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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 quest 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 quest.

 

Don’t be a zero, be a hero!



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

You are currently on a training exercise in the Pacific Ocean, teaching a group of recruits how to board a ship and rescue a crew taken hostage by pirates. You are directing the operation from a stealth boat, when you detect a fast attack craft closing in on your position. You scan the horizon and see it has no markings to identify it.

You immediately bring the weapons systems online and order the crew to action stations.

 

Go to section 1.
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1

“Captain, our tigershark torpedoes are ready to fire,” says one of your crew.

“Fire on my command,” you reply.

The boat is less than half a mile away when a message blasts out over the comms speakers. “Code rainbow alert! Code rainbow alert!”

You have never heard of a “code rainbow alert” before. You wonder whether this is a trick to stop you attacking.

 

If you want to attack the boat, go to 47.

If you want to find out what “code rainbow” means, go to 26.


2

“I’ve planted mines on the hull of your ship. They are going to explode in five minutes,” you boast.

“Thank you for telling me,” replies Hydros. He barks out orders to his guards. Some hurry away, while others tap at control panels. You wait while five minutes pass, and there is no explosion.

Hydros smiles at you. “It seems that my divers have found the mines and deactivated them! I think your usefulness has ended.”

He draws a harpoon gun, aims it at you. As you rise to your feet he pulls the trigger. You feel a surge of pain in your chest, then nothing more as you drop to the floor, dead.

 

You shouldn’t have told Hydros about the mines! Go back to 1.


3

Half an hour later you and Shen are in the Barracuda, speeding under the waves towards the top-secret island base.

You are still curious about the Atlanteans living beneath the seabed. “Why aren’t the Atlantean ships crushed by the pressure of the water at such a depth?” you ask.

“They have developed pressure shield generators that protect their ships,” Shen replies. “Unfortunately, we don’t have that technology on board the Barracuda.”

“We could do with one if we’re going to push them back into Atlantis. Maybe we should capture one of their ships and get hold of a pressure shield generator.”
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“First, we have to stop them getting the missiles.”

At that moment the Barracuda’s computer voice fills the cabin. “Incoming SMART torpedoes. Thirty seconds to impact!”

 

To take evasive action, go to 45.

To launch the Barracuda’s torpedoes, go to 24.

To ask Shen what to do, go to 17.


4

“We’re here, so let’s take out some of these bad boys!” you say.

You launch a volley of torpedoes, hitting several Atlantean fighters. But as the enemy ships begin to fire at you, you realise that you have made a mistake. You are badly outnumbered.

“Activate countermeasures,” you order.

Explosions rock the Barracuda as more Atlantean ships join in the attack.

“There are too many torpedoes!” warns Shen.

There is a massive explosion which rocks the Barracuda. Water begins to flood the floor, just before the walls around you implode.

 

You have died. Go back to 1 to try again.


5

“We need to get to the island as quickly as possible,” you tell Shen. “Jet boost it is!”

Shen switches the Barracuda’s propulsion system to jet boost. You are thrown back into your seat as the submarine shoots through the water.

You are soon approaching the island. “Prepare to attack,” you order.

Suddenly the Barracuda comes to a jarring halt. You look out of the cockpit window and see it is caught in a giant steel net. There are dozens of these traps! The Atlanteans were expecting you!
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The 3-D image of an enemy sub appears on your control panel. “Enemy ahead,” warns the Barracuda. “Nautilus Cruiser.”

It is heading towards you, and you are trapped!

 

If you wish to try to blast your way out of the net, go to 28.

If you wish to try to use the Barracuda’s engines to work your way free, go to 42.


6

Fifteen minutes later you are sitting in the submarine’s operation room. The walls are lined with charts of the world’s oceans displayed on huge 3-D screens. Admiral Crabbe sits at the table opposite you.

“So, what is ORCA?” you ask.

“ORCA deals with any threats to humankind that occur within the world’s oceans, or in this case, from under the world’s oceans.”

You look puzzled. “You mean under the seabed?”

The admiral nods. “What do you know about Atlantis?” he asks.

You laugh. “Atlantis is a legendary city. The Greek writer Plato wrote about it nearly 2,500 years ago. It was a great empire, but it sank into the ocean. Some people think it really existed, but the reality is that Atlantis is just a story. I hope you’re not wasting my time with this nonsense!”

Admiral Crabbe stares at you. “Let me tell you the real story of Atlantis.”

 

If you want to listen to Crabbe, go to 15.

If you don’t have time for stories and want to get on with the quest, go to 31.
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