
[image: cover]




[image: images]



www.franklinwatts.co.uk



 

 

How to be a hero

 

This book is not like others you may have read. You are the hero of this adventure. It is up to you to make decisions that will affect how the adventure unfolds.

Each section of this book is numbered. At the end of most sections, you will have to make a choice. The choice you make will take you to a different section of the book.

Some of your choices will help you to complete the adventure successfully. But choose carefully, some of your decisions could be fatal!

If you fail, then start the adventure again and learn from your mistake.

If you choose correctly you will succeed in your mission.

 

Don’t be a zero, be a hero!



The quest so far…

 

You are a member of a Special Forces naval unit. You are an expert diver and can pilot submarines of all types. You are a specialist in underwater combat and have taken part in many dangerous missions in all of the world’s oceans. Your bravery and skill have won you many medals.

You have been recruited by Admiral Crabbe, leader of ORCA – the Ocean Research Central Agency – a top-secret unit whose mission is to patrol the planet’s oceans and deal with any threats to humankind from hostile creatures of the deep. Your quest is to help fight the Atlanteans, a race of amphibians who are determined to destroy humankind.

To help you in your quest you have been given command of the Barracuda, the most advanced submarine in the world. The Mer, another amphibian race, created this amazing machine. The Mer are sworn enemies of the Atlanteans and have an alliance with humankind.
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ORCA

ULTRA SECRET BRIEFING DOCUMENT

 

THE ATLANTEANS:

A race of amphibians, who once lived in the legendary city of Atlantis. Masters of sea-based technology.

 

HOME:

New Atlantis, a realm under the sea floor.

 

TRITON: King of the Atlanteans

OBJECTIVE: To destroy humankind and take over the Earth.

 

HISTORY:

Hundreds of years ago, the Atlanteans declared war on humans. With the Mer’s help they were defeated. Entrance to Atlantis is guarded by the Mer.

 

BACKGROUND INFORMATION:

The Atlanteans have broken out from New Atlantis.

They have declared war on humans and the Mer.



With the help of Shen, a female Mer, you have managed to defeat Hydros, one of Triton’s commanders. You stopped his forces from capturing a top-secret island base and getting hold of the missiles stored there. You also managed to salvage the pressure shield generator from Hydros’s command ship. Shen has fitted this to the Barracuda, which means it can dive to unlimited depths. You are now preparing to hunt down the Atlanteans and send them back to their realm under the sea before they can carry out Triton’s threats to destroy humankind.

 

The future of the Earth depends on you… Go to 1.


1

You and Shen are taking the Barracuda for a test dive to see how well the captured pressure shield generator works. You have already reached a depth of 10,000 metres.

“To get to this depth without any problems is extraordinary,” you say. “This shield is incredible.”

Shen nods. “We will need it if we are going to find the hole in the seabed where the Atlanteans broke out.”

Before you can reply, an alarm begins to wail. “Warning! Crush depth exceeded! Outside pressure too great,” warns the Barracuda.

“We’d better return to the surface,” you say.

Shen shakes her head. “Don’t worry, I didn’t have time to re-program the Barracuda’s warning systems when I fitted the shield generator. We’re safe.”

“Are you sure?” you ask.

“I said we’re safe,” she replies. “Don’t you trust me?”

 

To return to the surface, go to 36.

If you trust Shen, go to 17.
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2

“An all-out attack is impossible,” you say. “The cyborg’s defensive shield is too strong. We’ll have to neutralise it. That means getting inside the ship. I’ll take a sub-aqua bike over there while you take the Barracuda out of range and contact ORCA. You’ve got to send them our location.”

“Right. It’s lucky that our engineers were able to make smaller copies of the pressure shield generator to protect us and our aquabikes.”

Shen begins to prepare the bike as you put on your aquasuit.

 

To set off immediately, go to 23.

If you want to find out more about the Man-of-war, go to 45.


3

“We’re outnumbered, we have to get out of here! Switch to jet boost,” you order. But before the Barracuda can obey, a huge explosion rocks the super sub.

“Hull breached!” warns Shen.

Another torpedeo hits.

“The pressure shield generator is failing!”

It’s the last thing you hear as the outside water pressure crushes the Barracuda, sending you into the darkness.

 

You have failed. To begin your mission again, go to 1.


4

“There are too many enemy ships to take on,” you say to Shen.

She nods in agreement. “Let’s stay in stealth mode and follow the ship.”

As the Man-of-war moves away, you follow it at a distance.
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After several hours, the Man-of-war slows down and stops.

“Where are we?” you ask.

“We’re off the east coast of China,” replies Shen. “We’re within range of Chinese, Korean and Russian nuclear bases.”

“If the Atlanteans attack, each country will blame the other. The Atlanteans will start a new world war!” you say grimly.

“We have to tell ORCA,” says Shen.

“If we do we’ll have to break from stealth mode,” you reply. “We’ll give away our position.”

 

If you want to contact ORCA now, go to 31.

If you want to stay in stealth mode, go to 49.


5

You accelerate and just manage to squeeze through the closing gap.

As you shoot out of the Man-of-war, you see the ocean lit up by explosions as the ORCA defence subs and the Atlantean ships do battle.

“Harvester missiles being launched in thirty seconds,” warns Shen. “I’m nearly at your position.”

You speed towards your parked sub-aqua bike and transfer from the seahorse, taking the defensive shield with you. Suddenly there is a massive explosion as the harvester antisubmarine missiles strike the Man-of-war. The huge ship erupts, sending a shockwave through the water, scattering many Atlantean vessels and knocking you from your bike.
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“Well, I’m still in one piece!” you tell Shen. At that moment you see a lone figure riding towards you on the back of a huge white cyborg shark. You realise that this is Hadal. He must have escaped from the Man-of-war!
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He closes in on you and the shark’s mouth opens, revealing two deadly looking guns.

 

To get back on your sub-aqua bike, go to 12.

To fight the Atlantean commander, go to 37.

To ask Shen for help, go to 19.


6

“Those ships need to be dealt with,” you decide. “Lock on and fire torpedoes.”

Seconds later the Turtle troopships are destroyed.

Shen shakes her head. “I think we should have tracked them. They could have been useful to us.”

You shrug. “Too late now. Let’s get back to ORCA HQ, re-arm the Barracuda and see what Admiral Crabbe has lined up for us.”

 

Go to 33.

OPS/images/p13.jpg





OPS/images/p14.jpg





OPS/contents.htm

Contents


Chapter   1


Chapter   2


Chapter   3


Chapter   4


Chapter   5


Chapter   6


Chapter   7


Chapter   8


Chapter   9


Chapter 10


Chapter 11


Chapter 12


Chapter 13


Chapter 14


Chapter 15


Chapter 16


Chapter 17


Chapter 18


Chapter 19


Chapter 20


Chapter 21


Chapter 22


Chapter 23


Chapter 24


Chapter 25


Chapter 26


Chapter 27


Chapter 28


Chapter 29


Chapter 30


Chapter 31


Chapter 32


Chapter 33


Chapter 34


Chapter 35


Chapter 36


Chapter 37


Chapter 38


Chapter 39


Chapter 40


Chapter 41


Chapter 42


Chapter 43


Chapter 44


Chapter 45


Chapter 46


Chapter 47


Chapter 48


Chapter 49


Chapter 50


Sneak Peek


About the 2Steves


About the illustrator: Jack Lawrence


Copyright


If you liked this, you’ll love…







OPS/images/cover.jpg
ATLANTIS Q

OCEAN ALLIANCE

Steve Barlow - Steve Skidmore





OPS/images/titlepage.jpg
ATLANTIS QUEST

OCEAN ALLIANCE

Steve Barlow and Steve Skidmore
IMustrated by Jack Lawrence

7
S

LONDON SYDNEY





OPS/images/p5.jpg
TOP SECRET: ORCA Barracuda

(1) Stunfish launcher —
self-propelled weapons resembling
sunfish that produce a low-frequency
sonic wave to knock out enemy
defences.

(2) crew cockpit —

where the Barracuda
pilots sit.

(3) Countermeasures —
ultra-fast mini-rockets that
target and destroy enemy
torpedoes.

(4) Water cannon —
fires a super-heated water
Jet at close range, which
s hot enough to cut
through metal.

(5) Torpedo tuhes —
launch supercavitation
torpedoes with
explosive warheads.

(6) Sub-aqua

hike bays —
pods for launching
the sub-aqua bikes.

(D Propuision system —
powers the sub through the water.
Also capable of a short ‘jet boost’.
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