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How to be a Legend

 

Throughout the ages, great men and women have performed deeds so mighty that their names have passed into legend.

Could YOU be one of them?

In this book, you are Robin Hood, the hero of the adventure. You must 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 adventure 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 wisely, you will succeed!

Are you ready to be a hero? Have you got what it takes to become a legend?

You are Robin Hood. You live in Sherwood Forest with your band of outlaws including Little John, Friar Tuck, Will Scarlett and Maid Marian.

King Richard the Lionheart rules England, but has been captured whilst returning from the wars in the East. His brother, John, rules England in his place, helped by his evil supporters including the Sheriff of Nottingham and his deputy, Guy of Gisborne.

Your band of outlaws are sworn to fight injustice and defend the rights of ordinary people. To do this, you rob from the rich to give to the poor.

You have had information that a merchant is going to be passing through Sherwood Forest. He has a box of gold coins, collected by overcharging his customers and crooked dealing. You head into the heart of the forest to ambush him on your own …

Go to section 1.
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You are hiding in a ditch at the side of the track, waiting for the merchant to pass by.

You hear the sound of a horse and wagon rattling down the road. You look up to see two armed guards riding in front of the merchant’s wagon. The merchant sits on the front of the wagon, guiding his horse.

If you wish to attack the merchant and his guards, go to 45.

If you want to sneak onto the wagon, go to 16.
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You step into the middle of the road and motion the wagon to stop. The other outlaws surround the wagon.

“We will not hurt you, but we need your wagon,” you say.

“But this is all I have,” replies the man.

“I am sorry,” you reply, “but someone’s life is at stake.” You send the man on his way.

You take the wagon and ride towards Nottingham. As you approach the gatehouse you hide your weapons, and disguise yourselves using old cloaks to cover your clothing.

Go to 37.
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“We must rescue Marian!” you cry. “We’ll set out for Nottingham immediately!”

Little John holds up a hand. “Peace, Robin. We must consider what is best to do. We cannot go into Nottingham without more knowledge and without making a plan. We would stand no chance against the sheriff’s and Gisborne’s men.”

You realise that he is right, you are allowing your emotions to cloud your judgement.

Go to 23.
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You make your way through hidden forest tracks, avoiding any of Gisborne’s men that might be lying in wait for you …

Eventually, you reach the edge of the forest to see the city of Nottingham with its great castle ahead of you. The entrance to the city is heavily guarded by the sheriff’s men.

If you asked for Tuck’s help, go to 40.

If you didn’t, go to 33.
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Many hours later you wake up to find yourself chained to a wall in a dark, damp prison. You know you will never escape from here. Rats scurry around the dirty floor. They will be your only companions until the day you die …

You’ll never become a legend locked in a damp cell!

To begin again, go to 1.
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“You’re coming with us,” you say. “Order your men not to attack us.”

You push the sheriff from the balcony. Little John catches him.

You too leap down to join Marian and the outlaws. With your sword prodding the sheriff’s back, you walk through the crowds and the unarmed guards. They part to let you through.

However, as you get to the gatehouse a young soldier rushes at you, sword drawn. You parry his attack and knock him to the floor.

“He should pay for that with his life,” says Little John.

“No!” says Marian. “Be merciful, Robin. Let him go.”

To do what Little John says, go to 21.

If you would rather follow Marian’s advice, go to 39.
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