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How to be a hero

This book is not like others you have read. This is a choose-your-own-destiny book where YOU are the hero of this adventure.

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

If you choose correctly, you will succeed. But be careful. If you make a bad choice, you may have to start the adventure again. If this happens, make sure you learn from your mistake!

Go to the next page to start your adventure. And remember, don’t be a zero, be a hero!




Introduction

It is the year 1705.

Your father is chief of the Tortuga Brethren, the greatest company of pirates in the Caribbean. He has sent you to England to be educated.

You have finished your schooling at Miss Rosetta Stone’s Academy for Young Gentlewomen, and today you have just beaten your fencing instructor, Marcel, for the first time.

“Mademoiselle, I have nothing more to teach you.”

A housemaid comes in to announce that Miss Stone wants to see you.
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Go to 1.



1

“There you are!” says Miss Stone. “This is Captain Jenkins. He has a message for you.”

Jenkins bows. “A rival pirate, Redhand Radcliff, is challenging your father’s position as leader of the Tortuga Brethren.

“Under your father, our ships rob the enemies of England and its good Queen Anne of their ill-gotten treasure and precious cargo, but we always spare the crew. Radcliff does not. His motto is No witnesses.

“Your father has heard that Redhand plans to kidnap you in the hope it will force him to give up his position as leader. Then Redhand will take control of the Brethren. If you wish, I will take you to your father, on my ship the Happy Wanderer.”

Miss Stone gives you a meaningful look. “I’d like a word, if you please.”
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If you don’t want to go, go to 24.

To hear what Miss Stone has to say, go to 37.



2

“Bring your men aboard,” you order.

As the last of the stricken vessel’s crew take to the boats, it sinks beneath the waves.

You have saved your father’s men — but what should you do about the treasure ship they tried to capture?

To take news of the treasure ship to your father, go to 40.

To go after the treasure ship yourself, go to 7.





3

“Set a course southwest. If we hold steady at seven knots, we should arrive at Tortuga in good time,” you order.

The pirates cheer. “She knows how to navigate!” cries Ned. “She’s her father’s daughter. Will you have her as captain?”

The pirates roar, “Aye!”

You appoint Ned your first mate, thanking your stars that you spent every summer holiday in England learning how to sail with a retired friend of your father’s, now a respectable smuggler in the West Country.

Next day, at dawn, the lookout reports an unknown ship nearby.
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“What is she?” you ask. “Merchantman? Royal Navy? Another pirate?”

“I can’t tell,” comes the reply.

To order your men to fire on the ship, go to 22.

To sail alongside it, go to 26.





4

You chase the treasure ship, but soon realise that the closer ship is bigger than the Happy Wanderer. It is flying the pirate flag, the skull and crossbones.

Ned groans. “I know that ship. It’s the Barracuda. Its captain is Redhand Radcliff, your father’s greatest enemy.”

The vessel shows a white flag. A figure on the foredeck wearing a red frock coat and tricorn hat cries, “Parley!” He wants to speak with you under the pirate code.
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To ignore this call, go to 23.

To speak to Radcliff, go to 49.

To fire on the Barracuda, go to 15.








5

You point towards the treasure ship.

“Enough talking! She’s getting away!”

Your ship and the Barracuda separate to chase down the treasure ship. Redhand’s vessel, being faster, soon pulls ahead. You wonder if Redhand wishes to take the ship for himself?

To signal Redhand to slow down, go to 27.

To fire on the Barracuda, go to 15.

To watch and wait, go to 36.





6

The moment you set foot on Jenkins’s ship, the Happy Wanderer, you sense that all is not well. The crew are sullen and watchful.

As the men tend the sails and the vessel starts to move, an old sailor takes your arm.

“Ned Dawkins, miss,” he whispers. “Cap’n Jenkins is a traitor — he’s in Redhand’s pay. But there are still plenty of men on board loyal to your father. With you to lead us, we’ll rise up and take the ship! Just say the word!”

Miss Stone was right, you think.
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To accept Ned’s offer, go to 17.

To wait and see what Jenkins intends to do, go to 32.
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