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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 Reef of the Drowned Fleet opens ahead of you like a mouth full of broken teeth. Dead ships tilt in the shallows, masts leaning every which way, tide-water hissing between the hulls. The Widow's Luck rides at the edge of it, patched and ready. Behind you, a smudge of sail on the horizon that you already know is Kane.

You cleared Port Halloway with the map, provisioned as best you could, and made your call about the Chartwright. None of that matters now as much as the two people standing at your side. First Mate Sable Vance checks the lead-line with a steady hand. Doc Emlyn reads the sky and does not like what he sees.

How did you leave things with your crew after Halloway?

- If your crew came through the voyage that brought you here tight and trusting (and if this is where you are starting fresh, they did), turn to 2. - If you left port on strained terms, promises stretched thin, turn to 3.

2

Sable grins at the wrecks like they owe her money. "We'll thread it, Captain." Doc says nothing, but he stows his kit where he can reach it fast, which from Doc is a vote of confidence. You have a crew that will hold.

Now the reef. Two ways in show on the torn whalebone map: a bright, shallow lane along the reef's sunlit shoulder, and a deep, dark channel that cuts straight through the drowned hulls.

- To take the shallow, sun-lit lane, turn to 4. - To take the deep, dark channel, turn to 5.

3

Sable's grin is thinner today, and she is counting something under her breath that is probably grievances. Doc keeps his back half-turned. They will sail, but they are watching how you steer, and not only the ship. You have a crew with a short fuse.

Now the reef. Two ways in show on the torn whalebone map: a bright, shallow lane along the reef's sunlit shoulder, and a deep, dark channel that cuts straight through the drowned hulls.

- To take the shallow, sun-lit lane, turn to 4. - To take the deep, dark channel, turn to 5.

4

You steer into the shallow lane. Sunlight lies flat on clear green water, and you can see sand and coral slide by below the keel. Safe footing, if you read it right. But out here you are a black shape on bright water, and that far smudge of Kane's sail has not gone anywhere. The reef will not hide you here. Your ship or your speed will have to.

- To hug the tilted line of wrecks and use their shadows for cover, turn to 6. - To run the open shallows fast and straight while the light lasts, turn to 7.

5

You put the Widow's Luck into the deep channel and the light goes with her. Drowned hulls close in on both sides, black and dripping, so near you could touch them. It is quiet in here. Too quiet.

This is Wreckwood country: driftwood and dead ship's-bone that the Old Water has stitched into something that guards this place and does not care to share it. Nothing has stirred yet.

- To creep through dark and silent, showing no light and making no sound, turn to 8. - To hang a lantern at the bow so you can actually read the channel, turn to 9.

6

You slide the Widow's Luck into the long shadow of the wreck-line, mast by leaning mast, timing every board and rope-creak against the slap of water on hulls that are already noisy. Kane's distant sail loses you against the dark timbers, one moment a shape on the water, the next nothing at all. It works, and better than you hoped. And then the shadows open onto something huge: a drowned galleon, three times your size, keeled over in the shallows with her ribs showing pale through weed and water. Even half-sunk, she is a giant, and she is not going anywhere.

- Turn to 10.

7

You crowd on sail and run the open shallows. For a while it is glorious, spray flying, the reef streaming past. Then a low, fast skiff cuts out from behind a wreck ahead of you, oars flashing. One of Kane's scouts, and it has seen you. Beyond it, half-sunk in the shallows, looms a drowned galleon big enough to hide a fleet.

- To duck into the shadow of the drowned galleon and lose the scout, turn to 10. - To haul off into a narrow side-channel and try to slip the skiff before it can signal Kane, turn to 11.

8

You go through the deep channel like a held breath, no light, no voice, only the lead-line whispering the depth back to you, hand over hand. The Wreckwood does not wake. Not a creak, not a shift, nothing but the drip of your own oars and the slow drift of black water. At the channel's heart the hulls draw back into a wider pool, and out of that stillness rises the biggest wreck yet: a drowned galleon, keeled over and vast, her broken masts making a cage against the little light there is.

- Turn to 10.

9

You hang a lantern and the channel leaps into view, which is the good news. The bad news follows at once. The light wakes the Wreckwood. All around you the dead ship's-bone begins to creak and shift and reach, driftwood knitting itself into long grasping arms that turn toward the glow. Dead ahead, a drowned galleon lies keeled over, her black hull the one solid thing in a channel that has started to move.

- To snuff the lantern that instant and drift for the galleon's cover, turn to 10. - To hold the light up and face the Wreckwood rising around you, turn to 12.

10

The great drowned galleon fills the water in front of you. A name is still legible under the weed on her stern: the Coldmarrow. She went down with her cargo, by the look of her, and cargo means supplies, and maybe clues to the map's next leg. But she has sat here a long time, and things that sit a long time in this reef are rarely empty. Boarding her costs time, and Kane is not losing any.

- To board the Coldmarrow and salvage what you can, turn to 13. - To leave her be and press deeper into the reef, turn to 14.

11

The side-channel is a narrow throat between two hulls, and the tide is already sliding out of it, the water dropping visibly against the weed-line. Kane's scout is close behind. You can beat the tide, or you can beat the skiff, but the throat is draining fast and you cannot stand here choosing for long.

- To gun the Widow's Luck through the throat now, before it runs dry, turn to 14. - To hold in the shadows and let the scout row past first, betting the tide gives you the breath you need, turn to 41.

12

You hold the lantern high, and the Wreckwood rises around the Widow's Luck, a slow forest of reaching dead-wood arms. This close, you can feel the Old Water in it, cold and patient and listening. It wants something. The Old Water always does.

- To snuff the light and run the ship hard for the galleon's cover before the arms close, turn to 10. - To speak to the Old Water in the Wreckwood and offer it a price for passage, turn to 54. - To take an axe to the nearest arm and try to smash your way clear, turn to 42.

13

You bring the Widow's Luck alongside and climb into the Coldmarrow's tilted dark. The hold is a drowned treasure of stores: rope, casks, dry-packed biscuit under wax. And on a hook in the captain's cabin, swinging gently though there is no wind, hangs a strange lantern that gives off a cold, low light of its own. It does not flicker.

Doc Emlyn goes very still when he sees it. "That," he says quietly, "is Old Water. That is a Drowned Lantern." Something shifts, deep in the hull below you.

- To take the Drowned Lantern and whatever it may be worth, turn to 15. - To take only the plain stores, the good honest rope and biscuit, and get off her fast, turn to 16. - To ignore Doc's face and pry deeper into the cabin for the real prize, turn to 17.

14

You leave the great drowned wreck behind you and press deeper into the reef. It is the faster call, and Kane will not thank you for it. The channels knot tighter here, dead ships crowding close, and somewhere ahead the reef gathers into its dark heart. But you are travelling light, and light is quick.

- To stop at a low reef-islet you sight, just long enough to top up fresh water, turn to 18. - To push straight on without stopping for anything, turn to 19.

15

You lift the Drowned Lantern off its hook. The cold light steadies and, for a heartbeat, you see through it: the reef's true channels laid out ahead like glowing veins, the safe water shining, the dead water dark. It is a map no chart could give you.

Doc Emlyn will not touch it. "The Old Water gives nothing free," he warns. "It will want its price, and it will pick the time." You carry it aboard the Widow's Luck anyway, glowing at your bow like a captured star.

- Turn to 19.

16

You load the good plain stores into the Widow's Luck: rope, biscuit, tar, water, all of it dry and sound and worth more right now than any glow of cursed gold. No cursed lights, no cabin-prizes, nothing that hums with the Old Water and waits to collect on it. Just an honest hold, fuller than it was, and a crew that will eat well and mend well through whatever the reef throws next. Doc Emlyn nods once at the choice, which from him is high praise. You cast off from the Coldmarrow and leave her giant shadow behind.

- Turn to 19.

17

You wave off Doc's warning and pry deeper, into the flooded stern where the real cargo would have been stowed. Your lantern catches a glint down there, gold under black water, close enough to reach. But the Coldmarrow is old and the reef has been eating her for years, and above you the strained timbers of the tilted hull give a long, warning groan.

- To let the gold go, grab what plain stores you already have, and get off her now, turn to 16. - To lunge for the gold glinting under the water before the hull settles, turn to 43.

18

The reef-islet is a knuckle of wet rock with a thread of freshwater running down it, and, you realize a moment too late, a great many small round stones that are not stones. They are crabs. Tideclaw, packed shell to shell across every surface, and your boots have just landed in the middle of them. For one frozen second, nobody moves. Then the whole islet seems to lift and skitter.

- To grab one cask of water and scramble back to the ship before the swarm wakes fully, turn to 19. - To stand your ground and try to kick a path clear to the good spring at the top, turn to 44.

19

Deeper in, the reef starts to work on the crew. There are old sailors' tales about the Drowned Fleet, about ships that sail in and never sail out, and here in the dark with the dead hulls leaning over you, the tales feel true. Sable covers it with jokes that are a beat too fast. Doc Emlyn says the thing nobody wants said. "This reef eats crews, Captain. Tell me why we don't turn back."

Every face on deck turns to you. How you answer this will set the shape of your crew for everything that comes after.

- To be honest, and level with them about the danger and the reason you push on anyway, turn to 20. - To pull rank, remind them who is captain, and order them back to their posts, turn to 21. - To make a big promise
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