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Mission Statement

You are the hero of this mission.

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 if you make the wrong choice, death may be the best you can hope for! Because even dying is better than being UNDEAD and becoming a slave of the monsters you have sworn to destroy!

Dare you go up against a world of monsters?

All right, then.

Let’s see what you’ve got…


Introduction

You are an agent of G.H.O.S.T. — Global Headquarters Opposing Supernatural Threats.

Our world is under constant attack from supernatural horrors that lurk in the shadows. It’s your job to make sure they stay there.

You have studied all kinds of monsters, and know their habits and behaviour. You are an expert in disguise, able to move among monsters in human form as a spy. You are expert in all forms of martial arts. G.H.O.S.T. has supplied you with weapons, equipment and other assets that make you capable of destroying any supernatural creature.
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You are based at Arcane Hall, a spooky and secret-laden mansion. Your butler, Cranberry, is another G.H.O.S.T. agent who assists you in all your adventures, providing you with information and backup.

Your life at Arcane Hall is comfortable and peaceful; but you know that at any moment, the G.H.O.S.T. High Command can order you into action in any part of the world…
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Go to 1.


1

You are in Arcane Manor reading Mary Shelley’s Frankenstein. As Cranberry comes in, you drop the book on the floor.

“Aren’t you enjoying the story, Agent?” asks Cranberry.

“It’s nonsense,” you complain. “A scientist creates an intelligent creature that turns on him — it couldn’t happen.”

“Hmmm.” Cranberry hands you a mobile phone. “There’s a video call for you from EXOCORP — a cybernetics company based in Silicon Valley, California, USA.”

A young woman peers out of the phone screen. She looks very worried.

“I’m Project Director Annick of EXOCORP,” she says. “We have a problem with a computer interface on one of our human/robot hybrids…”
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If you don’t think you can help, go to 12.

To ask for more detail, go to 23.


2

Warning signs tell you that the perimeter fence is electrified and alarmed. You ride along it until you spot a point where loose rocks are insecurely balanced on a steep hillside overlooking the fence…

You set your BAM weapon to its lowest setting.

To fire at the rocks, go to 11.

To fire at the fence, go to 40.


3

The electronic SAC grenade detonates with a flash. You feel nothing more than a faint vibration, but the robots immediately grind to a halt, sparking and smoking from every joint.

“That was close,” says Mike. “Thanks.”

You look out the window. “Don’t thank me yet. Look out there.”

Mike joins you at the window. “Oh boy.”

The EXOCORP building is surrounded by a ’bot army. The cyborg must have ordered every robot on the site to attack.

“They’re too far away to blast with a SAC,” you say. “I don’t have enough grenades to deal with them all. But I have to get to your test site if I’m going to deal with the cyborg.”

“Come with me.” Mike leads you to a lab where a brand-new powered exoskeleton is standing, waiting for an operator.

“If you wear that,” says Mike, “there’s not a ’bot inside or outside this building you couldn’t handle.”
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To refuse to wear the suit, go to 46.

To put on the suit, go to 30.


4

You find an unlocked door and sneak into the hangar.

The interior is dark, but you find a bank of light switches and turn them on. The harsh overhead lights reveal the hangar to be full of powered exoskeletons, ’bots and cybernetically controlled machines. With their infrared vision, they don’t need light — and they already have you surrounded. In a split second, you are their helpless captive.
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Go to 38.


5

You raise your BAM and fire.

But your shots are ineffective. The giant cyborg is too big, its armour too strong.

The cyborg pounds towards you at unbelievable speed. Before you can dodge, it raises one enormous foot…

You’re about to be squashed like a bug. Go back to 1.


6

“I’ll take the Spook Truck,” you tell Cranberry. “I’m getting nervous about EXOCORP products.”

You drive to the EXOCORP offices.

“You’ll need weapons.” Cranberry’s voice, buzzing in your earpiece, is really annoying. “Take Blasts All Monsters. It’s good in most situations.”

“I know that,” you say, rolling your eyes.

Cranberry drones on, “And I suggest you…”

To ignore Cranberry’s advice and head inside, go to 33.

To listen to what he has to say, go to 15.


7

As the robots close in, you take out the nearest ones with a blast from a SAC grenade.

But the cyborg seems to have an unlimited number of mindless ’bot slaves at its command. Every time you take the nearest ones out, more rush in to take their place. Eventually, you run out of grenades, and the surviving ’bots hold you helpless in their mechanical grasp.

Go to 38.
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