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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 King Arthur, 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 Arthur, King of the Britons. Your magical sword Excalibur is a symbol of your power and authority over the land.

Since your reign began, you have gathered together many knights at your castle of Camelot, where you sit with them at the Round Table, ruling the land fairly and fighting against injustice.

However, there are still people in Britain who do not want you as their king. With the Knights of the Round Table, you have fought many successful battles against your enemies, but you know that there are still people plotting against you. You must always be on your guard.

Go to 1.
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1

You are travelling back to Camelot with Sir Lancelot from the northern lands, where you have defeated the latest rebellion against you. It was a hard campaign and the other Knights of the Round Table have stayed in the north to keep the peace, but you have decided that you must return to your castle.

You are riding along a riverbank, when, in the blink of an eye, a white blanket of fog engulfs you. You can see nothing through the thick, white cloud.

“This is strange,” you say to Lancelot. “There is bad magic here, I am sure of it.”

If you wish to halt, go to 36.

If you wish to continue riding, go to 14.
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2

“I do not like either choice!” you cry and rush towards Morgan. But before you can reach her, one of her followers throws a spear at you. It pierces your side and you drop down to the floor, fatally injured. Lancelot gives out a desperate cry as he too is attacked. You lie helpless as your enemies move in for the kill.

You failed at the last hurdle! Go to 1.



3

“We will gladly pay you, gentle knights,” you say. You take out a bag of coins and hold them out. The knights move forward, weapons drawn.

The leader laughs. “So willing to pay! What a coward you are!” He turns to the other knights. “Kill them!”

The knights charge towards you, taking you by surprise.

You unsheathe your sword, but are too slow. Your enemies smash at you with their battleaxes and swords, before you crash to the ground.

That wasn’t very legendary! Go back to 1 and restart your quest.



4

You unsheathe your sword and leap from your mount, but you are too slow. The demon’s jaws snap shut around Lancelot’s neck.

In blind fury you charge towards your enemy. The creature gives a shriek of triumph and turns to meet your attack. You swing your sword, but the demon avoids the sharp blade, jumps over your head and leaps onto your back.
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In desperation, you thrash out at the demon, but cannot shake it from your shoulders. You cry out in pain as it plunges its sharp teeth into you. Dropping to the ground, you see the beast open its jaws again, and then there is nothing but blackness…

You have been defeated by a demon! Go back to 1.



5

Before Morgan’s followers can react, you leap towards Excalibur, grasp hold of its hilt and try to pull it from the crystal. But despite your efforts, you cannot. It is stuck fast.

Morgan laughs. “My magic is too powerful, Arthur! You must surrender the throne to me…”

Go to 43.



6

“Hold your arm, Lancelot,” you order.

There is a flash of light as the hawk suddenly transforms into the figure of a man. You let out a cry of recognition. “Merlin!” You turn to Lancelot. “It is well that you did not shoot!”
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The old wizard bows. “My king, I bring grave news. Your sword Excalibur has been stolen from Camelot!”

You shake your head. “How can this be?”

“A monstrous raven flew into the room of the Round Table and took Excalibur from the wall where it hung. The raven flew away before it could be stopped.”

“We must head back to Camelot immediately!” cries Lancelot.

If you wish to do what Lancelot says, go to 11.

If you wish to hear more from Merlin, go to 32.
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