching for the
enemy, and immediately he points out a threat. Three
clansmen are positioned behind a mound of rubble
less than twenty yards away to your right. You study
them, silently cursing your luck, for they are Detroit
Lions; getting past these clansmen is not going to be
| easy.

If you wish to try to distract their attention, turn
to 147.

If you wish to try to circle around them, turn to
303. :

You make the leap, but your legs are tired and you
are too fatigued to reach the opposite ledge. With a
numbing crunch, you slam face-first into the wall of
the neighbouring building and fall three storeys to
your death in the alley below. ,

: . Lo :
Your life and your mission end here in Lordsburg.

The incomprehensible voices continue their mum-
bling as you ease open the plywood spyhole cover.
Through the crack you can see the bearded man
standing to the far side of a large, dimly-lit room. He

[

4748

appears to bl talking lexcitedly :at a hole lini the
ground, : b [

S Lo boyoi T e
Accidentally, Knott drops his pistol. The sudden
noise makes the bearded man glance at the door. He
sees you looking: through the spyhole and fear
blanches his face. In the next instant, he dodges aside

and disappears from your field of vision.
i ' 5

If you wish to:attempt to barge open the door, turn
to18s. . 0o
If you, wishito shoot open the!lock,iiand are able
to do so,turn to 341. . . .. !

P
'r

Knott emeréels from the rear door of the Post Office. ;
His own search was fruitless, but he is happy that °
your,search of the town was not entirely, in vain, He

has less equipment than lyou, and so he offers to carry -

the heavy fuel can as you walk back to the furniture: =
store to meet Frankland and Haskell. :. ‘
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With guns blazing and bullets ricocheting all around,
you steel yourself to fire at the biker as he screams
past your hidingil‘place. . ‘ ;
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Add together your Shooting and 'Stealth skill totals.
Now, pick a number from the Random Number Table
and add this number to your combined skill total.
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If your final scoreiis 8 or less, turn to 279;

if it is 9-12, turn to 97. _
If it is 13 or more, turn to 155,

It takes you three hours to walk the ten miles back
to Hachita, during which time you must take a Drink
or lose 3 ENDURANCE points.

As you enter the town, you see a clan motorcycle
parked in front of.the gas station. Two men. are,
crouched nearby, studying tracks in the dust made”
by the truck’s tyres. PR :
‘We can't let these two get away,’ says Knott, as you
approach the station stealthily. ‘If they bring the
others down on us before we've fi ed the truck, we'll
be lucky to see the colony again.”: '

i i :
The two men are so interested in the tracks that they
fail to notice you run across the street and take cover
behind the gas station wall. Then the first clansman
straightens himself and begins to walk towards the
bike, while his partner remains koeeling on the
ground, sifting through the remmants of the materials
Haskell used to repair the truck’s gas tank.

‘We gotta take ’em now, and we gotta take ’em
quietly,’ whispers Knott, as he unsheathes his combat
knife. ‘There may be others in the neighbourhood. It's.
toa risky to start shooting,’ Do

The second clansman is now rising to his feet. Knott

50

ats your forearm and motions you to move with him
25 he gets ready to launch the ambush. :

If you wish to attack the clansman who is standing
beside the motorcycle, turn to 251.

If you wish to attack the clansman who is rising
to his feet, turn to 88.

¥ . '
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Beyond Gleeson the road snakes its way through hills
covered with pine, pifion, and dull grey rocks. The
road surface deteriorates rapidly and very soon you
are forced to stand in order to remain‘in full control-l
of your bucking, bouncing machine. Then agother, %
more serious hazard looms into view. A landslip from; :
the surrounding hillside has heaped a mo-und'of rock’
in the middle of the road ahead, blocklpg it com-
pletely. The only way to circumvent this obstacle
involves a difficult descent into a gu.lh{ that runs
parallel to the road, then an equally difficult climb
out again.

i
i
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i y&j ‘wish, fto'att'en'ip&&% to; 'ﬁegdfxﬁtéitthls hazard
without dismounting from your motorcycle turn
to 136. :
If you decide fto abandon your b1ke and scale the
- rockfall on. %foot turn to 26. i . '
e w RN
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Desperately the clansmanl dueks to! avoid | your
weapon, but it hits him on the’ forehead and sends
him tumbling from the steps to land ‘with a heavy
thud on the stone-hard bank of the Rio Grande

‘Well done, Cal,’ says Captain Frankland, as the team
gathers at the entrance to the walkway and sets about
disposing of the sentries. ‘If the guy on the steps had
raised the alarm, we'd have had the whole of Mad
Dog’s army down on us by now/ ~
After the clansmen have been cons'igned to the Rio
; Grande, you check your equipment, (remember to
erase your close'combat weapon - unfortunately, it
cannot he recovered from the body of the clansman)
and then join the others as they hurry away from the
walkway area. A ‘ ooy
E ! | . ' £
Turn to 250, ' - 0 b 0
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53
avoid the barrler hwhich is racmg towatds you at a
terrific speed, but Mad Dog anticipates your move
and rams you again, sending you to certain doom.

Your car slews off the freeway and smashes into the
central crash barrier, transforming it into a blazing
fireball. With a scream of triumph, Mad Dog passes
your burning car, happy in the knowledge that at last
he has wrought his revenge.

i . i i s
Tragically, your life and your mission end here, less
than thirty miles from Tucson.
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You ready yourself and rise to one knee, your gun
coming up at the same time in one smooth, fluid
motion. A clansman fills your sights and you snatch
the trigger; the gun recoils and you see him buckle
and fall. Then you scan for another target and find
one, but before you can shoot, he falls to a burst of
fire from Sergeant Haskell's machine pistol. Inspired
by your action, the others join in the firefight and
quickly despatch the remaining clansmen. Then you
hear the captain barking the order, ‘Follow me! and
see Knott and Haskell leaving the wall to run after
him. He is heading towards a fire escape ladder on
the far side of the roof. You pause just long enough
to retrieve your Backpack and belt, then you hurry
after them before they disappear.

Turn to 151.

1 R ; i
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Hlustration [V e
The man is easy to follow: a trail of freshly brokep
foliage clearly marks his escape route through the
trees. His tracks end at la clearing, where a wide,
crater-like hollow has been excavated from the'rocky
soil. You catch a glimpse of him hurrying into the
hollow by way of a flight of steps that has been. cut
out of the earth. As you approach the crater, you
notice that one side is constructed entirely from logs,
and resembles the side of a pine cabin.. Frantically
the man bangs his clenched fists on a heavy door in
the centre of the.log wall,-screaming to be let in. The
door apens and he falls through it, slammiing it shut
behind him with a heavy thud. | :

'

Cautiously the two of you move towards the steps,
your weapons ready and your eyes fixed on the
closed door. ‘He must be a survivor. He's got himself
some sort of underground shelter here,’ says Knott,
having realized by now that you are not tracking the
man who is responsible for the murder of your two
companions. ‘I think you're right,’ you reply, ‘and I
guess he’s not alone. Someone opened the door.’ -

A few yards to the right of the door you notice ‘an
oblong-shaped air vent. You are about to descend the
steps and investigate it further when a single gun-
shot rings out and you feel something hit you sharply
in the back. A bullet has clipped your Backpack. The
force of its impact takes your breath away and sends
you tumbling to the floor of the crater: lose. 1 -
ENDURANCE point and erase one Backpack item from
your Action Chart. You curse your would-be assassin
but you are thankful that your equipment has saved
you from sustaining a more serious wound,
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IV, Frantically the man bangs his clenchgd fists on & heavy
_ door, screaming to be let in.
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‘Dammit! igrowls Knoft; asihe leaps from the steps
apd lands at your side. ‘He'’s found us.’ Together you
rise and run towards the door, seeking shelter. Knott
bangs his fists on its rough timbers and pleads to be
allowed in, but to no avail. The door does not open,

‘We've gotta get inside,’ you say, as you scan the trees
beyond the edge of the crater, ‘We're sitting ducks out
here. | ; i

~ If youjpossess an HE Grenade, and wish to usé it
lo attempt to gain entry, turn to 114. '

If you possess a Tennon Saw, and wish te use it.

_turn to 343. o ; R

If you possess neither of these items, or choose not
to use them, turn to 38. R

o Ly
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YOl:lI‘ enemy screams and clutches at his chest ag you
deliver your killing blow. He falls backwards, and.,
as he rolls towards the tailgate, you notice a Pistol

holstered oh the rear of his belt. (If you wish to keep

i, this weapon, you discover that it contains. ten rounds

of 9mm ammunition.}

You rush forward to help Sergeant Haskell deal with
his attacker. With your aid, he is able to prise the
hands of his enemy from around his throat and, with
a double-footed kick to the chest, send him tum-
bling backwards out of the truck. You are bundling
ygur_dead adversary after him when Knott overcomes
his panic and manages to restart the engine, With a

- 5%

“jolt the truck turns sharpiy ‘to the left, and the !

bulldozer rumbles past with barely inches to spare.

[ j
In an attempt to escape from the town, Knott heads
towards a narrow side street, but as soon as you enter’
you are confronted by another hazard. Several of the
houses that back on to the street have collapsed and '
the debris has formed a huge, uneven mound, com-
pletely blocking your path. Knott, confident that the
truck is capable of scaling this obstacle, shifts the gear
selector into all-wheel drive and stamps his foot on
the gas pedal. Amid a whine of gears, the truck
accelerates towards the mountain of bricks and shat-
tered timbers, hitting the mound at speed. The truck
lurches towards the peak, but shudders to a halt less
than five feet from the top. .

! i

Knott’ and the captain both leap from the cab,
desperate to clear away the debris that has jammed
the front wheels. As they begin work, three clansmen
come running around the corner, firing their weapons
as they sprint towards the truck, Haskell answers
them: with a burst of fire that fells the leading two,
and sends the survivor scurrying for cover. However,
this does little to deter the attack. More clansmen are
appearing by the second, and you can tell by their
blood-curdling screams that they do not intend to
take prisoners. ‘ B

If you have a missile weapon and wish to fire at
the advancing clansmen, turn to 69.

If you wish to help the captain and Marine Knott

. clear away debris from the front wheels, turn

to 3. _
o 4!
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Nervuuély you wipe your sweaty paliﬁs on the front
of your T-shirt before tensing yourself to begin this
dangerous run. 5 S K

: 4y S O B

Slowly you count down from five and, the moment
your count is complete, you leap to your feet and race
up the steps. As you clear the crater, you mark your
destination and sprint towards it, trusting solely in
your speed and courage to see you _thrt;)ugh.E P
S _ : LR

Add together your Stealth skill total and your cur-

rent ENDURANCE points score.
] ’ i

o :

If your total scare is now, 18 or less, turn to 249,

It your total score is 19 or more, turn:to 210.
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: Somethiﬁg hits you dt the base of the neck, flingiﬁg
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you to the ground with the sheer force of its impact. -

A sudden, short-lived pain in your chest and ‘a
reddening of your vision is all that you sense of the
assassin’s full metal-jacketed round, which has

severed your spinal column and passed clean through

your breastbone. ,
. i ' | S
Your life and you mission end here in Arizona,

: : !
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you slap Kiott on the shoulder and immediately he
starts to climb the stairs. The clansmen are now at
the door, so hurriedly you descend the steps towards
the basement, where youjemerge in an undergm}lnd
parking lot. One hundred :yards away moonlight
reflects on the rippled. surface of an exit ramp to the
street above and you walk towards it brlskly'. A
sudden noise on the stairs causes you to break into :
a run, but you are broughtito an abrupt halt as two | :
pairs of booted feet appear at the top of the ramp. As
the men begin to descend, you slip away to the right
and hide between two parked cars. |

PR
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Pick a number from tHe Random Number Table ‘and
add to it your Stealth slgill total. . :
L Do . ’ TN S
If your total score is 7 or less, turn to 315.; .|
If it is 8 or,more, turn to 199. {; ' |, . |
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You apprdach the door. opposite and find tl}at itis
unlocked. Carefully you lift the latch and push it open,
and as the light from the corridor illuminates the
darkness, you see that it contains two bunk-bc'ads an’d
a few other pieces of plain pine furniture. Chx_ldren s
toys, lovingly icrafted from wood and bone, line the
shelves. You are closing the door when you notice a
wooden whistleilying on the top of a:clothes trunk :
. ; P o .i
oy oy P ;
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i you wish'to keep.the "Whisﬂé, mark it on your
Action Chart as a Backpack item. Lo

. AR
[ ' H Pt

. ?—Iavir.lg discovered what lies'behind two of the doors
‘in this corridor, you leave the room determined g
learn what lies behind the third.

Turn_ to 32.

=60 —

The moment you realize that the sergeant and captain
have mistaken you for clansmen, you take evasive
action. The only cover is a shallow gully that runs
alongside the highway, and immediately you steer
towards it. Bullets are kicking up the dust in a line
that follows you all the way off the road, but your
skill and the speed of your reactions save you from
being hit and enable you.to bring the bike to a
controlled halt. .

It takes several minutes of shouting before you zlire

able to convince Frankland'and Hasketl that §ou are’” .

not the enemy.. When at- last they realize their

mistake, they throw down their guns and run towards

you with looks of abject horror on their faces. Both
men are clearly shocked at how near they cams, to
killing youw... ... . .. w b e
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Once you have: all. got over'the sHock; you busy
yourselves. by helping Knott replace the damaged
ignition unit., The new unit works perfectly, and.
within half an hour of your return the engine is run-';
ning smoothly &nd you-are able to continue.

Turn to 23ﬂ.i‘. 3
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You lift your'G-12 to your shoulder and; ‘as you take
aim at the assassin’s chest, you see him take up a pair
of binocular-like field glasses, which hang from a
strap around his neck. He places the bulky lenses to
his visor and begins to search the surrounding roof-

]

P

tops. This seems a curious thing to do: the buildings : -
are close, surely he does not need binoculars to be -
able to see if anyone is standing on, top of them? -

Then he dips the lenses and scans the- ground-floor i
windows of the courthouse. A sudden chill stabs your :
heart as you realize that he is not using a regular pair
of binoculars: they are sophisticated, enhanced-
resolution, image intensifiers. He, sees you; and
immediately you snatch the trigger, fearful that yo
have-left your burst of fire too late., T
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Pick a number from the Random Number Table anq
add to it your Shooting skill total. 3

: i :

If your total score is 10 or less, turn to 346.

If it is 11 or .more, turn to 4.
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Hidden on the lower élof)es of the Itr:?cil you, discaver
a wire leg snare, designed to trap rabbit or other small
game. The snare is in good condition, indicating that
it must have been set sometime within the last ten
days. Someone else must be living here in the forest.

You tell Knott of your find and proceed with renewed
caution. : '

P ;

Turn to 311. | R :
i b
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The clansman slumps lifelessly across the bodies of
!.'liS two dead dogs, his handstill grasping his crowbar
in a vice-grip. You try to prise it loose but spon aban-
don the attempt in favour of searching his pockets
instead. You discover the following items:

Enough food for one Meal

Pistol [containing three rounds of 9mm
ammunition)

Knife [2] : E

Whistle |

W }.: . . L %54 :
If you decide to keep dny of these items, remember
to adjust your Action Chart accordingly. .

Rather thén wait for his gcoﬁfederates to find his body,

you leave the archway and attempt to find your part-
ner. Knott is crouched in hiding beneath an archway
further south. He sees you as you pass and attracts
your attention by whispering your name. The .
discovery of the handler and his dead dogs sends the
clansmen into & frenzy of activity and immediately
they launch a manhunt. Fortunately, they start by
searching some distance away, enabling the two of
you to slip away unseen.

Turni toizs& s . ; i

i . r.Es : ’ : i

| , P hE 64 I__-”il : | g

) R

Mounds' of dust: lie heaf)ed before the closeé doo’r&

of this derelict town, stirred to lazy movement by the?‘ L
warm breeze that sweeps down from the surround-

ing mountains. You park your motorcycle before a

burnt-out. gas station, then walk slowly along the .
main street, peering into the grimy windows as you

pass. Only three buildings strike you as worthy of

further investigation: a hardware store, a drug store, -,

and a radio repair shop. .. P

If yoﬁ;wish to investigate the hardware store, turn :

to 152. | . gy a
If you choose to'enter the drug store, turn to 272.

H you decide to take a closer look at the radio shop, |

turn to 229.
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If you prefer to abando your search ahd return to
your motorcycle and leave Gleeson, turn to 5q,

I
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You peer along the ground at the truck behind and
see the captain crouching beneath it, signalling to
you to place your contact mine in position. The heavy
disc locks itself against the dusty tank and you
uncover its detonator button carefully. Once again the
captain signals and once again you obey his com-
mand, this time by pressing the button. As soon as
you hear the timing mechanism start to tick, you
close your Backpack and make a dash for the truck
that Knott has commandeered.

Frankland and Haskell join your escape: the captain
is running twenty yards ahead of you and -the
sergeant, who has had to place two mines, is trail-
ing behind you by about the same distance. Knott
sees you in the side mirror and starts the truck, smoke
belching from the exhaust pipe as he revs the reluc-
tant engine. The captain reaches the rear and
clambers over the tailgate just as a couple of clansmen
notice you running and begin shouting wildly. Their
screams distract your attention and you fail to notice
a metal tool locker that is lying on the ground directly
in your path.: ; :
Pick a number from the Random Number Tab!e and
add to it your Stealth skill total.

If your total score is now 9 or;less, turn to 107.

If it is 100r more,’ turri to, 228 11
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The gas stations three storage tanks have been :

emptied, of fuel recently, but a little still remains at. |

the bottom of each. It takes an hour to-syphon this.

residua! gasolene — l'essi;than two gallons. — from -

the tanks, by, which, time ‘Sergeant Haskell |has been ' ;

able to seal the, three bull;et holes. -y... .. .y ‘|§
While Haskalli is[pourmg Lhe precious gasolene in'to |
the truck, youhelp Knott to make'a quick search of -
the gas station for useful spares. Your search
uncovers; the followmg items:

1 i S ‘ i
Wire Cufters’ | f RN
Screwdriver ; | oo Tt

P ' Py LR
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If you w1sh to keep any of these Backpack ltems. o E; ‘

adjust your Actmn Chqrt accordingly.

Captam Frankland is! dlsappomted iat havmg foun(i
so litt}e fuel, but Knott assures him that it should be

sufficient to, enable you to reach Lordsburg and. :;

rendezvous with the colony. Once the refuelling has'
been, completed ‘you climb aboard and set off in a

new direction, — north, towards. a ]unc:tlon with
Interstate Freeway 10 Py : ;

Tum to 183

i
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Follow me, sergeant,” says Captain Frankland. 7]
take the one on the left, you take the one on the right,
Is that understood?’ Sergeant Haskell acknowledges
~ the order as he unsheathes his own combat knife.

[ : I
‘You two stay here,’ says Frankland, addressing you
and Marine Knott. ‘As soon as we've dealt with the
sentries you follow us, OK?’ ' ‘

‘OK,”you reply, simultaneously. ‘

You !'watch expectantly as Frankland and Haskel]
creep up on the two unwary clansmen. Swiftly they
silence them, then signal to you to help hide the
bodies. You respond immediately, but as you are
nearing the end of the walkway, :suddenly you see
a clansman appear‘at the edge of the river bank and
start to descend a flight of steps that leads to the
walkway gate. It can only be a matter of seconds
before he sees what is going on. o

H i .
If you wish to raise your gun and'open fire at the
approaching clansman, turn to 215. .
If you choose to draw a close combat weapon and
hurl it at the clansman, turn to 166., ;
If you decide to shout a warning to the captain,
turn to 29, . : : , '

=68z
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Suddenly, a door bursts open behind you and instinc-

tively you spin around to face the threat. As you turn,

:

| 69

you see that the door was concealed by a bookcase.
Now it is wide open, and standing before it is the
pearded man with a pistol clamped firmly in both
hands. Purely in reflex you raise your gun, but the
man fires before you can bring it to bear. His bullet
grazes your wrist (lose 3 ENDURANCE points) and
sends your weapon spinning from your grasp.
Instantly Knott moves to retaliate but the smoking
pistol is now aimed at his face.

‘Drop it,’ growls the stranger, and reluctantly Knott
obeys his command. .
£

Turn to-200.

1|
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A long—lin;bedj clansman dressed in a tiger-striped
combat suit is standing at the corner of the street. He
is directing the attack and, judging by the way th‘e
other clansmen react to his orders, he must be their
commander.




70~71

If you are using a Pistol, turn to 133, ;

If you are using a Machine Pistol, turn to 248
- If you are using a Rifle, turn to 298, | . -
| If you are using a Shotgun, turn to 339,

g ' - ;
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You anticipate Mad Ddg's attack and steer i o th

f:ollision. Your skilful manceuvre -er.uatblerse;:lo‘ul?{.:t;ct::a1 ;
in a straight line and sends Mad Dog's’speedster v;eelg
Ing away to the left. You hit the ramp, shoot through
thg narrow gap and cross the bridge, glancing in your
mirror-to see Mad Dog Michigan’s car soar into the
air. For a moment it seems to hang in the sky, then
it tips forward and plummets into the drainageway.

Turn to|350. o o E
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You race up the stairs and find ice. th

overlocks the main street. From theallvi(:lfcfllc:::v jﬂ::ﬁ
watch the clan rider bring his motorcyle to a haillt( at
{he edge_ uf town. He is wearing a close-fitting black
_eather .ndmg suit, a full-face black crash helmet and
13 sporting a rig of combat equipment that makes; him
look like a futuristic space warrior. 3

Slowly he climbs off his machine, pausi iefly t

adjust the controls of his air~conditli)orl:::ingc?i§§ﬂsit::
Then he unsheathes a scoped rifle from his sadd] .
holster and advances along the main street ‘using thg
shadowy doomays of the stores and officés to cover

o
N
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his approach. He is thirty yards away, on the opposite
side of the street, when he stops to select an orange-
tipped bullet from a pouch at his hip. You watch with
fearful anticipation as he presses the round into the
breach of his rifle, raises the weapon to his shoulder,
and takes aim at your motorcycle. There is a sharp
crack, followed by a roaring boom as the incendiary
round ignites and explodes the fuel tank.
o ! = . ]
With pounding heart, yolu watch as coolly he lowers
his rifle.and proceeds to reload it. |

If you wish to attempt to shoot the agsassin while
‘he is busy relpading his rifle, turn to 111.

If you have insufficient ammunition,, or if you
choose not to fire at the assassin, turn to 241.

: — 72—
i
‘Hold it right there! screams the clansman, as he fixes
you with his flashlight. He stands silhouetted in the
doorway, as his bloodhound comes loping across the
desks towards you. Desperately you try to pass
through the window before he can raise his gun and
fire. Unfortunately, the clansman has taped his torch
to the barrel of his machine pistol, which is already
aimed at your chest. Callously he watches as you
struggle to get clear, then he:pulls the trigger and
sprays the window with a deadly hail of lead.
HE & i

Hot cores of pain erupt'in your right thigh and
shoulder as three of the bullets clip you and send you
spinning out .of the window — lose 4 ENDURANCE
points. Reeling from the impact of your fall and the
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pain of your wounds, you drag yourself to your feet
and stagger down the fire escape as quickly as you
are able. | _ Co L
Turn to 282. . - SR
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You are within a few feet of firmj ground when the
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bark of the tree you are grasping tears loose in your -

hands. Desperately you throw out. your arms in-an
attempt to find new purchase, but you are already
falling and your flailing hands claw only air.

For a few seconds your senses are scrambled as you
somersault backwards through the empty sky. Then
you hit an outcrop of rock and instantly all feeling
deserts your body, saving you from experiencing the
pain of your shattered bones when finally you crash
to the valley floor below., :

i LR
Tragically, your life and your mission end, here in the
Pedregosa Mountains. ; ; ‘

":741 i ‘

You racé across to the gas station and slide to a halt

- behind its solitary pump just as the first of the bikers

reaches the apex of the bridge. Seconds later the cap-
tain’s- voice bellows the order: ‘Open fire!" The others
obey, strafing the Angelinos as they come speeding
off the bridge. Two riders are hit and fall from their
machines; a third has his front tyre shot out and

Rl Pt
' o

75

loses control, crashing inte the parapet; but the fourth
rider seems to escape injury and comes screaming
away from the bridge, heading on a collision course
with the gas pump. An icicle of fear stabs your heart
as you realize that he does not intend to stop.

If you wish to fire at the approaching biker and are
able to do so, turn to 299.

If you decide to dive out of his path, turn to 182.

If your Perception skill total is 6 or more, turn to

268. o :

e . ol

=75=
As the jeep speeds away from Lordsburg, you watch
the blazing wreckage disappear slowly into the night.
You are half-expecting a horde of clansmen to come

roaring out of the town in hot pursuit, but as you
make your escape there is no sign of any clan activity.

You cover fifteen miles, reaching the intersection
with Highway 80, when the jeep runs out of fuel. The
captain lets it cruise to the side of the freeway, and
as soon as it stops he leaps out and walks around to
the back to unhook a large fuel can that is strapped
to the spare tyre. : :

1It's your turn to drive, Cal,” he says, as he shakes the
can. You obey this command and settle yourself in
the driving seat while he pours the contents into the
jeep’s empty tank, ‘There's about two gallons in this,’
he says, as the precious gas sloshes into the filler
pipe. It's not going to get us very far.’
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. The captain is pburing in the last few drops of the to prepare ia shelter long before the holocaust occur-

spare gas when suddenly you discover why you were red. Your arrival and means of entry must have con-
not followed out of Lordsburg. - : vinced them that they are under concerted attack, anFl
P | o o they have sought sanctuary in the lower levels of their
Turn to 309. L . o shelter. : C :
l o . Ly You share ydur thoughts with Knott:and he agrees
— 76 = L with your assessment .of the situation. Rather tha'n
o T risk it ending in tragedy, he calls out to_whoever is
| You throw yourself to the ground, biting back your hiding below, assuring them that you wish them no -
.urge to scream as:you gash the palms of your hands harm and asking them to come out and talk with you.
and your knees on the jagged .rubble (lose 2 ; - :
ENDURANCE points). Marine Knott follows your lead Turn to 280, L

and the beam of torchlight passes over.your still
bodies without stopping. It hovers nearby for a few
seconds then moves away, ‘

A .
Slowly you crawl the final few yards to cover. When
both of you are hidden from view, you wait for your
breathing to return to normal before glancing around
the pillar to see if the coast is clear. The three
clansmen are now searching the place where the rock
landed. Confident that you have not been detected,
you readjust your equipment and continue on your
way. ¢ .

Turn to 288. E C o

L IR i o L i S
; j I ;. 7 ‘ ; — 78 — ‘ 7 '
; j P o | — | . )
—=77= To find vourself looking into the! muzzle of your
enemy's assault rifle sends a shiver dOWT'l your spine.
You have inadvertently stumbled upon a remote sur- You must fire first and make it count if you are to
_ vivalist colony, which undoubtedly had the foresight' survive this deadly situation.
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Pick a qumbef from the Rar':dom"Num'be.r:TdBlé.‘-and

add 10 it your Shooting skill total. = | '
N R

If your total score is 6 or less, turn t(!) 20,

If it is 7 or more, turn to 213,

4 i i TR T "Vl_"l T

-

Unfortunately, you are unable to find any water
p}lrificat_ion tablets among the supplies in your Medi-
kit. The spring looks cool and clean, but you know
only too well that appearances are deceptive. The
water could easily be contaminated with, dangerous
bacteria, viral organisms, or residual radioactivity,

which could kill you in a matter of hours, days or
weeks.

— Cb ] S

Rat_her than risk your life, reluctantly you a;roid Ifhe
spring. -

To continue, Eurn-to 289,

=80=

You sleep deeply but not for ivery‘ylt:ong:'zthe tl'lilC]&

comes to a stop barely an hour after you closed your

eyes, a‘nd you are woken by the sudden lack of move-
ment. ‘Where are we?’ you ask, shielding your bleary
eyes from the glare of the early morning sunlight. .

“‘Bout a mile from the border,’ says the captain, as=

H
H

. LI
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. [T i, . -
P R, 1 1

he pulls obéﬁ the tailgatagliatcia and'lets' the heavy sec-
tion swing down noisily. ‘There’s trouble up ahead.
You two had better take a lock for y'selves.’

You and Sergeant Haskell stretch ‘your aching limbs,

then ease yourselves down from the truck to take a
look at your surroundings. Youjhave stopped on a
boulder-strewn highway that descends towards a
town occupying a narrow mountain pass. North,
beyond the sun-bleached buildings, the peaks of the.
Florida Mountains dominate the skyline. To the west
of the town, another highway branches away at a
junction that is marked with a battered road sign.

If you possess a pair of Binoculars, turn to 126.

If you do not possess'this Backpack item, turn to
232. |

: ' I
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N

;:81:!' .{‘

‘I think they were waiting to hear some good news
from an agent they sent after ‘us,” you reply, as you
walk together towards. the place where Kate has
parked your roadster. ‘They've a long wait if they're
still expecting him to call.’ |

' . ) {-

Kate Iook:i at yf)u with a pf:zizled_ exf)réssinn. aﬁd ymi k

recount in detail the events that befell the team
during the escape from Ciudad juarez. As you drive
out of Benson, you tell her how Frankland, Haskell
and Knott met their deaths, and how you avenged

them in your showdown with their murderer, Helmut

Varken, at the Tombstone courthouse.

:;! L



‘What d'you thmk’s gonnia happen when Mad Dog
finds out that you've killed Varken?' she asks, ner-
vously. : .
‘Well, he ain't gonna be hﬂppy, that's fsure;eép&:ﬁliy
after what we did at Ciudad. I don’t know what he’ll
do. I'guess we'll just have to wait an’ see.’

Unfortunately, you do not have to wait long.

Turn to 252.

You strike swiftly, silently and lethally. As soon as
it is all over, the captain signals to Sergeant Haskell
and Marine Knott. They rush to the jeep, returning
your egnipment, and then help him to search the
Mavericks’ bodies before hiding them in the bus
depot. Of the items that are found, you can choose
from the following three: :

Six rounds'of 7.62mm ammunition o

HE Grenade .

Bowie Knife [3] . s L

On returning to the vehicle, Captaln Frankland. offers
you the opportunity to drlva i

If you wish to drive the jeep, turn to 142.
If you decide to let the captain drive, turn to 30.

L

SR . ~ 83-84
oo = 83=_ | i

As you lumber towards the trees, another shot echoes
across the mountains. Almost immediately you feel
something sharp, like a hot razor, cut across your
thigh: lose 3 ENDURANCE pmnts

The pam makes you fhnch but you dare not stop for
fear of being picked off by the sniper. You reach the
trees and throw yourself down behind a thick pine,
breathless with the sheer exertion of your ordeal. As
you lie there, nursing your wounded leg and fighting
to control the nausea that rises in waves, Marine
Knott crawls to your side and tugs at your sleeve.
‘We stand a better chance if we can get deeper into
the forest,” he says, his voice betraying the fear that
is gnawing at his insides like;a voracious rat. You
blink your approval and struggle to follow him as he
crawls across the tinder-dry bed of pine needles and
sickly brown vegetation that covers the tall trees’
roots‘a L A : S S
al i b i .
Turn to 189. S i

o i | ‘
Eod ~—w“84—'_'...___i L

; ‘ . X
Suddenly the dog begins to bark — he has seen you.
Automatically you cock your gun as the clansman
spins around and points his machine pistol at you.
Unable to move from your hiding place, you have no
choice but to fire at your enemy before he sees you
clearly. ‘

I . i
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Pick a number from the Haﬁdom Number Table and
add to it your Shooting skill total.

If your tota! score is 8 or less, turn to 194. -
If it is 9 or more, turn to 228. .

Knott screams, and you see his head forced flat
against his shoulder by the impact of -the sniper’s
bullet. Crab-like he staggers sideways; then for a few
brief seconds he seems to defy gravity before finally
crashing to the ground. You rush:to his side to find
dark blood trickling from beneath his. hairline;
instinctively you know that it is already too late to
help him. : :

: : i
A rush of adrenalin, triggered by the anger and
resentment you feel towards Knott's assassin, surges
through your veins and spurs you to immediate
action. You grab your gun and scurry towards the
steps, seeking cover there below the lip of the crater.
A second shot rings out and a high-velocity bullet
kicks up a column of dust within inches of your face.
‘As you duck, you see the muzzle flash and pinpoint
the assassin’s position among some foliage, twenty
yards away to your left. You know that for as long
as you keep your head below ground level you will
be safe from his rifle. You also know that he can move
to another position whenever he chooses.

Cautiously you glance over the lip of the crater, look:
ing for somewhere safer to hide, and spot a clump
of dense foliage less than ten yards from the steps.

SEETE L L AR
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If you have sufficient ammunition
your gun, turn to 295. . :

If you have insufficient ammunition to be able to

fire, turn to 261. ¢ i

L

tf.; be ablé to firé

i i
v | '
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Comfort is hardito find as the truck speeds along the
pot-holed Mexican highway that heads west out of
Ciudad Juarez. You brace your feet against th_e bench
seat opposite and hang on to the- tailgate .V\{lth your
free hand in an effort to keep the bruising to a
minimum, but to little avail. Outside, the mountains ;
rush past on either side, lit by the moon yet softened
by the clouds of dust billowing in the truck's. wake.
Both the captain and the sergeant are searching the
truck while you keep a watchful eye open for .the
clansmen. Your thoughts wander, and you find
yourself thinking of:the perils that must be facing
Kate and the rest of the colony at this moment as they
stage their vital break-out from For:( Bliss. You can
only hope and pray that the destruction of Mad Daog’s
headquarters has secured their escape. :

A flickering pin-prick of light alerts you to danger.
It grows brighter, then divides into twe, three, then
five. The lights grow larger until you can make out
the silhouettes of five clan bikers speeding along the ;
highway in hot pursuit. .

‘We've got visitors!' you shout, steadying your gun.
But Haskell and Frankland do not respond: they are:
examining something on the floor near the cab and
do pot hear your warning. ! i

: H H i
¢ : : .
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The leading biker is now less than ten yiard's"”away
from the tailgate, his headlight shining full in yoyy
face. Gunshots crack and bullets ricochet off the reay
as his pillion rider attempts to shoot you dead.

If you are using a Pistol, turn to 172,

If you are using a Machine Pistol, turn to 337.
If you are using a Rifle, turn to 246.

If you are using a Shotgun, turn to 219.

;_:87:.“._i

You scream as Mad Dog opens fire with his machiine
pistol, and slam your foot on the brake pedal. Your
swift action saves you from death but you do not
escape unscathed. One bullet clips your forearm and
another grazes your neck: lose 4 ENDURANCE points,

Knowing tpat your enemy has only one hand on the
wheel of his speeding car, you nudge the side of his

speedster, tempting him to retaliate, and then, when

he rises to your challenge, you brake heavily. Because

he is still holding his machine pistol, he fails to react

in time to prevent his car from crossing in front of

you and hitting the central barrier. Metal twists and

sparks fly from his fender as he scrapes along the
crash barrier at nearly 100 miles an hour. You put

your foot down and overtake him on the left, power-

ing your roadster away as he fights to extricate

himself from the barrier’s magnet-like grip.

Turn to 12. _

. Hlustration V {overleaf}

Like a cat, you spring forward and pad towards the
clansman as quickly and as quietly as you can. He
is standing half-crouched when he sees you, and
immediately he retreats, still bent over, until his back
hits the gas pump and he can go no further. You
strike first, confident of victory, but he avoids the
blow and retaliates with a punch to your body. You
pull away, evading the punch, but it has served its
purpase, It buys the clensman the few seconds he
needs to draw a knife from his belt.

Big Apple:
CLOSE COMBAT SKILL 16
ENDURANCE 25

If you win and the combat lasts five rounds or less,
turn to 192. 5
If the fight lasts six rounds or more, turn to 11.



V. The clansman avoids the blow and retaliates with a punch
to your body.

89

o _:89:_ : !

The incessant noise of the dogs is making your
stomach churn. Then you catch sight of them — two
slack-jowled bloodhounds — padding their way
across the Montana Road with two clansmen close
behind. One of the men is carrying a machine pistol;
the other a long-handled flashlight.

‘Run for it!" you hiss, pointing towards the ruins.
Knott turns and sprints away. As soon as he is clear
of the ditch, the dogs begin to bark wildly, alerting
their handlers:to your position. You scramble out and
follow your partner, praying that you will reach cover
before the clansmen see you and open fire. Your
prayers are answered. In his haste the clansman drops
his flashlight, and before he.can retrieve it and switch
it on, you follow Knott through the open door of a
derelict building.

‘We stand a better chance if we split up,” you say,
casting an anxious glance over your shoulder at the
yellow light that is now streaming through the
doorway. ‘But remember — meet up at the bridge as
planned.’ '

The torchlight illuminates the interior sufficiently for
you to be able to make out two possible exits: a
carpeted staircase leading to . the first floor, and
another leading down to the basement.

H

If you wish to ascend the stairs to the first floor,
turn to 237.

|

{continued over)
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If you decide to descend to the basement, turn to
58. :

1

Gradually the condition of the road improves and yoy
are able to increase your speed. Five miles have slip-
ped swiftly under your wheels when you see the
ruins of a town, shimmering on the horizon, and
catch a glimpse of the metalled highway that runs
through it, heading north to south, " - ‘

It is the ruins of Tombstone, famed for the swift and
ferocious gunfight that took place here at the OK
Corral on 26 October, 1881. As you approach the
town and see its faded sign, you remember the old
romantic Hollywood films you saw when you were
young, in which Doc Holliday and the Earp brothers
met and defeated the Clantons and McLowerys, their
bitter, sworn enemies. The post-holocaust storms
-have left this place looking much like it must have
done to those men when they shot it out over 100
years aga. The histoyical buildings are sun-bleached
and shabby, and the main street is completely empty,
devoid even of auto wrecks and other twenty-first
century debris, C
' As you ride along the main street, you notice that the
sound of your motorcycle’s engine has grown coarser
and louder; it is as if it were filled with loose nuts
and bolts.

If you possess some Engine Oil, turn to 154.
If you do not possess this item, turn to 313.

| 5 ' 91-92
Mad Dog follows your manoeuvre and rams you

towards the crash barrier. Kate screams asl‘t}!e ba‘r- :
rier looms into view: a high-speed collision is

imminent. ‘_ ‘ i

Add together your Driving skill total and your cur-
rent ENDURANCE points score.

If your total score is 20 or less, turn to 52.
If your score;is 21 or more, turn to 231. }

oy
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1y way you know of retrieving gasolene from
Z?Se?l':aik isyb);r syphoning, and to do th}s ycl»u m‘i:)eci
a length of tubing. You search the parkmgl ot,t ; uf
can find nothing that remotely resembles a eng thot
flexible pipe. Then you remember a’.on.uethm%l tha
Cutter taught you when you were lear_nmg to nve[..
and the recollection of it spreads a smile across ylo)ut
face. Using a braided fue! line cut from the lclar uf
rettor, you are able to syphon more than a gallon o
gasolene from the truck’s fuel tank. Once you alre sure
that you have retrieved as much 'fuel as possnp ?’; you
seal the fuel can and call for Marine Knott to join'you

in the parking ;lot.

o ‘
If you wish'to keep the'braided fuel line, mark it as
a Plastic Tube on your list of Backpack items.

Turn to 47. Cod
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By keeping strictly to the alleys and side streets yoy
are able to make your way deep into the heart of the
city, avoiding the numerous clan patrols. At length
you reach the banks of the Rio Grande and follow the
river westwards towards your rendezvous destina-
tion. Your early encounters with Mad Dog's men have
delayed you and now, as you hurry along, the
watkways and plazas bordering the river. you are
fearful that you will arrive too late to join the others,
You are hurrying along a walled sidewalk when you

catch sight of the Stanton Street Toll Bridge less than

400 yards.away. You are confident that it is the right
bridge for it is the only one still intact. A glance at
your wristwatch shows that you have less than ten
minutes to spare. D
You are about to break into a run when suddenly you
hear a noise behind you that makes you freeze: it is
the sound of a pistol being cocked. Instinctively you
reach for your gun as you spin around to face your
potential attacker, but your fear quickly evaporates
when you see the familiar face of Marine Knott peer-
ing at you from over the walkway: wall.

You're getting a touch: careless, Cal," he says, afs:.'_he
holsters his pistol and clambers over the wall to join
you. . . ’ .."

Yeah, you're right,’ you reply, sélf-cons‘ciouslfi. 1
oughta know by now. Better late than dead, right?’

o . : -
Right,” he says, and slaps you reassuringly on the

back. ‘The bridge is over there. It'll only take a few

i

94

minutes to reach it. If all's well, the captain and
gergeant Haskell should be there already waitin’ for

us.

i ;
vou set off, soon reaching a cluster of old US
immigration offices standing at the approach to the
bridge. As Knott predicted, Frankland and Haskell
are waiting for you to show and, as you approach the
buildings, they call you over to join them. They have
already scouted the bridge and determined that there
are four clan guards on the bridge itself, but-nope at
all on the service walkway that runs beneath it.

“‘We've less than an hour before the'e"xplos:ives are dl:le
to arrive,” says the captain, checking his watch. ‘Is
everyone ready?’

You nod in unison. ‘OK then; Let's go”
. . I, -

Turn to 202.. = ' ¥

. . ;
.
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As you begin to climb the steep trail, you fa?l to
notice a wire'leg snare; designed to trap rabbit or
other small game, which has been set near the bot-
tom of the slope. You set it off, and the wire tightens
around your ankle, cutting deep into the flesh: lose
2 ENDURANCE points. ;

After extricating your leg, you notice that the snare
is in remarkably good condition, indicating that it has
been set sometime within the last ten days at most.

Loy
o
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Someone else must be living here in the forest, gey.
ting this type of snare to catch fresh food. You te])
Knott of your find before proceeding with reneweq
caution. i T

' i
Turn to 311. . .

=95=

The clansmen are armed with assault rifles, which
they empty at the truck. Bullets ricochet from the rear
and whistle past on every side, forcing you to duck
behind the tailgate for cover. Your reflexes save you
from being hit, but as you duck for cover, you catch
your chin on the edge of the tailgate, splitting the
skin: lose 1 ENDURANCE point.

The firing stops and you raise your head in time to
see the clan leader running into the middle of the
highway, his hand ‘outstretched. to pick up a walkie-
talkie that must have dropped from his pocket. He
could attempt to radio another clan outpost, perhaps
in Mimbres or even nearer, and forewarn them of
your arrival.. 5 ;

If you wish to attempt to shoot the clansman to.pre-
vent him from using his radio, turn to;22. .
If you have insufficient ammunition, or do not wish
to fire at him, turn to 335. g
i P S B
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Having satisfied yourself that nothing has been
overlooked, you leave the drug store and return to

.
b

97
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your motorcycle. Before you start the engine you
make a quick check of the cooling fins and notice that
they are very hot to the touch. The lack of oil is caus-
ing the engine to overheat. As you remount the
machine and kick start the engine, you hope
desperately that it will keep running long enough to
get you back: to the colony.

Turn to 50 ' -

{ .
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You fire and hit the Angelino clansman in the side
as he roars past your hiding place, sending him
tumbling from his machine to hit the ground’in a
cloud of dust. It is not until the dust settles and your
heartbeat begins to slow that iyou realize that you
have been wounded. : : : )

P i
!

A neat hole in your jacket sleeve marks the entry
point of a machine pistol bullet. Fortunately, it is a
clean wound and there is very little bleeding, the slug
having passed through the muscle of your inner
forearm, missing the bone by a hair’s breadth: lose
3 ENDURANCE points. . E

Soon the feeling returns and your arm begins to ache
viciously. Marine Knott helps you to clean.and ban-
dage the wound. while the others search the
clansmen's bodies.

Turn to 209. ! -
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You brmg your rifle to your shoulder and ‘as. you
align the s1ghts at the assassin’s chest, you see him
take up a pair of binocular-like field glasses, which
hang from a strap around his neck. He places these
bulky lenses to his visor and begins to search the sur-
rounding rooftops. This strikes you as a curious thing
to do as the buildings are close: surely he does not
need binoculars to be able to see if anyone is stand-
ing on:top of ithem? :

He dips the lenses and scansthe ground floor

windows of the courthouse, and a sudden chiil stabs
your heart as you realize that he is not using a regular
- pair of binoculars: they are sophisticated, enhanced-
resolution, image intensifiers. He sees you.and
. immediately you squeeze the trigger, fearful that: you
have left your shot too late. ‘
oy
Pick a number from the Randomi Number TubIe and
add to it your Shooting sklll total
If your total score is 10 or 1ess. tum to 346
If is is 11 or more, turn to 4. :

SR |
The commander dives aside fast'.enbuglh to avoid
being hit, but one of his men is not so lucky. As he

runs around the corner, he catches your gunfire full
in the chest and is thrown backwards to the ground.

!

100 k

Angered by your attempt to kill him, the hard-faced
clan commander unslings his rifle and throws himself
down behind the man you have )ust shot using his
body as a shield »
' ot ; !
If you w13h to fire at the commander before he can
fire at you; turn to 78.
If you decide to take cover behlnd the taﬂgate turn
to 301. .

After consxdermg the s;tuiatmn Captam Frankland i
calls the team together in a reom at the rear of the
derelict café. “We've got two options, men, he says,
quietly. ‘Either we ambush; the trucks before they
reach the race track, or we hit 'em once they'’re inside.
What d'you think, sergeant?’

b i . i
Haskell shifts uneasﬁy; his face lined thh concen-
tration, ‘I think we're gonna have t’ blow them once .
they're inside, sir. We don't know for sure which
direction they'll approach from, and, considerin’ what
they've got on board, I doubt if they'll stop for

1
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anything until they’re safe inside Michigan’s HQ." Yoy
nod in agreement, as does Marine Knott. =
‘Very well then. If we can't ambush 'em on the out.
side, we'll have to get inside the track and destroy
‘e there. It'll make our chances of escape a whole
lot shorter, but I agree with you — II reckon we have
no choice.’ 1 :
N N

: Having decided on a plan of! at:tion,é Sergeant Haskell
distributes the mines, one to each man. ‘Set.the timers
to five minutes,’ he says, and demonstrates how to
do this using his own charge. ‘They're magnetic, so
try to fix them to the fuel tank if possible. Failing
that, place them as near to the explosives as you can
get.’ ‘

You examine the heavy, saucer-like device and then
carefully set its clockwork timer, according to
Haskell's instructions. Finally, you flick across the
safety cover so that it protects the detonator button,
and slip the mine inside your Backpack.

- Record the Contact Mine on your Action Chart as a
Backpack item. If you already possess the maximum
quota of Backpack items, you must discard one article

.+ in its favour.

To continue, turﬁ to 124,
!

=101

Puzzled and frustrated by his unexpected retreat, all
manner of questions form in your mind. Did he see

L1001

you? Was he only a clan scout and nof the sniper after
all? Did the sniper overtake you during the night, and
is he now lying in wait somewhere on the road
ahead? }

o
After several minutes of useless delibaration you try
to lay aside these thoughts and apply yourself to the
task of rejoining your colony. Without transport, the :
journey is going to be extremely difficult, so you
decide to try to salvage your discarded motorcycle.
To the west, the rockfall is far less steep and you have
no difficulty descending to the edge of the gully.
Then you lower yourself down the final slope to
where your motorcycle lies at the bottom. You are
expecting to find little more than a twisted heap of
scrap metal, so it comes as a welcome surprise to
discover that the machine is still in working order.
After straightening the handlebars| and the front
wheel alignment, you climb astride it and restart the
engine on the fl&h kick.
You follow the wide trench unhl you' fmd a suitable .
place to make your exit. The ascent is accomplished
without difficulty, and, as you clear the crest of the
gully, you bring your motorcycle to a halt in order
to take a last look at the retreating clansman. For a
moment the recent memory of your murdered
companions sends a shiver along your spine, but the
memory fades quickly when you wind back the
throttle and gun your bike along the bumpy moun-
tain road, heading west. ‘
| I

Turn to 90. i Cob L
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You and Captain Frankland curse your bad uck: firsy
the clansmen at Columhbus and now this breakdown
have thwarted your hopes of 2 rendezvous with the
colony at Deming. Then suddenly it occurs to you
that if the colony were able to reach Deming on time,
they would by now have realized that ‘you were not
going to make it, and would have continued along
Interstate 10 as planned. You are less than fifteen
miles from this freeway, and should be wel! within
radio range.” - T -

With - your hopes high, you retrieve your CB
transceiver from your pack, switch on, and key in the
frequency used by DC1. ‘Phoenix to DC1, Phoenix to
DC1,” you call, but the only reply you receive is a
loud burst of static. After trying several different: fre-
quencies, you finally accept that you cannot- get
through. ‘ ' '

1 ‘ B H .
‘Don’t worry, Cal,’ says the ceptain on seeing how
disappointed you are. ‘At least if we can’t. use-the
radio to keep in touch, then neither can Mad Dog'’s
men." : ‘

e . !

It is early evening before Sergeant Haskell and Marine
Knott return, but at least their journey was not in
vain. The ignition unit that Knott spotted at the gas
station works perfectly when fitted to the truck, and
within half an hour of their return, the engine is run-
ning smoothly once more and you are able to
continue. o

Turn to 230,
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builet'.c'lips% your left shoulder and ipitches you
1}:?; the trees on;the far side of the plateau (lose
3 ENDURANCE points). The, land drops steeply,’
causing you to tumble head over heels through the

103

scrub and bracken. When, eventually you come to a : °

stop, you are covered from head to toe with scrg?ches
and other minor abrasions (lose an additional
2 ENDURANCE points).

i i ‘ : ! i H : | :
Painfully you stagger to yoﬁrifeet and force yourself

to continue your descent. Soon you reach the stream

that you discovered during your climb, and you stop -

briefly to bathe your wounds and to try to dqtermine
if you are still being followed. The surropndu_ng traes
seem unnaturally quiet, and it is easy to imagine that
an assassin lurks behind every trunk,

[ | __|- _'x._' il " i
Your strength returns and with trepu‘iatmn you con-:

tinue, leaving the trail to follow the water as it flows .

west towards the Swisshelm Mountain. You cover :

twelve miles without incident and by early evening

you arrive at a small bridge where a road, running -

north to south, crosses the stream. Yqu check your
map, but the road is too minor to be listed. You are

hungry and must now, eat.a Meal or losel 3

ENDURANCE points. | \

If you wish to leave the stream and follow the ;road.,
turn to 43. : o -
If you chooseto continue along the stream, turn

to 175. . : - . o
. ) ‘
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Instinctively you reach for your gun as you s$pin
around to face your potential attacker, but your fear
fades quickly when you see the familiar face of
"Marine Knott peering at you from over the walkway
wall, : C
‘You're getting a touch careless, Cal,” he says, as he
holsters his pistol and clambers over the wall to join
you. ' ; : - o

‘Yeah, you're right,’ you reply, self-consciously. 1
oughta know by now. Better late than dead, right?’
‘Right,’ he says, and slaps you reassurringly on the
back. ‘The bridge is over there. It'll only take a few
minutes to reach it. If all's well, the captain and
Sergeant Haskell should already be there waitin’ for
us. a; Do
You set off, soon reaching a cluster of old US
immigration offices standing at the approach to the
bridge. As Knott predicted, Frankland and Haskell are
waiting for you to show and, as you approach the
buildings, they call you over to join them. They
have already scouted the bridge and determined that
. there are four clan guards on the bridge itself, but none
‘at all on the service walkway that runs beneath it.

. ‘We've less than an hour before the explosives are due
to arrive,” says the captain, checking his watch. ‘Is
everyone ready?’

. You nod in unison. ‘OK then. Let's go!’

iy
i
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Turn to 202. o

[lustration VI {overleaf) o ]
The door buckles under the impact, driving a piece
of twisted metal into your ribs: lose 6 ENDURANCE

points.

E oo 1 B . !

Despite the fearful pain, you have the presence of
mind to steer into the collision. Your swift and skilful
manoceuvre enables you to keep a straight line and
sends Mad Dog’s speedster veering away to the left.
You hit the ramp, shoot thraugh the narrow gap, and
cross the bridge, glancing in your mirror to see Mad
Dog Michigan's car soar into the air. For 8 moment
it seems to hang in the sky, then it tips forward and
plummets into the drainageway.

Turn to 350. ;| ; l !

=106 =

' 1

‘I think I might have the answet to our problem,’ you
say, as you fish in your Backpack for, the solar
regulator. The unit is not designed to fit this vehicle,
but you plan to attach it to the battery’s terminals and
then short circuit the unit to provide a surge of
power, sufficient to recharge the battery and spark
the engine,

i | i ‘ ! .
It takes rfea’rly ‘an hour to rewire| the regulator, by
which time the sun is beating down directly on to
the exposed, unregulated solar core. The cells at the
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}f'or a2 moment the car seems to hang in the sky, then it
tips forwards and plummets into the drainageway.
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core convert the solar power unchecked, and within
a few minutes the unit is humming and giving off
wisps of pungent blue smoke.

“Try starting it now,” you call out to Knott, who is sit-
ting in the driver’s seat, looking as anxious as if he
were sitting on a ticking time bomb. He hot-wires the
ignition switch and immediately the engine coughs
and splutters into life. As soon as it is running
smoothly, you cover your hands with your leather
jacket, disconmnect the red-hot regulator from the
battery, and throw.it away. :

This item is now beyond répair: remember to erase
it from your list of Backpack items before you
continue.

B

Turn to 329,

=107 =

A sharp pain courses up your leg as you scrape your
shin and twist your ankle simultaneously: lose 2
ENDURANCE points, | E :

You fall, but moments later Sergeant Haskell drags
you to your feet and bundles you towards the truck.
As you arrive, the captain reaches down and grabs
you by the jacket, and together the two men push and
pull you unceremoniocusly over the tailgate. '

As the sergeant leaps aboard and Knott takes off
towards the west gate, you discover that you have lost
some items of equipment as a result of your fall. Erase

'
-



from your Backpack thie ifem you havé recorded last
on your list. Also, erase two: Medi-kit units and six

rounds of ammunition (any. calibre). .
To continue, turn to 5. | I
S _ é z Py
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An old US Mai! panie! fruck is the only vehicle in the
Post Office parking lot. Its tyres have rotted, its
battery is dead, and its engine is so full 6f dust that
it will never work again. However, it still has some
gasolene left in its fuel tank. The truck may not carry
%roul anywhere but you cannot readily abandon-its
uel. T by : : '

¥i i 4 (AN
b

You look for some’' means of collecting thé gﬁs, and

discover an empty fuel can lying in the cab. Howéver,
you, are still faced with the problem of getting the
gasolene outl; of the truck’s fuel tank. . L

!

If you possess a Plastic Tube, 'turn to 269.°
If you: do not possess this item, turn to 92. | =

: L i
3 : : i .
P AT yoou
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: i i B
' Hastily you flip open your'Backpack and remové a
handful of dried jackrabbit meat. Knott anticipatés
what you are planning to,do and quickly uncorks his
canteen and splashes the stringy meat with water.
You hurl it in the direction of the hounds and make
. a dash for the ruins before the dogs catch sight of you

attempting to escape. :

(I
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pick a number from the Random Number Table and
add to it your Field Craft skill total. For every Meal
(in excess of one) that you decide to use, add 3 points
to your total. .

If your total score is 9 or less, turn to 265.
If it is 1@ or more, turn to 234. | . |

After ten il(_jurs' deef), uninterrupted sleep, you wake
feeling thoroughly refreshed: restore 4 ENDURANCE
points. The barricade is still intact and, once it is
dismantled, you arm yourself before investigating the
six other buildings that comprise the town. All.of
them are empty and show no signs of having been
entered during the night, prompting you to believe
that you may, at least for the time being , have given
the assassin the slip. i o

In a shack behind the diner you discover a motorcycle
that is in a serviceable condition. The tyres are sound
and the gas tank is over half full with gasolene, but
its oil level is very low. Asiyou kick start the engine
you can only hope that it will get you as far as Tucson
before breaking down. | , :

. : i

After studying the map you mount your new vehicle
and set off, heading north along Highway 666. You
have ridden only seven miles when a collapsed
bridge forces you to change direction and travel west
along an unmarked mountain road. You enjoy the |
cool breeze whipping through your hair as you ride
at speed along this empty trail, and you cover more

L]
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than twenty ‘miles béfote céming to ‘a small towy
where a sign proclaims: S :

L [ . P
" . P o i

GLEESON WELCOMES CAREFUL DRIVERS

PN

+{If you wish to stop at'tfiiékﬁiduhitain%it6Wn;5‘mrn

. to64.: v : Cop

'If you decide to ride through without stopping,
turn to 50. ; . o e

S C : S LT T BT
You g!t're' your.enemy your undivided attention, for
he is a formidable opponent. Also, he presents a dif-
ficult target: he is partially hidden behind the brick
pillar of a hardware store, and his black suit merges
readily with the shadows. Despite these dis-
advantages, you know that this may be your only
chance to put an end to his pursuit and avenge the
lives of your three dead comrades. :

P R it NS I U ST
. You watch as he'completes the reloa ing of his rifle.
"Then he shoulders the weapon and takes up a pair
of binocular-like field glasses, which hang from: a
strap around his neck. He places these bulky lenses
to his visor and methodically scans the surrounding
. rooftops. This seems a curious thing to do as the
~ buildings! are very close: surely he does not need
binoculars to be able to see if anyone is standing on
top of them? 3

by

_ L S S

You prepare your own weapon and get ready to take
aim. Then a chill stabs your heart as he scans the first
floor windows of the, courthouse and you realize that

P
1
. v '
H . ]

112-113

he is not using a regular péir of,binocu}ars:_ tl_u?y are
sophisticated, high-resolution, image intensifiers.

i indow, but
ediately you duck back from the window,
;1211;1 cannot_%:elp but fear that he has already located

your position. P . o

Turn to 327.

P =112 =

You fire, and above the roar of the gngines you hgar
the leading rider scream out in pain. Your g_unflre
has wounded him in the hand, severing two fingers.
He loses cantrol of his machine, which swerves
violently to the left, somersaults, and then bqrsts in-
to flame. X | i |
The incident scares the other riders suffiiciently for
them to pull back to a safe distance. They continue
to tail the truck, but at least they are now out of range.
i

Turn to '149.

L =1n3=

The muzzle of the gun belches flame, £}nd i_n the_clo§e
confines of the corridor the noise of its discharge is
deafening. Something stabs you in the chest, apd an
instant later you are lying on your pa}ck, staring at
one of the dim electric bulbs in the ceiling. You slt?lnse
Knott moving past you, but you can no longer lczar :
clearly, or feel anything save the numbness that has

engulfed your body. Lo




1ie-115

Powerless to resist, yda slip gently intola sleép from
which you will never awaken. Sadly, your life and
your mission end here.; .. . .- °

i L
H

| Fl _;.:..114:— 4

. You realize at:once that the doér i$ far too’ thick to

" be blown opén by a grenade. However, a closer
examination jof the air: vent reveals that it was once
a much larger window that has recently been: partially
boarded over. Confident that the grenade will destroy
this boarding, you wedge it into the vent, set the
timer to a five-second delayl. and pull the pin.

‘Five seconds” you shout, and immediately Knott
throws himself to the ground;and covers his head.
You copy his actions and wait: for the grenade to
detonate. It explodes with a dull'boom, showering
you with dust and charred pine splinters.
: i o !‘ ;
Remember to erase this item'froim your Action Chart.
To continue, tt“:rn‘g‘togz‘s'.‘ . ST

i
3
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Suddenly a terrible pain exploﬂes in the nape of your

- neck and you are thrown forward by the impact of
: something heavy hitting you between the sholulders.
You crash to the ground face-first but feel very little
as the pain quickly gives way toa chilling numbness.
You have been hit in the Back by the clansman’s

1116

' lo to/move or deferi If
are helpless, unable to.move or deferid, yourse
:50 tuhe clansman enacts a swift but brutal revenge for
the death of his dogs. Tragically, your life and your
mission end here in El Paso. : ;

A bullet misses your neck by inches and|buries itself
in the shoulder of Marine Knott, who is beside you
in the passenger seat. The force of impact nearly hurls _
him out of the jeep, and, as he fights to prevent .
himself from fa]iing, he grabs at your jacket, wrench-
ing your hand off the steering wheel.

With a screech of tyres, the jeep veers off the freeway
towards the exit ramp. The captain and Sergeant
Haskell come to Knott's aid, pulling him back into
the vehicle. As you regain control of the steering
wheel, you find yourself ascending the ramp towards
Highway 80. o : o

i i it N
In your driving mirror you see the clansmen turning
their bikes around: they intend to pursue you. Unable
to continue along the freeway, you put your foot to

;  crowbar, which has severed your spinal cord. i
» . ,
o oo



- along ifighway 80.
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Yot

the floor aid’ mike ‘a’ hasty 'esciipe ‘heading South

bt

N A 3 bk 8
Your| énemy ‘scréams; and crumples as yéu deliver
your killing blow. He hits'the floor, and, as he rolls
towards the tailgate, you notice a Pistol and a Knife
[2] tucked into his belt. (If you wish to keep the
Pistol, you discover that it contains eight rounds of
9mm. ammunition.) ' '

Sergeant Haskell is, recovéring from higi'fﬁlli;tzas ‘you

i move towards the cab to try to find out what is going
- on. To your Horror you see a bright yellow bulldozer,

with its earth scoop lowered, trundling along the

‘main street on a collision :courseiiwith the truck.
‘Captain Frankland is screanming at Knott to méve the

truck out of the way of the oncoming bulldozer, but
the engine refuses to start. The situation is looking
hopeless when suddenly, with'a roar, the engine fires
into life.: Knott kicks the gas pedal and swerves .out

of the way asithe bulldozer bears down. Miracu-

lously, it misses you, rumbling: past with barely
inches to spare. ‘ R T
- |

' In an attempt to escape from the town, Knott heads

towards a narrow side street, but as soon as you enter,
you are confronted by another hazard. Several of the
houses that back on to the street have collapsed and
the debris has formed a huge, uneven mound, which

blocks your path. Knott, confident that the truck is

t

118

capable of  scaling this obstacle, ‘shifts: the gear
selector into all-wheel drive and stamps his foot on
the gas pedal. Amid a whine of gears, the truck accel-
erates towards the mountain,fof bricks and shattered
timbers. You hit the mound at speed and lurch
towards the peaki, but, less than five feet from the top
the truck shudders to a halt. ‘_ :

[T T i Loy e
Knott and jthe:captain both leap from! the cab,
desperate to clear away the debris that has jammed
the front wheels. As they begin their work three
clansmen come running around the corner, firing
their weapons as_they sprint towards_you. Hask'e}l
answers them with a burst of fire that fells the leading
two, and,sends the survivor scurrying for cover.
However, this does little to deter the attack. More
clansmen are appearing by the second, and from the
sound of their blood-curdling screams they intend to
take no prisoners. B ii S
: oo : i ! .
If you have a missile weapon and, wish to fire at
the advancing clansmen, .turn to 68. ! ,
If you choose to help the captain and Marine Knott
clear away debris from the front wheels, turn
to 3. . Lo o .

[
el ! [
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You hit the ground and roll overiin an attempt to get
as far away from the gas pump as you can. Your swift
action saves your life, for moments later the motor-
cycle ploughs into the pump, exploding in a ball of
bright flame. A wave of searing heat washes over
your back, and, as you stagger to your feet and turn

. N
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to look at the fir¢ now raging on the gas, station
forecourt, you break out in a cold sweat thinking how
close you came to death. i , N
Uneasily you wipe your forehead with the back of
your trembling hand as you turn and walk away from
the crackling inferno. ; : L

Turn to 209. - e
Lo
—119=
You spin around, hardly able to béliéve your‘e.yes
when you see Kate Norton waving at you from a gas
station on the opposite side of the freeway. In a daze
you run towards her, and she towards you, .and
together you meet in the centre of the deserted
highway, locked in an embrace that melts away all

memory of the ordeal you have endured over the past
two days. ;

‘When at last the exhilaration of jyour unexpéc{ed

reunion subsides, she tells you that the colony has
already reached Tucson, and is safely encamped with
the Tucson colony inside a stronghold they have
established at the Davis-Monthan Air Force base.
When you and the rest of Captain Frankland’s team
failed to make the Deming rendezvous, the colony
continued as planned, hoping that you would join
them en route. Gradually, as they progressed further
west, their hopes faded until they accepted that you
must have perished during the raid on Ciudad Juarez.
But Kate refused to abandon hope. When the convoy
reached Benson she insisted that she wait here in case

3
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B

you had been funable to find transport and were

heading for Tucson on foot. Reluctantly they ag::eed
to her request, knowing full well that the.re was little
they could do to prevent her from staying.

you ask if she has seen any clan activity during the
twenty-four hours she has been here, and she says
that there has been none. The freeway and the
surrounding area have remained completely deserted.

‘It's funny,’ shé says, ‘but since we left Lordsburg it's
as if they lost interest in us.’

Turn to 81, ° - { i

=120= -

Mustration VII (overleaf) _
As you cast aside the body of the second dog, his
handler appears at the entrance to the ‘archway. A
scrawny-faced clansman, he is dressed in a tattt_ered
denim jacket and jeans that are encrusted with grime. -
Seeing his dogs lying dead at your feet, he begins to
howl like a maniac. o

S o o , S

; or this! ] | and comes

I'm gonns; get you for this!’ he screams) am _
running at you, wielding;a crowbar in his bony hand;.

! ; o L.
IR Skunk:' i
: LOSE COMBAT SKILL 12 "'
_ ENDURANCE 20 x

You can; éva;ie; the gombat in the first round only:
turnto 211. .,

If you win the!fight, turn to 63.

3 4o I
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VII. ‘I'm gonna get you for this!
I . s!” he screams, and
running at you, wielding a erowbar in his bony h(a::r,::ilfes

121122

:.Ex

your engine responds and you surge ahead; avoiding
Mad Dog's attack by a few feet. You glance in your
mirror to sée him swerve across the freeway, but his
car is equipped with a supercharged V-12 engine,
more powerful than your own, and within a few
seconds he comes roaring alongside. As he draws
jevel, his electric passenger window glides down and
you find yourself staring at the barrel of his machine
pistol. I ' l C

L i . : .
} total and your cur-

Add together 'ybl'l.r'Pémeptiorf ski
rent ENDURANCE points score. !
Cob T e [
If your total score is 15 or less, turn to 193.
If your total is 16-20, turn to 87 !
If it is 21 or imc:ma, turn to 21, o ;
S sy o A !
TR RS B ’ i

ol
[

?;i“!; ‘ § l, :‘122;:— | b a' |

The crown of your head connects with the clansman'’s

buckle and the impact: sends you crashing to the.

ground — lose Z ENDURANCE points, Before you can

recover your senses fully, the Mexican draws a knife -

and attacks you while you lie on the ground stunned.
e . .

L i Banderas: -
! . i . . .
: {cLOSE COMBAT SKILL' 14
S %i ENDURANCE 237
! Py

t
1

Owing to your condlition, you dre unable to use a
close combat weapon until the third round of the
combat., . : ' 4

i ;

i
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If you win the fight, ‘turn to 257, !

— 123 —_
You are within ten feet of the top when the rock you
are grasping tears loose in your hands. Frantically
you throw out your arms in an attempt to find a new
hand-hold, but you are already falling backwards and
your flailing hands claw only air. For a few seconds
your senses are scrambled as you tumble down the
rockface, then you hit the edge of the gully and your
vision becomes cloudy: lose 6 ENDURANCE points.

When eventually it clears you find yourselfl lyiné at

the botton of the gully, staring at the sky. Wearily
you drag yourself to your feet, rub your aching limbs,
then stagger towards your motorcycle. You are
expecting to find little more than a twisted heap of
scrap metal, so it comes as a pleasant surprise to
discover that the machine is still in working order.
After straightening the handlebars, the headlight, and
the front wheel alignment, you are able to restart the
engine with your fourth kick.

[ .
[
[

o 1 .12‘,

you ride this wide trerich unfil you find a suitable
place, on the far side of the rockfall, to make your
exit. The ascent is accomplished without difficulty,
but as you clear the crest of the gully and bn'ng your
motorcycle to a stop, you notice something that
makes you break out in a cold sweat.

From the eastern end of the gully a cloud of dust is
approaching. It is over,a mile distant, but you can
tell at once that it is being kicked up by a motorcyle.
You stare at the approaching machine and, ‘although*
you cannot see the rider, you know tl}at‘it is the
assassin. Chilled by his proximity, you wind back the
throttle and gun your bike.along the bump!yimoun-

Turn:to' 90, -

=128= ¢ .

R L TR i R
As the team are preparing to leave, the captain briefs '
you on the plan of attack. ‘Once we're on the in§ide
and the convoy arrives, we've,got to place the mines
as quickly,as possible in case they decide to off-load
the explosives. From now. on we stick together. Mo_w:e
quickly, on my ‘command and no firing unless it's
absolutely unavoidable. Also, keep your eyes peeled
for a suitable escape vehicle. We'llineed to find one

before we set the mines. We've got only five minutes *

to make ,our getaway, and I sure don’t want to be;_
around when those trucks go up. There'll not be a;

whole lot left o’ this place once those mines explode.” -

| C : P AR Lo
After the briefing, you follow the captain inisingle .
: i | ) T
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file as he leads the team through a series of intercon-
necting alleys that takes you to the race track’s: west
gate. Most of the clansmen are congregated at the
front of the track, around the east gate, making it easy
for you to gain access to the track at the rear without
being seen.

Once inside, you make your way through the now-

empty kennels and administration blocks, to a pos-

ition opposite the track itself. Here you catch-a
glimpse of your old enemy — Mad Dog Michigan.

Turn to 324. -

N

=125 =

Nervously you wipe your sweaty palms on the front
of your T-shirt before checking to see that there is a
live round in the breach of yourrifle. Then, once you
are sure that your equipment is secure, you tense
yourself to begin this dangemus run. N
Slowly you count down from five and, the moméent
your count is complete, you leap to your feet and race
up the steps. As you clear the crater, you mark your
destination and sprint towards it, whilst
simultaneously covering yourself by firing your rifle
at the sniper’s position. !

i I
Add together your Stealth skill total and your current
ENDURANCE points score. To this total add 1 point
for every round you choose to fire from your gun
(minimum equals one round; maximum equals three
rounds). i

126-127

If your total score is nowi13 or less, tum to 248.
If your total score is 14 or more, turn to 210.

=126 —.

you retrieve your Backpack from the truck and
rummage through the contents for your binoculars.
1t takes you a few moments tolfocus your lenses on
the sign, but when you do, you see that it says:
Mimbres — 9 Miles.

You mfofm the cajﬁtam then bring your glasses to

bear on the town. At once you see why he has halted
the truck. ‘
i
b

Turn to 232. P

=127=

You scan the shelves, but find little more than bottled
fruit juices and preserved foodstuffs. Knott reaches
for a jar of pickled cucumbers that is illuminated by
the sunlight streaming through the hole in the wall.

As his hand closes upon the lid, another gunshot
echoes from the forest and the jar explodes, spray-
ing you both with glass and pulped vegetable lose
1 ENDURANCE point. ¥
Stunned by the bullet 8 effect you fall towards the
door and fumble with the wooden latch. Now that
you know the sniper can see you through the jagged
hole, you are anxious to leave the store room before
he fires again. '

3

Turn to 334. _‘:
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Manne Knott- takes the wheel with the captam l'ldlng
beside him in the cab. Meanwhile, you and the
sergeant climb in the back and take up firing pos.
itions at the tailgate. Steadily Knott drives towards

~ Columbus, keeping the speed down to avoid arous-

. ing too much suspicion. You are sixty yards from the
barricade when the captain shouts thmugh the cab
partition: ‘Hold on men - we're gomg in?’

You exchange an amdous glance with Sergeant
Has;c;ll as the englna rO&rs and the truck picks up
spe ‘ ; ;

i Pick a number from the Rand‘om Number Tdble
1f the number you have picked is; 0~3 tum to 188.

’If the number is 4-6, tum to 244 B
Ifltis 7-9, turnt0345 ; T

* ;sl : ',
P =129 =

: : I P
You leave the office by a rear door that opens O;II_to
a parking lot. Here you find Marine Knott. He has
discovered a wrecked US mail truck, and although
the engine and tyres are beyond repair, he has been
. able to syphon mare than a/gallon of gasolene from
| lits fuel tank. You congratulate him on his find, and
together you return to the furmture,store to meet up
with Frankland and Haskell. ;

5 N
S
i

Turn to 218.

- S i39a131
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You make the jump w1th a few feet to spare, but,
parely seconds after landing, a handful of clansmen
pour from the roof door and begin to fire at the team..
Bullets smack into the brickwork and ricochet off the
parapet, forcing you to dive for cover. i

If you have a missile weapon and wishfto use it,
turn, to 53.

If you do not’ possess a gun, do not Have sufficient
ammunition, or do not wish to use your gun,
turn to 306.. '

=131

For a few moments, Captain Frankland assesses the
situation in silence. Then he turns to Sergeant
Haskell and says: ‘Follow me, sergeant, I'll take the .
one on the left, you take the one on the right. Is that -
understood? - Sergeant Haskell acknowledges the
order as he unsheathes hlS own combat knife.

“You two stay here, says Frankland, addressmg you
and Marine Knott. ‘As soon as we've dealt with the -
sentries you follow us, OK?’ ,

You watch expectantly as Frankland and Haskell
creep up on the two unwary clansmen. Swiftly they
silence them, then they signal to you to help them
dispose of the bodies. After the two clansmen have
been consigned to the Rio Grande, you check your
equipment then follow the others as they hurry away
from the walkway area.
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You raise your pistol and teke aim at the assdssin’s
chest as he takes up.a pair of binocular-like field
- glasses, which hang from a strap around his neck

é He places these bulky lenses to his visor and begins

i
i

to search the surrounding rooftops; It seems a curious
thing to do as the buildings are very close: surely he
does not need binoculars to be able to see if anyone
is standing on top af them"‘ :

He lowers the lenses and 'scarnis the ground floor
. windows of the courthouse; and a sudden chill stabs
 your heart as you realize that he i is not using a regular
pair of binoculars: they are sophlstmated enhanced-
resolution, . image intensifiers. He sess, you and
immediately you snatch the trlgger fearfui that you

have left your shot too late. STRAR I ‘
Plck a number from the Randor Number Tabfe and
add1 to it your Shooting sklll total. ;

| B (; your total score is 10 or less t‘um to. 346
If it is 11 or mare, tum to 4. Lo )

—~133mm_.'“§

. Swiftly you raise your pistol, cuppe‘d in both hands,
ignoring the bullets that are whistling past as. you
. take aim at the clan commander. For,a brief instant,
 his eyes widen with shock when he sees the muzzle

L
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of your Beretta pointing dlrectly at his chest. He starts
to pull away, but before he can take cover, you
squeeze off your first shot.

Add together you Shooting skill total and your
current ENDURANCE points score. .

If your total is 8 or less, turn to 99.
if it is 9 or more, turn to 296.

L

=134 =

The captain cocks his machine pistol and gets read'y
to open fire. ‘OK, I'm gonna see if I can flush this
Yankee out,” he says vehemently. ‘When I start firin’,
you see if you can pinpoint, where he is.’

: P R .
You nod in agreement and get ready to gl‘ance around
the tailgate the instant the captain opens fire.

S ‘
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"Let's do'it!" he says, as' he rises above the ‘cover of
. the truck and squeezes off a burst of automatic fire_
* The noise of his gun drowns. out the sniper's shot,
but within a second of him breaking cover, Franklang
. is hit. With the machine pistol still chattering in hijs
" hands, he falls backwards and crashes to the ground,
the assassin's bullet lodged deep in his skull.

‘The shock of Frankland's death, following so closely
after Sergeant Haskell’s, hits you like an icy shower.
You cower behind the truck, shivering with fear,
afraid that you will be next. Fer a terrible moment,

5@ the fear consumes you, and all you want to do is run

i

-as far away and as fast as you can. Despite Knott's
pleas to stay where you are, you scramble to your feet
and stumble towards the woods. In your haste, you
. trip and fall, grazing your hands and knees on the
! flint-sharp shale: lose 1 ENDURANCE pmnt

Inadvertently, your fall saves your l1fe. A shot passes

over your head, a second after you stumble, missing

you by a hand’s'breadth. The imminent,danger clears

your mind and you race towards the trees with a
© determination to survive. Knott encourages you to

.increase your speed.and you pray that you will.reach

icover before the sniper has a chance to slip;another
5 round. into the breech of hls rifle. o

Add together your Stealth' shll total and your current
ENDURANCE points score. [Note If your ENDURANCE
- score is low and you are heavily encumbered, it may
. be advisable to discard some of your Backpack items
in order to increase your Stealth skill totai ]

i

If your total score is 15 or less, turn to 57._- ‘

135

Ifit is 16-19j turn'to 83+ &
If it is 20 or more, turn to 254. :

—=135—=. ' k

Bullets ricochet off the trash can, their sharp clangour
making your ears ring. The firing continues for
several seconds uhtll you, hear a squeal of tyres.
followed by a loud metallic crash. A careful glance
over the rim reveals that the last: biker and  his
machine have finally ‘met their doom..

As you climb out of the trash can and walk away from
the bridge, you hear Captain Frankland ordering
everyone back to the truck. ‘This ain't the last we've
seen of Mad Dog’s men,’ he says, looking to the west
in the direction of Ciudad Juarez. ‘We'd best keep
moving while we're ahead. We've made good
progress, but we've still got about 100 miles to cover
before we reach Deming.’

He climbs into the cab beside Marine Knott, while
you and the sergeant settle down in the rear of the
truck and try:to make yourselves comfortable. You .
leave the town, heading north, following the remains
of a highway that promises to take you back across
the border and on to your rendezvous with the
colony. A few miles outside the town, the highway
crosses a lake by means of a narrow; causeway. The
first few rays of the dawn sun are lightening the
eastern sky, and, as you stare across the lonely land-
scape, you find yourself thinking of Kate and the

colony, ! r
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If all’ goed well, we'll reach ‘Deming a few. hours
"before noon,’ says Haskell, studying a map by the
light of a tiny bulb in,a wire cage bolted to the rear
of the cab. Then he slips the map inside his\combat
jacket, switches off the light, and curls up on the floor
to sleep. You too are feeling very tired, so you decide
to follow Haskell's example and try, despite the
bumpy ride, to snatch a few hours' much-needed rest.
Before you sleep youmust eat a Meal or lose 3
ENDURANCE points.; L - by
[ I ! i:‘ H

. To continue, turn to 80. | .
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Gently you coax the bike's front wheel over;the edge
of the steep gully. Then, as it tips forward and gathers
speed, you work; at the clutch and front brake levers
| to keep the machine upright and under control. The
| descent is fast and exciting until you hit a patch-of
~loose shale and feel, the front- wheel  juddering

- sideways. Then, what moments before was;controlled

- .and exhilarating, suddenly becomes a terrifying -

Ceefall. o b

il
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. " Pick a number from the Random Number Table and

. add to it your Driving gkill total.

R S i i
If your total score 8 jor less, turn 235. . -
If your total is 9 or more, turn to 34, |

|
1 : [
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S

Thie tracks:lead to'a drugstore at the centre of the
town. It looks as if Kate parked your car here and.
went inside the store, for there are two lines of foot-':
prints in the dust, running from the street to the front
door; 1 by | i i

Podger ot R ‘ o ‘
The others wait in the truck while you enter the store. | .
Following' in Kate's footsteps, you arrive at some
empty places on the store’s shelves. She was after
medical supplies, although she was selective about
what she took. The shelves still hold a few medicines
and other medical supplies — enough for two Medi-
kit units. (If you wish to keep these, remember to
mark them on your Action Chart.)

v
i i

Having satisfied your curiosity, you go back to the
truck and tell the others whdt you have found.
Captain ‘Frankland .is,.anxious, to. reach Lordsburg
before, dark, so he orders Knott to turn the truck
around ;and. head back to Interstate 10. , =

Turn’toid?ﬂ:'g;;e; TEE Y

1
iowt
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B moy : i .
Using the darkness to best advantage, you follow a
wide avenue that leads away from the park. The once-
grand buildings that line the street show signs of hav-
ing been looted recently. The driveways and gardens - ;
are littered with broken furniture and furnishings, '
hurled from the windows of plush, penthouse suites.

I

; ;o ¢
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in the dlstance you see yellow, fhckenng l1ghts, and,
as you draw nearer, you hear the raucous cheers and
laughter of drunken clansmen.

' If you wish to continue along the avenue, turn to
'35.
If you prefer to avoid the clansmen by leaving the
. avenue and heading south turn to 294.

=139=

You reach the trapdoor and stare down the fhght of
wooden steps into the, darkness below. Although you
cannot see or hear anythmg you sense that someone
is there. ' .

Lt

If you wish to assure whoever is hldmg below that
you mean them no harm, and that all you wish
to do is talk with them, turn to 280. .
- 1f you prefer to demand that they throw down their
' weapons and come out with their hands up, turn
{o 68. ;

t : t

The clansman crashes back against? the truck, hits his

head, and falls to the ground in.a dazed heap.
Although you are bruised by the collision, you are
still able to remain on your, foet and seize the initia-
tive. Half-concussed,. the leather-]acketed Mexican
fumbles blindly for his holstered pistol, but before
he can draw and fire it, a well-placed kick to the side °
of his head knocks him out cold. i

Quickly you drag his body under the truck and prop’
him out of sight behind the rear wheels, before turn-
ing your attention to the vehicle’s fuel tank.

|
il i ; . D

Turnlo30§. ‘I ! ‘ o .ik il

An agomzing pam eru[pts in the mlddle of your

forehead. You have been hit by your enemy’s bullet
and the impact lifts you, off your feet and sends you :
sprawling against the courthouse wall. The pain.
disappears to be replaced by ,a numbness that darkens
your vision and bleeds the last ounce of strength from:

your unfeeling limbs. An overwhelming, urge to sleep . :
assails your senses, and, although you fight to stay :

awake, it is a fight you have no hope of winning.
Traglcally your life and your mission’ end here at
Tombstone,, Arlzonaf v , -
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You twist the ignition key and pump the gas pedal;
you feel a surge of relief when you hear the jeep’s
sturdy engine grow! throatily. A flick of a switch
brings the headlights to life and then you are off,
accelerating along a narrow street oppasite the bus
depot that leads to the west side of town.

K

Mdst of Mad Dog’s clansmen are cohcéﬁtrateﬂ around:

the block of buildings. where: the .truck was
discovered, but there are some, most notably the

Detroit Lions' scouts, who have taken up lookout pos-.

itions in other parts of the town. You pass two or
three of them on your way through Lordsburg, yet
they seem to ignore you. The jeep — with its clan
markings — and the darkness, enable you to pass them
without challenge.

It is not until you begin your approach to the access
ramp of Interstate 10 that you encounter any problem.
Soon after your truck was found, Mad Dog
despatched a unit of scouts in a pick-up to guard the
freeway ramp, just in case. If was a smart move.
When the scouts see you approaching, they switch
on a spotlight mounted on the roof of the pick-up,
above the driver’s seat, and catch you in its beam.

When a radio call confirms that you are not what you

seem, they accelerate towards you in an attempt to
run you off the road. :

' s
Pick a number from the Random Number Table and
add to it your Driving skill total.

'

! 143
If your total score is 3 or less! turn o /205, !

If it is 4-7, turn to 25.

I it is 8 or more, turn to 330.

;_‘__143

" Nlustration VI (overleaf)

The clansmen are pointing their spotlight at the jeep'’s ;" _

windscreen, effectively blinding Captain Frankland.
Valiantly he struggles to control the vehicle, but he
is fractionally too slow to avoid the truck completely

and it clips the rear%wheel arch as it flashes past.

You are shaken and bruised (lose 1 ENDURANGE
point) by the collision, and, as you fight to bring the
heavy gun to bear on the pick-up, you swing too far

and your first burst misses by several yards. With a
screech of tyres, the pick-up completes a spectacular®

180-degree turn and comes racing back towards the

jeep. This time you are ready for them. They are i
thirty.yards away when you draw back the cocking . °

lever: and open fire. HUE P

The heavy-cahbre rounds rlddfe the englne and tear

the cab to shreds. The truck starts to skid, and then

there isja tremendous bang as the fuel tank explodes. -
As the captainjaccelerates away on te the; freeway,

you: watch in silence as a huge ball of billowing

orange flame engulfs the remains of the truck and its :

passengers.

Turn to 178. '
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Your weapon arcs towards the clansman, but your :
aim is poor and it misses him by an arm'’s length.

Alerted by the sound of it hitting the steps, he : :
immediately screams a warning to the gum‘ds on the

brldge. P ) L
: ' ! i

‘What thé'. L ' hlsses the captalh his eyes w1ld with

anger and fear as; he turns :to face the shouting

Mexican. Then, m the next instant, all hell breaks

loose. RO |

: The clansmen'who hre guarding the toll bridge rush

‘ to their searchlights and train them on the walkway
entrance. Within seconds:the whole area is bathed

' in white light, revealing the team and the bodies of :
the two dead clan sentries. Swiftly the area is sur-
rounded by the eremy, who open fire mercilessly.
Unable to find cover or escape. from this deadly
ambush, all four of you fall victim to the clansmen 3.
guns.. L

L . Coa

Traglcally ym]r hfe and ymir mission end here ori
the banks of the Rm Grande. : - T -

The doot is tinlocked. Carefully youl'lift the latch ahd
push it open, and, as the light from the corridor
illuminates: the darkness within, you see that the
room contains two bunk beds and a few other pieces’
of plain pine furniture. Children’s toys, lovingly

VII, The he lib unds riddle the engine and tear the
. o homyes r.ecr:b ltlo shreds., g_ crafted from wood and bone, line the shelves. You
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are closing the door when you notice a wooden
whistle lying on the top of a clothes trunk.

If you wish to keep this Whistle, mark it on your
Action Chart as a Backpack item. [

If you wish to investigate the door on the opposite
side of the corridor, turn to 243. -

If you decide to investigate the door at the end of
the corridor, turn to 287.

~—146 =

The clan commander’s bullets hit you in the side,
sending you rolling backwards to crash against the
cab. You feel no pain, for iwo of the seven rounds
that hit you pierced your heart. Death is instan-

taneous. |
' [ i

Tragically, your‘ life 'and your mission end here in
Columbus. ! ‘

i :
S

- —_
— 147 —_
You select a plum-siéed chunk of rubble from the bot-
tom of the ditch and whisper to Knott to get ready
to make a dash for the freeway. Then you draw back
your arm and hurl the rock away to your right,

beyond the clansmen’s position, and wait for it to hit
the ground.

Pick a number from the Random Number Table.
‘ i

148-149

If the number youéhav,e pic:ked; is 0-5, turn to 242.
If the number is 6-9, turn to 221.

== 148 —

You pull back the slide of your Beretta just far enough
to check that there is a bullet in the breach, then you
tense yourself in preparation for this dangerous run.

Slowly you count down from five and, the moment
your count is complete, you leap to your feet and race
up the steps. As you clear the crater, you mark your
destination and sprint towards it, whilst simulta-
neously covering yourself by firing your pistol at the
sniper’s position.

Add together your Stealth skill total and your cur-
rent ENDURANCE points score. To this total add 1
point for every round you choose to fire from your
pistol (minimum equals one round; maximum equals
eight rounds).

If your total score is now 13 or less,E turn to 249.
If your total score is 14 or more, turn to 210.

=149 —_

Knott’s fist banging repeatedly against the inside of
the cab, draws all three of you towards its tiny
window, Through the grimy glass you see him point-
Ing at a town on the road ahead, its battered buildings
illuminated by the truck’s headlights. ‘Vado de Piedra!”

!
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he shoiuts-., ‘Better:get rieady’; in case it's a clan town.’
‘If you see any clansmen, you just Eeep' drivin’’
replies Captain Frankland. If the town’s empty, find
somewhere safe and then stop the truck. Is that
clear?’

‘Yessir!” Knott replies.

As the dust-blown stores and houses of the derelict
Mexican town trail away behind the truck, it becomes
obvious that the place is deserted. Knott arrives at
the same conclusion and decreases speed as he
prepares to turn off the main highway. The truck
crosses a bridge then swings to the right and stops
beside a store that lost its roof long ago.

‘They're still with us, captain,’ salzd Haskell, staring
across the dry river bed at the group of headhghts
as the blkers enter the town .

"“Not for long, Frankland growls,‘His voice haréh and
determjned. ‘Spread out and find some cover. We'll
; take em as they come over the bndge
Qulckly you move away from thee truck and scour the
darkness, straining your eyes to find a place to hide
that also has an unobstructed view of the bridge. You
can see only two such places, both far from ideal. One
is a gas pump, standing on the forecourt of a gas
- station directly opposite the bridge: the other.is an
~ industrial trash can, abandoned at the side of the
bridge’s ex1t ramp. }
If you W1sh to take cover behind the gas pump, turn
to 74, ‘

!

; s
H f
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If you decnde' to place yourself inside ﬂw trash can,
turn to 317,

=150 =

For a few seconds you stand entranced, not know-
ing for sure whether you are dead or alive. Then, as
the warm breeze clears the lingering gunsmoke, you
see the body of the assassin lying motionless beside
the courthouse wall. You are filled with a great sense
of relief, as if a huge weight has been lifted from your
shoulders. Then the shock of your encounter takes
hold of your body and you begin to shiver uncon-
trollably. You must now take a Drink or lose 3
ENDURANCE points.

With grim curiosity you move forward to search the
body. You pull off his helmet and stare at the face
of this killer. At once you recognize the cruel, angular
features: he is Helmut Varken, a top HAVOC assassin’
who achieved infamy on 1 May, 2008 when he
assassinated both the President of the United States,
and the General Secretary of the Supreme Soviet at
an emergency summit meeting in Rome. HAVOC
were proud of his ignoble feat, and when by chance
they leaked his identity, his photograph appeared on
every television screen and on the front page of every
newspaper around the world. You were only eight
years old at the time, but the image of his face became
synonymous with the evil that HAVOC represented,
and it etched itself indelibly upon your mind.

As your pulse returns to normal, you begin to search
his blood-stained body. You are disappointed to find
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that hls air-con suit has beeni irreparably damaged-

but you discover more than enough useful items to

compensate for the loss:

Rifle (containing twenty-two rounds of 7 62mm

. i ammuynition)

' Pistol (containing ten rounds of 9mm ammumtmn]
Twenty rounds of spare 7.62mm ammunition
Fifteen rounds of spare 9mm ammunition
Combat Viewer o
HE Grenade ' S
Tear Gas Grenade SR '
CB Radio b e
Knife [2] j S
Enough food for three Meals ' :
Enough medical supplies for etght Medi-kit units
Enough water for three Drinks
Compass
Map o j

If you decide to keep any of thesé,items,_jrémetrnber
to adjust your Action Chart accordingly.

~ After finishing your search, you leave the courthouse
: . and commandeer Varken's motorcycle. You are

" anxious to reach Tucson as quickly as you can, so
you kick start the machine and speed away from
Tombstone, heading north on nghway 80.

Turn to 300

| =151 =—_

Swiftly you descend the fire escape mtp the alley

below, seconds before a group of clansmen turn the

152

corner and come ruhning towards you! Fortunately,
they are without.torches and in their haste they fail
to notice the four of you hiding in the shadows as
they make their way around to the rear of the
building. . ;

The moment they have gone, the captain leads you
along a covered walkway that ends at a rotunda.
Opposite this paved concourse is the entrance to a
bus depot, and parked close by is a US army jeep
containing two clansmen. Judging by the long-
horned skull emblazoned on the vehicle's side, they
are members of the Texan clan known as the
Mavericks. i ‘

“There’s our ticket outta here,’ says Captain Frankland,
Silently he draws his knife and holds it to his cheek
as he asks for a volunteer to help him commandeer
the jeep.

If you w1sh ta volunteer to ambush the two
Mavericks, turn to 2.
If you do not wish to volunteer, turn to. 292.

=152—

Once you wipe away the thick layer of dust that
blankets every piece of the merchandise in this store,
you realize that it is stocked with several items that
may prove useful during your ride to Tucson.

You collect 'together an armful of éoods and lay them
out by the door before choosing which ones to keep.
You have discovered the following items:

! '
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Rifle R R
Shotgun - - LI A
Six rounds of 7.62mm ammungition :
Twelve rounds of 12-gauge ammunition i -
Hunting Knife [2] . ) _ ‘

Bowie Kinfe {3) = . |

Solar Torch -

Fishing Tackle = _
Tool Kit o
Rope ' T
Blanket | : C

: [ :
If you wish to keep any of these items, remember to
make the appropriate adjustments to your Action
Chart. : ; S .
o P 4

i A . !
To continue, turn to 318. oy
| . !

e =153 =y

You pick up a steel-framed chair.and hurl it at the
window.r The glass shatters with a deafening crash,
leaving a jagged hole through which to escape. Using
the barrel of your gun, hastily you clear away the
knife-sharp slivers protruding fromthe window frame
before starting to climb through to the fire escape.

You can ill afford the delay.‘ You are half-way
through the frame when the clansman and his
bloodhound burst into the room. 1

i [ i :
Pick a number from the Random Number Table and
add to it your; Stealth skill total.

|
t
'

| [

| 154155
If your total score is 0—4, turn to 271.
If it is 58, turn to 72. i

It it is 9 or more, turn to 179.
b Vi t J

=154

You halt your bike at the side of the street and begin
to rummage through your Backpack for the can of oil.
The filler cap is so hot it has expanded and jammed,
forcing you to wait for the engine to cool before you
can replenish the oil. During your wait you must take
a Drink or lose 3 ENDURANCE points. . -

i

! : Cod . : ;
At length you are able'to free the cap and pour in
the oil. You are attempting to restart it when sud-
denly vou see an all-too-familiar dust cloud ap-
proaching the town from the east.

Turn to 298.

'
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You fire, hitting the Angelino clansman in the side
as he roars past your hiding place, and sending him
tumbling from his machine te hit the ground in a
cloud of dust. It is not until the dust settles and your
pulse slows that you realize just how close you came
to being killed.. . i !
S ‘

Seven neat indentations run in a line across the trash
can, marking the place where the biker's machine
pistol bullets ricocheted off the thick steel plate. They
are barely an inch below the top of the rim. Had he
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gimed a fraotmn highen the bullets WOuld have hlt
you for BUTE:

Thmkmg of how closd you came to death makes you
break out in & cold sweat. Uneasily you wipe vour
forehead with the back of your trembling hand as you
climb;out of the trash can and walk away fmm the
bridge. ; .

Turn t0:209. 2 L

. =156=—

While you are trying to think of an‘alternative power
source, you check inside the truck’s cab and discover
that it does not have automatic transmission: it has
a manual four-wheel drive system I i

1 thmk I may have the answer to our proBIelh ‘you
say, and proceed to explain your plan to the others.
‘If we can get this truck moving, we might ]ust be able

- to shove-start it, usmg the manual gears

 The others look scéptlcal but they are wnllmﬁ to gwe
* you the benefit of the doubt, especially as they can
offer no alternative plan. With considerable effort,

you manage to manhandle the pick-up on to the

highway. Knott is the lightest and so he is chosen
to steer the truck while the others, yourself includ-
ed, push it as fast as you can. Once it has built up
a reasonable speed, Knott engages high gear and
releases the clutch pedal in the hope that the elec-
trical power generated by the computerized alternator
will be sufficient to spark the engine. The plan isnot

o 187

an instant success;-but:on the fifth attemnpt the power
is sufficient to bring the engine coughing.and sphut-
tering back to hfe N

i !i ! 4o
Owing to the sheer physmal effort: reqmred to stalrt
the engine in this manner, you must now take a Drink
or lose 3 ENDURANCE pomts S

Turn fo 328.  : . i i

The clan commander's bullets punch'a neat line of
holes across the tailgate, barely inches above the
place where you are lying. Before he can fire a second
burst beneath the first, Sergeant Haskell hits him with
a single shot to the head, killing him instantly.
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Realization of his deéath passes like a shotkwave
through the other'clansmen, causingrthem to abort
their attack and fall back. A few stop long enough
to pick up and bear his lifeless body away from the
street. ' i '
3l

While there is a lull in the firing, you seize the chance
to help Knott and Captain Frankland clear away the
debris that is blocking your escape. A thick, wooden
pole, which once supported overhead electricity cables
in this part of town, is jammed between the wheel
and the truck’s front fender. With your help they are
at last able to shift it. Knott returns to the cab and
starts the engine first time. Then, as he brings the
truck over the mound, you and the captain leap on
to the tailgate and pull yourselves aboard.

The street ends at a piece of wasteland but a few hun-
dred yards beyond it lies a highway running east to
west. The captain peers through the cab’s partition
window and gives an ironic laugh when he sees the
highway.

‘Make for that road and head west,” he commands,
and Knott obeys. Then he turns to the sergeant and
says, 1t looks like you're finally outvoted, Haskell.
Seems we're on our way to Mimbres.’;

. . H

Turn to 326. .

=158=

By keeping strictly to alleys and side streets you ‘are

159

able to make yout way deep into the héart of the city,
avoiding the numerous clan patrols. At:length you
reach the banks of the Rio Grande and follow the river
westwards: towards your rendezvous destination.
Your early encounters with Mad Dog's men have
delayed you and now, as you hurry along the
walkways and plazas bordering the river, you are
fearful that you will arrive too late to join the others.
In your haste you become less cautious and take risks
that might prove dangerous. i

You are hurrying along a walled sidewalk whex"l you
catch sight of the Stanton Street Toll Bridge less than
400 yards away. You are confident that it is the right
bridge because it is the only one still intact. A glance
at your wristwatch reveals that you have less than ten
minutes to spare. You are about to break into a run
when suddenly.you hear a noise behind you that
makes you freeze: it is the sound of a pistol being
cocked. ; A L

|

Turn to 104. L 5 é'

4 R
T o : i

=19 = )

You hafgre taken less than a dozen sieps before the

man senses your approach. For a moment you make

eye contact, then he dashes away from the trail and
runs deeper into the forest. Rather than let him get.
away, you instruct Knot_t to keep up with you as you'

give chase.

Turn to 54. ; i g
P R
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You try to persuade the family to come with you to
Tucson, to join up with your colony and make a new
start in California, but they dismiss your request out
of hand. Tve told you: we can look after ourselves,’

retorts Steve, the bearded brother. ‘All we want is to
be left alone.’ .

Then his wife appears at the door to the corridor and -

calls out: ‘There's a'notherr one movin' around outside.’

Steve looks worried. He checks the magazine of his
pistol, cocks the slide, and then points it in your
direction. ‘OK, you two,' he says, h1s voice waver-
ing. ‘You're leaving here right now.’

Knott tries to reason w1lh him, telling him that he
is sentencing you both to certain death by forcing you
outside to face the sniper, but his pleas fall on deaf
ears. ‘No one invited you here,’ Steve spits. ‘If you
an’ that guy outside have got a problem, it's your
problem not ours. We don't want no part of it, is that
clear?’

Reluctantly you allow yourselves to be escorted along
a corridor that leads to the reinforced front door. The
bolts are drawn and the door is thrown open. ‘Get
out! screams Steve, and you feel his hands thrust
against your back, propelling you into the blinding
glare of the sunlight. Knott soon follows, and then
come your weapons, clattering on the beaten earth
floor of the crater.

As you stoop to 1‘(=,-trievelyourE guns, the heavy door

161-162

slams shut, The sound is echoed immediately by
another that chills your blood: the sharp crack of a
high-velocity rifle. .

Turn to 85f J

v . S

—— 161 :_l l

Desperately you fight to regain control of your
roadster as it slews off the freeway and skids towards
a crash harrier. With a numbing jolt, the car scrapes :
along the moulded steel barrier for more than 200
yards before you are able to steer it back on to the
freeway. The impact has crushed your front fender
and torn a jagged hole in the driver’s door, which has :
left your arm badly ’oloodned lose 4 ENDURANCE
points, , .
Turn to 274. Co b

3

| -162 L

!

You dive to the gmund and roll over, but you oan-—‘-!
not help but let out a yelp of pain as you gash your
knees and shoulders on the sharp rubble (lose 2
ENDURANCE points). Marine Knott lands beside you
as the beam of torchlight passes over your body. For
a few seconds it hovers nearby, then it returns to
bathe you both m its revealing glare. ;
An angry sholit is followed by a burst of gunfire and : .
the sound of dogs barking. Bullets powder the rock

: |-

. .
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near yotr'hands. ‘Run for itriyou thiss. ‘We've been

seen.’ :

Ignoring the stinging pain of your wounds, you rise
to your feet and sprint towards the darkness. Knott
disappears to your left just secands before you reach
the freeway arch. You continue to run and are about
to emerge from beneath the elevated freeway when
the sound of growling stops you dead in your tracks.
Ahead two squat shadows move purposefully
towards you. You raise your gun but hesitate to pull
the trigger for fear of attracting more of the enemy.
Your moment's hesitation is seen as a sign of
weakness, and the two fighting dogs bound forwards
instantly flinging themselves at your chest.

Pit Bull Terriers: d
CLOSE COMBAT SKILL 15
i ENDURANCE 24 .

Owing to the speed and ferocity of their attack, ydu
cannot make use of a close combat weapon until the
beginning of the second round of the combat.

If you win and the fight lasts four rounds or less,
turn to 206. L P
If the fight lasts five rounds or more, turn to 120.

{
=163 =

You focus all your attention on your enemy, for he
is a formidable opponent. He presents a difficult

164

target: he s pastially hidden behind the brick pillar
of a hardware store, and his black suit merges easily
with the shadows.

Despite these disadvantages, you know that this may
be your only chance to put an end to his pursuit and
avenge the lives of your three dead comrades.

If the gun you are using is a Pistol, turn to 132.
If it is a Machine Pistoi, turn to 61.

If it is a Shotgun, turn to 212. o
If it is a Rifle, turn to 98 :

IllustrationBIX (overleaf) -

The fear that Knott has somehow tripped an alarm
vanishes as you realize that the siren is coming from
the main entrance. It is announcing the arrival of the
explosives convoy. Four trucks, each one carpeted in
a layer of thick, red, desert dust, roar through the east
gate and screechto a halt. You watch tensely as Mad
Dog Michigan and one other, a Mexican whem you
assume to be Santiago, run across to the vehicles and
inspect their cargoes. Having satisfied themselves
that all is in order, they proceed to berate the drivers
for their poor timekeeping.

Patiently the captain watches the proceedings. When
Mad Dog and his entourage finally leave the trucks
and the cowering drivers, and walk towards the main
gate, he tells you and Haskell .to prepare to move.
Gradually the crowds of clansmen who have gathered

i
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IX. Four trucks roar through the east gate and screech to a
! halt.

165

around the trucks disperse, and the céptain gives the
order to go: ‘OK, let’s do it!

The explosives convoy comprises four trucks parked
in a line near the centre of the race track. Sergeant
Haskell opts for the two rearmost vehicles on which
to plant his mines, leaving the first and second trucks
for vou and the captain to deal with. The captain
allows you to choose your target.

If you wish to approach the first vehicle, turn to
239. ! s ,
If you decide to target the second truck, turn to 290.

=165 =

You lift the latch and gently push the door but it does
not move. At first you think that it must be locked
from the inside, but then you notice that it fits poorly
in its rough-hewn timber frame, and realize that it
is simply sticking. A sharp kick soon cures it.

Inside you discover a large bed, constructed of pine
and covered with a counter pane of rabbit fur. An
assortment of male and female clothing hangs from
a rail at the foot of the bed, and a handful of faded
family photographs stands on a table beside it. You
search a cupboard behind the door and discover a
Solar Torch and a Screwdriver

1f you wish to investigate the door on the opposite
side of the window, turn to 59.

If you decide to examine the door at the end of the
corridor, turn to 196.
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L T66 =

The clansman descends the steps with a bow-legged
horseman’s gait. He is exactly half-way down when
he sees the captain kneeling over the body of a dead
clan sentry. The sight freezes him in mid-step and

his eyes widen with shocked surprise. As he opens

his mouth to scream, you draw back your arm and
hurl your weapon at his barrel-like chest.

Pick a number from the Random Number Table and| :

add to it your Stealth skill total.
b
If your total schre is 4 or less, turn to 144.
If it is 5-9, turn to 51, S |
If it is 10 or more, turn to 24.

=167 =

To the west, the rockfall is far less steep and you havé" :

no difficulty descending to the edge of the gully. .

With the dust cloud growing nearer by the second, .
you creep down the final slope towards your motor- ‘-

cycle as fast as you dare. You are expecting to find .

little more than a twisted heap of scrap metal, so it -
comes. as a welcome surprise to discover that the

machine is still in working order. After straigthen-

ing the handlebars and the front wheel alignment,; .
you are able to restart the engine and attempt to ride

it away.

[

Pick a number from the Random Number Table and“'

add to it your Driving skill total.

'
o
Vi
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If your total score is 9'or 'less, turn to 281.
If it is 10 or more, turn to 225. :

=168=
At first ybu are shocked that Captain Frankland and
Sergeant Haskell are firing at you. But, as the first

wave of bullets kicks up the dust on the highway,
your natural instinct for self-preservation takes over.

The only cover is a shallow gully that runs alongside
the highway, and immediately you steer towards it.
Another burst of fire follows you: this time the bullets
strike home, slamming into the front of the motor-
cycle and destroying the tyre. As you leave the
highway you lose control of the machine, and the last
thing you are aware of are the bars twisting in your
hands: lose 4 ENDURANCE pomts

When you regain consclousness you are lymg in the
back of the truck with the captain and the sergeant
standing over you. Your head aches viciously, but
apart from a slight concussion and a massive bruise
on the left side of your skull, your body has survived
the crash with little injury.

Marine Knott survived the crash without suffering
any harm, and has been busy fitting the ignition unit
to the truck. Now that the others are sure that you
are all right, they check one last time that the engine
is running smoothly and then continue north along
Highway 81. . ..

Turn to 230. |
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In silence, the three of you busy yoursalves with the
grim task of burying Sergeant Haskell’s body in the
loose shale that borders this part of the highway.
When the task is complete, the captain marks his
grave with a cross and says a few words in honour
of the memory of this brave soldier who died in the

course of duty. : i |
i -

You and the cap_tain leave Knott to pay his last
respects and walk back to the pick-up to consider
your next course of action. Mad Dog Michigan is
known to have snipers at his disposal, former
HAVOC assassins who operated under him in the
years before ‘The Day’. If it was one of those profes-
sionals who killed Haskell, the'chances are that he
will not stop until he has finished you all off.

1 .
‘We've gotta keep moving if we're:to stay out of range

of this assassin,’ says'Captain Frankland, as he stares:

across the hndscape ‘Tve had experience of these
murderers in the past. They’re totally ruthless and
totally professional.’ s
C ! i ; '

Then, as if in answef to his words 'and your fears,
another gunshot echoes across the pme-clad
mountains. :

Pick a number from the Random Numbér,;Table. :
If the number you have picked is 6-3, turn to 340
If the number is 4-9, turn to 277. :

T

| 170—’1‘"7’11
— 170 —

You reach the:front ‘of the truck uninjured and start
to help Frankland and Knott clear away the debris
that is blocking your escape. A thick, wooden pole,
which once supported overhead electricity cables in
this part of town, is jammed between the wheel and
the truck’s front fender. With your help, they are at
last able to shift it and Knott braves the gunfire to
climb into the cab. The engine starts first time, and
as he brings the truck over the mound, you and the
captain leap on to the tallgate and pull yourselves
aboard. : :
i :

The street ends at a piece of wasteland, but a few
hundred yards beyond it lies a highway running east
to west. The captain peers through the cab’s partition
window and gives a harsh laugh when he sees the
highway.

‘Make for that road and head west,” he commands,
and Knott obeys. . Then he turns to the sergeant and
says, ‘It looks: like you're finally outvoted, Haskell.
Seems we're on our way to Mimbres after all.’

Turn to 326. ce R

— e |

‘ Nustration X (overleaf)
At the end of the corridor you find a closet with a
window that overlooks the main street. From here
you cbserve the clan rider bring his motorcycle to a

i i
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X. Slowly he climbs off his machine, pausing briefly to adjust
the contrals of his afr-conditioned riding suit.

172

halt at the edge of the town. He is 'wearing a close-
fitting black leather riding suit, a full-face black crash
helmet, and is sporting a rig of combat equipment
that makes him look like a futuristic space warrior.,

Slowly he climbs off his machine, pausing briefly to
adjust the controls of his air-conditioned riding suit.
Then he unsheathes a scoped rifle from his saddle
holster and advances along the main street, using the
shadowy doorways of the stores and offices to cover
his approach. Hg, is thirty yards away, on the opposite
side of the street, when he stops to select an orange-
tipped bullet from a pouch at his hip. You watch with
fearful anticipation as he presses the round into the
breach of his rifle, raises the weapon to his shoulder,
and takes aim at your motorcycle. There is a sharp
crack, followed by a roaring boom as the incendiary
round ignites and expodes the fuel tank.

With pounding heart you watch as coolly he lowers
his rifle and proceeds to reload it.

If you wish to ettempt to shoot the assassin while
he is busy reloading his rifle, turn to 163.

If you have insufficient ammunition, or if you
choose not to fire at the assassin, turn 304,

=172

With a much-practised movement, you thumb off the
safety catch and bring your pistol to bear on the biker.
You start to squeeze the trigger just as the muzzle
levels off at a spot two feet above the motorcycle’s
blazing headlight.
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Pick a number from the Random Numbe'r Table and
add to it your Shooting skill total

If your total score is now 9-or less. turd to 27
If it is 10 or more, tura to 112,

=173=

With nerves on edge you wait'a full minute before
you chance a glance out of the window. The assassin
is nowhere to be seen, and you are gripped by the
fear that he may by now have gained access to the
courthouse. Cautiously you peer into the passage out-
side, then through the banisters at the entrance and
lobby, but all are empty. :

You decide to escape from the courthouse while you

can. The passage leads to a staircase, at the bottom-

of which is a fire exit. Through a crack in the door
you can see that the yard outside is empty, so you
push open the locking bar and leave. You have taken
only a few steps away from the door when the
assassin comes rushing around the corner of the
courthouse with his rifle in his hand.

N ; :
If you possess,a missile weapon and sufficient

- ammunition for one round of fire, turn to 181.
If you do, not, turn to 270.

=174 =

Knott acts ds lookout while you takie a look inside‘the
cab. You find nothing of use, even the ignition key

|

s 175

is missing, so you abandon the search and hurry to
the rear of the truck. The doors are unlocked and
inside you discover several open-topped boxes con-
taining the following items:

Enough food for five Meals

Blanket Pl o ;

Solar Torch : : *

File o °

Tool kit s

Air Pump ' :

Enough water for three Dnnks

Bandages and surgical tape, sufficient enough for
two Medi-kit units ;

Rope - P

If you decide to keep any of these items, remember
to adjust your Action Chart accordingly.

. : o
Having satisfied your curiosity, you leave the truck
and motion to Marine Knott to continue.

Turn to 138.

175 —

The sun has dxsappeared behind the mountains and
dusk is turning to darkness when you reach the small
town of Elfrida’ It was once the centre of a close rural
community, but now it is no more than a sorry collec-
tion of wind-damaged stores and cabins straddling
the stream. Aching with fatigue, and the pain of the
minor injuries which you have sustained during -

b
i
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your flight from the assassin,| you-tecide to Inves-
tigate the little town and rest there awhile.

A derelict diner with a cellar offers the best place for
shelter. Attempting to reach Tucson, alone and in the
dark, does not strike you as a good idea, so you
decide to spend the night here in the cellar and
continue tomorrow at first light. Worried that the
assassin may still be on your trail, you set about bar-
ricading the cellar door. Only when you are sure that
he could not possibly enter without waking you, do
you settle down for some much-needed sleep.

Before you sleep you must eat a Meal or lose 3
ENDURANCE points.

To continue, tur!n to 110.

’ — 176 —
.~ Tlustration XI (overleaf) L

" You climb on to the jeep and aim a blow at the back
of the clansman’s head. However, your approach is
noisy and he half-turns before you land your blow.
The sight of your raised fist galvanizes him:into
action, and he turns aside your arm with the edge
of his hand. : = s

EXX()!II: ;
CLOSE COMBAT SKILL' 14
ENDURANCE 23

Owing to the surprise of your attack, ignore any
ENDURANCE point losses you sustain in the first
round of the combat. ;

b

Xl The clansman half4urns before you land your blow.
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CIf jioﬁ':\&fih"‘arid the combat lasts fou' rounds 6?%1;6"3'&‘
turn to 320. A
If the combat lasts five rounds or more, turn to 217,

==

Your vote carries the decision to detour Columbus
by a majority of three to one. ‘OK men, that decides
it,’ says Captain Frankland. ‘We avoid Columbus an’
take a detour on Highway 9.’ ,

1 think we'd better get going right away, sir,” says
Knott, uneasily. ‘Looks like more o’ Mad Dog's boys
are headin’ this way.’ He points along the highway
at an ominous column of dust that is approaching
from the south.

‘Hell? spits Frankland. ‘That’s all we need. Mount j|;1p,
men. We ain’t got the time to party with those punks.’

Marine Knott takes the wheel with the captain riding
beside him in the cab. Meanwhile, you and the
sergeant climb in the back and take up firing pos-
itions at the tailgate. As the truck starts to move, you
watch anxiously as the column of dust draws closer.

faye

Turn to 275.

— 178 —

You leave behind the blazing wreckage as you speed
away from Lordsburg on Interstate 10. You -are
expecting to be followed, yet, as the town slowly

H . i b
: 1 ! :
i
t
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T 179

vanishes into the night, there is ino;sign of a clan

pursuit. ; .
I i ;

you cover fifteen miles, reaching the intersection

with Highway 80, when the jeep runs out of fuel. You

let it cruise to the side of the freeway. As soon as you

stop, Captain Frankland unhooks a large fuel can that

is strapped to the rear of the jeep and shakes it.

“There’s about two gallons in this,’ he says, as he flicks
open the cap and pours the contents into the jeep’s
empty tank. It's not going to get us very far.’

H .
As the captain pours the last of the spare gas into the ;
jeep suddenly you discover why you were not fol-
lowed out of Lordsburg. .

i T

=179=

You reach for your gun bt a gruff voice bellows:
‘Hold it right ‘there? ; o

Turn to 309.

i [

£

The clansman Qtands silhouetted !in' the doorway, as
his bloodhound comes loping across the desk towards
you. Desperately you throw yourself out of the win-
dow before he can raise and fire a gun. Your swift
action undoubtedly saves your life, for the Angelino
has taped his torch to the barrel of his machine pistol,
which is already aimed at your chest, As you make
your move, he pulls the trigger, spraying, the win- "
dow with a deadly hail of lead. The frame is ripped
to pieces yet none of the bullets find their mark.

¢
H
[
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An iron firesescape platform breaks your fall, but
not without injury. Its surface is littered with glass
and you suffer several minor cuts to your hands and
knees — lose 1 ENDURANCE point. Galvanized by the
shock of coming so close to death, you ignore the cuts
and stagger down the fire escape as quickly as you
.can. ;

Turn to' 282.
=180 =

You are relieved to discover that you'are carrying a
pack of water purification tablets. :

If you wish to do s0, yon may refill your canteen at
the cost of 1 Medi-kit unit.

To continue, turn to 289,

i

=181=

In this crucial moment between life and death, you
are no longer able to think rationally. Your actions
are pure reflex and, as you raise your gun to fire,
everything seems to be happening in slow motion.
For a fleeting moment you feel super-aware,
something that the fighters at the OK Corral must
have experienced in the first few seconds of their
savage encounter, Then all hell breaks loose as your
guns spit fire simultaneously. : '

Add togethe!r vour Stealth and Shooting skill scores.

G 182-183

To this total, ‘add you ciirrent ENDURANGE points
sCOIe. '. gl S L e
If your total ‘s'coré, is 20 or lééé,— tl.ll'l-l to 14i. '
If you total is 21 or more, turn.to 150.
f .

=182= =

Frantically you scramble to your feet and throw
yourself out of the path of the oncoming biker as he
guns his machine manically straight at the gas pump.

Pick a number from ;the Random Number Tuj)le and
add to it your Stealth skill total. .

If your total score.is 6 or less,, turn to:308.
If it is 7 or more, turn to 226 !

=183

The temperature continues to rise as the truck makes .
its way along the remains of Highway 81, across a
vast and spectacular landscape. It is nearly noon
when vou reach a.winding, steep-sided canyon —
part of the great, continental divide. Its multi-banded
strata of rocks provide a dramatic splash of colour in
this sun-bleached mountain wasteland.

‘The colony should be in Deming about now,' says
the Captain, glancing at his wristwatch. ‘When we
reach the Interstate, we'll stop and wait for them

there. No sense travelling in this heat if we can
help it IR L :
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He has barely finished talking when there is a loud
bang. The floor shudders, then the engine starts to
cough and splutter, Knott groans loudly, fearing the
worst, and desperately pumps the gas pedal to keep
the engine from stalling. For half a mile the truck
lurches along the highway like a drunken kangaroo,
until the engine utters its last cough and stops.

An examination of the engine soon reveals the
problem — a cracked electronic ignition unit. Knott
recalls seeing one of these lying on a workbench back
at the Hachita gas station, and curses himself for not
having taken it. At least a replacement part is within
reach. Knott volunteers to return to the town, ten
miles away, and asks for someone to accompany him.

If you wish to walk back to Hachita with Marine
Knott, turn to 49. |
If you decide to stay with the truck, turn to 2886.

=18a=

The highway weaves its way towards a high pass,
beyond which there is a hairpin bend. Fatigue is mak-
ing it increasingly difficult for you to concentrate,
and you take the sharp bend too fast, causing the
jeep’s left side wheels to skid on the loose shale that
borders the road. Desperately you try to control the
skid but you run out of road. The last thing you see
as the jeep plummets into a canyon is the tops of the
stunted pine trees that line the canyon floor, 300 feet
below.

Your life and your mission end here.

j

o : 185
=185 =

The dog begins to whine excitedly as it follows a trail
of scent towards a cupboard near the opposite wall.
vou hear the clansman chuckling evilly, then a loud
burst of automatic gunfire shatters the cupboard’s
plywood door. The dog claws open what little there
remains of the door to reveal a swarm of new-born
rats nesting among some books on the bottom: shelf.
Cursing, the clansman allows his hound to feast brief-
ly on the brood before dragging him away by his col-
lar. Then he: turns and leaves the room to go in search
of you on the floor above.

You wait until his footsteps have faded before you
come out from beneath the table and return to the
window. After several abortive attempts, you manage
to free the lock. Quickly you open the window and
leave the building unseen via the fire escape stairs.

Turn to 158.
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b= 186 = 0
You call Knott to support your attack'as you: run
towards the door, bracing vourself against the impact.
With a numbing jolt, vour shoulder connects with the
door's planed timber, and the force splinters its

- wooden bolt clean in two: lose 1 ENDURANCE point,
The door flies 'open, and, you step back to allow Knott
to rush into the room beyond, ¢crouching in combat
stance, his pistol held before him, ready to fire. No
shots are fired, and when,you enter the room,. you
discover that the bearded man has disappeared.

Turn to 233. toon i
i ; ) ;‘1:.‘
i ! '

i 4 ¥ '

=18

Suddenly 'you feel a sharp ‘pain in your back,: and
your vision swims in and out of focus. You have been
hit by a pistol bullet, and, although you fight to hang
on to life, it is a struggle you cannoet win. Gradually,
your fingers weaken and you fall three storeys to your
death in the alley below. Loy o

| Ly E : : Lb

Your life and your mission end here in Lordsburg.
: S

g

—188=-

Suddenly you hear shouts and sporadic gunfire amid
the engine noise, then there is a dull thud and the
floor shudders violently as the truck smashes through

189

the barricade. Haskell loses his grip and is thrown
heavily against your legs as the truck bucks and
twists like an angry stallion. Haskell's fall dislodges
you and together you tumble across the floor as the
vehicle slews sideways across the highway. Then
there is a second thud, louder than the first, and the
truck comes to an abrupt halt. .

You are dazed and bruised but still conscious enough
to know that something is seriously wrong. Your gun
lies by your side and automatically you reach for it
as you struggle to your feet. Your hand has just closed
around the barrel when you see two Mexican -
clansmen climbing-over the tailgate. .

If you wish to open fire at these clansmexll, anr.!i are
able to do so, turn to 267. ‘

If you do not wish to open fire, .or are unable to
do so, turn to 312,

=189= =

When you can no longer see the highway for trees;
you rise to your feet and scurry deeper into the forest.
Here the air is heavy and still, and the heat is stifling,
but at least the trees protect you from the midday sun.
For two hours;you ascend the pineclad slopes of the
Pedregosa Mountains, wending your way steadily
westwards towards peaks that are hidden from sight.
H B!
Throughout your weary trek, you exchange less than
a dozen words with Marine Knott. The grief and the
shock you feel play on your mind, and no matter how
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hard you try to shake them the!imagés of your com.
panions’ final moments keep repeating in your mind's
eye. Eventually you come to terms with your sense
of bereavement, but you cannot escape the ever-
present fear that the sniper is somewheren nearby

By mid-aftemoon you dlscover a trall thﬂt .cuts
through the scrub growing in abundance on the
higher slopes. The trail is a welcome discovery, for
the scrub is twisted and tough, gnarled and deep-
rooted, and difficult to climb. You have been follow-
ing the trail for less than an hour when it starts to
ascend very steeply towards a rugged outcrop of rock.
Pick a number from the Random Number Tab]e and
.add to it your Field Craft skill total

K your total score is now 7 or less, turn'to 94.
If it is 8 or more, turn to 62. |

=190 = -
‘OK, Cal,” says the captain. ‘Me and the sergeant’ll
take the scenic route. We'll go first, Give us time to
clear the zone then wait five minutes before you and
Knott make your move! Is that clear?’ -
‘No problem,’ you reply, confidently. ‘We'll meet up
at the toll bridge at 0100 hours.” .
i
With bated bmath you watch as the two so}diers slip
over the perimeter wall and crawl away from the

180

safety of Fort Bhss Expertly ﬁhey merge w1th the
proken wasteland so that you soon find it impossible
to track their path, leading to an elevated section of
Freeway 54. Fifteen minutes later, all is still as quiet
as the grave. You are sure that they have made it
across the zone by now, and so you motion to Marine
Knott to follow as you lower yourself head-first over
the rampart and propel yourself across the rocky
ground using only your elbows and knees.

The faint moonlight serves both to help and hinder
your progress as you inch your way towards the
Montana Road, a highway that runs 100 yards in front
of, and parallel to, the clansmen’s position. Every
move you make is slow and deliberate as though the
ground were strewn with eggs, so urgent is the need
to prevent dust from betraying your position. Eventu-
ally you reach a shallow ditch bordering the highway
and you use it as cover as you advance towards a;
group of ruined buildings at the edge of the city. You'
are less than twenty yards from the ruins when you
are frozen by the sound of howling dogs. They are
clan bloodhounds and they have picked up your
scent on the warm night air. :

With your pulse racing, you peer over the edge of the
ditch, seeking to catch a clear view of the enemy. You
cannot see them, but you-can hear them approaching
fast. You must act quickly if you are to avoid being
caught by the hounds and their handlers.

If you possess at least one Meal's worth of food and
wish to use it to delay the hounds, turm to 109.

If you do not possess any food, or do not wish to
use it, turn to 89.
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You take the{grenade in your right hand and set its
. timer.to detonate in five seconds. Then you ease out
" the firing pin and hurl the bomb towards the scrub
where you first sighted the sniper.

Slowly you count down from five and, the moment
your count is complete, you hear the grenade explode
with a shuddering boom. Instantly you leap to your
feet and race up the steps. As;you clear the crater,
you try to: make out your destination through the
swirling curtain of smoke now hanging between the
pines. ; _ |
| ! i i
Add together your Stealth and Perceptm.n skﬂl totals.
. Pick a number from the Random Number Table and
add it to your score.
If your total score is now 7 or'less, turn to ‘249,
. H your total score is 8 or' mure, turn -ta {210,

b ! ! E !
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=192=

As soon as both clansmen have been defeated you

i X . if

and Knott search their bodies and the saddlebags of
their motorcycle, and discover the following items:

Pistol [containing four munds lof Qmm am-
munition)

Shotgun (containing two rounds of 12 gauge
ammunition) .

Knife [2] y ‘

Hammer (2] M oo

193

Three rounds of 12-gauge ammunition
Eighteen rounds of 9mm ammunition
Enough food for three Meals
Enough water for four Drinks .
Enough water purification tablets, bandages, pain
killers, and antiseptics for four Medi-kit units
Binoculars
Compass o ;
Signal Flare b
= : !
If you wish to keep any of these weapons, ammuni-
tion, Medi-kit units or Backpack items, remember to
adjust your Action Chart accordingly,

You hide the bodies before entering the gas statmn
to look for the spare ignition unit.

Turn to 273. :

The barrel of Mad Dog's machine plstol spits flame
and you feel red-hot cores of pain erupt in your
shoulder, neck and head. In an instant your vision
is transformed into a kaleidoscope of swirling
colours, the most predominant being red. i
With breathtaking suddenness youricar slews offithe
freeway and smashes into the central crash barrier,
transforming it into a blazing fireball. With a scream
of triumph, Mad Dog passes your burning car,
ecstatic in the knowledge that at last he has wrought

~ his revenge.
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‘then thirty miles from Tucson.” -

i
H

Trag-iéallf,' ybu:"life and'-youfihﬁ:sidn end ‘hér;e",';fléss‘

—194= '

Your gunfire wounds the clansman but does not pre-
vent him from returning fire, and, as he staggers
back, he empties his magazine into your hiding
place. The bullets rip through the tableiand hit your
chest and legs. You try to move but cannot. Colours
swim before your eyes and the, sharp pain that fills
your body at first quickly gives way to & numbness
that clouds your mind. You try to fight the over-
whelming urge to close your eyes, but eventually you
drift off into a sleep from which you will never awaken.

i

i [

Trﬁgiéally, your life and your mission end here in El
Paso. . ' o s
e ) ‘

NI

=195 =
Using rubber sealant, insulation tape, and strips of
: metal cut from an old oil can, you help the sergeant
. to patch up the three bullet holes. Meanwhile, the
- others are able to syphon nearly two gallons of
gasolene from the station’s storage tanks, which is
then carefully transferred to the truck’s newly
_ repaired fuel tank. Captain Frankland is disappointed
" at having found so little fuel, but Knott assures him
that it should be sufficient to enable you to reach
Lordsburg -and rendezvous with the colony.

. Once the refuelling is completed, you climb aboard

196197

and set off in a new. direction — north, towards a
junction with Interstate Freeway 10. ..

Turn to 183.

t

=196 = .

you leave the bedroom and approach the door at the
end of the corridor with caution, taking care to trt.aad
lightly on the uneven floorboards to. avqlc! making
them creak. A small hatch, covered by a sliding panel
of plywood, is positioned in the centre of the door
at head height: it is a spyhole.

You place your ear to the door, directly be}ow the
covered hatch, and hear muffled voices in the room
beyond. Although you cannot make out what is being
said, you can tell that they are very frightened. Gentl_y
you lift the latch, only, to discover that the door is
locked on the inside. L ‘

- L ) | :1 :I\i H

Pick a number from the Random Number Table.
: B ' . o !

If the number;you have picked is 0—4, turn to 46.
If the number is-5~9, turn to 316. =

e
=197 =

Hurriedly you haul the clansman’s body under the
truck and prop him out of sight behind the rear
wheels. You then turn your attention to the vehicle -
ahead. The captain is crouching beneath it, signalling
to you to place your contact mine in position. The

b

; . )
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heavy disc locks itself against the dusty tank 'and yoy
uncover its detonator button carefully. Once again the
captain signals and once again you obey hig
command, this time by pressing the button. As soon
as the timing mechanism starts to tick, you close your
Backpack and make a dash for the truck that Knott
has commandeered. i

Frankland and Haskell join your escape‘ the captain
is running twenty yards ahead of you and the
sergeant, who has had to place twe mines, is trail-
ing behind you by about the same distance. Knott
sees you in the side mirror and starts the truck.
Smoke belches from the exhaust pipe as he revs the
reluctant engine. The captain reaches the rear and
clambers over the tailgate just as a couple of clansmen
notice you running and start shouting wildly. Their
screams distract your attention and you fail to notice
a metal tool locker that is lying on the gmund du'ectly
in your path.

Pick a number from the Random Number Table and
add to it your Stealth slctll total.- - "
If your total score s now 9 or less,.rtumi to 107.
If it is 10 or more, turn to 224.

[

=198 =

You follow the main street, examining more than a
dozen wrecked autos, but none holds out even the
faintest hope of ever being resurrected. The last
building in the street is the Post Office, and by‘the
time you reach it, you are virtually resigned to the

199

fact that your search is in va‘m Huwever Knott
wishes to search the building and, as there are still
a few minutes left before you must rejoin Frankland
and Haskell, you agree to help him.

if you wish to search the lot at the rear of the Post
Office, turn to 108.
If you decide to search the Post Office, turn to 247,

=199 =

You hit the ground and roll under a car in time to
see the clansmen’s feet reach the base of the ramp.
For a few seconds the men remain stationary, then
they advance along the centre aisle, stopping occa-
sionally to check between the rows of parked cars.
You keep as still as possible until they reach the stairs
and begin to ascend, then you craw! out from your ;
hiding place and make & run for the exit ramp.

By the time the clansmen realize that you have given
them the slip, you are a safe distance from the park-
ing lot and heading into the heart of the city. By keep-
ing strictly to alleys and side streets you are able to
avoid clan patrols and reach the banks of the Rio
Grande without incident. Then' you head west,
following the river towards your ' rendezvous
destination. ‘

Your early encounters with Mad Dog’s men have
delayed you and now, ‘as you hurry along the
walkways and plazas bordering the river, you are
fearful that you will arrive too late to join the others,
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I your haste you become less cautious, taking risks
that might prove dangerous. . ' -

You are hurrying along a walled sidewalk when'yoy
catch sight of the Stanton Street Toll Bridge less than
400 yards away. You are confident that it is the right
bridge because it is the only one still intact. A glance
at your wristwatch shows that you have less than ten
minutes to spare. You are about to break into a run
when suddenly you hear a noise behind you that
makes you freeze: it is the sound of a pistol being
cocked. . 'y

. Sy

Turn to 104.

:
{

— 200 —_

: Ilustration XII 0
The man enters the room, his pistol poised to shoot
_should either of you be foolish enough to think you
can overpower him. He motions you to move back
against the far wall, and when. you comply, he calls
to his companions, who are hiding below, the floor.

s OK .]acl.(. I got 'em covered. You can Bfing
everyone up now.' '

One by one, a family colony of survivors climbs the
stairs and files into the room. The first to appear is
a man in his mid-thirties, lean and clean-shaven, yet
bearing a striking resemblance to the man with the
gun. He is followed by two women of about the same
age; then two children appear: a boy aged about eight
and a girl aged eleven or so.
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. One by one, a family colony of survivors climbs the

stairs and files into the room.
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The women and children leave the room to check
security at the front entrance, while the two men —
brothers — demand to know who you are and why
you are here. '

Turn to 302.

—201 —.

. You focus your lenses to see a figure moving among
the gnarled grey pine trunks less than thirty yards
away. A bearded man in his mid-forties, he is dressed
in a plaid shirt and patched blue jeans. He is carry-
ing a clutch of dead rabbits in one hand and a small
axe in the other. Quietly you tell Knott exactly what
you can see, and he replies: ‘He doesn't sound much
like a HAVOC assassin. What d'you think we should
do. Cal?’ PR

If you wish to ‘call out to the man, turn to 325.
If you decide to stalk him, turn to 159,

=202 —_

The captain leads the team through the buildings of
the immigration control compound, and on towards
the iron-framed service walkway. The gate to this
section is locked but its rusty padlock is soon dealt
with and stealthily you make your crossing. Below
your feet, through the cage-like steel floor of the
walkway, the waters of the Rio Grande glint in the

P

moonlight. Ta your right lie the ‘ruined ‘remains of
the Cordova Bridge. Its central span collapsed dur-
ing the post-holocaust years, and the debris now
forms an island of broken concrete that parts the
waters near the middle of the river. The noisy rush
of the water passing over this isle obscures the sound
of your footfalls as the team hurries across the
walkway towards the Mexican side of the border.

You are less than twenty yards from the exit gate
when the captain signals a halt. Silently he points
to the end of the walkway, where two clan sentries
are standing guard with their backs to the river.
‘We've gotta deal with these two quickly and quietly,’
he whispers, as he reaches to his boot and unsheathes
his black-bladed combat knife.

Pick a number from the Random Number Table.

If the number you have picked iis 0-6, turn to 67.
If it is 7-9, turn .tb 131, :

A i
o

H '
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Nervously you wait for the rider to make his move.
More than ten minutes elapse before he remounts his
machine and kicks the engine into life. You reach for
your gun, hoping for a clear shot as soon as he is in
range, but your hopes are dashed when he turns his

machine around and rides away in the opposite _
direction,

i (A

[
Turn to 101. oy
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The force of the collision sends you both reelmg to
the ground. Desperately you scramble to your feet,
shaking your head in an effort te clear your vision,
You regain your footing before the clansman ang
immediately you seize the advantaga and attack.

Banderas :
} CLOSE COMBAT SKILL, 14 , '
ENDURANCE 19: '

- ! . [
Owing to your having the first strike, ignore. any
ENDURANCE points losses you sustain in the first
round of the combat. :

13
If you win the combat, turn to '257‘; ' "

—205— = .

Blinded by the glare of their spotlight, you struggle
to avoid the oncoming truck and swerve sharply to
the right. Captain Frankland, who is, manning the
heavy machine gun, is poised to fire when you make
your move. Not only does the sudden change of
direction ruin his aim, it hurls him ont of the jeep
into the path of the pick-up truck. The loss of your
commander distracts your attention from the road,
and you fail to see the steep ravine that is looming
out of the darkness. The last thing you hear, as the
jeep plummets sixty feet into an empty reservoir, are
© the terrified screams of Haskell and Knott.

Tragically, ybur life and your mission end-here.

206—-207

=206=

You step over the dead 'dogs just as thelr handler, a
Scrawny-faced clansman dressed in a tattered denim
jacket and jeans, comes running towards you
wleidmg a crowbar. He is calling to his dogs by name
and quickly you realize that he has not seen you
standing in the shadows. Rather than fight him, you
decide to backtrack and attempt to find your partner.

i i

Knott is crouched in hiding beneath an archway
further south. He sees you as vou pass and attracts
your attention{ by whispering your name. The
discovery of the dead dogs has sent the clansmen into
a frenzy of activity and immediately they launch a
manhunt. Fortunately, they start by searching some
distance away from you, enabling the two of you to
slip away unseen. !

Turnto 288. ¢, ' ' |

'"‘"207

The steep gmund that borders the plateau is dry and
flaky, and it crumbles frequently beneath your
weight. Progress is painfully slow as you inch your
way around the wooded outcrop, hugging the trunks
of the mountain pines to prevent yourself from fall- :
ing into the valley far below. Do

Add together your Field Craft and Stealth skill totals.

Add to this total your current ENDURANCE points
score.

P
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2 your total score is 19 or less, turn to 73.
If it is 20 or more, turn to 283. . ‘ '
] |

—208=—_ ' ..
. : | ER
You grit your teeth.and struggle to hang on. Then
a ricochet screams from the brickwork and cuts.across
the back of your left hand: lose 2 ENDURANCE points,

1

The pain in your hand is excruciating. but it;soon

subsides to be replaced by a.tingling sensation that

cramps the muscles in your forearm. Your fingers
weeken and, with a terrifying jolt, you find yourself
swinging in the void, supported only by the fingers
of your right hand. . >
After what seems like an eternity, .your cdmpanions
put paid to the clansmen and come to your rescue.
Strong hands grip your aching arm and haul you to
safety, but before you can thank them, they turn and
follow the captain towards a fire escape on;the far
side of the building. You pause just lang enough to
catch your breath and retrieve your Backpack, then
you hurry after,them. . i R

! bty P R RS

Turn to 151.' o A
R .
o =209=. ' '

Captain Frankland orders everyone back fo the truck.
‘This ain’t the last we've seen of Mad Dog's men,’ he
warns, looking to the!west in the direction of Ciudad
Juarez. ‘We’d best keep moving while we're ahead.

i
Lt

- 210

we've made good progress, but we've still got about
100 miles to cover before we reach Deming.’

1 .

He climbs into-the cab beside Marine Knott, while

ou and the sergeant settle yourselves in the rear and
try to make yourselves comfortable. You leave the
town, heading north, following the remains of a
highway that promises to take you b.ack across the
porder and on to your rendezvous with the colony.
A few miles beyond the town, the highway crosses
a lake by means of a narrow causeway. The first few
rays of the dawn sun are lightening the eastern sky,
and, as you stare across the lonely landscape, you
find yourself thinking of Kate and the colony.

If all goes well, we'll reach Deming a few hours
before noon,’ says Haskell, studying a map by the
light of a tiny bulb in a wire cage bolted to the rear
of the cab. Then he slips the map inside his combat
jacket, switches off the light, and curls up on thelﬂoor
to sleep. You are now feeling very tired, soi you
decide to follow Haskell’s example and. try, despite
the rough ride, to get a few hours’ much-needed rest.

Before you sleep yc')u‘ must . eat a Meal or lose 3
ENDURANCE points. '

To continue, turn to 80, ' : f!. :
: —_ | [ | T
— 210 —. '

Breathless with the exertion and exhilaration of your
run, you crash through the foliage and throw yourself
to the ground, scarcely able to believe that you
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escaped from the crater without being shot. You are
beginning to think that the sniper failed to see you,
when suddenly there is a gunshot and a bullet smacks
into the base of a tree less than six feet from where
you lie. ‘ : E

P ' i : i
i H

Tuarn to 14.

; S
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As you turn to run, the clansman hurls his crowbar
at the middle of your back.

Pick a numbér from the Random Number Table and
add to it your Stealth and Perception skill totals.
Loy
If your total score is 9 or less, turn to 115,
If your total score is 10 or more, turn to 40, -

SR 212-213

You bring your shotgun to your shoulderi,_ and, as you
take aim at the assassin’s chest, you see him take up
a pair of binocular-like field glasses, which hang from
a strap around his neck. He places these bulky lenses
to his visor and begins to search the surrounding roof-
tops. It seems a curious thing to do as the buildings
are close: surely he does not need binoculars to be
able to see if anyone is standing on top of them?

He dips the lenses and scans the ground floor
windows of the courthouse, and a sudden chill stabs
your heart as you realize that he is not using a regular
pair of binoculars: they are sophisticated, enhanced-
resolution image intensifiers. He sees you and
immediately you squeeze the trigger, fearful that you
have left your shot too late.

Pick a number from the Random Number Table and
add to it your Shooting skill total.

If your total score is 10 or less, turn to 348.
If it is 11 or more, turn to 4.

o R N
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You fire, and almost immediately throw yourself to'
the floor of the truck, hoping to avoid your enemy’s
counter-fire. Fortunately, your move proves
unnecessarily cautious: your burst of fire hits the clan
commander in the head, killing him instantly.
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His death travels like s shbcél.:wéi}é thrbilgh'the other
clansmen, bringing them to an abrupt halt. They
abort their attack and fall back, a few of them stop-

ping just long endugh to pick up and bear his hfeless’

body away fmm the street. i

While there is a lull in the firing, you seize the chance
to help Knott and Captain Frankland clear away the
debris that is blocking your escape. A thick, wooden
pole, which once supported overhead electricity
cables in this part of;town, is jammed between the
wheel and the truck’s front fender. With:your help
they are able to shift it, and Knott returns to the cab
and starts the engine first time. Then, as he brings
the truck over the mound, you and the captain leap
on to the tailgate and pull vourselves aboard.

The street ends at a piece of wasteland but a few hun-
dred yards beyond it lies a highway running east to
west. The captain peers through the cab’s partition
window and gives an ironic laugh when he sees the
hlghway o o NS
‘Make for that road and head Wwest,’ he commands,
and Knott obeys.. Then he turns to the sergeant and

says, ‘Tt looks, like you're finally outvoted, Haskell. -

Seems weTe on:.our way to Mimbres.’

Turn to 326.

| —214=

As your eyes grow accustomed to the gloom, you see
that you have gained access to a small, sweet-smelling

P
4
v
P
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store room. Apart from an area occupied by a wooden
door, the walls of the room are lined with shelves on
which are stored jars of preserved fruits, canned
foodstuffs, and pickied vegetables.

On one shelf alone there is sufficient food for more
than fifty Meals. If you wish to take some, remember
to mark your Action Chart accordingly.

If you wish to continue to search the room, turn
to 127. i

If you wish to leave the room via the door, turn
to 334.

H i v
!
H
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You aim and fire at the approaching clansman, the
rising barrel of your weapon blocking your target for
just an instant. As your gun comes down from its
recoil you see him staggering on the steps, his eyes
bulging and his hands clamped to his chest. Then
his legs buckle and he falls from the stairs to land,
with a dull, heavy thud, on the dned-up bank of the
Rio Granda. . e
. i

‘What the . . ." hisses the captain, his eyes wild with
anger and fear as he turns to face you. Then, in the
next instant, all hell breaks loose.

Alerted by the sound of your gunfire, the clansmen
who are guarding the toll bridge immediately rush
to their searchlights and train them on the walkway
entrance. Within seconds the whole area is bathed
in white light, revealing the team, and the bodies of
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- the two dead 6lén.'.sehti'ies%. "Sw'ii’tly theiareé is ‘sur-
rounded by the enemy who open fire mercilessly.
Unable to find ‘cover or escape from this deadly

ambush, all four of you fall victim to the clansmen’s

guns, :

Your life and your mission end here. - |
. [
|

by b
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Using your strength, skill, and considerable deter-
mination, you overcome your climbing problems and
propel yourself to the peak. Elation hits your senses
when you stand on the top of the rockfall, but it is
a feeling that is all too brief.

i P '
From the eastern end of the gully a cloud of dust is
approaching. It is over a mile distant, but at once you
can tell that it is being kicked up by a motorcycle.
You stare at the approaching machine and, although
you cammot: see the .rider, you know-that it is the
assassin. Cursing your decision to abandon your bike,
you look around desperately for some means of
escape. . . oo, -
1 . C PR
If you wish to descend the west side of the rockfall
and. attempt to escape along the road on foot,

‘turn to 18... T
If you decide to descend into the gully and try to
t salvage your motorcycle, turn to 167.

If you choose to remain on the rockfall and attempt
to ambush the assassin when he arrives, turn to

332. ' -

i

. 217-218

You are beginning to think that the. ambush has
packfired when the captain arrives to help you to
overcome your adversary. He then signals to Sergeant
Haskell and Marine Knott, and they rush to the jeep,
return your equipment, and then help him search the
Mavericks’ bodies before hiding them in the bus

depot. : . 1

i

On returning to the vehicle, Captain Frankland offers
you the opportunity to drive.

If you wish to drive the jeep, turn to 142.
If you decide to let the captain drive, turn to 30.

— 218 —
IMlustration XIH (overleaf)

On your return to the main street you see Sergeant
Haskell in the distance, beckoning you over to a used
car lot near the middle of Rodeo. You hurry across
the highway and enter the lot, which specialized in
commercial and recreational vehicles before The
Day'. The faded billboards boast that ‘only the best
vehicles are to be found here’, but sadly this claim
is long out-of-date. Most of the trucks and RVs are
totally wrecked, and nearly all have tyres and
batteries that perished during the post-holocaust
years. All, that is, save one,

i

Captain Frankland has discovered a battered Toyota
Pick-up truck that still has four good tyres. He has
lifted the hood and, as you enter the lot, he asks you
to take a closer look at the engine. Apart from a dead

¢
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XIIl. Captain Frankland asks you to take a closer look at.the

engine.
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pattery and lack'uf.-ﬁiel,' you soon' realize that this
pick-up is in remarkably good condition. .

) e L o
‘well, we've found some gas,’ says Knott, raising the
fuel can, ‘so that solves one problem.’ ‘

“That's fine,’ replies the capta-ih, ‘but we’ll still need
some electrical power to get this engine started.’
_ : t E
If you possess a Solar Regulator, turn to 106.
If you do not possess this item, turn to 156.

- -
—219=_

You pump a cartridge into the breech as you bring
your shotgun to bear on the leading biker. Your finger
starts to squeeze the trigger as the muzzle levels off
at a spot two feet above the motorcycle’s blazing
headlight. - I

i

Pick a numbey _frbni the Random Number Table and
add to it your Shooting skill total. . ‘ :
If your total score is now 7 of leés;;: tutn to 27,
If it is 8 or more, turn to 112.

i

=220=. -

The unexpected ramming; sends you to your doom.
Your car veers off to the right and collides with the
Stationary landcruiser at over 100 miles an hour,
transforming it into a blazing fireball. With a scream

H
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of tmumf)h Mad Dog crosses the bridge; happy in the
knowledge that at last-he has wrought hls revenge

Tragically, your hfe and your mission end here lesS
than twenty miles from Tucson. .

£
i

o

The rock shatters with a loud crack that sends the
clansmen diving for cover. Instantly you spring out
of the ditch, crouching as you run, your eyes fixed
on the shadowy archway ahead. You are five yards
from safety when your foot connects with a twisted
steel rod protruding from the ground and you are sent
sprawling. You land with a jolt (lose 1 ENDURANCE
point), but almost immediately Knott pulls you to
your feet by your Backpack and bundles you towards
the archway. Moments later a beam of torchlight
passes over the place where you fell. It hovers there
for a few seconds then moves away slowly

Patiently you wait for your breathing to return to
normal. A glance around the pillar reveals the three
clansmen searching the place where the rock landed.
Confident that you have not been detected you con-
tinue on your way.

Turn toi 288. i
__ 222 —_

The horror of seeing the pistol pointing stralght at
your heart galvanizes you into action. You hurl

L 223
yourself at the floor, barely moments before the
muzzle belches flame, avoiding what would most cer-
tainly have been a fatal wound.

In the close confines of the comdor the noise of the
pistol’s discharge is deafening. You shake your head
in a vain effort to clear the ringing that now fills your
ears. Angered at how close you came to death, you
struggle to your feet and face the door, only to see
the spyhole slam firmly shut.

If you wish to attempt to barge open the door turn
to 186.
If you wish to shoot open the lock and are able

to do so, turn to 341. i

m23=

Suddenly something hits you in the back. The im-
pact knocks you flat on your face, and you gash your
hands and cheek on the )agged rubble: lose 2’
ENDURANCE pomts L P g-! ‘ A
Although you have been hit by a bu]let, ym‘: are not
seriously wounded. Your Backpack has saved you
from fatal injury: the bullet has lodged itself in one
of your Medi-kits. (Erase one Medi-kit from you
Action Chart. If you have no Medi-kits, erase the first
item you have recorded on your list of Backpack
items, ) 1 P

R ! t
Breathlessly, you drag your aching body towards the
front of the truck and start to help Frankland and
Knott clear away the debris that is blocking your

i
i



. Your toe connects with the heavy'métal box but-you
* are able to recover your footing in time to avoid fatl-

224

escape. A thick, wooden pole, which once supporteq
overhead electricity cables in this part of town, i
jammed between the wheel and the truck’s fron;
fender. With .your help, they are at last able to
dislodge it, and Knott braves the gunfire to climb intq
the cab. The engine starts first time and, as he brings
the truck over the mound, you and the captain leap
on to the tailgate and pull yourselves aboard.

The street ends at a piece of wasteland, but a few
hundred yards beyond lies a highway running east
to west. The captain peers through the cabs partition
window and gives a harsh laugh when he sees the
highway. | : '
‘Make for that road and head west,” he commands,
and Knott obeys. Then he turns to the sergeant and
says, Tt looks like you're finally outvoted, Haskell.
We're on our way te Mimbres.’

o
Turn to 326. -
: | I P

{.

ing over. Haskell draws level and together you jump
and cling to the truck’s tailgate as Knott:starts to move

: away. Helped by Captain Frankland, the two of you

make it safely aboard as the truck rapidly picks up
speed. E .
N
Turn to 5.

Lo aa5-228
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you follow the wide trench until you find a suitable

Jace on the far side of the rockfall to make your exit.
ghe ascent is accomplished without dlffmu}ty, and,
as you clear the crest of the gully, you brl_ng your
motorcycle to a halt in order to takg a parting look
at the approaching cloud of dust. It is Ie:'ss than.half
a mile distant, withinirange of a sniper’s rﬂ'lg. Chilled
by the thought of your imurdered companions, you
wind back the throttle and gun your bike along the
pumpy mountain road.

Turn to 90. .

i :
=226 — |
You hit the ground with a jolt that leaves you
breathless. Moments later, you hear a dull thud and
a screech of buckledimetal as the motorcyle clipsthe
gas pump and crashes down on its side. You lou!c up
in time to see it rolling over and 'over, then, with a
loud bang, it slams into the gas station wall.
Cautiously you get to your feet land approacl} the
tangled, smoking wreckage with! your gun poised.
You are still very wary of this maniacal rider even
though the. chances of his surviving such a terrible
crash must be slim indeed.

As you expected, the rider is dead. A closer examin-
ation of his broken body, however, reveals that he
was dead before his machine hit the ground. He was
killed as he sped over the bridge by a ricocheting
bullet, and his body, slumped over the handlebars,

i
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kept his machine balanced in an upright and fixeq
line. : o .
, a L i
Thinking of how close you came to death makes yoy
break out in a cold sweat. Uneasily you wipe: your
farehead with the back of your trembling hand as yoy
turn and walk away from the dead clansman and hig
shattered bike. ! P

Turn to 2ﬁ9. !

SR .
=227 —
: Hlustration XIV : g

The sound of the crash brings the clansmen to a hali
at the side of the mountain road. They dismount from
their machines and peel off their leather face masks
before taking tentative steps towards the edge of the
steep-sided canyon. The sight of the burning
wreckage draws evil grins across their cruel faces,
and when Knett's blood-stained tunic is found
nearby, they laugh and howl like victorious jackals.
Convinced that you are dead, their leader radios the
. news to Mad Dog Michigan. When he finishes: the
call he orders his scouts to remount their bikes-and
follow him back to Lordsburg. Only when you-can
no longer hear the thunderous growl of their bikes
do you leave your hiding place and set off on foot
- along Highway 80, heading south.

It is only an hour after the sun has risen and the
temperature is already climbing above 90 degrees
Fahrenheit. The prospect of spending a whole day
walking in the burning desert heat is too dangerous
to contemplate seriously, so when you see the town

XIv,

When Knott’s bloodstained tunic is found, the clansmen
laugh and how! like victorious jackals.

y
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i Lo Gooh "‘!ii‘-::r:i“'-‘,
of Rodeo shimmering in thedistance; you refolve to
set about finding a replacement vehicle the momen;
you arrive. R T S

; R I RIS R ;5 [

The highway cuts through the centre of this empty
town, dividing it intotwo halves of roughly the same
size. A derelict furniture store marks the start of the
main street and it is here; in the shade of its awning,
that you stop to rest. You must now take aDrink ar

lose 3 ENDURANCE points. :
Once you have recovered your strength, Captain
Frankland and Sergeant Haskell pair up to search one
half of the town while you and Knott search the other
You need to find a serviceable vehicle that will carry
you as far as Tucson. o ‘

‘We'll meet back here in half an hour,’ sdys the
captain, and offers you the choice of searching the
west side or the east side;of Rodeo. = .

If you wish to search the east side of the town, tumn

. to198. , . . . T

If you choose to search the west side of the town,
turn to 314. .. Lo i

M'F . H
u ok - R

' ' | =228 = s

" Your gunfire catches the clansman in the upper chest

and sends him spinning across the room. He hits the
far wall, rebounds, then drops to his knees, his hands
scrabbling all the while to maintain a grip on his
weapon. He is determined to killiyou but, as he

T X
¥

229

ruggles to rais;, his machine pistol, death robs him
3f the chance to'avenge himself. .

cramble out from under the table to see the
glzlécfhound scurrying away through the open dom:.
Aware that the noise will have alerted _thg dead man’s
confederates, you waste no time in 'forcmg_ open the
window and leaving the building via the fire escape

stairs.

Turn to 158, A

i P HEE s
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| =229=

| )
The interior of the repair shop looks like a junk yard
after a sandstorm, The floor and counters are littered
with pieces of electronic equipment that were once
praised as the best of their kind during the
communications boom that swept the world at the
turn of the century. Now these gadgets lie broken and
buried beneath a blanket of post-holocaust dust.,
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You spend several m&nutbs siftﬁig thro‘ugh the debns

and manage to-unearth a CB Radio transceiver thy

still functions. If you choose to keep this item,

remember to adjust your Action Chart accordmgly
]

Turnt0245.. 7 : s
¥ o P

=230= .

It is not long before Interstata 10 appears ‘on the
horizon, its surface glowing warmly orange in the
light of the setting sun. When you reach the junction,
Knott drives on to the freeway and brings the truck
to a halt to allow Captain Frankland to inspect the
surface. The tyre tracks of several heavy vehicles are
clearly visible in'the dust, 1ndlcat1ng that the colony
has passed this way some time in the last six hours,
The dlscovery is well received; it confirms that the
convoy broke out of El Paso successfully, and it raises
your hopes for an early reunion with Kate and the
others. ; , , ‘

5 Seven‘ miles west of the iunction, ‘the remains of a

small New Mexican town stands less than a mile from
the freeway. A set of fresh tyre tracks veers away from

i . the freeway and heads towards the town. The tracks
' are'quite distinctive and you recognize them at once:
. they were made by the tyres that are ﬁtted to your

roadster

If you w15h to ask Captam Frankland to follow the
tyre tracks, turn to 137.
- If you decide to say nothing, turn to 33.

.
i

- 231-232

=231 =

you brake hea\nly and Mad Dog s speedster crosses
in front of you to hit the barrier with a terrific screech.
Metal twists and sparks fly from the fender as he
scrapes along the crash barrier at nearly 100 miles
an hour. You pull back and overtake him on the right,
powering your roadster away as he fights to free
himself from the barrier's magnet-hke grip..

Turntolz. . ; i

V"_232,_."'

A barricade of wrecked autos has been strung out in
a continuous line across the highway at the entrance
to the town. Beyond this wall of buckled hulks, you
see that the town is clan held. More than a dozen
motorcycles are parked on either side of the main
street, where two or three clansinen are esleep in the
shade. f, S . . :

‘Why are they so interested in holdlng thls God-
forsaken place?' you ponder aloud.

‘Strategically- n's 1mportant replies the captam Tt
controls the only cress-border hlghway through the
mountains into New Mexico.’ ,

The captain asks for Sergeant Haskell’s map, and after
studying it, he says: ‘The town’s called Columbus. If
we're gonna reach Deming on time we'll have to
smash our way through the road block, otherwise we
face a long detour on Highway 9, the Mimbres road.

1
H

|
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! I we go that way we’ll have to try an }mf( up “With

the convoy someplace else, someplace further. ‘West,
like Lordsburg or San Simon. Elther way it’s: damn

- rlsky

i .
i l

Because of the risks mvoived the captam puts the

. decision to the voté. He and Knott opt to take 4
-detour, while Sergeant Haskell favours the direct

approach. He votes to crash the road block while the
clansmen are off their guard. The others wait to hear

your choice. : ‘ .
i : , R

If you vote to smash through the road block turn
to 342.
- If you side with I;he captam and Manne Knott and
vote to detour Columbus, turn to 177.

¥
]
¥

— 233 —

. You have entered what appears to be. the hvmg area
of a small, well-equipped, efﬂcmntly organized
. colony. A bellows-operated air pump stands in one
- corner next to a bookcase filled to bursting with

- classical literature, disc-chips, and visi-cassettes.

There are compact industrial batteries to .supply
power to the ceiling lights, a hand-cranked generator,

. a short-wave receiver, video and hi-fi equipment, a

wall-mounted cine-screen, a computer and VDU, a
first aid kit, and cupboards from floor to ceiling filled,
no doubt with other essential and luxury items.

Oppos1te the doar by which you entered in the corner
of the room is an open trapdoor. A flight of steps

.}_descends into the darkness of another room directly

h aEE

!

" 234-235

pelow the one in. wh:ch you ‘now stand You point -
to it, Knott nods his head, and together you approach
the steps with your guns at the ready

If your Perception sklll total is 4 or less, turn to 139.
If your Perception skill total is 5 or more, turn to
77. ‘

—233—

Nervously you glance over your shoulder as the howl- -
ing grows louder. Then you catch sight of them, two
slack-jowled bloodhounds, padding their way across
the Montana Road with two clansmen close behind.
One of the men is carrying a machine pistol; the other
a long-handled flashlight.

You are beginning to fear the worst when suddenly
both dogs smell the meat and bound towards jit. The
clansmen curse them, but, before they can pull them
away from their meal, you and Knott reach the open
door of a derelict building and slip inside unseen.
Although the interior is dark and dusty, you are able
to discover an:exit on the far side of the building and
escape before the enemy has a chance to catch up.
. ] )
Turn to 93. . g}

-3!—__‘::_."_ 2E35 =

You fight to maintain control but the handlebaré_twist
out of your grip and you lose your balance. Before
you can recover, the front wheel locks and you are

i
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thrown forward, head-first ovet the. headlight, to lang
with a sickening thud: at the bottom of the rock
strewn gully E : . L .

Pick a number from the Rundam Number Table (ln
this instance 0 equals 10). Add 1 point to the number
you have plcked ‘ !

Your total écore is equivalent to the number of

ENDURANCE points you must lose asa result of your

fall. : N [

A TS l" ; -"4 Ty e

If after. this accident, youiare!still alive, turn to

- 307. : L
- :i" : “i LR

=236=

You wake withi a start, your hand reachmg fdr 'your
gun as you sense vlnstlnchvely that somethmg is
wrong [ P

. _‘a-, .
l l=.=,| v I

‘Qulck _everyone up" hlsses the sergeant 'Theres

trouble fon the way" T S -:

: by ;\;,li
Wlthui secon&s you are w1de awaXe; taking in every
detail of your surroundings, assessing the threat. A
column of; vehicles is entering -the  town, : their
headlights hooded but still visible in the darkness.
There are several four-wheeled vehicles but motor-
cycles meke up the ma]orlty It 13 a clan convoy.

They enter the town and stop in line’ along the main
street. They, too, are following the colony’s tracks,
which have led them straight to you.

! P

ERR 237

AnRV draws upalongsideithe line of vehicles and out
steps a man with hatred blazing in his eyes. A chill
(ouches your heart s you recognize his haunting
features: it is Mad Dog Michigan. He screams a com-
mpand and immediately the clansmen-leave their

machines and, with torch in hand, commence a
search of the surroundlng bulldmgs

This way!” says Captam ankland Hls voice a harsh
whisper. You and the others follow him up a flight
of stairs that leads to the roof. As you crouchi beside
the parapet that encircles the roof, you peer carefully
through a gap and into the street below. There are
clansmen everywhere, running back and forth, their
torches probing every shadow. All the same, you are
beginning to feel sure that they will miss you when
you hear somethmg that sets your pulse racmg

Turn to zs& i;:,;

m—237 i
o p"iflj--.."-

Marine Knott begms his descent;to the basemient
while you race up the stairs to a landing on the first:
floor where ‘a’ corridor streiches away: into sthe
darkness. To your right is a door, slightly ajar, which
bears the faded; words ‘EL PASQ JOURNAL — NEWS
ROOM on its panelled wood surface. You'enter to
discover a large, dusty room cluttered with desks and
computer terminals. A fire escape sign catches your
eye: it is positioned above a window on the far side
of the room: C8 I

A noise on the stairsi makes your heart skip a beat:

; H
: I



238-239 .

someone is approaching. Hurriedly you weave.yqy,
way through the maze of office furniture, taking grea;
pains to avoid making a noise, only to discover that
the fire escape window is jammed shut. A light
shines across the door and you hear the snufflin
whine of a bloodhound in the corridor outside.

If you wish to smash the glass and escape through
the window, turn to 153.

If you decide to hide among the desks, turn to 9.

=a238=

You investigate the ground surrounding the spring
and discover that it is lush with green vegetation,
mosses, and damp earth imprinted with many animal
tracks. There are no signs of carcasses or dead foliage,
which would indicate that the spring .is con-
taminated. C .

Now that you are sure that it is safe'to do o you drink

- from the spring, refill your water canteen and wash
"in the cool, clean water: restore 4 ENDURANCE
; points, v L '

To continue, turn to 289, |

. =239

The spectators’ enclosure offers enough cover for the
three of you to reach a position directly opposite the
parked trucks without being seen, but the minutes
pass slowly as you await an opportunity to dash

0

R BRI TP ThE L L [V R S AR S
qcross the. track ‘and plant’ ybu'f"ri"r-rffﬁé's.‘ Sergeant
Haskell and the't:aptai_n_seizerthe flrst:_‘opportun}ty .
and make it across the track safely. Once they are hid- ,
den beneath their targets they signal to you to join
them as quicklyi as you can. Four long minutes tick
by before you get the chance to reach the flrst truF:k. :
Wwhen it comes, you tense yourself l.ikt? a coiled spring :
and propel yourself forward, sprinting head-d_ow_'n :
across the track towards your target. \E’ou are within
a few feet of the vehicle when a Mexican clansman
suddenly appears and walks directly in your path:

collision is unavoidable. L

Add togetheriyour Stealth and'Perception skill totals.
Now pick a number from the Random Number Table
and add the number you, pick to your combined skill
otl. S
S _ o
If your final score is'8 or l.essi} turn to 122, .
If your final score is 9-13, turn to 204. :
If your final score is 14 or more, turn to 333.

R O A b

=240= '

You fix your ,eiles on the trail that disappears inito the .
pines on the far side of the plateau. Taking a dgep _
breath, you launch yourself out of the trees, running- -

as fast as your aching legs will allow. . - i

B,

: ! P ‘. : . ' :l ! .
You are near the middle of the clearing when the
silence is shattered once more by the sound :aOf the
sniper's rifle. S o
. . ! i F t ' [ j! : ! ’ .
Pick a number from thé Randém Number Table.

{

[
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I ithe! m.i:énber‘ ou“have picked is"‘ﬂés," turn to
¥ P 9, U to g

If it is 6-9 turn to 108 o :

T4 =

You watch the assassin remove a banana-shapeq
magazine from his pocket and insert it in a slot iy
front of the rifle’s trigger guard. Then he shoulders
the weapon and takes up a pair of binocular-like fielq
glasses, which hang from a strap ;around his neck
He places them to his visor and methodically scans
the surrounding rooftops. This strikes you as g
curious thing to do as the/buildings are very. close:
surely he does not need binoculars to see if anyone
is standing oni top of them? Then a chill stabs your
heart when he scans the first floor windows of the
courthouse and you realize that he is not using a
regular pair of binouclars: they are sophisticated,
high-resolution;, image intensifiers. " .

'

1
d

Irﬁmediatefyiyoﬁ ;dﬁcli back from the wmdow. but

you fear that he has already located ‘your position.

Pick a nufnb‘e‘r:from' Random Numbél‘i-Tc;!ljﬂe;‘ "

If the nuiinber -yiéu' have picked is 0-3, turn to 173,

- If it is 4-9, turn to 327. o

— 242 — N

As the rock smashes to the ground, you spfing out
of the ditch, crouching as you run, your eyes fixed
on the shadowy archway ahead. You have covered

243

aly a few yards ‘when you hear a faint noise

oomewhere on the road above. There is a flash, then
z peam of torchlight poursi down from the: freeway
parapet and comes sweeping towards you.,

pick a number from the Random Number Table, and
add to it your current Stealth skill total:
o

8 or lalés, turn to 13. 1

If your total score is,

If it is 9 or more, turn to 76. SRR
o Lo for e oo
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You cross to the door opposite and lift the latch. At |
first it does not move and you;assume that it is lock-
ed from the inside, but then you notice that it fits
poorly in its rough-hewn timber frame, and realize
that the door is simply sticking. A sharp kick soon i

cures it. oo 4. Yy

B [
it ¢

i EE;::;-;‘ Dot ‘!I' ' ' i 7 .,-'I.VI y '
Inside you discover.a large bed, constructed of pine
and covered with a counterpane of rabbit fur. An

assortment of male and female clothing hangs from: -

a rail at the foot of the bed, and a handful of faded =
family photographs stands on a table beside it. You -
search a cupboard behind-the door and discover a

Solar Torch and a Screwdriver.

6
,oL

Having discoveted what lies behind ‘tw.(l),‘of the doors

in this corridor, you leave the room détermined to

learn what lies behind the third. i

Turn to 32%.
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The truck hits the wall of cars with a tremendoy,
crash that sends a violent shudder through the flog,
Angry voices and the sharp crackle of automatic gun.
fire can be heard amidst the roar of the engine as th,
truck lurches through the enemy line and accelerate,
along the main street. The air becomes livid with the
sounds of singing bullets. They pierce the canvas and
shatter against the cage-like frame. An occasiong|
fragment singes your skin but otherwise you escape
unharmed. : P e

Now Haskell is at the tailgate, returning.fire at the
clansmen who are guarding the barricade,. forcing
them to quit shooting and dive for cover. You move
to join him but you are distracted when you. feel the
truck decelerating. A glance over your shoulder iy
the direction of the cab window soon ‘reveals why
Knott is slowing down. ' L

Turn to;?;;;— L

—::_245 _ i

Certain that you have missed nbthing of zany practical
value, you leave the radio shop and return to your
motorcycle. Before starting it, you check the engine
and notice that the cooling fins are very hot to the
touch: the lack of oil is causing the bore to overheat.
As you kick start the engine, you hope desperately
that the bike will continue to run long enough to

i carry you back to the colony.

!

Turn to 50.

246-247

se proximity’ of your target, the con-
ite the close proximity’ of your target, t
Deﬂzljolting makes it hard to bring the barrel of your
.fle to bear. Unable to aim with any degree of accu-
n ¢y, you are forced to fire into the _shadowy area
:;,ov’e the motorcycle’s blazing headlight.

pick a number from the Random Number Table and
add to it your Shooting skill total.

sta

If your total score is now 11 or less, turn to 27.

If it is 12 or more, turn to 112—._ !

| o S
v Ch i
R

Inside the Post Office the air is thick with dust,
making it difficult for you'to draw bx_'eath as you
explore the lobby. You find little of practlcgl use here, |
only a Fire Extinguisher and a Ball of String. (If you
wish to keep either or both iterns, remember to record
them on your Action Chart). :

On leaving the lobby area, you investigate a'small
office and make a macabre discovery. Three rag-clad
skeletons, all former Post Office staff, are seated at
their work stations, their bony frames ‘slumped for- -
wards over the, keyboards of their computers. You
find the sight disturbing, and when you hear Marine
Knott calling to you to come to the rear of the Post
Office, you waste no time in responding.

Turn to 129." e X
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?;____248

You lift your ‘'machine pistol to your shoulderf

to ignore the bullets that are ricocheting off the
tailgate as you take aim at the clan commander. Fo;
a brief moment his eyes widen with shock when he
sees the muzzle of your G-12 pointing in his direc.
tion. He starts to step away, but before he can fing
cover, you squeeze off your first burst of fire.

Add together your Shooting Sklll total and your cur-
rent ENDURANCE points score,
if i l‘ i

If your total is 6 or less, turn to 99. .
If # is 7 or more, turn. to 296. .

[
b

=209=

You are within ai few feet of the fohage when a shot
rings out and, an agonizing pain in your left temple
brings you crashing to the ground. Swiftly the pain
is replaced by a numbness that clouds your vision
and drains the strength from your limbs. An over-
whelming desire to sleep assails your senses, and,
although you fight to stay awake, itisa fight you can-
not win. :

Tragically, yvour life and your mission end here in the
Pedregosa Mountains of Arizona.

=250=

Warily you, make your way through the streets of

251

Ciudad Juarez, past'the derelict stéies of the Pronaf
Shopping Center, and on towards the Juarez Race
Track. The captain knows this border town well, and
he is confident that Mad Dog Michigan will take
delivery of the explosives at the town's famous dog
racing track, which he and the Mexican leader,
Santiago, are using as their joint headquarters. Its size
and defensive position. are. 1deally suited to their
needs.

From the ruins of a burnt-out café Ior':étediopposite
the race track’s éast gate, you act patiently as lookout
while the captain considers the team’s next course of
action. While you are observing the traffic of men
entering and leaving the clan headquarters, you must
eat a Meal or lose 3 ENDURANCE points.

Turn to 100.

L =251

You move in quickly towards the biker, h!dping that
the speed of your attack will catch him off-guard, but
he sees you coming out of the corner of his eye, and,
as you leap over his machine and launch your first
blow, he avoids it by rolling aside. He rises to his
feet, and you see the glint of pohshed steel in his
right hand.. ) ,
; ] |
ie : Firefox: :
., CLOSE COMBAT SKILL 16 :
' ENDURANCE 24

i you win the combat, turn to 192,
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~“But that car is gaining on us.’ . u
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Mustration XV

~ You are five miles out of Benson when you noticé

in your driving mirror a cloud of dust rising in the
distance. You tell Kate and she turns around to take
a look. L | , S S
‘Clan scouts, a pack of them,’ she reports. ‘Looks like
twenty bikes, but they're not on their own. They're
tailin’ a car. Well, I think it's.a car - it's got four
wheels.” She continues to stare into the distance for
several minutes, then she says: 1 don't like the look
of it, Cal. Let's not hang around to say hi to these
dudes, OK?’ ' : S

. :
) H -

You respond by flooring the gas LpedalI until the
roadster’s speedometer registers 100 miles an hour.
“The pack’s dropping back,” shouts Kate, her' voice
barely audible above the noise of the rushing wind.

&

You are speeding over a girder bridge, across a ﬁvja‘ter-‘
course known locally as the Pantona Wash, when you

see the car in your mirror. It is black and bullet-
shaped, with an enclosed driver's compartment and

a roaring lion’s head emblazoned on the hood. It

accelerates to within twenty yards of your trunk, and
you catch sight of the driver's snarling face. A shiver
runs down your spine when you recognize the manic

" features of Mad Dog Michigan.

Kate draws her pistol, but before she can take aim,
you hear a burst of heavy machine gunfire and see
muzzle flashes erupting from the front of Mad Dog's
speedster. The heavy-calibre rounds slam into your

P : i
P . !

XV. The car accelerates and you catch sight of the driver's
snarling face.
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trunk, and the force of their lmpact at”l;iéh speed :

sends your roadster careenng into a skld

Pick a number from the Hundom Number Tub]e and
add to 1t your Driving skill total. ; &

If your total score is now 6 oxj less; turn'to 41.

If it is 7-10, turn to 161. P -

If it is 11 or more, turn to 321. b
C . Lo

Y =253="

The instant you deal your enemy:a killing blow; his
partner appears and shines a torch full in your face.
For a moment you are blinded by the glare, but
instinctively you move to defend yourself as he leaps

towards you, a baseball bat poised to crush your

skull.

: Babe Ruth: L
‘! CLOSE COMBAT SKILL 15 | '
| ENDURANCE 25

Owing to your partial blindness, and the fatigue of
your earlier combat, reduce your CLOSE COMBAT
SKILL by 2 points for the duration of the fight.

If you win the combat, turn to 310. _
: L Nt

—254 =

Your stomach lurches when you hear yet another shot
echo across the mountains. You flinch as you run,

- 283

half expecting to feel: the pain of impﬁct, but the
bullet misses you and lodges itself in the trunk of a
pine tree less than ten yards ahead.

You reach the trees and throw yourself down behind
a thick pine, breathless with fear and sheer exertion.
As you lie there, inwardly weepmg, fighting to con-
trol the nausea that rises in waves, Marine Knott
crawls to your side and tugs at. your sleeve.

‘We stand a better chance if we can get deeper into
the forest,” he says, his voice betraying the fear that
is gnawing at his insides like a voracious rat. You
blink your approval and struggle to follow him as he
crawls across the tinder-dry bed of pine needles and
sickly brown vegetation that covers the tall trees’
roots, ‘ '

Turn to' 189.%

=255

Confident that the clansmen are too shaken to be able
to shoot straight, you laugh with disdain at their
attempt to. hit the truck. Unfortunately, they are
armed with hlgh-powered 'M-10 assault rifles that are
fitted with telescopic sights. Moreover all three men
are expert shots. ‘

- :
; i

A withering hail of bullets hits you in a line across
your chest and sends you tumbling backwards to
Crash against the cab. You feel no pain, for two of !

the rounds have pierced your heart. Death is instan- :
taneous.
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Traglcally, your life and | your mission énd héte on
nghwayg ‘! L

REPTTERERES

You wake shortly after dawn feelmg thoroughly

ity

refreshed after ten hours’ uninterrupted sleep: restore
4 ENDURANCE points. Thelbamcade is still intact
and, once it is dismantled, you .arm yourself and"

. investigate the cabin above. Nothing has been

touched during the night, prompting yots to believe
that you may, at least for the time bemg, !have gwen
the assassin the slip.
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After eating breakfast, you set about unpatking and
constructing the motorcycle. There is sufficient
gasolene stored in the cellar to fill its tank, but you
can find no engine oil. The motorcycle'sioil level is
very low and you can only hope that it will get you
as far as Tucson before breaking down. . -

i

After studying the map, you mount yout new vehicle

and set off along the road, heading west through the
Swisshelm Mountains. You enjoy the cool breeze
whipping through your: hair as you ride at speed

“along the empty highway, and you cover more than

twenty miles before you come to a tsmal} town ‘with

. a sign that proclauns

) GLEESON WELCOMES CAREFUL DRIVERS

If you w1sh to stop at this mount’am town, turn to
i 64.
- If you decide to nde thmugh w1thout stoppmg,
turn to 50.: ‘ i

o S 257
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Quickly you drag the clansman's body under the
truck and prop him out of sight behind the rear
wheels. You then turn your attention to the vehicle
behind. The captain is crouching beneath it, signal-
ling to you to place your contact mine in position.
The heavy disc locks itself against the dusty tank and
you uncover its detonator button carefully. Once
again the captain signals and once again you obey
his command, this time by pressing the button. As
soon as the timing mechanism starts to tick, you close
your Backpack and make a dash for the truck that
Knott has commandeered.

Frankland and Haskell join your escape: the captain
is running twenty yards ahead of you and the
sergeant,, who has had to place two mines, is trail-
ing behind you by about the same distance. Knott
sees you in the side mirror and starts the truck,’smoke
belching from the exhaust pipe as he revs the reluc-
tant engine.: The captain reaches:the. rear and
clambers over the tailgate just as a couple of clansmen
notice you running and start shouting wildly. Their
screams distract your attention and you fail to notice
a metal tool locker that is lymg on the ground dlrectly
in your path '

I
I H

Pick a number from the Random leumber Table and
add to it your Stealth skill tntal.

H !
1

If your total score is now 9 or less, turn to 107.
If it is 10 or more, turn to 224, !
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Steaﬂily .tlz'.le- highway climbs towards a ;iass, béyond

. which there is a hairpin bend. You: manage to

negotiate it safely, only to find that a rockfall has par-
tially blocked the road less than twenty yards beyond
the bend. Your driving instinct warns you not to
brake heavily for fear of sending the jeep into a skid,
50 you try to steer around the mound of fallen: rock
without slowing down. Your tactics work: you clear
the mound with inches to spare. Unluckily, as you
straighten the steering wheel, you strike a stray
boulder and the jeep is brought to a grinding halt.
The front running gear’s iwrecked,’ says Captain
Frankland, despondently, as he inspects the damage.

“There’s no way we'll get any further in this vehicle.’

The situation looks bleak: the clansmen are Iike]} to

show up at any time and they are sure to catch you
now- that the jeep is wrecked. Then an idea occurs
to you that might just throw them off your trail. If-

you were to set fire to the jeep and push it into the

deep canyon,that borders this section of-the moun-"

tain road, the sight of the burning wreckage might
convince them that you had met with a fatal accident.”

The others agree that it is worth a try and immedi-

ately set about ;preparing the jeep. Together you
manhandle it to the edge of the road, then light 4 rag,
which Haskell has stuffed into the gasolene filler
pipe. Once it is burning, you give one last push.and
send the vehicle careering over the edge into the

* canyon 300 feet below. After the resounding crash, .

you hear the clansmen approaching and you quickly
take cover among the boulders. To make it seem more

AR IR AL 259-260
ealistic Marme Knott i.dr&';iﬂ.l‘:is ‘Blood-stained tunic
;t the edge of the road before he takes.cover, seconds

pefore the first riders appear on the:scene.
: : ¥ i . N PR

Turn td-zi;‘zf.i? DR R
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drop to the ground, biting back your urge to cry
:3:] in pl;in as; y?m gash your knees an_d; elbows on
the sharp rubble (lose 2 ENDURANCE points). Marine
Knott copies your move, and:the beflm of the to?ch-
light passes over your still bodies without stopping.
It hovers nearby:for a few seconds then reluctantly

moves away. . gl

. b I -
Slowly you crawl the final few yards to cover. When
both of vou are hidden from view, you wait for your
breathing to return to normal and then glance around
the pillar to see if the coast is clear. The torchbeam
is scanning the ground; further south. Then you hear
a curse from.somewhere on the freeway above and
the light is switched off.. b e :

N

Confident ‘that. you have not been. detected, you
readjust your equipment and‘contmue.pnl. your way.

Turn to 288.

—260— .

Mad Dog’s speedster crosses in ‘flont of you as you
reduce your speed quickly, and Kate cheers as he hits

[
'
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the barrier'with a terrific screech. Metal' twists ang
sparks fly from his fender as he scrapes along the
crash barrier at nearly 100 miles an hour. You stamp
your foot on the gas pedal and overtake him on the
right, powering your roadster away as he fights to
extricate himself from the barrier's magnet-like grip,

Tu;n to"rlz.
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Fixedly you concentrate on the area of the forest that
you have picked as your target destination. The more
you think about what lies ahead, the more you shiver
with dread at having to risk your life running such
a dangerous gauntlet of fire. i

The chance that the sniper will fail to hit y’ou is"very
slim indeed. To increase the odds in your favour, you
will need to distract his aim. . ‘£

If you possess a HE Grenade, turn to 101.. . i
If you possess a Signal Flare, turn to 338. .
_ If you possess neither of these items, turn to 56,

L =262=

The silver :dollar hits the dusty soil, spins, then settles
heads-up. , . :

‘OK men, that decides it,’ says Captaiﬂ Frankland,
stooping to pick up the coin. ‘We hit Columbus right

- 263-264

nOW- Sefgééﬂﬁf"é—!-f'yoﬁ land Kriott'see whit'sort o extra
rotection you can rig up to the truck’s front fender,
while me an’ Cal set up firing positions in the back.

[ don’t think we're gonna have time for that, sir,’ says
Knott, apologetically. ‘Looks like more o’ Ma'd Dog’s
boys are on their way.” He points alo_r_lg therhlghm‘ray :
at an ominous column ‘of dust that is approaching
from the south, S }
‘Hell” spits Frankland. ‘We'll just have to take our
chances. Mount up mern., We've got a date to keep an’
[ aim to be there on time.’; ; TR

Turn to 128. ' B Y

=283= |

Through yclbur lenses you watch as the black-clad
rider casually withdraws a bulky pair of binoculars
from a saddlebag, flips back the visor of his full-face
crash helmet, and raises them to his eyes. After a few
seconds, he kneels behind the motorcycle and rests
his elbows on the seat in order to steady his hands
as he scans the landscape. You are in no doubt that
he is looking for you. ' :

‘Turnt0263%; I o L

Hlustration XVI (overleaf) )
Coarse shouts and whooping screams of delight echo

|
3



. He paces the main street, shaking his fist, demanding
that his men fulfil his lust for revenge.

© i 264

from ' behind’ the Building: ‘the' cldnsmen Hhave
discovered the truck. The news;is relayed to Mad Dog
Michigan stirring him to a fearful rage. ‘They're here,
{ know it""he screams, demonically. ‘Find them! Find
them! I want them dead! ! .

: s i
i ! ! i

He paces the main street, shaking his fist at the
buildings on either side, demanding that his men
fulfil his lust for revenge. They storm the building
on which you hide and at once you begin locking for
a way out. ' | ‘

The fire esct;pé ‘offers no so]ﬁtior;:_ its ladder descends -

to the main street. There is only one way off the roof
and that is to jump to the neighbouring building fif-
teen feet away. After jamming the roof door to delay:
the clansmen for as long as possible, the captain leads
the escape. The others throw their guns and equip-
ment across and then make the jump safely. You are
making the run-up to your jump when you hear a
loud burst of gunfire and see the roof door collapse,
shot off its hinges. @ - g e o '
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Add together: your Stealth skill; total anid 'your__dur-

rent ENDURANCE: points score (igneoring any
encumnberance penalties you have due to the number
of Backpack items you possess). Now pick a number

from the Random Number-}'l‘uble.and ‘add this figure .

to your score. S A H A
P o ;

If your total score is 18 oriless, turn to 45.
If your total is 19-22, turn to 349. .

If it is 23 or more; turn to 130, !



 The howling grows louder. Then you catch sight of
them, two slack-jowled bloodhounds, padding their
way across the Montana Road with two clansmen
close behind. One of the men is carrying a machine
pistol; the other a long-handled flashlight.

One of the dogs smells the meat and bounds towards
it, but the other ignores his brother and continues to
lead his torch-wielding handler straight towards you.
He sees you, and begins to bark wildly, alerting its
handler to0 your presence.

‘Run for 1t" you hiss. ‘We ve been seen" '

Knott fincreases his speed and you follow h1m pray-
ing that you will reach cover before the clansmen
apen fire. Your prayers are answered. In his haste,
the clansman drops his flashlight, and before he can
retrieve it and switch it on, you follow Knott through
the open door of a derelict building.

‘We stand a better chance if we ‘split up,” you say,
casting an anxious glance over your shoulder at the

yellow light that is streaming through the doorway..
‘But remember — meet up at the bridge as planned -

The torchlight 1llum1nates the mtenor suffimently for
you to be able to make out two possible exits: a
carpeted staircase leading; to the first floor, and
another leading down fo. the basement. ! j

If you wish to ascend the stairs to the first floor,
furn to 237, -

! :
{ o i L
i : : ;
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If you decnde to descend to the basement turn to
58, ‘ : .

“—266#

A rush of adrenalm fires your reﬂexes and you throw

yourself to the floor as the muzzle of the gun belches -

flame. You avoid a fatal wound but you do not escape

“\.

entirely without injury. As you fall, one of the bullets .

cuts a stinging groove across the side of your skull:
lose 4 ENDURANCE pmnts

Angered by the wound you have recewed and how

close you came to death, you struggle to your feet just
in time to see the spyhole slam shut. _

If you Msh to attempt to barge open the door, turn ‘

to- 186.
If you wish to shoot Open the Iock and are able

to do so, turn to 341

You flre a snap shot from ﬂw hip and send one of
the clansmen: somersaulting backwards out of the
truck, But before you can get a:bead on his con-
federate, he leaps head-first from the tailgate and
pulls you to the floor. Desperately you wrestle to get
free, but your gun is dashed from your grasp and you
steel yourself for a tough hand-to-hand combat.
. TN i !
il " Gator:: i
i | CLOSE COMBAT SKILL :15
ENDURANCE 26i: ' = |
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268-269

Owing; to the sbeed of youf "ene'my’s attack, you.are

unable touse a close combat weapon until the second
round of the f:ght :
1

If you win the fight tum to 117..

i

_.:':268:*

Suddenly you notice a bullet wound to the dide of
the biker’'s head and realize that he is dead. He is
slumped forward over the handlebars in a racing
pose, his right hand locked on the throttle and his
weight balanced to keep the machine upright and
fixed in a straight line. :

" You scramble to your feet and'throw yourself out.of
the path of the dead biker as relentlessly his machme
approaches the gas pump , “h

Pick a number from thé Random Number Table and
add to it your Stealth sklll total

If your total score is 4 or Iess turn to 308
If it is 5 or more, turn to 118.

i P i

= 269=_ |

Using the length of plastic tubing, you are able to
syphon more than a gallon of gasolene from the
truck’s fuel tank. Once you are sure that:you have
retrieved as much fuel as possible you seal the fuel
can and call for Marine Knott to )om you in the park—
ing lot. !

|
i

Turn toI;‘47;f';:;';: R PO A B T i

=270—_

you freeze for an instant, then raise your hands above
your head slowly in a desperate atterapt to save
yourself by surrendering to the assassin. Unfortu-
nately. your actions do not impress the cold-hearted
murdel‘el' ; ; i ; il i
with horror you see the muzzle of his rifle spit a core
of yellow flame, then an agonizing pain erupts in the
middle of your forehead. The impact lifts your feet
off the ground, sendmg you sprawling against the
courthouse wall. The pain dlsappaars to be replaced
by a numbness that clouds your vision and drains the
last of your strength from your unfeeling limbs. An
overwhelming desire toc sleep assails your senses,
and, although you flght to stay awake, it is a ﬁght
you have no hope of wmmng o

Traglcaliy, yuur hfe and your mlssmn end here m ; "
Tombstone, Arizona. - '

—=271=

‘You ain’t goin' no-place! screams the clansman,
fixing you with his flashlight. He stands silhouetted
in the doorway,.as his bloodhound lopes across the
desks towards you. Automatically you reach for your:
gun, unaware that the clansman has taped his torch’
to the barrel of his machine pistol. Callously he
watches as you struggle to free your weapon, then




i

P

he pulls the trlgger and cuts you dowu wrth a letha
hail of lead. Death is instantaneous.

. Traglcally, your life and your mlssmn end here ing
Paso.

4! i . i . Vo
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Most of the more useful medlcdments‘ and suppheg
that once filled the shelves of this store were taken
by the local inhabitants during the days of panic that
followed “The Day’. All that remains are a few ban.
dages and some gauze — enough for one Medi-kit
unit.

"Turmm to 9. 1 |- i | i;;:

i P i i E" ’
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The: 1gmt10n! umt is lying on a work bench exactly
where Knott saw it when he first searched this section
of the gas stationi He examines it camefully’ and begins
to smile. “This'l] do the job f’ sure,” he says, and slips
the unit into the pocket of his combat ]acket

The thought of having to walk back to the tru'ck in
the blistering afternoon sun fills you both with dread.
Then you remember the clansman’s motorcycle, and
you too begin to smile. Using the bike, it takes you
little more than fifteen minutes to cover the ten miles
of open road between Hachita and the truck. It is an
exhilarating experience, made doubly so when, as
you approach the truck.. a Haskell and Frankland

. é74-275

mistake you for clan sc:outs and open fire at. you w:th
their machine: pistols. ‘o

)

pick a number from the Hundbm Number Table and
add to it your Driving skill total. :
= | . T
If your total score is 3 or less, turn to 331. '
i it is 4—7, turn.to 168. :

If it is 8 or more, turn to 60.

—274=

The moment you bring the roadster back on to the
freeway, Mad Dog draws up alongside. Kate empties
her pistol at his head, but the clan leader just laughs:
his speedster is equipped with bullet-proof glass and
the slugs fail to penetrate. He sneers, and draws his
finger across his throat before swerving towards you
in an attempt to ram youw off the road

If you are to avoid this ramming attack 'you must take
swift evasive action. =~ . | e
: ¢ [ J U R
If you wish to accelerate, turn to 121.
If you choose to brake heavily, turn to 260.
If you decide to swerve to the left, away from his
attack, turn; to 91 ;

. i f ' H
i i . [ !
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‘ Hlustration XVII [overleaf)
In order to reach Highway 9, you have to pass within
100 yards of :an adobe shack. It looks no different in
stvle or state to a dozen others dotted around the

'

H
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Xvl. Three clan lookouts walk slowly across the highway.
,  Their leader raises a pudgy hand.

[
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town, but, unbeknowri to you, this ohe is used as an
outpost by the Mexicans who occupy Columbus.

As the truck approaches, three clan lockouts emerge
from the side door and walk slowly across the
highway. Their leader, a fat-bellied renegade with
grey hair and a drooping moustache, stops in the
middle and raises a pudgy hand. Knott ignores his
signal to stop. Instead, he steps on the gas and sends

.the three clansmen diving to aveid the truck. You

roar past, but they are quick to recover and
immediately they start firing at the tailgate.

Pick a nuinber from the Random Number Table.

If the 'number-you have picked'is 0-3, turn to 95.
If it is 4-8, turn to 322. o
If it'is 9, turn to 255. ¥

.;;: o :__: 276 =

The three other members of the sabotage team are"
waiting for you at an earth rampart that forms part
of the southern perimeter wall. In a hushed voice,
Captain Frankland gives a final briefing, while you
join with the others in applying camouflage blacking
to your face, and taping your weapons and equipment
to muffle any noise. Five hundred yards away, across
a rubble-strewn no-man's-land, clan snipers are
entrenched behind a makeshift barricade of old cars
and other debris. Their rifles are trained on Fort Bliss
and, in the past, they have been all too eager to use
them whenever a target has presented itself. Cross-
ing this zone will be perilous in the extreme and, in

Yy oot i
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order t0° minimize the risks of the mission’ failing
here, the captain proposes that the team split intg
pairs and cross the zone at two separate locations.
Each pair is to make its way. through the enemy
cordon and the city beyond, and then regroup at the
Stanton Street Toll Bridge at one a.m. precisely. Yoy
synchronize watches before joining with your chosen

partner, Marine Knott, in getting ready to go.

There are two routes open to you. The most direct
path will take you south, through the heart of El Paso
where the enemy are most numerous, Or you can
attempt a detour around the;northern edge of the city
before you try to reach the bridge, a longer but
possibly less dangerous route.

If you wish to cross the zone heading south,
directly towards the city, turn to 190.

If you decide to cross the zone heading west, on
a detour around the city, turn to 44, '

 =a77—

There is a dull thump, followed by a loud hissing,
as the sniper’s bullet pierces the truck’s rear tyre,
releasing a stream of stale air. ‘

]
Kl

i :
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‘Take cover, shouts Frankland, and together,you dive
towards the pick-up and cower behind the passenger
door. Knott has heard the shot and Frankland’s warn-
ing, and has hidden himself among the pines that
stand close to Haskell's grave. :

Tf only we could see his position,” saysithe captain,

b
H i

| 278-278
as he unslings his machine pistol and checks the

magazine. ‘We'd at least have a fighting chance. This )
way he can circle round and pick us off at his leisure.” '

There is a second shot and ancther tyre_deﬂa_tes .
noisily. With your pulse beating like an express train,
you reach to your gun and prepare for a firefight,

If you wish to ‘glance over the truck to see if you
can locate the sniper’s position, turn to 39.

If you choose not to look, turn to 134,
O i

y
&
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You raise your rifle, chambering a round as you bring
the stock smoothly to your shoulder. Despite the
whine and whistle of the bullets that are hitting the
tailgate, you take aim calmly at the clan commander,
For an instant his eyes widen with shock on seeing
the muzzle of your rifle pointing directly at his chest,
then he starts to pull away, looking for cover, He is -
almost obscured by a wall when you fire your first
shot. '

Add together your Shooting skill total and your cur-’

rent ENDURANCE points score. _ i

If your total@ié;? or less, turn to 9. .

If it is, 8 or more, turn to 296.
i Lo

|
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Your gunfire ‘catches the Angelino clansman in the

i
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side and sends him fumbling from' his r;lachme
Simultaneously, however, you are hit by his burst of
machine pistol fire, which knocks you off your feet
Pain fills your chest and a terrifying greyness cloudg;
your vision. You hear voices, those of Sergean;
Haskell and Marine Knott, but you cannot make out
‘what they are saying. L

i Co P

Swiftly the pain subsides and;idéspite yti)ur efforts
to stay conscious, you drift off into a sleep from
which you will never awaken. :

Tragically, your lifé and your mission end here in
Mexico. L
. b ' Gioobo [
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Suddenly, a concealed door in the wall ‘;behinci.’you
b}:rsts open and in rushes the bearded man with a
pistol clenched firmly in his hand., y :
. S . Vi g
Drop your guns! he commands. ‘Drop them now or
the only talkin’ you'll be .doin’ is.to the Devil!’
N PR I
Sl_owly you let your gun fall to the floor, then you
raise your hands and turn to face your ambusher.
~ Turn to 200. R o
. : : o ! :
! o '

|
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You g_u-n the mitorcycle along the wide trench until
you find a rocky slope that offers a way back on to

1 R :',fz-ng

the highway. The ascent is difficult, and when you.
reach the crest of the gully, you fall and become’
pinned beneath your motorcycle. As you struggle to !
free yourself you notice that the cloud of dust has
stopped less than half a mile distant. The outline of
sz man's head and shoulders can be seen leaning
across the saddle, which is supporting a rifle.

Chilled by the thought of your murdered compan-
ions, you renew your efforts to get free; You are pull-
ing yourself upright when a shot rings out and an
agonizing pain explodes in your left temple. The pain
fills your head and courses down your spine, bring-
ing you crashing back to the ground. The pain disap- .
pears, to be replaced by a numbness that dims your ;
vision and drains the last of your strength from your -
unfeeling limbs. An overwhelming desire to sleep
assails your senses, and, although you fight to stay
awake, it is a fight you have no chance of winning.

Tragically, vour life and your mission end here in‘
Arizona. ¢ o . i

H I
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As you reachi the bottom of the steps youihear an
angry v‘roilce. shouting from the first floor window:

your adversary is attempting to- warn his partner that ; .

vou have escaped. His shouting spurs vou to greater
effort and, despite ;your, injuries, ;you run from the
building through a maze'of dark alleyways. Not until
you are sure that you have not been followed do you .
stop to'catch your breath and dress your wounds. It
is then you.discover that, during your fall through

: o
! : it
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the window, you lost ione piece df?equipnient from
your Backpack. _ |

Erase the article noted- second on; your liéf'_bf
Backpack items. If you have less than two Backpack
iterns, erase two Medi-kit units instead.
4
To continue, turn to 158. .
i i
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Eventually you reach firmer ground beyond the
plateau and you are able to continue your descent
through the forest with comparative ease. Soon you
reach the stream that you discovered during your
ascent, and you stop here briefly to try to determine
if you are still being pursued. The surrounding trees
seem unnaturally quiet, and it is-easy to imagine that
an assassin lurks behind every trunk. ‘

You continue, with trepidation, following the water

as it flows west towards the Swisshelm Mountains. .

You caver twelve miles without incident and by early

evening you arrive at a small bridge where a road,

running north to south, crosses the stream. You check
your map, but the road is too minor to be listed. You
are hungry and must eat, a Meal or lose. 3
ENDURANCE points.,; - ' g :
: : C i '
I you wish to leave the stream and follow the road,
turn to 43.; P - :
If you choose to continue along the stream,; turn
to 173, ; i :

' ! i
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anions quickly put paid to tl.le clan_smen
fq?tuhr : ti:'tcl:lll)ey of wgll-aimed_ shots, and 1mme.:d1atel3lf.
they come to your rescue. Strong hands glf"lp you
aching .arms and haul you to safety, but before you
1 thank them, they turn and follow the captain
t;J:Jiv.val"ds:ﬂ fire escape on the far side of the building.
You pause just long enough to retrieve your back}t)ﬁck |
and belt, ithen you hurry .after; them :bef‘ore ey
: : ; :

disappear. .\

it i
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Turnito 151, ',
SI £
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clips your arm (lose 3 ENDU'RANCE.p.DlntS}
31:: 1:3:5 l\fari}:}e Knott, who is beside you in tt};f;
passenger seat. The impact nearly hurls. him] fcn;r o
the jeep, ‘and, as he fights to prevent himse  from
falling, he:grabs at your jacket, pulling ¥our s
off the steering wheel. With a screech o :tyres, he,
jeep veers off the freeway towards the exit;ramp, & 1f..;
before , you cen: regain contrpl.,i you fmd:iyourse :
ascending; the; ramp towardsl Highway 80.]

Li i [ ‘ '.
In your dr'ufring mirror you see the clansmen' “Lllmlbnlg -
their bikes around: they intend to pursue you.d na t|
to continue:along the freeway, you are forced to put .

your foot to the: floor and make a hasty escape
heading isbuth alongi_Highway 80. ay :

b b

Turn to 186. Do

1
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Sergeant Haskell volunteers to go béf:k tl) town _with
Marine Knott. While they are gone, you and Captain
Frankland take it in turns to keep watch. During this

, tirr}e you must take two Drinks: or lose 6 ENDURANCE
points. A !

If you possess a CB Radio, turn to 162.
If you do not possess this item, turn to 344.

| - ‘ ' o F

i . " ' 3
You leave the room and approach the door at theiend
qf the corridor with caution, taking care to tread
lightly on the uneven floorboards to avoid making
them creak. A small hatch, covered by a sliding panel
of plywood, is positioned in the centre of the door
at head height. You guess that it is a spyhole.

H

| | v 288
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You plate'your edr to thel door, directly below the

covered hatch, and hear muffied voices in the room
beyand. Although you cannot make out what is being .
said, you can tell that they are very frightened. Gently

you lift the latch, onlyito discover that the door is

locked on thetinside. '+ ¢ i iy :
P I :
Pick a:number from the Rand
Es,; it | 1 T i P
If the number lyou have picked is|0-4, turn to 46. -
If the. number is 5-9, tun to: 316.

S
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01;1 Number Table.
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Beyond thie freéway, 'theiground slopes away towards
a unit of industrial buildings, all extensively '
damaged by the post-hdlocaust storms. Clan patrols,
many with idogs, are active,in the vicinity but the .
ruined factories provide enough cover for you to "
avoid them without too much difficulty. 3
IR TSN R (A R Sy oEl s .
Yon make good progress until you reach a wide
highway once known as Dyer Street. A clan‘com-

!
'

mand, station,: complete with: equipment dumps and - |

a vehicle workshop, has been set up among the stores
bordering this main street. It crosses your; mind, that
the stores must contain,weapons and provisions that
would be useful to the colony, but when you:lose
count of the number of .clansmen ;that; are’ entering
and leaving thern, you abandonthe idea of a raid and
concentrate on the mission inthand. . <%
b i . i R P
In order toiavoid the clan command station iyou are
forced to follow Dyer Street south; towards the heart

o i _i:§5=§f
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of the city. You have covered more than a mile before
you reach a place, close to the Muncipal Park, where
you are able to cross the street without risk of being
seen. Once safely across, you enter the park and con-
tinue on your way west. As you reach; the west side
exit, a truck appears, catching you in the glare of its
1-{eadlights.:You both freeze, fearing the worst. It con-
tinues to approach, then, with a screech of brakes,

- it veers aside and stops nearby. The.driver jumps

" from the cab and, without a ward, strides off towards
a building directly opposite the park. . e

If you wish to take a closer look at the truck, turn
to 174, ‘ . c

If you choose lto ignore the truck and hurry away
before the driver returns, turn to 138.

=289

‘You [leave the spring and follow the.trail as it ascends
‘towards a wooded summit overlooking the plateau.
During your climb you catch:sight of Chiricahua
Peak, a majestic, tree-clad mounitain to the north, and
you stop for a few minutes to enjoy the view. You
are about to press on when you detect something
moving among the trees ahekd. :

If you possess Binoculats or a Telescope, tirn to
201,
If you possess neither of these! items, turn td 6.
oo g v .

| Jpenst— - H i -
o —=290 P
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Only the centre of the race track is lit, ehablillségyou

l t -a2gh

to approach; a ‘position directly opposite'the'trucks '
without, being seen.’ But the minutes pass slowly as
you await an opportunity to dash across the track and
plant your mines. Sergeant Haskell and the captain
seize the first opportunity and make it across the track
safely; Once they are hidden beneath, their targets
they signal to you to join them as quickly as you can;
Four long minutes tick by before you get the chance
to reach the-second truck. When it presents itself, you
tense yourself like a coiled spring and propel yourself
forward, sprinting head-down across the track:
towards your target. You are within a few feet of the

vehicle when a Mexican clansman suddenly appears | |
and walks directly in your path:; a collision is

unavoidable,

: !
Add together your Stealth and Perception skill total.
Now pick a number from.the Random Number Table
and add the number you pick to your'‘combined skill
total. ~ . L i .
L R I BT iy cod
It yo!ur final score is; 8 or less, turn to 348. . .
If your final score is 9-13, turn to 15. -
If your.final score;is 14 or more, turn;to 140.

| N R B
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A shot; rings out barely a second after you rise from -
cover, but the speed of your reflexes;saves you from
being hit. The awful;suddenness and accuracy of the
sniper’s shot makes you think twice about trying to
spot him a second time. Then out of the corner of
yourieye you:see the captain cock his machine pistol
and get ready to open fire.

]

P :

1] s I .
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‘OK. 'k §onina see if I can' flush this Yankee out" he
says vehemently, clearly unimpressed by how near
you came to death. ‘When I start firin’, you see if you
can pinpoint where he is.” - ’
M S 1
You nod in uneasy agreement and get ready to glance
argund the tailgate the instant the captain opens fire,
- ‘Let’s do it he says, as he rises above the cover of
the truck and squeezes off a burst of automatic fire.
The noise of his gun drowns out the sniper’s shot,
but within a second of breaking cover, Frankland is
hit. With the machine pistol still chattering in his
hands, he falls backwards and crashes to the ground,
the assassin's bullet lodged deep in his skull.

The shack of Frankland's death, following so closely
after Sergeant Haskell’s and so nearly after your own,

-~ hits you like an icy shower. You cower behind the

truck, shivering with fear, afraid that you will be
next. For a terrible moment, the fear wells up and
consumes you, and ‘all you want to do is run as far
away and as fast as you can. Despite Knott's pleas to
'stay where you are, you scramble to your feet and
stumble blindly: towards the woods. In your haste,
you trip and fall, grazing vour hands and knees on
the flint-sharp shale: lose 1 ENDURANCE point.

Inadvertently, your fall saves your life. A shot passes
over your head a second after you stumble, missing
you by a hand’s breadth. The imminent danger clears
your mind and you race towards the trees with a
determination to survive. Knott encourages yot to in-
crease your speed and you pray that you will reach
cover before the sniper has a chance to slip another
round into the breech, of his rifle. ’

Add together your Stealth skill total'and your current
ENDURANCE points score. [Note: If your ENDURANCE
score is low and you are heavily encumbered, it may
be advisable to discard some of your Backpack items
in order to increase your Stealth skill total.]
i . ; t

If your total scores is 15 or less, turn to 57.

If it is 1619, turn to, 83. ,

If it is 20 or more, turn to 254. P i

=292 =

With bated breath you watch as Sergeant Haskell and
Captain Frankland stalk towards the jeep. The two
Mavericks are oblivious of their presence as they
circle around silently and creep up on them from
behind. A heavy, belt-fed machine gun, mounted on
a column behind the front seats, helps to conceal
their approach until they are crouching behind the
jeep itself. , . ... o - :

For ‘:ei;t’em;r seconds there is absolute sflence, thqn you
see them leap forward and grapple the unsuspecting
clansmen, striking swiftly and silently. As soon as.
it is all over, the captain signals to you and Knott to
join them. You rush to the jeep and help the sergeant
search,the Mavericks’ bodies before hiding them in
the bus depot. i Co

: : Ry Ly .
On your return to the vehicle, Captain Frankland
offers you the opportunity to drive. .

I jmﬁ%wish to drive the jeep, turn to 142.
If you decide to let the captain drive, turn to 30.
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As they approach the c!ansmen traln thelr spothght
on the jeep’s windscreen in an attempt to blind Cap-
tain Frankland. Despite the glare, he controls the
vehicle admirably, veering away at the last moment
to avoid collision with the oncoming truck. As the

pick-up flashes past, you swing around and open fire

!x,-“i- :

. The heaw—cahbre munds riddle the’ ‘running’ ge'ar and
tear the back tyres to shreds. It sends the truck into
a violent skid, and then there is, a tremendous bang

" as the fuel tank explodes, As the captain accelerates
away on to the freeway, you watch in silence as a
huge ball of billowing orange flame engulfs the
remams of the truck and its passengers |

at its trunk. . N

'I'umto'?s‘ ;"‘ ;  ; '

" By keepmg stnctly to the, alleys and s:de streets you
are able to avoid the occasional clan patrol and, you
soon reach the banks of the Rio Grande without being
seen, Then you work your way west towards the
Stanton Street Toll Bridge, the only bridge still span-
ning this once-great waterway. A cluster of old US
immigration offices standing at the approach to the
bridge provide a safe place for you and Knott to hide
- while you wait for the others to show. ©

‘Where are they?’ you whisper, giancir’xg anxiously
at your wristwatch. The time is 0055, five minutes

L
H - . i

. 205

before the hour you are due to rendezvous, but the
waiting is making you nervous.

“We're here?’ hisses a voice from behiind. It'is so unex-
pected that you nearly jump out of your skin. :

Captain Frankland and Sergeant Haskell emerge from
the shadows and hurry forward to join you. They
apologize for giving you such a scare, but you can
tell by the wide grins on their faces that they are
clearly amused by your jumpy reaction. They arrived
a few minutes ahead of you and Knott, and they have; j
already scouted the bridge. There are four clan guards’
on the bridge itself but none at all on the service
walkway beneath it.

‘We've an hour before the. explosives are due to
arrive,” says the captain, checking hlS watch.
‘Everyone ready'?’ S ;

& oo
You nod in unison. ‘OK then. Let's go"

) o o P

TumtOlzoz ; L
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! 1
You def:.lde to make a dash for the clump of foliage
before the sniper circles around the crater and picks
you off at his leisure. With sweat-slick hands you
raise your gun and get ready to flre as you run for |
cover, -, : o

) (| “‘
[Note If your ENDURANCE points score is low and
vou are heavily encumbered, it,may be advisable to -
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. discard some bf your Backpack iteins now,iin order
to.increaseyour Stealth skill score before you attempt
your run.}) . A T oy

If you are holding a Pistol, turn to'148. : :
If it is a Machine Pistol, turn to 323. :
If it is a Shotgun, turnito 36."

(If it is a Rifle, turn to 125. o

L =206= . i

Your gunfire hits the clan leader in the chest, kill-
ing him outright. Realization of his death passes like
a shockwave through the other clansmen, bringing
them to an abrupt halt. They abort their attack and
fall back, a few stopping just long enough to pick up
and bear his lifeless body away from the street. -
1 ! : P A ! ' AE
While there is alull in the firing, 'you seize the chance
to help Knott and Captain Frankland clear away the
' debris that is blocking;your escape. A thick, wooden
- pole;, which: once supported overhead electricity
cables in this part of town, is jammed between the
wheel and the truck’s front ferider. With.your help,
they are at last able to shift it and Knott returns to
. the cab and starts the engine first time. As he brings
the truck over the mound, you and the captain leap
on to the tailgate and pull yourselves aboard. '

The street ends at a piece of wasteland but a few
hundred yards:beyond it lies a highway, running east
to west. The captain peers through the cab's partition

window and gives an ironic laugh when he sees the’

highway. ; _
b v

VL amase

‘Make for.thaig road: éhd head west,” he comimands,
and Knott obeys. Then he turns to the. sergeant and
says, ‘It looks like you're finally outvoted, Haskell.
Seems, we're on our way to Mimbres.’
: ¢ L P
Turn to 326. :

i ' b
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You wait until the clansman’s footsteps have faded
before you come out from beneath the table and
return o the window. After several abortive atternpts,
you manage to free the lock. You then prise open the
window and leave the building unseen via the fire
escape stairs; . . o
ao Ay e A

Turnto 158., .~ . ;

—o9g=

Instantly you know that the motorcycle apprqaching ;
Tombstone is, being ridden by the assassin who
murdered your three companions. The fear that has
haunted youduring the past two days returns once
more to tighteniyour stomach as hurriedly you search
for somewhere to hide. The Tombstone courthouse
is the nearest building and you rush into its lobby
as the assassin rides into town.

IR I B ;

Ahead the doors to the courtroom are chained and
padlocked, preventing easy entry, so you !ook_for
somewhere else to hide in this, old, histerical
building. Two options present themselves: you can

t
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climb a' wide staircase to the first floord or you can
run along'a corridor that leads away to'your left.-
t

If you wish to' ascend the 'stairs,’ tﬁrﬁ; to 71.
If you decide to follow the corridor,a turn to 171.

Hurriedly you raise your gun and take -alm .at’ the
approaching rider. He is less than ten yards away
when you shoot your first round of fire. .
g A B
Plck a number from the Random Number Table and
add to it your Shoohng skill total -
If your total score 9 or less, ‘turn to 328.
" If your total is 10 or more, turn to 19. \ ;j‘

b ; ' ST R AR T
You follow the highway twenty-five 'miles across
Cochise county and, shortly before mid-aftérnoon,
'you arrive at a junction with Interstate 10. From here
it is only a short ride west to the town of Benson,
where you stop to take a closer look at the tyre tracks

that are etched in the freeway’s dusty surface. You

are convinced that they are made by the DC1 convoy,.

and you hazard a; ‘guess that they are at least a day
Old ; \ : . W T g

\ i i I : ; E‘!:.

E‘i !

' You are about to leave the tracks and return to'yourt
. newly acquired motorcycle when you hear something'

§ . o : i s i

301—302
that sets your heart racing It is the voice of a young
woman and she is calling out your name,

Tyrnito 119, i,
L =301=

You dlsappear fram his' mghts before the clan com-
mander can open fire, but the speed of your move

may not be enough to save you. This man is an expert :

shot and his assault rifle is loaded with armour-
piercing rounds. He sprays a long burst of fire across
the rear of the truck, and, as the first of the bullets
punch through the metal tailgate, you flatten yourself
to the floor, praying that they will not hit you,

Pick a number from the Rundom Number Table and
add to it your Perception skill total

gk
#opon

if | your ?total score is 5 or less, turn to 146.° ¢

If it is: 6 or rnore, tum to 157. o

IR g
It takes you more than an hour to explam the events
and circumstances that have led to your uninvited

arrival at this, secret mountain retreat. The family of

survivalists, | which comprises Jack .and Steve

Lendorff, their wives, Marian and Carly, and their f'

children, Sissy and Bruce, listen with interest to your

story, but they never.once lower their guard, -- or:

their guns.. . ;

Lo g : i ‘ ;
i ??‘;f, H t H i X
: : B ,
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At length, you learn that they hought.this land and
built the shelter ten years, ,8go, at thé time when
HAVOC was bringing the civilized world to its knees.
After “The Day’ this region, owing to its geographical
location, was spared the worst of the post-holocaust
: bllzzards Its most important resource was fresh water
and, as a result of this, the family was able to achieve
and maintain its self-sufficiency.
- [ - : Lo o
~ They have a radio receiver and they are aware of the
i existence of other colonies, notably the one at Tucson,
and of the situation that exists in California, but they
have made no effort to contact other survivors or to
join with other groups. Long ago they made a con-
scious decision to remain separate from the rest. of
the world, and they see no reason to change their
minds.

[

ot . : iy
.:i ' : i

‘Do you know ‘what the: Callformans call thls part, of
the country?” asks Jack Lendorff, offhandedly. “They
call it the Omega Zone. They, think of it as. a
wilderness, useless and uninhabitable. A forbidden
area. They've written it off. As far as they're con-
cernedi we. mmply don't ex:st" IETEEI

.Tum to,—lﬁo IR ' = R
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: You point to the left and motlon Knott to foliow as
you crawl! silently along the ditch, away from the
clansmen’s position. Fifty yards later, you,reach a
drainage tunnel. It is impossible to pass any further
in this direction, for the roof of the tunnel has
collapsed and sealed the entrance.

t

; ! ; - T
. :

1

:‘;};: {304
‘We'll have to meke a mn for the freeway you
whlsper TNl lead.’ > |

When the codst looks clear, you clamber out of the
ditch and move forward, crouching as you run, your
eyes fixed on a shadowy archway ahead. You have
covered only a few yards when you hear a faint noise
somewhere on the freeway above. There is a flash,
then a beam of torchlight pours down from the barrier
parapet and sweeps across your path.

Pick a nélmber from the Random Number Table, and
add to it your current Stealth skill total.

If your total score is 7 or less, turn to 162. -
If it is 8 or more, turn to 259.

P i ‘-'f:_ b
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You'watch the assassin reload hls nﬂe w1th a banana-
shaped magazine that he inserts in a 'slot in front of
the trigger. Then he shoulders the weapon and takes
up a pair of binocular-like field glasses, which hang :
from a strap around his neck. He places them to his
visor and methodically ‘scans the surrounding roof-
tops. It seems a curious thing to do as the buildings.
are very close: surely he does not need binoculars to
be able to see if anyone is standing on top of them?
Then,a chill stabs your heart when he scans the win-
dows and you realize that he,is not using a regular
pair of binoculars: they, are sophisticated, h.lgh-

resolution, . lmage intensifiers. | 5

[
f

Immedlately you 'duck back from the wmdow but

i : i C !
i : i ; beoe
! b | P
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you fear that he has almady located your position,

Turn to 31.

———3055_‘""

You lean over and look along the ground at the'trﬁck'
ahead. There you see the captain, crouching beneath

it, who signals to you to place your contact mine in
position. The heavy disc locks itself against the dusty
tank with a reassuring clunk, and you. uncover-its
detonator button carefully Once again the captain

signals and once again you obey his command, this.

time by pressing the button. As soon as you hear the
timing mechanism begin to tick, you close your
Backpack and make a dash, for the truck, that Knott
has commandeered.

Frankland and Haskell join your escape: the captain
is running twenty yards ahead K of you and the
sergeant, who has had to place two mines, is trail-
ing behind you by about the same distance. Knott

sees you in the side mirror and starts the truck, smoke -
belching from the exhaust pipe as he revs the reluc-:
tant engine, The captain reaches the rear and.

clambers over the tailgate just as a couple of clansmen

notice you running and start shouting wildly. Their
screams distract your attention and you fail to notice

a metal tool locker that is lymg on the ground directly

in your path,

: Plck a number from the Random Number TabIe and
add to it your Stealth skill total.

v
i
i
i

If your total score is now 9.or less, turn to 107.

L S T

If it 1s IO ‘or more, turn to 224.

—=306—_

You keep your head low, making sul‘el that it stays
well below the parapet wall while all around the air
is alive with the whistle and screech of bullets. The
others return fire, and, within a few minutes, the
clansmen have been silenced to a man. Then you hear
the captain bark the order, ‘Follow me!’, and see Knott
and Haskell leave the wall to run after him. He is
heading towards a fire escape ladder on the far side
of the roof. You pause just long enough to retrieve
your Backpack and belt, then you hurry after them.

Turn to 151, |

o =3r=
Wearily you drag yourself to your feet] Wipe the grit
from your eyes, then stagger towards your motor-
cycle. You are expecting to find little more' than a
twisted heap of scrap metal, sb it comes as a welcome
surprise to discover that the machine is still in work-
ing order. After straightening the handiebars, the
headlight, and the front wheel alignment, you are
able to restart the engine w:th your third kick.

You follow the wide trench untﬂ you find a suitable
place, on the far side of the rockfall, to make your
exit. The ascent is accomplished without difficulty, '

but as you clear the crest of the gully and bring your
motorcycle to a stop, you notice something that °

makes you:break out in a cold sweat.

;; . H
. i
i L :
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‘From the ‘eastern end of the gully a'cloud of diist is
approaching. It is over a mile distant, but at once you
can tell that it is being kicked up by a métorcycle.
You stare at the approaching machine and, although
you cannot see the rider, you know that it is-the
agsassin. Chilled by his proximity, you wind back the
throttle and gun your bike along the bumpy moun-
tain road. ‘ ‘ - s

Turn to 90. ‘ ; o

K':_ 308 E_~

You realize too late that the biker is al:i'eady dead,
killed as he sped over the bridge by a ricocheting
bullet. He is slumped forward over the handlebars

in a racing pose, his right hand locked on the throttle -

and his weight balanced to keep the machine upright
~and fixed in a straight line.

, You try to get clear but in your panic you mistime
- your-dive. With a fearful crash, the motorcycle
ploughs into the gas pump and explodes in a ball of
bright flame, catching you in mid-leap. The last thing
you see is a blinding yellow flash as you are engulfed
by the blazing inferno. Death is instantaneous. .
. . ek
Tragically, you life and your mission end here in
Mexico. . _
: P no i
; - Nlustration XVIII . ; ; :
~ The growl of motorcycle engines can. be heard
approaching from the south, yet you can see no sign

|

XVHI. Their machines drawn up in a perfect wedge
formation, they come speeding towards your jeep.

i : v

3 2 ' i
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of their headlights in the near-darkness that blanksts
the land. Then you spot a glint of chrome reflecting
the pale pre-dawn twilight, and suddenly there is a
piercing blue-white glare as six black-clad clansmen’
simuitaneously switch on their headlights as they
race along Highway 80 towards the intersection.
Their machines are drawn up in a perfect wedge for-

mation, giving them the semblance of a giant, fiery-

arrow-head as they come speeding down the freeway
access ramp towards your jeep. Now, as they close
in, you see that the riders are wearing black face-
protectors, which are fitted with infra-red lenses,
enabling them to see in the dark without the need
for artificial light. They are all heavily armed, and
the pennons that flutter from the whiplash aerials
fixed to their saddles identify them as scouts for the
Detroit Lions clan.

These scouts are part of a group that were based in
Ciudad Juarez. You notice that each machine carries
a radio and you realize that they must have been
directed by Mad Dog Michigan to intercept you.

Several of their closest comrades died at the Juarez ‘

Race Track and they have sworn to avenge their
deaths by wiping you out. .

‘Get going, Cal! shouts Cdptain Frankland, as he
drops the now empty can and leaps into the jeep. You
start the engine and accelerate straight at the oncom-
ing wedge of bikers. They see you and part forma-’
tion, firing their pistols at point-blank range as they
stream past on either side.

'

Pick a number from the Random Number Table and

add to it your Driving and Perception skill scores. -

Lyt

L ‘310-311

If your total ‘score is 10 or less, turn to 285.
If your total is 11 or more, turn to 118.

=310= !

You pause just long enough to searchﬁheibodiés
before you make your escape from the parking lot.
Your search uncovers the following items:

Machine Pistol [containing eighteen rounds of
9mm ammunition} . ' |

Pistol [containing seven rounds of 9mm
ammunition] . e -

Water Canteen [containing enough water for three
Drinks] ; e b

Hunting Knife [2} : ¢ ! oy

Baseball Bat [2] : .. ‘

Enough canned food for two iMeals i .
Compass . | . S
Flexible Saw [ U

Signal Flare ‘', o
If you-decide to keep.a'nig;,of:ithese items, remember
to adjust your Action Chart accordingly.

To continue, turn to 158.5 ' R

¢

b Fia
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Slowly you follow the steep trail as it ascends
towards the outcrop. The climb is difficult but your

P o ;

[
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; perseverance is rewarded when yiou reach the topiand.

discover a plateau that commands a breathtaking
view of the surrounding mountain timberlands,
Then, as you scan the horizon, you hear something

that is far more exciting than the wondrous view: it

is the sound of running water

With high expectations, you and Kriott re-enter the
forest, determined to investigate the sourid. You have
covered less than fifty yards when you discover the
source: a spring of clear, sparkling water cascading

from a crack in the mountainside. Knott is elated by -

the find and rushes forward to drink his fill. You are
more cautious: you control the strong urge to drink
and warn your companion of the high possibility that
the water is contaminated.

If your Field Craft skill total'is 4 or more, turn to
238. ' ,
If it is not, turn to 23. : ;

=312=

You rush forward to/barge the leading clansman with
your shoulder. The force and surprise of your attack
sends him flying out of the truck, but your move
leaves you vulnerable to his confederate, who
immediately leaps upon you before you can regain
your balance.
‘Mustang: “
CLOSE COMBAT SKILL 16
ENDURANCE 24

i

e . E 313314

owing to -;the-speed of his attack, you are unable to.
use a close combat weapon until the second round
of the fight,

if you win the combat, turn to 117,

=313 =

The engine emits the ominous sound of grinding
metal and immediately the rattling ceases. Unfortu-
nately, 50 too does the engine. The piston has become
so hot that the rings that seal it have welded
themselves to the bore. At once you realize what has
happened, and, as you steer the powerless machine
to the side of the street, you are filled with dread at
the prospect of having to continue your journey on
foot. You must now take a Drink or lose 3
ENDURANCE points,

You are staring gloomily at the ruined machine, con-
sidering your next course of action, when you hear
a vehicle approaching. Your dread deepens when you
look up to see an all-too-familiar dust cloud
approaching the town from the east.

Turn to h2'98.

— 314 —
Half-way along the main street you discover a used
car Jot that specialized in commercial and recrea-
tional vehicles. The faded billboards boast that ‘only
the best vehicles are to be found here’, but sadly this
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claim is 1ong out—of-date Most of the trucks and Rvg
are totally wrecked, and nearly all have tyres and bat.
teries that have perished during, the post-holocaust
years. A battered Toyota pick-up rests on its side,
hardly warranting a second glance until you notice
that its tyres are still sound. Knott helps you to heave
it back on to all four wheels and then goes to fetch
the others while you make a closer examination of
the engine. Apart from a dead battery and lack of fue],
the pick-up is in remarkably good condition. .-

You are checking the air filter when the others arrive.
Although they have not been able to locate a vehicle
in better condition, their search has not been entirely
fruitless. They did find some gasolene, which
Sergeant Haskell proceeds to pour into the pmk-up s
fuel tank.

“That solves one problem you say,.as you replace the
air filter, ‘but we'll still need ,some electrical power
to get thls engine started.”. Lo

If you possess a Solar Regulatﬁr; turn to 106.

If you do not possess this item, turn to 156.
i L

=315=

With your face to the ground, you peer under a row
of cars {o see the clansmen's feet as they reach the
base of the ramp. For a few seconds the men remain
stationary, then they split up and begin to search
along the rows in your immediate vicinity. Carefully
you ease yourself under a pick-up truck and watch

318
with growing fear as one of the clansmen walks
slowly towards your hiding place.

| i L
He stops beside the pick-up, his boots inches away
from your chest. Automatically you tense yourself in
readiness to strike should he show the slightest
indication that he has found you. He starts to move
away, then hesitates. Slowly he begins to kneel.

At that moment you lash out like a striking cobra and
catch him in the leg with the heel of your boot. He
screams and falls backwards, clutching his dislocated
knee. This aliows you the few seconds you need to
roll out from under the truck and to gain the upper
hand. ‘

. Camaro:
CLOSE COMBAT SKILL 12

‘ENDURANCE- 18

Qwing to the effects of your, surprise ‘attack, ignore
any ENDURANCE point losses you may sustam in the
first two rounds of the combat P |
If you win and the fight lasts four rounds or less,
turn to 17.
If the fight lasts five rounds or more, turn to 253.

=316 =

The voices stop, and a few seconds later the spyhole
cover slides open an inch. An eye appears at the gap.

: {
; .
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. It stares down at you, widens with shock, then disap.

. . pears from view, Cursing your luck, you start to move
back from the, door and have retreated a few yards

- when something else appears, something that makeg
you gulp with fear. It is the barrel of a semi-automatic
pistol, and it is pointed at your chest.

: , | . i B
Add together your Stealth skill total and your current
i ENDURANCE points score. oo :
If your total score is 12 ‘or less, turn to 113.
If your total is 13-19, turn to 266. . Co
. If it is 20 or more, turn to 222. ' '
| i ! :
!

| £ 317 E:.

‘You run ta the trash can and haul yourself over its
thick steel rim just as the first of the hikers reaches
thg apex of the bridge. Seconds later the captain's
voice bellows the order: ‘Open fire!’ Immediately the
others obey, strafing the Angelinos as they speed: off
‘the bridge. Two riders are hit and fall from their
¥ ‘machines; a third has his front tyre shot out and loses
* control, crashing into the parapet; but the last rider
appears {0 escape injury and comes séreaming over
the bridge with his front:wheel raised defiantly. As
he approaches you he raises his machine pistol one-
handedly and looses off a burst of automatic fire.

If you wish to remain standing and return fire as
the biker speeds past, turn to 48.
If you choose to avoid his fire by ducking below
the rim of the trash can, turn to 135.
|

'318-319

_=318=

You leave the hardware store and return to your
motorcycle. Before you start the engine you make a
cursory check of the cooling fins and notice that they
are very hot to the touch: the lack of oil is causing
the engine to overheat. As you remount the machine
and kick start the engine, you pray that it will run
just long enough to get you back to the colony.

..

Turn to 50. : i

=319=

The dog begins to whine excitedly.' Hei lopes into the
room, following the trail of your scent towards the
window where he paces back and forth until his
master calls him to heel. Quickly he cbeys, the scars
on his body bearing testimony to past punishments
for reacting too slowly to his master’s command. You
hear the clansman approaching, then see him stand-
ing at the window staring out at the fire escape.
Thoughtfully he scratches his unshaven chin, then
calls his dog once more and turns to leave,

Add toéether yo:r Stealth and Field Craft totals. Then
pick a number from the Random Number Table (in
this instance 0= 10). ,

If your total skill score is equal to, or less than, the
number you have picked from the Random
Number Table, turn to 297. ?

If your total skill score is greater than the number
you picked from the Random Number Table,
turn to 84.



Y
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o =320=

You strike your killing blow with your right harid and
cover the clansman's mouth with your left to preven;
him screaming. The captain has dealt with his adver.
saryl and has already given a signal to Sergeant
Haskell and Marine Knott, They reach the jeep, return
your equipment, and then help the captain to search
the Mavericks’ bodies before hiding them in the bys
depot. Of the items that are found, you can choose
from the following three: : L

Six rounds of 7.62mm ammunition '

HE Grenade : f .
" Bowie Knife {3} - -, - - A

) A T i i ) M
On returning to the vehicle, Captain Frankland offers
you the opportunity to drive. ‘ N

If you wish to drive the jeep, turn to 145. 4
If you decide to let the captain drive, turn to 30.

S
i P ==321=
You struggle to control your car as it skids off the
freeway and slews sideways towards. the crash
barrier. The roadster collides with it, but at such an
acute angle that you are able to regain control almost
immediately. The impact leaves you shaken, but

otherwise you and Kate survive the collision
unharmed,

o \
oo : b

Turn to 274.

322-323

i
'

=322

Bullets ricochet from the rear and whistle past on
every side, forcing you to duck behind the tailgate
for cover. Your swift reflexes save you from being hit.
As you lower your head, you glimpse the clan leader
running into the middle of the highway, his hand
outstretched to pick up a walkie-talkie that must have
dropped, from his pocket. As you cower behind the
tailgate you suddenly realize that he could attempt
to radio another clan outpost, perhaps one in
Mimbres, or one further along the highway, and
forewarn them of your arrival.

If you wish to attempt to shoot the clansman, to
prevent him from using the radio, turn to 22.
If you have insufficient ammunition, or do not wish

to fire at him, turn to 333.

=323

You draw back the bolt of your G-12 and‘make_a
quick check of the magazine to ensure that you have
sufficient bullets to cover yourself. Then, with your
pulse pounding loudly in your ears, you get ready
te run to the forest. , :

Slowly you colint down from five and, the moment
your count is complete, you leap to your feet and
scramble up the steps. As you clear the crater, you
fix your destination and sprint towards it, your
machine pistol blazing at your hip.



3z4 :
Add together your Stealth skill total and your curreng
ENDURANCE points score. To this total add 1 point
for every burst you choose to fire from your maching
pistol (minimum equals one round; maximum equals
five rounds). ' :

If your total score is now 12 or less, turn to 249,

If your total score is 13 or more, turn,tc 210,

— 324 —

b Mustration XIX | -

The leader of the Detroit Lions is standing with a
group of Mexicans in front of a large canvas tent
pitched in the centre of the track. He is shouting;-and
clearly he is very angry, although you cannot hear
what he is saying above the mechanical din of the
generators that are supplying electricity toithe track’s
floodlights. - An - assortment of vehicles is parked
haphazardly- around the tents, and at least fifty
clansmen, perhaps more. are hovering in the area.
They all seem very nervous, many of them glancing
repeatedly at their wristwatches as they pace back
and forth. You look at your own watch and see that
the time is 0225; no wonder they are so edgy — the
convoy is late. , ;

'

‘Look over there, Captain,” whispers Knott, pointing
at a large, six-wheeled truck that is parked at the side
of the track, close to the dog traps. ‘It's an old Defence
League three-tonner, just like the one I used to drive
in Brownsville. They ain't fast but they can take a lot
of punishment. It might be just what we need if we
have to ram our way outta here.’

('—\\f'\
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XIX. Clearly he is very angry, although you cannot hear what
he is saying above the din of the generators.
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‘OK, Knott. You've convinced me,’ replies the cap(t in,
‘She looks like she’s been left unguarded, so you get
on over there and get aboard. We'll join you as soon
as the mines are set, so you just be sure she's ready

to go, ¥’ hear’

Yessir,’ says Knott. He is about to leave the group
whe,n the captain grabs him by the arm. ‘Hold it,
you'd better give the sergeant your contact mine.’

i x .
Knott fishes the device from his haversack and passes
it to Haskell. Then he leaves, and all three of you
watch as he makes his way slowly around the
perimeter, using what cover he can find. He reaches
the truck and climbs aboard. Moments later there is

.a tremendous noise — a siren that fills the race track
with a deafening clangour.

Turn to 164. L

. 325-326

C ook

‘Hey, lyou p there!’ you shout, in as friendly a voice
as you -can muster; You try hard not to sound
threatening, but the unexpected sound of your voice
startles the man. Immediately he dashes away from
the trail and runs deeper into the forest. Rather than
let him get away, you beckoni Knott to follow as you
give chase. . . ;

Turn t6 54.. @ & .

P =3de=

It takes less than twenty minutes to reach the tiny
mountain town of Mimbres but you find no welcome
awaiting 'you there. The place is deserted, its
buildings, all save two derelict stores at its centre,
have long since collapsed. There is nothing to be
gained by stopping here, so Captain Frankland orders
Knott to continue without slowing.

Béyond Mimbres, the highway begins a steady climb -
into the Cedar Mountains. You stay alert, anticipat-
ing clan contact:at any time, but the rocky landscape
seems devoid of life. The temperature rises with the
sun, and when you see the town of Hachita, perched
near the western edge of a wide box canyon, all four
of you are beginning to feel the ill effects of dehydra-

tion and salt deficiency. ! ¥ 3

§ '
] - I K

You are approaching Hachita when Knott calls the

captain to the cab window. The truck’s fuel gauge

was registering full when you left Ciudad }uarez, but
% b ; ; i
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the needle has now slipped to below the quarte;' Mk

and he fears that there may not be enough gasolene |

left to reach Lordsburg. Hachita looks as empty as
Mimbres, so Captain Frankland orders him to stop
there to search for some fuel. :

As you reach a crossroads in the centre of the town
Knott stops the truck at a gas station that was once;
part of a shopping mart. You disembark and Sergeant
Haskell quickly discovers the reason for the truck’s

poor fuel consumption: there are three b
b the potrol tank ? Ae ullet hgles

. : ‘ i . [
If you wish to help the sergeant fix the damaged
tank, turn to 195. ‘ _ :
If you decide to help Frankland and Knott search
the gas station for some fuel, turn to 66.

=327 =

Moments later there is a crash of breaking glass and
you catch sight of something vaguely resembling a
can of food as it flies through the window. It bounces
on the carpeted floor and immediately there is a flash
followed by a stream of sickly, cream-coloured gas’
that. shoots from its base. As the gas fills the room
rapidly, your throat tightens and your eyes stream.
A wave of nausea hits you and frantically you rush
from the room before it fills to the ceiling with nox-
lous tear gas: lose 3 ENDURANCE points.

Qoughing and retching, you stagger along the cor-
ridor and down a flight of stairs that leads to a fire

' 328

exit at the rear of the building. Desperate for clean
air, you kick its locking bar and stumble out into the
courthouse yard. You have taken just two steps when
the assassin comes rushing around the corner of the
courthouse with his rifle in his hand.

If you ipossess a missile jweapon land sufficient
ammunition for one round of fire, turn to 181.
If you do not, turn.to 270.

|l A

J =328

Your gunfire is accurate — it hits the biker in the
head — but it does not divert his machine. The fact
is, the biker is already dead, killed by a ricocheting
bullet as he sped over the bridge. He is slumped for-
ward over the handlebars in a racing pose, his right
hand locked on the throttle and his weight balanced
to keep his machine npright and fixed.in a straight
line.i ;- oy AT i ‘

S pod D :
In desperation you 'scramble to: your feet to throw
yourself out of the path of the bike, but you have left
it oo late. With a fearful crash, the imotorcycle
ploughs into.the gas pump and explodes in a ball of
bright flame. The last thing you see is a blinding
yellow flash as you are engulfed by the blazing
inferno. Death is instantaneous. g
Lo o ‘ N
Tragically, your life and your mission end hefe in
Mexico. : !
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=329=. .
Nice v{rork, Cél.' says Captain Frankland, as ha climbsg
into the back of the Toyota. y
“Yeah, well done,’ says Haskell, ech&ing the captain’s

sentiments. ‘1 sure weren't looking forward to hoofin’
it all the way t' Tucson, I can tell you.’

He vaults into the back beside the captain thén,

extends his right hand to help you aboard. You are
reaching out to grip his palm when you hear the
sharp crack of a gunshot. Haskell raises his hand to his
forehead, a look of shocked surprise registering on
his strong, angular face. Then his eyes roll back to
reveal just the whites, and a trickle of blood oozes
from a neat hole two inches above his nose. He
wavers and then falls limply across the tailgate,

For an unknown length of time you stare at Haskell's
face, oblivious to your surroundings, until the fran-
tic thumping of your heart begins to subside. ‘A sick
feeling hits you in waves and you are unable to move.

Then you feel yourself being lifted and pulled into-

the truck by the front of your leather jacket. Captain
Frankland is screaming at Knott to drive away as fast
as he can. As the back wheels spin and the Toyota
begins to accelerate; the horror of witnessing
Haskell's death at such close quarters makes you
shiver with shock: lose 3 ENDURANCE points.

The truck races out of Rodeo and within minutes you

are crossing the state border into Arizona. Respect-:
fully, Captain Frankland covers the sergeant's face:

with his combat jacket, and, although your minds are

&
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full of unanswered questions, you say nothing to each
other until Knott brings the truck to a halt at the edge
of a great expanse of mountain timberland once
known as the Coronado National Forest.

‘It must have been a clan sniper,’ says Frankland,' his
voice uncharacteristically quiet. T dldn’tisee a thing,
did you?’ ,

You and Knott shake your heads silently, both deeply
saddened by the loss of your brave companion. For
Knott it is a specially bitter blow, for he and Haskell
survived the post-holocaust years together at the WDL
base in Brownsville, Texas.

'

|
‘We had better take care of the burial right away,’ says
Frankland, scanning the surrounding landscape.
‘There’s no sign of anyone following . us on the
highway. It should be safe to bury him here. L
: ' o - 11
Turn to 160, -~ '@ 1
Yoi: raise your left hand to-shield your eyes f.rom the
glare of the spotlight. They are trying to blind you
as they approach, but you are more than a match for
them. You shout to the others to hold tight flnd, w'hen
they are nearly upon you, you swerve aside, bring-
ing the jeep to a controlled halt at the edge of the
highway. ' E :

Captain Frankland is thé‘ first to recover and quickly
mans the heavy machine gun. The pick-up completes
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a spectac{ﬂar 130—degmié turn and comes rd(éing biick,
but he is waiting for them, They are thirty yards away
when he cocks the weapon and opens fire.

The heavy-calibre rounds riddle the engine and tear
the cab to shreds. The truck starts to skid, then there
is a tremendous bang as the fuel tank explodes. As
you accelerate on to the freeway, you glance in the
driving mirror to see a huge ball of billowing orange
flame engulf the remains of the truck and its
passengers. ¥ :

Turn to 178,
. |

=331= .

The shock of being fired at by the captain and
Sergeant Haskell freezes you with fear. You are
unable to react quickly enough to avoid the first wave
of bullets and, as they slam into the front of the
motorcycle and tear the wheel to shreds, you lose
control of the machine. Without the tyre to absorb
the bumps and holes that litter the road, the machine
becomes a bucking bronco. The bars twist in your
hands and you are flung head-first into a gully at the
side of the highway. |

Marine Knott survives the crash but you are not 50
fortunate. You suffer fatal head injuries on impact
and death is virtually instantaneous. '

Tragically, your life and your mission end here.

5332-333*:

| - —332'—
You crouch in a hollow behind two large boulders,
which top this mound, and peer through a gap at the
approaching dust cloud. The motorcycle slows down,
then leaves the highway and descends into the gully
before accelerating towards you along the dry bed.
It comes to a halt within a few hundred yards of your
position, and although you can see the rider dis-
mounting, he is too far away to discern his features.
If you possess Binoculars or a Telescope, turn to
263.
If you possess neither of these items, turn to 203.

S =333=—
The clansman crashes against the truck and falls to
the ground in a dazed heap. Although you are
bruised by the collision, you are able to stay on your
feet, and you seize the initiative. Half-concussed, the
swarthy Mexican fumbles blindly for his pistol, but
before he can draw and fire it, & well-placed kick to
the chin;knocks him out cold. '
Quickly you dragiihis body under the truck and prop
him out of sight behind the rear wheels, before turn-
ing vour attention to the vehicle's fuel tank.
: |
Turn to 65. ‘
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=334= "

Beyond the store room you discover a narrow corridor

lit by several low-voltage eleciric light bulbs mounted
in the ceiling. In the glow of their pale, yellowy light,
you notice a drawbolt on the store room door. You
lock it, hoping to deter the sniper should he try to
follow you mto the shelter , |

.o [
As you progress along the corridor you discover three
doors. The first is to your left; the second is directly
opposite the first; and the third lies at the end of the
passage, just a few yards ahead.

If you wish to investigate the door to your left, tum
to 145,

If you wish to examine the door to your rlght turn
to 165.

If you choose to contmlire walking towards the door'

at the end of the corridor,: turn to 32.

=335

Soan the truck is beyond the range of the clansmen's

rifles and you are able to pick yourself up off the -
floor. Your body feels stiff and sore, but at least both .
you and Sergeant Haskell are still in one piece. Then.
the truck begins to decelerate; when it stops, Captain'
Frankland leaves the cab and comes around to the -

back to check that you are both all right.

i
‘We're fine,’ you reply, ‘bruised, but otherwise just
fine.’

336

You he!p,tlie captain climb jover the tailgate. As soon
as he is aboard, Knott re-starts the engine and you
continue your journey west along Highway 9.

Turn to 326. .

i
! !
Cb
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All the advanced driving skills that you learned from
Cutter Iacks. and which you perfected during the
months you patrolled the highways around
McKinney, pay off now as you negotiate this hazar-
dous section of mountain highway. However, the
clansmen are equally proficient roadmasters and they
are gaining on you, relentlessly closing the gap.

The more you think about your predicament, the
more you realize how futile it is to try to outrun them.
Even if vou were able to defeat all the scouts, Mad
Dog Michigan would simply send more and more un-
til his lust for vengeance had finally been sated. Then
an idea occurs to you that might just throw him off
your trail for good. If you were able to convince the :
enemy that you were dead, it would put an end to
their pursuit. You share your thoughts with the others
and they agree with; your reasoning.

‘Youre right, Cal. We'll have to stage an acc1dent and
convince the clansmen that we've all been killed.’
says Captain Frankland.

Soon you reach a part of the mountains where a deep
canyon borders the road. Here you bring the jeep to
a halt and immediately set about preparing the
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‘accident’. Your push the vehicle to the edge of th,
road, then light a rag, which Haskell has stugffedfi::}tlg
Fhe gasolene filler pipe. It ignites and once it is:burn.
ing you give the jeep a push and send it careering
over the edge into the canyon 300 feet below. After
the resounding crash, you hear the clansmen
approaching and you quickly take cover behind some
boulders. To make it seem more realistic, Marine
Knott drops his blood-stained tunic at the edge of the

road before he joins you, seconds before the first

clansmen appear on the scene.

Turn to 227.

! - ;E;

o ’ ; ' l ; 1 i
A.lmmg from the'hip, you bring your G-12 machine
pistol to bear on the leading biker, your finger start-

ing to squeeze as the muzzle levels off at-a spot two
feet above the motorcycle’s blazing headlight.

J | ;
Pick a qumber from the Random Number Table and
add to it your Shooting skill total.

1f yoyr:total score is now 7 or less, ;tlurn to 27. :
"If it is 8 or more, turn to 112.

1

338

You retrieve the flare from! your Backpack énd :
carefully examine the instructions printed along its

side. It is an aerial flare, designed to shoot a burning

L
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core of red five 300 feet into the sky. If you intend
to use it to distract the sniper, you will need to fire
it straight at him. ;-

The sniper’s position is etched clearly in your mind.
Nervously you grasp the signal flare tube and take
hold of its pull-cord, then you spring to your feet and
fire. It recoils in your hand, sending a blaze of red
fire surging towards the assassin’s position. The
moment you see it strike the scrub, you discard the
smouldering tube and race up the steps. As you clear
the crater you try to make out your destination
through the swirling curtain of red smoke now mask-
ing the pines.

H

i i
Add together your Stealth and Perception skill totals.
Pick a number from the Random Number Table and

add it to your score.

If your total score is now 9 or less, turn to 249.
If your total score is 10 or more, turn to 210.

Calmly you raise your shotgun, your thumb releas-
ing the auto-safety as the stock beds snugly into your

. shoulder. Bullets whistle past, frighteningly close,

but you force yourself to ignore them as you take aim
calmly at the clan commander. For an instant his eyes
widen with shock when he sees the barrel of your
shotgun pointing in his direction. Then he starts to
pull away and is almost obscured by a wall when you
loose off your first shot.

t



Add “together: ‘y&urf;*:Shdoti'n‘g “skill/ total -and:'your

current ENDURANCE. points score. & |

If youf total is 7 or less, turn to 99. SR
*If it is 8 or more, turn to 296.

v C
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The captain screams and throws his hands to his face:
he has been hit. Blood oozes thickly through his
fingers as he crumples slowly to the ground, the
assassin’s bullet lodged deeply in his skull.

The shock of Frankland's death, following sb closely
after Sergeant Haskell's, hits you like an icy shower.
You cower behind the truck, shivering with fear,
afraid that you will be next. For a terrible moment the
fear consumes you, and all you want to do is run as
far end as fast as you can. Knott has taken cover
among the pines and he pleads with you to stay where
. you are. But you cannot think clearly; panic has over-
whelmed your senses. Blindly, you scramble to your

feet and stumble towards the woods and, in your

haste, you trip and fall, skinning your hands and
knees on the flint-sharp shale: lose 1 ENDURANGE
point,
i : .
' Inadvertently, your fall saves your life. A shot passes
over your head a second after you stumble, missing

you by a hand’s breadth. The imminent danger clears -
your mind and you race towards the trees with-

renewed determination to survive. Knott encourages

- you to increase your speed and you pray that you will

! i

341-342

reach cover before the sniper has a chgili:e to work
another round into the breech of his rifle.

Add together your Stealth skill total and your currént
ENDURANCE points score. (Note. If your ENDURANCE
is low and you are heavily encumbered, it may t.>e _
advisable to discard some of your Backpack items in
order to increase your Stealth skill total.

If.your total score is 15 or less, turn to 57.
If it is 16~ 19, turn to 83.
If it is 20 or more, turn, to 254

  “ -= 341 — |

' |

At such close range, your gunfire shatters the wooden
lock (remember to erase the appropriate amount of
ammunition from your Ammo Pouch). As the smoke
clears, you call Knott to support your attack, then you -
run forward and kick open the door. -

It slams back ageinst the wall and im‘mediately you
step aside to allow Knott to rush into the room
beyond, crouching in combat stance, his p}stol held
before him, ready to fire. No shots are fired, and
when you enter the room, you discover that the
bearded man has vanished.

Turn to 233. - ]
o —
— 342 —

You tell the others that you think the team should
attempt to break through the Columbus road block.
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- 'Well, it“'looks like we got ourselves what theiFrench
call an “impasse”,” says the captain, as he reaches t
the breast pocket of his combat jacket. “There’s onlo
one way to solve this . . .’ So saying, he withdrawz
a coin — a commemorative AD2000 silver dollar

‘Heads we hit Columbus: tails we id i .
‘ ; avoid it,’ h
and flips the coin into the air. e says,
Pick & number from the Handom? Number T&blaé-.
. | .
If the number you have pi i ’
the picked is 0-4,
CIf it is 5-9, turn to 37. furm to 262.

A
o
:

~T343= L

A cursory examination of the door confirms youir
fears: it is far too thick to be sawn open. However
a closer examination of the air vent reveals that it was'
once a much larger window that has recently been
pamally. boarded over. Confident that you can gain
+ entry this way, you set about sawing through the

slats.

|
L

%t is exhausting wark, and beforé you make a hole
- large enough to climb through, you lose 1
ENDURANCE point due to fatigue.

Turn to 214,

=344 =-

It is early evening before Sergeant Haskell and Marine I~

escape unharmed.

» - 345
Knott return, but at least their journey was not in
vain. The ignition unit that Knott spotted at the gas
station was still there and works perfectly when fitted
to the truck. Within half an hour of their return, the
engine is Tunning smoothly once maore and you are
able to continue. . ; i
! . '

Turn to 230.

L =345=

‘The truck slams through thé wall of cars with a
tremendous crash. The impact sends a violent
shudder through the floor but the truck is slowed very
little by the collision. Once clear of the barricade,
Knott accelerates along the main street and you hear
angry voices and the sharp crackle. of automatic
gunfire amidst the roar of the vehicle's engine. The
air becomes livid with the sound of singing bullets,
which pierce the canvas and shalter against the
truck’s cage-like frame. An occasional fragment
singes your skin but otherwise you and the sergeant

Haskell is at the tailgate, returning fire at the
clansmen who were guarding the barricade, forcing
them 1o quit their shooting and dive for cover. You
join him and focus your sights on the doorways of
‘the passing stores, where sleepy-eyed clansmen are
! stumbling into the street to investigate the commo-
! tion (erase from your Ammo Pouch ammunition
equivalent to one round of fire).

You are starting to feel ‘confident that you have beaten
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the clansmen when you feel the truck decelerating.
A glance over your shoulder in the direction of the
cab window reveals why Knott is siowing down. A
bright yellow bulldozer, with its earth scoop lowered,
is trundling along the main street towards you. The
captain screams an order and Knott obeys. He spins
the steering wheel and sends the truck screeching
sharply to the left towards a narrow side street. His
quick reactions and driving skill have saved you from
the bulldozer, but immediately you are confronted by
a new hazard. : .

Several of the houses that back on to this street have
collapsed, and the debris has formed a huge, uneven
mound that blocks your path. Knott, confident that
the truck is capable of scaling this obstacle, shifts the
selector into all-wheel drive and stamps his foot on

the gas pedal. Amid a whine of gears, the truck -

accelerates towards the mountain of bricks and shat-
tered timbers. You hit the mound at speed and the

truck lurches towards the peak, but, less than five feet

from the top, the truck shudders to a halt.

Knott and the. captein- both leap from" the cab
desperate to clear away the debris that has jammed
the front wheels. As. they begin their work, three
clansmen come running around the corner, firing
their weapons as they sprint towards the. truck.

Haskell answers them with a burst of fire that fells

the leading two and sends the survivor scurrying for
cover. This does little to deter the attack: more
clansmen are appearing by the second, and, judging
by their blood-curdling screams, they do not intend
to take prisoners. :

i
1

'346.
i yoﬁ. have a misisile weapon and wish to fire at
. the advancing clansmen, turn to 69. :
If you wish to help the captain and Marine Knott
clear away the debris from the front wheels, turn

" to 3. : T

=346

Your gunfire impacts against the pillar and instinc-
tively you pull away from the window in case the
‘assassin attempts to return fire. A few seconds later,
‘there is a crash of breaking glass and you catch sight
of something vaguely resembling a can of food as it
flies through the window and bounces on the
carpeted floor. Immediately there is a flash and a
stream of sickly, cream-coloured gas shoots from its
base. As the gas rapidly fills the room, your thro_at
tightens and your eyes stream. A wave of nausea hits
you and you rush frantically from the room before -
it fills to the ceiling with noxious tear gas: lose 3
ENDURANCE points. - f _

Coughing and retching, you stagger along the cor-
ridor unti! you come to a flight of stairs that descends

" {o a fire exit at the rear of the building. Desperate for

! clean air, you kick its locking bar and stumble out
into the courthouse yard. You have taken just two
steps when the assassin comes rushing around the
corner of the courthouse, his rifle in his hand.

If you have sufficient ammunition for one round
of fire, turn to 181. : :
If you do not, turn to 270.
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A sudden, short-lived pain in your head and a red-
dening of your vision is all that you sense as the
assassin’s full metal jacketed round pierces your
farehead and passes clean through your skull. Merci-
fully, death is instantaneous.

Your life and your mission end here in Arizona.

. . . Hlustration XX
Your forehead connects with the clansman’s studded

leather jacket and the impact sends you reeling to the

ground — lose 2 ENDURANCE points. Before you"
have recovered your senses fully, the Mexican draws

a knife and attacks you while you are lying on the
ground.

Yucatan:
CLOSE COMBAT SKILL 14
ENDURANCE 24

Owing to your condition; you are unable to use a

close combat weapon until the third round of the -

combat.

If you win the fight, turn to 197.

— 349 —_

You leap across the gap and reach the far ledge, but
your toes slip on the dusty mortar and you fall

=

.

Y

o
;//,/,///,; .

XX. The Mexican draws a knife and attacks you while you
are lying on the ground.

'
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crashing to your knees: lose 1 ENDURANCE point.
" The others rush forward to grab your arms, but they
are forced to duck when the clansmen open fire.
Ricochets dislodge sections of the ledge where you
are crouching and suddenly it gives way. Your
stomach heaves as you feel yourself falling. Franti-
cally, you throw up your hands to grab the roof’s
edge. You make it, and hold firm, but you are left

dangling in mid-air while a firefight rages across the -

rooftops.
Pick a number from the Random Number Table.
If the number you have picked is 0, turn to 187.

If it is 1—4, turn to 208.
If it is 5-9, turn to 284.

__:350_";_

You and Kate enter the Tucson stronghold to receive.

a hero's welcome. The colony are overjoyed; they

feared they would never see either of you alive again..

They are saddened to hear your account of how

Captain Frankland, Sergeant Haskell and Marine

Knott met their deaths, yet they draw comfort from
the knowledge that their memory will live on in the
hearts of the colonists. If it were not for their ultimate
sacrifice, the colony would never have reached Tuc-
son intact. -

After celebrating your successful return, the colony
leaders set about planning the last stage of the
journey to California, confident that now Mad Dog
Michigan is no longer around, his army will be

P Lo oa éi i ;350
chsmchned ‘to continue the purstit of the Eonvoy But
a nagging doubt remains in your mind. Did Mad Dog
Michigan really meet his doom at the Pantona
Bndge"‘ ) g . _-;
For you, Cal Phoenix, the answer to'that question,
and the final part of your exodus to California, await
you in book four of the Freeway Warrior series,
entltled o o , ;

: i i : i

" CALIFORNIA COUNTDOWN
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Close Combat Rules Summary

. Add to your CLOSE COMBAT SKILL any extra

points gained through use of a close combat
weapon.

. Subtract the CLOSE COMBAT $KILL score of

your enemy from your total. The resulting
number is the Combat Ratio.

. Pick a number from the Random Number

Table.

4. Turn to the Combat Results Table.
. Find your Combat Ratio along the top of the

chart and cross-refer it with the random
number you have picked. (E indicates
enemy’s loss of ENDURANCE points.

CP indicates Cal Phoenix’s loss of
ENDURANCE points.) .

. Continue the combat from stage 3 until one

combatant has zero ENDURANCE points, this
is when he is declared dead.

To Evade Combat

. You may only evade combat when the text

of the adventure offers you the opportunity.

If the text offers the chance of taking
evasive action instead of entering into
combat, you may evade in the first round of
combat or in any subsequent round. -

. If you decide to evade after a round of

combat, ignore all points lost by the enemy
in that round: only Cal Phoenix loses
ENDURANCE points.
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CLOSE COMBAT  RESULTS TABLE

COMBAT RATIO
(1.0, [-10/-97 -8/-7 | -6/-5 | -4/-3 | -2/-1 | L 0/0 [+1/42]+3/+4[+5/+6/+7/+8[+9/+10[+11 0., |

reater

([ _O[E -0lE -1]E -1|E -2|E -3 E -3)E -3|E -3|E -3|E -4|E -5/E -6 A
CP K |CP-10|CP -8 CP —7|CP -6[CP -5 CP -5|CP -4 CP -4 CP -3 |CP -3|CP -3 CP -3
,[E_-2]E -3]E -4]E —4|E 5|E -5 E_-5|E 5| -5|[E —6|E -6]E 7'E -s|,
CP -6CP -5|CP -4/CP -3|CP -3/CP -3 CP -3/CP -2 |CP -2 |CP -1|CP -1 /CP -1|CP -0
g[8 _-3[E _-a[E 5[k —s]E -6]E 6] [E -6]E 6|E -6|E —7|E -8]E -9[E -10 5
CP —a|CP -3/ CP —2/CP —2|CP -2|CP -2| . |CP -2/CP -1|CP -1|CP -1|CP -0[CP -0|CP -0
4E—1E-2E—2E-3E—3E—4‘E-4E—4!E 4|E_-s[E —s[E -6]E 7],
CP -6 |CP -6|CP -5|CP -5|CP -4 |CP -4 .CP -4 |CP -3 |CP -3|CP -2|CP -2|CP ~1|CP -1
s E_-3|E -4]E -4 E -5|E -5|E -5 E -5|E -5|E -6lE -6|E -7|E -8|E -10 5
CP -4.CP -a|cpP -3{CP -2|CcP -2|cP -z| |CP -2|CP -2 CP -1 CP -1 /CP -1|CP -0 |CP -0
glE_-2[E_-3|E -3|E -4|E —4|E -4 E -4|E 4/E -5|E -5|E -6|E -8lE -7 6
CP -6|CP -5/CP -4/CP -4|CP -3|CP -3 CP -3|CP -2 |CP -2|CP -2|CP -1|CP —1|CP -1
,[E_-4|E -4|E -5|E -5 E -6/E -6 E 6E -6|E 7/E 8F -S|E ~10]E 16/,
CP -4|CP -3|CP -2/ CP -2|CP -1|CP -1 CP -1|CP -1|CP -1|CP -0|CP -0|CP ~-0|CP -0
8E—0E—0E-—1E—2E-3E—3 E—3E-3E—4]§:-4E—5E—5E—(58
CP-10 CP -7|{CP —6|CP -5|CP -5|CP -4 CP -4/CP -3 |CP -3|CP -3|CP -2/CP -2 CP -2
9E--313-3E-—4|3—4!3—5E—5 E-EE—SE—SE-SE—BE-7E—99
CP -4 |CP -4iCP -3 CP -3|CP -2 |CP -2 CP -2|CP -1 |CP -1|/CP -1|CP -0|CP -0|CP -0
0 E -5|E -5|E -5|E -6|E -8lE -7 E -7|E -8|E -10|E -12|E -16|/E K|E K 6
CP -0|CP -0|CP —-0|CP -0|[CP -0 |CP -0 CP -0{CP -0 |CP -0|CP —0|CP -0|CP -0!CP -0

E=ENEMY CP = CALPHOENIX K = AUTOMATICALLY KILLED





