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How to be a Legend

 

Throughout the ages, great men and women have performed deeds so mighty that even though history has forgotten them, their names have passed into legend.

You could be one of them.

In this book, you are Freya, goddess of the Vikings. 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 lead you into deadly danger!

If you fail, then start the adventure again and learn from your mistake.

If you choose wisely, you will succeed in your quest.

Are you ready to be a Hero? Have you got what it takes to become a Legend?

You are Freya, a young goddess of the Vikings. You live in Asgard, home of the gods.

One day, Odin, the father of the gods, summons you to his great hall, Valhalla. Thor, the god of thunder, stands beside him with his head held low.

Odin addresses you. “I want Thor to deal with a rebellion of the Frost Giants,” says Odin, “but he has lost Mjolnir, his magic hammer, and with it all of his powers.”

You bow. “I will find Mjolnir and return it to Thor.”

Odin nods approvingly. Two crows fly down from a high beam and land on his shoulders. “My crows, Hugin and Munin, will spy out what is ahead of you and warn of danger,” he says. “You have your magic falcon feather to fly unseen. And I shall give you a necklace of firestones that has the power to protect you and bind your enemies. If you are in mortal peril you must call on the Valkyries to rescue you. They will rewind time and bring you back to my hall.”

You call for your chariot, drawn by two enormous cats, and set off at once in search of Thor’s magic hammer. With Odin’s crows as your escort, you leave Asgard over Bifrost, the rainbow bridge that leads to Earth.

Go to 1.
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1

As your chariot crosses over the rainbow bridge, you see Loki, the trickster god, approaching. You know that Loki is unreliable and not to be trusted. Even so, he may know something that can help you in your search.

If you wish to talk to Loki, go to 15.

If you wish to avoid Loki, go to 29.
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You accept the lord’s surrender, and ask if he has any news of Thor’s hammer, but he knows nothing. You wonder why Loki has tried to hinder your quest.

You call on the firestones to return to their necklace form, and set off again to find the Norns.

The Norns are three beautiful, flaxen-haired women who decide the fates of men and women. They live beneath the great ash tree that holds up the sky. You find them in their longhouse, busy at the loom, weaving the tapestry that tells the history of the world. The threads that make up the tapestry are the fates of actual people.

They greet you cheerfully. “Freya! Just the goddess we most wanted to see! We’re so tired of weaving – could you take over from us for a few minutes while we get something to eat and drink?”

If you are happy to accept and help the Norns, go to 17.

If you decide to refuse their request, go to 34.
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3

“You’re pretty bright, for a god,” grumbles the dwarf. “You have earned the answers to two questions.”

You think for a moment. “Where on Earth is Mjolnir?”

“It is not on Earth, but under it,” replies the dwarf.

You stare at him. “What is that supposed to mean?”

The dwarf gives you a sly look. “Is that your second question?”

“No!” You rack your brains. “My second question is, who can lead me to Thor’s hammer?”

The dwarf looks disappointed, but answers at once. “You must go to the Norns, who weave the fates of men … oh, and women.”

You leave the caverns of the dwarfs and return to your chariot.

Go to 33.
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4

The Valkyries, warrior maidens who claim the spirits of those killed in battle, carry you through time and space, returning you to Valhalla.

Odin is not pleased to see you. “Perhaps I made a mistake in sending you,” he says. “You’re a young goddess – too inexperienced to deal with such a great matter.”

You hang your head and promise to take more care in future.

“Very well,” says Odin. “See that you do. The Frost Giants grow restless. There is no time to waste. Begin your quest again.”

You remount your chariot and leave Asgard.

Choose more wisely next time! Go to 1.
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“I cannot help you,” you tell the dead.

The disappointed spirits set up a dismal wailing that attracts the attention of Nidhogg, the terrible serpent guardian of the dead. It belongs to Hel, their queen. The foul beast slithers towards you, fangs glistening with venom.

If you want to fight Nidhogg, go to 28.

If you want to surrender to Nidhogg and ask to be taken to Hel, go to 48.
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“Thank you,” you say. “That would be very welcome.”

The lord shows you to a rich chamber, and orders his servants to bring you food and drink. Soon, you feel drowsy and fall asleep.

You wake to find yourself tied to the bed. Villagers are hurrying in carrying firewood and jars of oil. More wood is already stacked around you. They are planning to set fire to the bed!

You struggle against your bonds, but cannot break free. You have no choice but to call on the Valkyries for rescue.

The warrior maidens arrive, and cut through your bonds with their swords, before carrying you off to Valhalla and safety.

Go to 4.
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