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AN INTRODUCTION TO
THE LAND OF NARNIA

Based on the works of one of the greatest fantasy
writers of all time, Narnia Solo Games™ invite the
reader into the magical realm of daring children,
tatking animals, evil witches, Aslan the Lion, and
noble kings and queens. The enchanted land of
Namia, rich in conflict and wonder, provides the
perfect background for solo games. Welcome to the
fantasy and excitement of C.S. Lewis’ Narnia!

THE FOUNDING OF NARNIA

Near the very beginning (but not quite exactly at
it), the Lion named Aslan opened his mouth and
blew a long, warm breath over the creatures who
stood in a wide circle around him. There were
rabbits and moles and badgers. There were dogs and
leopards and horses. There was even a pair of
elephants! The beasts swayed as though pushed by
astrong wind, and clear, silvery voices from beyond
the sky (it was the stars) sang in chorus. A quick
flash like lightning (that burnt nobody) made every
drop of blood in the animals’ bodies tingle. Then

Aslan spoke in a deep, wild voice. o
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“Narnia, Namia, Narnia, awake. Love. Think.
Speak. Be walking trecs. Be talking beasts. Be
divine waters.” Wild people stepped out from the
trees, gods and goddesses of the wood holding the
hands of Fauns and Dwarfs and Satyrs. The river:
god and his Naiad daughters rose from the watery
depths of the river. All these and all the beasts:
answered the Lion in their different voices, low or
high, thick or clear. “Hail, Aslan. We hear and obey.:
We are awake. We love. We think. We speak. We'
know.”

Thus Narnia became the land of the Talkingg’

Animals, waking trees, and living waters. It was not
a country of men (as Trufflehunter the Badger later
told Prince Caspian), but it was a country fora man;
to be King of. At the Lion’s order, the Dwarfs'
forged two crowns from a tree of true gold; they set
the one with rubies and the other with emeralds,

When the crowns had been cooled in the river,

Aslan placed them on the heads of King Frank and.
Queen Helen in solemn ritual. '

“Rise up King and Queen of Narnia, Jather
and mother of many Kings that shall be in
Narnia and the Isles and Archenland. Be Just
and merciful and brave. The blessing is upon
you.

The royal pair and their children lived happily in
that pleasant land. The boys married nymphs and .

the girls married wood-gods and river-gods. The

second son became King of Archenland, and his ‘
descendants were always great friends to their

cousins in Narnia. And their subjects prospered in
joy and peace. 0

Many hundreds of years later, evil came to Nar-
nia. A wicked Witch brought the snow and ice of
everlasting winter: a winter that would‘ last one
hundred years without Christmas or Spring. Four
children (named Peter, Susan, Edmund, and Lucy}
brought an end to her rule and took the four thrones
in Cair Paravel at Aslan’s command.

A il i
ADVENTURE bl 1~
IN NARNIA ~
Now, Aslan will challenge
you to show honor, courage,
and courtesy during your i
own adventures in Narnia. /Q;
But fear not — if you fail to
do the Lion’s bidding, just
play again! And keep in
mind Prince Rilian’s words
to Jill, Eustace, and Pud-
dleglum the Marshwiggle:
“Friends, when once a
man Is launched on
such an adventure as
this, he must bid fare-:
well to hopes and fears,
otherwise death or de-
liverance will both
come too late to save
his honor and reason.”

Go now, and seek the adventure that
Aslan sends!
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USING THE GAMEBOOK |

This gamebook describes hazards, situations, and
locations that may be encountered during your
adventures. As you read the text sections, you will
be given choices as to what actions you may take,
What section you read will depend on the directions
and whether the actions you attempt succeed or fail,

THE GAMEBOOK :
Text sections are labeled with three-digit num:
bers (e.g.,“123"). Read each section only when told
to do so, Often text sections will direct your “move-
ment” inarcas described by the text. In these cases,
it can be very useful for you to keep track of what'
you encounter and where you go (i.e., you should
record and map your path of travel).

KEys !

In this gamebook, you may gain information and.
take actions that may be important later on. So the
text will sometimes instruct you to: Check Key xx
("xx” is a number). When this aoccurs, check the.
appropriate box on the “Key Sheet” found at the be-
ginning of the book. You should also record the
information gained and note the text section num-
ber on the line next to the box. You may copy or

photocopy these sl?eets for your own use. ok

P1CKING A NUMBER o
any times during your adventures you will ne

ml\;;'l:g :11 mnumber {gb)étween 2 and 12). There are

several ways for you to do this:

1) If you have two six-sideq dice, roll them. The
result is the number which you hdeG Plckcd.
(You can also roll one six-sided die twice and
add the results.) or

2) Fliptoarandom pageinthe l?oqk and look at the
small boxed number in the msndg, bottom cor-
ner of the page. This number is the number
which you have picked. or

3) Turn to the Random Number Table atthe end of
this gamebook, use a pencil (or finger or pen or
similar object), close your eyes, and togch the
Random Number Table with the pencil. The
number touched is the number w!uch you ha.vc
picked. 1f your pencil falls on a line, try again.

Whenever you are instructed to pick a number
and add a “bonus’ , treat results of more t’l}an 12 as
“12” and treat results of less than 2 as “27.

L]



YOUR CHARACTER

CHOOSING A CHARACTER
There are two ways to choose a character;

I) You can use the completely created character
provided on the opposite page. If you choose
this option, read the "Background"” section Just
before the "Prologue". or

2} You can create your own character using the
blank Character Record and the simple charac-
ter development system included in the next
section of this book. ‘-

TREASURES AND EQUIPMENT
Whenever you acquire treasures and equipment,
record them on your Character Record in the pro-
vided spaces. Certain equipment may affect your
abilities; the text will show you how,

SKILL BoNuUSES 5
For each skill on your Character Record, you
have a Bonus that is used when you attempt certain
actions. When the text instructs you to “add vour
bonus” | itis referring to these Skill Bonuses. Foran
explaination of these skills refer to the Creating
Your Own Character section.

STARTING TO PLAY '

After reading the rules above, begin your adven-
tures by reading the Prologue found after the rules.
section. From this point on, read sections as indi-
cated by the text. o

T
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CREATING YOUR OWN
CHARACTER

If you do not want to create your own character,

use the pre-created character found in the front of

this book. If you decide to create your own charac-
ter, follow the directions given in this section. Keep
track of your character on the biank Character.
Record found in the front of this book. It is advis-,
able to enter information in pencil so that it can be
erased and updated. If necessary, you may copy or:
photocopy this Character Record for your own use.:

As you go through this character creation proc- .

ess, refer to the pre-created character on the preced-:
ing page as an example.

SKILLS

The following “Skill Areas” affect your chance of

undertaking a successful action during your adven-

tures. :

1) Fighting Skill: This skill reflects your ability to
fight,

2) Trickery Skill: Use this skill when trying to,

move without being seen or heard (i.e., sneak-"
ing), trying to steal or take something, picking
a lock, escaping from bonds, etc.

3} Action Skill: Use this skill when directed to

perform certain physical activities by the text, -
including: Running away, Swimming, Climb--

ing, Tracking, Hunting, and Riding.

4) Talking Skill: This skil reflects your ability to
talk with and gain information from intclligent
beings.

5) Perception Skill: This skill reflects how ml_mh
information you gather through observation
and exploration.

6) Inner Strength: Not really a skill, it is arepre-
seniation of your goodness and your resistance
to the forces of evil. During an adventure it may
change due to your actions and reactions.

SkiLL BONUSES

For each of these skills, you will have a Skill
Bonus that is used when you aftempt certain ac-
tions. When the text instructs you to “add your
honus,” itis referring to these Skill Bonuses. Keep
in mind that these “bonuses” can be negative as well
as positive. .

When you start your character, you have six “+1
bonuses” to assign to your skills.

You may assign more than one “+1 bonus” toa
given skill, but no more than three to any one :‘ikl”.
Thus, two *“+1 bonuses” assigned to a skill will be
a“+2 bonus”, and three “+1 bonuses” will be a **+3
bonus™. Each of these bonuses should be recorded
in the space next to the appropriate skill on your
Character Record. . _

If you do not assign any “+1 bonuses” to a skill,
you must record a “-2 bonus” in tha!l space.

During play you may acquire equipment Or mju-
ries that may affect your bonuses. Record these
modifications in the “Bonus” spaces.

B



BACKGROUND
(Read this section if you are using the Pre-created C haracter,)

Your name is Chris Porter (is that short for Christopher
or Christina?) and your cousins tease you all the time about.
it. They call you Swiss Kris Kringle, because your mother !
is at a sanitariurn in Switzerland. She's very ill, and it's not
very nice of them to plague you with it. Father had to goto
Switzerland to be with Mother, and the sanitarium isn't a
place for children (that's what your uncle said). That's why
you're staying with Uncle Jonathan and Aunt Elizabeth,

Your cousins are a jolly lot, but there are six of them and

they're so noisy! Harold is the eldest, and he likes nothing so

well as cricket. He's always trying to get his brothers and .
sisters (and you) to play a game. Sophia, Alice, Robin, and’
Bertram are the next in age, and they like Tig and Blindman's

Bluff and Find the Slipper. Even Aubrey, the baby, coos and

giggles and screeches.

They just don't understand that sometimes you want to curl
up in the windowseat of the playroom and read quietly by
yourself. Or stare out at the garden, thinking of the times when
Mother was welt.

The worst of staying with the Traverstocks (that's Uncle®
Jon's surname) is that it's term time. You've been put in your :
cousins’ school because your own is too far away. All of yourg
classmates are strangers who ignore you or tease you. At least
you've made one friend — a decent chap whe goes by the name
Eustace. The meanest of the bullies are afraid of him, so they.
leave you alone. Except for Albert, who always steals your5
lunch.

RETURN TO DEATHWATER
by
Curtis Norris

PROLOGUE

You have always found the city’s natural history museum
a delightful place, full of imasks, weapons, and other fascinat-
ing objects from faraway lands and even more distant times.
But, oh! How slow and sleepy a class visit to one can become,
especially when the tingling spring air calls for you outdoors,
and the cool woods beckon. Fortunately, you have the com-
pany of your friend, Eustace Clarence Scrubb (a friendly sort
of fellow, for all the misfortune of his name). At the tail end
of a shuffling group of classmates, he is trying to keep you
entertained with another of his stories about the other-worldiy
land of Narnia.

The tale is a rousing one, but you are glad that it is only a
story, for you would hate making such difficult decisions
yourself (which, as you know, is required of every true
adventurer). When the class arrives at a display of pinned
moths, Eustace moves to the front of the group to have a closer
look. Not being the least bit interested in moths, you are left,
for the moment, alone 1o seek your own diversion.

Lookingabout the echoing hall (its high, arching ceiling
makes you feel small and unimportant), you note a large
alcove that you cannot remember ever having seen in the
museum before. Curious, you separate from the group to see
what is on exhibit there. You are not disappointed. A large,
stuffed lion lies among some ferns on a low platform; a lion
larger and more beautiful than any you have ever seen or

's]



imagined. The attention to detail is marvelous, Why, it almost’
looks as if the beast were alive! Delighted, you look about to
see what else the alcove might have to offer. Sadly, there is
nothing more within the tiny niche, buta heavy curtain covers
the back wall with a sign that says “KEEP OUT!” in bold,
black letters.

Something very special must be behind that curtain, you
think to yourself, even more special than the extraordinary
lion. Perhaps a little peek wouldn’t hurt; but, oh dear, your
class is already moving on!

« If you return to your class, turn to 142.
« If you go behind the curtain, turn to 328.

100

You stand by the natural dam of the azure lake where the
eastern stream takes its first leap through a narrow opening in
the rock wall, The lake is surrounded on the other three sides
by low cliffs topped with coarse grass. Four black caves are
lined against the farthest cliff face, hinting at dark, under-
ground adventures. A ledge leads past these caves to a natural
staircase that climbs to the top of the cliffs.

The water of the small lake is deep and crystal clear. Blue
stones cover its bottom, but that’s not all. Something else lies
on the stony floor near the center. As you stare into the water,
the sun comes out from behind a cloud, and the object 1akes
on a lusterous glow. It’s the statue of a man lying on his face
with his arms stretched out in front of him, and he’s made out
of solid gold!

* If you dive into the water, turn to 295.

+ If vou want to explore the caves, turn to 163.

* If vou climb to the top of the cliffs, turn to 1 7.
« If vou want to leave the area, turn to 341.

/r r‘§ : 4"""‘ J .
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101

“What's in the gourds?” you ask the two men.

“Healing waters from the western stream, O inquisitive
master” says one. “Take them with the blessings of al| my
fathers. They're yours to use or discard as you wish.”

“Well, they might come in handy sometime. Thank youﬁ"
So saying, you pack up the gourds and head out of the tiny hur,
Check Kev Il Turn to 303,

102

Violence will only make matters worse. Perhaps you will
be able to sneak back inside later, but for now it’s best to
comply with the Dwarf*s demands. In response to your pliant
manter, the Dwarfs blindfold you, but do not bind your hands
or feet. With a Dwarf at each arm, you are led back ino the
fresh air outside and down the mountainside. Eventually, you
can hear the crash of the ocean and feel the rocky beach undert
your feet. Turn to 412,

103

The Zephyr Reginalis anchors in the quiet bay on the south
side of the island, and you and Cheekimeek are lowered gently
to the water in a small rowboat. You pull the oars while the
Mouse spys the land ahead. _

“Hmm.,” mummbles Cheekimeek, “Two streams, one.
coming from the east and the other from the west, emply into
this bay. Seems we have three choices,” he continues, strok-
ing his whiskers thoughtfully. “We can either row up the east
stream, row up the west stream, or land on the bay's beach in
the middle. Which will it be then, child?”
* {f you row up the east stream, turn to 167.
* If you row up the west stream, turn to 387,
* If you land on the beach, turn to 300.

’ 104

Nearing the right-hand door, younote that itis sllightly‘ajar.
you also discover something very out.of plaf:e. in thte L.old',
(tone surroundings: the smell of something delicious bakin g L
-The heavy aroma (rather like gingerbread, only better) ca-
resses your nose lovingly and beckons you to come nearer.
you've stumbled onto the Kitchen, no doull)l, but aie any
answers to be had there? Does it make any difference’
« [f you enter, furn to 171,
« If you check the other door, turn fo 195, w06
« If vou pass farther down the passageway, tunl'l to 306.

105

Taking a candle along for light, you and Cheekimeek wallk
slowly into the cave beyond. When you react.] the m.am
chamber, you find not one, but three large dogs lying on piles
of clean straw. i }

“Have you brought us something to eat? one of the d(_)gs
asks, opening a sleepy eye. Apparently he was expectmg
someone else, for when he sees you, he leaps to his ff:et,
growling, the hairs on his back standing briskly at attemlol.l.
The other two dogs (one brown, the other gray) join in at t.helr
brother's side. They seem to be in no mood for explan‘auons
and eye you hungrily. You swallow hard, as Cheekimeek -
stifles a litile squeak. o
« If vou have Volmar's flute (checked Key 5) anp’ play it

turn to 152,

' i 98.
o If vou fight the dogs, turn to 1 | .
« If you have some food (checked Key 21), and want 1o fe ed

the dogs, turn to 147,



106

A bath would be just the thing! Removing your shoes, you .
leap into the water and send a splash of the cold liquid onto the

Mouse. “Loons and ladles!™ sputters Cheekimeek, upset.

“Doesn’t the name Deathwater mean anything to you? You

could have killed us both!”

You realize that the Mouse is right, and that you acted
foolishly, but are too refreshed by the water to let it upset you
much. “But look,” you say. “It hasn't harmed me a bit. In fact
1 feel wonderful! This isn’t Deathwater at all!™
* If you have a gold finger (checked Key 20}, turn tol29.
* therwise, turn to I32.

107
The water flies swiftly from the wide mouth of the golden
pipe to splash into the channel in the floor. Could this be the-

source of one of the streams outside? If so, which one? In any .f
case. it certainly does look fresh and coal, and you do have |

such a thirst...

* If you drink the water, turn to 114.
« If vou test the water, turn to 115,

« if vou leave it alone, turn to 285.

108
With the eastern shore to your backs, you and Cheekimeek
ponder where to go next.
* If vou head inland, turn to 242.
* If you follow the rocky shore north, turn to 283.
s If you wander south down the beach, check Key @ and
turn to 225,

109

The Dwarfs gently tie blindfolds about your heads, but do
not tie your hands or feet. You are led a long way through
many caves, caves you might have explored if things had not
come to this. Then it’s outside and another long walk over the
island. At last, you hear the rushing of the ocean waves and
feel the rocky beach beneath your feet. Sadly, you feel your
adventure coming to an end. Turn to 412.

110
You dip your finger into the water to see if it is too cold to
drink. Indeed, it must be very cold, for your finger goes numb
immediately. Removing it, you are shocked to see that it has
turned into gold! Check Key 20.
o If vou know of a cure {checked Key 10), turn fo 1635.
o Otherwise, turn to 285.

111

“Ithink we're going to make it,” you whisper to the Mouse.
Just then, you step on a brittle twig that snaps with a resound-
ing crack! Instantly, the dog leaps to his feet and looks directly
at you.

“Aha!” he snarls. “Trying to sneak by, were you? Come
here, and state your business.”

Nervously, you and Cheekimeek enter the clearing.
o If you fight the dog, turn to 317.
» If vou talk fo the dog, turn to 401.
* If you have Volmar’s flute {checked Key 5} and use it,

turn to 236.

i



112 :

Walking around to the door on the western (or sa you gzuess)
side of the tower, you witness an even more beautiful sight
than the golden edifice itself. Carved into the door {which
itself is black as night) is the delicate image of a woman more
fair than any you know from your own world. She is tall and
slender, with hair that seems to float above her shoulders. The
portrait sheds an unearthly, heavenly light, making her beauty
even more extraordinary. :

Foralong while, you and Cheekimeek stand riveted before
the image, unable to speak a word for fear of disturbing the
woman. Then the Mouse suggests quietly, “Perhiaps, we
should see if it opens,”

Stowly and respectfully, you approach the door. Finding no
handle anywhere, you give ita gentle push. The smooth, black
material does not budge, even though you try harder a second
time. Cheekimeek puts his shoulder to the door, and together
youltry athird time, but you cannot move it. Defeated, you rest
from your efforts while the image of the woman smiles
enigmatically down upon you.

Suddenly a thought pops into your head ‘A password!™:

yousay. A door like this would definitely have a very special
password. If we can say it, then it will probably open.” | :

“Youmightbe right there, child,” declares the Mouse. “But
what could it be? I must admit I'm not very good at guessing.”

Desperately. you try to recall every story you've ever read
where the hero faced 2 magic door. After a few moments, you
have to give up. You put your head against the rough stone of

the cave wall and close your eyes to shut out your failure. If

only Aslan were here to help you! The Lion’s loving image

fills your mind’s eye. Your lips shape a soundless request for

his help. Pick a number and add your Inper Strength bonus:
»[f2-3, turn to 441.
» If 4-12, turn to 442,

el

113
Using a candle from the wall, you stick one end into the
falling water, Itturns immediately into gold! Aghast. youdrop
it into the water, where it sinks to the bottom as a solid piece
of metal. “Deathwater.” mutters the Mouse quietly. Turn to

285.

114

The water washes refreshingly down your throat. making
you feel light on your feet again, as though you had just
awakened from a good night’s rest.

o If vou have a gold finger (checked Kev 20), turn tol70.
o Otherwise, turn to 285.

115

Holding your breath with expectation, you insert the end of
a candle into the falling stream. To your horror, the rush of
water takes a hold of the candle and pulls your hand into the
current. You give a terrible cry as if in pain, but discover
immediately that it was unnecessary. Nothing has happened.
Or has it?
» If vou have a gold finger (checked Key 20), turn tol70.
+ Otherwise, turn to 285.

116
The climb demands every ounce of your strength. but you
finally reach the top. Cheekimeek pulls you onto the cave
floor, where you lie still for a moment, scraped and badly
shaken. Eventually you are ready to leave. Turn to 149.

Iy



117

Climbing to the grassy tops of the cliffs, you geta clearer
view of the curious statue lying at the bottom of the lake. As,
youturn to Cheekimeek, the Mouse shouts, “Quch!” He grabs'’
his right foot in pain, and then starts to fish about in the grass,
“What is it?” you ask. Pick a number and add yours
Perception bonus:
< [f2-5. turn to 382 "
< If6-12, turn to 222.
118

i

As the tension of the moment ebbs, you decide that kitling .

the Dwarfs would accomplish nothing and tell Cheekimeek td.,
put away his weapon. The Dwarfs sigh with relief, but wait-
nervously to find out what you plan o do next,

* If you decide to talk 10 them, turn to 166.

* if vou just want to leave, turn to 127,

119

Though you search as hard as anyone could be expected,
and then search the whole area again (just in case}, you simply .,
cannot spot the herbs the magician needs. *1'm sorry, Volmar, -

I can’t find them anywhere.” you say. giving up at last.

“Not to worry, child,” says the old man. shaking his head
at the cluttered table. “These things usually turn up when -
they're needed most. In the meantime, I'l make do with .
something else. Now then, you had better getsome sleep, and ~

I had better get back to work. Pigeons and potions, but I'm |

3

busy!” -
Bidding Volmar a good night, you return to your room. :

Turn to 286,

120
Asyouputthe last knot in the bonds of your pirate, you spot
qwo gourds filled with water in the comer.
i \:)u ke the gourds and leave, turn to 101,
If :\'(}tl leave the gonrds behind, turn to 303,

121

Should you read this? After all, you woulc'ln‘t very much
like it if a couple of strangers got into your journat. On the
other hand, if you knew they meant to help you..l, then you
might not mind. If the journal can' shfed some hgh.t 01:1 ‘Fhe
mysteries of the island, that might justify the small ands’lOE
of privacy. mightn’t it? Convinced, you qpen the cover an
begin to read the magician’s neat hafldwmmg.

Most of the passages are of no interest to yc?u or yf)ur
mission, but the last few pages do provide some interesting
clues: .

«_tonight as I watched her shining in the night sky. {

was surprised to see her suddenly plunge toward the

earth. Whar caused her to do this | could not guess, but

[ knew that [ must go to her. Therefore, I have worked

out the particulars of her descent, and determined that
she has landed on an island in the eastern seas. Tomor-
row. I will hire a ship, and go in search of her.”

" After many days saifing, my good captain and [ have
at last reached the island. I have discovered a lake
surrounded by cliffs on the eastern side. Since I have
found ne sign of her above ground I shall venture into
the bowels of the mountain to continue my search. May
Aslan protect me.”

]



The journal stops there, and so do you, feeling suddenty
guilty for having read this stranger’s private thoughts. Still,
you wonder who “she” is, and if Razmon ever found her. It
rather sad that he should have given up his astronomical
investigations and the woman of his search for the shallow
satisfaction of gold. With a sigh, you'put the book into your
pocket, thinking that if you ever meet Razmon, he might like
toread it and remember what his days were like before he fejt
the lure of the precious metal. Check Key 6.

» If you check the bed, turn to 124.
o If you look in the chest. tum to 217,
o If you leave the cabin, turn to 304.

122 .

Atyoursignal, you and Cheekimeek raise your weapons to
finish off your helpless captives. Suddenly, a ferocious wind
knocks you to the ground while a thunderous roar deafens
yOour ears. ‘

It’s Aslan! As large as an elephant and as fierce as a tigress,
he glares at you. You can barely meet his gaze, so terrible are
his eyes!

*Human child,” he says with a stern voice, “you were aboul
to commit the worst of all sins, the needless taking of
another’s life. If you are so blind to compassion, then you shall
be as lost as the blind on this island! ™ Choose a letter:

o If A", turn to 169.
= If “B", turn to 251.
= If “C”, turn to 293,
= If “D7, turn to 339.

1.1

123

The Calormene leader draws his scimitar, and in a brilliant
flash of steel. Cheekimeek draws his rapier to meet the attack.
The other pirates, seeing that you are as unarmed as they, rise
10 their feet and approach menacingly. Pick a number and
add vour Fighting bonus:
« If 2-7, turn to 307.
o If 8-12. turn fo 354.

124

You peer beneath the tiny cot, and remove its pillow and
blankets neatly, but discover nothing. “What now?” asks
Cheekimeek, sneezing at the dust that has risen inio the air.
s If vou look in the chest, turn to 217.

o If vou examine the desk, turn to 240.
o If vou leave the cabin, turn to 304.

125
Quietly, you approach te within a yard of the nearest
courtiers, and at the first opportunity give a timid cough.
Turn to 259.



126

Removing a candle from the wail. you dip its lower end
carefully into the water. “Something s pulling on it!™ you say -
to the Mouse, who yanks your hand away from the water. To:
your amazement, the candle comes with it. To your even:

greater amazement, you discover that the bottom half has
turned to gold.
“That's why you thought something was pulling on it,’
says Cheekimeek. “It just suddenly got heavier, that's all.”
Your amazement turns to horror, however, when you thmk

of what might have happened if you had tried to enter the

water yourself! “Let’s get away from here!™ you exclaim.
o If you take the exit from the cave, turn to 369,
* If go back 1o the 4-way corridor, turn to 291.

127
“Somebody will tind them and set them free, won't they,
Cheek?” you ask the Mouse,

“Ithink so. They don’t work for themselves on this island,” f

he replies.

“Good. then let's go.” i
* If vou hike to the north side of the istand. turn to 283.
o If you follow the cliffs south, turn to 245,

128

You stand in the middle of a wide, smooth corridor. “Thls :

looks man-made,” you remark to the Mouse, who corrects you

by saying that Dwarfs have obviously been working here.

There are two doors, one to the feft and one to the right. The
corridor continues to run into the distance, curving downward
at the extent of your vision.

* If you continue along the corridor, turn to 306,

* If you go to the door on your left, turn to 195,

* If you go to the door on vour right, turn to 104.

129
Suddenly, vou notice something else. Your finger has
returned to normal! The water has reversed the curse. Elated,
ou dry off and leave the cave, advancing further into the
complex. Add +1 1o your Fighting bonus und erase your check
on Kev 20. Turn fo 321,

130

You look absolutely everywhere for something sharp
enough to cut your bonds, but find nothing. Together, you and
Cheekimeek sit glumly in the darkness, haunted by your
private thoughts. What will happen next? ‘

At last, the Dwarfs return saying, “The master won't see
anybody. We have his orders to send you back to Namia.”

Before you can protest, the blindfolds are replaced and you
are shoved back outside. After another long and roundabout
trek over the island, the sound of the sea reaches your ears.

Turn to 412.

131

Your strength holds out for a few feet; Ihe'_n your grip
loosens on the slippery vines and you tumble back down to the
ground. Fortunately for you (and unfortunatety for
Cheekimeek), you land on the Mouse. who had not vet started
climbing.

“I guess we won't be getting in that way,” you say, helping
the Mouse to his feet and brushing away the dirt.

“Thank Aslan for that!"" he says.
« If vou scramble down to the east, turn te 252.
o« If vou follow the cliffs west, turn to 402,

132
After you have dried yourself off sufficiently, you leave the
cave, advancing further into the complex. Turn to 321.

el
My



133

You have a hunch that this water may be able to do more :
than it seems. Figuring you have nothing to lose, you stick.

your golden finger into the pool, and watch in amazement as’
it becomes flesh and blood once more. What a delightful
surprise, and an even more important discovery! Erase vour
check on Key 20 and add + 1 1o your Fighting bonus. Turn to
321.

134 ‘
Youstepintoalarge, echo-filled cavern with 4 wide pit near
tts back wall. The cave has but one entrance, and you are
tempted to leave through it immediately, but the mysterious
hole in the floor invites you to stay. '
* If you check the pir, turn to 332,
» If vou leave, turn to 149.

135

Near the top of the mountain, the path runs into a dead end. *-
A high, ivy covered cliff impedes your progress southward, "

and the trail turns neither to the right nor the left.

“This is most peculiar.” says Cheekimeek. “Why would
anyone make a path to a dead end?”

Precisely, you think to yourself, scanning the cliff-face for
some clue. Pick a number and add your Perception bonus:
* If 2-5, turn to 233,

» If 6-12, turn to 398,

136

Climbing the steep slope of the mountain, you scramble
over the rocks edging the stream bank. The water roars
hypnotically as it leaps from stone to stone into glittering
pools. At fast, you reach a misty waterfall. The cliff over
which it tumbles blocks yvour way. As you consider where to
go next, something in the bushes bounds away to the west.
“Oh, my goodness!” exclaims Cheekimeek, jumping. “What
was that?”
o If vou follow the noise west, turn to 351.
o If you follow the base of the cliff east, turn to 292,

137

The Mouse gives an involuntary squeak when youhug him,
and his eyebrows leap up around his ears. When you finally
let him loose, he gives an annoyed cough, brushes his fur back
into place, and leaves with a short nod. It would seem that
hugging him was not the proper thing to do.

“I'm afraid Cheekimeek comes from a very proud line of
mice.” says the King, “but don’t worry, he will have forgiven
you come momning.” Check Kev . Turn to 346.

139

Standing at the edge of the stream, you notice an odd
tickling sensation inside the boots you borrowed from
Razmon’s chest. You tell Cheekimeek about it, and he de-
clares “I'm not surprised. They re full of magic.”

Full of magic, he says? | wonder...
« If vou cross, turn to 156.
» If vou go hack to the 4-way intersection, turn to 291.



140

You are afraid of fighting the Dwarfs, but you are even
more frightened of what might happen if you do not,
Cheekimeek has read the decision in your face, and places his
hand on the hilt of his sword. At his signal, you both try to
force your way past the dwarfs. Pick a number and add your
Fighting bonus:
*If 2-5. turn to 173.
* I 6-12, turn 1o 329

141

Leaving the Calormene to fend for himself, you find Aslan

waiting for you outside. You have never seen him look so

horrible! His mane stands on end, his teeth are bared, and his

eyes flash with angry lightning,

“How canyou leave g proven friend in such distress? Child, :_-
youmust learn to know me better! My way is not one of guilt

and envy and pride! Remem ber that he who lives by the sword

dies by the sword. Child, know your own weakness,” the

Lion’s roar gentles to a growl,

As you hang your head, Aslan lets forth another roar so
tremendous that it hurts your ears and knocks you to the
ground. Stumbling back to your feet with an apology quiver-
ing on your lips, You are heartbroken to find yourself back in
the museum. As you shuffle back to your classmates, you vow
tomake a better person of Yourself, so that semeday you might
return to Narnia and solve the mystery of Deathwater,

i1's easy to return to Narnia! Just go to the Prologue and
starragain!

142
You don’t want o leave, bu you don’t want anybody
worrying about where you are either. so Youstart to head back,
hoping that Eustace has finished looking at the moths,

ol

F— an
i walk away, a deep voice says, “Don’t goﬂ! Wher1
As yO'U nd to see who it was that spoke, all youtind is the
oun® 'd[:uand nothing else. Maybe the voice came from
lu;‘fej :"12 c,urtain. Perhaps it was just your wishful imagina-
beht” aying tricks on you,
[ion- piiy"q“f’: to im'es)r(fga!e Jurther, turn to 328.
: g ':‘Utl return to your class, turn to 404,

143 ‘
Loridan interrupts your Ihoughtsl to say, “Sh'all we tsar:;
round the island ence, so that you might get a clearer pictu
) o
Of‘\'v(])llfreey;o?h?:kgy(::fg c.aptain," you answer, but it is not only
becaus;eyyoll want to see more of Deathwater; you are also
delaying the inevitable start of your adventure. o
Loridan orders the ship to take an eastenfly courfe arou- X
the island. The waters of the casternmost side a‘xre t‘al‘led wnfk
sharp crags, and the waterlogged remnantﬁ ‘or ‘a :(hllp\:;re;u
cling to these teeth. The wood of lhe. wreck -lh bld(.? .fdn ):hig
wonder if it was once a Calormene pirate ship. Also r.oml. k\
side, youcan see that the eastern stream pours out of atiny lake
i the mountain’s side.
hlg’?hzz:i!}:l) continues on to the north of the island, ar?d y(')u f.py
the first sign of life just off the shore. A small sallboalrlelf
anchored a few feet from the beach with a crude gangplan
ing the deck to the sund.
Cogle:elli?gleek comes to your side, and says, "Now that looks
like a good place to start solving a mystery. Shall we land here
on the north side, or would you prefer the south?
« If you land on the north side, turn t.o 234, .
« If you sail back around 1o the south side and land there,

turn to 103.

-
!



144
Loaded with fresh stores, the Ze

hercrew out to sea. When she is free of the harb
mainsail is raised, snapping taut with a frie
Journey continues. Turn fo 277,

145
You cannot leave the Calormene here 1

undo his ropes. Rubbing his sore wrists,
to his feet

odie,soyou quickfy
Paksha Tarkaan rises

Nodding wisely, he says, "I thank you, child, for you;'_
greatness of heart, and you, Mouse of valour, for your keen-:
wit. My men (may Tash punish them for an eternity) heard
rumors of gold on this island and committed mutiny. The
Jackals knocked me unconscious and left me here to perish. I-
seek 1o bring the faithiess ones to justice if [ may. Be :
return to them in vengence, how may Irepay you, my saviors?:

Paksha Tarkaan has nothing that does not now belong to you. -
Ask and it shall be yours.”

fore I'

phyr Reginalis is rowed p,
or, the majesti,
ndly wind, T,

r

«Can you tell us anything about the island?” you a.sk,
hoping 10 solve some of the mystery with the kind
0
Jormene’s help. _ o .
Ca.. Alas, my kowledge concerning this isle is poor. The

rers of the lake outside and the stream that pours forth from
'wa‘ v.e the cursed power to turn all things immersed to gold.
) hiN jthin this mountain crawls a labyrinthine maze of cav-
erns. Only Tash can say what dwells at the heart of the cursed

ak. If you truly wish to explore the shadowy deptbs, the
portal heneath the earth is the second cave from this one.
would that I had more mysteries to reveal to you!”

“Thank you, sit,” says Cheekimeek, bowing. “The rela-
tionship between our two countries has alwayls been, shall we
say, strained? Today has given me new faith in the goodness
of people everywhere and new hope for a better future.l!f )_rou
require any assistance in dealing with your mfan. you w‘lli find
the Zephyr Reginalis anchored on the south side of the‘lsla‘nd’;
Tell the captain you are our friend, and he;will lend his aid. ‘

“[, too, have great hopes for the future, wise friends,’
Paksha says. “Come now. Let us leave our dark prison and
return to the golden sunshine beyond.”

Together you leave the small cave, passing onto a nar.row
ledge outside. A small lake spreads before you (very. bright
after the darkness of the cave) surrounded on three sides by
low bluffs. Paksha points to three other cave openings and
reminds you that it is the second one from the cave you just left
that leads into the underground complex.

“Farewell, kind and gentle friends! May Tash bring us
together again very soon,” says Paksha, before disappearing
beyond the [ake.

“Farewell!” you and Cheekimeek call after him. Then you
both turn to contemplate the caves. Turn to 163.

5



146
A deepstream flows through achannel in the floor, and you
are determined to find its source. The question is: will it be 5
source of answers or dan gers? Both you and Cheekimeek are
determined to find out! Turn fo 380.

147 :

"We've come to feed you,” you tell to the dogs, even
though it isn’t exactly the rruth. The dogs stop growling and
their tails begin to wag with anticipation. As quickly as you
cdn, you remove the bread and meat from your pockets, and
hand it over to the dogs.

“Well, 1 guess we'll be running along now.” says
Cheekimeek, tugging at your arm. “Enjoy vour meal.” ‘

“Good bye.” say the dogs. as they smack contentedly at

their food. You wander further down the dim corridor. Turn:
fo 128.

148
With ten pirates pulling on the rope, you doubt that you will

be able to remove the hook from the railing. Instead, you start ‘_
chopping at the thick twine with the sharp edge of your saber, ;

Your crewmates do the same at the other ropes. In unison, !

your blades cut through the fopes, and you toss the wicked ;
hooks into the water, The pirates curse and maneuver with :

their oars to get in closer.

“By Aslan!” exclaims the captain. “Without a wind, those **

pirates are bound to get the better of us sooner or later. Well,
we won't go without a proper fight, will we men?”

As one, the sailors give a resounding cheer. Your heart is -
not in it, however, and you wonder if you will ever see your

own world again. Then, above the uproar, a distant voice
murmurs in your ear, “Raise the mainsail!™ Turn to 151.

hE

"

149
where you now stand, you can see that the passage

From the northeast (or 50 you guess) and down to what
puns 1P . be the south. There is a heavy door on the wesu.em
must 1 corridor which feels oddly warm. Loud noises like
wall 0{'thef weapons reach your ears from the other side. Is a
e clas? f)n on the other side? Cheekimeek has his hand at the
batﬂemg‘ i ier. and seems eager lo investigate. You sink
it of Elcsopgosi;e emétion, and would sooner face a whole
unfi e;; Calormene pirates than open that door!
fh[l;) vou do apen the door, turn t? 2&?8. il
o If you head back down the ('()I‘.J'fd()l , turn iy A
o f :wm forge ahead up the corridor, turn to X

150
“What am I going to do?” you cry, working yourself into a
i state of panic
fn%:ltzl\tle:‘:T’e(:lr,pchild.” replies the Mouse bravely. “Where
there's a curse there’s a cure, as my mother used to sa'{. And,
by the Lion, I'm going to find it for you. Follow me! .
Determined, you and Cheekimeek continue 10 explore t f‘:
caves, and exit through the far end of the cavem-. (Note:
Unfortunately, you've become rather cl'umsy with yonf;
golden finger. Subtract 1 from your Fighting bonus. Chec

Key 20. Turn to 221,



151
Staring at the bank for some clue, you suddent Y spoti

o
L O
the opposite bank, a clump of long grass bends over the

in and out of the water with
¢ of gold! Amazed ang Curioy,
into the water. When vou puil;
o the sparkling yellow mety|

stream. Its feathery tips dip
breeze. And the lips are mad
you pick up a twig and dip it
out, the end has been turned

“Golly! I could have been

“Now we know why they ¢
Cheekimeek,

“That’s right. 1 2uess we've solved that mystery!”
*If you are on the eas bank (checked Kev 9}, t
turn to 421,
* If you are on the
turn to 289,

turned to gold!” you gasp.

est bank (checked Kev &),

152
As you run your fin

the feeling that You are playing it with more 1

breath. Pick a number and g you
*If 24, turn 1o 337,

*If 512, turn to 175,

153
“Oh, dear,” says Cheekimeek, “I"m afraid w.

late if we go outside. Who knows, maybe the effect spreads!™

Then he reconsiders and says, “Sorry. I didn't mean o make

you any more worried than you already are, Jf Deathwater:
flows through these taves, perhaps the western Stream does as,
well. Come on then, Let's keep looking, and do be careful!”

{Note: Unﬁ)rfmmrely, You've become rather clumsy wirh:_'
Your golden finger., Subtrace | from your Fighting bonys.
Check Kev 20.) Turn fo 22/ '

b}
i

H

all thisistand Dearhwater,"s‘an

gers along the holes in the flute, you get

an just your
tr Inner Strength bonus:

€ might be toé'

r

154 .
ckles rap gently enough on the heavy cnm;on

Your K¢ em 1o have startled the person on the other
door. 2% Y‘OU ;:I of thin giass breaking is followed by an
side. T 5‘?” Then shuffling foolsteps approach lhv: dgor
riteed )'(el - open to expose the magician, Volmar, blinking
WhiFh S‘:’l_:: f:)rridor. After atong moment, he looks down and
:ilst ;'Ztc(:a brightens with reco‘gnili(;:éddyq B o couldnt

""mormna'.,,.

“F)‘!T"th:: : }Ililtlg:.: i)sa:l midni g;gn! No matter. Corfl;- in! Cf)me
b -"JU_- d the glass. 'l clean it up as soon as [ find the time.
o m"“ : Iizfl am so busy these days. I could really use
o ml“f" re‘:i‘;tam. In fact, as long as you're here, y'ou could
e ask-for some herbs 1 seem to have mISpli.lCE:d.
ool ’mec:I)l(::d hexa-, uh, hixa-, uh, huxa-, oh, the name s_n(:t
?::ezrzzm; they have star shaped ieave:s al;l‘d yellow berres.
l]"hzy’re on this table somewhere.. .1 thmhk. s scatiered

Climbing on a stool, you search the ? scattered
e ot heroe, Pk a mmber nd acd v Pevcepion
for the lost herbs. Pick a num
honus:
o If 2-5. turn to 119,
v If 6-12, turn to 249.

155 |
You remove one of the thin, white candles from ll‘he \:faam;
and place the lower half into the water. Pulling it b:f: ,o:mng
giving it a thorough examination, you can ﬁn(ti):(l))te 1:1;,water 3
. a :
ith i “Thi ainly doesn’t seem to
th it at atl. “This certain C s
:alys :he Mouse. “I wonder if it does anything at all?
' : ;2
« If you have a gold finger (checked Key 20),
turn tol33.
« Otherwise, turn to 321.

H.
A



v : dn’t worry
. i friend, but you nee .

rmon. He is my . f vier

156 . «Oh. y&5 Razbliﬂg his heart. No. his bur(.ien is far t::::ps ;

Gingerly, ¥Youputa footout overhe water, “Good heaizem about gree]d f:Zr If only he would confide lnl;:i]e‘ or works

that. ' d its in his tower all day, ;

. 4 \ than pelp him. But he justs sits in Ty
¥ mio the stream. No,_ not o th  ould gged in the laboratory. If only

- agelfTd
himse

s he speaks. It seems the more
' Somehow yoy can feel the wﬂle: Jook comes OVer lhekD‘:\ir;?: not ;):elﬁsh emotion. but that
» but you are not Swept along thr fertible becahusre youkn ; - the
please, bouncing on the Sp]'ingy felt for :::itd: tiqa[ it is time to change ﬂ:? S“?I‘:Ct and as
surface of the stream. You his Dwarfs are working on. .
Laughing, yoy gather up the Moyse ip yourarms and Cary pwarf what. h: azi‘“ like this. Come, I"ll show you-' d‘s‘fo:;:;
him once around in 4 big circle on the strean;. Check Key 15 +Oh, 1 thin d}t/ The Dwarf s mood brightens as he lea Si{ ,
* If you cross ang continue on. turn to 369, * ideahas worked! hair in the middie of the lal'ge_ cavern. n.d
s vou head buct 1, the over 10 the Stonelf the other Dwarfs to stop their work f'or .
N ~ loud voice, he a's S ish their lights. They all do so al the same
157 - moment and extinguis self standing in an immense darkness.
One of the Dwarfs stangs nearby, examining 4 large piece time, and you find yourself s

n w air. and guides you
i it down on the chair, an

of paper covered ith lines and figures, He seems to he Layabrik tells you to sit d

charge, Cheekimeek thinks that he is

£0over and introdyce Yourselves,

d-nwgy corridor, turn o 291,

t. PN

the one to talk 0. 50 you gently onto the stone Ste‘r;lard to explain. All of a sudden, itis

. , s next is .

AS it turns out, the Dwarf Whathappens nextis hard to, ave, but outside. Only now

ik) is the chiefarchitect for no longer like you were mélde ; :e out much brighter than at

iendly sort of chap. When it’s nighttime, and all thelstarrsti the earth). All those gems in

N 3 ose '

Youexplain 1o him whyy Youare doing on jhe island, he seeins home (Narnian stars aret ‘ create the ilfusion.

VETy eager to help and tells you all he knows. © the ceiling are shining ohat to look for, you can see the dark
“Of course, the fumors about the islang being cursed are Now that you know w rtion of the “sky™ where the Dwarfs

carmect,” he says, offering you ang the Mouse chairs. “The patches in the northern po

ish, the
ould ever wish,
L : s oner than you ¢
water of the eastern stream turns things into gold, but thar’g have yet to finish. So
ot too bad when You consider th

. i ars.
: impossible sky disappears. "
At the western stream ¢y - lanterns are relit and the :T‘T:never seen anything like it,
wirn them back again, Of course, [ don't wap to think aboy; That was marvellou en the planetarium at home could
: . . . : v
what m:ghlhappemfugreedy hearlshouldeverﬂnd out aboyt you exclaim, for not e
;"‘ the goid. No 20od would come of that I'm sure.»

match what you saw.
i “But, of course, you gre

working for someone,” :
i Cheekimeek reminds the Dwarf.

1
%)
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"Thank you,” replies the Dwarf proud|
uted a little magic, of course. When it's
going to make a giftofitro Someore, but he never te|ls why,
Now then, we both have work we muyst return to. [f
to find Razmon, Jook for him in the

can get in, but I wish you luck just
You ask for specific direction

y.“Razmon COhtrib

the same.™
$ on how tb get 1o the towe,
his hand, you pass down asg

$ and turns of the corridors, jy,,
as Layabrik instructed, Check Key 10 and turn 1o 380,

158

A small boat lies anchored 4 few
gangplank allowing access to it de
chimney on the ship’s tiny cabin,

“An island full of mysteries,”
himself, Chect Key 22.
* {f vou hail the boat, turn to 349,
* If vou would rather avoid it, turn to 283. b

feet off the shore wiih P
ck. Smoke riseg from g

e
mutters Cheekimeek 1o

159 :
You are nearly moved 1o pity the man, but he is a Cal-
ormene, and you have neither seen nor heard anything good

about them. Best to leave him tied upinthe cave, You think to
yourself and jeave,

Outside, Aslan s waitin
his face. “You have forsa
need. Child, you must leamtokn
one of guilt and envy and pride
by the sword dies by the sw

weakness,” the Lion’s roar gen

Ow me betier! My way is nof
' Remember that he whe lives
ord. Child, know your own.
tles to a grow].

finished. he says he"

You wy,
golden tower. I douly Yo,

r

ur head in shame. “Oh, Aslan, how could I be

' n : O M * e e[is
You h1d 1’0):1 cry. 'l promise I'tl do better nex;ﬁm o
! . " n. .
50 blind” dyyou shall, dear heart,” comforts the Lio .
nde .nd true, child! Continue with your quest, a
fianta : .
be ¥ Calormene myself. .
dro e and then turn to examine
awer lan enter the cave, an
tch Aslan
You wa

dings. A small lake spreads out before the ledge
e lg .r;d emptying on the far side to‘create the
on W Y'OU ;’Zeri‘ng into its waters you §ee a Curous s';tatue
e Slf‘?dm]’;m closer, it appears to be made of gold! Low
o LOOd thi lake on three sides. casting cold shadows
o e sura of the water. The stoney ledge leads past lhe‘
. S'ur‘fac'eme outof to three other caves. Sim?e Aslan has
o )'OUJU: C:u to finish your quest, these caves impress you
COT:;Ta;‘ii p)lraces to investigate next. Turn to 163.
as :

o i for at the
Paddle for your life!” you shout to Cheekimeek, o:
e i on it.
ent it does seem as though your life de;:oendswater Jou
mOT hting to move the heavy paddles through the . l, o
‘ (. . . s
F}ltgthe b%)at slowly forward. The water is turnmbg its p z:mh
Po ; the gunwales are but an
i into gold, however; t o
rapldlythlel:sur%ace. At last, the boat becomes to? heavy 1’0rﬂ <
ab‘“’em ‘;Llppon it. With an awful sucking noise, the craft is
ater to s . . o
W lled under, you and Cheekimeek along w1t.h 1t' .
puTh ¢ 1s no time for dismay or even surprise; lk effect
(41 : l ‘
time for anything, for the magic of the. waler'td :::mEd «
'l ediately. You and the valiant Cheeknme::l}c):rihwa{er
imm . kin " |
inki i join the mysteries o |
king quickly 1o join t . i
go?}; 'S l:d\'eirire has ended. Turn to the Prologue to begin
is

next one!



sailors come to your aid, so that the vast expanse of sailcloy,

the sajf pulls away from the mast, then snaps full. Slowly, the
shipbegins to Mmove, then faster, ang yet faster, Behing Youthe
angry pirates have hoisted their own sails, pye no wind deigns

162 ‘

“Good heavens, child!” gasps the Mouse. “Whatever do
You want to go back ip there for?

“I'was in such hurry 10 get out before, that | didn’t look tg
see if it went anywhere else,” You explain, '

“Evidently I saw more thap youdid,” Cheekimeek replies.’
“Itgoes nowhere. Youare either in oroutofthatcave, ang now
that I am oy, I'planto keep it that way!™

* If you enter the cave with the giany Step, turn to 319,
* I you wish 1o explore the cave wig the “stoop,”
furn to 403,

« If you investigate the cave with the moss, turn to 302,

r 163

at you stand before them, the caves bear a defimtﬁ
o e reat gaping mouths, If you had your' \‘x.fay,yod
resemblancit::rgany of them. Yet that was your decision, an
W(:’uui(ljl:’it::hat you should stic)k.":): ,fi'[};,e e tum to 172
ik er ol
e e
: g::u leave the area, turn to 341.

164
Favian would apprectate the gold. .And I‘Jy thfi rlo\(,):;
o ill be enough to make you a King as well! .
o ot me th to accept the pirate’s offer when somo.:thm’g
s o n:t(:)l; Pick a number and add vour Inner Strengh
makes you stop. f

bonus:
o [f 2-4, turn to 241. ;

o If 5-12, turn to 363.

Q& p
sz WAL
o , \ i
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"Quick, Cheekimeek. I need some water from the wester,
stream!”
“Well, if this water flows inta the castern stream, then,
Without finj shing his sentence, Cheekimeek grabs you by the

the pipe spews forth its water. To your extreme horror, you
watch as the Mouse takes your finger and forces it into the
stream. It is relief you feel, however, when he pulls it back out
toreveal a healthy, pink finger once again.

“Sorry to put youthrough that,” saysthe Mouse, wiping his
brow. “but I had to act fast, and my hunch was right, We've
discovered the source of the two streams outside. This pipe
here flows into the western stream, and the other one, well, '

You know what that one does.” Erase youy check on Key 20,

and add + 1 1o Your Fighting bonys.

285,

166

You don’t want to slay the Dwarfs, but you do plan to get :

some information before You leave. “Tel] ys what you know _

“Wedon'tknow much,” says the leader. “We Justguardthe .

place for our master, Razmon, If You're after hig gold, 1

entrance on the southern side of the island, about halfway up
the mountain between the two streams. That's aj] we know,
honest.” Pick 4 Rumber and qded Your Perception honys -
*If 2-7, turn 1o 435,

* If 812, turn o 437,

0

Still sighing with relief, you thank the Mouse. Turn 1o

' 167

astern stream leaps down from the mountain in

1 ¢d5‘f3 ~ades and rushing whitewater. Even the water at

flastin CabLhicﬁ is calmer, is barely wide or deep enoughlfor

the m(');:;:vboal Panting, you paddle against the current just
y()ul'tl '

" ; am:‘;l be getting old,” Cheekimeek says. “This oar of
“[ mus

i eighs a ton!” .
. wnogtice that your own paddle has become except:onzﬂly

Youae well. Raising the oar out of the water, you can h?r y
he‘li.VYe-Whm you see. The lower half of the oar, the half you
believ

i !
di as ed into pure gOId
n the water, has turn - ”
" éheekimeek"' youcry out. “The water has turned our oar

i At me this
into gold! If it will do this to everything, that may be why
i . .
ace is called Deathwater! .
pld‘l'C:Io doubt you are right,” says the Mouse nervously. fﬁ::c;
1
if it turns everything it touches to gold, then ,[.he bottom o
boat must be undergoing the same change. ok iy
As Cheekimeek squeeks, the boat starts to sin 7r pidly.
j > western bank, turn to 407.
* [f vou jump onto the wes ,
. [J{ vou Jjump onto the eastern bank, turn to. 193, o
«ff ;'(m think you can save yourself by paddling onward,
turn to 160,

168
This cave proves even narrowe.r than the othfers. Sdol(:)nc,lz;i
can go no further and feel rather like an apple1 “orc(f;tu o
up in the peel of a grape. “Oh,‘ bo[hel'r. h);re f(‘)r -
Cheekimeek. ““Let’s go back. There's nothing

Turn to 302.



169

‘The Lion’s breath rushes over you hot and fast, sweepiﬁg
you off of your feet and spinning you about dizzily in the

middle of a tormado. Folliowin

ground, sick and thoroughly lost. Turn te 416.

170

Something else comes 10 your artenti
rewrned to normal. “Cheekimeek, look!”
your finger at him. “The water has washe,

"I see, child, I see!" replies the Mouse,
your dangerous digit. “There s
Erase your check on K
bonus. Turn to 285.

youcry, wiggling
d away the gold!”

171
Your growling stomach has made the decision for you.
Without fear (for what is there to fear from gingerbread?), you
open the door wider and Cross the threshold. It is, indeed, a

kitchen on the other side, but one that seems 10 be made for
children. The table in the center is low

around it. Even the stove jg small,

from behind a cupboard, and every
a Dwarf!

,» with tiny stools 3]]
Then the cook comes out
thing is clear 1o you. Heis

fa

gaconfusion of wind and tilting
sky, the spinning slows and Stops. At last, you return to the

on: your finger has :

backing away from
also hope on Deathwater,”
ey 20 and add +1 to your Fighting

| 48 .

d haired little man carries a bag of flour ovler hlz
e rﬁ'l d whistles a merry tune. He does not seem alarme:
shouldc” ‘min his kitchen, but tips his high, leather hat to you
fofind )"0% and ;;ings out, “Hello! Are vou lost, or have you
in greeting & h’ |
o fO'f 1uz;etlig.;hted 1o find such a friendly persqn in these
e ‘“’i and tell the Dwart freely of your mission.
“! Cﬁ?‘.’: ‘r.ies"" questions the Dwarf. *1 didn’t know there
"M?S . my‘steries on the island, other than the master
e d"YH keeps himself locked away in that tower all day.
himself.‘e Tthouéht everybody knew about the water: how theT
Of‘cours‘l;eqm turns things to gold and the westt.:rn one‘tu.m.s
eamrt?aik ;gain Not really worth coming all this way justto
. : this
;"tllf(?lhat out! Would you like sortnzllizlllrr;ge II;)O:T .Of e
i sitation, you accep CK
(CI:\:E[:::::::E: li::ngwhut smal Ier)_. The megl 1s deliciously
satisfying, but your mind is filled with questions. —
Who is this Razmon? Why does he stqy lockedr’ ug 1; a over
all day? Is he responsible for the[ ?:E:—;:Ef; 0[; "a; Jm -
man living on a mountar 7Y y 10 &
f:;:: fl:sl\c:fcrs from the cook, bur he seems m}(:rre é?;i?smd in
how you like his stew and gives you no furthe .

Atlast, you take your leave, thanking the D\ivarf hea.miy[.fr?r
all he h;ii’ given you. You stalk down the corridor, au;!)ec ing
| : n’s tower (if such a thing can
it might lead the way to Razmo | o
be Cugllecl a tower underground). Check Kev {0 If vou haven
alreadv. Turn to 306.
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wh ‘ 172
ile Cheekimeek fashions a simple torch from a nearby

bayberry bush i
3, youexamine th i e ‘o
four dark openings. € pecuiiar characteristies of the

roof.,

r

«Which cave shatl we explore first?” Cheekimeck asks,

inspecting his torch with satisfaction.

. If you wish to explore the squat cave (the left-most one),
qurn fo 347.

o [f you enter the one with the giant step, turn to 310.

. If vou explore the cave with the “stoop,” turn to 403.

o If the ugly one on the end (the one with the moss)

interests you, turn to 302

173
You fight bravely, but the Dwarfs outnumber you, Before
you know what is happening, one of them knocks you boldly
on the back of the head, and you fall to the ground
unconscious, Turn to 409,

174

You are surprised by your skill as you and Cheekimeek
manage to subdue the dwarfs. It takes all your energy. how-
ever, and leaves you thoroughly exhausted. The dog (who did
nothing more than growl during the whole melee) easily
chases vou out of the clearing when the fight is over.
o If vou run toward the western stream, turn to 245,
o If vou flee toward the eastern stream, check Keyv 8 and

furn fo 225. _
» If vou escape up the slope of the mouniain, turnito 341,
*» If vou go toward the shore, turn to 300.




175
You doubt that you have ever played more beautifully iy,
yourlife. Clear, sweet music floats over the dogs, and they faj
slowly into a peacefut slumber todream of chasing across the
downs and rolling in the heather. When Youreach the end of
the tune, you wake Cheekimeek, who was also overcome by
the magic of the flute, and leave the cave quietly.
< If vou wish to examine the door on the other side of the
corridor, turn fo 379,
* If you wish to walk farther down the corridor,
turn to 128
176
The wind dies altogether, the sea flattens, and it seems asif
the Zephyr Reginalisis nailedto the spot. Changeless minutes

o by. and you become bored with your post. Then there is a™

maovement, so tiny and far off You are not sure that you have
Seen it ar all. Straining your eyes, You peer out toward the

distant horizon. There it is again. This time you are sure you”

saw something: a black ship approaching. Have you heard of:

such ships before?
* if you have (checked Key 4}, turn to 195,
* Otherwise, turn to 280,

177

Itisalmost uncomfortabie notto feel the ship rockin as you

lie in bed, but the wind has died altogether and the ship gives
only the slightest hint of Mmovement. Staring up at the ceiling
you wish that something, anything, would happen to relieve

the monotony. Then something does happen, and youvowto

be more careful with your wishes in the fyture,

“Pirates!” someone is shoutin g above. You rush on deck to
find all hands hurrying to the starboard side. In the distance
you can see a long, black ship approaching. Turn fo 367,

(s,

r 178

he batile was fast and furious, and in the end you lost. |
! say more than that! Turn to 409,

dare not

179
“Perhaps we’ll find out what they're up to if we listgn to

what they are saying,” you observe, You leén closer an hc:uwp
a hand to your ear. Fortunately, none of the.plrates EDO\T; (:) '
to talk below the level of a shout and their words reach y

Cle.il(rjl,yi-ice of a thousand camels, hasten thy' sluggish ]imb?!l’l‘
beilows the one with the sword (the one dmng no work ? d‘h
himselD). “O, rats of a thousand fleets of “farshlp_s. before ;s![
the terrible and divine puts out the sun this evenin g.‘the: 3 z; ¥
complete this raft of labor or forfeit even;one beetle’s share

]

old.” b
: “The poets, whose minds are far sharper than your sword,

say let not the lion’s share go to the one who roars t.hc_e lot;iisits.
The gold belongs to all of us,” protests another, rising o
feet. “Were we not in accord that none should order another,
ority alike?”

buf‘i]!()h?:sl;z:zy cc)m(usin. possessed the only mind. of ‘slufﬁ-
cient sharpness to remember that a weaponlessmanisa 5 av(c;
And slaves possess the authority of an ass. My swm"g 18 nl ‘
soft, useless gold, but wicked steel. 1 con'fmand here!” snarls
the first man, drawing his blade threateningly.



plight, butthere js neitherre

i

tainly, this is one of the mysteri
: ;f You approach the men, turp to 223
. é: );r())t; Teaj .to the beach and trave] north, turn to 283

3 ead inland (west) through the irees, turn to 2.52

* If you sneak o the b,
i each and walk tow
hay, check k €y 9 and turn to 225, ard the southern

180

Something's botheri :
rIng you, isn't it, chilg? p; .
and add your Inner Strength bonus.: - <hild? Pick a numpey

*If2-4, turn 1o 141,
*If5-12, turn to 378,

181

s-ympathy (in his way) for your
. tiefnorcure on board forwhat you
meek suggests that you go below

Even the captain feels

AT e i b

' 182
-

Dipping 4 hand into the water, you feel a sudden, heavy
pumbness in one of your fingers. Could it be the cold?
RemOVmg it immediately from the water, you are shocked to
find that your finger has turned to pure gold!
u«(heekimeek, help!” you shout. “Look what’s happened to

me.”
«Don’t panic,” says the Mouse, rushing to your side.

wThere must be a cure somewhere. Oh, me! I can see why they
call this place Deathwater. Imagine if one of us had fallenin!”
o If you know the cure (checked Key 10), turn to 205.

183
By Jove, you've won! Cheekimeek subdued two himself,
but you made a good showing of yourself with the third. It’s
really too bad it had to happen at all, though, for you shall
leave this cave no smarter than when you entered.
« If you wish to examine the door on the other side of the

corridor, turn te 370.
« If you wish to continue down the corridor, turn to 128.

184
Cheekimeek is very brave, but aiso very small, and the dog
leaps right over him to get at you. Never before have you been
so frightened, and you freeze, not knowing what else to do.
The beast jumps on you with a snarl, and you fall to the
ground, hitting your head on a rock. As you drift off into
unconsciousness, you see the dog raise his head to give a

triumphant howl. Turn to 409.



185

That same evening, the ship is caught in a fierce storm,
Without a captain to command them, the pirates make o
terrible mess of sailing the reeling ship. Amid the uproar, ygy
prowl around locking for a lifeboat. What'’s that? A loose
yard-arm swinging in the wing knocks you overboard as you
move toward the boa, .

For what seems iike hours, you fight the waves to stay
above the water. At last, all your brave strength has been used'
up. With a gasp you fall into an exhausted sleep and the arms -
of chance or mercy, N

When you awake, there is daylight and the wonderful
solidity of ground beneath you. Sitting up, you find that YOu:.
are on a small island with a single large mountain rising at its,
center. Looking to your ri ght, you give a £asp of surprise and
delight. Cheekimeek stands ar your side! :

“Cheek!” you cry, giving the Mouse ahug (he doesn’t seem
to mind a bit, and retums the embrace warmly). “Where am |7 -
How did you get here?” :

“The Mouse explains that the Zephyr Reginalis was blown

off course by the magical wind. “We missed youimmediately, .

child. Honor and duty bade that we return for you, but Aslan’s

wind drove us o Deathwater Istand. I chose to continue your
quest, in memory of your courage.”

“Courage! you cry in surprise. “How can you call me
brave when [ wag almost too afraid to saij from from Cair
Paravel at ajl?

“You embarked on your quest despite fear, child,” replies
the Mouse. “Therein lies your courage.”

You tell the Mouse all of your adventures aboard the
Calormene shj pand inthe storm-tossed waves when you were
knocked into the seg. “Obviously, Aslan has seen to your
safety,” says Cheekimeek, “Well, rest up a bit. Then we can
carry on with our mission.” Turr fo 300 i

I. 186

t ptace Deathwater is! You walk in_to a sma]l‘ca'vlel
whata ™ llje filled with the dancing reflections o.f asma
that Seel'ns EO ter. A merrily bubbling stream flows in from a

! me!:)spi)[lile‘you to feed the pool. Its clea(rjwaler s:::;s:}z
pssak we h away all the dust of your adventure :
ipvite you 10 was

eshed.
re:}’ vou dive into the pool, turn to 106.

3 ater, turn to 155.
. If vou test the water, . - .
g;gy leave by the opposite passage, furn to 3

4’,?/ T o

A S E

5 ' £y

Ylde [T

oo i have

No, killing the pirates would solve nqth.lng. Ti};gf z:) y
suffer;d enough, being shipwrecked on this island. The g

might be sufficient payment for what -they dld...j,T o 16
» If vou take the gold and leave the island, fur

« If you simply leave the area, turn to 108.

188
aw
They might have appeared clumsy when you f?rsttl sou
themn, but the Dwarfs prove to be able fighters. In a z:s 1;3
. i 0 .
are mercifully (if rather painfully) subdued. Turn

Ty



to ; i
gether we shall Jjve out our remaining da
that was once oy prisou.”

What pecuiiar talk! Could it pe that the magiciz

llgh[' out 0] }‘()Ul body to llﬂal i,
. N St y C y )‘ ;
()ll RdZiII()!Il U]e 5 IUC! VQice .S”]gs, eve] da oy
Rt} .y y yy
COIIle to nme l-t-"d \pedk of l"y leled 5¢ ever dd 101 cars alld

» You decj ot e i s
et your presence be known. Ty to 194~ii “Hhatitistimeto.
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190
Oh. no! You've slipped! “Cheeceeeeeceeek!"” you cry as
ou skide faster and faster away from your friend. You fall for
what seems like hours, always waiting to finally hit bottom,

put you never do.
Eventually, the wall begins to curve under you, slowing

your descent until you are sliding along a nearly horizontal
surface {like you do on your dining room floor at home}. You
wonder when this tripis going toend, and if you are ever going
to see daylight again, when something heavy brushes across
your face like a curtain. :

On the other side there is light. You have returned to the
museum, spinning to a halt before the display of the stuffed
Lion. Of course, now you know it is Aslan. He says, “Fate has
returned you to your own world before you could finish your
adventure. Do not worry. Someday you will return to com-
plete it. Until then, fulfill my quest here! Learn 1o know me by
my other name! Farewell, dear heart!”

Giving the lion one last hug, you head back to your
classmates, eager to tell Eustace of your adventures and to
wait for the day when you will return.

It' s easy to return to Narnia! Just turn to the Prologue and

beginagain!



191

It's one of the Pirate ships Loridan told
4pproaching fast! “Pirates 1o aft starboard!™
to the captain. Aj 8 i

relieve you of Your post, whjle
what wil] happen next, (NOTE
become sharper here in Narnia
bonus.) Turn lo 367,

Your eyes

192 E
You decide that j¢ would be wrong 1o kifj the unarmed m
and begin to tie them with the hope that their friends will f;
them later. “Mind you " sayyg Cheekimeek, “if we m
Sea again, I shan't be 5o Kind!” Turn to 120,

193 :
“This is ghastly!” you exclaim, “Why, can Youimagine if
we had dipped a hangd Or'a paw into the water, or dabbled 3 o
or a tail?

“Ugh!” agrees Cheekimeek_ *

name for this island. My ancestor

» Reepicheep, named j; well.’
Come,

curse, and see what can be dongs

“I'am with you, Cheekimeek.” Your fear of danger has not
grown less, but yoy shudder at the thought of anyone acciden- T
tally stumbling into these waters.

“We dare not risk Crossing over the water now,” declares ,
the Mouse. “Shal we follow the beach or head inland from
here?”

to remove i1,

* if you head inland, turn o 242,
*If vou follow the beach a)

0und 1o the eqstern side of the
island, turn o 114,

0

T I ety g e e

You about, and j-,
You shout dow,,
! the ship to see if

you climb back down o fing

vesight has obt'.r’(ms{y
P Add 1 1o Your Perceptipy

en,
ind
eet on the

Deathwater is an approriate”’

' 194

i at fashion.
me, ir.” you say in a clearing-your-throat f:. ion.
“ExcUse me, sir, | . your-oat
Excusen 1ps at the sound, doing a fine 1_mpr ot
R o Il the surprise on his features, yo
ing marionette, For a surp "o e
o hink a2 winged elephant had suddenly po
thi .
would : se and a child.
er than a Mou . N b
o fa:h lowing heavens!” he cries, grasping the edge
“(Greal g o
support. “Who are you? . o
v -‘UF::C from Narnia to investigate the my;ter?red
o : ther ti
lhvwater * you reply, though you have grown ra
Deat . . :
ini the time.
ining yourself a . ook
of expla[eryf.' says the magician with a poorly fdsm(l)t-‘mes "
i . or J altl
i Mgcencc on his face. He repeats the word sevelrk e
d p:
- know he has no idea what you could be t;li :—de !
. d. the well to hi .
iti ims n you an
sitions himself betwee N .
a"d$°5“‘ ystery.” you continue. “Our search has u::ov <
o ‘ § u. Now,
questions, and they have led us here Fo yo[hat o
ot nt to pry, but we have reason to believe e
iy ‘ nimals everywhere.
dour island pose a threat to people and 'f\mma] ) “Orz e
yo‘ Tl;reat‘?" says Razmon with a worried look. ,
. ' , ) - ight.”
! Not that! T mean, that's not exactly righ e badly in
" Besides,” you add, “it looks as though your
“Besides, \
of a friend.” o ‘ N
nemj’&h ou're right there, child,” he mutters, looking nourn-
ot ,an
I tt)l;e floor. “Yes, ['ve kept my secret too long i
fully a heavy. Come, then. If it is answers you vtra . Yo
ave ther ‘ i 5 ns,
b;’cﬁ";] e them. But if you are looking for solutio
shall hav . .
i ittle help.
1 can be of little . ‘ -
afrl?{ld on’s words are not terribly encouragu']rgt; b v
feel i € ma,
ou feel as though you are getting somewhere. hem ffr o
yteps around to the other side of the weil, andtm(; fonsfaryou
S reatest secret,
H tyoutomeetmyg
to come over. “[ wan
greater love...Abadin.

-

K3



Obeying his gestures, You peer into the well. It is perfecy),
round, and goes down for at least a hundred feet. The water
so clear that you hardly notice it a all, and seem 1o he gazing
down a long tunnel fifled with a shimmering blue light. Ay
this is nothing, however, to what You find at the very bottom,

It is a woman Just like the one on the door, but mor,
beautiful because she js living. She, too, seems quite aware or
herbeauty, and assumes several dainty poses to please her twq
new admirers at the top of her well. i

You are just wondering how it is that she can be alive down
there, and what that light is that seems to radiate from her
body, when Cheekimeek says, “My whiskers, that's a start™

“Indeed,” says Razmon, beaming with pride. “A star not
seen in the night sky for many a year.” He anticipates your
questions and continues, “She fell to earth ages ago, long
before either of you were born, and was swallowed up by this
dead volcano of an istand. The underground lake in which she
landed bubbled forth 1o form the two streams, Obviously,
Strong magic was involved, for many curses followed, The

castern siream turns everything it touches to gold, and though -
the western stream has the power to restore these unforty-

nates. there are few who know about i.” g
“What's the other curse?” you ask,

“Ah, that, my child, is the worst of all. Abadin is trapped :

forever at the bottom of the well, The most beautiful Starinall

the heavens, condemned 10 spend eternity underground! | ;

have tried to free her. All these years [ have Iried, but the magic !‘ -
is more powerfui than even I feared, and the solution beyond -
me. You seem a clever sott, child; at least You were clever

enough to find me. Do you think you could free Abadin from
her watery prison?”

wThink, child, think!" cries the wom.an's voice from deii;:
h the water, “My beauty fades with every moment t ‘d
benet he bottom of this horrid well! Surely, you can see that
e a‘[ tf:ss such as mine was not meant to be locked away.
f} 1?;’;1::0 roélm at will and be admired by all that bear witness
U

e . - |
? ;’roud words to say the least! Still, you do want to help.

Little hope flutters in your heartor in the eyesofthe r.nagglc;z;n.
st, you are about to tell the magician that you are k o yf.

bAL:in}i)u can think of nothing. Yet sudder?ly, you 'do think o

ething, and a very important somethmg at that. ' .
SC‘r’?he dream poem that King Favian recited back at Cair
Paravel rushes back into your mind with peffec.t cla'nty. :Jtuh;;
proven to be of little use , but now perhaps it will g'we ():n o
answer! Ignoring everything else, you conc:?ntrate on the
poem, trying to eke out some solution from its mys s

rhyme. _
Here is the poem for you to read again:

Coursing darkiy through the night,

Onward in her jealous flight,

Makes herself a prison tight,

Prison far from skv and light.

Argent water, golden curse. .

Seeks the peace, but makes things worse,
Seeks the peace in Self immersed,
Immersed like clues within the verse.
Only look and you shall slee,
Nothing else can set her free.

3 ] : > poent’ s solution,
o If you think you understand the pc

turn to 204.
« If you are stumped, turn te 207.

[e

iid



195

There is nothing fancy about the wooden door on the lef

wall: well nrade, but nothin
low voices on the other side. The worst t
that anything can be behind then, absol
* {f you enter, turn to 316,

* If you listen at the door, turn to 250.
*ff you go to the other door, turn to 104,

* if you go further down the corridor. turn to 306.

196

Cheekimeek tries to talk You out of the dangerous descent,

but you are insistent, While he holds a candle, you descend

into the pit. The first few feet go well; the sides are cold and

wet, but your hands and feet find secure holds.
however, the moisture begins to increase.

Farther down,

g more. Nearing it, you can hear
hing about doorg is
utely anything...

ou have reached the limits of the candlelight, your
; i i WS,
whe nzounter a slippery coating of moss in the shado
hand® e]y you are no longer interested in what is at the bottom
denly.

Sud ;< horrible pit. You attempt to move upw;ard. butit p'r;ve;
Ofthlsmuch more difficult than you thought it could be! Pic
to be

umber and add your Action bonus:
n
a ;fz.j, turn to 190.

If 6-12, turn to 116.

197 .
start to open the journal, but an uncomfortable feellr;Lg[
u s
T(:‘; you stop and think a moment. Pick a number and ua
makes §
vour Inner S trength bonus:
. if 2-6, turn fo I121.
« If 7-12, turn to 323.

198
Foam flies from the dogs® powerful jaws as theyhlunge a(;
i i s filled with shouts an
kimeek. The air becomes ‘
F e and ing quite sick with fear and
: find yourself feeling quite s .
B Moment 5 i our back in the
5 truggling on'y

anger. Moments later, you are s g on yor e
striw a snarling dog standing on your chest. Pick a numbe
and add your Fighting bonus:
e If 2-6, turn to 178.
s If 7-12, turn to 183.

199
' e
“Water from the western stream! [ must have some to cur
my finger,” you say. .
. zf yoi have the gourds (checked Key 11) turn to 274
. O;he;wise, turn to I53.
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200

Studying the stream reveals nothing that should distuyy,
you, and the nagging feeling goes away. Confidently, Yoy
wade into the current. As you do, though, your legs groy,
numb and very heavy. When you stand in water up to Your
waist, you find that You cannot move them at all. Looking
down, you are shocked to find that every inch of your body
below the surface of the water has turned to gold!

“Cheekimeek, help!” you cry, turning your head. Staring
intothe horrified eyes of the Mouse, you lose your balance and
fall. As a golden statue, you sink to the bottom of the stream
to become another of Deathwater's sparkiing mysteries,

Alas, this adventure ends here, Turn to the Prologue 1y
hegin the next one!

201

You could reach him with your hand, but it occurs to you
that the tall captain would be too heavy 1o lift all by yourseif,
80 you decide 1o lower him a rope. Braving the slippery deck
without the aid of the guideline, you slide over to the coil of
rope, and, attaching it securely to one of the wooden pitts that
hold the ropes of the sail, lower it down to the waiting captain. _
Just as he gets a firm grasp on it, a tremendous wave claps
down on top and takes him under. You look on with unbeliev-
ing horror, thinking him lost to the tempest, but are relieved
in a few moments when he emerges from the foam-flecked
water, climbing the rope with surprising agility.

for the first time since you have met him. the captai‘n smiles

handsome smile), and claps you on the .shoulder.
o v A quick thank you is all he can afford, however, as
war.rfﬁl‘)’ - ql]ed to reassume the command of his tempest-
" wn?:sl I do not care to detail the horrible hours that
o Vj ‘but-am glad to say that the storm was ridden out with
;f:: Z\:ar; lost and only one bone broken. Check Key 3. Turn

o 244

202

As you get nearer to the edge of the pool, you feel a-it‘iz::
tickling inside the boots you borro»\"ed from Razm?rl boesn t
voutell Cheekimeek about the feeling, and he says, o .
sﬁrprise me a bit. They're prob:ab!y full of magic.
careful with them, if I were you.

Magic, he says? I wonder...
« If you enter the pool, turn to 266.
« If vou leave by the exit, turn f(-) 369. .
s If you return to the 4-way corridor, turn 1o .

203

Climbing the stairs, you enter a vast cavern Ibrilhant‘t);l ::1
with bright lanterns. Dwarfs fill the dome, c-unm‘.g gelm‘S and
scaling ladders. Inthe center of the ch.amb.er sntts a s1;np er one
chair, like a throne. You cannot possibly :m.agme the P[-l:, epn::iS
of such a place, nor what the Dwarfs are doing there.
only one way to find out.
« If vou talk to a Dwarf, turn I!o 157, ais
« If you go back down the stairs, turn o .

i



204
After several frustrating moments spent coming up with
nothing, everything seems to fali neatly into place. You are
pretty certain you have an answer (doesn’t it always seem g,
happen that way?). It almost makes you want to laugh, it ig gq
simple. Turn to 449,

2058 :
“The water from the western stream!™ you cry, “Only thay
can cure me. Oh, Cheekimeek, please, hurry!™” b
* If you have the gourds wirh You (checked Key 1),
turn to 261.
* Otherwise, turn to 415,

[

206 :

Entering the cave cautiously, you are startled by the unex-
pected sight of a man sprawled on the floor. You turn to flee,
but see that he is bound and wears a pained expression on his

face. When you do not run away. but approach him., his mood .

changes from one of pain to one of hope. With greatcourtesy,

he says, “If Tash has sent you for my destruction then, pray, -

be swift! If you are my salvation, then be no less quick to.cut
these cruel ropes that bind me!” '

“He's a Calormene.”

Calormene! Like those pirates who attacked your ship? -

“What is your name?” You ask,

“Paksha Tarkaan, seventh son of Rashta Tarkaan and Chief
Explorer to the Tisroc (may he live forever), O stranger who
comes in the dark, let us leave the formalities for later. For
now, hearken to the mercy I know stirs within your hearts, and
cut these ropes!”

* If you untie Paksha, turn fo 145,
* If you want 1o leave him, turn to 406.

;
Cheekimeek.'{eans toward you and whispers warningly, .-

r

207 . N
-an reiember the poem, but the solution remz.ur.ls
Y_OU LSuddenlv, you have a good idea. Noticing a p.enml in
st of R;izmon‘s robe, you ask to borrow it for a
e 516‘3"6. nd quickly write down the poem on the floor.
momem‘( ?‘q ot it fixed! Now you are able to study itat your
Thb‘ff:(;“:‘ic‘ki number and add vour Perception honus:
l.etr;'uz#. turn to 209.
o If 6-12, turn 1o 224,

208

Playing the flute causes the pixjates‘ to stop a mﬂ(;ﬁr;x(:::t' :)1:1

wonder, but they soon return to their savage temper. el yals
ber that Volmar said the flute worked .upon anim

rir;esrinmply brutes). All hope of escape has vanished, and '}’OL{
:nust fight for your life! Pick a number and add youi
Fighting bonus:
o If 2-7. turn to 307.
- If 8-12, turn to 354.

209 .
“Oh, it's no use!"” you say, stamping a foot in frustration.
. soluti i
n't work out a solution at a o N
Ca“Don‘t be too hard on yourself, child,” says the magician.
“If I couldn’t undo the curse after all these years, what f:hance
have you got? But go now. I want to be alone with my
roblems.” ' )
’ As youreturn to the ship, Cheekimeek does his be'sl to ch_eer
you lup but it does no good. With a heart full of disappoint-
ment, you sail back to Narnia. Turn to 226.



210
Ever wary, You creep into a‘]arge cave dimly |j Wiy
candles every ten paces. Three smaller caves hunch dary),
along the northern wall. The air is fresh in here, and there i
no evidence of bats. Yet there is something unpleasant'ab()u[
the room that makes you want to Jeave,
* If vou wany 1o explore the smaliler caves, turn to 449,
* Otherwise, YOU Must return to the 4 -way corridor voy Jusy
left. Turn to 2971,
211 !
You notice a shadow on the sand. [t shows in outline a han
holding a stick over his head as if he were about to strike
Someone. You have a good idea of who that someone is!
Grabbing Cheekimeek by his belt, you roll from the log. Ay
that moment, the shadow SWings its stick just as its red] twin
splinters onto the log where you had been sitting.
Scrambling to your feet,
rounded by advancing pirate
scimitar, and smiles evilly,
* If you stand and fight, turn to 123,
¢ If You attempt 1o flee, turn to 318,
* If you have Volmar's Hute {ehecked
turn to 208,

you find yourseif nearly sup-
s. Their leader has drawn his

Kev 5) and use jr,

; 212 :
When you get to the table, breakfast has already been set

out, and everyone i helping himself to thiniy siiced ham, .
omelettes, scones, cheese, and war

m cakes with mulberries .

and cream. Cheekimeek {who d
plate, thoug

tosit next to him. Throughout the meal he éntertains you with _

stories of his many past adventures both in Narnia and abroad, |

and asks many questions about life in your own world,
!

oes have some cheese on his -
h'no more than any of the others) motions for you !

While the morning repast is underway, a sun-b‘ronzed
gentleman with high boots enters the hall, and bows before the
King. o §

Favian greets him and turns to you, saymg.. This IS.L(}:
dan, Captain of the Zephyr Reginalis, the ship you will be
taking to Deathwater.” . o

You bid a meek good morning to the imposing fi gure, who
gives you a thorough looking over from his great height. onu
get the distinct impression that this man has no love ]gr
landbound persons, especially those who come from \'vor s
outside of Narnia. At iast, the captain breaks the tensmg bly
barking this question at you: *On which side of the ship is
port?” |
» [f vou say the right side, turn 1o 334,

» If vou say the left side, turn to 345.

S



213 :
Should you.stay above and help your friends through
storm? No, you decide. This a job for men who know Why,
they are doing. You would just get in the way. Besides, youare
terrified by the howling wind, and are eager to return to the
relative safety of your bed below. Turn to 269,

214

You are just about to consent to leaving, when it sudden|y
dawns on you why Abadin still seems sad. “Oh, Razmon,”
you say, grasping the old man’s hand in yours,

“What's wrong, child?" asks the magician with a con-
cerned look on his face. :

“Oh. it’s too terrible,” you cry, wishing you had left after
all. “Don’t you see? Abadin can't stay here with you, though
I daresay she would. But she’s a star! She belongs in the sky,
not underground.” .

You cannot bear to gaze at Razmon, so sad and deflated he
looks. Abadin says nothing, but smiles sadly at her friend.
After several painful moments, the magician gives a soulful

sigh, and says, “Ah, | suppose you're right, She’s not:a '

treasure to be locked away. Go then, my radiance. Return to
the sky where everyone can appreciate your beauty, [ shall
look for you every night, and rue the clouds that keep us
apart.” )

“And I shall shine just for you, Razmon, the truest of alt

friends,” replies the star, who already shines brighter than "

before.

“Hurry, friends,” Cheekimeek says, wiping away a tear.’
“Dawn is approaching outside. We Just have time for Abadin’
to return to the sky.”

6l

E

Without wasting another moment, you all leave the golden
tower (which, by the way, has turned to normal stone), and
hurry to the southern beach. All of the Dwarfs, dogs, and
MacTwitter the gull, join your procession to the shore when
you tell them the good news. They marvel at the star whose
radiance illuminates the entire party. N

“Thank you, my little friend,” Abadin sings, giving you a
kiss on the cheek. Then the star bids you all a final farewell,
and launches into the night sky. Like a white hot spear, she
flies into the heavens to take her postion justabove the eastern
horizon, the brightest star in the heavens.

[e;

[l



Razmon stands at your side, weeping qﬁielly (in fact, Mapy,
eyes are shedding tears, though most don’t know €Xacy]
why). He murmurs, “Goodness! Whatever am [ to do with
myself now?”

“Why, return with us to Narnia, of course,” you say
cheerily. “There’s all sorts of work for you to do there, isn
there Cheek?” :

“Indeed, yes,” answers the Mouse. “Volmar, at the 'very
least, needs an assistant!” i

“Well, then,” declares the magician, smiling. “It seéms
everything is going to turn out all right after all!”

As if they could hear you, the entire crew of the Zephyr
Reginalis lets out a magnificent cheer that flies to you across
the water. The dogs begin to bark merrily, and the Dwarfs
burst into joyous song.

Before the sun has quite risen, everyone has boarded the
Zephyr Reginalis. The ship sets sail for Narnia with a beauti-
ful silver star at her back. Turn to 226. ;

215 :

In three quick jumps you are over the railing of the pirate
ship. For a moment, it seems as though you hang in the stilt,
warm air, and then you land with a splash in the sea and all
becomes a wet worid of green water and swirling bubbles.
When you have surfaced, you strike out after the vanishing
Zephyr Reginalis, Oh, but she is much too far away for youto
catch her! With teary eyes, you swim on, wishing that you
were back in the museum and hoping that it all will be over
soon,

Just then, you hear something moving through the water
behind you. A shark, you think at first, then realize that
whatever it is, there is far too much noise for it to be a shark.’

Suddenly, an arm grabs you about the waist, and you look into.

the wet face of one of the Calormene sailors. ma
L2

«Leave me alone, you nasty pirate!” you shout at the man.

you donot want to drown, but less still do you want 1o return
[

to the black ship. ) .
wge still, little one,” says the Calormene. “My name Is

paksha Farkaan. I am no pirate, but the cgptain of t-he ship you
see there. The men on board have comm:tted‘ mutiny, and are
cutting & pirate’s course for the legendary }sland qf gold. .I
wish to take them back to justice, but must bide my'ume until
the opportunity presents itself. Until then, you will be safe
with me, and might be able to escape when we reach the
island.”

Together, you return to the ship, where you are granted
limited freedom below decks. Check Key 4. Turn to 185.

216 N
Moving closer, you strain your ears to find out what all the

mumbling is about.
“Crows and crucibles!” mutters someone. “Where did I put
those herbs? If T weren’t so busy, this place would never get
into such a state, Oh, and now the dandelion elixir is bubbling
over! Oh, me!”
Whoever it is, he sounds very busy. You should probably
leave him alone. But perhaps you could help?
s If you go back to your room, turn to 286.
« If you knock on the door, turn to 154,

B



217 ‘
Brushing a thick layer of dust off the chest, you ﬁn(!1 itto be
beautifully carved with the images of stars. “Twas saidihe
used to dabble in astrology,” MacTwitter declares (but he
means astronomy). “Before he got interested in gold!”
‘Opening the chest, youdiscover itto be filled with clothing
Plgging underneath to see if anything has been hidden, you.
find a pair of boots at the bottom. They seem to be made ofgp
odd material, like rubber, but slipperier and very light.
“Well,” says Cheekimeek, “nothing useful there.,” %
“I wonder...” you murmur, looking at the curious boots,
* If you take the boots, turn to 301.
 If you check the desk, turn to 240,
s If you investigate the bed, turn to 124.
* If you leave the cabin, turn to 304.

218
Listening at the door reveals nothing. If there is anyone on
the other side, they are very quiet. Knocking does no good
either, so you are left with no choice but to openit. You tumv
the cool, gray door knob and push, but the door refuses toj

open. Frustrated, you jiggle the knob repeatedly with no°
success. -

«It's locked,” says Cheekimeek, pointing to a small key-
hole bereath the knob.
. If you have a key (checked Key 19), turn to 228.
« Otherwise, continue with your exploration and

wrn to 380.

219

Moving quietly through the trees, you signal for
Cheekimeek to sneak along behind you. Half-naked men with
baggy pants and turbans are working in the shade on a large
raft. One of the men has a curved scimitar at his side, and barks
harsh orders to his fellows.

“Calormenes,” Cheekimeek whispers. “Pirates, no doubt.
I wonder what they are doing here?”
e If you checked Key 23, turn to 390.
« OQtherwise:

« If you want to listen, turn to 179.

« If you approach the Calormenes, turn to 223.

« If you sneak to the shore and travel south along the

water's edge, check Key 9 and turn to 225.
« If you sneak to the shore and travel north along the
water’s edge, turn to 283.
« If you head inland (1o the west), turn to 252,

220
Now that you are leaving, the Calormenes show no grati-

 tude for your mercy and their spared lives. Indeed, as you step

past a willow, they rain uncouth curses upon you (which 1
have no intention of repeating here). Turn to 108.



221

You arrive at g point where three passageways intersect
Through a channel in the floor, a swift flowing stream ﬂow;
from the left passage to turn down the passage from which you
Just came. A door breaks the left hand wall of the corridor
which stretches away directly ahead of you. While you
consider which way to go, the noise of the stream fills your
?a.rs‘with what sounds like laughter, but you do not feel like
Jjoining in.
* If you go down the left corridor, turn to 146.
« If you go straight ahead, turn to 254.

222

The wind is strong and gusty up on the cliff, bending the:-
long grass to and fro with its playfulness. As you watch the
blades part, something shiny catches your eye. Reaching -
down, you find that the reflection was caused by a gold coin.

“Look here, Cheek,” you say, showing the Mouse your

treasure.

“A coin,” he says, studying the golden disk. “Narnian, too.

I wonder what else is hidden down here?”

In aflash, you are both on your hands and knees, raking the

tall grass with your fingers. In a few moments you have
uncovered several more coins, the remnants of some chain
mail, and an old sword hilt.

“This is Namnian, as well,” says the Mouse holding the hilt. -

“I wonder if these belonged to Restimar.”

“Restimar?” you say, trying to place the name.

“Yes. You know, the lost Lord. Remember? We are sup-
posed to find out what happend to him.”

“I nearly forgot,” you reply, putting the pieces together,
“Oh! Now I see! You think that...”

(e]

vou do not finish the sentence, but the Mouse knows what
you mean. He thinks, as you do now, that the lost Lord got
undressed on top of the cliff, then dove into the water where
he was turned into solid goid. Restimar is the statue at the
pottom of the lake! Deathwater, indeed! With fresh resolve,
you set off with Cheekimeek to put an end to the island’s
baffling curse. Check Key I5.

Arriving safely at the bottom of the cliff, it becomes clear
that the time has come to investigate the four mysterious
caves. Turn to 163, :

223

When you walk into the clearing, the men ball their hands
into fists in angry surprise and the leader puts his hand to his
sword hilt. Then he sees Cheekimeek’s rapier and his manner
suffers a quick turnabout.

“Greetings, O wayward strangcrs"’ he declares. A broad
grin displays his crooked teeth. “Has Tash the terrible and
magnificent shipwrecked you upon this miserable isle as he
has stranded us, his devoted servitors?”

“No,” you answer shortly. You are not certain why, but you
do not trust this man. He motions for you and Cheekimeek to
come into the camp, where your unbelieving eyes spot for the
first time a large pile of gold rocks, branches, and scimitars,
Where did that come from? You open your mouth to ask, but
the Calormene leader is talking again.

“If Tash, in his infinite wisdom, has not washed you onto
these barren shores, may this humble warrior ask the purpose
of your visit here?”

Cheekimeek clears his throat wammgly
« If you tell the truth, turn to 396,

» If you make up a story, turn to 257.

[ii



224
Cheekimeek distracts you for a second by sneezing, ang
when youlook back, there it is: the answer! Now that you have
spotted iL, you cannot imagine how you had ever missed it i
the first place: the first letter of each line, when put together,
spells the word “COMPASSION.”
Aha! Turn to 449,

225 .
As you push through the heather, the thorns of a gorse bush
snag your shirt sleeve. With some help from Cheek, you pult
free of the briars to stand on the bank of the eastern stream.
The water is clear and inviting as it gurgles over sand and
pebbles onits way to the harbor. In the heat of the sun, its cool

wetness seems very appealing, and your throat suddenly feels

very dry. :
» If you take a drink, turn to 253. '
* If you cross the stream, turn to 393, :

* If you test the water, turn to 405, t'

* If you head upstream, turn to 341,
226

Back at Cair Paravel, there is a lot of cheering and hugging -

and general celebration to get through before King Favian

takes you and Cheekimeek aside todiscuss youradventure. At

last, you sit down together around a small table in the King's

private chambers. A platter of grapes and apples rests on the

polished tabletop between you.
Favian begins the conversation by saying, “I've asked you
here alone so that you may speak freely without embarrass-

ment about the success or failure of your adventure. Now tell |

me, for starters, did you discover what became of Restimar on
Deathwater?”

« If you know (checked Key 15), turn to 309.

= Otherwise, turn to 311. o

H

.

227
Though you would much prefer to shut out the storm with
our pillow and blanket, you know that your friends will nejed
your help (no matter how little you may think itis) and decide
to go to their aid above. Turn to 299.

228

As you hoped, the littie golden key turns the loclk. and you
push the door inward. Inside lies a rather plain bedroom,
whaose only furniture is a tiny cot in the corner. One other item
rivets your attention. A large piece of paper attached to the
pack wall shows a fine ink drawing of a beautiful woman. She
is tall and slender, and her hair seems to fairly float off of her
shoulders. Suddenly, you are aware that this is a private place
and leave quietly, not wanting to disturb the gentle lady on the
wall. Turn to 380.

229

Timidly, you ﬁpproach the nearest Dwarf and tap hir‘n
lightly on the shoulder. He seems surprised to see you, but 1s
too practical to let it get in the way of business. “What can I
do for you?” he asks, seeming eager to return 1o his work. As
briefly as you can, you explain your mission to him and ask to
see the master of the island. :

“You'vecome tosee Razmon?" he asks in surprise. “Tdon’t
think you can get in to see him, but you can try. Just go out the
door, turn right, and keep going down the corridor.”

“Thanks,” you say for both you and the Mouse as you return
to the passageway.
o If you turn left up the passageway, turn to 134.
« If you turn right down the passageway, turn to 445.



230 -

“Golly!” you say to the captain. “I"d like that.”

Loridan laughs good naturedly (his spirits seem to have
brightened since his brush with death) and orders two creiy.
men to help you up the thick rope webbing that serves as a
ladder to the ship’s towering crow’s nest. You seem to be on
top of the world, as you sway 1o and fro at this great height,
Peering toward the horizon in all directions, you keep a sharp
look-out for the sight of land. Pick a number and add your
Perception bonus:

« If 2-5, turn to 356.
«{f6-12, turn to 176.

231

“Thank you, captain,” you say, *but if it’s al] right with yoﬁ,
I'think that I'll rest in my cabin unti! we arrive at Deathwater.”

“As you wish,” says Loridan, and you go below. Turn to
177. '

232

Like a cowboy on some watery ranch, you swing the rope.
high above your head and let it fly toward its target, the .
captain. With unbelieving eyes, you watch it land no more’ .
than a foot in front of Loridan, who hesitates not amoment to -
grab it. Hand over hand, he pulls himself through the looming

waves. Back on board, he gives you a rare smile and claps you

on the shoulder, saying, “You have saved my life, child. [ will -
never forget it.” There is no time for more thanks than that; :

several more hours of storm are left to be weathered. In the
end, the wind dies and the waters calm, with no one lost to the :

temper of the sea. Check Key 3. Turn to 244.

233
After careful inspection, the cliff reveals nothing unusual.
Cheekimeek seems relieved (he was rather afraid that ylou
were going to ask him to climb the ivy), and asks cheerily
which direction you will try next.
« If you scramble down through the briars to the east, turn

{0 252. .
o If you follow the cliffs to the west, turn to 402.

234

You and Cheekimeek are lowered to the water in a small
rowboat. Loridan tells you that the Zephyr Reginalis will be
anchored in the bay on the south side. Cries of good luck reach
your ears as you work the oars, and the two vessels partslowly
like good friends. Within a few minutes you have pulled the
row boat behind some bayberry bushes clumped along the
shore, the Zephyr Reginalis is gone from view.

“Well, child,” Cheekimeek says with a light in his eyes,
“our adventure begins.”

You find yourself filled with fear and delight at the
Mouse’s words. Turn to 386.



235
Cheekimeek stands by for your command. You are 0
angry with the Dwarfs that you want to kill them, but Some.
thing inside causes you to pause and reconsider the matter,
Pick a number und add vour Inner Strength bonus:
» ff 2-5, turn to 122. :
» If 6-12, turn to 118,

236 :

You begin to piay a simple tune on the flute, and the do{g
perks up his ears at the sound. As you play, hoewever, you get
the queer feeling that the music comes from within your heart,
and that you are playing with more than just your breath and

fingers. Pick @ number and add vour Inner Strength bonus:,

e If 2-4, turn to 408.

« If 512, turn to 298, ¢

237

You forge a short distance into the broken land, but soon
can go no farther. “Oh, Cheek,” you say, removing some
thorny branches from your clothing, “I think we'l] have 1o turn:.

back.”

The Mouse, who is having an easier time moving through
the undergrowth, answers, “It’s just a matter of choosing your
path carefully. Give it another go, and if things don't get

better, then we can always turn back later, All right?”
 If you decide to continue onward, turn to 238.
s If you want to turn back, turn to 283.

238
“All right. I'lIl try,” you answer, but there is litile hope in
your voice. Following the Mouse’s advice, you scan the
overgrown terrain for a friendlier route. Pick a number and
add your Perception bonus:
« If 2-5, turn to 239.

« If 6-12, turn to 243, )

239
A few routes appear to be more traversable than the others,
put each one you try gets you so tangled in a web of brambles
and branches, that you can go no further. “1'm sorry, Cheek.,
It looks like we’ll have to turn around.”
“Don't worry, child. We couldn’t all have had the good
fortune to be born as mice.” Turn to 283.

Poking about the desk, you find the usual things: paper, ink,
and some pens. In the drawer, along with some diagrams of
the night sky, rests a small, leather-bound book (which proves
to be a journal of some sort when you flip through it). Its cover
bears the image of a very beautiful star. You show the contents
of the drawer to MacTwitter, who says, “Aye. Twas said the
master was passin’ fond of stargazin’. I don’t s’pose he has
much time for that anymore, though, what with strikin’ it rich
and ail.”

Poor man, you think to yourself, locked away in some old
mountain, leaving all his dreams behind for the cold pleasures
of gold.

“Well,” says Cheekimeek, “let’s have a look inside that
journal. Maybe we can learn sornething that will help us solve
this mystery.” ‘

« If you want to read the journal, turn to 197.
» Otherwise:

o If you check the bed, turn to 124.

s If you investigate the chest, turn to 217.

s If you leave the cabin, turn to 304.

(2
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Cheekimeek tries to persuade you not to take the golq,
(Could it be he wants it all for himself?) You turn your back
on him and rush to the pile of treasure in the shade. As you
stuff your pockets with chunks of the precious metal, yoy
suddenly feel very alone.

Turning around, you find you are alone. All the others have -
gone. No, notquite alone. As youwonder, Aslan pacestoward -
you along the beach. His eyes are sad and his terrible, heavy:
paws move slowly. : P :

“Child, how will mere gold solve the mysteries of Death-;
water? How will a metal fulfill the hopes and needs of your”
friends back at Cair Paravel? How will glitter restore a cursed
stream to life?” the Lion’s voice deepens with each question.

“I don't know,” you whisper. “How?" ‘

“Dear heart, gold cannot replace the warmth and wonder of :

tove and trust. You know the value of friendship and loyalty .

in your deepest soul. But, young one, you forget so easily! '

Strive to remember me better!™ Aslan’s gentle tone rises toa .
roar. You are sad, ashamed, and suddenly very dizzy. Aslan’s

face swims before you, and then all is black. You awaken on
the floor of the museum, surrounded by your classmates.

If you are ready to return to Narnia, go to the Prologue and
begin again!

242
walking through the shimmering shade of the woods, you
arrive at an area where several trees have been cleared away
guite recently. Their stumps are freshly cut, and a wide path
of crushed grass leads away to the east.
“What's been going on here?” you ask the Mouse.
*ITdonotrightly know, child,” he says, “but the answer most
likely lies along that path.”
o If you walk down the path toward the beach, turn fo
308.
« If vou climb the slope of the mountain, turn te 341.
« If you wander north, turn to 252,
« If vou go south, check Key 9 and turn to 225.




243 :

Peeking through some leaves, you are surprised to find i
narrow path running more or less due south. You fight your
way through the intervening briars, and walk along the
smooth ground for a few yards. The brambles seem to open
up before you, and you travel with ease. “You were right,
Cheek! I looked, and here’s a path.”

“Yes,” says the Mouse, walking thoughtful beside yoﬁ,,
“but the question is: who could have made this path in the first
place?” c

You had not thought of that before, and now that you have, -
you are filled with dread. What sort of animals might live on
t