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How to Read This Book

This is not a book you read start to finish.

YOU are the hero, and every choice in this story is yours.

Read a section, then make a choice. Each choice sends you to a different numbered section, so pick one and jump straight there. In the ebook, just tap the link. In print, flip to that section number.

Some paths end in victory. Some end badly, sometimes on purpose, sometimes hilariously, and that is part of the fun. There is no penalty for a bad ending except starting again. There are 19 different endings hidden across this book, and no two readers find them the same way.

Ready? Your adventure starts now.

Begin Your Adventure -> Turn to Section 1

1

The map's last clear leg ends at Skull's Rest Island. Between you and it lies the Black Tide, a whole stretch of open water gone the color of a bruise under the cloud, and every sailor who has crossed it says the same thing: it is Mordraga Kane's water now, and her ships patrol it. The Widow's Luck rides at its edge. First Mate Sable Vance coils a line and eyes the far cloud. Doc Emlyn checks the water-casks and says the tide will not wait. Kane holds the other half of the map. You hold this one. First to the island holds the trail. Before you commit your ship to that dark water, take stock of the people on it. How did the voyage that brought you here leave your crew?

- If your crew came through it tight and trusting (and if this is where you are starting, they did), turn to 2. - If you came out of it on strained terms, promises stretched thin, turn to 3.

2

Your crew standing is Loyal. Sable knocks her knuckles on the rail like she is greeting an old friend. "Kane's whole sea, is it? Good. More of it for us to beat her across." Doc says nothing, but he lashes the loose gear down himself and hands you the good glass without being asked. You have a crew that will hold whatever this water throws. Now the crossing. Two ways to Skull's Rest show on the torn whalebone: straight and fast across the open Black Tide where Kane's patrols quarter the water, or south and slow through worse waters Kane will never think to watch.

- To race her openly across the open Black Tide, turn to 4. - To slip south by the hidden route through worse waters, turn to 5.

3

Your crew standing is Strained. Sable coils the line too tight and does not greet the rail or you. Doc counts the water-casks twice, and you can hear in the silence that he is counting other things too, the promises and the short rations and the calls that went the wrong way. They will sail. They are also watching how you steer, and not only the ship. You have a crew with a short fuse. Now the crossing. Two ways to Skull's Rest show on the torn whalebone: straight and fast across the open Black Tide where Kane's patrols quarter the water, or south and slow through worse waters Kane will never think to watch.

- To race her openly across the open Black Tide, turn to 4. - To slip south by the hidden route through worse waters, turn to 5.

4

You point the Widow's Luck straight out onto the open Black Tide. The water here is fast and deep and the color of a coming storm, and it carries you well. But this is the front door of Kane's sea, and her patrols quarter it in long slow sweeps, mast tips prickling the horizon in every quarter. Out here you are a sail on empty water, and empty water hides nothing. Your speed or your cunning will have to do what the sea will not.

- To crowd on all sail and run the patrol lanes flat out, betting on pure speed, turn to 6. - To hold off and cross under cover of a storm front piling up black on the horizon, turn to 7.

5

You put the helm over and leave the straight line behind, turning south toward the water no sane captain chooses: the black edge of Bonewhale Deep, where the trench drops away under you forever, and past it the Tideglass Shoals, where the sea goes glass still right before it turns on you. It is slower. It is worse. It is also the last place Kane will send a lookout. The Widow's Luck creeps into quieter, darker water, and the horizon behind you empties of sails.

- To skirt the black edge of Bonewhale Deep, giving the trench a wide, wary berth, turn to 8. - To thread the Tideglass Shoals while the water is still calm, turn to 9.

6

You pile everything the Widow's Luck can carry into her sails and go for it, the black water hissing away from her sides, and for a handful of heartbeats it feels like flying. Then a patrol cutter breaks off from a swell ahead, oars biting hard, and the hunched shape at her bow is one you know: Bo'sun Grieve, walking the fences of Kane's sea, and he has already marked you. Off to starboard, a field of black rock stacks juts from the water, close-packed and unforgiving, the kind of teeth that break a keel as easily as they break a wave.

- To keep running for open water and simply outsail the heavier cutter, turn to 11. - To dart into the rock stacks, betting on losing Grieve in the maze of stone, turn to 39.

7

You wait, and the storm comes, and it is enormous: a black wall of cloud dragging a curtain of rain, turning the whole Black Tide the color that gives it its name. Inside that murk a lookout could not find their own hand. It is cover a captain dreams of, and it is also a beast with teeth. The wind is already snapping the tops of the waves off flat.

- To sail into the heart of the storm and let its murk carry you across unseen, turn to 11. - To skirt the storm's edge, trying to keep the cover without the danger, and race ahead of its leading squall, turn to 40.

8

You give Bonewhale Deep the widest berth you can, and still the water changes. It goes deep, glass-black, and utterly without a bottom, and then, far below, something vast turns over in the dark. A shape rises alongside you, longer than your ship, ancient beyond counting: the Bonewhale itself, the very creature the map's whalebone was cut from generations ago. It does not attack. It watches. The Old Water hangs around it thick as fog, patient and listening. It wants a word, or it wants to be left alone. You cannot tell which.

- To hold the ship dead still, make no sound, and let the great creature sink back into its trench, turn to 11. - To answer it, speaking to the Old Water in it, and ask the Bonewhale for safe passage, turn to 41.

9

The Tideglass Shoals spread out ahead, and the sea goes exactly as the name warns: flat, bright, and glass still, so calm it looks like you could walk on it. Doc does not like it. "That stillness is a held breath," he murmurs. "The Shoals only look like glass right before they turn." The safe channel is a thin dark thread winding through the pale flats, and it takes a slow, patient hand to read it.

- To furl sail and creep the dark channel slowly, reading every ripple, turn to 10. - To run the flats fast and straight while the water is still calm, before it can turn, turn to 42.

10

You come through the worse water and out the far side, and there, strung across the mouth of the hidden approach, is a thing you did not expect Kane to bother with: a picket line. A row of her patrol boats at anchor, lanterns lit, watching the one gap a smart captain would use. She thought of it after all. You are close now, close enough to smell their cook fires, and you have to get past them without a shot.

- To wait for the dark of the tide turn and slip the picket on muffled oars, dead quiet, turn to 11. - To disguise the Widow's Luck as a harmless drifting derelict, douse every light, hoping the current carries you through under false colors, turn to 43.

11

Whatever the Black Tide threw at you, sail, storm, or silence, is astern now, but the crossing has worn the crew down to the grain. Days of Kane's water, days of jumping at every sail and shadow, and now the last long haul to the island still ahead. On deck it is too quiet. Faces turn toward you, waiting to see what kind of captain brought them into this and what kind will get them out. Everything from here depends on the crew at your back.

- If your crew standing is Loyal, they meet your eye and hold, ready for the last of it. Turn to 13. - If your crew standing is Strained, the silence breaks the wrong way, and a knot of them steps forward with Sable reluctantly at the front. Turn to 12.

12

It comes to a head here, in Kane's water with the island still out of reach. The deckhand Rennick has been the loudest of them for days, and now he says it plain, with Sable standing grim beside him because a first mate speaks for the crew even when she would rather not. "We've been spent and spent, Captain, and for what. Chasing half a map into a dead sea. Give us a real reason, or give us the ship." This is a mutiny, one step from breaking. How you answer it is the whole of your command.

- To concede something real, splitting the stores fairly, promising them rest and a true share, and meaning it, turn to 14. - To stand firm and face them down, reminding them whose ship this is, turn to 15. - To cut someone loose, putting Rennick, the loudest voice, off the ship to break the knot before it spreads, turn to 16.

13

Your crew does not need a speech. Sable just grins her tired grin and says, "Last stretch, then. Try not to make it boring, Captain," and the deck loosens, and hands go back to work. Doc catches your eye and gives the smallest of nods. You have a crew that came all this way and means to see it through with you. That, out here, is worth more than a full hold. You point the Widow's Luck at the last of the Black Tide.

- Turn to 17.

14

You give them the real thing: the stores split even, the watches shortened, a true share of whatever the island holds, sworn on the map itself. It is not a grand promise. It is an honest one, and it costs you something you cannot spare, which is exactly why they believe it. Rennick chews it over and steps back. Sable lets out a breath. The knot loosens. Your crew is still a fragile thing, still counting, but it will hold for the last stretch. You have bought yourself the island, at a price.

- Turn to 17.

15

You do not bargain. You plant your feet and tell them plain: this is your ship, your map, your command, and the first hand that touches a line without your order answers for it. For a long moment the deck is dead still. Rennick's jaw works. Sable watches you, not him, gauging whether you have the iron to back the words. The whole crew is a drawn bowstring, and it will either snap taut behind you or snap the other way entirely.

- To hold the line and dare them to try it, turn to 44. - To read the room, ease off before it breaks, and give them something after all, turn to 14.

16

You point at Rennick and you are done arguing. He goes over the rail and into the jolly boat with one oar and just enough biscuit to reach the nearest current home. The deck goes silent as your people watch the loudest of them shrink astern. It works, the cold way an example always works. The muttering stops. Nobody meets your eye longer than they have to. You have a crew that will follow orders now, and only orders, and you have learned exactly what kind of captain you are willing to be to keep your ship. You sail on into the quiet you made.

- Turn to 17.

17

The last of the Black Tide narrows toward Skull's Rest, and there, closer than you have any right to be, is your chance. Kane's own ship sits low in the water ahead
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