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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 the 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!



You are Olympian – a powerful superhero. You were born on Mount Olympus, home of the Greek gods. You are a super-strong runner, jumper and hurdler, and an unbelievable gymnast. You can lift massive weights and can throw your magic javelin, hammer and discus huge distances with amazing accuracy.

You have been sent with your sports trainer, Milo, to protect the good people of River City. You have already helped the police to arrest many crooks, criminal gangs and supervillains, but your greatest challenge is yet to come!

Go to 1.
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1

You are on the roof of your secret Sanctuary practising archery. Your target is fixed to the mast of the transmitter tower on Prospect Hill, a kilometre away.

You shoot your last arrow. It lands in the gold centre circle, but Milo – looking through high-powered field glasses – shakes his head. “Eleven arrows in the gold, one in the red. Not good enough, Olympian.”

Before you can reply, your wrist communicator flashes red. You are receiving an emergency signal!

“Olympian, this is Detective Keegan of the River City police. We need you down at police HQ straight away. We have reports that there are people all over the city wearing strange metal collars and acting like mindless robots…”

“I bet my old enemy Doctor Robotic is behind this,” you say. “I must get to police HQ.”

“Be careful,” says Milo, “and don’t forget to call on the Flame if you have to.”
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You nod. If you are in serious danger, you can call upon the Olympic Flame. It will transport you back to the Sanctuary, but it will also rewind time.

“I’ll call the police,” says Milo. “They’ll send a car for you.”


If you want to go to police HQ in a police car, go to 18.

If you wish to make your own way there, go to 34.



2

The flying terrobots dive-bomb you. Their eyes flash red and laser bolts shoot towards you. Your Olympian skills are barely enough to dodge their attacks.

As the terrobots continue to attack, more crawlers arrive. They surround you and open their pincers. Once you are in their grasp, there will be no escape!


Go to 23.



3

You find a door leading to a stairway, and head down.

You hear the clanking metal feet of robots on the stairs below. The windows darken as crawler robots scuttle up the outside of the building. They spot you and smash the windows to get in.

You fight well, calling your hammer and discus, as well as the javelin to your aid. But you have little room to use your weapons and there are just too many robots to fight. There is only one way out.


Go to 23.



4

You race through the main doors into the entrance hall of the building and skid to a halt. The hall is full of robots!

You run to the doors but the robots are already firing. A dozen stun-ray beams send you crashing to the floor.

The robots close in. Some of them are holding mind-control collars. They reach towards you.


Go to 23.



5

“How did you get that collar?” you ask the prisoner.

The man doesn’t answer. You repeat the question, but again he ignores you.

Suddenly, the door to the room crashes open. Police officers wearing collars swarm in. A sergeant is carrying another collar.

You realise that the other officers are trying to hold you still so that he can fasten it around your neck.

You cannot fight police officers. Your only option is escape.


Go to 23.



6

When you arrive at the tower, you find that it is surrounded by dozens of Doctor Robotic’s machines. Terrobots patrol the skies; crawlers, rhinobot tanks and robots swarm around the buildings.
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How are you going to get inside the transmitter tower?




If you want to fight your way in, go to 47.

If you want to try to trick your way in, go to 11.






7

You help the guards by pushing away the people with collars on. But the people keep shoving you – even when you force them away again.

You realise that these people are being controlled. It must be the collars!
 
 


[image: images]



Suddenly the three robots who have the Star Diamond attack you.



If you wish to fight the robots, go to 21.

If you decide to try to snatch the Star Diamond, go to 29.
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