
[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

About the Author

About the Illustrator

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 a captain in the Fairy Guard, living in the magical kingdom of Mab. The land is ruled by Gloriana, the greatest fairy queen that ever lived. Your duty is to protect her and the citizens of Mab.

In the land of Mab, dwarfs, fairies, giants and other magical peoples live together in peace. It is a land of happiness, but it also has its enemies who wish to destroy it.

The harmony that holds the kingdom together is created by the fairy rainbow, which is kept in a golden casket in the Ring of the Fairies. Once a day, the casket is opened, releasing the rainbow and spreading magic across the land. If the casket was ever lost or taken, the magic would fade away and the land of Mab would be no more.
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Now go to 1.







1

One bright mid-summer morning you are in the stables grooming Aria, your kingfisher, when a herald appears at the door.

“Captain,” she says, “the queen wishes to see you immediately at the Ring of the Fairies.”

From the look on the herald’s face, you know that something is very wrong.
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To question the herald, go to 25.

To head to the Ring of the Fairies straight away, go to 36.







2

You turn and take hold of the casket but before you can fly away, Torkin grabs hold of you and pushes you towards the edge of the lava lake.

You try to break free of the elf’s grip, but Torkin is too strong for you. You point your wand at the evil elf, but he brushes it away.

Your wand spins out of your hand and lands in the lake, where it burns to a crisp. Torkin snatches the casket from your grasp.

“You’ve failed, fairy,” he shrieks. “I will rule the new land of darkness!”

Without your wand, you are powerless.

Torkin throws the casket into the lake of lava. It starts to melt.

You have failed and there’s only one way to stop the rainbow being destroyed — start your quest again!

Go to 30.





3

You guide Aria down into a clearing in the forest.

 “Stay here,” you tell her. You pack more provisions and fly off through the trees. You hold out your wand to light up the way and fly as fast as you can.

Suddenly you come to a shuddering halt. You try to move but you can’t. You’re stuck in a giant spider’s web!

Your wand and pouch of dust have fallen to the ground out of your reach.

The web starts to vibrate and you glance across to see a monstrous spider, jaws open, heading your way. You struggle desperately to free yourself, but it is hopeless. The spider closes in.
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Go to 30.







4

You land in a field of flowers. You take your fairy knife, pierce a flower stem and drink the nectar as it oozes out. It is delicious! You continue to feast on the sweet liquid as the sun beats down.

You yawn and decide to lie down and rest before continuing.

Hours later you wake up to a cry of, “Captain!”

You look up to see another member of the Fairy Guard, riding her kingfisher. “You should not have fallen asleep!” she cries. “The magic rainbow has been destroyed!”

You know there is only one thing to do.
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Go to 30.







5

“I am sorry,” you cry, but the hobgoblin is in no mood for apologies!

He throws another boulder at you. You try to swerve to avoid it, but it hits you, sending you spinning out of your saddle and into the hobgoblin’s hand. He tightens his grip, slowly squeezing the life out of you…

Go to 30.





6

You raise your wand, but an ogre’s arrow hits it, sending it spinning from your hand!

To rescue your wand, go to 38.

To use your magic dust, go to 19.
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