
[image: cover]





[image: images]



www.hachettechildrens.co.uk









Contents

How to be a Hero

Introduction

 

Chapter   1

Chapter   2

Chapter   3

Chapter   4

Chapter   5

Chapter   6

Chapter   7

Chapter   8

Chapter   9

Chapter 10

Chapter 11

Chapter 12

Chapter 13

Chapter 14

Chapter 15

Chapter 16

Chapter 17

Chapter 18

Chapter 19

Chapter 20

Chapter 21

Chapter 22

Chapter 23

Chapter 24

Chapter 25

Chapter 26

Chapter 27

Chapter 28

Chapter 29

Chapter 30

Chapter 31

Chapter 32

Chapter 33

Chapter 34

Chapter 35

Chapter 36

Chapter 37

Chapter 38

Chapter 39

Chapter 40

Chapter 41

Chapter 42

Chapter 43

Chapter 44

Chapter 45

Chapter 46

Chapter 47

Chapter 48

Chapter 49

Chapter 50

 

I HERO Quiz

Copyright

If you liked this, you’ll love…







How to be a hero

This book is not like others you have read. This is a choose-your-own-destiny book where YOU are the hero of this adventure.

Each section of this book is numbered. At the end of most sections, you will have to make a choice. Each choice will take you to a different section of the book.

If you choose correctly, you will succeed. But be careful. If you make a bad choice, you may have to start the adventure again. If this happens, make sure you learn from your mistake!

Go to the next page to start your adventure. And remember, don’t be a zero, be a hero!





Introduction

You are one of the Knights of the Round Table. You serve Arthur, King of the Britons. You have fought many battles, defending Arthur’s kingdom against its enemies.

You are known for your bravery and chivalrous nature.

One midwinter morning, you are called to the Great Hall in the castle of Camelot. You take your place at the Round Table. The other knights are present, but there is no sign of the king.

Arthur’s magician, Merlin, enters the hall looking worried.

“I have grave news concerning the king,” he says. “Arthur has been captured by the sorceress, Morgan Le Fay…”
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Go to 1.




1

“How did this happen?” you ask.

“Morgan sent a message saying that the queen had suffered a riding accident. Arthur hurried into the forest but it was a trap and he was taken prisoner.

“Morgan is demanding that she is named as the rightful ruler of the kingdom otherwise she will kill the king…”

“Where is the king being kept?” you ask.

“I do not know,” replies Merlin. “I have tried to discover this, but Morgan is a powerful enchantress. She is using a hex that stops me locating his whereabouts.”

Lancelot leaps up from his seat.

“Then we shall find Morgan and rescue our king!” He storms out of the hall.

“Wait, I need to say more on this matter,” says Merlin, but the other knights ignore him and follow Lancelot.

 


[image: images]



 

If you wish to listen to what Merlin has to say, go to 49.

If you wish to join the knights, go to 25.





2

You open the door. “Who is there?” you ask.

“It is me, Arthur!”

“My king,” you say and step inside.

BOOM! The door slams shut behind you and laughter fills the dungeon.

“Welcome to the rest of your life. You will rot here!”

There is no one in the dungeon but you!

You made a big mistake! Go to 17.





3

You urge your horse down an earth track. The dense trees cut out most of the sunlight and you realise why the forest is so named.

After some time you reach a clearing with a pool. Three young women sit at its edge, laughing. They see you and one calls out, “Come and join us, brave knight.”
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To stop and talk, go to 23.

If you don’t think you have time to stop, go to 34.





4

You pull the lance from the ground and steady it under your arm.

You urge your horse into a full charge, bringing you closer and closer to your oncoming opponent. You aim your lance at the knight’s shield and ready yourself for the impact.

Suddenly, your lance disintegrates into dust! You have been fooled.

There is no time to avoid the black knight’s lance. It smashes into you, propelling you out of the saddle and onto the hard ground. You lie on the earth as the black knight clambers from his horse.

Taking out his sword he stands above you.

“Yield!” he says. “And pay homage to my mistress!”

“Never!” you cry.

Go to 17.





5

You spur your horse down the pathway.

The light from the glow-worms is dazzling.

Suddenly, the air is filled with the beating of wings. Attracted by the light, thousands of giant moths swarm around you.

Startled by the moths, your horse rears up and you are thrown to the ground. Your head smashes against the hard forest floor and you pass out.

Go to 22.





6

After many hours of travelling you arrive at a mighty river that stands between you and the Purple Mountains. A wooden bridge spans the raging water.

A young child sits on the ground next to the bridge. She sees you approaching and jumps up.

“Give me a gold coin and I will tell you how to cross the river,” she says.

To give her a coin, go to 30.

To refuse, go to 20.
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