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  For the fans


  Keep the fire burning





  


  


  


  


  Once again, a big thank you to the team at Gollancz for making geek dreams come true  especially my editor, Marcus, who had the Herculean task of reading, editing and
  testing this labyrinthine game-book. I owe him more than a few drinks (and payment for therapy bills) for surviving this one. I also want to thank my family, who have always had unquestioning faith
  in my weird and wonderful pastimes and have supported me every step of the way. I hope theyre as proud of this achievement as I am.
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  Welcome to DestinyQuest!


  


  Another will follow; to break the chains of destiny and forge their fate anew  in fire.


  Cornelius the Prophet


  


  


  


  


  Unlike ordinary storybooks, DestinyQuest puts you in charge of the action. As you guide your hero through this epic adventure, you will be
  choosing the dangers that they face, the monsters that they fight and the treasures that they find. Every decision that you make will have an impact on the story and, ultimately, the fate of your
  hero.


  Your choices, your hero


  With hundreds of special items to discover in the game, you can completely customise your hero. You can choose their weapons, their armour, their special abilities  even
  the boots on their feet and the cloak on their back! No two heroes will ever be alike, which means your hero will always be unique to you. And even better, you can take your hero into battle
  against your friends heroes too!


  Limitless possibilities, endless adventure


  You can play through DestinyQuest multiple times and never have the same adventure twice. With so many options and paths to choose from, the monsters that you encounter, the
  people that you meet and the loot that you find will be different each time you play. There are numerous hidden secrets to discover, bonus items to collect and unique special abilities to unlock
   in fact, every turn of the page could reveal something new for you and your hero.


  Discover your destiny . . .


  The next few pages will take you through the rules of the game, outlining the hero creation process and the combat and quest system. Dont worry, it wont take long
   and then your first DestinyQuest adventure can begin!


  The hero sheet


  Lets start with one of the most important things in the game  your hero sheet. This is a visual record of your heros abilities and equipment. You will be
  constantly updating this sheet throughout the game, as you train new abilities and find better armour and weapons for your hero. (Note: The hero sheet is also available as a free download from
  www.destiny-quest.com.)

  
  
  
  
  [image: ]


  
  
  [image: ]


  
  
  [image: ]


  
  
  [image: ]


  
  
  [image: ]


  
  
  [image: ]


  

  Attributes


  Every hero has five key attributes that determine their strengths and weaknesses. These are speed, brawn, magic, armour and health. The goal of
  DestinyQuest is to advance your hero from an inexperienced novice into a powerful champion  someone who can stand up to the biggest and baddest of foes and triumph!


  To achieve this, you will need to complete the many quests throughout the lands of Valeron. These quests will reward you with new skills and equipment, such as weapons and armour. These will
  boost your heros attributes and give you a better chance of survival when taking on tougher enemies.


  The five attributes are:


  


  
    
      * Brawn: As its name suggests, this score represents your heros strength and muscle power. A hero with high brawn will be able to hit harder in combat,
      striking through their opponents armour and dealing fatal blows.


      Brawn is the main attribute of the warrior.


      


      * Magic: By mastering the arcane schools of fire, lightning, frost and shadow, a hero can command devastating spells and summon fiendish monsters. Heroes that choose
      this path should seek out the staffs, wands and arcane charms that will boost their magic score, granting them even deadlier powers to smite their foes.


      Magic is the main attribute of the mage.


      


      * Speed: The higher a heros speed score, the more likely they are to score a hit against their opponent. A hero who puts points into speed can
      easily bring down stronger enemies thanks to their lightning-fast reflexes.


      Speed is the main attribute of the rogue.


      


      * Armour: Whenever a hero is hit in combat, by weapons or spells, they take damage. Wearing armour can help your hero to survive longer by absorbing some of this damage.
      Warriors will always have a high armour score, thanks to the heavy armour and shields that they can equip. Rogues and mages will typically have lower scores, relying instead on their
      powerful attacks to win the day.


      


      * Health: This is your heros most important attribute as it represents their life force. When health reaches zero, your hero is dead  so, it goes
      without saying that you should keep a very close eye on it! Armour and equipment can raise your heros health score  and there are also potions and abilities to be
      discovered, to help your hero replenish their health during combat.

    

  


  Starting attributes


  Every hero begins their adventures with a zero score for brawn, magic, speed and armour. These attributes will be boosted throughout the course of
  your adventures. All starting heroes begin with 30 health.


  Equipment boxes


  The hero sheet displays a number of important boxes. These boxes each represent a location on your hero where they can equip an item. Whenever your hero comes across a new item
  in the game, you will be told which box or boxes on the sheet you can place it in. You can only have one item equipped in each box.


  Backpack


  Your hero also has a backpack that can hold five single items. On your travels you will come across many backpack items, including useful potions and quest items. Each backpack
  item you come across takes up one space in your backpack  even if you have multiple versions of the same type of item (for example, health potions).
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  Special abilities


  The special abilities box, on the right of your sheet, is where you can record notes on your heros special abilities. Every hero has two special abilities, which they
  learn when they train a career. Items of equipment can also grant special abilities for your hero. All special abilities are explained in the glossary at the back of the book.


  Paths and careers


  Your hero starts their adventure as a simple traveller, with no remarkable skills or abilities. Once your hero has gained some experience, however, three paths will become
  available to you  the path of the warrior, the rogue and the mage. Your hero can only choose one of these paths, and once that decision is made, it cant be changed  so choose
  wisely. The chosen path will determine the careers and abilities that your hero can learn throughout their adventures.


  Your heros path and current career should always be recorded at the top of your hero sheet, and its special abilities should be recorded in the special abilities box on the right of your
  sheet. A hero can only be trained in one career at a time, but you can swap their career for another one, providing you have found the relevant trainer or reward item. When your hero trains
  a new career, all abilities and bonuses from the old career are lost.


  Gold


  The main currency in Valeron is the gold crown. These can be used to purchase potions and other special items whenever you visit a town, village or camp. More gold can be
  discovered by killing monsters and completing quests.


  Quests and monsters


  The kingdom of Valeron is a dangerous place, full of ferocious monsters, wild beasts and deadly magical forces . . . bad news for some people perhaps, but for a would-be
  adventurer it means plenty of paid work! By vanquishing foes and completing quests, your hero will grow stronger and more powerful, allowing you to take on tougher challenges and discover even
  greater rewards.


  The maps


  The story is divided into three chapters  known as Acts. Each of the three Acts has a map, which shows you the locations of all the different quests that
  your hero can take part in. To select a quest you simply turn to the corresponding numbered entry in the book and read on from there, returning to the map when you have finished.


  Choosing quests


  Each map will provide you with a number of different quests. Some quests are harder than others. A simple colour-coded system ranks the quests in order of difficulty:


  


  
    
      * Green quests: These are the easiest quests to complete. Heroes with even the most basic of equipment will still emerge victorious.


      


      * Orange quests: Heroes will find these tasks a little more challenging, requiring them to defeat numerous enemies to succeed.


      


      * Blue quests: Things get a lot tougher with blue quests. Monsters are more likely to have special abilities and higher attribute scores, meaning your hero will need to
      be fully prepared and equipped for the dangers they may face.


      


      * Red quests: These quests should only be attempted once you have completed the majority of green, orange and blue quests. Your hero will need to use everything
      theyve got to overcome these tough challenges and triumph.

    

  


  Quests can be done in any order you wish  although note that it is wiser to complete the easier quests (green and orange) before you attempt the harder ones (blue and
  red). Once a quest has been completed, it cannot be revisited.


  Legendary monsters


  On each map you will also see some spider symbols. These represent legendary monsters: opponents that are tougher than your average foe. Only the bravest of
  heroes, who are confident in their abilities and have good gear from their questing, should seek out and battle these mighty opponents.


  Team battles


  The black sword symbol indicates an epic monster  one that you will not be able to defeat alone! You will need to team up with another hero to help you
  battle these demonic entities and win their highly-prized treasures. (See advanced rules.)


  Boss monsters


  Each Act of the story has a final boss monster that must be defeated before you can advance the story to the next Act. These boss monsters are represented by the skull symbol on
  the map.


  It goes without saying that these final bosses are no pushovers and should only be attempted once you have fully explored each map and completed most of the quests.


  Towns, villages and camps


  Every Act of the story has its own town, village or camp, which your hero can visit anytime between quests. They are represented on the map by the building icon. Simply turn to
  the corresponding page entry whenever you wish to visit. These locations can provide your hero with items to purchase, additional quests, hints and tips and even some career trainers.


  It is always a good idea to visit these areas first, whenever you start a new map. The inns and taverns can be a great source of rumour and information regarding the challenges ahead.


  Upgrading equipment


  The primary goal of DestinyQuest is to equip your hero with better weapons, armour and equipment. These will boost your heros attributes such as brawn and
  magic, and help them to survive longer in battle.


  At certain times in the story you will be offered a choice of rewards for your hero. Usually this will be the result of killing a monster or completing a quest, but there are also many other
  ways of gaining rewards  some easier to find than others.


  When you are offered a choice of rewards, you will be told how many items you may pick from the selection. It is up to you to decide which reward/s will be best for your hero. These rewards,
  such as rings, pieces of armour, weapons and necklaces, will commonly give boosts to certain attributes. Select your rewards wisely to boost the attributes that are the most essential for your
  hero.


  When you have chosen your reward, you write its name and details in the corresponding box on your hero sheet. Make sure to update any attributes that are affected by the new reward. Remember, it
  is your decision what rewards you take. You can always ignore items if they dont interest you.


  Replacing equipment


  Your hero can only carry one item in each box. When you choose a reward and your hero already has an item in the corresponding box, the new item replaces the old one
   and the old item is destroyed. When you destroy the old item, all attribute bonuses and abilities that it provided are lost, to be replaced by those from the new item.


  Combat


  Valeron can be a wild and dangerous place. Most of the creatures you encounter will be hostile and it will be up to you (and your hero!) to battle and defeat these monsters, to
  emerge victorious.


  When you enter into combat, you will be given your opponents attributes. These are usually speed, brawn (or magic), armour and health. Some may also
  have special abilities that you will need to take note of.


  The combat sequence


  Combat consists of a number of combat rounds. In each round of combat you roll dice to determine who hits who and who takes damage. (Note: A die is considered to be a
  standard 6-sided die.) Once damage has been applied, a new combat round starts. Combat continues until either your hero or their opponent is defeated.


  


  In each combat round:


  


  
    
      1. Roll 2 dice for your hero and add their current speed score to the total. This is your heros attack speed.


      


      2. Roll another 2 dice for your opponent and add their speed score to the total. This is their attack speed.


      


      3. The combatant with the highest attack speed wins the combat round. If both scores are the same, it is a stand off  the combat round ends (see step 7) and a new
      one begins.


      


      4. The winner of the round rolls 1 die and adds either their brawn score or their magic score to the total, whichever is highest. (Note: monsters
      will only have one or the other, not both.) This will give you a damage score.


      


      5. The loser of the round deducts their armour value from the damage score. Any remaining damage is then deducted from their health. (If the damage score
      was 8 and the loser had an armour of 2, they would take 6 health damage.)


      


      6. If this damage takes your heros or your opponents health to zero, they are defeated. If both combatants have health remaining, then the
      combat continues.


      


      7. At the end of each combat round, any damage from passive effects (such as bleed or venom) are applied to each combatant. If both opponents still have
      health remaining, then a new combat round begins. Return to step 1.

    

  


  Example of combat


  Sir Hugo has awoken a slumbering serpent and must now defend himself against its venomous attacks.


  
    
      [image: ]

    

  


  Special abilities


  
    
      [image: ] Venom: Once you have taken health damage from the serpent, at the end of every combat round you must automatically
      lose 2 health.

    

  


  Round one


  
    
      1. Sir Hugo rolls 2 dice to determine his attack speed. He rolls a [image: ] and a [image: ] giving him a total of 6. He adds on his speed score of 4 to give him a final total of 10.


      2. The serpent rolls 2 dice to determine its attack speed. The result is a [image: ] and a [image: ] making 11. The serpents speed is 6, making its final total 17. The serpent has won the first round of combat.


      3. A die is rolled for the serpent to determine its damage score. The result is a [image: ]. Its brawn score is
      added on to this, to give a final total of 9.


      4. Sir Hugo deducts his armour value from this total. This means he only takes 4 points of health damage (95=4). His health is reduced from 30 to
      26.


      5. Sir Hugo is also poisoned by the serpents venom. He automatically takes another 2 points of health damage, reducing his health to 24.

    

  


  Round two


  
    
      1. As before, Sir Hugo and the Serpent roll 2 dice and add their speed to the result. Sir Hugo ends up with an attack speed of 15 and the serpent has an attack
      speed of 10. Sir Hugo wins.


      2. Sir Hugo rolls a [image: ] for his damage score. He chooses to add on his brawn (which is higher than his
      magic score). His final total is 12.


      3. The serpent has an armour value of 2, so takes 10 points of damage. The serpent is left with 2 health.


      4. Because the serpent applied its venom special ability in the last round, Sir Hugo must now deduct another 2 points from his health  reducing it from 24
      to 22.

    

  


  Combat then moves to the next round, continuing until one combatants health is reduced to zero.


  Restoring health and attributes


  Once you have defeated an enemy, your heros health and any other attributes that have been affected by special attacks or abilities are immediately restored
  back to their normal values (unless otherwise stated in the text). In the above example, once Sir Hugo has defeated the serpent, he can return his health back to 30 and continue his
  adventures.


  Using special abilities in combat


  As your hero progresses through the story, they will discover many special abilities that they can use in combat. All abilities are explained in the glossary at the back of the
  book.


  There are four types of special ability in DestinyQuest. These are: speed (sp), combat (co), modifier (mo) and passive (pa) abilities.


  


  
    
      * Speed (sp): These abilities can be used at the start of a combat round (before you roll for attack speed), and will usually influence how many dice you can roll or
      reduce the number of dice that your opponent can roll for speed. You can only use one speed ability per combat round.


      


      * Combat (co): These abilities are used either before or after you (or your opponent) roll for damage. Usually these will increase the number of dice you can roll, or
      allow you to block or dodge your opponents attacks. You can only use one combat ability per combat round.


      


      * Modifier (mo): Modifier abilities allow you to boost your attribute scores or influence dice that you have already rolled. You can use as many different modifier
      abilities as you wish during a combat round.


      


      * Passive (pa): Passive abilities are typically applied at the end of a combat round, once you or your opponent has taken health damage. Abilities such as venom
      and bleed are passive abilities. These abilities happen automatically, based on their description.

    

  


  Damage score and damage dice


  Some special abilities will refer to a damage score and others will refer to rolling damage dice. A damage score is when your hero rolls one die and adds their brawn or
  magic to the total (as in the previous combat example). This is the most common means of applying damage to your opponent. Some abilities allow you to roll damage dice instead. Damage dice
  are simply dice that are rolled for damage, but you do not add your brawn or magic score to the total. For example, the special ability cleave allows you to inflict 1 damage
  die to all your opponents, ignoring armour. You would simply roll 1 die and then deduct the result from each of your opponents health. You do not add your brawn or
  magic to this total.


  Using backpack items in combat


  The outcome of many a combat can be decided by the clever use of backpack items, such as potions and elixirs. From restoring lost health to boosting your speed,
  never underestimate how useful these items can be in turning the tide of battle. However, you can only use one backpack item per combat round so choose wisely! Also note that every useable
  backpack item has a number of charges. Once these have been used up, they are gone forever.


  Runes, glyphs, dyes and other special items


  During your adventures, you will come across a number of special items that allow you to add attribute bonuses or additional abilities to the equipment you are already
  wearing. These items cannot be stored in your backpack and must be used immediately when they are found, to add their relevant attribute/ability to a chosen item. Each item of equipment can
  hold up to three of these special bonuses.


  Death is not the end


  When your hero dies, their adventure isnt over. Simply make a note of the entry number where you died and then return to the quest map. Your health is immediately
  restored back to full. However any consumable items that were used in the combat (such as potions and elixirs) are gone forever!


  


  You can now do the following:


  


  
    
      1. Return to the entry number where you died and try it again.


      2. Explore a different location on the map, such as a town or another quest.

    

  


  You can return to the entry number where you died anytime you wish. If you are having difficulty with a particular combat, then try a different quest, or purchase some helpful
  potions or items from a local vendor.


  NOTE: In some quests, when your hero is defeated, there are special rules to follow. You will be given an entry number to turn to, where you can read on
  to see what happens to your hero.


  Taking challenge tests


  Occasionally, during your travels, you will be asked to take a challenge by testing one of your attributes (such as speed or brawn). Each challenge is given a
  number. For example:


  


  
  
  
    
      	

      	
        Speed

      
    


    
      	
        Climb the cliff face

      

      	
        9

      
    

  

  

  


  To take a challenge, simply roll 2 dice and add your heros attribute score to the result. If the total is the same as or higher than the given number, then you have
  succeeded. For example, if Sir Hugo has a speed of 4 and rolls a [image: ] and a [image: ], then he would have a total of 9. This means he would have successfully completed the above challenge.


  Advanced rules: Team combat


  Occasionally some monsters are just too powerful to overcome, even for your hero. To stand a chance of defeating these epic foes you will need to team up with your hero (or a
  friends hero) from DestinyQuest 1: The Legion of Shadow. (A sample hero is provided at the front of this book.)


  A team combat is shown on the map as a black sword symbol. These battles follow a slightly different set of combat rules to take into account two heroes fighting alongside each other against a
  powerful opponent.


  The combat sequence


  In each combat round:


  


  
    
      1. Each hero can decide if they will attack or support. If a hero attacks they roll for their attack speed as normal (using speed abilities if they
      wish). If one hero chooses to be a support hero, then they do not roll for attack speed. (See support hero, below.) One hero must attack in each round.


      2. Roll 2 dice for your opponent and add their speed score to the total. This is your opponents attack speed.


      3. The combatant with the highest attack speed wins the combat round. If the highest set of scores are the same (for a hero and their opponent), it is a stand off
       the combat round ends (see step 6) and a new one begins. If two attacking heroes get the same score, then they can choose which hero will strike against the opponent.


      4. If a hero wins a combat round, they can roll for damage as normal against their opponent. Damage is applied and the combat round ends (see step 6).


      5. If the opponent wins the combat round, then they strike against the hero who last dealt health damage to them (this excludes passive effects, such as bleed and
      venom). If no hero has caused health damage, then the opponent strikes against the hero with the highest armour. The hero who is being attacked can use their combat and modifier
      abilities as normal. Their ally can also play any helpful modifier abilities (depending on the abilitys description).


      6. At the end of each combat round, any damage from passive effects (such as bleed or venom) are applied to each combatant. If opponents still have
      health remaining, then a new combat round begins. Return to step 1.

    

  


  Support heroes


  Heroes who choose not to attack during a combat round (see step 1) are referred to as support heroes. They can still be hit in combat if the opponent wins (see
  step 5), but by choosing not to attack they give their ally a chance to win combat rounds and apply abilities/damage. A support hero can use modifier abilities on themselves or their ally as
  normal (depending on the abilitys description). This includes abilities like heal and greater heal.


  


  
    
      * Top tip: Swap your heroes regularly, between attacking and support, to share out damage. Remember, an opponent always attacks the last hero to win a round and cause
      health damage  so your heavy hitters (such as mages and rogues) need to be careful that they dont become the sole target of the opponents attacks. Swapping a hero into a
      support role, while their ally becomes the sole attacker, can be a vital strategy to control an opponents aggression.

    

  


  Passive abilities


  If both heroes have the same passive effect (such as bleed or venom) then these abilities can all be applied to an opponent (providing each hero has met the
  criteria for applying that passive). For example, if both heroes have the bleed ability and both have done health damage to their opponent, then the opponent takes damage from each
  bleed effect (2 damage (1+1) at the end of each round).


  Defeating and looting an epic monster


  Providing one hero is still alive at the end of the combat, then both heroes are considered to have defeated the monster. This means that each hero can now choose one reward
  from those on offer. (NOTE: a hero can only choose a reward when they defeat the monster for the first time. If they fight the monster multiple times to aid other heroes
  then they cannot choose further rewards.)


  Take your adventures online!


  Join the DestinyQuest community at www.destiny-quest.com for the latest information on DestinyQuest books, hints and tips,
  player forums and exclusive downloadable content (including printable hero sheets, team combat rules and extra bonus quests!).


  Its time to begin


  Before you start your adventure, dont forget to check that your hero sheet has been fully updated. It should display:


  
    
      
        
          
            * Your heros name


            * A zero score in the speed, brawn, magic, and armour boxes


            * A 30 in your heros health box

          

        

      

    

  


  Now, turn the page to begin your adventure . . .
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  Prologue:


  The Great Escape


  


  


  


  


  You are in free fall.


  The black rock of the mountainside streaks past in a deadly blur. Your descent is fast  unstoppable. You can only watch, paralysed by fear, as the world tumbles through blue sky and
  earth. Then a wave of ash washes over you, turning bright day into a murky twilight.


  Through the thickening dust, you see the ground spiralling up at an alarming speed; a pock-marked plain of splintered rock and fire-rimmed craters. Behind you, something rumbles and booms . .
  . then you feel a scalding heat at your back. For an instant the darkness becomes light as an immense ball of flame roars overhead, slamming into the ground and sending ash billowing across the
  hellish plain.


  You spin and twist through the smoke, your broken body smashing off rock and stone as you tumble down the slope. You finally slam down hard onto baking hot ash, your exposed skin blistering
  on contact.


  Gagging from the sulphurous fumes, you struggle onto your back, aware that the ground beneath you is shaking. From the dark sky falling stone beats against the earth, bouncing and rattling
  off your soot-streaked armour. Shielding your eyes against the barrage, you fix your gaze on the dark mountain. Through the ash you can dimly make out its summit, fountaining an endless column of
  rock and earth into the sky.


  This is the end of the world.


  And you are here to see it.


  The ground shakes, a continuous and steady rhythm. You twist around, as you have done a hundred times before, to gaze upon your nemesis. It strides through the smoke, a shadow amidst the
  swirling red ash. An immense creature, impossibly large, with black wings and iron-tipped horns that blot out the broken landscape. Its charred body is crisscrossed with vivid veins of
  magma, pulsing with a hellish glow. And in its hand is a sword  a sword as big as the mountain itself, its serrated edge crackling with fire.


  NO! Tears sting your eyes as the demon stalks towards you. You cannot see its face, but its gaze is inescapable: a single orb of crimson hatred, blazing hot like the
  sun.


  My journey is complete! The demon snarls, flames rippling across its body. Ragnarok is remade!


  Scrambling in the dust for a weapon, your hands find only rock and earth. As you turn back, gripped by panic, you see the demon standing over you. It raises its mighty sword, the black metal
  inscribed with a thousand dark runes. Set into the crosspiece is a fist-sized gemstone, glowing with a piercing white light.


  Ragnarok is remade! The demon turns the blade and then, with a roar as loud as the raging mountain, the beast plunges the sword into your heart . . .


  No! You jerk backwards, flinching from the strike. The rattle of chains remind you that you cannot move your arms. You are a prisoner, bound within the four walls
  of a cell.


  Ragnarok . . . you gasp.


  In a corner of the room, a white shape is bent over a table. You hear the scratch of a pen on parchment. The noise is grating; each stroke setting your teeth on edge.


  The sword, says a voice, cold and impassionate. There is a pause in the incessant scraping as the pen is lifted off the parchment. Tell me again what you saw. What is this .
  . . gem that you speak of?


  Already the vision is fading, replaced by a sickening wave of nausea. Once more you pull against the chains, struggling to break free, but the effort only brings you pain. You sag, hanging limp,
  your knees scraping against the hard stone floor.


  Answer me, demands the voice.


  You scowl at the thin, bald-headed man, his scarred scalp peppered by an occasional grey hair. A scholar, a librarian. Forever hunched over his writing table, forever asking questions. You count
  seven rolls of parchment resting against the wall. Each one, you know, will be covered in hundreds of neat lines; every word dragged from you, like a vulture constantly pecking away at a corpse in
  the desert.


  Im done, you mutter, letting your head fall against your chest. Im done . . .


  Youre done when I tell you! snaps the man. He stands suddenly, pushing the desk away. His hand goes to his belt, quickly unfastening the straps around a leather flask.
  More of this will make you talk.


  You flinch, knowing what is to come. The Elysium. A truth serum. It makes the visions stronger; more frequent. No, please, no more . . .


  There is a click of boot heels, echoing in the passageway. Two men appear at the bars of the cell. One is tall, dressed in a long grey coat. His face is hidden beneath the brim of his hat. Next
  to him is an inquisitor, a holy warrior, dressed in the white and gold armour of his order. The inquisitor produces a ring of keys from his belt. There is a rattling clatter followed by a grating
  squeal, as the cell door is unlocked and pushed open. The inquisitor stands back, his head bowed, as the stranger in the grey coat strides into the cell.


  What is this? snaps the librarian, scurrying out of the mans way. I demand to know your purpose here! His head jerks back and forth between the stranger and
  the guard, but he receives no answer.


  Instead, the grey-coated figure halts, the heels of his boots snapping together in military fashion. He places a gloved hand inside a pocket and pulls out a letter. He holds it aloft, waiting
  for the librarian to take it.


  This better be good. He snatches the document, scarred cheek pulling a crude sneer. There is silence as he unfolds the paper and begins reading.


  You cant! he gasps suddenly, looking up in shock. By what right?


  The stranger removes his hat, revealing a gaunt face covered in vicious-looking welts. His left eye is missing entirely, the pulpy flesh covered by a gem-encrusted patch. He takes a step
  forward, placing a gloved hand beneath your chin and lifting it up. His one grey eye scrutinises you with interest.


  On Avian Dales orders, says the stranger, his voice deep and gravelly. This one is now my property.


  The librarian is struggling for words, his upper lip twitching. But you


  My name is Virgil Elland. The stranger turns his head slightly, looking back over his shoulder. You know me?


  I . . . I do, gasps the librarian, his eyes widening. Youre a witchfinder. One of the kings confessors.


  Virgil grins, displaying a set of gold teeth. Once upon a time. He leans towards you, his grip on your chin tightening.


  You caught this one, back in Tithebury  yes? The librarian glares sourly at his back.


  No, that was another  Eldias Falks. I read his report. Virgil leans back, following the length of your arms to the chains hanging above your head. A child was
  murdered.


  The librarian nods quickly. Edward Cooper. The millers son.


  The man plants his hat back onto his head. Common criminals do not receive the attention of the inquisition.


  Common! The librarian snatches one of the rolled parchments, holding it out in front of the man. You know why this one is here. They claim to see the future  a
  prophet!


  Virgil ignores the proffered parchment. Instead, he plucks something from your arm. You feel a stinging pain, followed by a warm sensation running over your skin. You try and turn your head, but
  you are too weak to move.


  Ah, of course. The witchfinder holds up a bloated leech. Scowling, he squashes it between his gloved fingers before sniffing the gooey residue. Elysium.


  Yes, a necessary evil in these dark times. The librarians eyes dance shiftily. Any normal person would have died months ago, even with the leeches. But this one . . .
  Their body doesnt fight it. Its almost as if it accepts it.


  Interesting. . . Virgil releases you, letting your head slump forward once again. Bring more leeches. I want this one clean. Two days, Ill be back for
  collection.


  He turns on his heels, revealing a vast array of pistols and rifles strapped across his shoulders. This one is very precious to me. Understand?


  But what of the Lord Justice? I cant believe that . . .


  Its taken care of.


  But . . .


  Avian Dale has made all the arrangements-


  The mens voices become distant. You struggle to focus but the room is blurring into a fevered haze. There is an echoing clang: the cell door closing. Then you are gone, adrift in another
  dream.


  A rolling boom of noise.


  You are thrown awake by a tremor, which has set the very walls to shaking. Still groggy from sleep, you struggle to bring your surroundings into focus. A cell; small and cramped. The desk in the
  corner has been overturned. Ink is spattered across the dusty floor.


  Another thunderous boom.


  Stone and dust rain down from the ceiling. Your chains rattle back and forth, forcing you into a swaying dance. From the passageway you hear raised voices and the clash of steel. Another
  explosion is followed by screams. Dust and debris billow down the passage. A womans voice is raised above the din. You cant make out the words.


  Stone crumbles and breaks around the edge of your cell. For a second, you are convinced you are still dreaming; you cant understand how the stone is moving, coming apart before your very
  eyes. Then you see tentacle-like roots, pushing up out of the ground, splitting the stone as if it was nothing but loose earth.


  The cell door buckles as the stone shifts around it, filling the space with a thick cloud of dust. Unable to cover your face, you are seized by a coughing fit  the thick particles forcing
  their way to the back of your throat.


  Eyes streaming, you watch as a dark shape moves towards you through the mist. For a moment you fear it is the demon from your dreams; the one that haunts your every waking moment. But this is a
  man.


  He is short and wiry, dressed in half-tanned furs and rusted chainmail. As he steps closer, you see that his face has been painted: a black band cuts across the ridge of his nose, highlighting
  the whites of his eyes.


  He mutters something in a guttural language, raising twin daggers that glow with an angry red light.


  Free me . . . you manage to choke, fixing him with a hard gaze. Free me.


  The man pushes his face close to yours. He sniffs you, then jerks back, his eyes widening with surprise.


  Old one. His tongue struggles with the words, lisping through sharpened teeth. Old one. In the distance, you hear another explosion. There is a rumbling crash as
  something heavy topples and smashes to the ground. The dust in the passageway grows thicker.


  With a growl, the man swings his arms in a cutting motion. The weight that was pulling at your arms suddenly disappears, throwing you forwards onto your stomach. The severed chains rattle around
  you.


  Weakly you try and rise, but there is no strength in your arms. You slump forward, your exhalation sending dust whirling before your face.


  There is the scrape of boots as the man moves behind you. Strong hands take your shoulders and lift you up onto your knees. A gourd is pressed to your lips. You sup it greedily, the warm liquid
  washing away the dirt and dryness, and bringing fresh strength to your limbs.


  When the gourd is taken away you are able to raise your hand to your lips, catching the last of the syrup as it drools down your chin.


  You owe me, growls the man, thumping a fist against his chest. You owe the Wicca.


  Then he is gone  moving swiftly back into the cloudy maelstrom. You are left alone in the cell, as another explosion  more distant this time  echoes back through the
  subterranean rock.


  Bodies choke the tight passageway. It is difficult to pick out anyones allegiance, as each corpse is caked in a thick white dust. You stagger through the murky twilight,
  avoiding the side passages where the sounds of battle still rage. You flinch, drawing back against the wall, as one of the painted warriors races past you, heading back the way you have come. He
  pays you no mind, the hatchet he is carrying caked with blood.


  You stumble onwards, your feet dragging through the loose rock and dirt. Then a sudden movement forces you to turn. An inquisitor looms out of the darkness. A jagged cut has bled down his face,
  mixing with the dust and coating his eyes in a bloody sludge. His first swing goes wide, but the second blow hits home  his sword punching into your chest. For a second, you both glare at
  each other down the length of the blade. Then white hot pain lances through your body, forcing out a gurgling scream . . .


  Time blurs.


  You stumble onwards, your feet dragging through the loose rock and dirt. A sudden movement forces you to turn. The inquisitor. Somehow, you already know how this encounter will end. His first
  swing goes wide, but the second blow you dodge, letting it slam into the wall, jarring the blade from the warriors grasp. With a strength born from fear you kick back at your opponent,
  sending him tumbling back into the cell. His head thumps against a rock, drawing a muffled grunt. Then silence . . .


  Quickly, you reach down and grab the inquisitors sword:


  


  
    Knights folly


    (main hand: sword)


    +1 brawn +1 magic

  


  


  As you continue down the passage, you find yourself pondering this sudden twist of fate. The inquisitors blow had been fatal. You had seen it; felt it crush your ribs and pierce your
  lungs. But it had all been a vision  a glimpse of a possible future. As you gaze upon the sword, its magnificent blade glowing with holy scripture, you feel a newfound energy surging through
  you. Perhaps some of the Elysium is still in your bloodstream, heightening the strange powers that you have had from birth  the ability to see the future.


  You have gained the following combat ability:


  Prophecy (co): Use this ability when you have lost a combat round, to avoid taking damage from your opponent. You can only use this ability once per combat.


  


  A set of stairs take you up into a torch-lined corridor. Your surroundings have become more opulent, with lines of fine tapestries covering the stone walls. The only sign that something is awry
  are the dusty footprints that track back and forth along the plush red carpet.


  You find a side chamber, with several chests and bags resting at the foot of a bed. Aware that you are dressed in little more than a ragged gown, you quickly duck into the room and begin
  rummaging through its contents.


  You find a backpack, 30 gold crowns and the following items, which you may take:


  


  
    
      
        	
          Plumed helm

        

        	
          Saddle blanket

        

        	
          Riders jerkin

        
      


      
        	
          (head)

        

        	
          (cloak)

        

        	
          (chest)

        
      


      
        	
          +1 armour

        

        	
          +1 armour

        

        	
          +1 speed

        
      

    

  


  


  Another corridor brings you out into a wide, vaulted hall. Its central pillars are carved into figures of warriors  both male and female  resplendent in decorative plate armour.
  They provide useful cover as a tight knot of inquisitors rush past, their armaments clattering noisily in the echoing chamber.


  You break from cover, moving quickly towards the bright band of daylight seeping between a pair of arched doors. Several bodies lie amongst the shadows to either side, green-fletched arrows
  protruding from their chests. Without stopping, you slip through the doors and out to freedom.


  The glare is almost blinding; the light of the pale sun reflected off the glistening snow. As you crest a hill, you look back at the place that once held you prisoner  a
  vast cathedral carved out of a spire of black rock. Durnhollow: the dungeon of the inquisition. You spit into the snow, before turning and heading down the wooded mountainside, into the valley
  below.


  A narrow trail brings you to a well-worn track, carving its way through rolling hills. As you join the track, you see a procession approaching from the east; a group of dusty travellers, with
  carts and wagons piled high with belongings.


  You wonder if they are fleeing some disaster, but as they near you see that several of the travellers are bedecked with garlands and crucifixes. Pilgrims, you suspect. You nod to one of the men,
  who is carrying a young girl on his shoulders. He smiles, then points ahead along the track.


  Look Aimee, we made it. Thats Carvel, up there on the hill. Were following the path of the saints, just like I said we would. He looks your way, offering you a grin.
  Are you headed our way, pilgrim? Come to pay your respects?


  You follow the childs gaze, towards a walled town perched on a plateau of rock. It promises you a new start; a safe haven from the prying eyes of the inquisition.


  Yes. Yes, I am. You clasp the mans hand in welcome, before joining the procession.


  Im Bernard. This is Aimee. The girl giggles and waves. Id say we made good timing; looks like this weathers gonna hold after all. He frowns up at
  the heavy white sky. At least til we see the warmth of a tavern, eh?


  You peer sideways at him, offering a grin. I very much doubt that. A moment later rain begins to fall, spattering off your helm and cloak. You raise your eyebrows. Told you
  so.


  Bernard gives a snort of laughter. Whats this, we got our very own prophet? He pats the legs of his little girl. See, Aimee. We come to the holy lands and find
  ourselves a prophet, just like the great Saint Allam. Its got to be a sign  a sign that our lucks changing. He gives you a sly wink. What do you say,
  prophet?


  You keep your eyes set ahead, your hand gripping the pommel of your sword. For as long as you can remember, you have been hunted  running from town and village, with nowhere to call home.
  Will Carvel be any different?


  Tell me, Bernard. Do you believe that the future can really be foretold? You glance up at the darkening skies. They promise a storm.


  The traveller lowers his little girl to the track, helping her to fix her hood. I say its up to the One God to decide our fate. None of our business is it, the future? Not unless
  youre a saint, like Allam.


  You nod, eyeing your reflection in the fast-forming puddles. A gaunt, pale figure; a stranger you barely recognise. Yeah, none of our business. Your boot splashes down into the
  muddy water, obliterating the face staring back.


  Your attention shifts to the welcoming lights of Carvel, blinking on the horizon. For now, you are happy to put thoughts of demons and dark mountains from your mind. The only future you want to
  see is a hot meal and a warm bed. Come, you look to Bernard, gesturing towards the town. That tavern of yours is sounding like a very good idea.


  Turn to the first map to begin ACT 1 of your adventure. Choose where you want to visit by turning to the entry number displayed next to the shield. As a novice adventurer you
  may want to explore the town of Carvel (turn to 8) before embarking on one of the green quests. Good luck!
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  Act One: Fenstone Moors

  
  

  
  Green Quest  14

  
  Green Quest  19

  
  Orange Quest  33

  
  Orange Quest  60

  
  Blue Quest  73

  
  Red Quest  42

  
  Team Battle  163

  
  

  
  Village, town or camp  8

  
  Village, town or camp  216

  
  

  
  Legendary Monster  144

  
  Legendary Monster  158

  
  Legendary Monster  256

  
  

  
  Boss Monster  151





  [image: ]




  
  Act Two: Terral Jungle

  
  

  
  Green Quest  217

  
  Orange Quest  365

  
  Blue Quest  376

  
  Red Quest  443

  
  Team Battle  529

  
  

  
  Village, town or camp  571

  
  

  
  Legendary Monster  371

  
  Legendary Monster  408

  
  Legendary Monster  633

  
  Legendary Monster  643

  
  

  
  Boss Monster  579
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  Act Three: Tartarus

  
  

  
  Green Quest  590

  
  Orange Quest  607

  
  Orange Quest  631

  
  Blue Quest  821

  
  Red Quest  874

  
  Team Battle  836

  
  

  
  Village, town or camp  557

  
  

  
  Legendary Monster  605

  
  Legendary Monster   727

  
  Legendary Monster   823

  
  

  
  Boss Monster  871
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  1


  You hand settles around something soft and velvety, clinking with coin. Excitedly, you withdraw your hand to find that you have discovered a purse of gold! (You have gained 10
  gold crowns.) Suddenly you hear a grumbling, creaking sound coming from the tree. Stepping away, you see that the other holes have now closed up, locking away their treasures.


  You may now try and climb the tree (turn to 96) or leave via the magic portal (turn to 46).


  2


  With your foe defeated you are free to examine the floating junk at your leisure. Amongst the trash you find an expensive-looking silver casket. Fishing it out of the muck, you
  open it up to find 30 gold crowns and a black iron key inside. (If you take the key, simply make a note of it on your hero sheet, it doesnt take up backpack space.) After pocketing
  your items, you wade through the stinking water towards the iron door. Turn to 409.


  3


  I see you favour the magic arts, nods Lazlo, glancing down at his charred clothing. My tailor will be less than impressed . . . but I do know someone who
  would find your talents more to their liking.


  Someone who can train me? you ask hopefully.


  Ignatius Pyre. He is the tutor over in the mage tower. Take this and show it to his assistant. He reaches into a pocket and produces a small iron badge. A symbol of a bat stands
  out in high relief on the surface. That is my personal seal. It will grant you an audience with the high mage  and hell give you all the training that you need.


  You take the seal, thanking Lazlo for his kind assistance. (Make a note of the princes seal on your hero sheet  it does not take up backpack space. Then turn to 182.)


  4


  You find yourself in a small rectangular chamber lined with shelves. Most are buckling under the weight of the many books and scroll cases that have been haphazardly piled on
  top of them. At the centre of the room stands a circular table, covered by a large sheet of parchment. A magical quill is moving diligently back and forth across the paper, scratching lines of
  script in a glistening black ink. The only other exit you can see is another door in the far wall, this time made of rusted iron.


  

  
    
      	
        Will you:

      
    


    
      	
        Search the book shelves?  323

      
    


    
      	
        Examine the parchment on the table?  362

      
    


    
      	
        Leave through the iron door?  46

      
    

  


  5


  The woman throws back her head and laughs. What local rumours would you like? That theres a caped vigilante, a vampire they say, preying on criminals and drinking
  their blood? She sucks at the air, then puckers up her lips and blows you a kiss. Or that the prince in his merry ol castle is hoping to woo every woman in Carvel?


  Her last comment draws a roar of laughter from the nearby patrons. The man next to you gives a snort. Its the Wiccans you need to watch. Theyre the ones whatre
  causing all the trouble.


  The laughter trails off into angry mutterings.


  You turn your head, raising an eyebrow. You know of the Wiccans?


  The man wipes the ale from his mouth. I know what everyone knows. This was their land, once. Then Allam and his army came and took it from them. They worship the old gods, the old magic,
  see. Allam didnt like that. Theyre still fighting for their lands now  but the church is having none of it.


  Humph, what happens outside Carvel can stay outside Carvel, sniffs the bar woman, tugging a cloth from her apron. Men and their quarrels. Id like to knock some sense
  into all of em. She rubs the cloth vigorously over the bar. Saints, Wiccans, they all as bad as each other.


  Return to 52 to ask the bar woman another question.


  6


  Your metal soldier charges into the paper monster, slashing it to shreds with diamond-sharp fists. Congratulations, you have chosen well and defeated papyrus. (Remove the
  metal soldier from your hero sheet.) Then turn to 208.


  7


  You duck beneath a crackling bolt of magic, bringing the butt of your weapon up across the womans forehead. The blow should have stunned her, but instead she merely
  staggers away, hissing the words of yet another spell. As you ready yourself for a fresh barrage of magic, you are surprised when the woman throws up her arms, her gaze shifting skyward. There is a
  flicker of magic about her body and then she is gone.


  You hear a flutter of wings and a deafening caw. Suddenly black feathers and yellow eyes rush at your face. With a cry you throw yourself backwards, slashing at the air. However, your desperate
  blows fail to connect with anything solid. For several moments you are fending off sharp talons and beating wings . . . then the attack ceases.


  Twisting around, you see a ragged-looking crow soaring away across the foggy moorland. A single black feather flutters down to land on the grass at your feet. You may now take the following
  item:


  

  
    Crow feather


    (talisman)


    +1 magic

  


  

  With the witch defeated, you are able to study the candles and runes more closely. Turn to 191.


  8


  The bustling gates of the town are clogged with carts and wagons. Two sombre-looking guards are doing their best to perform rudimentary inspections, poking through the
  newcomers belongings and questioning their purpose in town. However, the tight-packed throng of animals and people make it easy for you to slip past the guards and into the town of
  Carvel.


  Beyond the walls you are greeted by a ramshackle jumble of slate roofs and grey stone buildings, spread out around an immense outcropping of rock. A crooked lane winds back and forth along its
  face, leading up to a further huddle of buildings at its summit, their black outlines cutting a jagged silhouette against the storm-heavy sky.


  All around you the cobbled lanes ring with noise, echoing back from the narrow streets and alleyways. Most of the people are pilgrims, but you also notice military-types  mercenaries and
  adventurers  bristling with weapons and armour. An occasional inquisitor pushes through the crowds, moving quickly on some urgent errand. You keep your head bowed, looking to blend in as
  best you can.


  

  
    
      	
        Will you:

      
    


    
      	
        Explore the lower town?  36

      
    


    
      	
        Follow the crooked street to upper town?  17

      
    

  


  9


  Why not take a look? Lazlo gestures to the shuttered window. Following his instruction, you slide off the bed and make your way across the room. I hope the
  view is to your liking.


  A cold wind ruffles your hair as you push open the shutters and lean out over the sill. For a moment your breath catches, a sickening wave of vertigo almost forcing you to lose balance. Gripping
  the sill, you steady yourself to take in the sight.


  Carvel stretches below you like a tiny crescent of dolls houses, slate roofs sparkling with freshly-fallen snow. Across from you, the spires and domes of the church rise up from the stone
  plaza  an impressive building at ground level, but from this towering vantage point its beauty is easily surpassed by the sweeping vista of plains and mountains that stretch to the
  horizon.


  The castle, you gasp.


  You lean further over the windowsill to see the sheer black stone of the building dropping away to meet a distant courtyard below. You draw back, feeling giddy from the height. How did I
  get here?


  Lazlo joins you by the window, his eyes following a circling eagle. I have a secret entrance to this place, at the foot of the rock. Most of it, youll find, is old dwarf tunnels
  and caves. Easy once you know your way . . . He gives an involuntary shudder. And you can handle the bats. I hate bats.


  

  
    
      	
        Will you:

      
    


    
      	
        Ask him about the strange dream?  62

      
    


    
      	
        Ask about Carvels masked crusader?  39

      
    


    
      	
        State you wish to leave?  167

      
    

  


  10


  Nervously, you grip your weapons and approach the child. Although you fear the worst, there is always a chance that this child might have survived the strange blight that has
  affected the rest of the village. Your foot knocks into one of the wooden toys, sending it scraping and clattering across the floor.


  The childs back straightens. For a moment, there is a heavy unsettling silence. You stand frozen, not even daring to breathe. Then the child spins around, hissing and snarling  its
  face drawing a shocked gasp from you. It is no human child  it is a goblin! The creature staggers towards you, wrinkled fingers raised, displaying sharpened claws. From its blank expression
  and shambling gait, it is clear that this creature is now a zombie like the others. You must fight:


  

  
   [image: ]

  



  If you manage to defeat this gruesome creature, turn to 20.


  11


  All of a sudden, you find yourself being tugged backwards off your feet, shoulders brushing past roots and earth. You land roughly on your back, aware that you have fallen
  inside an earthen passageway. As you look back towards the snarling wolf, you see the opening that deposited you here is starting to close. The wolf races forward, snarling and growling with anger.
  But its shoulders are too wide to break through the rapidly closing gap. Within moments you find yourself looking upon a wall of gnarly roots and dark soil  the opening nowhere to be
  seen.


  Your first reaction is relief at having escaped the dire wolf. Then a cold dread settles over you, as you contemplate your new predicament.


  You see that you are in a shadowy passageway. The air is moist and hot, reeking of mould and decay. A few metres ahead of you a torch rests in a sconce on the wall, spluttering blue-white flames
  that spark and hiss in the silence.


  With no alternative you set off down the passageway, your ragged breathing echoing back from the damp walls. After several minutes, you find yourself stepping out into a wide circular chamber.
  Torches are interspersed along the rough-hewn walls, filling the space with dancing shadows.


  Then you hear a noise. It starts out as a soft rustling, quickly growing louder into a slithering hiss. You spin around, looking for the source of the noise, but all you see are the shadows
   bending, curling, winding about you.


  Then a voice whispers in your ear. The words seem guttural, barely human. You do not know the Wiccan. You do not know our ways.


  You jerk sideways, batting the air next to you. But there is nothing to hit. The voice continues: I see your strength, old one. But your head is heavy. Filled with stones. I fill with
  memory.


  Suddenly the dancing shadows streak towards the centre of the room, where they billow upwards into a column of darkness. As you watch the column takes on shape, becoming a giant humanoid
  creature. It has no features, but the outline is clearly recognisable  a troll with muscular shoulders and arms, a broad chest, and a bow-legged gait. From its right hand the shadows distend
  outwards, forming a spiked club.


  The voice whispers: My peoples blood nourishes this soil. They have always known war; our lands forever overrun by the beasts from the dark.


  The troll stomps towards you, its club raised. Although the creature is made purely of shadow, you know instinctively that this foe presents a very real and deadly threat. You must now
  fight:


  

  
   [image: ]

  



  Special abilities


  
    
      [image: ] Regeneration: At the start of each combat round, the troll regains 2 health. Once the trolls
      health has been reduced to zero, it cannot heal. (Note: This ability cannot take the trolls health above its starting value of 15.)

    

  


  

  If you defeat the shadow troll, turn to 67.


  12


  You find your eyes drawn to the grisly trophies that adorn the wall. The centrepiece is a stags head, with enormous spiked antlers stretching across the ceiling. There
  is also a grey wolf, a brown bear and a ghost lynxs head. Each one has its mouth agape, teeth bared  their twisted visages as menacing in death as they must have been in life.


  Its an impressive collection, you remark, leaning closer to the brown bear. You could almost fit your head inside its fanged jaws. Are you a hunter?


  I am, yeah, sniffs the shopkeeper. I sold a few of my best, but those are for keeps.


  You sold this one? you ask, tapping your finger on an empty plaque where you assume a head had once rested.


  That space is reserved, growls the hunter. For the black shuck. A hellhound that stalks the western fens. I seen it only once  a terrible thing it was, the biggest
  hound you ever saw, with eyes of fire and a hide black as midnight. Id give my right hand to get close to that one again. He slams the point of his dagger into the counter, twisting
  it round with a cruel sneer.


  If you have the hounds head turn to 305. Otherwise, you may ask to see the shopkeepers wares (turn to 235) or leave
  the shop (turn to 199).


  13


  (If you have the word mixer on your hero sheet then turn to 328.)


  A rope ladder has been strung over the side of the well shaft, offering a route down into the smoky depths. Steeling yourself for what you might find at the bottom, you slide over the side and
  start clambering down the ladder.


  As you descend, the air grows thicker, reeking of brimstone and sulphur. When the ladder ends, you are forced to drop the last few feet, landing up to your waist in a sickening-looking sludge.
  You assume that this was once the well water, before it became poisoned.


  Through the putrid yellow smoke you spy a circular side-passage leading through into a larger chamber. From inside you can hear the sound of glass smashing, accompanied by a series of
  dull-witted mutterings. Drawing your weapons you wade through the slime, cautiously emerging from the passage into the next room.


  It appears to be a laboratory. Steps rise up out of the yellow sludge to a stone-paved platform. Here, a number of tables have been arranged in a semi-circle, covered with a complex array of
  scientific apparatus. A large creature is currently shuffling around the space, knocking over bottles and vials. You cant tell if it is human, undead or both  its body is swollen,
  covered in vile blisters and pustules. From its back, yellow tentacles writhe back and forth, their lengths covered in dripping slime.


  The creature appears to sense you, twisting its head around to reveal bulging bloodshot eyes. Around its wobbling neck is a metal dog tag, engraved with the number thirteen. The monster emits an
  inhuman roar, then charges forward, flinging tables out of the way in its haste to clobber you. It is time to fight:


  

  
   [image: ]

  



  Special abilities


  
    
      [image: ] Unlucky for some: Each time you roll a [image: ] for your hero
      in this combat, you are hit by the creatures flailing tentacles. This automatically inflicts 2 damage, ignoring armour. If you have an ability that lets you re-roll dice, then you
      can use this to try and avoid the damage.

    

  


  If you manage to defeat this grotesque creation, turn to 300.


  14


  Quest: King of the hill


  Ahead, dark shapes loom out of the mist: a series of earthen mounds, carpeted with moss and heather. In the distance a solitary wolf howls. It is a sad, mournful noise, which
  seems perfectly in keeping with this drab and remote area of moorland.


  The traveller had convinced you this was a good idea. Yeah, the barrows, my friend. If youre looking to get some fast treasure  get yourself suited and booted  then
  those ancient graves are just offering it up.


  As you gaze upon the eerie collection of mounds, many ringed by standing tablets of stone, you start to wonder if the traveller had been a little crazy.


  Well, Ive come this far. Gritting your teeth you trudge onwards through the high grass, into the thick veil of fog. You havent gone far before the wind starts to pick
  up speed, beating about your body and ripping at your cloak. As you stagger back, losing ground to the onslaught, you suddenly sense the windstorm shift direction.


  The mist is now whirling and twisting on the powerful currents, turning faster and faster until it has become a huge rippling tornado. Black lightning crackles around the funnel-shaped cloud as
  it spins furiously towards you. It is time to fight:


  

  
   [image: ]

  



  Special abilities


  
    
      [image: ] Celestial charge: Each time you deal damage to the raging storm, you are struck by the lightning and must lose 2
      health.

    

  


  If you defeat this strange apparition, turn to 25.


  15


  You take a gamble and push off from the tree, attempting to grab one of the thicker boughs further around the trunk. For a second you are free-falling through a frightening
  emptiness, then your hands grab a hold on the wood. Skilfully, you swing yourself up onto the branch, twisting your body around to sit astride it. From here you are able to shuffle back to the
  trunk, where you can now see a previously hidden set of handholds, carved to look like clumps of leaf mould. You clamber up this last distance in no time at all, flinging open the tree house door
  and pulling yourself up onto its polished floor. Turn to 425.


  16


  You make your apologies and move away, aware that a sudden hush has fallen over the room. I asked yer a question, calls the woman, her gravelly voice cutting
  through the silence. I asked yer what yer gawping at!


  With a sigh, you turn back to the table. That coat, you gesture with a nod of your head. I knew its previous owner. I was just . . . curious.


  Curious, eh? With a snarl the woman kicks over the table, sending pots and mugs flying. Come on boys, time to show this one what happens when yer bait the fish!


  There are screams and shrieks from the crowd as people scatter to a safe distance. No fighting! bellows a voice from behind the bar. Unfortunately, you dont have a choice
   the ruffians run at you as a pack. You must fight:


  

  
   [image: ]

  



  Special abilities


  
    
      [image: ] Motley crew: The ruffians add 3 to Bilhahs damage score for the duration of this combat. If the ruffians are
      defeated, this bonus no longer applies.

    

  


  In this combat you roll against Bilhahs speed. If you win a combat round, you may choose to strike against Bilhah or her ruffians. If Bilhah is defeated first then the
  ruffians will immediately surrender, winning you the combat.


  If you defeat this cruel band of mercenaries, turn to 194. If you are defeated, turn to 244.
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  (If you already have the word calling written on your hero sheet, then turn to 31.)


  As you make your way through the crowds, you suddenly start to feel faint. Someone knocks into you, sending you into a dizzying spin. There is an angry curse as you stagger into another
  pedestrian, who pushes you away, forcing you to lose your footing. You topple backwards onto . . .


  

  Thorns.


  You cry out in pain as their sharp points rip through your clothing. All around you, thick branches snake through the dark as if alive. A forest  pressing in on all sides, making you
  its prisoner. You struggle to free yourself as the barbed tendrils slash and cut at your flesh, but you are powerless; trapped. Then you see a beacon of light glowing through the wall of thorns; a
  pale radiance that beckons to you. With eyes fixed solely on the light, you find yourself floating towards
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